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How to Read this Manual

Threwghout this manual we will use the followmg ways of representing informtion.
Typed commands will appear as bold 1y pe,
Example: ‘type: sarcerian’
v el sierra’
Pogtions of the command ling not meant 1o be typed will not appeor in bold 1y pe. For example,
in the line “type: od \slerea’, ‘rype:’ should nol be lyped.
(EXAMPIF TEXT]and [ Keveeokes] will appear in brackets setting them off fram the surround-
ing texn
Example: |Spacehary, ['Tab), [Papelp]
The hrackets are nat kevarokes and should not be typed.
Twa or tore keys that should be pressed at the same time will be separated by a hyphen (- ). Thes
hyphen is nota keysreoke. and saould not be tvped.
Example: *Press [ Shift-Right Arrow] o dash rght,”
If a space appesrs between parts ol w conunand, il is meant 1o be pyped
Example: ‘type cd \sierra’ {the space between ed wrmd ‘wierra should be typed as part of the
conmimzd )
The term “disketle’ is wsed W refer toeither 3,57 or 5,257 data storage disks,
ALL SYSTEMS
PLEASE NOTE: INhereisa REALME file on your game diskette, il may contain impuriant
information and instructions that were not available at the time the documentation and
other materials for this pame were printed. Failure to review the README file before
installing the program may cause unexpected results during installation, loading or playing
the game.

MS-DOS README INSTRUCTIONS
From CASICRRANORCERLA, type rendme o see the README file onscreen. Use [Page-
Upl/[PageDown) keys to scroll theough the file.

GETTING STARTED: DISKETTE DRIVES

1t is always advisable e make back-up copies of YOUT MIASIET PIOETEIN disketes o increase the
life of the masters and guard wguinst accidents. Follow your compurer’s instructions 1o mike
copies of all game diskettes.

MS-DOS
INSTALL THE GAME

Pluce the back-up copy you have made of Disk | into yowr diskette drive. Type the leer of the
disk drive you have placed the disk imo followed by a colon (for example: a:). and press | ENTER].
Twpe: install and press [ENTER],

Answer the onscreen questions using the up and down [ Arrow] keys 1o highlight your selections,
then press [ENTER] 10 select, You will be asked if you wish 1o install the game on your hurd
disk, If you do ner wish the game 10 be installed on yvour hard disk. press [ESC] o skip this slep.



If vou want 10 install the pame on your hurd disk. enter the letler designaton of your hard digk
(usually Cr and follow the prompis.

IFLEASE NOTE: Even if you install o a hard disk, the install procedure will write u file
named RESOURCE.CFG 1o Disk 1. For the installation to e completed correctly. DISK 1
MUST NOT BE WRITE PROTECTEL. Mo other files on sk T are weitten or changed by
the install command.

LOADING INSTRUCTIONS

Aner completing the INSTALL procedure:
From diskettes:
1. Place Disk | ointo the disketie dove.
2. Twpe: the letter of the drive follewed by o colon (Example: a:) and press [ ENTER]
X, Twpe: sierru und press [ENTER).
From hard disk:
1. From vour oot doectory, tvpe d sherra and press |[ENTER]
2. Type sorceria and press [ENTER],

SAVING CHARACTERS/PARTIES
PLEASE NOTE: If vou have Installed SORCERIAN 1o a diskette drive, you must have a
separule formatted diskette ready before vou can save. The “User Disk” provided with the
game already contains Lhe direclories and files you will need ta save vour characters and
parties. IF you want o formal another diskette for saving, be sure (0 copy the file named 1D
from the ariginal *User Disk® to the new diskette, then vreate a directory named USER on
the new disketre,

If vou have installed SORCERIAN to a hard disk, e game will aulomatically create a
USER directory on your hard deive (e\sierra\sorceriaiusery, to which it will save all suved
characters/parties.

To save lrom the Game Startup sereen: choose SAVE, You will see a wimdow asking you Lo
chopse 4 save position berween 1 and $(position (s the position for e pre-made characters tat
come with the gamed, Type the number of the pesition where you want 1o save this character or
party setup. und the setup will be suved (o that posion. If there is previously saved information
in this positon, the mew informaotion wall overwrite the old.

Tosave a game from within an odventure: press [F5). AlLinformation ahour characiers, iems,
gold. experience. eic, will be saved 1o allow you o restore the adventore from this poine. 1 yeu
save again within the same adventure, the new information will oversrie the old,

To restore a pame saved with [FS]: load any existing character who is not in 4 party, and begin
the slventure, As sa0n as you sge the firsy soreen of the adventure, press [F7)], The adventure will
resume i othe same positicn, and with the same characters and infommation us when you saved
with [F5).

LOADING CHARACTERS/PARTIES
To bowd o previously saved character or pany sen, choose LOAT CHARACTER/FARTY fom
Wi o sta lup screen, Yow wlll see a window asking which saved characier &r parry you wan
to load. Type the numiber of the posimon where vou saved the character or party you wani 1o load.
The character/paity will Le lowded. To load the pre-made panty. type (0]

PRE-MADE PARTY

Yo SORCERIAN game meludes 4 pre-made characters. alreauldy equipped and raned in 4
impartant arcas of knowledge. If you'd ke to iry your hand advernmning belore you construct,

equip & train your [irst characters, load position O, und begin yvour adventure,

MOVING YOUR CHARACTER

You may move your character on the sereen with the {Arrow] keys, the numens keypad, o the
joystick, Tomove characier with keybuand, press the [Amow] key i Whe direchon you want the
character lu move. To stop the character, release the [Amow] key.

Complete instructions for creating SORCERIAN characters, forming partics and going on
adventures can he found on pages 8 to 13,

up

DOWN

O o

Jovstick s : -
Move the stick in the direction you want the charicler 1o move. To stop the charncter. center the
Jovsnck. .
NOTE;: The joxstick ¢an be nsed to take the place of keyhoard n:mnmnds in Sorcerian. Left
and righs stick movement = [Left/Right Arrew] key<. Up and down stick movement = [UIp Do

Arrow] keys. A button = |ENTER}/[Z]. B buton = |Spacebar/[X],
Reyboanrd

GAME SPEED CONTROL
Gane spoed can be shered atumy time during an adventure by pressing (8] and choosmg a new
speed for the pame anmation. You will see a windew asking you 10 choose 3 number correspond
ing 10 the desired game animation speed. his the fushest speed: B is the slowest speed.

COMMON COMMANDS
[F1] Help
|[F2| Topgle Sound Effects onfoll
[14] Topple Music onfoff
{F5] Save Game During Advenure
[F7] Restore (saved) Game
[E] Wiew Equipmsne
1] View Inventory .
[M] View Monster Information
(7] Wiew Sulus
5] Game Specd Control



[T) Time O (Pase Gamie)
[Ctrl-0) Chuit Grame
[Shift-Arrow] Daesh (i [ Ao ] 1irection )
[CapsLock] View Hil Poinis/Mugie Poing
11 Increuse Music Yolume

(il supported by music hardware)
I-] Drecrease Music Volume

It supporied by wsic hardware
Commands used in creating characters:

[EXTER 7] Increase Ability Score Yalue
[Spacebar /X Decrease Ability Score Value
[Arrow Keys| Move Detween Window Clusmes

Anytime o gume command Ciuses 4 window to appear onsoreen during the adventure, wish the
evvepfen of the his podmsimagte poiaes window the gane will panse while the winedow i visible,
Press the [Spacebar] o close the window and continue 1he pame. To ¢clase the hit pointsfmagic
points window, press [CapsLock),
INVENTORY
If v wish to see the iems you ore carmving, press | 1] acany time during the adventure, The o
will panse while vou view vour inventory. Press any key i eontinoe
PAUSING YOUR GAME

If you wish to pavse the game. press [T). Press [T] again w resume play.

QUITTING YOUR GAME
Toatap plaving, press [Cirl-G),

NEED A HINT?
I you find yoursell “a linke stuck” while playing & Sierma game, iy the Tollowing weas:
|0 you have a modem. you can talk to the Sierra Bulletin Board through the fallowing number:
1209) 6834463
Chur seangs are 300, 1200 or 2400 Baud; 8 Data; N Paritv: | Step Bit Our sysop will be happy
tar help you,
2. Many other bullenn boards also provide hinis 1o many of our games,
A CompuServe: (o into the Gamers Forum (GO GAMER S ror write E-Mail to 76004, 2143,
B. Prodigy: poro the PC Club and enter the Adventure Games foram { Jumpword: PCCLUR),
C, PCLink: Select PCLink Plus, enter Publisher's Connection. seleel Publishers Forums,
them Sierra Gn-Line.,
[ AppleLink: Select the KEYWORD option from the *Goto” menu, and type: Sierra,
E. GEnie: From the main menu select 1 iGames), then select 1 1Games Round Table ), Selec

1 (Ciames Bulletin Board), and type set 22 atthe *)" prompt. This will take vou into the Sierra
On-Line area.

Far more information on tese BES lines, you can call these toll-free numbers:
1. CompuScrve (800} 248-8199
2 Peodigy (BO0) §22-6922
3. PCLink (B00) 438.8510
4. AppleLink (800) 227-6364
5. GEnic (800) 638-9636
3, The wagasine Quesibusten™s Jonmal i a helpful source of many gome hints,

TECHNICAL HELP (ALL SYSTEMS})

Vechnical assistance is only o elephone call away. Call (209) 683-FY8Y lor convenient. person-

bp-persum service, of if wou prefer, you may request assistnce by mul, I you Cioess 10 write 10
us with your request, please state your computer [ype, the game vou are playing. und the nature
al your problem.

Disk Replacement Policy
If you find that you need to send for replacement diskettes, send the original disk 1in the size
yor e (3,37 or 525 e
s1ema Un-Lane
P, Box 455
Coarsegold, CA 93614
Altention: RETURNS
He sure 1o include a note staling your computer (ype, and the size of diskeite you need (3.237 or
357
We will gladly replace your program free of charge for the first 90 days of ownership {pleisc
cnclose o copy of your dated sales reveipt with yont request). After 90 days there 153 S5 (K charge:
fir 5,25 diskettes, and a 510,00 charge for 3.57 diskeites.
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THE WORLD OF SORCERIAN

Welcome to the world of Sorcerian, where monsiers plot revenge against human kingdoms,
sorcerers enchant the swords of adventurers with spells of power, and the Gods of the seven planets
rule the lands.

In the Sorcenian world, magic is real and powerful, and the knowledge of magic and its workings
is necessary for any adventurer hoping o fulfill o guest. Adventurers gather in Pemtawa City in
the kingdom of Pentawa, awaiting the chance o prove their courage and dedication against the
foes of humans, elves and dwarves. While waiting, they equip themselves with the items they will
need, and take traning in the arts of combat, magic and defense.



Once you ave msialled and loaded the game (see instructions on pages | and 2 1. the first sereens
you will see are the introduction w Sorcenan. To skip the introduction, press the [ENTER], The
next screens are the game eredits, To skap the credirs, press the [ENTER] again,

Sorcerian begnes at the game stanup sereen, from which you will create characters, organize
parmies, save character/party setups, and load proviously suved charscter/party setups.

NAME SORUCERIAN
CLANS

ROMNLS

On the startup screen we e options for creanng, viewing and equipping characters, and (o
performing basie gune opertions. One of these options will be highlighied. This will be the active
option. To move the highlight (o a different option, use the [Arrow] keyvs on the pumenic keypu
wr{with the Numlock key off) the cursor control [Arrow] keys, To choose a highlighed oprion,
press [ENTER |

The fiest step in play is W creale at least one character with which 1o play Sorcerian. You can
Create up o ten characters, and fonn parbies of up 10 lour lor going our on advenisres

CREATING CHARACTERS

Lsing the wrow keys, move the highhight to the choice: CREATE CTHARACTER and press
[ENTER].

A small window will appear over the startup screen with a space for entening the name of the
charucter you are creating. The name may be up to 11 characters long, but miy nol mclude spaces,
Fo corregn ereors, use the [Backspace] ke, When you have typed in the name, press [ENTER],
The first window will disuppear, and two new windows will appear over the startup screen, The
larger window comains the charseter's name and a list of abilities, When it first appears, it will
show the default cluss and sex: FIGHTER /MALE. Theclnss  FIGHTER —will be highlighted.
The smaller window is a picture of o young male fighter. To change cither class or sex, highlight
the line you want 1o change. and use the nght or left [Arrow] key w go through the chaices,

Stael Advenlure . . . Advance Time

Quit {CTRL-Q)

CHARACTER CLASS

There are four character classes in Sorcerian: Fighter, Wizard, Dwarf and EIF Esch of these elasses
has advantapes and disadvantages as plaver characters.

B

FIGHTER _ o
Fighters begin with high strength, protecrion and vitality vialues, Thir
dexterity is lower than that of orher classes, and their inelligence is
only average.

I| g 4] % w [ zlﬁl. R U
lﬁh'z W izards begin with high intelligence and magic resistance, They have
ﬁ- s slightly higher deaterity, but thair strength and vitality nre low
DWARY

Dhwarves begin with high strength, protection. vitality and dexternity,
but have lower than averapge mellpeoce.

ELF

Clves begin with better than average intelligence and dexterity. but

low strength and vitality. They have the highest natural karma.

To change the character's class, press either the left or right [..FI-I'I'IJ\I'}
keys o move through the class choices: FIGHTER, WIZARD,

DWW ARF. ELE, The picture in the smaller window will chiange as you

change the character's class.

SEX

In peneral, male characters begin with higher strength. protection and vitality than females, but
females begin with more intelligence, magic resistance, dextenty and karma.

To change the character's sex, move the highlight down 1o MALE and use cither the left or right
[Arrow] keys (o toggle berween MALE and FEMALE. The picture in the smaller window will
change as you change the characiar’s sex. .

When the window shows the class and sex you desire for this character, press [ENTER]. A new
line will appear in the center of the window, showing this character’s bonus points. Each character
will be awarded a random number of benus points which can be used 1o increase any character
ablities you desire.



BONUS POINTS
The hasic ability scores each character begins with are determined by cluss and sex. Ronus points
are randomly determined, and are used 1o change the values of other abilitics 1o customize your
character. Any ability can be inereused or decreased, which affects the numbcr of bonus points,
Trincrease or devrease an ability value, move the highlight to the value you wani o change.

To mercase a characrer ability, move the taghlight 1o the desired ability and press [ENTER].
When you increase an ahility value, the bonus score will decrease.

To decrease 3 character ability, mowe the highlight 1o the desired ability und press [Spacebar],
When you decrease an ability value, the borius score will merease.

