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THOLIE’'S TALE

Newly arrived on the Isle of Gelnor, an adventurer entered the remote town
of Pelnor. From the deteriorating condition of the once prosperous shgps.
it was clear that things were amiss — just the place where a courageaus
person might seek a worthy quest.
The adventurer hailed a passing citizen. “Where might | find information about your
town and land?"”
Lookmg furtively ever his shoulder, the man tersely replied, “Ask for Tholie at:
the inn,” before scurrying away.
Sure enough, the adventurer found the town's storyteller sitting at the back of
the smoky, dimly lit commonroom.
“Hail," greeted the adventurer, as he took a seat on the rough-hewn bench. "'I've
come to Gelnor to seek my fortune. Can you tell me the tales of this land?”

“Why certainly.” said the old gnome. He waited for the adventurer to buy him a tankard
of brew and a meatpie before commencing his tale in a soft sing-song voice.

“In the beginning, there was a barren vastness, filled only with stars and light. and it
was called the Astral Plane.

“Within this vastness, a place was created wherein dwelt Zeus and his followers,

The magical River Styx flowed ‘round it all, and it was called the QOlympic Plane.

“Next, the earth and all things on it, living and dead, were created, and it was called the
Material Pla—"

"1 already know the legends of how the world began!” interrupted the adventurer.

A lock of disgust and disbelief made its way across the youthful face. 1 want to know about
Gelnor and what's happening now. Are there adventures, fortunes, for the likes of me?"”

“Hal” Tholie briskly retorted. “"Ever heard of the evil ones, called Black Knights?
There are adventures a-plenty with them, forsooth!”

The adventurer face lit up, and he leaned toward the storyteller. “Yes! Tell me about
the Black Knights!”

Thalie continued, “The Isle of Geinor is divided by a chain of mountains into two regions.
The west is the traditivnal domain of human and humanoid beings — with a few renegade
orcs and lizard men — dedicated to order and goodness; the east is inhabited by more
exatic creatures — dragons, trolls, and giants. These regions have been waging war
throughout the history of this great land. Pelnor, the town we are now in, lies in the
northwest comer. . . ."

“Black Knights! What about the Black Knights?"" demanded the adventurer, interrupting
once again.

“Patience!” roared Tholie. His fist banged the table. “I'm getting there!

“Since the Great Invasion by the evil sorcerer Nikademus, the Isle of Gelnor has been
terrorized by his merciless Black Knights. (The citizens of this land hold such fear and
emnily for these intruders that it has even overshadowed their hatred for each other.)

“To maintain their reign of terror, the Black Knights travel from town to town,
demnanding sacrifices and homage. “Though they travel in small bands, no Gelnorian can
yet claim to have defeated one.

“Any unfortunates who are espied by these evil ones must surrender all their money
or die. Worse still, the Black Knights may bring the wrath of the gods upon those
who oppose them. Few are willing to take the risk.”
“Defeating the Black Knights and destroying Nikadernus is just the quest | need
to win my fame and fortune.” exclaimed the adventurer. “Where can | find them?"
“No one knows where Nikademus can be found, but you can start with the Black
Knights. You're bound to run into them if you travel in Gelnor.”
Jumping up. the adventurer turned to leave. “[ shall gather a band of
fellow seekers at the adventurer's Guild forthwith.”
“A few words of advice,” Tholie called out. “Whatever your success,
it is rumored that new Black Knights-are spawned in a fortress some-
where in Gelnor. Godspeed, and may your sword be swift and the
gods be with you.’
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The first place a new game player should visit is

the Guild. where you can gather together a band
of adventurers (see ADVENTURERS' CHARAC-
TERISTICS section).

G)UILD is where characters are generated and

then formed into parties. As many as 37 charac-

 ters can be generated, but g party can have no
rmore than 6 adventurers.
GUILD MEMBERS commands are used. to

create new adventurers and add them toa party:

Key Result

L Listall Guil d members in Gelnor
P Purge a Guild member -

N  Create a new Guild member.

