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A WARNING: DO NOT USE WITH FRONT ‘
OR REAR PROJECTION TV A

Do not use a Irent or rear projection television wilh your
Mintendo Entertainment System® (“NES'") and NES games,
Your projection televisian screen may be permanenily
damaged if video games with stationary scenes or patlerns
are played on your projection televiglon. Similar damage may
e if you place a video game on hold or pause. it YO LG
your prajection television with NES games, Mintendo will not
be liable lor any damage, This siluation is not caused by a
defect in the NES or NES games; other fixed ar repetitive

images may cause similar damage to a projection television,
Please contact your TY manutacturer for further informaticn.

THE MISSION

Cine |1'|-'.|1'||inr_'". Trebor, The Mad Chwerlard,
noticed that the fabled amulet, which b
constantly held in his possession, hid
disappeaned, Realizing his ullimate fear
come true, he wttered, T8 st have
been stolen while [alept.” Looking
around the reom hoping 1o find the
amulet, he instead saw o noele sitling on
the table, “Fealish Trebar, 1 did oot think
[ could take the armaalel ‘||'|i.-i-1=':'!|‘=\.i|:.-'. Hiowr
aenile vou have become! Do not attermpt
to retriewe the amulet, Trebor, BFor vour
best efforts will surely fail, The Great
Wizard Werdna.™

When Trebor Aimished reading the letler,
it burst into Harmes and burned toashes,
The angered Trelor sent notices thmugh-
ouk the countryside and gathered soldiers
Lo recorver the amulet. “Those whio are
able to recover the amiulel will be rewarded
with great riches and moech distinction, ™
he announced to the soldiers.

Thus, adventurers from theoughout the
country whe were confident of theie
skills gathered under Trebor and entered
thir dungeon deep below the castle in
hopes of conguering Werdna.




BEGINNING THE GAME 1 THE CASTLE

When the S b slavled, the -.'Ji:-:]'l|.|'.-' af Phado T el

Insert the Wizandry cartridge in the WES (Mintendo o 5 o :

Entertainment Svstem) and turm on the swiltch to show the appear, You are now inside the Castle, The Castle is the

title page (Phalo 1), Move the arrow [(—) te Start Game and atarbing point of all adventures, the relay point and the final

press the [START] button or the [A] button. pemt. You and your characters may return to the Castle at
any tme Lo reat, heal up or buy uselul items for yvour

adventure. Lel us lake a walk inside the Castle,
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INSIDE THE CASTLE

Gilgamesh's Tavern

At the tavern, many adventurers gather in small groups, By
chmqmg AMOng them, you hiope to build a team capalle of
surviving the rigors of the dungeon.

Adventurer’s Inn

The Inn offersseveral services yvour characters will need
from time Le time, Fore wanr characters can rest, be bealed
for a tee, gain experience levels and recoup magic points.

The Temple of Cant

The Temple clerics offer characters who have been demised
vr stherwise humbled a seconsd chance at life, Fara fee, the
clerics will altempt fo resurrect characters who are deceased
or it ashes, and will cure those who have hecome paralyvzed

or petrified.
Boltac's Trading Post

Bollac buys and sells wieapons, armor and other ilems youn
characters may find necessary ar useful in therr adventure.
Beltac will alao remove curses from ibems and identity items
of unknown origin,

The Edge of Town

The Edge of Town leads vou out of the Castle o the Training
Grounds, where you create your characters, and into the
Maze where all adventu ring takes place,




GETTING STARTED

Creating a Character in the l'r.]mm;:, Grounds

You may create vour own charac-
bers fio :.-'I.'!lIJI:' ad '.'L?l'l,l:uper iry the
Training Grounds at the Edge of
Tovwn. However, if you would
like b et a taste of 1he dungeon
right away, your will find six
characters already created for
vou in Gilgamesh's Tavern.

Assembling a Party al Gllgamesh s Tavern

Alter crealing vour charmchers, &
parly (o group of characters for
the adventure) is assembled in
the tavern. You should have sis
characlers in your parky, asany
[ees often '-]:H.lla disaster for you
and vour troop. To gel a goad
balance of characters for combat
and adventure, gather three
characters of the lighling variety
I:Fi!‘;,hll.;'l', Samural, L,-l,ln;'l::ll. [REE R
magic users (Cleric, Mage,
Wirard) and a Thief,

Buying Weapons and Armor at Boltac's
Trading Post

Betore waur characters enter the
maze, they will need weapons o
defend and armor to protect
themselves. For a fee, Boltac will
provide vour characters with
mpnrlhmf they need, Characters
vout have created in the T raining,
Grounds will have a small gold
alloweance Lo by such items,
However, the pre-created
characters found in the Training
Crounds already have the neces-
sary armaments, and do not neced
to visit Boltacs at this Lie.

Adventuring into the Maze

Wilth their weapons roady and a
thirst for battle, vour characters
head to the Edge of Town and
into the maze. As your party
entens the dungeon, they setup
Camp o prepare lhemaelves for
the hazards aheacd, Here vou
should first Equip vour charac-
ters for batlle wilh the itemsa you
purchased ot Boltac. Afterward,
Reorder your party. Bemember
that the first three characters

in the lincup can attack with weapons, and may be physically
hit by the mansters. Put characters of the fighting varicty in
these ranks. Magic users and thieves should remain in the
back ranks,




Entering the Dungeon Proper

After |E“EI.'|."iI1_E 1he I:._|mF|_, VOLLE characters enber the r‘:1:|jr|||.j'.'||
place of much adventure, the Wizardry maee (Phofo 13, Here
vour party will fight monsters, fnd gold, magical items and
freasure, become mere expenenced and kaltle-worn, and
learn of the quest they are about to embark upon. As you
pilol your party through the maze, map your journey ia
piece of graph paper is helpful). The maze is a 200 20 grid,
When you take a step, map whal vou see around you and
before you, Eventually, vou will b able ko pilof vour way
LHIIIP, the map vou created. Beware of traps such as
5p-r1:1r_r=., tr_]r_]::-urters. secret doors and hallways which

“scroll” from one side of the map to the other, all designed
to mislead you,

Pk 7.
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Ha:kuﬁlashing Fun

As vour parly strolls leisurely through the maze, certain
maonsters seem bent on destroying (or at least slowing
down) the journey’s progression. When this happens, vou
and vour party will entler combat {Phodo 2). You may be

attacked by one or several groups of monsters. The pietune
of the first, or leading, group of monsters is shown, After
yvour party has delealed the monsters, your characlers will
receive their share of experience pnlnlq and gold pieces,
Decasionally, vour party will fined a reasure chest, When
this happens, first Inspect the chest for teaps designed to
protect the treasure. Thieves are specially trained to find
such traps. I vour thief should find one, Disarm the trap
before opening the chest, Chce the trap has been disarmed,
thir monsters” treasure will fall into your hands.

ILest and Relaxation at The Adventurer's Inn

When your characters return
from the dungeon, they will
often be hart from fighting the
monsters, and the spell casters”
poweer may be weakened.