If you t!x:r;[cawc a basic ability value lower than the value the characier startad with, it will require
two poimts of ability 10 increase | point of bonus. Abilities can not he decreased o u negative
value (below (1) during character ereation

BONUS POINTS AND AGE

The bonus seare can alsa be increased by inereusing the character's age. Fach vhuracter begin
ar the age of 16. To increase a characier’s age, move the lighlight to the ape value and press
[Spacebar]. When you increase the age value, the bonus points will increase, Ta decrease the
:lg;e. press [ENTER]. Note that this is the opposite effectof the sume keys when cha nging ability
VLGSR,

Fighters and Wizards can gain one bonus point for every twa vears of uge increase. Dwarves must
jn_r.-rca se age four Years 1o goin vne point, and Klves must increase g NN years 1o gain one point
ot honus seare. This i< hecuuse Dwarves and Elves have longer lifespuns than humans.

AGING IN THE WORLD OF SORCERIAN

Your Sorcerian characters will grow older as you play them. One yEar passes in the game cach
time characiers telwn fioon an dvenore, and Hme can ber advanced one yvear ar a time using the
ADVANCE TIME option in the game sta I SCreen.

When a character passes from youth o middle age, and from middle age 1o old age, his or her
appearance will change, Abilities alsa change with age. and the cheice of accupations a character
van hold will become more limited ny that character arows older,

Drwarves live longer than Fighters or Wizards, and Elves live longer than all three, but eventually
characters will grow too eld 1o adventure, and die of old age. When this happens, vou will see a
message: "[Character Name] is dead, Would you like to regenerate this character?'. The regenera-
Bon oplion gives you the opportunity 1o create a second-generation character with the same
abilities as the first. Press [Y] to regenerate the character, IN] 1o pass up this option,

CHARACTER ABILITIES

To master weapons [(STR)
To master magic (INT)
To dodge attacks {PET)
To dodge magic {MGR)
Ta gain strengih (¥IT)
Toescape from traps (DEX)
To communicate well ATt )
5TR = Strength

Strepgth is cssentially the ability 1o attack with weapons. A fighter or dwarf must have strength
value greater than 0

10

INT = Intelligence

Intelligence is necessary for the use of magic. Although all characters with an nlelligence value
higher than 0 can use magi, characters with bigher intalligence will use it more effectively,

PRT = Protection . _ - _
Protection is the character's defense uguinst damage iF artacked. The hgher the PRT value, the

less damage will be inflicted by an uitack,

MGR = Magic Resistance .
A chuaracter with a bigh MOGR value will be more likely 1o evade magic traps, and suller [ess

damage from magic aracks.

YIT = Vitality _ . _

Vitahily is necessary to using physical strength, For instance, a characier with ahigh Vi1 value
may b able 0 open doors than cannot be opened by characters with lower VIT values,

DEX = Dexterity . o
A high DEX value 1s important for escaping from trps, The higher the character’s DEX, the fess

likely he or she is to remain stck in i trap.

KRM = Karma ) ) _ _
KRM afleets how the character imeracts with others, including the price paid for goods und
services, and Lhe chance of succesfully resurrecting other characters affer dearh,

MAXIMUM ABILITY VALUES
At cach level, o character has 3 masimuom value for his or ber abilities, The maximum value ig
et grunted automatically, bue the character can take rmmng that will raise the value until it
reaches maximum for that level (For rypes of training and the ability values they atfect, see
TRAINING FIELD, Pages 17 & 18],

TIME, AGE AND CHARACTER ABILITIES

I the world of Sercerian, characters actually grow older before your eyves. As a character ages,
ability scores chunge, One vear will pags each time a character goes on an adventure and retums
home. Time can also be sdvanced using the ADVANCE TIME option in the pame stanup screen.

CHARACTER OCCUPATIONS

[Zach Sorcerian chameter can choose an occupation from a list of 60, and can ch ange oceupaliens
during his or her lifetime. However, conditions apply o certain carcers depending on class, sex,
ape, and abilitics, A character's occupation may be changed at any time from the game stenup
seTeiL

CHOOSING AN OCCUPATION

If you choose the pption: CHOOSE OCCUPATION vou will see 3 sereen with a list of 60
cecupalions,

The occupations vour character can hold are indicated in vellow letters, and the ones i:np@ssi!:de
Tor that character to obtain are indicated in blug lelters. The amount of income each occupation
earns appears at the top of the sereen. As you move the highlight 1o a different cccupation, this
figure will change 1o reflect the income for that occupation.

The amoun of income your character earns, as well as any increase in abilities, will depend on
the occupation chosen. The amaount of the annual income is shown on the op line of the screen,



HI'H_J- changes as you move the highlight tw show the come for that cecupation. Income is also
alfected by Kama,

e tollowing isa list of Sorcerian occupations:

FARMER FISHERMAMN SPY SFINMER
SINGER FERRYMAM GOLDSMITH CARPENIER
FIGHTER WINEMAKER LUNDERTAEKER BEGGAR
SOLDIER SCULPTOR BODYGUARD MISSIONARY
FLORIST SAILOR JEWELER PAPERMAKER
COACHMAN BASKETMAKER BONECARVER MINSTREL
PRICST DOWMAKER SHOEMAKER FORTUNE-TELLER
WEAVER MONK CHEESEMAKER INTERFRETER
EAKER MINER CHARCOALMAKER MIDWIFE
PHARMACIST  HERBALIST TAILOR THIEF

COOK STONECUTTER MERCIHANT SHEFHERD
CLOWN GRAVEKEEI'ER BLACKSMITH HORSETRAINER
WOUDCIHTTER SCRIBE HUNTER MILLER
HOMSEKEEPER KEYMAKER EXORCIST LIANCER
TAXIDERMIST DOCTOR NURSE

HAIRDRESSER

Adter | year of game time, any characters not organized nto purties will colleet an annual incame
und expenence ponts, based on the occupation chosen, Character ability scores also change with
every passing year, depending on the occupation chosen. Any given occupation muy increasc
some ability values and decrense others. For this reason, it s important 1o Keep truck of your
character abilities from year to yeor snd note the changes.

Because cenain character abilities can decrease cach year if cemain occupations are chosen, it is
possible for ability values to full helow 0

REMOVING CHARACTERS

You can create up o 10 clisaciess al o ume, I you wani o delere a characier, either because you
have made 3 mistake during the character creation process, or because you want 1o make roon
for a new character, highlight the REMOVE CHARACTER aption and press [FNTER]

You will sce 4 list of existing characters displayed onscreen, Move the highhght to the name of

the churacter you want to delete and press [ENTER), You will sce the messape: 'DELETE
[Character Mame]?' with lhe oplion 1o choose Y ES or NO. Choose YES 1o delete the charicler.
Choose NO I you do not want to delete this characrer.
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VIEWING CHARACTERS

When you choose the VIEW CHAR ACTERS aption, yon will seea window showing informarion
on your character, mcluding Namee, Sex, Class, Age, Level, Hir Fenms, Magpic Foines, Abtitties,
Cinld, Experience, and Maximem allowahle abéfiny valies at the characier's present level, This
winmdow also shows the chamcler s presentl ecenpeies. whelber or not the characler s presently
wn draremrnng, snd 10 the claracter s dead, how much time has passed singe death (this is imporant
i ewse yeud wish fo have o character resarrected).

Other information includes Herbs, Kaowledge (gained through raining), and up 1o six items
mcluding weapons and armor,
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EQUIPMENT
Before you can send your charscters on adventures, they must huve the necessary eguipmend.
Thiz equipment will vary depending on character cluss, Fighters und Dawarves nevd weapons,
shiclds and wrmor, Elves and Wizards need rods, robes and rings. These items can all be found
al the WEAPON SHOP in wown,

GOING TO TOWN
The Sorcerian city of Pentawa is the place where characters will go o equip and prepare
themselves for going on advenires. [f your characrers have formed a party, dishand the parry
hefare going 1o town.
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Highlight the option: "GO TO TOWN" and press [ENTER]. You will see a window with a lia
of your characters. Highlight the characier who is peing 1o own first and press [ENTER] You
will ee a window listing the places the charscter can 2o when in town. In a smaller window an
the left sade of the sereen is the amount of money (this character has w spend. Move the highlight
1o the place you want the churacter 1o go first and press [ENTEER).

WEAPON SHOP

The wenpons masder tuns o small store where adventurers can
buy and sell weapons, armor, and other essential equipment.
All these flems can be enchanted by one who knows the art of
giving magic to items (there ic 4 magician in rown who knows
how o do thig),

ITEMS

SHORT SWORD,
This 15 un ideal weapon for a Fighter. It is hight and easy o handle.
AXE.
This smgle bladed axe 15 (oo heavy tor a haman fighter, bur juss right for a Dwarf.

STAFF.

I'his item 15 important for releasing magical energy penerated by Wizards and Elves. It can
also be used for fighting.

ARMOR.

Leather annor, suilable for o Fighter or Dwarl,

ROBE.

A nevessary tem for Wizards and Elves,

SHIELD.

A leather and 1ron shield used by Fighters and Dwarves.

RING,

This ring has defensive powers which can be used by Wizards and Elves,

Cither weapong and items of equipment are sometimes found in the process of advemturing,

MAGICIAN'S HOUSE

This 15 the home of a magician named Esther, who knows many
ragical arta.

ENCHANTING ITEMS

Lsther can give the powers of the Giods of the seven planets 1o characters’ possessions. These
enchantmenis can be quie expensive. s whe several yews W complete, During s e, e
e remains in Esther s possession,

When the amount of tme guoted for the enchoniment hos passed, the churmeter can relieve the
iten. I the wem is retreved before the proper amount of time has passed, it will not have the
magic power, and the plaver’s money will not be refunded

Esther can enchant anly one item at a time for each character.

BREAKING SPELLS
Esther can break spells thar have been pur on a characrer during the course of an adventure.

REVIVIMNG THE DEAD
Esther can sometines return life to one whe has been killed during an adventure, depanding on
the length of tme since death, and other factors. There are somerimes side-effects 1o resurraction.
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HERBALIST'S SHOP

The herbulist knows how w prepare herbs which the character
hus obtined doring adventinres. She will muke twse into po.
tions which have magical powers. It is also possible 10 buy
potions ready-made.

PREPARATION OF HERBS:

erhs can be prepared ceparaiely or combined into different potions, a5 described in The Book
of Herbal Magle. To have the herbalist prepare potions (or you, highlight PLEASE PREFARE
THESE HERBY and press |[ENTER]. The herbs you have will appear in the window, Move the
highlight tw the herbi(s) you want prepared and press [ENTER] 1o select,

When you have hghhighted all the herbs, in the correet arder Tor the potion you want, highligh
MEX POTION woid press [ENTER]. The herbalist will grve you the name of the pation she will
prepare. For details on magie potions and their imgrediems, see The Aoak af Herbal Magic,

TEMPLE OF THE SEVEN GODS

This 15 the place where adventurers come to ask blessings from
ihe Gods of the seven planets. The priest will assist you in your
devotions,

CONFESSING

Confession 15 only necessary for improving the KRM score of characters with less than O Kenma.
1t should be done affter donating 20 gold pieces, and only once per vear,

PRAYING

Praying is an impartant activity for the character’s Kaoma, Charaelers should be sure to pray at
the temple whenever they visit own

RESURRECTING THE DEAD

The priest will perform resumections on characters whe have dicd during an adveniure, Chances
for 4 completely successful resurrection vary depending on several considerations concerning i
character asking for the resurvectton such as age, Kanmu, prayer and confession record Another
faciar is the length of time since death cowrmed.

DONATING GOLD
Dunating 20 gold picces te the temple 15 oaly necessary W improve the KRM score of characiers
with less than 0 Karma. [t should be done before confessing, and only once per vear.

ELDER'S HOUSE

The elder is the oldest and wisest man i Pemtawa, His
knowledge of mugic is extensive, and he can tell you what spell
has heen cast on g chamcter or item, His services requine 2
domativn ol gold,

THRONE ROOM

The king will grant an audience 1o Sorcerian adventurees,
inform them af any changes in level. I the character bus gained
enough expericnee Lo advanee one o more fevels, the king will
infarm him or her of the new level and new masinum hit point
value,

1t the character 1s not yel ready o advance a level, the king will
inform i or er how many experience pednis must be ganed
1o advance to the next level.

Wher a new level is gained, the necessary cxperience pointy
are ahsorbed, and the character’s new experience point value
will reflecr how many pomts are feflover Wwward the next higher
level,

TRAINING FIELD

Here characters train for special knowledge and ability that will help them accomplish their
missiong during adventures,

There are eleven types of Lraining available, The firs seven types of (raming coneentrate on raising
ability scores to their musimum value, which increasas each time the character goes up ong level
in cxperienee. Eoch period of raining raises the ahility value by 5 unul the maximum o that
bewel i5 reached.



Training Ability Increased
MASTER WEAPONS {STR}
MASTER MAGIC (1T}
MASTER DEFENSE (PIRT})
MAGIC ESCAPES (MGR)
GAIN VITALITY (VIT)
TRAP ESCAPESR (DEX)
CONYERSATION SKILLS (KRM}
The remaming four areas of knowledge are abilities which are
freguently needed during the course of an advenre, or after

an adventure is fimshed. This type of raiming only needs 1o he
faken onee.

KNOWLEDGE OF ITEMS

Cne who has this knowledge can appraise the woitli of lems gained during an alveniore,

KNOWLEDGE OF TRAPS

Wl this kpowledge, o character will know whan Klnds of rraps are eancountered.

KNOWLEDGE OF MONSTERS
A charaeter who knows monsters is aware of the characteristics and abilities of monsters as they
e encountered.

KNOWLEDGE OF HERBS
A charucter with this knowledge will be ahle o prepare potions from herbs without having o go
Lo the herbabist,

BEGINNING THE ADVENTURE

Forming a Party
When you huve created und cquipped your characters, you will need 1o form them inle a party
hefare you can begin an adventure, A party can ¢onsist of from one to four characters. Some
advennres will limiy player charactees to three.
From the game starfup screen, highlight the option: ORGANIZE PARTY und press [ENTER].
¥ou will see a window with the names af the Characters you have created. Move the highhight o

the name of each character you want 1o inclode in the party and press [ENMTER]. When vou have
formed the party, ighlight RETURN TO MENU and press | ENTER],

If you chunge your mind about the formation of the party, choose DISBAND PARTY and follow
the prompts.