R Rename a Guild member

A Add a Guild member to a party

N)EW MEMBERS are created one at a time, and
- they should be carefully chosen. You must find
the optimal mix of classes and races (see ADVEN-
TURERS' CHARACTERISTICS 'section).
First, select the race of the néw member by
hitting the appropriate number, then choose the
tlass.

Playing Hint: The following roster is recom-
mended for a first-time party: ;

2 Spellcasters (wizards, monks) — humans :

or elves
1 Healer(priest, ranger) — hurnanor dwarf

1 Thiefly type (thief, monk) — gnome,

_halfling, or random creature
- 2 Combatants(fighters, rangers) —

C humans,
dwarves, or random creature -

Once you have selected the race and class for a

character, the programwill assign number values
to the individual attributes. If you.find the
attributes acceptable (hit Y or N), you will tvue in
the character's name.

Next, the full list of statistics for the new
character will be shown. (See linspect. under
TOWN MENU: OTHER OPTIONS, for & full ex-
planation). When you have finished studying the

display, hit the SPACE BAR to be taken back to-

the' Guild Menu.

Playing Hint: Once generated, adventurers can-
not get training in combat or spellcasting, nor
can they leave the Guild for other parts of the
town, until AFTER they have joined a party.

L)IST MEMBERS will give you a display that
looks something like this:

--GUILD MEMBERS - -
C!:“ASS TO1WN # NAME CLASS TOWN
H

Fl
TH

#
1

2
3
4
5
6
7
8
9

GRUNFELD
10 ABBOTT
11 SANARA
12 ALl

13 ARENTINO
14 MINOS

38 FIRE Fi 0
39 WATER FiI 0
40 EARTH Fi 0

The list shows all the Guild members of Gelnor,
including each character's Guild number; narme,
class, and current residence (Pelnor is Town #1).
The last three characters — FIRE, WATER, and
EARTH — are the elementals that spellcasters
may . call’ into combat, using the SUMMON
ELEMENTAL spell. Notice that they are fighters,
that they also have Guild numbers, and that they
live in Town #0 (not found in the Material
Plane).

Playing Hint: Be sure to make a note of each
character's (and elemental’s) Guild number, since
the program will require the number, not name,
when he or she is added to a party and when a
game is continued at a later date (see ENCORE:
Continuing Saved Games).

" When you have finished with the list, hit the

SPACE BAR to go to the Guild Menu.

A)DD MEMBERS to a party by giving the uu\._.
number (not name — see L)IST MEM
the character you want to add to the 3
party can'have up to 6 adventurers. Whe

assigned toeach one. As long as the charac
a party, the party number will be used toar

i prompts by the program.

Playing Hint: If you plan to use the SUMMON
ELEMENTAL spell during your next adventure,
you should add the elementals to the party while
you're still at the Guild.



R)ENAME MEMBERS lets you give a Guild
member @ new name. Characters cannot be
renamed while they are members of a party.

PARTY MEMBERS options can only be used by
characters that have been added to a party:

 Key Result .
S Learn new spells :
T Train for the next level :
D Drop a party member off at the Guild

S)PELLS tells you which new spells can be
learned by the character and how much they will
cost. The spell will be-identified by its number,
not its name (see MAGIC section). If there are no
numbers after POSSIBLE SPELLS:, then no new
spells/can be learned at this time.

T)RAINING is the most effective way for a
character to go up a level. When you enter the
training arena, you will be told how many
experience points are required and how much the
training will cost. '

Playing Hint: Characters must be carrying gold
pieces (GP) to pay for learning new spells and for
training. With new party members, this means
going to the Bank (see B)ANK), making a with-
drawal, then returning to the Guild.

D)ROP FROM PARTY allows you to eliminate a
character from the party and send him or her
‘back to the Guild.

EJXIT GUILD takes you back to the Town Menu,
when you hit E.

B)ANK has an account for each adventurer, and
there are bank branches in every Gelnorian town.
Money transactions.can be made in any of these
locations.

