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| Use of the Controller

#f The Control Pad

The Control Pad moves the play
er's character around on the
World Screen and moves the
hand on the Sub-Screen. “Up”
will move the hand or character
up, "down" will meove it down,
el will move lelt, and “right”
to the right. On the Sub-Screen
wvou can move the hand con-
pletely around the menu by
moving i just one direction.

Moving in the  Up and Down
World Screen Sub-Screen

Left and Right
Sub-Screen

® A Button

I'ne A Buttan is used to search in tront of the character while mavelling on
the World Screen. It is also used to intiate conversation with other charac-
ters vou meet in the game. The A Button will execute meno choices.
aclvance text to the next screen, and end & conversation or a battle, When
making a selection, make sure thal vou have the correct selection before
pressing the & Huttan

Talking to
Character

Searching
A Door

Executing
A Selection

Thare I& andTher

| Evie! Bemarthing
Tewn im the | mISSIng

mowthEaET, thic statea, .

Many Places To Search

When you traviel about, remembor 1o

press the A Button 1o scarch the arca
in fromt of the character, You can find
many things if you scarch very well




® B Button

By pressing the B Button, you can make several things happei. Yo can II SIARIIING THE GAHE

concel & seleclion. You can speed up a conversalion between characters,
Yo can exil a Sub-Screen Window, and end a conversalion or battle

resolution screen. You can see that the B hutton gives vou the kind of 1. Place your carlridge in the GameHoy properly.

control you need to play A winning game.

@S START Bution

The STAKT Button slarls the game, and
brings up the Funclion Sub- Sereen. You
can check vour abilitics, use an iten,
pquip a characler, of Save your dame,
Also indicated is the amount of Gold vou
carry, your current floor number, and
highest position achieved.

@ SELECT Bution
Pressing Select during play brings up the
Status Sub-Screen. You can check the
parly's Hit Point levels, and Hearts. You
can sef the message speed to speed up
pr slon down We L, Oneis the fastes),
cight the slowesl, 11 is important to note
that Sub-Screcns cannot be activaled
during a baltle.

2. Turn on the power, and press START.

| = 5 A 5
& 3. Adter the Introduction, move the hand o the
desired race of yvour party leader,

Pesition

|, Select the race of your party leadsr by
pressing e A Button,




Humans are the most well-rounded
characters in the game, Their starting
Hit Puint levels (HP Levels) are high in
compatisen to the other races
Humans can use most all equipment
and armor. They can carmy up to eight
items of vour choice. Humans do not
rise in strength and level like the olher
plaver races, They must “buy” their
increases in the form of the HP200 or
the HPAO0, Strength and Agility can be
raisedd by pairchasing STRONG. and
AGILITY. Humans are the mosl com-
mon of the races found on the Confi-
nenl, Their numbers have been
increasing due to their strength of
arms With this ability, they have been
able to wrestle must of the land back
from the imvading monsters, but as o
yer, have still been unable to discern
the secrets of 1he Tower.

The Mutants are an nleresting off-shoot of the
Human race consisting of a cross between
Humans and some of the older races of the
world of the Continent, As plavers, they tend to
be physically weaker, scesing fewer HP's
than their pure blooded Human counlerparts.
Mutants do not raise their abililies like the
Humans., Mutant powers “mature” only
through the rigars of questing. Al a point the
Mutant evolves into a more powerful forn. This
ution trigoers latent powers locked desp
inside the Mutant's genetic code. Suddenly
gifted with new powers, and more HPs, Lhe
Mutarnt character becomes a more dominanl
firce in the party. Mutants can carry up to four
itermns, and once their powers are activated, they
can no longer use their store-hough! weapons,
For all these reasons and more, the Mulant
fers many opportunities for achieving success
n ihe gares.