The first character you choose for the party will be the leader, and will be first in priority when
frems are divided at the end of the adventure,

To see the party you have formed, highlight VIEW PARTY und press |[ENTER], You will see
pictures of all your characters, wnd a window showing e chsraciens” mames, The large window
contains the statistics on the lead character, To view the statistics of the other charselers, move
the highlight to the other character names and press [ENTER],

T save this basic setup, chonse SAVE and designarte a number between 1 and 9 under which to
save it Whenever you want 1o take this parry on an adventre, choose LOAD and type the number
for this setup (0 is the number for the presel characters meluded wath the game).
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DISBANDING A PARTY

In order for your charaeters 10 2o 1o own, or for the members of the party 1o be changed, the party
musl be dishanded. Choose DISBAND PARTY and follow the pronmgis.

CHOOSING AN ADVENTURE

There are fifteen separate advemures in Sorcenan, divided into three seenarius of five adventures
each. Because each adventure within a scenano s progressively more dilficult than the last,
requiring geeater skills and higher ability values, it is recommuended that you play them in order,
from 1 to 3.
Choose START ADVENTURE. You will s o window asking which adwentone o wanr 1o play.
Scenzrio

Level 1 ¢ The Swolen Scopter

Level 2 : The Lost Talysman

Level 3 : Lucifer’s Floodgate

Level 4 5 The Cursed iy

Level 5. The Tuwer ol Thieves
Scenario 1

Level 1 The Master of the Dark Marsh

Level 2 The Diragon King

l.evel 3 ¢ Riddle af the Red Jewel

Level 4 - The Dark Magician

Level 5 : The Cursed Ship

Scenario 111
Level 1 ; Garden of the Gods

Level 2 : The lee Cavern

Level 3 ; The Curse of Medusa
Lievel 4 : The Missing Magician
Level 5 - The Water of Life

When you hightight an adventure and press | ENTER |, the adventure will begin. (If you are playing
from diskemes, follow the pramps to inser (o cormeet game disk ), From the place where you first
see your characters, go right 10 hegin the adventure, Go left lward this starting point when you
are ready 1o end the adventure and return 1w the city of Pentawa (For more information on ending

an adventure, see ENDING THE ADVEMTURE, Fage 243,
BASIC ADVENTURE OPERATIONS

Move Character J
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To move the game chinucters, press und hold down the [Amow] key for the direction in whach
you want the character woomove, The lead character will move in the indicated dircction until he
o she comes 10 an obslruction, and the rem amning characters will fellow. Pressing the [Up Arrow]
will make the character jump up

Characrers can be moved ucing the joyarck, the number beypad [Anow] keys, or the curser
contrel [Arrow| keys Cwhen the | Numock | key is woggled off)

Jump

The gaime characters can jump guile high when
necessary o cross a gap, o1 reuch something that
can’t he reached by normal movernent. To jump
the lead character straight up, press the [Up
Arrow | {or move the joyetick forward ) and keap
il pressed, To jump diagonally, press adirection
[Arrow | key while pressing the [Lip Arrow]. To
jump o maximum possible heightl, press (he
[Up Arrow] twice in rapid succession {ur hold
the goystick forweardd. 10 the chareter s Galling
down from a heighi, the direcrion of the fall can
he atfecied by pressing a direction [Armow] as
son #5 possible after the 1all begins.

‘Louk at' Game Objects

To look wt” unything onscreen, place the lead
charscler diregtly in front of the ehject and press
the [Llp Asrow ] The character will appear to
o Jump up in frone of the object. If there is any
r{(ﬂ information about the object, 1t will be dis-

(,- M plaved mea swindow.
Al
Daesrs

Some doors require only physical strength to open
I'or these doors, use the character in the party with
the highest vitality seore in the lead position. Doors
in higher numbered adventures within a scenario
will require progressively more ¥italily 1w open,

Some doors open with a special key or magic ilem
which must be found, others with a stone which fits
inta a hale beside the door and operates the lock,

Docrae which hide mpodont secrels moy be
prodected by rans.

Traps
To have the best chance of avoiding traps, put the cliaacter with the highest dextenly score in
the lead position.

Speed up Animation
Tospeed up animarion, press [8]. This speeds up all game animarion. Choose o speed batween
{149, with % heing the fasrest speed

Dash

This affects the speed of the adventurers only. It is useful for escaping from enemies, Lt its
successiul use depends on the characters” remaining vitality and other conditions. To Dash, prass
[Shift-Arrow ], using the |Armow | key for the direction you want the character 1o run in,

Display Inventury
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To view a list of tems you are carrving, gold found and
experience gained, press the [1] key. The game wall pause. You
will see w window listing the characters” items. Press any key (o
exil the wandosw and resume the game,

To view the comrent ability values of all
playercharacters inthe party, press [ The
pame will pause. You will sce a window
with all charseters' abiliy scores. PPress any
oy tovesint the disply und resume the gamie,

To view sguipment andfor to make changes in the equip
ment you are presently using, press [E], Use [Arrow]
keys o highlight irems of equipment, and [ENTER] 10
make vour selection. Press the [Spacebar] o exit the
equipment window,



Change Order of Characters

BEMORE AFTER

The lead character will take any iems found, and open any doors encoundered, Sometimes, if
HICHE L ion (e u!llill.s, |.|1|‘.:' II;'.IJ.L! L'IIJ.II uiten l.!U{.'h.lel LJLJ!\.M,.'N. I.K.'l...'l.lllll'h. Ill..'L'L'.‘u:lﬂr:c i }U\! II'Iuii}' Wit lUi.hn.'I.II-E,L'
the order in which the characters appear. To chenge character order, press [C] The first character
i Ding will become last each time vou press [Cl.

Display Hit Points and Magic Points

mrr. p MAG P To see a continuous display of hit points and magic poims,
FALCOM press [Caps Lack], Press [Caps Tock] again o mpele the

1 1 display off. This display will remain onscreen without cous-
SORCERIAN ing the game to pause. When necessary o keep from covering

HH L up nportnt onsereen mlormation, the display will move w

anoiher part of the screen,

CRYSTY
1
XANADL
16K}

Regain Lost Hit Points and Magic Poinls

When hit points and magic points are depleted, they
will build up again gradually, Magic points are
regained gradually whenever magic is not being
wsed, untl they each e Charscler™s maximum
magic point value, Hil points are regained when the
character rests for a time.

IT it is not poscible o have the character rest, hit
pinis can be regained by use of @ HEAL potion.

When one character uses Uhis potion, up o 70% of
all thoe prandy s Dk poaots wee pegoned.
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Use Magic/Weapons

“The Equipment menu displays itemns from which magic can be used, such as magic potions and
enchanicd weapons, Press [E] o view equipment, and use the [Arrow] keys to choose the mogical
e {petion, enchanted sword, etc, ) vou want to use. Touse the item and iis spell, press [ENTER]
To use i weapon alone {(without a magic spell) press [Spacebar]

| ‘ SPACEBAR !

i 5 i ; (@S
M= _me"_ b ’1?{% ! 7

Knowledge of Monsters

When a character with training in the knowledpe of
mionsters is in the lead position, information an any
momsters anscreen at the time can be gained by
pressing [M]. The game will pause. You will see a
window showing informution on the munster, Press
uny key woexit the window and resume the game.
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ENDING THE ADVENTURE

When vou move the characrers back o the leit side of the lirse advenwane sereen and cod the
adventure, you will see a screen showing the character's seores and tems., This sercen represents
the inn, where inems gained on the sdventure are appratsed. divided. andfor soll, When you leave
the inn, gume lme will have been advanced one year. und each charcler will be one year alder.
The innsereen will display information on lwo characters atatime, To see the rest of the characters
n your party, if any, uge the [Pagellp] and [FageDown| keys.

Adthe inn, vou will be awarded gold by the King, and your accumulated experience points will
alen be paid for in gold, ar the rate of one pald piece per len capenence pointz.

Appraising ltems

TRAYELERS INN

i Gk
LU Y

FALCOM CRF IR
NOEMAG

sl Sl HEAI
Leather Armar RESURRELT]
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SOMEC) Ay (B ELO N

HIT ANY KEY NEMALC
Wosanden Lane HICAL

Collen Koba KESL KKELC]
Lrysts [ HEAL

BLUEIEALL

Next, you will dispose of any items gained during the adventure. If one of the characters in the
party has raiming in Knowledge of Items. that character can appraisa the items, which can then
be kept or sold, depending on the results of the appraisal.

Highlight the item to be appraised, and press [ENTER]. Choose which character will appraise the
ftems. IF that character has traiming in the knowledge of items, you will see information abowt the
item.

Selling [tems

Highlight the item you wish 1o sell and press [ENTER]. The amoum you receive will be added
10 the characier's gold,

To sell items you owned before the adveniure, such as weapons and other equipment, press the
[Right Arrow] 1o highlight these items.

Dividing Items

Highlight the i you wam o divide,
and press |[ENTLER] IT ot is possuble to
divide the sem, o will be divided among
the characters who can own i,

Limit to Items _ N .

Eacl character is lmined fo carnyng three ilems i addition ro basic weapons and equipment [T
the Weapan Shop. These extru ilems can be weapons, equipment, potions, or anything el In
order 1o carry any new items. once this limit is reached, one of the old items must be sold

When vou are through nppriising, dividing and/for selling irems at the inn, choose END 1P ihere
are items leltover, (hey will be discarded

ADVANCING TIME
It is somctimes necessary 10 advance game time while the chamcters are sl in the city; fur
example, during Wraining, or while waiting tor an item lo be enchanted by the magician. Choose
the option: ADVANCE TIME. Esch ime you chovse ADVANCETIME, game lime will advance
by one vear, and each characier will be one yeur older,
Every tlime a game year passes, excegd duering fratiing orwhen rh.rn'df'ﬁ‘."r'.\':n‘t‘ﬁu'mzn.!r'n.rupr?."n'nt.
the characters draw an annual salary from their chosen occepation, and their ability scores are
adjusted as a result of that occupation.
Be cautious about advancing time without a goed reason, as your characters can grow older
without accomplishing anything.
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INTRODUCTION

In this ook are written the secret principles which have been handed down from gencration 1o
genermion in our Sorcerian honsevald. Ao vow bold tis beok in your hands, remember that you
are a descendant of the Sorcerans

In times long pasy, the Sorcerians served (he Gods of the seven planets and controlled many
magical powers., In those times wa lived among the Gods und never died. We were almost like
gods ourselves,

Long ages ago, as morlals count time, evil beings who opposed the will of Heaven escaped from
caprivity and came (o moke their heme among the peaple of the earth, AL that time we acquired
A e purpoas; oo ancestors were sent (o carth by the Gods o anndhilage the evil ones,

But the canh i not Jike Heaven, Here the Mume of hie bums quickly, and they realized it would
be ympossible o desrroy the evil in ooe generstion. Thus the Sorcerians establiched thermselves
on eartl as mortal beings and handed down their sacred purpose from gencranon o generation,

When you have read this hook, you who have inhenited our blood must make a decision: deny
your Sorcerian heritage und live as nommal momals, or become a Sorcerian sdventurer, srriving
to achieve your ancestors’ purpose and doing all you can to destioy the evil forces of the five
elements that will array themselves against you.

The evil ones use powerful magic ond the once-godlike Sorcerians are now only humans whose
povwer 15 fimited. Therefore you muest learn the seerets of magic which have been handed down
{hrough the generations.

Even though you are 3 Sorcerian, magic is nol easy (o control. 11 is a demanding art which tues
your whole body, mind and spinm. You should realize thal unless your entire being has been
rrained, you will seeomplish linle but an early death. Many techniques of might and magic must
be perfected by the tue adventurer if the adveaure is weachieve it purpose,

Before vou embark on an adventure, choose companions whose desires and goals are like yours,
and whe are likewise lrained in the diseiplines of boady, mind and spirit, When you have such a
group, united in determination and purpose, go forth and bawle the powers of evil us we have
been ordamed o do. And may the protection of the Gads go with vou,

The Sun, as the source of all life, contrals the power

THE GODS OF THE SEYEN PLANETS
THE SUN

of lire, vitality, creativity, and régeneration.

Sun magic is the power of creation. When combined
with Mars, it 15 destrucnion. Sun magic alse gives
strength and vitaliy.

THE MOON

As the Moon drives away darkness, her magic has
powver aver beings of the dark. As she reflects the light
ol the Sun, her magic also reflecs other magics, As
she controds the tides, so does her magie control the
clement of waler,

Moon magic gives resislanve geinst wmagic spells.

MERCURY

Mercury bs the God in charge of intelligence, language
and communication. He is also the God af speesd and

mewernent, and contrals the power of the wind,

Mercury magie bestows intelligence and the power of
magical offense.




VENUS

Yenus 15 the Goddess of harmony, balance and peace.
Hers is the power 1o avoid confrontation.

WVenus magic is essemial for any son of punficaton,
She can unite the warnng powers of other gods, and
hestow dexlenty.

MARS

Mars 15 the God of battle, destruction and fire, Mars
magic has the ability w0 combine the magic of other
Giods into o strong destructive force,

Mars" power {5 the power of oflense

JUPITER

Jupiter is the God of justice, wisdom and luk, His
power is second only to the Sun, and grows sironger
when combined with Sun magic.

lupiter magie gives the power of healing and revival,
and increascs vitality

0

SATURN

Saturn 15 the God of darkness, destruction snd death.
He controls the foroes of the carth,

Sawrn magic is an important offensive force

MONSTERS OF THE FIVE ELEMENTS
The elerments which make up sll life on Eanh and in Heaven are earth, fire, warer, AIR and spirit.
All enemies you will encounter have their being in one of these clements,

EARTH ELEMENT MONSTERS
Every mertal thing that walks or srawls on the ground belongs to the ganth element. This includes
humans and humaneid monsters, Ground. dwelling animals also belong 1o this element.

FIRE ELEMENT MONSTERS
Thiose ereatures bom from heat and fame belong to the fire element. They freguently resemble
fire in some way. Fire element monsters diglike water in any form,

WATER ELEMENT MONSTERS
Aunything made of liguid, jelly or lime belongs to the water element, Monsters which inhabit the
water are also water element creatures. All such creatures hate fire.

AIR ELEMENT MONSTERS
Creatures that fly upon the wind belong to the airelement. Most air element monsiers are invisible,
but iy attack by means of wind, such as a wmado,

SPIRIT ELEMENT MONSTERS

Spirits and other non-physical creatures belong to the spirit element. Skeletons and Munmmies ane
also sky creatuncs, since they have no real physical existence in our world.

