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SAFETY PRECAUTIONS

Plzasg e lime to read the smpertant nstructions in 1his beckied, Obaerdng the step o

slap inslruclions and comaeging wilk warnings il be vaor peraairal quararss to greater

g siflistacion mees o long pariod of lime

13 Seenil subjectng this hiph precsion Same Fak e edireme iemearaine and shock.
surbarmane, el allempl b digsassemble vour game pag

& Do aveld tonching he eoneacioes, Sieee lhe gamrs pak in ils protective STOAAGE dose

3 Use of shinners. solves, henfene, akcnal 2nd otber cleaning agonts can damage tha
e pak,

e —
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Fais2 ror 10-15 memales aler 2 oes o mone 6F conlinucas Game plaging,

= Plarsg node thal this QaIme nag taen programmed 1o ke EU’-HI'".'IG'! of the il
srreen. Bome older models b rouedsd seosms and may Bleck oot a
el al b Imaga.

WARNIMG: DO NOT USE WITH FRONT
OR REAR PROJECTION TV

Do not 5e & fonl or mede prapscion beesision wib yoer Minlenco Ertecininment
Syslem® CHES" and MES gamas, Your prajeclicn lelevisicn screen may bn
prnTEArecy caraoed H voco gomos with Sadonang scanes of pallsrns ane olyed
un your pragclian blewsion, Simiar caregs may occur Fyou pace & eceo gama
an hakl or paugs, B you uso your proaciion slavision wit MES gamas, Kinlendo
wil Nk B liakka tor any darags This silualion s ret causnd By o aefiect in Ihe RES
ur HES games; othar Axed or reprliies imsagak may sauss similar carmage ooa
pregacton Baveian. Feaso camos? youe TV marafachmar ler Lidhar aformmion

WARNING: READ BEFORE USING
YOUR NES OR SUPER NES

A vty Bmall portion ol Ihe population —ay cxporenos apiapls saizima Whan «iod ng
cerinin rde of flashing lighls or ooltoes thak are commenly presenl in our dailp
ENyIrDTTant. Thodd porabng moy SXponanch saizuros while watching
lpaision plclums o dowing cofon wdnh james, Pluged wito hice nal has any
saizumE may nonsddhnmss havw o undebachad
Badord plaseng witkie grmak il yeo hiss &0
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I've been expecting you.

S0, you have come in search of
the Inner Sanctum ?

Many have tried and failed,

are you prepared to learn it's
secrets?

Then, come with me...




QUICK START/TECHNICAL OPERATIONS

1)

2)

3)

4)

5)

&)

Insert yaur MIGHT AND MAGIC™ gome pal into
wour Mintendos Enledainmenl System®,

Depress the Power Bulion.

Choese NEW GAME oplion Dy moving arcow with
wvour conlrol pad and press the START Bation.
Ta restart a saved game, select the CONTINUE
oplion on Lhe opening screen.,

Lse your conlrel pad o select Lhe letiers of your
character's name. Press the A Bulton to choase
fetlers, and when done, press down on The condrol
pad until ENTER s displaved, The A Button will
inpul your character’s narme,

You will egin in [ront of the Inn of Sorpigal. Go
insice, sign-in, and sclect Member, Travelers await
i be chosen [or Lhe expedition.

Weapons and annor may be purchased af the
Blacksamith.

Mote: Some items will nol work for all character
classes, try different combinations to see which
ones work best for your characters,

Eguip vour items and prepare to explore the
wonders of Lhe Inner Sanctuml

CONTROLLER OPERATIONS

- -
|
|

o] G
=== ®)
i 1
% o
T |5 = PR
COMTROL  SELECT START B A
PaAD BUTTEN BUTTOH  BUTTONM  BUTTON

Control Pad ¢ Press U to move vour party [ewiord
and toopen doors, Press LEFT or
EIGHT o turn your party in Hal
direction. Press DOWDN Lo move your
party backwsards, The Conlrol Pacd
alaa meowres the comumand arrow in
et option selections.

A Button : Dpens conuangd windows, sclecls
opHons and lellers of characters’
TLETTIES,

B Button : Cancels command window selections

START Button

SELECT Button :

Also moves your party forward
[samu: as pressing LUP).

Priss o view vour characier's status
while {raveling.

Brings up Auto Mapping feature.



SORPIGAL

The path to the nger Sanctom 5 wrought
with danger. Ridelles muss ye schoe belore the

. o e - HIDL AR 2 RIGHL MY
I.:ll:_::l."rlnlh will rF{-e‘.L,F: o, baat Tesvare, lor = Lk ELNR.HL"F.E"
bzt lhe drn weandl e lesiist wpsan urmaary THRGE (b4 waouEr g
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T v sedll wish fo continue? Very well,

TFroan the dovam ol Sorplgal, shall vour adventure begin, Al that vou will
nee] cinn B foand e Call wpon the shophlespers and examine their
wares, vou may bnd scmething you might Eder reguice, Talk do sl o
meect, ahopkecpers and towmspesple alike - there is alwins ane who
'|-|.|:|:-]'_|5.;|_1'_| PR B Rememiser, brmigies [Eewar amvieee Ioeely witky @ libe
prersaeston, Listen closedy, or else son may miss important clues,

INMN

[t o dd b wase of you g0 visle Rrst the toem
MM, Reborrs afern, Tor theere vall Be atbeers
theres wbuc wll sadsh Lo joln po.

Here Y wardll igl=n b e an -::-i:-‘l:r;:c1 i SAVE
G Yo rray chioess thds anid femporsoiby
el v acheenilore, Wheneeer you are resdy
lex cordinue, vour fGamne will b= restored,

TRAINING GROUNDS

Ampe axpericnoe kvels muost be attalnesd
befiore the secrels of the Inrer Sancium oo be
prEsirthes]l, The TRAITMNING GROUIMES wdll il
in o proredion.,, lor & le, ol eenarse, Lpon
eritraarice, 11 tralniog? mastes willl greet you and
inforrn po al T sy expesienos points ([£1°) -
s pepuiredd wo min o et Jevel Upon acdvanocmicid, vour magic vsers shall
autcamatically possess all of the spell casting lmededge for their lmrds.

THE TAVERMN

When thirst o'crialies your, (e TAVERMN
olfers refmeshmments. Lees Hpd, ruimors
miay make thelr wow Lowands vou.

' TR BRI
Ji_Tirsl ki

s there. Also. the BLACKSMITEE wifl buy ary

THE BLACKSMITH

A& VRS assortrnent of tlerms, Weapons. and
armory are displayed within the chambers of
the BLACKSMITHS ahop, All of the
equipinest for vour armey can b ablaioed

itcma o fecl are nn ooyler necessary.
Hommever, he will only parehase them at half the origloead cosl.

THE HOWUSE

Yours 1 a perilous trel, ard you cannd
crpect totrave] wnscathed.

i e the Clerles when vou have been i Jet
injured. They posaess knowledge o : RN g
resiore the dead, remove Blindness LT
aned paralysis, and cure any ills which
might befall your party,

Offer them gold - they have been known o strengthen men, or give
wical hints with the propec persuasion.