Monsters come in many  shapes
and sizes, Some are crealures from
the Confinent’s pasl, and some are
peweamers from the Tower whao
have proven 1o be friendly. All have mastered the ability to conununicate
with the man-like races and have even begun 1o co-exist with them. As
players, the monster character alsn has an individual method of growing
stronger. The monster characler gains strongth by eating the spacially
seasoned meats carried by most creatures. When a monster character eals
meat. he may ransforom inta a beast of another form. He will have all the
HPs anud j':-!'."n.*:-'ﬁTT’\' of the beast. This means he could transform into a beast
weaker than himsell shauld he eat the mear of @ weaker enemy. And of
course, iF he eats the meat of a more powerful monster, he thus becomes
more priwerful. Munsters start with low HPs, but some have strong allacks.
Munsters cannob use items.

Naming The Character
The name slot for each character will hold
up to four letters. Use the cross kev to
move the hand to the letter that vou wish
Loy e, By pressing the & Butlon, you will
enter the leller that is 1o the fght of the
pointing finger of the hand. The positions
nf betters will work from |eft to right across
the screen so to skip a space you will have
ta select the blank space to the right of the
upper case 2. Should vou make a mistake
in your letter choice, pressing the B But-
ton will erase the last letter entered. If you
keep pressing B, you can erase all the let-
ters. When vou are fnished naming a
chiaracter, press the START Button. Ouoce
you feve picked a name and oflicially
named your character, the characters
mame cannol be changed, S0 he sure (o
pick a name you like! After all, vou and
the character have many challenges
ahead, so you might as well get off to the
best start!




Recruiting Characters
I1] BEGINNING THE ADVENTURE

The Guild Master asks you
where you want to put 1he new
member by saying “Whao?".
Using the Up and Down Arrow
of the Control Pad, you can point
o the emply slols in vour pary.
Press the A Bullon: when the
hiand points to an emply siol, the
Character Creafion Screen will
appear. When you finish with
one character press START. The
game returns to the Guild Screen. Point 1o
the next slot, repeating the process until
your party is full. When the party is com-
plete, press the B Button to return to the
game. Take four charcters or less or vou
will not go
forth in the
quest You
may  retire
dead charac-
ters at the

The adventure starls on the
woeld of Continent in he village
of Base Town. Basc Town is
located in the north western sec-
tion of Continent. You starl
slanding at the southern edge of
Base Town. You are armed with a
hammer and here you can
recruil some companions to help
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in this quest. You should proceed
int the village and go to the
Guild to recruit additional parly
members.

Cinild by point-
ing to them
and pressing
the A Buttun
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Once A Member, Always A Member

Once a character has been introduced info a party he cannot be removerd
unless he is dead. A party leader cannot be removed under any circum
stances. The party leader is the charac
ter thal is located in the first slot of any
You may change Lhe leader of a
from the Stalus Sub-Screen by
changing their order. A characler
laheled as Dead may be restored of a
House of Life if he still has at least one
Heart. Characters with no Hearls must
he retired.

HIGHER LEVEL COMPANIONS

As you progress through (he game you may lose a character 1o
more poweriul enemties, The strength of the Guild members will
increase as the levels you are plaving on ger harder. With this, you
can get one cluser (o your pariy's abifiies, should you have to

replace a lost party member, Bul. ry 1o save your members. The
replacement members are nol as strong as the ones you have
been working on through the game. New members will need
armor, perhaps some weapons, and possibly atfribute increases
which will slow you down.

Recommended Parties

4 HUMANS

This is an cxprnsive party to raise in levels,
buit an extremely versatile group. Hurmans
can use all iterns, and they will rse in levels
as guickly as you can get the money,
Another advantage is in the large number
of HPs the Humans start wilh

2 HUMANS, 2 MUTANTS

This is a difficult party to start with but it is
cheaper to raise levels than the 4 Humans,
The Mutants will prove useful in higher lev-
els. Humans have to carry the brunl of
lower levels due to Mutants low FIF 1ofal.
Armor is & must.