Visiting the Adventurer's Inn
will care Lhess ailmenls. Fora
few, your party members can
recover their health (this can also
be done b magical means in
Campl], and for free, yaur spell
rasters will gain back their magic
paints, mldulmn.ﬂ]}r, il your characters hive earned enough
experienoe points, they may gain an experience level,

Resurrection and Cure at The Temple of Cant

A character may expire, become
paralyzed or petrilied during an
acvenbure, Bring these injured
characters to the Temple for
curing or resurrection.
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ENDING AND RESTARTING
THE GAME

Ending Your Session

Ly B L H ' = . -
When you have finished plaving Wizardrey, and are ready to
turn the power off, follow Lhe sleps below Lo properly save
the A,

In the Castle: Ga to the Edge of Town and select [LEAVE
LAME]. Turn Fower switch off while pressing [RESET]
swilche If vou turm off the Poswer switch withoul pressing
the [RESET] awilch, backup of the pame is not accu ratily
done and the data may be damaged

In the Maze: Press the [SELECT] butlen and the command
et will appear. Select [QUIT] o interrupt the adventure.
Your characlers and their locabion will be saved in the maze,
and you will return to the Castle. At this painl, Tollaw the
abowve directions for “In the Castie”

Restarti ng the Game

You may restart your advenlure from bwo places depending
un where you lell vour characters, To restart your game,
followe the steps below,

From the Castle: It vou left 1he game in the Castle, you will
resume vour adventure here, Go to Gilgamesh's, regroup
your party, and venture off into the maze,

From the hMaze: [T you quit the game while your party was in
the maze, select the [RESTART AN OUT PARTY] aption at
the Edge of Town. A list of characlers who are currently on
expedition will appear, The adventure will restarl when vou
select one chiaracter from the party, Soon you and your party
will b4 in Camp ready Lo resume your journey. Should vou
accidentally press the [RESET] button during play, vou may
followe these same steps to get back inlo the fun,

- CONTROLLER OPERATION

Controlling the Controller

The Control Mad: Moves the selection up and down the
cUImmarc s .

The [A&] Bullon: Sets the command.

The [B] Button: Cancels previous command or selects the
last command im the comman:d mens,

Coktral Pagd {3 fsiioe A ihitkon

Y

Y L}

=l

O

7 iy

JEELECTT Buito (ATART) Buttine
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Controlling the Controller — In the Maze

The Control Fad: F‘rvr.ti:-:ing the eondral |_:-::|.] el mmove your
vty forveard, left and right, ]"‘n;:_tn,'ing o will reverse
your party’s direction. You may also press [A] to move
forveard,

The [A] Butlon: When vours party sees a docr, you may kick
thapen by pressing [A]L The door will not apen by pressing
torward an the control pal.

The [B] Button: To enter Camp from the hMaze, press the [B]
lruttan.

The [START] Button: The party window is erased wilh the
|START] button. Pressing the same button again casses the
window ko reappear,

The [SELECT] Bulton: Pressing the [SELECT] button canses
the fallowing aplions ta appear:

QUIT encls the adventuring for the session and saves the
parly m the maze.

SEARCH examines the area for characters that have beer
Left im Lhe e,

SETTIMER changes the length of tme a messape is
shuwn on the screen,

LEAVE will continue the game,

REFERENCE SECTION

CGood Luck on Your Journey
{and other things you need to know)

Throughout the previous pages, Wiseedry was explained to
vou as quickly as possible (after all, vou want to get inta the
wame , ., nal jusl spend vour day reading a manual). I you
are confused on some arcas while plaving the game, vou
may reference them in the sections which follow for a de-

lailed explanalion.

Acdveniunir’s Inn 2,9, 25 Craating Characlers &, 15-21
Acdventuring 4, 7,58, 121 Maming 15
Al I Raicn I&
e Fis] Alignment 17
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Chonge Closs I5. 55 Lciaribers 509035 %
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Comibal HOL AS-AA Figliter lG, 17, 1%
Connbasl Cptions 34 Full Koster b
Conbradler Operation 11, 12 Cainbng an E':-.'i'.r-rh'.-'u'u,- Lowel a8
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Gatning Expenence Points 18, 316
Lilgamaesh's Tavern 4, 5 06,27
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THE TRAINING GROUNDS:
CREATING A CHARACTER

Wizierdry characters are unigue individuoala with strengths,
faults and special abilities just like vou, To develop your
party members, select [CREATE], A maximum of six
characters can be invalved in an advenbure at one time, so
you don't need ta create more than this. When erealing,
members of the party, try to get a good balance. It is wise to
create three members of the fighting variety (Fighter,
Samurai, Lord}, two magic users (Cleric, Mage, Wizard) and
a Thiet.

Phisko 1. Endering the vapnes af tfee Training Grownns.

Naming the Character

As vou begin to create your character, Fizardry will ask you
for the character's name (Mhoto 12 A character's name may
contain up o eight letters. Select the letter with the control
pad. and enter it with the [A] button. You may erase any
mistake with the [B] button. When you are finished, select
[ret]. Wizardry will then ask vou, “Do vou really want to
create this character.” If you do, select [Y], If vou enter the
name af a character which has already been created,
Wizardry will display thal characler's profile.
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Determining the Character's Race

Adter you have entered the characler’s name, o st
choose his or her race. Each race has its own slrangthe ans
faults, and these trails are useful in dn’_‘-tl_‘::]'ﬂ:ﬂ'il'l'!::_.'l
character's prolession,

Humang

Humans are sverage, excelling at nothing,
and have ne particular faulls excepl fora
dlecided lack of piety.

Elves

Elves are intelligent and pious, but not
too robust. They are excellent spell
caslers,

Dwarfs
Erwarls are strong and hardy, and can
become the best fighlers.

Gnomes

Lanomes are pious and agile and make
excellent Clerics,

Hobhits
Hobbits are agile and extremely lucky,
and can become superb thieves.

Determining the Character's Alignment

With vour character’s race selected, vou must now
determine his or her alignment. Alignment is the character's
penaral ethical autlook an life, and can be either good,
neutral or evil,

Gouod: Good characters would g,u out of their way to help an
old lady cross the streel, even if it meant jumnping over
parked {and moving) cirs,

Mentral: Meutral characters would help an old Fady cross the
street if thoy were ravelling in the same direction,

Evil: Evil characters would help an old lady cross the streel
anly if she alfered several gold pieces in advance,

The alignment you choose for your characters must be
compalible with the class or profession you wish yous
charactors to enter. For example, a Samurai may not be evil,
Furthermore, good and evil characlers cannat travel
together; neutral characters can travel with either alignment.
Therefore, when vou create your party, think of its
alipnment. For example, if you ceeate an evil character, don't
bother 1o create any good characters,

Alignment and Profession Chart
{Y = Yes, N = No)

Gond Meutral Evil
Fighter b b b
Mg ¥ b ¥
Cleric ) I ¥
Thief I b bl
Wieard Y i Y
Samurii X b b
Lord Y | M
Minja | ™ ¥




Selecting Your Character's Profession

Unce you have selected vour character's alignment, you will
be shawn the character's window (Phnto 2}, Your character
his six basic slatistics which are based on the race you
stlected for the character. Acldibiooally, vour character has
been awarded bonus points, When you add these extra
paints to the stalislics, vour character may qualily for one or
more professions.
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Piiota 2. The foft side stois e six skatistics and te Donas poders,
Pl profrasion is shows fa dee vigh! wien the siatistics chage

Tadistribute the bonus points, move the peinter with the
control pad to the desired statistic. Press the control pad 1o
the sides to add or sublract points, You cannot subtract
points below their original amount, nor can vou increase a
statistic above 18, When you have used up all of the bonus
points, select a class with the control pad, and press [A] to
sctak,

STRENGTH: Indicates the character’s mettle and skills in
combat.