THE GUILD

Orrce gnanciend sect koo cnldy 1o
assassins and thieves, the SGUILD 8 &
seoredl sociely cumored for its services o
change (b ddaenides of those who wish io
rermain unknown. [ can only be found
witkiin the limits of Sorplgal.

rah I maekis
a1

Wihatewner ot wish to alter - be it oo,
race, gender, class or alignmend - the Guild Master will aovise you
your opllons,

EULARD'S FINE FOOD

When stomachs' grow], and your sacks are
crpiy, stop by this shop lor sustenance,
Ewvlard offiers tasty foods For low prices,
Mk sure o slock-up, for ne adventorer
will gkl o lang in the oold dungeons
wilh an empry stomackh,

r_-! Would el | P TS b
RS FOGIE




MAPPING

The roads vou =hall avel writhe and bydst, Take heed, one wroang hum
iy Licke you throwth The ssone path many thines et Make your way
slawly and mark vour course, lest von lose vonrsell o thae moees of L
larwd af ¥arn.

The SELECT button dispbays the Anen-2p, Thls eoap Lays ool the
explored teitany of the porty's immeiate surraundinggs.

Pressing SELECT agadn, will restore vour adventiime,

[ 4= wedse, when vou cravel, oo take nate af vour surroandings, bangy o
dormesd traveller forgol his destination. loac the location of a checkpaing,
or happencd upan the same teap e

Bememiar alwigys the sorceres’s “Locane” spells Progision & iomportant,
aied thia spell will give the ecacl Toeatboms af vour pariy.

MENU

Draring your teavels, options are availalble Do add in vour diseovery

of the Inner Sanctum's sccreis.

SEARCH Faopdree: vonr suemeunclings with chis commani, Seareh e
A alter hartke and yoee o nd o treasome filkst sk or chest,

OPEN I Lacked dovrs pmey bar yoor path and Koep vou Drom what
Ibers Bessesricl . A restser shoodod bes atbeonpl e open J0 wich
this conumamnd.

ROW = Rearrange your party's marching orer

CAMP I When htl pnds are ke, ok o are fnoneed ol rest, sel

upa canpe anel regadoe yonc sieengibe Anolther naeono ol
ppalions will islse be displieed,

SPEED o Acdjusr mame spced with 1his sption

CAST > Magic hivs many uses, This optéon will allomy
spells b be cast when ool in bstile,

USE VoLtems ey be wsed outside of badtle with this
copntand,

VIEW } Chamarier profile ard invenlory are displaged.

PROT { Protection bs important Tor surdval, Ay

dangers o which your pacty is guarded
againsl, can e accn with this command,

DANGER LURIKS...

‘Foung every corner and past each docrway, a beast may L
inowealt, Diovam darls poesssagessys Yo sy chanes up=on
creatures and strangers and special places - always De on guar

Each encounter vou engade i owill bring you one step closs
and o few gold pieces vicher, to what you seck, However, Lale
heeed mnad de nok Toolishly Badlle creatures oo powerful for your
party 1o defest,

Encountoers will produce the ollowing oplions:

ATTACRK : Batblle prepavations are made and a combat optlor
sereen will Aprpesr,

HBRIBE

Offer the creatures A bribe, IF they accept vou will
relicved of their preacnce. however, you will recebn
nao BR, 1T chey e ok accepl. prepane (o figkt!

RUN

You may trv to cacape to a sale place nearky,
horwrewer, §f none lies close at hand, prepare for
carnl,

GIVE U

Surrenders all of your party’s gold, gems. and oo
If accepred by the easta, vou will be eft
uncisturked,

B vy, Toar morisiers miy ammbuash Wikl ancl 1ake o par
direetly into battle, Or vouw may stumble across o geoup of
creaturcs which vou mav fight or avald.

o will encounier a '.-'.'i:l'it![;l.l' al cregtures, each with their o

urdgue abillbies, attaclks, speeds, and armor classes, Pacles os
farge as 14, can be found traveling together,



BATTLE PLANS

Coing into combat, you will he given these options:

AUTO ¢ Yoo automatically Aght vsing the baltle chodes
beat swlted for that member,

FIGHT ¢ Whatevsr weapon vour member is equipped with
5 ] In commbaal the enemy,

SHOOT ¢ IEyou are cquipped with o Arng wespon. vou cin

trigger its wsc with this.

HBLOCK oA attempel wo shield @ member from a creatire’s
allzele, The ereature is rol alleeied,

ROW : RBe-organize your party members during battle,
CAST S Magic users can casl comtal spells.

UsE : Members may wse itemes from thedr backpaclks
VIEW s Rewsals the status of MoE Py mmember,

PROT : Reveals any protecdon spells cast over the party.,
RLUN SN attempt Lo reteeat, 5 unsuceessial, the

mizmber cannel choose anolber option,

When vou aclect FIGHT, SHOOT, or CAST, use the arroar

to fdicare the eoemye[s) Sreeember(s) 1o e aflfected. I you select a

spell thal alfeels more than one enemy or member, place Che
cursar on the character (o be targets; the corsor will
automatically move down the menu, showing the characier

being affected, The number of characters alfected will depend on

the Lype of spell cast,

THE DVJST SETTLES

Lintil one side or the other relreats or is
defeated, baltle continues. When the dust has
sellled and the battle is over, the number ol EF
gained by each surviving member is shown,
Injured members receive no EF.

Betore moving a square, SEARCH the battle
area. Saclks and chests, filled with treasure, m
have been left behind by some fleeing creature.
Your cleric should check it for any traps or
magic, Robbers are best skilled to open items
with traps, but any member can open items wi
no traps.

You may now continue your journey, or set up
camp and heal members with low HF or MP.
You should also try out any items obtained fro)
battle. However, be cautious of items that may
be cursed. Cursed items, sometimes, may only
affect certain races or classes, The House of
Clerics can remove any cursed items which me
have been equipped.



SETTING UP CAMP

Weary ravelers must rest in order o regain slrength. Onee
you decide Lo set up camp you will notlee that one unit aff
food will decrease from each member, also hit points and
miagic poinls will be restored. Yoo may even have members
who have "Gaone Down® returmed 1o normal healtd,

Bl do neol allow voursebves 1o be talen off goand.
Remember, all protection spells will wear of7 during e might,
and vou musl recast Lhemn onee vou awaloen.

Mo camping ares is completely safe, Monsters may attack Uhe
caunp while evervone is asleep,. However, vou may still fght
thermn off. I your chosen camp site §s too dangerous, vou will
et be alloweed to el up Lhere,

Cnee refreshed you will be given these options:

EQUIF : Any llem from your backpack can be
equipped wilh Lhis commeand,

REMOVE : Anyv equipped item can be removed and
placedd into your backpack.

TRADE : Sheuld vou find yvoursell in need of anilem,
sou can alwavs trade with someone in vour
party who carries il

DROP : IMyour backpack s full of ilems you no
lomger need, you can always discard it along
thae way,

SHARE : Gaold, food, or gems can be shared with one
another, You st select the “rate” by wihich
these items are distribuled.