ON THE EFFECTS AND USES OF MAGIC.
The magics available 10 you can be made into 120 different spells, by combining the powers of
the seven plueets, The full knowledge of this cannot be written here, for fear of this book falling
it the wrong hands, However, here are three keys to guide you in your study of the uses of
magic:

The First Key

Magic may be locked into an item, euch as a weapon or some other personal item, A person versed
in enchantments can perform this sk, granting powWers 1o yoUr possessions,

The powers of the seven Gods combine in different ways, and not all of the Gods work well
together, o care must be taken in combining the powers of the planeis.
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Magie can also be infuscd mto potions made from the fve sacred herbs, An herbalist knows how
1oy preprare herbs properly 1o bring oul heir magic powers,

The Second Key

Since wll mogie v granted by the weven Gds, magic spells are characterized hy those thing<
governed by the Gods whose magic is haing called upon. Some magies will be more effceuve
than others againg cerain enemies, because of the nature of the encmy and the nature of the
magic. The character of the cnemy can be known by know g its orighs; the characier of the
magic can be known by observing ity elfecls,

Grear care must be taken not to use the magie of one cloment ngamst o crenture of that swme
element, for lear of strengthening your enemy rather than weakening it.

The Third Key

The strongest urd mast powerTul magics are those which partake of the powers of the most Gods,
These are the best magics (or defeating enemies of the spirit element
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Herbal Potions
Herbs show their power only when made into potions by one who knows this art. A herhalist ic
specially trained 10 prepare these potions.

THE FIVE SACRED HERBS

VERBENA ;
Verbena s been used in traditional magic ceremanies since ancient times. I is sometines found
growing in nuing and deserted places,

LAVENDER ;

Since ancient times, Lavender has been used as a pum-killer und a sleeping medicine. Tt is often
found in the woods,

SAGE

Suge has the power to neutralize poisons. [t grows mostly in the deserl.

HYSS0P

Since Hyssop is the symbol of the CGads, it has the power to purily mind. body, and spiriv. It grows
in the high mannrains,

SAYORY
The power of savory relates 1o vitality and life. [t grows on wet land by the banks of marshes.

34

Magic Spells Made from the Five Sacred Herbs

Erfect: . ...
Components:

Componenis:

Apell:

Spell:
Effect: .

Components:

Effect: .. .
Components;

Effect: .. ..
Componenis;

Bffect: .. ..
Componants:

Effect: .. ..

Componanis:

Spell:

Comyponels

Effecy: . .

Compunenls:

AIRSBANE
Sends a storm to disperse mir monsters.
Nerbena, Sape, Hyssop, Savory

AMTI-MAGIC
Frotects against all muonsters,
Merhena, Savory

.+« BECOME AIR
Effect: . a0
Components:

Enables you to pass through air mansrers.
Lavender, Savory

Reverses the effect of poicnns.
Merbenn

DEATHBOLT
[Nefears craatures of the carh, fire, water and air ¢lements,

S, Buvory, Hyssop

EARTH CILAIN

Stops the motion of carh munsters,
Merbena, Lavender, Sape

Lhssolves earth monsiers,
Javender, Savory, Hyssop, Sage

FIRLE WALL
Protects you from earth and warer monsiers.

Merbena, Hyssop

. .FIRESBANE
Effeet: .. ..

Iestrovs monsters of the fine element,
Nenbwena, Lavewder, Hyssop, Sovory

FLY
Liives the power of flight.
Merbena, Hyssop, Lavender, Savary, Sage




Effect:
Conpanens:

Spell: . . .
Eflect:

Components:

SEell . e
Fffecr:

Commponents;

FOG BANK

. Summons a fog to profect you from earth and fire monsiers.,

hage, Hyssop

. HEAL

Sumnmions the powers of the Crods 1o renew vimlity.
Sage

ICE STORM

. Freezes earth, water and air monsters,

Lavender, Sage, Savory

ICE WALL

. Protects agamst earth, fire and air monsters.

LTV TRISHTCTTEN

Spell:
Effect:
Components:

Speell:
ElTect:
Components:

Spellz s o i
Effect:
Components:

Spell: .
Effect:
Companents:

Lavender. Sage

INVINCIBLE

. Makes all enemies powerless against you.

Sape, Savory

. MELT
. Creates wanmith 10 revive ane who has heen frozen.

Lavender

METEOR

. Culls stars down on enemies of the carth, fire, water and air elemems,

Savery, llyszop, Lavender

. PROTECT

Summaons 4 shicld of living metal o protect you from all monsters.
Lavender, Hyssop

RESURRECT

. Restares lite o a dead persen.

Savory

SENILITY
Camses rapicd aging in earth, fire, water and air monsters.
Verbena, Sage, Savary

. SHIELD
. Gives protection (rom earth monsters.

Components:

Yerhena, Ha.gﬂ

'O
Bffect: .. .. . Stops the moation of one spirit monster.
Companznis: . Verbena, Lavender, Savory

SPIRITSRANE

Effect: Purifies and destroys spiril clement monsters,
Components:  Yerbena, Lavender, Sage, Savory

Spell: .. JSTILL
Eftect: . . . . .Stops the mouon of all monsters.
Components:  _Savory, Hyssop

Spell: . . .. STILL AIR
Effecr: . . . . Siops the movement of anc air monsier.
Components: . Verbena, Lavender, Hyssop

STILL FIEE
Etfect: . . . . .5tops the motion of one fire monster.
Componenis: . Lavender, Sage, Hyssop

Spefl: . ... STILLWATER

Stops the molion of goe water monster,
Components: . Yerhena, Sage, Hyssop

VTONE FLESH

Effect: . . . . Restores life w one who has been tumed 1o stone.
Components: Tlyssop

Spell: . . . . STONETOUCH
Effect: Turns earth monsters 1o stone,
Components: . Verbena, Hyssop, Savory

UM-CURSE
Effect: . . . . Reverses a spell puton you by an cnemy,
Components, . Verbena, Lavender

WATERSBANE
Effect: . . . . Uses fire to evaporate water monsters,
Components; . Verbena, Levender, Sage, Hyssop
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MAGIC SPELLS FOR OFFENSE

The spells in this book are o be used for attack. These spells can be imparted 1o physical
objects by one versed in the arts of enchamtment, Each spell combines the powers of two
or more planelary Sods to achicve its effeet.

Effect:

Powers:

Fowers:

ADRSORB

. Consuimes the life energy of earth, fire, water and air monsiers.
. Mercury, Venus, Samren, Jupiter

. ACID STORM
o Creates acid o dove away earth monsters.
. Mars, Mercury, Jupiter, Saum

ACID BLAST
Mssnlves earth, Tire, water and air monsters.

. Mercury, Jupiter, Moon, Sun, Samm

AIR BLAST

. Sends the powers of the air 1o eliminate earth, fire, water

arvd spirit monaicrs,

. Muars, Mercury, Jupiter, Moon, Venus, Satum

AIRSBANE

. Enlists spirits of earth, fire, water and spirit to combat air monsters.
. Mercury, Jupiter, Moon, Sun, Venus, Saturmn

ANCULSH

. Gives excrociating pain 1o earth, fire, water and air monsters.
. Mars, Jupiter, Moon, Saturn

ARREOW STORM

. Summons magical arrows 1o pierce all monssers.
. Mercury, Sun, Venus, Satum

ASCENSION

. Cauges spirlt monsiers to feave the vicimity,
- Jupiter, Venus

. ASTRALFIRE
. Sends a sacred flame to hurn spiril monsters.
. blercury. Moon, Venus, Saturm

ASTRAL WAVE

HE Pl Summons a powerful magic 1o desiroy spirit monsters.

Powers:

Spell:
Effect:

Powers:

Spell;
Effect:

Powers:

Spell:
Fffact:

Powoers;

Spell;
Effect:

Powery;

Spell:

. .Mars, Moon, Venus

BLAST BLADE
. Summons & magic wind sword toocot earth monsters into pieces
. Mars, Mercury, Moon, Yenus, Satum

BLAZE
Creates a wave of fire against earth, water and air monsters.
o JMars, Jupiter, Moon

BUMBARLD
Summons magic missiles o defeat all monsters,
Mercury, Jupiter, Moon, Sun, Venus

CORROSION
Speeds up aging of earth, fire, water and air monsters,
. Mercury, Moon, Saturn

CRUSH
Cruzhes earth monsters.
. Mars, Mercury, Jupier, Moon

DEATH
. Annihilates all mensters of garth, fire, water and air,
L JDars, Moo, Sun, Veous, Satum

L JDEATH ARROYW
..... Creates magic arows which poison earth, fire, water and
air monsierns.,
. JMuars, Satum

DEATHBOLT
Sends spirit Names to protect against earth, fire, water and
Qir MonSIers,
. Mars, Jupiter, Moon, Sun, Venus

DEATHSOUND

. Creates high frequency sound waves 1o destroy earth, fire and
waler monsiers.

. .Mars, Jupiter, Yenus, Saturm




Eftecr:

Powers:

Spellr ... ..
. Combines the powers of ALL the planets against dragons,
. Mars, Mercury, Jupiter, Moon, Sun, Yenus, Sat

Effect:

PPowers:

Spell: . .. ..

Effect:

Powers:

Spedl: .
Elfexy;
Powers:

Spell: |
Effect:
Powers:

. DEATH TOLCH
. Summons spirils o destroy earth, fire, water and air monsters.
. Mars, Mercury, Moon, Sun, Sutum

DEEF FREEZE

. Lovks carth, fire and air monsiers into pillars of ice.
. Mars, Mercury, Jupiter, Sun, Yenus

DELUGE
Sends heavy rains against earth. fire and air monsters.

. Moon. Satum

DRAGONSLAYER

EARTIHSBANE

.+ Combings the powers of fire, water, and air against earth monsters,
. Mars, Mercury, Jupiter. Sun. Yenus, Sutum

. ENGULF
. Absurbs the power of spleit monsiers.
. Mercury, Jupiter, Moon, Venus, Satum

. ERADICATION

- Drings strong magic to bear against all moensters,
- Murs, Moon, Sun

EXFLOSION

. Uauses earth, fire, water and air monsiers (o caplode.
. Miars, Jupiter. Sun, Saturn

FIRE BLAST

. Summons fire 1o destroy earth, water und air monsiers.
. Mlars, Mercury, Sun

. FIRE FOX
. Summons a fire spicin w destroy earth, water aml air nnmnsiers,
- Mercury, Moon, Sun

. FIRE STORM

.« Summaons 3 fire spirlt to defedt earth, water and air moensters,
. Mars, Mercury, Jupiier

Spalli ..o FIRESBANE
Effect: . . .. .Summons spirits of earth, water, air and spint (o destroy fire ionsters.
. Mars, Jupiter, Moaon, Sun, Yenus, Salurm

Spedl: .. FIREWORKS
Cffect: - . ... Credles Mireworks o use against earth, water and air monsters.
. Mars, Mercury, Moon, Sun, Yenus

Spell: .. ... FIST OF AR
Effect Summmons an invisible st for (ghting carth monsters.
. Mercury, Moon, Sun, Venns

Spell: .. . FLAME
Effect: . . . . Summons a [ire spirit w0 bum earth, water and air monsiers,
Powers: . Mars, Sun

Spell: .. .. .FLAMEBURST
Effect: . . . . .Sends flames (o burn up earth and water monsiers.
Powers: . . . Mercury, Jupiter, Moon, Venus

Spell: .. ... FLASH FLOOD
Effect: . . . . .Creates water to use against carth and fire monsiers.
Powers: . Mars, Moon, Sun, Venus

Spell: ... ..
Effect: Summnns extreme cold 1o freeze earth, waler and air monsiers,

Powers: . Mars, Sun, Sutum

Spell: .. ... GAS CLOUD
Effecl: . . . . .Creates a cloud of fire, water and wir o defeat earth monsters.
Fowers: . Mercury. Sun

Spell: . . . GOD THUNDER
Effect: . . . . .Calls down the rage of the Gods against all monsters.
Powers: . . . Mars, Mercury, Jumiter, Moo, Sun, Venus

Spell: . ... HAMMER
Bffect: . . . . .Sends the mamimer of the gods against earth, fre, water and alr monsicrs.
Powers: . . . Mars, Jupiter, Moan, Venus, Satum

Spell: .. .. HOLY FLAME
Effect: ... Creates fire o hattle earth, water and air creatures.
Powers: . Jupiter, Meon, Sun, Venus, Satum
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Effect:

Powers:

Effect:

Powers:

Effect:

Powers:

Spell: . . . .

Effect:

Fowers:

Eftect:

Powuers;

ICY WIND

- Ureates a freezing wind 1o defeat earth and fire monsters,
. Mercury, Jupiter, Moon, Satum

IGHITE
Creates balls of fane w send agamst earth, water and
air monsters

. Mars, Mercury, Moon, Venus

LIGHT CROSS

. Drathiers the powers of e gods o Light all monsters.
. Mars, Mercury, Jupiter, Venus

LIGHTNING

. Summions hghining against earth monsiers, Effect:

Maoon, Venus Powers:

METEUR Spell:

+ Summeons star power o defeat earth, fire, water and

dir monsiers,

. Mars, Mercury, Sun, Venus

NEEDLE

. Summaons magic needles o pierce earth monsters. Bffect: . . . .

Mars, Moon Powers:

FOHSOM Epell:

. Poisons earth, fire, water and air monsters, Brfeer:: . . .
. Murs, Mercury, Jumter, Yenus, Satum Powers:

PROJECTILE Spell:

. Creates magic projectiles to destroy earth monsters. Effect:
. Mercury, Moon, Yenus) Powers;

PULSE STOP Spell:
Stops the hearts of earth monsiers. Eilect:

. Mearcury, Jupiter, Sun Powers:

. RAGE Spell:
. Brings down the anger af the gods against all mansters,
. Mars, Mercury, Sun. Venus, Satum

ROCK RAIN

{Causes a rain of rocks to fall from the sky on earth, Mire, waler and

air monsiers.