All'the gold assigned to characters when they
were generated was automatically deposited in
their accounts. Before buying equipment and
items at the Armory or buying spellcasting

= lessons and training at the Guild, gold needs to be
withdrawn from the bank. Characters should
take out enough to cover wilderness expenses,
too — stays at inns, bribes, or purchases in' the
dungecn. Each of these costs about 250 GPs.

When entering a bank, the amount of gold
pieces the party is carrying will be displayed
(which will be 0, if a party has just been formed).

‘The following options will be given:

Key Result

W Withdraw money

D Deposit money

£ Exit
W)ITHDRAW GOLD PIECES allows each party
member. to withdraw gold from his or her
account. Once withdrawn, the gold is pooled and
carried -by the party. Only the party's total
number of GPs will be shown after withdrawals.
A party can carry up to 65,000 GPs,

D)EPOSIT CARRIED GOLD allows you to split

the party s gold among the individual members,

then to deposit each share irto the appropriate *
person’s account. First you will be asked how
many shares each party membergets(1.2. or 3).
Then the number of GPs deposited into each
account is displayed. A bank account for assingle
character can hold a maximum of 65,000 GPs.

E)XIT BANK takes you back to the Town Menu.

A)RMORY stocks weapons, armior, shields, scrells, -
magic potions, and healing potions — depending
upon what is in inventary at any given time.

The Armorer buys his inventory from adven- .
turers whoenter town and sell the treasures they
found during their journeys. The iterns are placed
in the store and resold at a slightly higher price.
Armories should be checked for changes in their
stogks ) s ; :
Playing Hint: Rings, scrolls, and other treasures
found in the Armory stay there for future visits.
Combat weapons and potions, however, may
appear and disappear between visits.

When you enter the Armory, you will be asked
who is shopping: Give the character's number:-
Then hit L to list the inventory. You will see the
following display: i

SM SHIELD
CLOTHING
LEATHER
MACE
SM_AXE

51
128 SCROLL 8

--MINOS 1200 GOLD - -
L)IST ITEMS C)ONTINUE LIST
B)UY ITEM A)NOTHER SHOPPER
E)XIT ABMORY
COMMAND:



_ The number in the first column is the item
number, to be used when you B)UY ITEM; the
third column shows the price: and the fourth
column shows the point value of combat equip-
ment (see TREASURES section for an explanation
of what the items can do).

Thefollowing shows what each command means:

Key Result

L List the iterns currently in stock

C  Continue the listing or repeats the list
again

B Let the current shopping character
buy an item

A Allow another party member to Sth

E Take the party back to the Town
Menu

If you get the message, YOU CAN'T PURCHASE

“THAT, ‘it means that you 'don't have enough -

money or that the item has sold out. even
though it's still listed (did someone just buy it?).

Playing Hint: A character can only use one

weapon, armor, and shield at a time, and they are.

never lost or stolen. If the character buys or finds
new equipment, it should have a higher point
value than the one already owned. Whatever the
equipment is, make sure the character has
enough strength (STR) to use it — even the club
(point value is 4) may be too strong for a weaker

character (see Combat Equipment in the TREA-
' SURES section). If the equipment is too strong

for the current shopper, the ltem will be marked
UNUSABLE.

M)YSTIC gives an overall score for the party, so
yOu can determineg its strength. When you have
finished, hit the SPACE BAR.

IN)N is where characters can have their hit points
and magic restored to their maximum limit. Inns
located in towns are free, and each stay lasts
about two weeks. In addition, independent inns
are located throughout the Isle of Gelnor, and
they cost 250 GPs (pius tax) per stay. ‘

'P!aylng Hint: Characters who have cast spells-

during their adventures may find their maxi-

mum limit for magic has been raised afterresting
at an inn.

L)EAVE TOWN puts you on the road outside
town (see ADVENTURES section).