Yo ned not alvavs rest o display these options, Upon
choosing the "CAMEP option, you will be ashked i von wish Lo
resL. Although no hit points will be recovered il you answer
“Ma”, the cinmip oplions men will be displayved.

GATHERING YOUR PARTY

Each member of your party iz necessary for the
performance of cerlain dulies. Hace, class, alignment, a
sex are all part of @ member's personality make-up, Eac
mernber is unigque and builds attribuces differently, Keep
this in mind when choosing cach now member.

KACE

Varn 15 rich with an assortment of races from across the
land. Each race has its own special abililies and
attribates:

HUMAN : Although they are
only of average
ahility, they arc
exlremely resistant
to Fear and Sleep
Spells.

ELF : Lacking in strength
and spead, they are
an intelligent race
with a keen eye for
accuracy with a
o weapon. They
are also highly
resistant to Fear.




DWARF

GNOME

: Poisons are

ineffective against
the stalwart
Dwarves. What
they lack in
inlellect, is
replaced by their
WEAPOINS ACCUTACY
and hack.

:Luck is always

with thern.
Accuracy and
speed are not their
strong points,
however, Magic
Spells have no
effect against these
WEE WATTIOrS,

HALF-ORC ; Strong and

accurale in
combat, these
fighters lack
intelligence,
personality, and
luck. They are
also notl allected
by Sleep Spells,

CLASS

L would be wise to travel with members of varied professios
they may prove Lo be of great use durng vour adventure.
Eemember also that, higher endurance inereases the
maximum number of HP gained per level, One never know
what might be encountered on the path to the [nner
el

PALADIN [PA): Prime Ariribules; Might, Personality,
Endurance
HF Gained Per Level: 1 - 10/ Spell Caating Skills:
Clerieal, at higher levels.,

In legends, Paladins halled as knightly court champions,
protecting the honors of their leges. Loval and devout,
these stounch defenders are trained to use any
weapon,armor, or lem unless designed for another class.,
combat, his only weakness is Lhe uspge of firing weapons

CLERIC [CL): Prime Attrilute: Personality
HFP Gained Per Level: 1 - 87 Spell Casting Skills: Clerieal,
for defense and healing.

Primarily valued for their knowledge of healing and
defensive magies. Clerics are also capable fighters, Chain
mail or lighter armor glves them the mobility to cast their
apells. Although they are lmited to a club, mace, flail, sta
or great hamimer, they are able to carry shiclds.

ENIGHT [KN]: Prime Allcibute: Might
HP Gained Per Level: 1 - 12
Spell Casting Spells: Mone

Trained from birth in the art of warlore, Kondghts are
unparalleled in combat, Capable of usiog amy weapon,
ilem, or armor unless designed for another class, they are
formicable opponents on the battlefield. Knighta, at highe
levels, gain the ability to attack more than once per round



ARCHER [AR): Prime Atributes:intellect, Accuracy

HP CGrained Per Level: 1 - 10

Spell Casting Skills: Sorcerer. al higher levels,

Highly skilled with living weapons, especially bows, Archers
arc beneficial to any party. Since both bands must be free
lor ready access to their bow, it is difficule for them to carry
shiields, They are able with aoy weapon, unless intended for
mnother class, and are moest comlortable in chaio mail or
lighter armor.

SORCERER (SO Prime Attribaote: Tntellect
[P Gadned Per Lowel: 1 - 6
Spell Casting Skills: Sorverer, for offense and combat.

Fowerlul magicians capable of calling forees into being,
Sorcerers ave besl used in combal. Although their only
physical weapons are a club, dogger, or slall, their spell
castng knowledge increases as experience and magdic levels
increase. They are limited to padded armor and canoot
cerry i oshield.

ROBRER (BD): Prme Altribute: None

FIP Gained Per Level: 1 - 8

Spell Casting Skills: None

Usually not considered desirnble company, Robbers arc
useful nonetheless, Their talenl Lo pick locks, and disarm
traps make them imvaluable to the parly, Nol averly skilled
in weapons usage, they are fairly able with slings,
crosshows, and all other one handed weapons. Their armor
is lmiled to ring mail and a shield.

ATTRIBUTES

Theere ave 7 vital atteibutes. possessed Ty cach mesnber, Tleey deteromine (3
akills and lsases, by a random vating [betsesn 3 and 18) gven tae each
atbribube, Batings may also be alfected by batle cxperienocs and cncouid
INTELLELCT DA memhber's penemal knowledgs, Usually lower for
Ttblers, Spell Casters and archers must possess )
rutings lor efective spell wsage,
MIGHT t Eesemaliad for Pirsdufus ancd Palaclins, i1 rsasaores the o
slrengii of o ooeotber alfecting damage llliclbed in bl
FERSONALITY : A little charm can fo a lomd way. A member's chars
e adel s ofladedog indormabion and ereasdng the
apell casting ability of Clerics and Paladineg.
ENDURANCE  Might i= not all that b= requuired in battle, How well @
mernber can withsland an emery onslkaughl is josl ;
Imporiant, Stamina is needed o main P

SFEED U Baing qiick and agile can make a dillerérsee betwoon
capiure and soedval, Armor classis ared ded@ing Bach
Bkows iompreve with specd, The guickest alwiays actack |

ACCURACY ¢ Battles may be long amnd difficult, U creatuares are o

disposed ef rapidly, Combat blows should be deliver
awiltly and with deadly alm. Accuracy determines i
anecess of your sirikes,

LUK D Luck | oa chossy pactner and 1= aflen aopredicishle
If hie sheuld choose 1o ride upan vour shoulders, yo
chanees of suceending preatly nerease, But should
Fartune tuen his back, you may Oeed yourseld o dic
alrails

ALIGNMENT

Yo wlll cliscewver many things ahoot yoursell and others -:',l,lnng YEUE
aclvestlures. Thers will be members wrhase nntores can shift Tom Gos
L Evdl, or remain Meacral.

Encounters, battles, and spells may alier o companions alignment,
Laciations and dtems, Inclined towards Good ar Evll, may alse be
sneraniered. Members of opposite alipgnment cannot enler those ares
ar equip i foond dtem. Neotral members may enter & resteicted place,
Taut camnat equip restricted items,



GENDER

Choose [rom male and female companions, Meither is
phystcally stronger than the other. Nevertheless, it wouald
be wise (o include Botl,

AGE

18 years is a tender age to attempl a journey such as this,
Howrever, i1 will talke many yvears to fully uncover the lnner
Sanctum’s sccrets. Each level vou gain and each 100th
camp you set up will age you 1 more vear. Spells and
attacks can also inerease yvour afoe,

Beware of the Youth Spell when vou encounter 16, Shoald
vou cast it and [ail, vou may [nd yoursell even older,

CHARACTER STATUS

CONDITIONS

Encounlers wilh various monsters can leave vou injured
alter a hattle, Attacks, curses, and traps mav befall you,
wounding vour parly, Your Cleric should bhave spells oo
cure mast of these canditions, i not. a visit 1o a House
Cleric is in order.

[N C SYoar noryawl conelElioon.