Mans, Tupiter, Sun, Venus, Satuim

SACRENFIRF
Summens a powertul fire o bum monsters of earth, water and air,
Mars, Mercury, Moon

SPARKS

Aends fine to defear earth, warer and air monsters,

Mars, Venus

SOUL BLAST

Causes spiril monsters W eaplode,

Mars, Jupiter, Moon, Sun, Satum

SPIRITABANE

Sends the power of the Gods to neutralize monsters of the

spirit clement,

. Marg, Mercury, Maoon, Sun, Venus, Saum

SPIRIT CLAW

Sends the power of spirit against earth, fire, waler and air monsters.
. Mercury, Jupitér, Saturm

SPIRIT FIRE

Sends a zacred flame 1 burn garth, water and air monsiers.
.M, Mercury, Jupiter, Sun, Sotum

STAR BLADE

Areates a magic sword o use agamst all monsmers.
Jlars, Jupiter, Satum

STAR FLAME

L Calls dowen star power against earth, waler and air monsters,
. Aupiter, Sun, Satum

STONE SEIRIT

Calls the spirits of the stones 1o defeat earth, fire, water and
air monsiers,

. Jupiter, Moon, Sun, Sulum
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Spell: i STONE TOUCH il

Effect .« voi l'urns earth monsers 0 sund. g
Powers: . . . JJupiter, Moon, Satum
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Spell: ..., STORM

Effect: . . . . .Su;iimcns a stornn o drive away earth and fire monsiers,
Powers: . . . .Mars, Mercury
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Spell: oovad STOEM BLAST \
Effeets: . oouais Creates a sudden storm against earth, fire and air monsters., I
Powers: . . . .Mercury, Moon, Sun, Venus, Satum I [-—
WL

Spell: . .. SUFFOCATE. | B*\‘H ' I 'HE
Effect: ., ... Asphyxiales earth monsters, L%
Powers: . . . Nanus, Satum | —‘,'{';

vt d
Spell: .. .. SUNRAY AR
Effect: . . . . .Sends the light of the sun o destroy all monsters. [———]

N
”
F

Spell: THUNDER
Effect: . . . . JSummons thunder against: earth, fire, water and air monsters,
Powers: . ., . Mars, Mercury, Jupiter, Moon, Sun,

MAGIC

A

Spell: . ... .THUNDERBOLT
Effect: . . . . .Summons a belt of sacred lightning against spiril monsters.
Powers: . . . Mars. Mercury, Jupiier, Moon. Saturmn

Spell: TORNALC
Effect: . . . . .Summons a whirlwind we destroy earth, fire and water monsters,
Powers: . . Mercury, Jupirer, Sun, Sanirm

Spell: YVICTORY
Effect: . . . . .Strengthens the spirit agminst earth. fire, water and air monsters,
Powers: . . Mars, Mercury, Sun, Satum

Spell: WATERSBANE
Effect: Waporizez water monstiers,
Powers: . . . .Mars, Mercury, Jupiter, Moon, Sun, Satum
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MAGIC SPELLS FOR DEFENSE

The spells in this hook are to be used for defense. These spells can be imparted 1o physical
ubjects by one versed in the urts of enchamment. Each spell combines the powers of two
or more planetary Gods o achieve its effect,

R ANTI-MAGIC
Effect: . . . MNeurralizes the magic powers of all monzters.
Powers: . . . Jupiter. Maon

e BARRIER
Elfect: . . . . Creses s barmer ol hght o protect you fram earth and waler vealures.
. Mercury, Moon, Sun, Satum

... BINDING
Effect: . .. . Binds one spirit element creature.
Powers: . Moon, Venus, Saurm

e BLINMD
Effect: . . . . Causes blindness o creatures of all elements.
Powers: . Mars, Sun, Venus

S e o BOLT
Effect: . . . . Frightens away earth, fire, water and air crearures.
. Mars, Mercury, Jupiter, Mo, Sun

S e COMNFUSION
Effect: . .. . Creates confusion and loss of intelligence in all monsters,
. Mercury, Satum

Spell: . . . . . DEMORALIZE
Effect: . . . . Cuuses monsters of all elements 10 run away from you
. lalso effective against magical creatures)

. Moon, Sun, Venus, Satum

+ i+ DISPEL
Effect; . . . . Removes a spell that has stopped your motion.
. Marz, Jupiter, Moon, Venus

, . BARTH CHAIN
Effect: . . . . Stops the movement of one earth element creature,
. Sun, Saturn

4%

Spell;

Effecr: . . ..
Prowers:

Powers:

el
Ellevi:

Powers:

Spell:

Effect: . ...

Powers:

Spell;
Effecr:

Powers:

Spell:

Effect: . . ..

EXORCISM
Manishes evil spirits from your body,

. .Mpon. Sun. Yenus

. FEAR
+ Luuses monsters of all elements 1o fear vou,
. Mars, Mereury, Jupiter, Moon, Venus

FIRE WALL

o oGSends g wall of Dame against carih and water monsiers.
. Mars, Moon, Sun, Satum

JFOG DAMK
. Creates 2 magicul fog that makes you invisible w earth and

Mire nnonsters,

. Mercury, Moon

FORGET

. . .Cauges monsters of all elements to wander aimlessy.
. Mars, Mercury, Venus

GO MaAD

Sunmnons heavenly lights which drive varth, fire, waler ond
alr monsters insanc.

. Mars, Mercury, Moon, Sun

HOLY WATER

‘Weakens the powers of spirit element monsiers,
. Mercury, Jupiter, Mooen

HYPHOTIZE

Uses illusion against earth, fire, water and air monsters,
causing them to wander away.

Mars, Jupiter, Venus

. JCEWALL
-Summuaons an e spirit 1o form a shield againg

the elements of earth, fire and air,

. Mercury, Jupiter, Moon, Sun

+ JLLUSION

Weakens the powers of earth, fire, water and alr creatures,

. Mar, Venus, Saturn
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Liffect:

Powers:

Spell: coon s

Effect:

INVINCIBLE

. Maokes you more powerful than enemies of all elements.
. Mercury, Jupiter, Sun, Venus

. NEGATE
. Stops the flow of bme and movement for all monsters

(also ellectve agamst magicul crealumnes).

o Mars, Mercury, Satum

PROTECT

. Creates a living shield against monsiers of all elemenrs.
+ Jupiter, Moon, Sun, Yenus

SHIELD

.+ Creates a shield of power to protect from ¢arth monsters.
. Maon, Sun

TURN SPELL

. Combines the powers and protection of all the gods against

il monsters,

. Jupiter, Moon, Sun

PEACE

. Calms monsters of all elements,

Mercury, Venus

SAND STORM

. Creates a storm which reduces the speed of earth fire, water

and spirit creatures,

. Mercury, Jupiter

SCARE

. Frightens away all monsiers,
. Jupiter, Saturn

SENILITY

+ Cuuses premature aging and weakening of earth, fire

waler and air monsters,

. Sun, Venus, Satun

SLEEF

. Causes a magical sleep to fall upon earth, fire, water and

alr creatures,

. Mercury, Jupiler, Venus

Spall:

Eftect: . . ..

Powers:

Spell:

Powers:

Spell:
Fffect:

Mowers:

Spall:

Effeer i
Powers:

Spell:
Effect:

Powers:

Spell:

Effec . . . .
Powers:

. SO
Reduees the speed of ercatures of all elements, in relanon 1o

wour speed.

Mercury, Jupiter, Sun, Venus, Satrm

SPELLBOUND
Binds erearures of all elemeants,

upiter, Yenus, Setum

CSTILL AR

Stops the movement of one air monsier,

Mercury, Sun, Satern

CSTILL FIRE
.S1ops the movemeni of one fire creature.
CMercury. Venus, Satum

STILL WATER

- Stops the movement of one water creanure,
«Moon, Sun, Saumn

CTIMIDITY

JFrightens creatures of all elements,
Mars, Moon, Saturn

JTURN UNDEAD
Chases away creatures of the spiritelement.
Mlars, Jupiter

WEAKEM

Weakens the attack power of all monsters,
upiter, Moon, Yenus, Satem
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Spell: .
Fffect:
Puswers;

Spell: . ..
Effiect:
Pomwers:

Spell:
Effecr:
Powers:

Spell: . .
Ellect:
Powers:

Spell: . . .-
Eflfevt:

Powers:

Spell: . . .
Lifect:

Powers:

Spell; |
Effect:

Powers:

Spell:
Effect:
Poswers:

. ADDTOLIFE
Imcreases your life power for lighting powerful enemies.
.« Mars, lupiter, Moon, Sun

. CLURE
. Heals one who has heen poisoned,

Sun. Venus

. GIVE VIGOR

Increases the power of one monster,
Mauors, Mercury, Maon, Satum

. HEAL
. Brings back strenpth 10 one who is wounded.,

Jupiter, Sun

MELT
Resiores those who have been frozen.

. Mars, Sun. Venus, Satum

. REJUVENATE
. Restores youth,
. Mars, lupiter, Sun

. RESURRECT
. Revives those who have been killed

Jupiter, Sun, Venus

STONE FLESH
Retums life to those who have been wmed to slone,
« Jupiter, Sun, ¥Yenus, Satum
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Causes you 1o be invisible 1o all monsters.

BECOME AIR '
. Jupiter, Moon, Yenus v"'.‘h. I

fo'\ f \
‘.‘ ‘-

#ad l;l *‘.a 1.|

EXIT
- Beturms you aed yow belongiogs tootle city where you stated,
. Mercury, Sun, Venus

. REDUCE LTFE

. Reduces the hife of one party member by half. Only used as a
last resort (o free someone from o trag, so that they can
be revived later,

" i ke | SORCERIAN

. TURN TO STONE

Effect: . . . . Changes the spell caster’s body to a stone idol. Can not be reversed . SPE I I S
by the one who cast i,
I'{mcn: ... Mars, Monon, Venus, Saturm CH ! RT
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Type

D= Delensive
Hb = Herbml
He = Healing
O = Offcnsive

T = Transform.

Mame

Planeis:

Haerbs: Effoct:

Mu = Mars
Me = Mercury
Ju = Jupiter
Mo = Moon
Su=Sun

We = Venus
Sa = Saturn

Type

Hy = Hyssop E = Farth
Li = Lovender F = Fire
Sg = Sage W= Waler
Sv = Savory A= Adl
Wb = YVerbene §=Spirit
M o= Magic

FPoawers Effeciive

Absurb
Acid Blas
Acid Storm
Add to Life
Mir Blast

Al

Anguish
Anti-Magic

ATTOW SI0rm
AsTension
Astral Fire
Astral Wave
Bamer
Become Air

Binding
Blast Blade
Rlaze
Blind

Balr
Bombard
Confusion
Corrnsion
Crush

—
-

c o

SoCooUDoDOoOOU-=XCOoC

Me, Ve 5a, EFW.A
Me Ju, Mo, 50,54 ELF.W. A
Ma Me Jin5a E

MaJu Mo Su ™A

Ma, Me Ju,Mo, Ve Sa EW S+
Vi SgtySy

Me,Ju Mo, 5u,Ye,5a

M JuMo S

Virsw

Ju, Mo

Me.SuVeSa

Ju Ve

Me Mo, Ve Sa

Ma, Mo, Ve

Me, Mo, 50,53

LaXv

Ju Mo, Ve

Mo Ye,5a

Ma,Me, Mo, Ve Sa

MaJu,Mo

Ma5u, Ve

Ma.MeJu,Su

MeJuMo,Su, Ve

Me.5a

MeMo.Sa

Ma Me Ju Mo

Powery Effective

Lreath Arrow
Lxeath Touch
Lreathbull

Dreathsouwnd
Dreeep Frocze
Lieluge
Demoralize
Drigpel
Dragenslayer
Earth Chain

Earthsbane

Engulf
Erudhcation
Exit
Exvreism
Explosion
Fear

Fire Blast
Fire Fox
Fire Sinrm
Fire Wall

Fireshane

Firewarks
Fust OF Aar
Flame
Flame Burst
Flosh Flood
Fly

¥h NiA
SuVe MM

Ma, Mo, Su, Ve 5a EFW.A
Ma,5a E.FW. A
Mu, Me Mo, 5u.50 EFW.A
SyxSeHy EFWA
M, Ju Mo Su Ve EFW.A
Ma,Ju, Ve Sa LW
Ma, e Ju.Su Ve E.F.A
M, 5a F.F.A
Mo, Su Ve Sa

Ma, fu, Mo, Ve

MWa Me Ju, Mo, 50, Ve, 5a

Vhlasy

Su5a

La.SvHy.5g

MaMe,Ju S0, Ve, 5a

Me Ju Mo, Ve Sa

Ma,Mo,Su

Me S Ve

Mo.Su Ve

Ma Ju, Su.5a EFW. A
la e Ju, Mo, Ve Al

hla Me, Su E.F.A
Me Mo, Su EW. A
Ma,Me,Ju E.W.A
Vi My EW
Ma,Mo,5u.5a E.W
VLo Hy S

MauJu, Mo Su,Ve.Sa

MauMe Mo Su Ve

MeMo.Su. Ve

M Sn

Me Ju Mo Ve

Ma Mo Su Ve

Vi fe Lo SvSe




Name ; Fowers Lffective I Name Powers Effective

Fog Bank SgHy L Pulse Stop Me,Ju,Su K

e, Mo E.F ; Rage Ma, Me,Su, Ve, 5a All
Forgel Ma,Me Ve All :

Reduce Life T Ma,Me, Ve 5a MiA

Freczc Ma, Su,Sa EW.A Rejuvenans Ma, Ju Su MiA
Gias Cloud M, 5u E Resurracr 3 N
Giive Vigor Ma, Me, Mo, Sa NiA Iu.S5uVe NIA
Go Mud Ma, Me, Mo 5u E.FW.A Rock Rain Ma Ju S0, Ve, Sa FF,W. A
God Thunder X Ma, Me Ju, Mo, Su, Ve All Sacred Fire Ma, Me, Mo EW, A
Hummer Ma,lu, Mo, Ve, Sa EF.W.A ' Sand Storm Me Ju E.F.W.5
Heal Sz MNiA | Scare TuSa All

Ju.Su MIA Senility Virnie Sy EFWaA
1oy Flame Ju Mo Su Ve Sa EW. A Su,¥eSa
Haoly Water Me.Ju Mo 5 Shield VS
Hypnotize Ma,Ju. Ve EFW.A - Muo.5u
lee Storm LaSp.Sv EWA Sleep MeJu Ve
Tee Wall Laly EFA Slow MeJdu,Su Ve 5a

MeJuMo,Su EF.a Soul Blast MaJuMo,Su.5u
ley Wind MeJu Mo, Sa EF Sparks MaVe

lgnite Ma.Me Mo Ve EW.A ' Spellbound TuVeSa
IMusion Ma, Ve Sa EFW.A Spirit Claw MeJu.Sa
Invincible Sg.Sv Alf | Spirit Fire MuMeJu,Su, 50
MeJu,Su, Ve All Spiritsbanc Vb.LaSgsv
Light Cross MaMe Ju, Ve Adl MaMe,Muo,Su. Ve 3
Lighining Mo Ve E Star Blude Ma,Ju,5a
Melt La MiA Star Flame JuSu.Sa
Mu.Su, Ve Sa NS Still Svdy
Meteor SvHvla EFEWA Seill Air Vi La Hy
Ma,Me Su. Ve EFW. A Me,5u.5a
Needle Ma,Mo E Sull Fire LaSgHy
Megate Ma,Me Sa Al M Me, Ve 5a
Peace Me, Ve All Snill Water Vb Se Hy
Poison Ma.Me Ju, Ve Sa EFW.A Mo,5u,5a
Projectile Me, Mo, Ve E Stone Flesh My
Protect LaHy Al Ju,5u, Ve 5a
Ju Mo.Su, Ve All | iri Ju Mo, 51,54
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THE STOLEN SCEPTER

It is sometimes said that the history of Pentawa is the history of s baules. Since the first people
came here, hundreds of years ago, they have never been free af the need o defend their territories
and their lives from the monsters than inhabit this land.