LQ.: Indicates the character's general intelligence about life
in the dungeon, and influences the Mage's ability to cast and
loarn spells.

PIETY: Indicales the degree of pious strength the character
possesses, and influences the Clerics ability ta cast spells.

VITALITY: Indicales the life force of the character, and
affects the amount of hil points the character receives, When
a character’s vitality reaches zero, the character is retirad
from he game.

AGILITY: Indicates the character’s speed. Agility also helps
the Thiel 1o disarm and find traps on treasure chests,

LUCK: Comus ta your characters aid in many mysterious
WiYS.

There are minimum reguired statistics for each of the I_'jE__f'ht
professions. When distributing vour bonus points, vou
should keep these minimum numbers in mind. For
example, & Fighler needs a strength of 11, I vou add
enouph bonus poings to strongth, the option to become a
Fighter will appear in the windos.

Unee you hivve distributed the bonus peints, and selected
vour character’s clasa, Wizardry will ask vou il vouw wish o
keep the characler, I so, the character will be listed in the
rogter, You should create five more characters to join this
one inan adventure. Up o 20 characters may be listed on
the roater, and unnecessary characters may be deleted, An
explanabion of cach of the classes follows.

Fighter

Che basic persan-at-arma, Fighters have
high hit points and can wse almaost any
armor and weapon. Fighters must have at
least L1 strenglh.

hage

The sorcerer. Mages have poor hit points,
an use a limited amount of weapons, and
can wear noarmor except for robes! They

cast Mage spells, including the dreaded

Tiltowait. Mages must have at least 11 10,




Cleric

The sacred ooe., Clerics have Taurly high hit
points, but do not tight as well as Fighters.
They must uae apecially consecrated
weapons, and can wear anly light bosdy
armar. Thev cam cast Cleric spells as well.
Clerics must have at least 11 picty

Thief

The artful-dodger. Thieves have average hit
points. Their weapons are limited to dag-
gera, short swords and bows; 1hey can wear
leather armor and use a amall shield,
Thieves are good al detecting traps and
opening treasure chests, Thieves need at
least 11 agility,

Lord

A combination of Fighter and Cleric, They
have the hit peints and abilities of Fighters,
butat the fowrth level of abilite they gain
the ability o cast Cleric spells and to dispel.
They can wear most Fighter armor and use
maat Fighter weapons, Lords must have at
least 15 strength, 12 LG, 12 piety, 15
vitality, 14 agility and 15 luck.

Ninja

A auper-devastating fghting machine.
Minjas can use the same weapons and
armor as a Fighter, bul work best without
any. When fghting with their bare hands,
Minjas sometimes defeat the strongest
oppanent with just one blow! As long as
they disdain armor, their great trmining
gives them a lewer and lower armor class.

Wizard Minjas earn average hit points, bul learn no spells, and likea
Thiet, Minjas are skilled al picking the traps on treasure chesls,

A cembination of a Cleric and a Mage, wilh s ot
: oE Minjas must have atleast 17 in all statistics,

advantages and disadvantages of both,
Wizards have average hit points, can wear
chain armor and vse Clerics’ weapons.
They can casl boeth Mage and Cleric spells,
and are capable of identifying unknown
iterms the party finds in the maze. Wizards
must have at least 121,00, and 12 Piery,

Samurai

A combination of Fighter and Mage. These
folk are fantastic warriors, and can use
st Fighter weapons and armor, Of all the
classes, Samurai's hit points Lend to be the
highest, At the fourth level of ability,
Samurai slowly begin to learn Mage spells,
Samurai must have at least 15 strength, 11
L, 10 piety, 14 vitality and 10 agiliby.




THE TRAINING GROUNDS:
OTHER OPTIONS

INSPECT

Inspect allows you to view a character’s statistics, When you
select this option, a roster of characters will be displayed
{Photo 1), Atthis lime, vou may [EEAD] the characlee's
spells (the list of spells the character has learned),

Pleatn 2, To fnspect @ chigracter, wse dhe character wimdam,
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Alignment and Class

The following codes may appear for a character’s alignment
and clags,

G Good FIG Fighter WIZ  Wisard

N Meutral MAG Mage S5AM  Samurai

E Ewil CLE Cleric LOE Lord
THI Thiet MIM Mitijia

Level (L) and Experience Points (E.P.)

When vour characlers deleat a group of mansters, their
experience points are increased. "E.I " reflects the total
number of experience points the character has earned. The
experience level (LY of the character 15 increased when a
character has earned enough experience points Lo gain a
lewel. A characler’s experience level reflects the character's
peneral lewvel of abality for bas or ber profession,

Age

Just like vou, vour chacacters have an age, and show the
veesitr oingl tear of it After age 5ll, & character becomes more
and more feeble, and tends b lose his or hee vitality,

Gold

Your characters 13(:1';'i:|'| lile with |'-n|'lu a =emiall amount of j_:ln::ll_r_iJ
but as they defeat monsters and discover treasure chests,
their wealth grows. Gold reflecta the amount of gold pieces
that charvacler possesses,

Armaor Class (A.C.)

The armaor class (AC) reflects how well the character is
protected from physical attacks while in combal. The lower
the number, the beller |‘.'-|‘v;_'|||:|_'|_|:|:j] the character 1, Bare skin
has an ALC. of 10 while o Sherman tank swould have an A.C.
of <11 A vour characters acquire betber armor, the AC. will
e Fovwared

Hit Points (H.I".)

Hit paints reflect the bealth of vour character. Each time
vour character is injured, points are deducted. When the hit
points reach xero, the character expites. Hit points are
displaved in bwo sections, &8, The number to the Jeft is the
priosent value, The number to the right reflects the value
when the characler is in full health, Hit points can be
recavered by restiog at the Adventurer’s Innor magical
ITLATS,
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Status

Status isa general description of the character’s health,
Mormally a character's status will be OK. However a
character may become asleep, afraid, paralyied, poisoned,
petrilied, vut, expired, ashes or lost. If your character's
atatus s “out,” he or she is in the maze. Select IRESTART
AN OUT PARTY] to recover out charachers

Magic Points (M.P.)

Magic Peints, or spell points, show your characters current
magical power, You'll see a series of seven zeros for the
Cleric, The Mage is representied by the number four
follovred by six zeros. Your characters may have higher
numbers depending on their level and class.

There are two basic categories of spells: Mage and Cleric,
wWithin each Cleric and Mage category, there are seven levels
of spells, from weak level 1 spells to the powerful (o put it
mildlyy level 7 spells. For a character to be able to cast a
particular spell, he or she necds to have that spell in his or
her spell book and a magic point with which to cast it, Each
number seen while inspecting your character represcnts the
amount of magic points a character has in that level and the
number of spells that character may cast,

Sa, inorder ta cast a Halito, the spell must be in the
character’s book and there must be a fivst level magic pain
available. When a spell is cast, the character loses a TETEST
point from the appropriate category and level, However, the
character retains Knowledge of the spell, To regain magic
points, the character must rest in the Adventurers Inn,
Eventually, s vour characters gain cxperience levels, they
will learn new spells and acquire more magic puvints, ;

DELETE

I you create characters vou no longer wish to use, vou may
delote them using this option. Befare Wizardry deletes a
character, you will be asked if you really want Lo delete (just
in case),

CHANGE NAME

Change Name allows vou to give a charcter a new identity.
When you change a characters mame, you will enter it the
same way ps you did when vou created the character.