2 HUMANS, 1 MUTANT, 1 MONSTER

The Homans will have to provide strepgth
umtil the Muotant and the Mooster have
developed. Some Monsters have powerful
¥ o attacks for beginning level characters. With
the right chemistry, this could be a very
powerful grougp,




WE DO NOT RECOMMEND THESE PARTIES
4 MONSTERS

Bolh of these parties have serious |}'|'5m‘|‘.':5!'|r..‘; i HP Levels: The
4 Monster party cannot wear armaor, and suffers [rom o severely
limited amount of attacks. Withaur armor, they are highly vulnera-
ble. The 4 Mutant parly can carry up to four flems cach, but will
find themselves in trauble when their powers begin to develop and
they become short of offensive attacks: Buth Of these parties cannol
use most of the lreasures that are to be found in the world of The
Continent, And ultimately, treasure is nost Tmportant B your suc-
cess, i nol survival!l Balance in a parly 18 rssential. Parties should be
designed 1o make use of as much of the potential items as possible.
1 takes skillful play and clear thinking to accomplish this. Himans
can use items but Monsters and Mutants cannot. Linless played with
extreme guile, these parties would ramely survive their first few
encounters.

Gathering Information

As you progress through the fwists, lurns and challenges of the game, vou
should seek Lo gain as much information as possible. In the quaint and
bustling village of Base Town, the player will gain valuable information
abuut happenings and solutions to problems by talking to other charac-
lers. Be sure to stop and cf | may speak o olher characters by
moving up to them, facing them and pressing the A Button, Continue o

iy

advance he conversation by pressing the A Button. By gathering all the

necessary information, you will know
what vou should do. There is much wis-
dom e be gained from townspeople. It
miay be difficult to get them 1o lalk, bat
they do

e

the kar tea ths
desr in the Sratuve
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Encountering Enemies

The Continent is inhabited by danger-
ous creatures, They attack with claws,
farigs, and othwr gruesome append-
apes! As you wander around (e world
af the Continent you may be attacked
by one or more of these creatures. [0
this instance, the valiant party is for-
ciously attacked by a lone Gublin with
an exlremely nasty remper. With the
Fight or Run Selection the panly can
decide to attack or retreat. Il one party
member retreats, all members must
relreat.

To Fight Or To Run?

[t will not take many encounicrs before
the party is able 1o recognize e power
af some enemics, If the fight lasts more
than one round, will the party survive?
These are lhe questions that must be
considersd, FEven if you try to mun, vou
Ay ot gel AwWay.

Enemy Goblin

Type And Number of Enemies
Fight Or Run Selection

| Can” ¥ TR

A Battle Begins

A Weapon To Match The Enemy

When vou give the command to fight, it
will starl wilth the first character in the
rarty. The game will ask which of your
woapons you wish o use. By pointing the
hiand at the desired Weapon and pressing
thee A Button, vou will altack with that
weapon on the indicated enciy. As vou
finish with nne charmcter, the gune will
continue onto the next. When all of the
characters have selected their weapons,
the game will resolve one combat round

Multiple Enemy Groups

The party may be attacked by more than
o group of epemigs at a time, If this
happens you will need to indicate which
group the altack will o against by mov
ing the hand |cft (o right and pressing A
Remember some attacks alfect a whole
ENETY group.




Combat Resolution Recovering HPs

Alter all the commands are i, He game
will take off the appropriale damage from
the characters and enemics. If both sides
survive the Tiesl round, it will continue
PIRATE 1a dsad until vne side is eliminared. If the party
wirts, (hey will receive a Gold Fiece
amaunt for their victory.