ASLEEP Should you succumb: te s Sleep Spell, woo will Bae
mometarly disabled. RBest, Awaken Spells, and
becorting the victim of another attack shouk] couse
v [rean '_:'i-:~:'|__:-.

BLINL CWateh out or creatures wiho atternpt o blind o,
Your atack ellectiveness will e reduced, i they
auacreecl.

SILENCE  : affecting only your magie wsers, they will noc B ab
to cast any spells for a certain length of tme,

POISON : Cmee poisoned, you mast cure the cowdition
irnmmediately. Should oo debay, the toxin will spre:
ancd decrse HP, cusing a slow and painful demi:

DISEASE  : As lethal as podsor, Disense ance it bas gained
entrance into your body, can cause o slo demise.
HF and M are not recoverable, The corcdition s
e cure] by & Clerke’s apell or the House Clerics

PARALYSIS | Be carchul of paralveing attacks, you will lose the
abalite to move your body. This condition can be
rerteddied with rest, bub sevene chases iy requice a
Clevics spell or curing by the House Clences,

EXPERIENCE POINTS (EPF)

Acguiring knowledge is a lengthy task. It requires hard worls a
experience, As vou venlure, you will gather expericoce. The m
expericnce vou gain, the betler your abiities and strengths and
the bigher your clags level will become. Your exploits will e |
Experience Mointa, 15.P, are gaioed when enemnics have been
vanguished and quests completed, As vou gain experience, you
will carn the chance two advance in levels, magic, and steength.

MAGIC POINTS (MP)

Mngic shoukd nob be waested, 106 o o be plaved with as i = very
potent. Yo will begin with onby s0small arooond ol spell poicls, As v
Fnrekedge: s bevels deresse, soowill the nunber of ME you pessesss,

LEVEL

With enech new level cosnes ateengeh, wisdom, and intelbdgence. Sor
paln the abiiioe to bacle rger monsters, dhers, the koowledge o
psee rnore poasestind apells, Levels can be dalned theough memy
avenues, but best throudh tradeing aod expecience in hattle.

HIT POINTS (HFP)

0 s drvaduabale 1o Bive o geead numb=er of Hit Points. For the war
who possesses a high oornbern, B o she can suslain muach
punishment in batde, Train often, and vour e guombes of
points will increase. Bul take heed. D your pumber reachaes O 4o a
coretil, o will Bl faing] move than this, and vou are surely doon



ARMOR CLASS [(AC)

The greater the Armor Class, the more protection o warrior has
cluring a batlle, You must acquire shiclds, protection, and such
things o radse vour Armor Class.

EXPERIENCE POINTS (EF)

Your adventures in Varr are hownd to glw‘ Wiy e h I::II:J'IH1‘|I.-'!I:'“II:":F'
in combal and cunning. Your reward is Experisnee Poinls,
which, when theyr have reachasd a certain level, aid you in the
advancement of levels, and the acqguisiton of magic and
atrength,

CEMS
Crerns aee critical to the casting of strong magleal spells. Scelk
them whercver possible.

GOLT
Of course. vou will require Sold to buy betier weapons, food and
drinl. and the ald of certain aclicitors.

FoOonD

Oine undt of Food will fecd & warmior for a day, and s direly
needed by the wounded and weak., But you can only carey as
much as 40 wnits worlh,

BACK PACH

That which cannot be carcied by band musl be stored in e
Hackpacls, 17 you wish Lo use ffems from here, acdvate the “Use”
luneton,

ARMOR, WEAPONS, & BEQUIPMENT

Seven tvpes of armor, 22 different weapons, and a wide varicty of
ltems [Rope, torches, ewc..) ave svailable for purchase, Huodreds of
other itema EvREY alan b iliseireered ||1_|_|'|r;|g VL Irspvels.

Mamy of the dtemns you seels will be on =ale inoa wen store.. Choose
wisely, and be frugal,

MAGIC SPELLS

}n{'ﬂglc_' .*s]:n-'_.llr_; are divided sl 1he
cleries and sorcerers. A lofal of 94 spells
can be learned 47 for sach category),

A spell caster maw cast spells at any level
g e the maxinam level shown in the
charmscler's ]1;r_|ﬁ]|-:. Fopay h[}e_"-"fi are
learned ps you godn new sperience,

The spell descriptions include:
NAME :  Leneral description of the spell.

TYPE = The mamber of magic poinis [ME] and
sometires fens requicred Lo casl the spell,

CAST

When and where the spell may be cast,

EFFECTS : Character]s) or monsiec(s] affected by che
spell.

DESCRIFTION ;  Additonal inlormmadion bt the spell,



CLERICAL SPELLS

CLERICAL 5PELLS

LEVEL 1

MAME: swaken

COST: 1 MP

TYPE: Comlal

AFTECTS: Any slecping party
member

DESCRITTION: natantaneosusly
cartcels the sleap condition, May
b eriticgl §f party is aliacked
durizag camnn.

MNAME: Bless]

COpsDr 1 MP

TYPE: Combar

AFFECTS: 1 Enamy
DESCRIFTION: Atlempls do turm
any undend monster inatantly
inte asl.

WA TRLINT

COST 1 MP

TYPE; Combal

AFFECTS: | F::|1|::rr_|:|.'
DESCRIFTION: Blinds 1he
alfzcten] monsier o the duralion
of combal or antdl it overenmes
the spell,

MAME: AIM

COETs 1 ME

TYPE: Cornkaat

AFFECTS: Entire Pardy
DESCRIFTION: Increasea the
accuracy ire which all charmacters
fight. The apell lasts for the
duration of one combat round.

MAME: TIGHT

COST 1 MP

TYFE: Nom-Combat

AFFECTE! Entire Party
DESCRIFTION: Lights up one
dark pace surmunding the
party. Multiple light apells can
D sl to aecomulate multiple
light Factors,

NAME: P-FEAR

COST: 1M

TYPE: Anrlime

AFFECTS: Entive Pariy
DEECRIFTION: [nercases all
cliaracters resisiames to ear and
spells of Intimidation. Spell lases
onte iy

NAMIE: CURE 1

COET: 1 MP

THPE: COMBAT

AFTECTE: | Character
BESCREIPFTION: Henls minor
hattle wounds, restoving & HEP in
Lhal charasier.