TOWN MENU: OTHER OPTIONS

Besides visiting the various merchants in a town,
characters can perform certain activities shown
on the lower portion of the Town Menu:

Key Result
€~ Cast a spell : :

U - Usean itermn that acharacteris carmying
D Distribute -and sell items (after an

i:adventure)
I: Inspect the statistics of a party memiber

S Save game
[)NSPECT PARTY MEMBERS gives the statistics
for a character in the party. You will be asked for
the number of the character you wish to Inspect,
then you will see a display something like this:

PAPAST
LEVEL 1 PRIEST HUMAN OKAY

STRENGTH 14 AGE
INTELLIGENCE 16 HIT. POINTS
DEXTERITY 12 MAGIC /
CONSTITUTION 13 GOLD IN BANK ¢
CHARISMA 14 EXPER. POINTS
LUCK 12 SCORE
SKILLS: EQUIPMENT
48 SPOT TRAP 15 CLUB (4)
29 DISARM TRAP 8 ROBES (2)
27 FIND ITEM 12 SM SHIELD (4)
LISTEN 12 PICK LOCK 6

SPELLS: 1

The first two lines display the character’s name,
level, class, race, and health status.

INDIVIDUAL ATTRIBUTES are listed in the first
column, along with LUCK (a randomly assigned
value from 8 to 13). These figures determine
how certain tasks are performed (see ADVEN-
TURERS' CHARACTERISTICS section for a full

. explanation).

AGE starts affecting characters’ attributes
they réach their “declining years." Each race hasa
different lifespan: elves live about 3000 years;
dwarves and gnomes about 200 years: humans,
about 80 years: and the others, about 40 to 50
years.

HIT POINTS indicate the amount of damage 2
character can sustain before dying. The number
after the / shows the total number of hit points
the character has; the number before the /
shows the current status (it will go down
whenever the character gets damaged and will



- items show their pmnt values — themgherth& i

- go back up when rested or healed). When the

5, gold that is currently being carried by the Qavﬁy

- successful in hitting (attacking) a manster

-~ character's hit pelmz reach O, he or shie isdeat;l,»; - allow
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* section). The number after the / shows the total | @
allowed the character, the number before the / =
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rested or after taking a MAGIC potion).

GGLD N BANR is the meunt of gpl I
charactei‘ﬁ has, which has been depastl;e in tlie i
bank. It does not include: any of the character's =

AII’ claarBCteYﬁ sﬂart wfcn 256 g@!ﬁ* mm (GP)

the: charactefs level, whu;h in ’cum deterr
‘maxirnurn hit paints, maximum magic n'u
sf spells that can be«»legmed et;c.

Jstrenghh. o o
- SKILLS ?nclude attack (strifﬁng foe in Gﬂnfba*t) °

parry (defending yourself in combat), swimming - ; ;
_ ability, listening for monsters, spotting trapsin
“dungeons, disarming traps: finding treasure, ;am’r*

 picking locks. The numbers show the percenwge
charice of being successful in these@ﬁtm*aes -
ATTACK 48 means a 48% chance of bmng

" EQUIPMENT lists the weapon (club), armei-" e
(robes), and shieid. The numbersafterthe combat

* number the more ‘effectlve the :tfem As other
items are collected or bought at the armoary, they -
 will be listed here. Players can cany anJyQ ‘items
at 8 tlrne. - ”j W

SPELLS gwes the speu mumber af: those speﬂs m
'the character has learned. SpelH forexample. 15 =gl
Healing 1 (see MAGIC se;:tlon} <R

When you have finished stUdymg the characmr 5
 statistics, hit the SPACE B‘AR to go E)ack to t%he
Tovaeuu, oS LF s



example, this message might be displayed:

THIEF SPOTS A TRAP
D)ISARM OR L)EAVE

Hit D for disarm or L for leave. (If you choose to
disarm it, you will be asked who will do It. Give
the character's party number.) "

If no response is required for a message hit

RETURN to erase it.

WILDEKNESS TRA\'EL

When your party leaves town and enters the
wilderness, a map of the area you are in will be
displayed (see terrain key on back cover of rule-
book). along with pictures of the party members
and a list of cornmand options,

peefte
C)AST SPELL H)EALTH
I)NSPECT U)}SE POTION

TIME LAG
COMMAND:?