CHANGE CLASS

Changing class allows vour chamater to switch careers in
mid-tife, For example, this option is uaed when a character
of i basic class, a fighter, wishes Lo enter an elite class, a
Minja. If the Fighter's statistics qualify for that class, at leas)
17 in all stalistics and an evil alignment, the aplion o change
class toa Ninja will be given. Your characters may change to
uny class they wish provided their alignments and statistics
are right. When your character changes class, several
changes will take place:

The age is increased,

The expenence level returns to one.

The experience points become zero,

The statistics relum o the minimuom values far Hhe

chiaracter's race.,
However, the value of the character's hit points will remain
the same, and the character will retain knowledge of the
spells he or she currently knows,
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GILGAMESH'S TAVERN

Adter crea ting vour characters, a party is forrmied] af the
tavern. Here vou may inspect your characters, trade items
and gold, equip items and read magic spells. You begin by
aclding members to the party.

Add

When vou select [ADDY, the roster of characlers available for
adventure is displaved. Select vour members by moving the
comtrol pad up or down Lhe lisl. Press [A] toacld a character
to the parly. Cnce vou have selected o chatacter with a good
or evil alipnment, characters of the opposite alignment will
not be allowed to join the party. You mav add characters
who are not alive {or otherwise dis 1r-|_"_.:.|_r_1_':| to the party if

virn wish Lo recover them by magical means in Lhe maze,
When you have finished selecting your six party members,
or if you press [B], the roster st will disappear.

Remove
When you wish to remove o character from vour party,
select [REMOVE].
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Inspect
Inspect lets vou view o character’s slatistics. When a

character is selected, the information about the character

will be displayed. This display is the same as in the Training

Grounds, However, your characters will have several new
oplions,

EQUIF: Lets vou select the weapons, armuor ancd other
items your characler is o wear. Weapons and armar
vour characters possess bub are nol equipped with will be
of nouse to vou incombat, To uneguip an item, doe not
select it when asked Lo equip.

TRADE; Allows the characters te exchange items
amongat themselves. When you select [TRADE], o list of
characters be or she may trade with is displayved. Tothe
right of cach character 1s the amount of items the
character is currently careving. Select the item vou wish
o frade, and the deal will be complete. [tems which are
equipped must be uneguipped before they can be traded,

POOL GOLTY Gives all of the party’s gold to one party
member,

READ: Allows vour Lo read a character’s spell books to
s what spells b or she has Jearoed.

DROP: Allows vou to deop unwanted items from the
character's possession, Equipped items musl be
unequipped before they can be dropped.

Divvy Gold

Divy CGold pools the gold belonging to the party, and then
evenly splils it wp beliveen the party members.

Leave

Leave exats the lavern,




THE ADVENTURER’S INN:
GAINING A LEVEL
AND HEALING

Healing Up

When vour characters return from the LJ||r'|i.;|_'|_'||::|_, |_]|-q_-_'_.' A
often warn, and shonw the signs of batte, Resting characters
here will recover last hit points fora foe, and magic points
can be recovered for free, Aller entering the Inn, select the
mernber vou wish Lo rest and the Toom you wish Bim or her
torest in. The Slable is free, but it recovers crily magic
points. It does not recover [ost hil points, In the other
ronms, hit points are restored for a fec during each week of
vest. Recovery is faster in the more expensive rooms,
Continue to rest until all of the kit points are restored, or the
charactes’s gold pieces are used up. You may presa [B] wo
exil early, Remember that age is important in Wizerdry, As
your charvacters vest in bed, healing and the like, their clock
1= ticking away,

Gaining an Experience Level

After your characters have tasted their first few battles, they
iy earn encugh experience points to gain a level, When a
character makes a level, several things happen:

The maximum value of the hit paints increases,
The statistics change (either up or down),
sdagic users mav gain more spells or magic points.
I your characters should not hive enough experience points

b pain a level, the points necessary to reach the nest level
will ke displayvied,

THE TEMPLE OF CANT

Whon the party retumns to the Castle from the maze, the
dead, paralyzed or similarly distressed characters are
aeparaled fram the party by the Castle guards and brought
tix the Temple, Characters who are poisoned are cured as
soon as they enter the Castle, Permanently lost characlers
are buried.

When vou enter the Temple, the names of the troubled
characters are displaved, Select a characler o cure or
resurrect. The tithe, or fee, required will be listed and you
will be asked who will pay it. Onee vou have selected the
characler L pay, the Temple Clerics begin their work.

Lnless the character is extinct or in ashes, be or she will
recover for certain, When resurrecting from extinction or
ashes, the character may recover if he or she has a sufficient
lite torce. Howewver, the character will have only one hit
point when resurrecled, Unforiunately, the Clerics may Fail.
Should they botch the job with an expired charcter, he or
she will turn to ashes. If an ashen character is mot resur-
rected, he or she s losl, and mav not be restored by any
MEANS,
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BOLTAC’'S TRADING POST

Adter your party is formed, weapons and armoer for the
expedition can be purchasied here. The following services
are provided for vour characters:

Pool Gold

Pool Geld transters all of the party’s gold to the character
whois shopping,

Buy

When vou select [BUY], eight items and their prices will
appear oit the screen, Other items can be seen by scrolling
downviand with the conteel pad, When vou see an item vou
wionld like to purchase, press [A] BMext, move the arrow
which appears up or down until it peints to the desired
item. Press [A] again to purchase the item.

Sell

You can sell items to Boltac for the half of the purchase price
(ofter all, he has 1o make a profity. Te sell items, select them
as you would when buying items,

Uncurse

Occasienally, one of vour party members will gel “stuck”
with o cursed itesn. When this happens, vour character
cannat get vid of the item! Unforlunately, most cursed ilems
hawve bad side-affects. For a fee, Boltae will remove Hhe

cuersed item. , ﬂ _ ﬁ
- -._. .F.I s '-.I

Identify LIJH-
|j|§

Raoltac will identify ftems B Af
which your characters e ||
fine iy the maze. Boliac { i1k 1 T
doee this fora fee, of L |
course. Your Wisard l (il
may be ablie to provide ' {
this zervice for free.

THE EDGE OF TOWN

After forming the party and buying their equipment, the
adventure hegins. The Bdge of Town etfers the enlrance 1o
the Wizardry dungeon and several other options,

Training Grounds

At the Training Grounds, you con create, delele and inspect

characters, You mayv also change a character's name or class,

MNMare

Here the characters can enter the maze and propars for
combat in Camp. Toenter the maze, select [MAZE]

Restart an Ot Party

When vou have [(QUIT] the Etmu in the maze or if wou
accidentally pressed the [RESEL] switch, vou may resume
vour acdventure with this option.