Those victories were not gained without sacrifice, but there was als0 & valuable resource thal
helped maintain relative tranquility: the Royal Scepter. As long as this magical treusure remained
with the ruler of Pentawa the people would prevail over their enemies, and the nation would
endure.

Unforunately, the human eapacity for treachery @ always present, One of the King's advisors
betrayed the secret of the scepter o a band of Quks, dangerous cave dwelling monsicrs, Neediess
Lo say, the Ouks were overjoyed to have this information,

The Chuks attacked the capital city immediately, marching straighr for the castle, and ignoring any
soldiers or civilians who were not directly in their parh, but destraying anyone who stood in their
wiy, In the end. though the King"s life was spared, the sceprer was raken mn the Ouk stronghald
under the city, and the kingdom was left in chaos.

Robhed of the wource of their power, Pemawa weakened day by day. The people watched in fear
ag their king seemed to wither before thair eyes, and monsters gathered at their borders...

B4

GOAL
The royal scepter has besn stolen by monsters and raken to their underground hideout. The
kingdom is vulnerable to attack from numerouns sources, and the people are living in [ear,

The king has issued a proclamation: *To whoever will recover the scepier, 1 will give a great
rewid of gold, amd your name will live forever in the history of our people.”

Brave the underground caves beneath the eity, find the scepter hidden there, and retun it 1o the
king.

ITEMS
BLUE BALL

A large blue gemstone: thut s into n simber of bales in
the dungenn that are situated near doors,

DIAMOND SHAPED STONE

Can be found in (ke hand of a blue demon statue some-
where in the dungeon,

ROYAL SCEPTER

Insures victory 1o the people of Pentawa, Withouwt it, the
kingdom will fall apart, Hidden somewhere under the
city.

MONSTERS

BAT

Like ardinary bats, these use reflected sound @imana
bons to locate obpects even m complete darkness. Un-
like ordinary buts, these will attack humans.
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GNOME

A gnome is a small dwarf-like humanoid that can see in
the dark. They are very aggressive,

GIANT RAT

About 1 merer long. Multipe bites may cause paralysis.,

OUK
Violent semi-humanoid. Attack by throwing rocks from Py é @

above,

GOBLIN

Related ro the Ouks, bot much smaller. Attack i large
groups, and can he quite ferncions

ROGARD
|
Small, wild humuanvid, Atacks in large
pumbers — uses 3w suber, Rog
i
Fh
L v —u.\:d"'.«

SKELETON

Artscks from under the ground in large numbers

HYDRA
Three-headed dragon relative. All three heads must be cut off belore it ¢ be defeated,
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THE LOST TALISMAN

The leaves have fallen from the taes in the iy of Pentawn, and there i& snow an the bare branehes,

‘The capital sul'_fers inthe gripof winter, bur alsewhere inthe world il is summer. In frozxen Pentawa,
peaple sre beginning to whisper *Perhaps somerhing has happened W the Tulisman.” Meanwhile,
il grows colder,

The Talisman of which they speak is a magic stone with the power o control nature. Even Incked
mside the golden pedestal which contrals its power, it ias created o dense forest all around itsclf,

Rurmor huy it that an evil magician — Destru — and 2 hand of his mialicious followers have come

todive in the Talisman forser, perhaps with the miem of conralling the g ic stung for their own
PUsEs,

Theking sends o seouting party 1o 1he Talisman forest o investigate. They arrive ta find everything
secmingly normal, but as they are leaving, a trep springs up before them and grows with incredible
speed until they can no longer sec its rip against the sky. It's evident that somenne or something
In the forest is ampering with the balance of nature. Suddenly afranl, the pany hurrics 1o the
pedestal where the Talisman is kept. and finds i.empy!

e

GOAL

The Talisman, 4 magic stone with the power (o conteol the forces of nulure. lis been removed
fromvits nghiful place inthe centerof a prea forest, and 15 beg turned agalnst the chry of Pentawa,
11 may be the doing of Destiu, an evil magician, and his Tollowers.

Find the Talsman and returm in e the golden pedesial before Destn uses it power 1o desiroy
Pentaws and conguer the world

ITEMS

SAP FROM THE GIANT TREE

This sap is collected from the roots of the great mee in
thie cenles af the forsst, [vhas a strong scenl.

PRISON KEY

This can be found in @ place where some of Destru’s 2
tollowers ure hiding Tt apens the doors o the juil cells, it

PRIEST'S KEY

Carried by one of Destru's priess, i s carved with
religinus symbuols,

GOLD PEDESTAL

Only this pedestal has the ability o restrai the awesome
powers of the Talisman.

TALISMAN

A magical swone winch has the power 10 conrral the
forces of nature, for good or evil,




CHRONODEMON

MONSTERS

A rotting skeleron inared robe, sumumoned by Desiru w
protect his tollowers. It possesses strong offensive

magic.

HILL GIANT

Semi-intelligent humanowds. They work for Destru, and
will elub tw death anyone who cames close to bis stron-

ghold.

PURPLE WORM

These 3-4 meter long worms live under ground, They
attack when they feel the vibrations of someone passing

averhewd.

T

DESTRU

A powerful and evil mugician. His goal is to use
the Talisman 1o control the lorces of nature and
rule the world, Some say he is alseashepechanger,

SAND MARIBO

Crablike monster with a lnrge body and four long

Jointed legs. It hides in the sand. and pounces on
its victims,

LUCIFER’S FLOODGATE

The river that borders the kingdom of Pentawa on the west is called *Blood River' Although this
name s¢ems odd 10 strangers, this river is the only source of fresh water in the kingdom. It provides
all the water for drinking, and for irrigating crops. For Pentawa, Blood River is the life’s blood
without which the land could not survive.

Cine day, the Now of the river slowed, then slowed again, until it was no more thah a trickle of
muddy water flowing over the riverbed. The king sent o srmall band of explorers 1o the river's
stource 1o invesligate. When they rewumed, i was with news that someone had built 8 dam ug the
river's head, blocking the flow of water downstrcum. The Moodgate could nat be npened by any
means known to them, but they reporied thal monsters in the vicinity seemed 1o be guarding
something in the caves near the dam, and perhaps the key 1o the mystery could be found there.

There wis almost no water stored anywhere in Pemtawa, and if the gate could not be opened in
the next few days, the erops would fail, and the people would begin 1o die of thirst,

GOAL
Blowd River, the only source of fresh water for the enfire kingdom of Pentawa, has been damimee
by an unknown enemy. 1f no way can be found to open the floodgate, Pentawa will begin to die
of thirst wirthin days.
The monsters who live in the caves near the source of the river are guarding something that may
be the key to opening the floodgate. Find a way 10 open the gate and restore water 1o the dying
land.

T



ITEMS

WHITE FOWDER

Traces of this powder ure semenmes (ound i dead fires

THE SWORDS OF THE ARCHANGELS

Three ewornds named after three archungels. Possibly
magical.

CRYSTAL SWORD AND SILVER SWORD

Forged by monaters, bay have magieal powers

MONSTERS

WOLF

Ihese wolves live on the Mesh of Yocal monsters and the
vecasional adventwer,

GRIMLOCK

Mwelling underground, they have lost the ability to see.
but their senses of hearing and smell are very well
developed.

TROLL

Trolls have the power of regenervation, and only fire will
kil or penmmnently injure then.

HOBGOBLIN

Related (o goblins und gionts, hob
gablins ure large und Neree. The ones
in this wrea are unarmed,

GOLEM

A humanoid monster nmde entirely of
garth, il ultucks by theowing the Tresh
miud that oozes from it constantly,

LIZARDMAN

Kesernhling a cross between human and repiile, they arn
skillful swordfighters, Their scaly hide funcrions ay
armor,

KRAKEN

Lives deep underwater, It attacks by throwing /oA
swords which it has taken from unlucky ad- /-y"
e

vomturers.



THE CURSED OASIS

Hudson Bowyer had scarcely begun his hreakfast of kippered herrings, when he heard foatsteps
running up the stairs o his bowmaking shop. The door burst open on the breathless figure of
Shermas Winemaker. “Bad news, Hudson,™ he pasped. "They ‘re saying that Ruwan has uged his
TAEIC W0 polson the pasis!”

Hudson chuckled. 1 can’t remember the last ime | saw you upset encugh about anything to run.
Sit down and have some of these kippers, Pentawa gets its water from Blood River, and the river
doesn’t run within a hundred miles of the oasis — we're in no danger.”

“Hudson, you never think things threugh, do you?™ Shermas sat down heavily in the other chair.
“If the desert king prevents caravans from using the oasis, they won't come here lrom Varaga
any longer, and your supply of kippers will be cut off for good, along with about cverything clse
Pentawa imports.”

Hudson Jooked down at his kippers, then up at his [end. "By the Gods, you're right, Shermas,
This is a genuine emergency, This means there (] be parties of adventurers leaving for the casis
right away. They Thneed bows! And arrows!™

“And wine!" Shermas exclaimed, jumping up from his seat, “T must go tend my shop.”

The door slammed behind Shermas Winemaker, and Hudson went back 10 his break fast, Who,
he wondered, would these courageous men and women be, who would brave the wrath of Ruwan
the desert king, and restore the pure waters of the cursed oasis?

GOAL

A vast desert lies between the seaport of Varaga and the city state of Pentawa. The oasis that
provides fresh waler for caravans traveling between the cilics has been posened with a curse.

Trade between Varaga and Pentawa will cease, causing severe hardship to both cities, unless
someone can reverse the spell and punfy the water.

74

ITEMS
OIL

There are many jars of oil stored beneath
Ruwan's castle, It appears to be olive ol

CRYSTAL GLASSES
A pair of odd-looking eycplasses.

THE MAGIC KEY

This key opens sn imporant door somewhere in

the castle, 'W; —:—.'E."_rfh

(MAS1S HERBS
A speciul berb grows in e vasis, When bumed, i
s smooke has a magical effect,
HOLY WATER T'/
“This i% the only subsiance which can reverse .-'}

it

Ruwan s spail of pollution.

BASILISK

A magical reptile with the dreadful ability
Ley FUTTY 8 perscn o Stone,

SANDWORM

Their stomachs are filled with unusually strong
hydrochlorc acid They attack by spraving it from
their mouths.
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BERSERKER

Munioeal warriors who are totally withour
lear.

POISON SNAKE

Unusually large snakes from the surmunding
desen, Thewr poison is fasr-acting and very deadly,

OCULA

A [righiful monster resemblng a giant flying
eyeball, It has eleven eves and a mouth full of
o sharp Tungs,

IMP

These flying devils are loval to the desert king,
They will attack anything that comes 0o near
his castle.

GOLDEN DRAGON

A Burge, dull gold-celored dragon. Rawan 13
frequently seen riding i, It hides m the water
behind an illusory waterfall, and atscks with
firgbolts from its mouth.

ThH

THE TOWER OF THIEVES

A foul wind is blowing in the kingdom of Pentawa. [t blows through towns and villapes with
gales of blood and tempests f destrucnon. It calls fiself “The Blue Wind'.

“The Blue Wind® is 4 group of rmhless thieves who are casting  shadow of Tear over the
coumiryside, They have ken over the ruins of an old casile shandoned long ago wnder mystenous
circumstances; its strange, forcbeding atmosphere seems somehow fitting Lo theit purposes,

A man, wounded in banle and nearly dead from hunger and thirst, has wandered imo Pentaws
Ik ing for prsistance. He wells of 2 narrow ascape from the castle, and of o beatiful prineess and
many brave warriors held captive there. He also speaks of 2 vile demon and a dragon imprisoned
for ages who may soon be free again,

The king has issued an order for all Sorcenan adventurers worhy of the name to respond Lo this
man’s plea for help, “Go forth in the name of your ancestors and rid the land of of 1his evil tha
calls itself “The Blue Wind™",

GOAL

An outlaw band is using a deserted castle as a base (rom which o raid nearby villages, They bave
caplured the princess of a neighboring country pnd her company of Gighters, who came to the
castle on business of their own. There may be a dragen imprisoncd under the castle.

Infiltrate the Tower of Thigves, and rescue the princess and her warrioss (rom this band of robbers.
whiy may be more powerful than they seem,

7



ITEMS

VASE *{7

Locmed on the altar in the chapel of the deserted

castle,
-y
(il
i
PARS o
Several outlwws carry pusses signed by Garok that ‘;‘Q‘?
allow them 1o go restricted places m the castle,
i
e
rssﬁ?:
GARATEEN et T
- "‘_.‘-9"_\-.

M JIL'||_".' swopl i silven seablrend, The blade is
silver carved with sacred mines.

RED BALL & BLUE BALL

ﬁ-'_:“ X :_—.._‘.
w &
These objects have something to do with opening '\ i i ._.

somme of the doors in the castle

PENDANT

A gold necklace with o large gemsione hanging
from it. I8 possesses a strong profective magic.

T8

MONSTERS

GAR

A lerocious fish that inhabits the lake under the
castic. It has sharp teeth and powerful jaws.

MAJOR DEMON

A shapechangimg demon that likes o 1ake human
form. Cruel and very deadly.

SHADOW DRAGON

This dragon has been imprisened in a dark
narrow Cave for many years. [1s wings have
degenerated so that it can no longer My, but its
ability 1o breathe fire has not been diminished.

9



THE MASTER OF THE DARK MARSH

Lewza was lost. She had wandered from her father’s house in the forest and now lfound herself in
the center of a great gloomy marsh, where one direction looked exactly like any other,

“Are you lost?” She wmed sround w see a young man smiling al her, Leega nodded, tears
springing 1o her eyes. " lost sight of my house. [ can’t even tell which direction it's in.”

The yvoung man put his arm around her shoulders. “Don'tery, preny girl, 'l ke you o the edge
of the forest, and vou can find your way home from there, Y ou don’t have 1o be afrwd any more,”
He held out his hand and she ook it A= they walked, she watched him oul of the cormer of her
eye and though how beautiful he was.