NgORTH 3)
W)EST  E)AST
S)OUTH

Commands avanabie are as foilows
Key Result
I  Casta spe

Inspect the party and each member :
Allow d party rember to use a potion
Alter melee speed and toggles sound

Move north one square*
Move nerth one square®
Move east one square

Move south, one squara
Move west one square -

Sum=zw d4Cc—I 0

*Movemient has been made more convenignt

with the 3 command for north; you use the
3-E-5-W diamond configuration on the keyboard,

Display health of each party member ;

C)AST SPELL only works for non-combat/wil-
derness spells and everywhere spells (see MAGIC
section).

H)EALTH displays the hit points and magic
points for each party member.

~ 1)NSPECT displays the party's statistics, the
 statistics and itemns carried by each party mem-

ber, and any newly acquired itemns.

U)SE POTION allows a character to.use @ magic

of healing potion on hirmself or.any other mem-
ber of the party. When asked who is using the
potion, give the character’s party numnber, not
name: Then a list of the character's potions will
be displayed. Pick the potien, then give the party
number of the character to receive it.

T)IME LAG allows you to speed up or slow down

_ melee action. Choose a numdber between 0 and 8

(0 is the fastest, 9 the slowest). You will also be
asked if you ‘want sound; answer Y or N.

MAP of Gel nor is divided into 16 sections. If your
party moves off the edge of the map, the next

_ section will be displayed,
. CROSSING WATER., either rivers or lakes, means

the party members must swim or cross a bridge
Characters with poor swimming abilities may
sustain damage (thereby reducing their hit
points).

INNS are scattered over thﬂ Isle of Gelnor, in
addition to being found in each town. These
independent inns, though, cost 250 GP plus tax
for.a single stay, of two weeks. Like the inns in
town, they restore each ‘character's magic and
hit points to their maximum limit. Sometimes
they increase spellcasters’ maximum magic
points.

DUNGEON EXPLORATION

When the party. nears a dungeon, you will be
asked If you want to enter. Answer Y or N. [f you
enter, you will be asked to turn your disk over,
so the dungeon program can be loaded into the
computer.

Once loaded, the program will ask you if you
want to leave. Answer Y or N.

When the party enters the dungeon,the wil
derness map is replaced by the dungeon map,



--~ A MESSY BEDROOM WITH OLD COTS —--
CJAST H)EALTH |)NSPECT W) 3) E)
LJOOK U)SE T)IME LAG S)
COMMAND:

g

room
n = jtem E = corridor
D = column E = door

The command line has a new: option:

Key Result
L - Look at & larger area
L)OOK lets you “see” alarger area than you could

Some rooms, though, may be even
n the area you can see with this

command

LISTEN skills are autornatically employed by

hear mensters. a message is shown. and
have the option of turning back.

PICK LOCK. FIND ITEM, SPOT TRAP are also
automatically attempted at the appropriate
times. Success depends upon the party members’
skill levels for these tasks.

DISARM TRAP is an option available when traps
are spotted. If you want the trap disarmed, you
will be asked who will do it. Give the character’s
number (usually a thief., who has good
rm-trap skills).

LEAVING THE DUNGEON is done through the
same door used when the party entered. On
leaving, you will be asked if you want to save its
current status, Hit Y or N.

Playing Hint: When you enter a dungeon for the
second time, the monsters may be prepared for
you — new locks installed and new monsters
recruited. There is a limit, however, to what can’
be done with short notice; if you return soon
after you left, the monsters you killed might still
be dead. ' '

ENCOUNTERS

Your party will inevitably encounter monsters,
whether in the wilderness or a dungeon. While

“they may not be hostile, they will never be
- helpful. The risk is high— death to the unprepared

and inexperienced.

MELEE

When the party and the monsters come face to
face, a message, will flash ‘on the screen: AN
ENCOUNTER. Next. you will see this display:

PTS STATUS

ATTACKS MAGIC HI
S/5 ; QKAY

DU BN -y
>

8
5/
&y
a7
4/
1

1
1
1
1
1

GRUNFELD 2/12

4
|
|

2 KOBOLD(S)
1 ORC(S)

-RANK 2
RANK 3

PARTY OPTIONS 1)FIGHT 2)ACCEPT SURRENDER
3)GREETINGS 4)BEG FOR MERCY S)FLEE?