Leave Game

When your characters have had @ full day in the dungeon,
woil may leave the game using this option. Turn the power
off while pressing the [RESET] switch in order to have an
accurate backup of vour characters” data,

Castle

Belecting this option returns your characters to the Castle.
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ADVENTURING

I8 tme to shine vaur characters” armaor, ready their
weapons and prepare for the Tattles ahead, From the Edje
of Town, select [MAZE] 1o embark an vour acdventure.

CAMP

Tour characters will arrive in Camp {Phofo 12, Here vou
prepare for adventure by equipping your characters and
I'-.-"I'rl":|1."rir'|g the Fpacty for comlrat. In camp, your characlers
have several oplions.

INSPECT: Inspect shows the character’s informa-
tion just as it does in the Training Grounds. However,
in Camp yvour characters have several additional
options.

SPELL: Your characters may cast spells in camp,

TFor an tx]:llamtiun on how toe cast spells, see the

spell L‘.l!ilin:.; sectiom.

EQUII: Equip readies your characters’ weapons

and allows them to wear their armor, If items are

not equipped, they are of no use to vour characters
tduring combat.

IDENTIFY: The Wizard has the ability to sdentify
unknown items your characters may find in the maze,

Bheto 1,

USE: If vour characlers bave anitemn such as a scroll or
a magical potion, thiey may use them with this option,

REQREDER: Reorder rearranges the marching crder
of your party members. The order of the chamcters
affects combat, The firat three members of vour party
may hit monsters, and likewise, may be hit by the
manstera, The last three members of the parly cannol
hit maonaters, but may cast spells. For the best order, put
figrhting characters in the [ront and the magic users and
Thief in the back.

EQUIP: When vou select [ECHUIP], the entire parly is
equipped.

LEAWVE: Leave exits Camp, ancd brings your parly into
thi maze proper.

Entering the Maze Proper

Chce vour characters leave Camp, the maee is displayed

i Plete 21, The maze is dark, bat a Milwa spells allows you to
see further. Additionally, this spell will show your
chiomcters secret doors found in the maze,

Shdo 2.

Each maze level consists of 20 squares in east, wesl, south
and north directions. When you begin the game, your
characters are facing north at 0 east, and 0 north at the stairs
leading to the Castle. Bre certain to map vour steps as your
party moeves from this location,
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Maze Options: Quit, Search and Set Timer

While in the maze, pressing Lhe [SELECT] button causes the
following options to appear:

QUIT: Chail enuds the adventuring for the sessien and saves
the party in the maze. The screen will return to the Castle.
To resume your adventure, select [RESTART AN OUT
FARTY] at the Edge of Town.

SEARCH: Search examines the area the party occupies for
characters that have been left dead or alherwise in lhe mare.
The search extends only far the few aquares the parly is
near, and will nol seanch throwgh walls or on the other side
of docrs ar walls,

S5ET TIMER: "'.ll?ll:ll'lr le limer |'“|'|.'|r'|1";|.:'.f: thei ]n:rll-;l,h of Himae o
measage 15 shown on the seeeen, The lower the number the
fastor the message is shown.

COMBAT:
HACK-SLASHING FUN

When monaters are encountered in the maee, combit
usually follows (PRt 12, On the screen, you will see the
graphie of the first menster groap, and the names of all the
monsters, The monsters’ names, as they are fiest shown,
||‘|.|.'*I'|ltf".-' only the menster tvpe. Lo discern their brue nature,
vast Hhe s Eu:l] Latiimapic, or wail until they reveal themselves
ir the course of combat. Additionally, W -'*r!-'tifh' weill oy
woul the number of monsters you are up again at, The
mmber 1o the Teft of the monsters ahows the amount of
monsters present, The nomber to the right, on the ather
hand, shows vou how many monsters are active, For
example, five mensters may be prezsent, but three may have
been put to slecp, In this cose, only bwo would be aclive,

Caxh wmhat SpsllT
Cleric Spell LI1L3>

"Bt

E .h_ H"i E EIE'
4

Phota 1, When Hhe Stabus is DK Hhe highest Jijt
papiel el of e slacded comorand i dispinyed.

Sometimes you may be ambushed by mide monsters or you

may surprise unsuspecting creatures. In such cases, the
attack is one-sided, IFthe monsters surprise vou, they may
hit your characters at will for one round, but may not cast
any spells. The same halds tras it vou surprise the

]
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monsters. When vou meet a friendly geoup of monsters, wou
may fight the monsters or leave them in peace. When
selecting vour route, remember your party’s alignment,
Ciond characters would welcome o truce, Bl choracters, on
the other hand, would likely decline a friendly handshake,
ppking lor the monsters’ m]d inslead.

Setting Your Characters’ Course

In combat, the actions of the party are chosen from the
following commands. YWhen the actions of the enlire party
bave been decided, combal begins and the reaulls are
displaved, The status of the party s cewritten anad with each
round of combat. Members who are dead or unable to fight
arg moeved to the rear of the party. When the mensters ane
defeated, the expenence points and gold pieces earned by
thi party members are displayed.

FIGHT: Altacks the enemy with weapons, Only the sl
three members of the party may fight.

PARRY: rotect voursell with weapons and armaer.

SPELL: Casts o combat spell (see list at the end of this
rnanual). This may not be used in a surprise attack.

PHSPEL: Can only be used By o Cleric or 2 high-ranking
Wizard. Dispel kills animated monsters of the undead
variety [skeletons, ghosts, ele.).

USE ITEM: Allows the character to use magical itemes, such
as potions or !-i|.‘l|?:|.|!-i. which are in the character's possession.

RUMN: Attempts to ke the party on a run away from the
mansters and the encounter. Ifonly one member selects this
aplicn, the enlire party will run, Escape, however, is not
guaranteed,

TAKE BACK: Erazes all previous characler combat
;‘:u]un:'tjun::.. .ilr'uJ .’h[[l_‘t-'.-.':q Vo {1 I‘:I-I_'_E_'ill |_"|'||_:-|_'|:‘:i_r1;._:l thii -::'|'|._||'.'||"||:'1:_~'.
options fram the beginning,.

AFTER COMBAT

Treasure Chests

Adter your characters hivve delealed the monsters, tJ‘IL‘“}' iy
find a treasure chest. Should viir characters find one a {Photo
1), thew may do the fallowing:

INSPECT: Allows a character, usually a Thacf, to inspect
the chest for a trap. When the inspecting member has
been selected, the name of the trap he or she believes it
to b 15 shown, Unfortunately, the character’s selection
may not always be right. If vour character is not carehal,
the Lrap may be set off by mistake,

CALFO: Allows a Cleric Lo cast the Calfa spell, This isa
lewel two spell, and will detect the trap on a chest witha
95% accuracy.

DISARM: When vou believe vou know what the trap is,
wour Thief may disarm the trap, When the trap is
disprmed, it goodies are distributed among the party
members.

OPEM: IF vous believe there is no trap on a froasure chead,

you may simply openil {and hope for the best).
LEAVE ALONE: If your characters don’t want the loot
inside of the chest, oe il the trap seems too big fo
pvercome, vou may leave the chest alone.

A ehesEl You may:

L :\.'!Eild!