He told her his name was Fragiore, and he lived by himself in the marsh, Along the way they
talked and lauphed together, then just before sunset, they came to the edge of the forest. Leeaza’s
heart sank, for she knew she would have to say goodbye to the young man, and that they might
never meet again, She realized that she had fallen i love with him.

“How can | ever repay you (or your help?” she asked him. "There is something you can do for
me."" he replied, *Though perhaps it is asking oo much. 1 have been benely in that unlit marsh. |
have often thought of taking 4 wile, but unil toduy never metanyone D wanted toask " He looked
down at her with eves s black as the space between the stars, “Will you come away into the
marsh with me and be my wife?"

Leeza's father was hormified. " You foolish girl! Don't yvou know who Fragione 157 What he 157"
“I'm going away (o be with him, wnd you can’t stop me!™ Leesa shouted. She ran to the edge of
the marsh, where ber young man wanled, She did pot want 1o bear that Fragiore was actually the
master of the dark marsh, an ancient and evil red dragon,

GOAL

Mot Iar from Pentawa there 15 3 durk marsh where dwells an aneient red dragon called Fragiore,
He can no longer fy, and he can not leave the maesh, but he is sl powerful and full of deceit,

He has tricked u young woman into wmarrying him, and her father has sent our a call for help.
Someone must go inte the marsh and convince her 1o leave Fragiore and return 1o her home hefore
this awiul marriage nkes place,

|0

ITEMS

CAULDRON
A large iron pot sad e be pood for prepanng ¥ é{h..__ ]

potions, e, s

WOLFSBANE & MANDORAGORA T
e

Raure magical herbs, used to create powerful po-
tions.

LR
BEE HIVE gfg:& i
Emply hives contain roval jelly extracts which Al RS
huve magic powers,

COIN OF JOY
An ancient gold coin said to bring happiness 1o its
CWIIEE.
P
/ (T JACK'S FLAME
h Athough this strange boms constantly, it is never hot 1o
R the touch.

MOONSTONE, BLOODSTONE

Twe gemstones, hidden somewhere in the marsh, 2
are siied e topen the way” for whoesver [OsACRSES (

them. =t
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MONSTERS

LZOMBIE

Rewnimated bodies of people who have
died in the marsh,

WASP

Wasps are apgressive and their poison is extremely
slrong.

MARSH GOLEM

This humanoid form made of swamp mud anacks by
covering its enemics, who then drown in the mud of its
hody,

WATERSHELLY

This creature lives in the
water, bul has the power
ta cantrol fire. It attacks
by throwing fireballs

RED DRAGON

This drugon 15 also a shape-shifting magician named
Fragiore, He can not fly or leave the marsh, but he is still
very dangerous,

B2

THE DRAGON KING

There has been absolute peace in the kingdom of Pentowa (or over a vear. Since peace s wha
everyone supposedly desires, one might assume that this would make the people happy. and
perhaps most of them are, bun the Sorcerian adventurers of Pentawa are bored. They spend their
days i a kind of dull samencss, and wish something  anything — would happen o bring some
excitement into their lives,

Meanwhile, in the nearby kingdom of Azoruba, things are far from peaceful. Stories have begun
to reach Pentaws of the kidnapping of Princess Serina, and of the grear epidemic which swepl
the kingdom when she disappeared. They tell of a king contralled by the great dragon Vaodis, and
helpless citizens who have been tumed into beasts, They tell of the need Tor heroes [0 reverse the
wwful fall of Azoruba by returning the lost princess and vanguishing the vile dragon that controls
the mind of their King.

Pentawa City begins (o come alive, as parties of adventurers prepare Tor a long journey and a
fierve batile,

GOAL

A fiendish dragon has taken over the mind of the king of Azoruba, Many Azoruban citizens have
disappeared from their homes. Now Princess Sering has been Kidnapped, and with her ahsence,
the city has fallen o a termible epidemie.

Before Azoruba can know peace again, the princess must be returned 1o her people, the drgon
Wadis destroved, and the mind of the king restored,
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ITEMS
POTION OF LONGEYITY ,E"';
This potion prolongs life and heals the sick, ;:f_:*,-;
L i

WISE MAN'S CANE

A wize man gave this cane 1o people who -
helped him while he was traveling through )

Aroruba o

HEREMIT'S ROBE

Thiz robe s =aid 10 have 1 power to fravel
herween this world and the spirit world.

GOLDEN KEY

I s empowered wilh Tairy magic. No door
remaing locked wit, e,

SCROLL WRITTEN IN AN ANCIENT
LANGUAGE

I'hix scroll is suppoesed o have been written by a
WS TN,

THE PRINCESS' NECKLACE

This neckluce has the power (o brng S¢rina back
to the castle.

DRAGONSLAYER

Forged long ago by a vircle of magicians for the
purpose of slaying dragons. 11 s the strongest
sword on carth,

R4

MONSTERS

CHADA & i

These strange pig-like creatures were once v 5
citizens of Axzoruba. They mill around {‘I‘ L . . j:":
strangers hoping to be transformed back into et
their human forms, P - £

SWORDSMEN

All the Azoruban fighters have been
enchanted 1 work for the evil king, They are
goad swardsmen and powerfil enemies,

NDENDEN

These servants of the king have been turned inta snails,

TRONU

A weak tribe that was chased underground. Now they
seek revenge aguinsl Azoruba,

VADIS

Thix evil dragonlike ercamre 1% controlling the mind of
=" the king of Azoruba, [ resembles a gigantic caterpillar.
11 s almost impossible o kill,

ik



RIDDLE OF THE RED JEWEL

Letter from Teto the sitk spianer to s fifend Nift, captain of the undergromnd machine walch
girard

Diear Nift,

I can only hope this letter reaches you, and that you are all right. We may be the only two people

unalfecled by the crisis that has befallen our land — you hecause you seldom venlure
aboveground, wml | because of my blindness,

A few days ago a strange red gem Tell from the sky, into the deepest part of the forest, It gave of
pulsing beams of scarlet light, and seemed 1o hypnotize any who looked 4l it At onee, the animals
of the forest began o po mad. Some grew to monstrows size, Soon cven the elves that dwell in
the tree-cities were affected, They are no longer a serene people in tune with the life of the forest,
but a dark mockery of their former gentle selves. They rised the jewel to the top of the tallest
tree in the forest, where its light could shine for miles around. Soon, there was soon na-one in the
area who was not affected by it Allthe people are its slaves, now.

Yesterday as T upproached the room where [ keep my silkworms, | heard loud frightening noiscs
from inside. T wis unable to open the door as the worms, which had grown o many times their
normiel siee, were pressing up against il irying 1o escapse from the room.

Toduy, an eapedition from Pentawa arrived at my door. They are here to try and find a way 10
neutralize the red jewel's power and rétumn its victins 1o normaley. They say they need our help
tn accomplish this. | pray you are sull abive and well, and that twogether with the Sorcerian
adventurers, we will be able o frec the others from their bonduge 1o the red jews].

GOAL

A mystenous red jewel has fallen to the earth, and is cousing madness with its pulsating red light
Peaple, elves, even animals and insects are behaving in strnge and dangerous wiys.

A way must be found to neutralize the power of lhe jewel and make it harmless, thereby reriming
the heings affected by it ta their previous stale.

fifs

ITEMS
RED JEWEL

A mysterious red gem that fell from the sky. A strange
red lighe shines from it, causing madness,

YELLOW JIEWEL

When the red jewel's powers have been neotralized, it
will turn vellow

FAIRY TEARS

Tears ¢ried by the fary queen ages ago became
gemstones, With them, one can see things that cannot be
seen excepl by fairies.

LETTER bl

A letter wrinten by the blingd silkspinner Tew, w his T f‘@"

friend who guards the underground machines, Wy
MONSTERS

SCORPION

Unlike ordinary scomions., these are quite aggressive.

SILKWORM

Teto's silkworms have gone berverk from the jewel's
o light, and grown to monstrous size.

PORCUPINE

Porcupines have become wild and vicious, and will
attack anything that comes near them.
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DARK ELF

The Tocal elves have heen transformed imo
dreadiul beings of grean ferociey. They are
nat to be trusted,

BEE

he bees have beoome os Jorge as wasps,
They can noet enter their normal-sized
hves, und {ly aboul i swanms, attacking
everyihing thal mueves,

SPIDER

The spiders, which used o live o small
insects, have bocome enonmous and are
now sealking small animals wnel elves,

GIANT MOTH

This monster shools needles oo ils
mouth, and leaves beind 11 o poisenous
T,
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THE DARK MAGICIAN

“They have not sean the last of me! will return from beyond death, and Twill have my revenge,
even il I have w sell my oul o 1he devil!™ These were the last words of Ghedis the sorcercr, us
the hangmin's rope tighrened about his neck, Then the rap beneath his feet sprang open, und
Ghedis fell to s death; buy his face wore a simile that sent s chifl through the watching crowd.

Ghedis had been an excellent magician, perhaps the greatest in the kingdom of Pentiwa, but his
cold and selfish nariee made him unsuitable for appointment as the Royal Magician, and the job
wenl to Orsa, a lesser magician of betler churacter.

Gihedis™ anger and hitterness at being pussed over grew year by vear, until at last he detenmmed
to have his revenge, Using forbidden mugies, he exented conteal over the minds of the people,
hoping 1o gam the kingdom for himsell,

Bur Orsa used his own magies W counter Ghedis, and at last defeated him, binding him with a
puwerful spell. Ghedis was tried and executed for treason, ot promised to retum for vengeance
from beyond the grave,

Fifty years have passed. Orsa is very old now, and in hiz nightmares he has begon w see recurnng
images: A dark cave, monslers .and Ghedis, alive ance more, “He lives aguin,” Orsa says, o
no=ohe. The years weigh heavily on him, and he is no longer as cectain of his skills as he once
was, but he knows what he must do. He must find Ghedis® hiding place before the dresd magician

can regain his full strength, and kill Bim for the last time, 1§ only there were someone whe eould
help.

GOAL

Half a cemury ago, the magician Ghedis was execuled for treason. He peamised o reumn from
the dead 1o have hix revenge on the kingdom of Pentuwa. Mow it would appear that he is indeed
alive again,

The magician Orsa is on his way 10 the dark mugician’s hiding place e plans to kill Ghedis
before he can regain his strength and begin his reign of wrror, but he may not be able waccomplish
tns without help from the Sorcerians.
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ITEMS
MOON STONE
A round gem tht shines like o minialeie moon,
STAR STONE
Thas gem glows with the light of & million microscopic f{%\
stars spinning in their own tny palaxy at iis center, ¥ ;. 4
SIIN STONE

A jewel that gives off Hght and heat as though 1L werea
Tuttle sum, Its power vanes depending on the owper,

A RING OF KEYS

Several brass keys ona large ring. They look like jail
kerys

MONSTERS
GARGOYLE

A winged stone monsier that looks like @ sttue until i
mieves, s skin s as hard as rock.

GARBUG

A Mymg monster hat inhabits the upper levels of the
caves, ILatlacks wilh scissor-like appeidages.

DARKSTALKER

Hurranoid monster Uit blends mito the durk-
ness of the caves, Has & fondness for human

Mesh.

SNAKEGIANT

A large snake, several meters long. Crushes
it prey. en swallows it whole,

SPECTATOR

The shape of this monster is similar 10 a
human hand. [t artacks using light beams
frovm s eyes.

&
=

DARK MAGICIAN

This is Ghedis, recently revived from the dead
10 take revenge for his defeat and exceution 50
years ago. He is the master of many powerful

spells.

BLUE DRAGON

Surnmoned by Ghedis to carry him to Pentiwa
in triumph when he has regained his sirength,
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THE CURSED SHIP

From the ship' s lag of the Maria Regina:

I 7th day, month of Dagonn. Fine. A pood west wind. Good progress, Toward sunset, the cabin
hoy found Jacob's body in the forward hold, His throat had been cut, There were no witnesses, |
can think of no-one who might want Lo kill Jacob — he was well-liked among the crew. He had
heen il the last few days, but it seems unlikely that he committed suicide.

24th day, month of Dagonn. Rain. | am afraid for my son. | don’t like the idea of his being here
on the ship, now that 1'm certain that semeone aboard is & murderer, ve tried to wam him o be
cautious, but he wouldn't listen. Maybe my timing was bad; his pel macaw just disappeared. We
will be putting in ar Pentawa saon. and 1 want him 1o stay with his mother. Tensions are running
high on the ship. The sailors are beginning o whisper that we are cursed.

Jrd day, month of Hydra, Calm. When we dropped anchor in Pentawa Harbor, some people came

on board asking for passage, They are advenurers, it seems, off 10 ight some wrong somewhere,

They treat it like some kind of sport. | offered them free passage in exchange for convincing my

s0n 1o stay ashore when we leave, They may find this task harder than battling dragons,
GUAL

The ship Maria Regina is anchored in Pentawa Harbor, One of the sailors has been brutally

murdered, and the rest of the crew is anxious and uneasy, The Captain’s son refuses 1o po ashore

to the satety of his mother’s house.

If thie caprain™s dilemmas can be solved, he might be willing 1o give vou passage aboand the Maria

Regina to exolic ports where adventure abounds,

92

ITEMS

HATCH KEY %
Akey of simple design, itunlocks one of the ship ‘s cargo g

haalds, ) Zh 7
W7

GOLD JAR ',J.,_‘f

Omits surface is engraved inancient lemers, “the one that "H;,ﬁ:.

15 o to el go™,

BLOOD STAINED AXE
Mo murder weapon his vet been found. Could this be i?
AUGER

Accommon shipboand tool, used to make holes in barrels,

MACAW

The captain’s son’s beloved pet. It was sturtled by a
ship's it und flew away. The boy is very upset, -y

CABIN KEY

Key to unlock one of the sailor’s private cabins,

DESK KEY

This key opens 4 drawer in a desk somewhere on the
ship.

MONSTERS

. The ruts abouard the ship have become very aggres-
sivie lately,
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GHOST

Spirits whio seek our the living wo rob them of life energy.

SEAGULL

The seagulls are beginning to exhibit sirange behavior, ‘ﬁkﬁrﬁ‘/’ﬂ

including attacking people.

OwWL e «,%

i
These owls, like the other animals around here, have f'b' {:‘a""'ﬁ‘
begun to attack people. SRRl

OAKROT

At first glance, this monster resembles the oak trees from
which it evalved,

ARCHDEMON

This demon takes the fomm of a huge devil-fuce, Burning
rays shoor forth from its mouth.