NAME: CHRE 3

COST: 1 MP per experience
level + 1 Gem

TR ."l.r|_|1.rll1'_|;||:

AFFECTS: 1 Chamoier
DESCEIFTION: Reatores 1-10 of
the cluameters HP,

LEVEL 2

MANLE: CUEE 1

CORET: 2 P

TYEPED Anytime

AFTECTS: | Character
DESCRIFTION: Cures miosl
serlons wounds, Keateres 15 HP
T e character,

MNAME; HERO |

COAST: 2 ¥MP = 1 Gen

TYPE: Combat

AFFECTS: I Character of some
alignment as casler
DESCRIFTION: Bestows &
deldivional TP and tempocarily
ratees the claracter twe levels in
crperienee, Spell lasts for the
duralion af one combat coond,

MAMIE PAIN

COET: & MP

TVFPE: Combat

AFTECTS: 1 Enemy, Mot Undeacd
LBESCREIPTION: Cripples
monsters with pain. Inficis 2-12
clamage podnts unless the
MOn&eE &8 mune 1o padr,

NAME: P-COLID

COST: 2P

TYPE: ."l.ri].-'l||1'||:

AFFIECTS: Erulirse ]'-‘.'l_l'l,:,-'
DESCRIFTION: Inereases all
clharacters' resistanoe to cold or
freceing spells, Spell lasts one
ey,

MNaME: P-FIRE

COET: 2 MP

TYPE: Amytine

ATFECTS: Endre Party
DESCRIFTION: [ncreases all
characters' resistance to fre o
boeal appells, Spaell lasks one da]

MAME: P-POIS

Cis] 2 P

THPE: Anytims

AFFERCTES: Entire F‘.:l,rl_:.r
DESCRIFITON: Increases all
charmeters’ resistanes L poiso
and paoisonons spells, Spell 1a:
one day,

NANE! SILEM

COST: 2 M

TYPE: Coambet

AFPECTS: I Enemy
DESCRIFTION: Provents the
tnensier lrom CRSLTE spul_l:a [
the duraticn ol cne combit
rongd o it ic oeereomes U
spell.

MAMIE: SUGGES

CO¥ET: 2 WP

THFPE: Combat

AFFECTS: 1 Enemy
LAESCRIFTTTON Coeroei=s moris
inte refralning from attack. La
lar the dumation of one combal
ronnd or until macisl er
overeomes the spell



CLERICAL 5PELLS

LEVEL 3

MAME: PO

COST: 3 ME+ | Gem
TYPE: Nop-Combat
AFFRCTS: Spell Caster
DESCRIFTION: Adds & food
upnils 1o the casters supply,

MAME: C-BLIMD

COST: 3 MP

TYPE: Anviime

AFFIRCTS: 1 Character
DESCRIFIION: Restares sl
o thal character, removing the
Blinded condition.

MNAME: C-PARA

COST: 3 pae

TYPE: .;‘Lrl:,"l_lm-:_'

AFFECTS: 1 Charneler
DESCRIFTION: Reatores
mcwvesmend o that character,
remnoving the pavalveel
condition,

MaME LIGHT 2

COST: 3 MP

TYPE: Nan-Comiiat
AFFECTS: Entire Party
DNESCRIFTICN: Bestows 20
factors of lght on the pary.
For use when dispelling
larkness,

MWAME: FLAME

COST: 3 MP

TYPE: Combat

AFFECTS: 1 Enemy
DESCRIFTION: Attacks monaoer
el o jee of Marme 1rt|'|:||'.||||g

3-18 polnts of damage.

NAME: FROST

COST: 3 MP

TYPE: Contlial

AFFECTS: | Encoy
DESCRIFTICH: Attacks monster
with severe [raathite, Dl ing
J= 18 polnts of damage,

MNAME: GLIEST

COST: 3 MP

TYPE: Mon-Comlial

AFFECTS: Entire Party
DESCEIPFTION: Beleases party
from its commitinent ta o guest.

MAME: FLOAT

COST: 38 + 1 Gem

TYPE: Nom-Combat
AFFECTS: Enlire Parly
DESCRIFTICN: Creanes a
lmating sand dune which the
Party may walk on over waler.
SGpell Insts one day.

CLERICAL SPELLS

LEVEL 4

MAMME: C-[5

CAOST: 4 MP

TYTE: Mon-Combat
AFFECTS; | Charagter
NESCRIPFTION: Bestores Tull
health to g siclke character

Femeanes the Disease condilian.

WAME: C-POIS

COST: 4 MEP

TYFE: Non-Combal

AFFECTS: 1 Charvacler
DRESCRIFTUOM: Flushes poison
ol ol & chiraeler™s system.
[Removes the Polson condition.

WAL P-ACIT

Cox=ln A M

TYFE; Anviime

AFFECTS: Enlire Party
DESCRIFTION: Mmereases all
rharacters” resisianoe 1o acil
atlacks, Spell lasts one day.

Mame: P-ELEC

COST 4 pMI?

TYPE: Anovtime

AFFECTS: Entive Party
DESCRIFTICN: [nereases all
chornclers' resistnee [0

clectrical attacks, Spell lasts one

iy,

ML ALIGHN

COST: 4 MP 4+ 2 Gemes
TVPIE: Nors-Cormibian
AFFECTS: | Charmcter
DESCRIFTION: Resiares a
character ta its original
allgnment

MAarE: FLASH

COET: 4 MP

TYPE: Combat, Outdoors
AFFECTS: Up to 3 enemies, no
irn hianed 1o e comlzal.
DESCRITTION: Zaps monslers
with |1gh.ll:1|r|g Eatalts ;.r||'|:|'||1|f__lh 4
A2 poines of damage.

MAME: HERO 2

COST: 4 M1 - 2 Gema

TYPE: Combat

AFFECTS: 1 Characler
DESCRIFTION: Temporardily
hiestowss 1O aceditiona] HP aned
raises e character 35 levels of
experience for one combat
remcd.

MAME: RISE

COET: A4 MP + 2 Gems

TYFE: Non-Combat
AFTTATS: Entire Party
DESCRIFTION: Inatantly
transports all party members
T an unclergrouatud Tocalion
the surface.,



CLERICAL SPELLS

CLERICAL SPELLS

LEVEL 5

MaAaME: S0 ARM

COST, 5 MP

TYPE: Combxel, Dobdonr
AFTFECTS: All Enemies
DESCRIFTION; Sends a swarm
of killer inacets againsat (he
enemiys, inflicting 2-20 damsge
points cach.

NAME: PARALY

COST: BMP

TYPE: Combat

ATFFECTS: All enemics in hand
to hand combar
DESCRIFTION: Attempts to
fmenebillize all monsters and
prevent them from (lghiing,

NAME: DISFEL

COET: 5 MP

TYPE: Anytime

AFFECTS: Al Characters and
cnemics

DESCRIFTION: Cancels all
magle spells currently actlve for
both characters and miomsters.

NAME: COND

COST: 5 MP + 3 Gems
TYPE: Anartime

AFFECTS: 1 Characier
DESCRIFTION; Releascs
character from all undesirable

carxlitions exeept death and avane.

MAMIE: LEVEL

COET: 5 MP + 3 Gems

TYPE: Anytirme

AFFECTS: 1 Charwcler
DESCRIPTION: Restores 1-5
experience levels thint may hsver
heen lest doe to level deabns.

TYPE: Coanliat, Quldaars

LEVEL &

MNAME: C-STONE

COET: 6 M+ 4 Gems

THFE; ."'.:rl:,.'l:1rr|:'

AFFECTS: 1 Character
DESCRIFTION; Re-anlmites a
characier whe has been turned
Lo stone.