'I I!' i
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The Cemelery

At times, 1he entive party may be killed. [n that case, you
may form another party of less than five members to retrieve
the dead party. With this new party, return to the spot
where the party was killed, press the [SELECT| button,
[SEARCH] for the members and rescue them, Oocasionally,
wou may find that some characters have been moved from
the original spot of the kill. At other imes, some of the
characters’ gold and armaor mayv be missing, When
characlers are left in the maze, dead and unguarided,
monsters tend bo hicde their bodies and pilfer their
belongings.

HINTS FOR ADVENTURE

® Develop o well-balanced team, The “best” party has
always been a plaver's opinion, However, when creating
vour party, it is best to have three classes which can fight
(Samurai, Lord, Fighter), bwo magic users (Cleric, Mage,
Wizard) and one Thief. Owver the long run, an evil party
conssling of two neuatral Samurad, one Fighter, one Mage,
one Clene aned a Minga (have the Thief change class) works
best.

® Llse your apell-rasting abilities. When you frst enter com-
baat, cost the Eatino spell 1o put the monsters to slecp; it
will be much easier to hit them, Naturally, this may not
work against certain monsters, 1f your characters are hurd,
ek a Dhios EIRE o1t heal dhemn.

& 1f you are unsurne of winning, run away!
& When a member of a party is hurt ar hass used all of his or

hier magic points, returm to the Castle to recover your
character's hit points and bo recoup your magic users’
spella, Frequent return trips to the Castle help to insurea
lomp-living party,

& Make an accurate map and check it censtantly, This helps
vy parly to stayv on course. Be wary of sty trichs
-3:.‘-4-:1:;:1! d b misleac vou,




MAGICAL SPELLS

Spells are divided into two groups, Mage and Cleric, Mage
spells are primarily designed for altack, and are learped by
the Mage, Samur i and Wizard. Clerie .:F'L".":--J:I!'L primarily
fuor LII.'ﬂ:rw.' aned cure and are learned by the Cleric, Loed and
Wizard.

Fach group of spells is divided into seven levels, each
representing a higher poseer. A character I.h_!_rmt. learning,
thi leve] one ".-»'PL|.|.'1 and as he or she gains experience levels,
new, more powerlul spells are learned, Additionally, the
rimber of times the spell can bi cast, or magic points,
incriases (up to a maximum of nine).

When selecting [SPELL] in Camp or combat, the level of the
spell appears (Phofe 1) The level of the spell may be
switched with the upfdown of the control pad, and the
Mape/Clene spells by the leftright of the button. When the
spells are displayed, select the spell with the arrow by
pressing the [A] bulton,

Caztz whak Spell?
Hagic Bpall LI1L33
a.l.i.l;i

FPhdo T, T e in fie parenthesis shicaes i
ey af fimes e spells of Bind leeed ena be siqed

MAGE SPELLS

Level 1 Mage Spells

Spell Mame: HALITO F1ALLIO causes a Hame
Translation: LITTLE FIKE Ball about the size ol a bage-
Cast When: Combat Ball Lo skrike a monster, in |
Affects: 1 Monster inflicting from one to eight
hit poings of damage.
Spell Mame: MOGREEF FOCEED reduces the
Translation: RO [KOMN spellcaster's A0 (Armor
Cast When: Combuat Class) b bweo painls, Thas
Affects: Caster protection lasts for the rest
of he encounter.

Spell Mame: KATIMNO EATING causes maost of

Tramslation: BALD AIR the monsters in a groujp to
Cast When: Combat fall asleep, KATIMNO anly
Affects: 1 Group affects normal animal or

humanaic monslers, and
the duration of its effect is
inversely proportional to
the power of the monster,
bleeping monsters are eas-
ier to hit and successiul at-
tacks dadeuble damage!

Spell Name: DUMAFIK.  DUMAVFIC grants you in-

Translation; CLARITY siphlinlo v |'|-IJr parly's po-

Cast When: Camp sitiom in the Mazc; the cxact

Affects: Entire Party  displacement from the

stairs leading ta the Castle
dvertically, Morth and East),
and the direction you are
-:'1J|'|'-e"~|‘:|!'|_l.-' I'.'||:'i|'|!-'__|. |

a |



Level 2 Mage Spells

Spell Name: [DILTCY

Translation: [DARKMNESS

Cast When: Combat
Affects: 1 Croup

Spell Mame: SOPKC
Translation: GLASS
Cast When: Comlbat

Affects: Caslor

DILTCY canses one group of
monsters to be enveloped
indarkness, which reduces
their ability 1o defend
themselves,

SOPIC causes the spell-
user L become Lra k] B
enl. This makes him er her
biarrcler b sew; thus the
caster's AL is el Eer.!im]g.-'
reduced by fomar points
during the rost of the
enceunter.

Level 4 Mage Spells

Spell Name: MOELIS

Translation: FEAR

Cast When: Combal
Affects: 1Group

Spell Name: DALTO

Translation; BLIZZARD

Cast When: Combal
Affects: 1 Croup

Level 3 Mage Spells

Spell Name: MAHALITO

Translation: BIG FIRE

Cast When: Combat
Attects: 1 CGroup

Spell Name: MOLITO
Translation: 5PARKS
Cast When: Combat

Affects: 1 Group

MAHALITO canses a fiery
explosion te crupt amid a
monster group, doing four
o Lwentbyv-four hit poings of
clamag,

MOLITO causes sparks to
fly about and coanse three
to cighteen points of dam-
agze 1o about hall the mon-
sters in o group, While
inferior in many respects
to BMAAHALITO, MOLITO
affects some maonsters that
are impervious to fre-
based spells, and the mon-
sters that are struck by the
spull are less likely to be
able o minimize its elfects.

Spell Mame: LAHALITO

Translation: TORCH

Cast When: Combat
Affects: 1 Group

| it

MORLIS causes ome group
of monslers o bear the
party, thus reducing the
effectivencss of their at-
lacks. The effects of ROR-
LIS are comparable toa
double-strength DILTCY
spell.

DALTO i a frigid version
of MAHALITO, and inflicts
six to thirty-six points of
damage.

LATIALITC 85 an “indus-
lrial-strength” version of
MAHALITO, and inflicts
aix to thirby-six points of
damage.
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Level 5 Mage Spells

Spell Mame:

Translation:
Casl When:
Adfects

Spell Mame:
Translation:
Cast When:
Affects:

Spell Mamuy;
Translation:
Cast Wheds:
Affects:

MM AMORLIS
TEREOR
Cormbint

All bonsters

MAKANITO
DEATILY ATR
Combalt

All Monstors

bALALTO
FREOST KIRG
Cormbit

1 Croup

MAMORLIS is an im-
proved version of MORLIS
that makes all of the moan-
slers an on encounter fear
thir party, thus reducing,
the effectivencss of thor
atlacks,

MARANITO asphyxiates
mest air-Breathing mon-
sters silh less than forty
hit-poings, This is an all or
nothing spell; if MAKARMN
[T elodss nst deteat a
munster, that monsler is
undamaged by the spell.
MATIALTC is a super-
coaled DALTCY thal canses
l'_':igl:‘li 3] Ri:l-:'l_'..'-f-;_|1_|r r_1|_'|i s of
icy damage,

Level 6 Mage Spells

Spell Mams;
Tramslation:
LCast When:
Affecls:

Spell Mame:
Translation;
Cast When:
Alfects:

Spell Mame:
Translation:
Cast When:
Affecks:

Spell Mame:
Translation:
Cast When:
& Flects:

LAKAMNITCY
W ACLITIR
Comibat

[ aroup

AL AN
DISTPELL
Combit

1 Monster

PAASOENC
CleySsTAaL
Cambal
Entire Party
HAM AR
REG
Coembal

Variable

LAKAMNITO will deleat all
the mansters ina graupif
thiry breathe air,

FILW AN will dispell ooe
manater of the "Undead”
varicety,

PASOPIC duplicales the
“transparcncy” effects of
SOPIC, but atfects the
cokine parly,

HAMAMN i an unusual
spell, 1L allows the caster e
bz thee o=l s For aied, Only
thirteenth-level or higher
characters may casl
HarIAM, and domng, 5o
coats them a level of ex per-
wence! IF the gods decide to
angwer your ples, vou will
be given a choice of possi-
Ble oons.