E L)

THE GARDEN OF THE GODS

From the journals of @ Sorcérian adventirer —

look up adventuring in my 1eens, when | was good for Little else than follewing about afrer more
experienced adventurers and swinging my sword at eversthing that moved. Since then, | have
been many places and scen many things: 1 have killed — not only monsters, but humans like
myselly | have been ucross the ocean and seen how large the world really is; 1 have steod in the
shadow of g dougon whose wings bloted out the sun; 1 have made 2 mistake that cost the life of
my dearest friend.

As | grew older, | began 1o realize that | could not go on fighting monsters as though §were siill
a reckless teenager, 1 decwded that [ would hang up my sword and live out my life guetly in
Pentawa City, never 1w go forth agam on wild and perilous adventures. [ did not know how
mistaken | was,

It all began when refugees begian pouring over the northemn border of Pentawa. These were the
inhabitants of the foothills that lay bencath the great mountain range called “The Garden of the
Gawds™, where the Gods of Pentawa had their home, The line of ragped. exhausted people pouring
it the capital city stretched to the horizon and beyomd, [ stopped o comfort a litde girl who was
erving nncontrollably, her dirty face streaked with tears, “The Gods are angry at us,” she wept.
“We made offerings, but it didn’t help, The shrine maiden says the Gods are unhappy with our
prayers! The river flooded our town, even theugh there was ne rain. Our animals are dying, and
there is no food!"

| didn’t care what the Gods™ excuse was for being angry: the sight of this child"s misery made me
furiows. I made up my mind to gather up my old friends, and confront these unfeeling gods directly,
It 1I'd known what difficulties and dangers awaited me I might have stayed in Pentawa, but if |
Daud, T would have mussed the grearest adventure of my life

GOAL
The gods wha live on a high mountain near Pentawa seem to be wreaking some awlul vengeance

on the people of the city at the mountain's buse, Struige natural disasters hive caused the people
of this city to have 1o leave thair homes and seek refuge in Pentawa to avaid starvation,

In order 10 uncaver the reason behind these supernarural occurences, it may be necessary to
joumey 1o the 'Garden of the Gods® and negonate direetly with the ruling cheiries of the land.
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ITEMS
WINE

This wine is made from grapes especially rich in sugar
that eccur only once in every 100 vears.

RED SEED s
A lerge seed of unknown ongin which wus found ine [ e I
eonpty house in the deserted village.

1y,
SEED OF FLAME Wi,

«$ r:; -

Mg 1, P

This seed was created by the Sun God,

{u

flkc
— -
iy ) GOLDEN WINE
MF‘?E: Wine from the golden apples that grow in the Garden
e of the Gods.
RED FRUIT

this frsit grows on a gian vine whosetop reaches above
the clouds. Mo human being his ever tasted i,

SILVER HARP

The sourd of this harp has the pewer w clear the minds
of uny who listen.

.

e

GOD'S BRACELET

This powerful mapic artifact was siolen from the abode
of the Gods. It could be uaed to contral the world.

xR

MONSTERS

PELUTON

This monster has the head of an antelope and the body
of & bird, 10 s sasd that its appearance marks e begin-
ping of the destiugtion of Pentawa,

ARALORA

A bird monster with a human face. Attacks with beak
and clws,

ADANA

A shrine maiden who sold her soul to the powers
of darkness. She seeks the powers of the gods for
herself.
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THE CAVERNS OF ICE ITEMS
LETTER PLATE

There are plates sel imo the walls inseverad places inthe
cavern, They have lelters weitten on them.

LEVER

This angular piece of metal can be found somewhere in
the cavern.

TEARDROP OF THE WIND

A faintly glowing blug-white stone. [t helongs o the
wind spirit.

| can no longer remember the last time ©saw the sun, In Dere, there s ne difference between day
and might, and we have lost all sense of time. | suppose it doesn't matter, really, how long we
have been imprisoned here, for sooner or later, the one we voee called our leader will take our
lives from us.

MONSTERS
SNOW TROLL
Humanoid monsier made of we and snow, 16 s very

Sokuram was the man | looked up 1o maost inall the world. He was the greatest alchemist who : '
strong, with thick, ey skin,

ever lived, and when he was driven from Pentawa for conducting experiments in arlificially
crenling life. I followed him imo exile, along with many of his other assistants,

From Pentuwa Ciry, we headed for the mountains 0 the West In g cove in these mountains was
d deserted temple; in the remple, on A ruined altar, was a book, On ils cover was written, in faded
letters under ages of duse, *Kitabu Al Ajifi", *The Book of the Dead’. How [wish be hud never
found it!

After spending iuny days and mghts reading the ancient book, Sokuram emerged from seclusion
with an insane light in his eyes. " We willnow hegin experiments 1o raise the dead.” he amiouncel.
I remembered then what [ hud once heard about this legendary *Book of the Dead” — that it had
been written by a muadman, and that madness came 10 all who sought o understand its secrets.

His plan was [0 resurrect this demented religions leader and place him on the theone of the world
withall Sukuram's secret magics at his command. Wi wied o stop him, but cur combined powers
were nol enough, He locked wointo thes cuge, and here we will stay while he causes e destruction
of all we know. Meanwhile, the world grows colder as Sokuram draws all heat and energy for
miles around {0 the service of his unnatural task. | am so cold...

GOAL
The kingdom of Pentawa is suffering from an unusual cold spell, 1t is s though an unseasonal SNOWBALL
winter wind were blowing from the mountains to the west, where only a few short weeks ago,
the slchemist Sokuram was sent into exile for condocting forhidden experiments to create life,

A giant snowflake, magically animated. It attacks by
throwing smaller Makes.

The king has asked the Sorcenan adventurers of Pentawa 10 journey 1o these mountains to discoves
the couse of this icy wind and find ot if Sokuram’s magic is behind the phenomenon,
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WHITE BEAR

This large bear patrals the cavems coastant-
Ly, uttscking all intruders,

KILLER SNAKE

A large vicious snake, piven 1o Sokuram by a snake pod.

SOKURAM

The powerful alchemist has leamed many new tactics
from “The Book of the Dead”, He can now create multi-
ples of himself,

KAHZEH

A wind spirit imprisoned by
Sokuram to do his bidding.

THE CURSE OF MEDUSA

The spring wind swayed the ears of new wheat on the hilloand wimed the vanes of s windmall in
the valley. [t brought the smell of green growing things o (he weary adventurers approaching the
village, From a distance, everything seemed pormal, but as e sall pany of adventurers drew
closer, the peace of the little village seemed more like the peace of denth.

There wis no sign of Bife in the villuge — not the barking of dogs or the lughter of children or
the sounds of people going about their business, They began to knock on the doors of the houses,
then entered when no-one answered. What they found was mysterions and frightening; Supper
selon tables, warm ashes in the hearths, tasks left half-done. And everywhere_ acomplele absence
of life, Whatever came here, came suddenly,

The party of adventurers entered o nearby mine shafi, thinking perhaps the villagers had sought
refuge there. As they moved single file through the gloomy confines of the tunnels, they could
feel a presence, see o shape looming up ahead. "Hello,” the man in front called, " Ts there someone
here from the village? We re here to help vou™

A moment later his companions saw a flash of light, and heard a frightensd gasp. Their leader
turmed to stone before their eyes. Cne by one they meshed forward to confront the threat that had
defeated their friend, and one by one they met the same fate under the gase of the most feared
creature on earth — the dresd Medusa

GOAL

The king of Pentawa has sent a party of Soocerian adventurers 10 investigale the sudden lack of
communication from a village nol o far Trom the capital ey, Now muny duys have passed. and
niy word his been heard from the Sorcerians,

A new party must be formed 1o find cut what happened 1o the original adventurers, amd discover
the fate of the villagers.
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ITEMS
MIRROR SHIELD

Uhis ttem will reflect back Medusa's guee,

BLUE CORD

The token of un agreement between the villagers and the 2 Wy
spirit of @ nearby fountan, When theawn o the foun- B - @_‘-\
(P ol

tan. it has a magical effect.

VENOM NEUTRALIZER oy
This medicine makes the one who drinks it resistant (o /Eg".; :‘_':-:7
snake venom e

MONSTERS

GIANT BEETLE

Medusa created these insect monsters from
her scales. They have sharp homs and a ter-
] rible bite.
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GILLMAN

This mer-crewtun: his the bedy of
a tish amed humanlimbs, It puards
the old marsh, atacking invaders
with o harpoon,

MEDUSA

This snake-woman has venomous
snakes for hair, and the power to wm
living beings to stone with a look.

GRYFON

Thas [ierce beast has the upper body of an
euple, and the lower body of o len, T attacks
invaders with beak and claws,




THE MISSING MAGICIAN ITEMS
RED GEMSTONE

This stone 15 4 key to closed dos, but ol prves off 2
pevwertul energy that will bun anyone wh uches ir.

Lt HESCIIJE_\ L FLAME CRYSTAL

;
@ 2%,

.
[
-,

This crystal is rmune o hear and fire

¥ .;% ﬁ MORNING STAR

An iron ball radising sharp spikes, swong from a
chain atiached 1o o handle.

“Gone?” The king of Pentawa rose, gripping 1he arms of his great throne, "The Royal Muagicion

Eh*;v.
is gone? Where?” MONSTERS _SU/‘I_

“Mo-one knows, sire,” the Captain of the Guard replicd, “He lel no word, Ke-one i€ even sure
howe lomg he's been grme. His servant sid be had been meditating all day and night in his room,

and he had orders not 1o disturh hime. Until you summoned him, i1 was not known thal he was no A7 WERE KA

langer in his quarters. We have sent soldiers out into the city, bul he™s not there, either, Should | L'ft_?fqy "\ Can rake the shape of humun or rat, but normally looks
order a wider search?” & = like o hybrid of both,

“Let me consider for a moment,” the king said. beginning to pace on the Jais before the (hrone. ﬁ i

“He would not have left the city without telling me, no matter how dire the emergency, Without " -

his protecting wards, Pentawa would be al ihe mercy of every wandermg demon in this quarnier e ’

of the world, And even his servant didn't know he'd gone. No, Teant belicve he Teft of his own +

will.” He turned back to the Captain, " He has baled many evil forces for the defense of Pentowa,
Wha do think would be most likely o want revenge on him™

“The monsters who dwell near the volcano swore to find a way 1o defeal him when he set upa .
barrier af peotection they weren't able 10 break. Perhaps they found a way through his barrier and OGRE

kidnapped him Large humanoid monster, known for iis
“Perhaps that's the answer. At any rate, ['ll need vou and the Castle Guard o defend the city cannibalistic eating hahits.,
while he's gone. Put out a call for Sorcerian adventurers 1o tavel wthe volcane in search of him,”™

“Yes. vour highness. Right away.” The Captiaim bowed sgain, then tarned snd left the throne roosm
ta carry ou his king's order

“Yeur | wonder,” the king said to himself, "How monsters can have abducted the Royal Mugician,

who 18 himsell ous shield against monsters. Perhaps the Sorcerians will be able o solve (his
mystery,”

GOAL
The Roval Magician, who protects the Kingdomn from invasion by monsters. bas mylenously

disappeared The King suspects he may be bemg held prisoner near a voleano ot bar (rom Pentawa
City. Without him, the kingdom is helpless against magical attack.

Sorcerians must rrave] 1o the city wider the volamo W Gd and rescue the kidnapped magician
hefore Pemawa falls vietim 1o assault by monsters seehing revenge,
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AMOEBA

A huge one-celled animal which mries 1o dis-
sulve and digest its victims,

SPIDER

These spiders are us luge as human beings.
Soume wail for vichimes in theii webs, others
munt therr feed more actively.

FIRE ELEMENTAL

Buorn from hon lava, this powerful
spirit controls the forces of fire, It
attacks invaders with balls af
larme

HARFPY

A vullure with the head and upper body of a
wornat, 1 ottacks by clawing, or by throwing irs
droppings.

HORNET
These giant insects have anest somewhere inthe

area. They anack n groups, using their sharp
poiganGIs SHngs.

YO A
31 o ;'
% - &
\.,______’c_—‘h___,.--‘

THE WATER OF LIFE

The smosphere in the Thoagon's Tuoth tavemn i Pentawa woday is poisy and discontened,
Farmers, normally in their Dields this tme of day, have aken 1o drowning their somows hee long
hefore sunser, and you can hear their loud grambling all the way o in the street:

“How can I make a living off my lkind the way it is now? Even weeds won't grow in '™

"1 know. Mothing I planted this spring has so much as speouted a leall And if s children don’t
eat, neither do anyone else’s, Withoul vrops, this country wall die!”

" And rtha roval magician doesn’teven know what's cawsmg 1L A lotof help he torned out go be!™

“But when we gel the Witer of Lite, evervthing will be all righr again. Then the lad will grow
food, and no-one will go hungry. That's what |"ve been ald.™

“Are vou drunk, or just daydreaming? The one ey sent te Nind the Water of [Life never reamed
The ol of Pertawa is corsed. We should take our Families and find a place 1o live where we can
at least grow enough food 1o eal.”

Meanwhile, in another purt of the capital city, the king has issued a call for more adventurers to

follow in the foolsteps of the mssing explorer. The Water of Life must be found if Pentawa is 10
SUPV Ve,

GOAL

The once-ferlile Nelds of Pentawa have become poor, and nothing will grow, The royal magician
has prescribed the Water of Lite s magical sobarance to be faund ina nearby place full of dangers
and mysteries untold, The king sent anexplorer io bring back this powerful potion, but soon after
sending back o message of success, he disappeared. Now the king asks for others 1o follow in his
Taotsteps,

Are there any brave enough to meet this challenge and 2o to recover the Water of Life for the
sake of Pentawa? And will they returm in triumph, or meet the same fale s the one who went
betore them?

17



ITEMS
CRYSTAL YALVE

This valve has some kind of affect on the hiving hean
of thexe cavems,

SILVER TUNING FORK
This moay hve been Jelt behind by e missing adven- !
furer. M mTey

WATER OF LIFE &:

This holy water has the power b restore life. 11 i can
be returned to Pentawa, i can be used o heal the sml,

. <2 MONSTERS

CARRION CRAWLER

This gant caterpillar has a mouth full of poisonous
rentacles.

SLUG

Like an ordinary slug, hut much larger.

large amount,

10s

-

DOPPELGANGER

This monster has the ability o ake on the form of
anvone it has seen. I could he pasing as 2 member af
wpur party.

HIRU

A grani leech thar hangs from the ceiling and drops down
on those who walk under ir

A F WHITE BLOOD CELL
I H?:' : o .._ 5, These are the natural defenders of the living cavemns.
: '\ ‘%{. 'N_,’ They are secreted by the walls w fight invaders,
L

PILLAR DEMONS

These demons were locked into pillars
years ago by o moagician. They cannot
leave the pillars, but attack with their
ey,
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