MARE: RMOON
COST 6 MP + 4 Gems

AFFECTS: all Charactors and
cremies

NESCRIFTION: Bathes both
partles in a moon cay thit
Ereestos 3-50 HP on each
character and removes 3-30 HP
frorm eh Enemny. MANE: TN

COET: 6 MP + < CGems
TYPE: Mon-Combat
AFTECTS: Entlre Parly
DESCRIFTTION: Opens a
TYPE: Anyvlime ternporary portal to any town
AFFECTS: 1 Character angd enewves the pacy 1o L
DESCRITTICN: Brings the LOATL,

charncler back Lo life, TeErneing

the dead condition. IF apell falls.

chivracter may be eraficited.

wAaME: LIFE 1
COST: 6 MP + 4 Gems

MNAME: AGE

COSET: &6 MP + 4 Gems

TYPE: Non-Combat

AFFECTS: 1 Characier
DESCRIFTTON: A fountain of
vouth that trimes 1= 10 yvears of
ame foam a character. Spell
carriea some risk of producing
Lhee opposlie ellect.



CLERICAL SPELLS

SORCERER SPELLS

LEVEL 7

MAME C-BODY

COST; 7 ME = 10 Gems

TYPE: Coamb:al

AFTECTS: Entire Party
DESCRIFTION: Restores all
characters HP and removes all
unclesiralile conaditions,

NAME: BLESS 2

COST: ¥ MP + 5 Gems

TYPE: Combat

AFFRECTS: All Lnclendd Monsters
DIESCRITION: Complaiaiy

clevinsliantes all undead monsiers.

MAME: P-ELEM

COST: 7 MP a5 Gems

T PE: Antime

AFFECTS: Entire Farty
DESCRIFTION,; Increases all
characters” resisbance e S,
Colel, fire, podson, acid, and
clectriciby. Spell lisls one day

MNAMIE LIFE 2

CORST: 7 ME + 5 Gema

THPE: Mon-Cormtsl

AFFECTS: 1 Character
CESCRIFTION: Removes the
eradicated condition Traem a
charmcter, adds 10 vears to age,
and subrraces 1 podol of
sncluranee, There is a chance
tlear this spell wil G,

MAME: NOVA

COST: 7 MP & 6 Gems

THFE: Comlbsal, Ouldoors
AFFECTS: 1 Encmy
DESCRIPTINMN: Sears the
monEter witlt a focusal mw of
iy Jight inflicting S0- 100
damage poinls.

LEVEL 1

MARE! A AHILM

LOET: 1 MP

THPE: Comlsal

AFFECTS: All sleeping party
measthiees

DESCREIFITON: awakens all
r.'l-:'r:[|1r|.J__l; party members andd
cancels the sleep eondition.

WAME: DETECT

COETT 1 M

It PE: Mon-Comhbat

AFFECTS: Spell Caster
DNESCRIFTION: Heveals any
wEgncal femes in oo csler's
hackpack and noles the
remaining chardes. Also dewecis
i drrsicle o chest, baox, el

HMAaME: WOICE
CO5ST 1 MP + 1 Gem

TYPE; Combat

AFFTECTS: 1 By
DESCRIFTION: Zaps Lhe
ronster with b sercaming hlas
ol puare energdfy. Inllicts 1-4
darnace pointa per level of

115,

MAME: FLAME

COsT:; 1 MP

IV Comibbar

AFTECTS: 1 Enemy
PDESCRIFTION: Hends a 'I|l.:|rr:|lnf_l:
shaft into the monster and
indlicis -6 podnts of damage

MARME: ARMOR

COST= 1 MF

TYIE: Anylime

AFFRECTS: Entire Parky
DESCHEITION: Taughens all
characiers skin so that attaclk
Learm morislers Bonce all

MAME: LIGHT I

COS T ME

TYPE: Mon-Combat

AFFICTES: Enlire Farly
DESCRIFIION: Givea the part
1 light factor,  Multiple Hght
Factors may b casl o
acenmulate Light factors,

MNAMIS LOCATE

COST: 1 ME

TP Non-Cormkud

EFFECTS Enlire Parly
CESCRIFTION: Gives exact
lactdor ol the parhy, This spe
iz highly useful when making
Tk,

MAME: SLEE

COST: 1 MP

TR Comlsal

AFFECTS: Up e 5 enomics
IHMESCRIPTIOMN: Chasts monster:
it a decp slecp preventing
them from attacking, Spell lasi
unbil moresler is dirmagred or
avereomes the spell.



SORCERER SPELLS

LEVEL 2

AN ARRCAY

COST: 2 MP

TYPE; Combat

AFFECTS: 1 F.-Tn:‘.rn_'_.'
DESCRIFTIOM: Magical arcow
Plerces o omomsber, Lnﬂ[::1n!:|i
212 demage poinls,

XNAME: ASLEEP

COST: 2 MP

TYPE: Comlsl

ATFECTS: | Encimy
DESCRIFTICN: Hyprnotiscs
mnaEer Lo prevel allscking,
Elect lasts untll monsoer is
damaged or overcomes the ;5|;|c|_|,

AE: ENEMY

COS 2 MP + 1 GeEm
TYPE: Combat

AFFECTS: 1 Enemy
DESCRIFTION: Reveals (he bree
identity of 6 monster.

MAME: JUMEP

COST: 2 MP

TYPE: Not-Comkal

AFFECTS: Entire Pary
DESCRIFTION: Gives all
characters super alvengih,
allowing them o jump 2 squares
forward, peovided there are oo
magleal foree ficlds in the way.

MAME: LEVIT

COST:- 2 MPS

TYTPE: Non-Combat
AFFECTS: Entire Party
DIESCEIITTION! Raigos all
characters above the ground
proteciing thaem femm various
dangers for ene day.

MAME: POWER

CONET: 2 MP

TYEPLE: Combaal

AFTECTS; | Character
RDESCRIPTION: Bonsts mll
characters Might by 1-4 poinis
lor the duration of the bactle,

MNAME: SCARE

COST: 2 M

TYIE: Comibal

AFFECTS: 1 Enemy
DESCRIFTION: Strlies fear innoe
the monsters beart, i [E0d-g EHIC [ H
the: probabdilty of attachk.

NAME: CUICH

COST: 2 3P

TYTPE: Combal

AFFECTS; | Characoer
DESCIRIPTION: Doosis o
characters’ speed by 1-4 poinds
for the duration of 8 combat,

SORCERER 5PELLS

LEVEL 3

MadME: FIRE

COET: 1 MP e expericnee leve]
ol caster + 1 Gem

THPTS: okl

AFFECTS: 1-5% Enemics not in
ltan:d ta hasred eomksl
DESCRIFTION: 1olls a deadby
Lall of flame ince the monsiers’
mdsl, indlictiogg -6 podnes ol
darmege for cach monster,

HarE: FLY

COET: 3 MP

TYPE: Mors-Coinkal, COaldoors
AETECTS: Entire Party
DESCRIPTION: Granls 11::|.|__§I|:'u[
thght o all characters. enabling
them e teleport amywhere 1o the
ozl reglon,

wanEr MIST

COET: 3 MP + 1 Gem

1Y IE: Combat

AFFECTS: Entire FParly
DESCRIFTION: Drops an
invislble mist over all characiers,
i-_'rl‘-.il”;l.l' clecreasingt the monsiers
chanee of atrack.

