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Catch the excitement of... anbl‘lght

Tower-

Walcome to the excitement of MOONMEBRIGHT TOWER From
Cinguedsa Software, .. the adventure wizards!

MOONBRIGHT TOWER, ancient stronghold of evil on the shores of
the Moonbiright Sea, has been standing for centuwries. Now, its
aoriginal owner,the evil Arch-Mage Garowulf, has returned to terrorize the
nearby town of Farfoot. You' ve decided to invade the tower, slay this
horrible wizard, and steal as much treasure as possible.

MOONBRIGHT TOWER is an adventuwre in the classic style -~ but
with Dinguedsa’™s unigue twist. The large master program is compreised
of smal ler 1&K program moduales, which are adtomatical ly called and
loadad into the TI®Y/4A4%s 16K RAM memory during the adventure according to
how yvou play. This ""wvirtual memory” " technigue allows Cingquedea to
design wall over 48K of adventure on one diskette master program, and yet
have the sntire adventurs play in a standard 16K TI99/48 home computer.
You will find MOONBRIGHT TOWER far more exciting than adventures which
are limited to standard 16K memory.
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Running MOONEBRIGHT TOWER is the easy part! Simply place the diskebtte
in drive #1 and chose Extended Basic on the proper screen menu.  The
MOONERIGHT TOWER progeram loads and runs ibself.
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Nowe o« the hard part. Figuring out the adventura. Some of the specific
commands the program will understand ares
= direction commands such as M, S, E, W,;
status commands such as SCORE and IMVEM{tory) s
----- action commands such as FIGHT, TakE, DROF, EILL,
SAY, LIGHT, LOOK, RUN and others which you may discover!.

Alang the way vou might also encounters
a monstrous fire-breathing dragon, a mind-bending maze,
a treacherous rope bridge, a magic grove that can teleport
adventurers, fouw magic words of power, scores of valuable
treasures, mysterious and foggy MNMether Flanes besneath the Tower,
and, of course, monsters -~ from fiery demons to mighty giants
o armored warlords,
{continued on baok)
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You may also find the following general instructions helpful in
playing MOONBRIGHT TOWEFR:

1. Whern you first enter a level, the room is not described. Tt is wup to
the player to enter LOOE to get a description. After the first room, all
room descriptions are then displaved upon entering the room.

2. If yvou wish to take a treaswe, bthe precise name of the treaswre mush
be input. For example, if the treasure is FIRE O0FALS, the command TAEE
JEWELS will not work - the command must be TAKE FIRE OFA&LLS. :

-

Fe The opposite is true about monsters. To fight, it is not necessary to
gnter the monster’s name — FIGHT or EILL will work fine by themselves.

4. Special commands will occasionally pop up.  One that T will hint at
is BOARD, which may not be in the nosmal adventuwre vooabolary. Others wou
will have to figuw e oult Ffor yvourself.

S It is oa law of Garowulf’ s realm that adventuwrsrs placed in the Dungeons
must not be greedy. Therefore, all treaswre accunulated is confiscated
betwassn adverntuwre modules, although points for these treasures are added to
your score as youw enter the next module. Also, more than one treasure of one
type may not be taken. For example, a player could not take two SACKS OF GEMS
or two SILVER FIECES.

be Az yvou proceed throwgh the dungeon, youw become faster and stronger,
hitting monsters more often and doing more damages with every strike.

7. Being stuck in the maze on level 4 is not a bug in the program. The

game was specifically designed to weed out the rookies from the

experienced dungeonsers. WARRNTNG ! Even owr most hard-core adventurers here at
Cinguedsa have virtually pleaded for the secret path through the maze. If you
get lost, plan on spending 4 or 9 hours to get out.

8. RUN, which is occassionally used by adventurers to escape a fight, may
NOT be used in the last roonm of any level ! Doing so teleports youw to a room
which has NO ENTRAMCE OFR EXIT!
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Moorbright Tower has many complex featuwes and facets,so these bonus
clues have been included to help you alongs:

1w The boat is not the only way to reach the towsr. There are obther
ways., « .« some hidden...some obvious.

2o There are many maglic words hidden in the tower. One can take you back to
the moor. The other threse you must deciphee for yvoursel £.

Zuoo Tt dis possible to escape the maze. After much trial and ecror, you may find
the way out...and you must, for the wizard lies beyvond the maze.

4. The dragon is nob invalnerable, Jjust very tough. It will probably take
several sessions of play before you defeat him.

e The method to slay the wizard is somewhere within the Nether Flanes. You

must jouwney there befors you can kill the wizard.

With these clues,perhaps you can penetrate the murky depths of MOONBRIGHT
TOWER and slay the wizard, Be warned... It may take you months to find the way
to stop his evil doings.