The top of the screen lists the party members,
how many strikes each character can get into'a
single attack, each person's magic status, hit-
point status, and general health.

The middle section lists the monsters and how
rnany are in each rank'or row. Rank 1 is the row
closest to the party members, and most attacks
will only be on these monsters.



=3 options for the par;y as a whnle
~ Key Result

1. Fant the monsters
2 Accept the monsters' surrender
i B Greet the monsters e

FIGHT stm-combat between party members
) and the monsters. . E
- ACCEPT SURRENDER, lfthe mons

render, allows you to talée the

andiitems.: o

GREETINGS, lftheyaxeameptﬁd bythe rnonsters,
allows the party to pass unhame:j "

 BEG FOR MERCY lets the party surrender ﬁts
gaid and some newfound items, then go free.

g&mbat i unsuce:essful. the morﬁ‘te{s
tmue to attack ' Pl i

opuons~

. Key Result
1 Thrust with weapon
- Attack with we
3 Slash wrth weapo
. Lunge with weapon

' Cast combat: spe!l
‘6 Parry with shield
;, Redo optrcns :

Wthh is Iess ijfaiym 'hit than an attaﬁk. an does

Ate2 points less damage.

"ZThe ﬁoftom SECTJGFI of the scr‘een“ rs’cs the

FLEE, if successful. allows the party to avmd-i'

 LUNGE allows fighters to take one swing at av :

: ~ monster in Hank Z

CASTpmmptsyouferthespellnumberyouwant, Lo

REBO lets ynu gw}e a new command to a party'

member. You are given this option again, when
all party members have been assigned a move.

g Hint: The best s

. slash monﬂ‘ters in any rank. -
Yol will see each mielee rouradenactecfon the left

reccraed

forthe party members’ next melee round. The
‘action continues untsl thamensters are all dead,

'~ have run .away, or. sunendered —nr until ’sh@zw .

paf'ty has begged for mercy ur ﬁed -
EXPE.RIENCE POIN'IS AND GOLD are dlsplayed

: PA’RRY is a de%énswe move, whére the character ¥
L usesashietd e

] is to thrustor
atmensterswhoal:ehardtohlfanl:{am:k“;-"

'Due to mexrstealth thmv% can thrust. atl:ack. or ' -

section of the map sm“een. wn;h each acticnﬁl o

At the end ﬁf meleé. yqu wm make your chmcés

' at the end of combat — the number of experi- -

ence points earned from the encounter and any

they enter a town.

‘gold retrieved from the monsters. Thesewillbe
wiad among mdtwdual party membefs when :

TREASURE mtght be found., if the mons‘ters had

any and if a party member has good find-item
skills for ]aca;:ing them in dungeons. (Monsters

defeated in the wilderness and who,sum:ﬁder in--

easure.) You will be asked if you want to keep
nswer Y or N. tems can be distributed and used

' itgms they ﬁnd wmle explomng

NEGHT ENCOUN’I‘EHS perlodlcally accur in the

1l hgpsfuﬂy hear the monsters and awaken the
other party members. Otherwise, party members
will wake up in the middle of combat. A priest or
High-level ranger can speed up. the process by

‘casting an Awaken spell (see MAGIC section).

~ (continued on page 13)

the dungeans -automatically gwe~ ‘away their

‘wildemness. At that time, whoever is on watch

treasure itern (see TREASURES section).

hen you entera town. The partycan cany upto -
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= Party. Marks t

vour band of ¢

= Desert. Easy travelling. You
will encounter mostly human-
oids and magic users.

= Grassland/Forest. Travelling
is more difficutt. You will meet
insects and slimes here.

= Mountains/Hills. Travelling
is extremely difficult. Wild
animals abound.

= River/Lake. You must swim
or cross a bridge in order to
traverse this terrain. You

You will will encounter no one, and

encoun no monsters will attack you.

NOTE: Nighttime brings mor

and undead encounters. Bewarel