NAME: BMOLT

COET: 1M Per experience lovel
of caster < 1 Gam

T PE: Comlial

AFFECTS: 1-3 Encmics
DESCRIPTIM: Blasis e
mroiEters with a gigantic
Eghining balt infllcdng 1-G
damagie poinds onall monsters,

MAME: RO

COST: 3 0P

TYIE: Combat

AFFECTS: Enlire Parly
DESCRIFTICN: Creates more
raom for your characters in
Barldle, allowing the lirst 5
cliaracters o cngage in hand
haned cormbist.

MNAME; SLOW

COSET: 3 MP

T Combat

AFTFECTS: Al Enemes
DESCRIFTION: Places an
inviathle force Geld around all
mnrsters, slowing them dows |
L2 their oviginal apecd.

MANIE: WEAKEN

O 3 M+ 1 Gem

THFE: Combaat

AFTECTE: All nemies
DESCRIFTION: Drains power
freame all momslers, reducing e
morsiers HEF by 2 and A5 by

MAME: WETS

COET 5 MP

TYFPE: Combat

AFFIECTS: 1-5 enemies nal in
land e hand combar
DESCRIFTION: Wraps 1-5
monslers na supernatural we
prevendng them from fighting |
the durntioe ol Cormksst.



SORCERER SPELLS

LEVEL 4

MAME: ACI0D

COAT: 4 M

YR Combnl

AFFECTS: 1 Encny
DIESCIEIPTIGN: Lannches o
eorrosive goid thal trllieds
- |I.'|r|:|::|g|~. polnts.

MAME: 4 MP

TAYPE: Comitat

AFFECTS: | Encmy
DESCRIFTION: Attacks with a
hewm of intenss cold Lt
penstrales the monster's haart,
inflicting 4-40 damage points.

NANE: MIND

COST: 4 MP + 2 Gerns

TYPE: Combat

AFFEECTS: 1 F:|:1|,~.r_|3:,-'
DESCREIFTION: Renmees 1he
tanslers bratn, disabling all (s
abdlitics during the battle,

MNAME: FIWET

COST: 4 MP

TYPE: Combal

AFFECTS: 1 Enemy
DESCREIFTION: Fréesmes the
nmonster, preventing it from
attacking lor the durntlon of
coarmibaad,

MAME: GUARD

ST 4 MP

T¥PE: Mon-Cormbat
AFFECTS: Entire Party
DESCRIFITION: Places a
supernatural gaand dor over
party preventing surprisc
altacks for one day.

NAME: P-PSYC

COST: & MP + 2 Gems

IS Arveliome

AFFECTS: Entire Parly
DEZCRIPTION: Grants all
characters imumanily from mind
influencing spells for one diy.

MAME: SHIELD

COST: 4 MEP o 2 Gema

TYEE: Combal

AFTECTS: Entre Parcy
LRESCRIPTION: Creates an
indsible shield which soerronnds
the party and protects all
characters Irom mnst attacks.,

MNAME: RN

COESTE A MP 4+ 2 Gismnes

TYPE; Combat

AFFECTE: Enlire Parly
DESCRIFITON: Creales o Wil
in tirme, allowing party o petrast
Trom meost bl les safely

SORCERER SPELLS

LEVEL 5

mANE: ACID 2

COET: & MP

TYPE: Coanlsal, ouldaogs
AFFECTS: All encmics, nel in
izl Lo Taned combiad
DESCRIFTION: Unleashes a
terrent ol acid min Inflcting
S-54 damage points o each
mamnaler,

MAME: DISPEL

COEET 5 MP

TYPE: Anytime

AFTFECTS: Al characters andd
rnemies

DESCRIFTION: Cancels all
g spells currently active in
Lath parties.

AR THEATT
COrsL G M+ 35 Gens
TYPE; Combak

AFFECTS: 1 Enernyy, ool waredeicl
DESCRIFTTON: Finger of deatly

Ponachiess sl |;|-;,::=.I,r|,'|_l.r'_; tnesisEber,

MAaME: SHELTER

COrsT: B ME o 3 Gremes

TYPIE: No-Combaal
AFTFECTS: Entire Party
DESCRIFTTION: Proeides cne «
ol rest, frec from sy coosunie

MNAMIE: TELERIRT

COST: B MP - 3 Gerns

TYPE: Mon-Combal

ATFFECTS: Entire Party
LESUCIFTIEN: Diesland by aawm
the party from ita proseo
pasiviore, up o B snunres an
clircction.



SORCERER SPELLS

LEVEL &

MNAME: SWORD

COST: 6 MP + 4 Goms

TYPE: Commbimd

AFPECTSD All Eneindes
DESCRIFTION: A magical
dancing sveord HHnd munnes wdth
Hghitning speed aied slices
Lhirough all mianstbers, Inﬂln:_'[1r:lg
1-30 damage pointa cach.

MAME; ASH

COET: 8 MP + 4 Gems

TYPE: Combar

AFFTCTS: 1 Enemy
DESCRIFTION: THsinlegrites a
character to a pile of duat, in
plher wosils, r|¢1|':‘|:r|.;||_|.r|g ik,

MNANME: WaAP

CAST: & MP + 4 Gems

TYPE: More-Cormbuat

AFFECTS: Entire Parly
DESCRIPTION; Alers all
chamciers” malecular strocture
lemg enough to allow ten o
rheree o seuare ferwand
throwEh any barrer.

NAME! P-CAST

COST: 6 ME + 4 Gema

TYFPE: Aryylirme

AFFECTS: Entee Party
DESCRIPTICGN: Increases wll
charactera emislance L {{RIELET
Amount of increase depends on
e expecience leel ol caster,

MARE: C-ITEM

COST: GMP + 4 Gems

TYPE: Mon-Caombsl
AFFECTS: Spell Caster
DESCRIPTIHON: Restnres 1-4
charges to any ibem in 1khe
caster's back pacle, Some risk
that the speell ey il and
cheatroy the item,

SORCERER SPELLS

LEVEL 7

HaME: ASTRAL

COST T MP + 5 Gems

1T PE: Noan-Ceoanlnat

AFFECTS: Entire Party
DESCRIFTION: Transports all
chavacters to the astral plane.
This highly dangerous place is
arherwise impossthle o reach.

wAME: DUPLLC

COST: 7 MP + 1040 Gems

I PE: Mon-Coanlial

AFFECTS: Spell Caster
DESCRIFTION: Allows the caster
ey elepdieate any 1 item in the
caster's back pach. Small
change sk the spell wAll Tadl and
destroy the jtem.

SoalviED METESR

COET: 7 MP + B Gems

TYPE: Caanlial, auldaiss
AFFECTS: All encmica
DTESCRIFTEGN: Buaries all
mcnaters under a hail of
medeors, inflicting 1- 120 damapeo
painls ore eacks moresier.