Level 7 Mage Spells

Spell Mame; MALOE

Translation: TELEPORET

Cast When: Anvtime
Affects: Erdire ]_'-"drt:f-

Spell Mame: MAHAMAN

Translation: BESEECH

Cast When: Camlal
Affects: Variable

Spell Name: TILTOWALT

Translation: EA-BLAR!

Cast When: Cormbal
Adfects: All Monsters

When cast in Combat,
MALOR randomly tele-
ports the party to anclher
location on the same Teve],
When cast in Camp, the
caster can select his destin-
ation precisely. Teleporling
outside the Maze, or into
an area of salid roeck, will
have catastrophic results,
This maore powerful version
ol HakiamM has the same
coste and conditions af
casting, but the boons that

the gods grant are more
valuable,

The effect of 1his spell
somewhat like the detnna-
tiom of a small tactical
nuclear weapon, and cousies
[room ben t0 a hundred and
fifty (150 hit points of
damage toall the monsters
opposing the party!

CLERIC SPELLS

Level 1 Cleric spells

Spell Mame:
Tranzlation:
Cast Whien:
Affects:

Spell Namui;
Translation:
Cast When:
Mffects:

Spell MName:
Translation:
Cast When:
Affects:
Spell Mame;
Translation:
Cast When:
Atfects;

Spell Mame:
Translintion:
Cast When:
Affects:

EAaLEL
BLESSIMNGS
Csimtlral
Eritire Party

S
HEAL
Any time
1 Person
B D0S
HARRM
Civmbal

| Blonster
BATL WA
LIGHT
Ay Lime
Enlire Pasty

FORFIC
SHIELL
Comlwal
Uaster

ALK reduces the AU
[Armor Class) of all party
members by cne point, and
thus makes theom harder 16
it

121005 restores Prom one Lo
eight lost hit poinds foeoa
parly member. [t will not

bring the expared back o life.

BATINOS intlicts from one
ter it bt poinls of dam-
age upen a monster. [§is
[her inverse of 1HES,

BALLWA couses a soflly
plowing magical light to
DLCUIT Ay the I.'l.'ll:'l:_l.'. illuen-
inating mare af the Maee
and revealing all secret
doars, The light lasis only a
ahort cirnge.

PORFIC lowers the AC of
the caster by 4 poants, The
elfects last tor the Test of
e coanlmal.




Level 2 Cleric Spells

Spell Mame:
Translation:
Casl When:
Affects:

Spell Mame:
Translalion:
Castl Whaen:

Aftects:
spell Mama;
Translation:
Cast When:

A Fhects:

Spell Kame:
Tranzlation:
Cast When:
Afbects:

MATL
ZEAL
Combiat
Entire Party

CALRD
HeEAY
Laooting
Casler

b A IF
STATUE
Combit
1 Croup

MO T
STILL AlR
Combat

| Groarp

hAATL reduces the AC
{Armor Class] of all party
members by two points,
and thus is a double
strength KATLKL

CALFO permits the caster
to determine the nature of
it trap an a chesat with ex-
cellent reliallity,

MANITC causes some of
the monsters ina proup to
become shill os statues E’H'
oo Or more melee sounds,
The practical effects are
sirmilar b EATIMG: the
monsters cannal attack,
and physical attacks upon
Lheem are casier and da
double damage.

MOMNTINO causes the air
aroumnd a group of mon-
sters to slop transmitting
satind, thus preventing
them from casting spells!

Level 3 Cleric Spells

51.11!'] N:I.m:_':
Translation:
Cast When:
Affects:

Spell Mame:
Translation:
Cast When:
Affects:

Spell Namae;
Translation:
Cast When!
Adfects:

Spell Namee;
Translation:
Cast When:
Adfecks:

LOMILW A
SUNBEAM
Ay me

Entire Party

A LELC
SOFTMNESS
Any time

1 Person
LATUMAPRPIC
[DEMTIFY
Any lime
Entice Party

BAMATL
PEAYER
Cambal
Entbire Party

Like RAILW A, LOMILW A
Causes a !-;uft]}' glowing
magical lighl 1o accompany
the party, illuminating
more of the Miee and re-
vealing all secret doors.,
The effects of LOMILWA
hiowrever, last for the dur-
alion of the expedition.

DIALKD cures paralvsis,
and frees those under the
spell of KATING or
BAAMITFC,

LATUMAPIC reveals the
true namies of the monsters
vou meet. The effect lasts
for the rest of the
eagpiclitivn.

BAMATL 15 a double-
atrength MATL spell, 1t re-
duces the AC of each party

mermber by foue points for
the duration of the combat.
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Level 4 Cleric Spells

Spell Name:
Tramslation:
Casl When:
A Ffects:

Speell Mame:
Translatiomn:
Cast When:
Adfecks:

Spell Mame:
Translatbicm:
Cast When:
Affects:

apell Nama
Translation:
Cast When:

Adfects;

Bl

AL
CURE
Any tme
| Person
BALDLAL
WOUND
Combat

1 Monster

LATUMOEIS

CLEANSE
Any ime
[ Persan

RAATCOHELC

B SHIELTY

Ay Hmae
Entire Farty

DIAL s an improved D0
spell. [f restores bwo (o six-
teen hit points toa party
member,

BATITAL 15 the inverse of
DAL, TEinflicts e to aiv-

teen hil points of damage
Lpon a monster,

LATLMOFELS removes the
etfects of poizon,

MAPCFIC 1= am improved
srersion of POREIC that
fasts for the duration of the
expedition, Thisis the best
avirall defensive spell,

Level 5 Clerie Spells

Spell Mame: DMALMA

Translation: BlIS CURE

Cast When: Anv Hme
Affects: | Ferson

Spell Name; BADIALMA

Translation: BIG WOTMD

Cast When: Combat

Adfects: 1 Monster

Spell Name: LITORAMN

Translabion: FLAMES

Cast When: Combat
Affects: 1 Lroup

Spell Name: EAND

Cast When: Camyp
Affects: Caster
Spell Name; DI
Translation: LIEE
Cast When: Camp

Adfects: 1 Perzon

Spell Mame: AL

Translation: DEATH

Cast When: Combat
Affects: | Monster

Tramnslation: LU ATIOMN

DIALMM is an improved
DAL spell. It restores three
to twenty-Iour hit points Lo
o ];qlrj;],-' imarmber .

BADIALMA is an improvexd
BADIAL spell. It inflicts three
to bventy-four hit points of
damage upon a monsker,

LITORAMN causes a pillar
of Bame to strike o groap
of monaters, doing three to
bwenty-four points of
damage to cach,

Eo AR allowes the caster Lo
locate the approximate
posilicn in the Maze af
anather character,

D1 attempls o resurrect a
dead choracter, There isa
chance that the spell will fail,
If suecessiul, the restored
character will have bl ane
hit point. DI cannot resur-
rect g characler whois in
asbies, ared 1f ik fadls weill tuen
a dead character inte ashos,
This spell is not as eflective
a5 the one ciast by the Clerics
of the Temple of Cant.
BAD]I attempts to give the
target a heart-attack. If suc-
cessful {and the target must
have a heart for this bo be

ol the monster is defeated.

L
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Level 6 Cleric Spells

Spell Mamae
Translation;
Cast When:

Affecls:

Spell Mamie:
Translation:
Cast Whemn:
MFFects:

Spell Mame:
Translation:
Cast When:
Affects:

Spell Mame:
Translation:
Cast When:
Allecls:

LORTO
BLADES
Combal
I CGironge

ML
RESTCHLIE
Aoy Hime
I I"erson

NMARAI
MATRIMNG
Conmlralt

1 Klonster

LOKTOFEIT
RECALL
Coambat
Entire Party

LOETO causes sharp Blades
ter slice through a group,
causing six te thirly-six
puints of damage to each
manster in thal group.

MADI tobally restores the
recipient to perlect health,
s long as he or she is pod
decoagod oF worse, 1L is
important o recognize
that in the world of
Wizardry, Ihere are things
warse than extinction.
rABRAT F-I:'ii'l.h‘: thi |.|I,FEI_'!

rorsber of all but a Few of
its hit points.

LOETOFET causes all
party members Lo e fele-
pocted back o the Castle,
minus all their equipment
and most of Their paled,
There is a very good chance
this spell will fizzle.

Level 7 Clernic SPEIEE

Spell Mame: MALIKTO

Translaticn: VWISATEHE

Cast When: Combal
Mtfects: Al BMonsters

Spell Name: KADCRTO

Translation: REBIRTH

Cast When: Camp
Affects: 1 Merson

MALIETO causes liery
meleqrs o descend upon all
the mensters, indlicting from
twvelve o sevenlv-fwo
points of damage upon cach,

EADORTO restares the
expired o life, even those
reduced teashes, I also
rizstores all of the recipient’s
hit points, As with [,
there ig a chance that
FoADORTO weill fail. IEa
character whio is i ashes
[ails o be resurrected by
FADCRTOY, he or shie will
b Lot Foresver,
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QUESTIONS AND ANSWERS

2} I have created the characters, but do not know swhat
weapons and armor to buy,

A When characters are first created, they have an average
aof 900 gold pieces among them, Thercfore, expensive
itemns are beyond their reach, To begin with, purchase
Long Swords, Shields and Chain Mail {or Breast Plates)
[er woure fighting characters. The Claric may buy an
anpinted mace, chain mail and a shield. The Thief may
buy a dagger, leather armor and a small shield. The
Mage is limited in his armor-wearing ability, and may
only purchase robes and a stalf or dagger. If your
characters have encugh money left ever, consider
purchasing a helm for ane of your fighting characters,

Q1 1IF vou should happen o die quickly, does it mean that
the game cannot continue?

Al The giame can always continue. Just creste another
party. When your party first enters the maze, their visil
should be short, Have one encounter, return Lo Lhe
castle and heal up. Remember, Clerics have healing
cpells (Dics). When vour characters have gained enough
experience points and advance a level, their slamina in
Ehe e will grose,

0} How can | create characters with olite classes?

Ad The Wigard, Samurai, Lord and Ninja are members of
the elite class, You may create @ Wisard and a Samurai in
the Training Grounds if veur bonus number is high
encugh. A Lord and a Ninja, on the olher hand, must go
thmu;ijh their early life in ancther profession. When they
have increased Iheir statistics ko {ur above) the proper
walues, they will be allowed the aplion 1o change class,

e

Ad

8]
Al

Q)
Al

Q

A

What happens o my magic user's spells when he or she
changes class?

Magic using chamcters will retain knowledge of any
spells they may already know, and will always get one
spell point for sach H]:!'L” Ehey ki, H{IWE'FF:' e wrill
lose the extra magic points received for being o member
of their previous clasa. Additionally, if they know at
l=ast one spell of a particular type and level, then they
will eventually learn all the spells of that tvpe and level,
even if their new class doesn't learn spells of that type,

Chnee [ have entered the maze, what happens if [ get lost?

If vou get lost, you must use luck to find your wiy back!
Prevent this sort of aituation by mapping.

Haow do T know if there s a trap on a treasare chest?

When you find a treasure chest, have vour Thief inspect
i, I a Lrap is found, vour Ehiel may ll'l.-' Loy disari the
stvaree, IF he or she is not suecessful the frst ime, but
does naot set off the trap, try again. Your Cleric may also
detect lraps an treasure chests by casting the spell Calio,
Howewver, Clerics should leave the disarming of the trap
to the Thief.

Is there o wiay to aveid gettiog bit by “critical bigs™ and
"level drains™?

Unfortunately, there ian’t. However, you may find

magical items which belp vou to resist such attacks,

Additionally, a low armor class provides protection.
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Q)

Al

8]

Al

[ hawve created twenty characlers, and all of them have
-:_||_':,1|;'|'|,1}'1_'|,| Werdna, I'd Hke Lo srin the Earne ﬂ!_-"i]:iﬂ, H v
com Do this?

There are two ways to return to the way things were al
the beginning of the game, Remave characlers YL 11
longer wanl 1o use by deleting them in the Training
Grounds. This will free up space for new characters.
Secondly, you can delete all the characters in the
Training Grounds. When vou have dong so, the game
will ask vou “Will you reset the backed up data? Select
[YES].

Adter destroving Werdna and returning to the castle
with the amulet, I went back o Werdna's lair. [t sava he
is “Out,” What happened?

It anyene in your party has the mark of the Chevron
{received aller destroving Werdna), Werdna will not be
in, Afterall, the Chevron means you have already
destroyed him. Create a new parly of characlers and
caplain them to Werdna®s Lair, Hell e waiting for you,

[ e e

SPECIAL
GUIDE BOOK
OFFER

Wizardry is one of the most challenging m]udplu}'inﬁ
games ever created. You may fird it NECESEATY 0 as
for help during your adventure,

We would like to ofter you a special Guide Boolk to
make Wizardry vour most enjoyalle electronic game
experience. To take part in this special offor please fill

ot this form and Encﬁme vour check or money order to;

Wizardry Guide Book Special Offer
Mexoft Corporation
LI10S Dana Circle
Cupress, Californis 90630

Plirme —

Al ress —

City e I-";r.-
| G Goupde Boaks o §4% 00 cach (LS, dollars),

| Californin residents add 6.5% sales s (A3 s ks,

Al F200 postage and handling per bonk.

TOTAL

Al -6 wieeka Tar delivery,