MANIL: KEFLEC

COST: T MP 4 5 Geans
TYPE: Combat

AFTECTS: Entlre Party
DESCRIFIION: Keduces the
damage nflieted on all
characters by 172 during
combat,

MAME: PRISN

COST: T MP + 5 Gems
TYIPE: Combat
AFTECTS; All Enemies
DESCRIFTION: & fandlaan
powcriul spell that has
commplelely unprediciahle
effiscts onall monsiers.
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Compliance with FCC Hegulations - This eguipment
generales and vsces radio requency energy aosd i not

installed and wsed properly, that is, in sire A sacred code -Ff'fﬂ-ﬂ_yﬂul_ﬁmﬂ
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may cavse interference to radio ane television N : - ; 5 :
|¢L';.'|:|l[u:|. IC e been bype Lested and found o " ‘jlﬂm{fﬂtﬁ' the Elders mfﬁ“‘{‘: Hou tﬁm”ﬁh’
comply with the limils for a Class B computing device And the Inner Sanctum may be revealed to you,
in accordance with the specilication in Subpart J of ; y = Fi / ]
Part 15 ol BPCC Rules, which are designed Lo provide Irjiﬂ’}jgﬂ 7362 © 9 A0 to 5 PM. I!ﬂ'f':]:-'
reasonable protection against such inlerference in a
residential installation. However, there is no
guarantee that interference will nol secur in a =
particular installation. [ this eguipment does caoase
incterference to radic or elevision reception, which
can be defermined by turming the equipment ofl and
e, the user is encouraged o ey {o correct Lhe WHEN YOUR JOURNEY IS AT AN END...
interference by one or more of the following
FIEELTES!
s Brarient the receiving anlernna, Upon JIH arrival at the Inner Sanctum,
* Heloeate Lhe NES with respect to the recelver. you will be given a passcode. Record this
* Move the NES away lrom the receiver. code, and send this with Your name,

* Plug the MES into a dilferent outler sa that the
NES and receiver are oo dillerenl cireuils.

address, birthdate, and a report

Il necessary, the user should consalt the dealer ar an of you quest, and receive the
experienced radie/elevision technician for additional Honorary Certificate ﬂfﬂiﬁﬂﬂvﬁ'ry
suggestions, The user may find the following bookler from the Wizards of Sammy!

prepaved by the Federal Communications

Commission helphul; How te ldentify and Resalve B h
FadioTV Inlecference Problems— This booklet is £ Wary.t uugh. for EveIy. pnaﬂcudn

avallable from the 1,5, Government Printing Office, is unique, and counterfeiters will
Washinglon D.C. 20402, Stock Mo, 004-000-00345-4, have a vile spell cast upon them!




90-DAY LIMITED WARRANTY:

Aomerican Sananiy Docgrndicn CAanerkan Sorome ' wormanas oethe origoal
comsumeT that tluis AMERICAN SA2AY Game Pak ("PARTD ool inehoedan g Danss ok
Aceisssries ar BOEOT ACCESS0RIES) ghall b free rons detecrs b mnternl aod
werkmnnslip Toe o ekl ol 90 days Treen dote of parchose, 0o defec] covernd Ly
ihis wRlrTanly onmirs dusing Soddny warmmnny periad, Arnecean Saeoeey w07 repsein
o reploes the AR ot tis opllon, free of charpe,

I'n recelve thds wartanoy servics:

1, D0 MO0 redurmn o defectlve Gome Pak o the relailer.

2, Mabily the Smccenn Soonsy Divisica of tho prabdem roouirng warmanby scoecoe
by enlldng: 13 10] 32007157,

G0 INhe Amedean Sammy service eehnlclon is analdes 16 osolee He problem by
plraee, b welll qrevesdihe v wiils o Feturn sathortsdion rembier, Somply secord
thils nienmales i the oadlsice ek al yosug delfevtive PAK, and meiom year
Pl frefghit prepared. as FouT dsk of damags, cogelher wilh pouy sales slip or
sirnifar prrocfof purchaee within the 930-doy winranty perod oo

Amerienn Sammy Corporotlon Consumer Division
EA21 205¢ch Strest, Sualte D-104. Tomance, CA 906D

This worcanty shnll sal appdy 11t PAK Das Bocd diniagod by oegdligence, acaklenl,
unrepscmibile use, modillcnibon. Lamnpering, or By aller Gidses uonelate:d 16
cleleelhe maderials or aeckmanship

REPAIRS AFTER EXPIRATION OF WARRANTTY:

I 3e Bl desvelaops o pechilem afles Che 30-day seavvaniy peskel, yoo mpy coniaed
Amlericim Sammy Carparaticon Service Divislen sl e phaies e oerel sk, 1
the Amenicon Sammy cechnictan is unalble to solve the peobilem by phone, ke ey
poicks v il o Tesluen Aadbarezeadico aeombeer, Yoo may then record chils monber
cat the caitaiie paclcaging of the delective PAK arel rebern e delective PSE Tocigh
prepsid b Arerican Saminy, enclnsiog o check o mcoey escler Sor 810000 payalbile
i Ammercan Sanany Sorportion. fmerlean Sammye will ot dls option, subjeet o the
el alsne, repade the DAK ar repbeoe 40 with g owew ar repotmed PAK, I
renlacement FAES are col pvnllahle, the delective FAR will B ocianssd aond chs
SO0 paymment refunded.

WARRANTY LIMITATIONS:

ANY AFPLICABLE [MTLIED WARRANTIES, INCLUDING WaARTANTIES OF
MERCEANTAHILITY ARD FITRESS FOR & PARTICULAR MIRPOSE, ARE HEREQY
LIMETED T RIRETY DAYE FROM THE DATE OF PURCHMASE AN FOR &
PARTICULAR PURPOSE . AME NEREDRY LIMUTED O RINETY DTS RO THE
DATE OF MIRCHASE aRD ARE SUBJECT TO THE CONHTIGNS SET FORTH
HERER, 1K HQ EVENT SHALL AMERICAN SAMEY BE LIABLE FOR
COMNSEQUERTIAL O INCIDERNTAL DAMAGES RESULTING FROM THE BREMTH
OF AWY EXPRESS OR IMPLIED WAKIAN TS

The provisions ¢ Wl thils wnrgandy ane Yokl e the Hpiced Saies eoly Somee siates da
met allow Emetations on o Jong an imeplied warmnty bets or exelosion, of
cvmmuen il e incklental dinoges, o e aneve Emetations and exelusion miy
st apaly to o, This saroedy pives vov spsecils legpl right= ol vons sy alsa
hivve othier righls which vary drein scaee va seacs,

Aleng your treacheraus jeurnay through the Land of
Yarn, You may encounter vanous dilemmas. You may
also wish 1o map out your travels along the way. The
Might & Magic Clue Book is a helpful tool for evan the
mest skilled adventurers.

Just fill out this form and send it in an envelope with yo
check or money ordar to:

American Sammy Corparation
Attn: Clue Book Department
2421 2056th 51, Svite D-104
Torrance, CA 90601

(Fleaza make checssimonay crders cayabio 1o American Sammy Corporatio

[ —————

FLEASE PRINT

ame

Address

Cily Slate Zip Gode

Send Clus Books at 9,95 aach,
Galifarra resicants add 8 25% saas tax, (B2e per ook)
Add 52,00 pestage ard handling per book.

TOTAL:
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