You must heal the entire party. If there are
not ensugh GFs, you may use uther meth-
nds of Healing, (pages 30.41). Enter vour
command by pressing the A Hullon, After
being in a
few horren-
idius SCrapes,
the party

Eria wom! |
reaw Ewt  &00P

el same ! |
Ceasr 1001~

may want 1o return to the nearest lown to

Someticass Thére Is Meat . [receive Healing at zI.-r:.'_Iuc.'ﬂ [nn: It will cost 1
N | Gold Piece for every HP vou need tn recover

Occasionally, a chunk of Meat is lefl & anca| | to full health. If you don't have enough 1o

| BTl I pay for the full amount, then vou will noe be
Parly's Total Gold Pieces i ) . v .|!....|..‘:'.l t]r.JmII rn_.
i i able to receive any Healing. You may nol
| Yes Or No Selection | 141 unly one member
Amount Neaded
Farty's HP Slalus

behind by one of the enemigs. [[ (his
Mest is caten it may bring a chango o
the Monster character. The Meat will
have no effect oo the Human or Mutant
character. Remember Lthe type of enemy
vou defeated. If it is o strongey character,
E,'nu may get stronger, if nof, vou may get
weaksr

Halosma! |
Dest 16R"1HP

Insuifficiant
Gold Pieces




The House Of Life Liiiiia

Il & companion has hesn WOLE can reslons E
him at the House Of Life, Each time a character
i restored, he will lose one of his Hearls. He will
[sc: restored,
hut will be
Hou=e of Lifa 2 5 e L
.: '}'—JI_!|}' in need of [ealing after being
S — . revived. Onee spent, the money 10
St restore characters cannot be returned.
Point the land to the charcler you
wish to revive and press the A Button
If all goes well, vour companion will
returs Lo your party it fine health

IF YOU RUN OUT OF HEARTS

Cinee your character bias run nut of Hearls he will na longer b able
tu b restored. You will need to take him 1o the Guild o meeive a
niew party memiber, If von have lost a chamacter that you really don't

want to lose, vou can shut off the power to the GameBoy and tur it
hack on. When you select Continue, your party will restart at the
last point vou saved the game. Make sure you check to see if any
party members are dead before you save the game,

Weapons And ltems Shops

When vou enter these shops,
indicate whether vou wisl to buy
ar sl by pressing (he A Butlon
with the hand pointing o Lhe
appropriare selection. A list of the
items (or weapons) in the shop
will appear. By moving up and
down you can scroll through the items. When the hand points 1o an item
you wisly, press the A Button, and vou will have purchased it You cannol
cance| once an item has been bought or sold. Hopefully, upon closer
exarmingtion of e item, you will discover that it has grear value to youn
parly.




IV READING THE MAP

The map «f the Continent uses symbols o
show the dilferences in the types of lerrain
travelled in by the characters. Here is a list
of terrain features and how Lhey affect travel.

TOWER

The Tower marks the location of Base Town and the
only spol where you change levels. The Tower is the
ultirnate quest and holds many scerets.

TOWN

“I'his symbol represents a place where you may buy
or sell items, A lown is a place where you may be
healed, or fallen comrades may be revived.

GASTLE

This is the residence of & King of Continent. You can
also fearn information and find great (neasures.
Many of these Castles arc dangerous places.

The mountains of Continent represent abstacies that
must be rounded. Look around. There are many
passes that will let you go through the mountains.

The Caves hold mysteries. Some connecl to other
places, some hold hordes of enemics with treasires
Explore all you can find. You may be surprised

OCEAN/RIVER

The Rivers and Clecans cannot be crossed by the
characters. You may cross a River by & bridge, Dot
wou must find other ways fo crass an {ccan

Many of Continent's bridges are still intact, well con-
structed and numerous. If you ravel along o river,
viu're certain to find a bridge soon.

Plaver is apt to encounter e stronger enemies in
the Forest. Plaver can move through te Forest with-
out penalty. Use your A Button 10 scarch,




VY THE FUNCTION SUB-SCREEN

The Function Sub-Screen is for using items, checking current ability levels,
peuipping characters, checking your position in the game’s overall sense,
checking your GP level, and Saving your game To select a particular
function, point the hand to it and press the A Butlon.

Thee posilion indicator shows
the Moor you are on. At the
starl it reads 1F (first floor).
The number in the mxi-
mum column shows highes!
level party has reached,

| Mty

f "~ The GP ur Gold Piece figure
Select commands by using e indicates the total amounnt L_1t'
Control Pad to move hand 1o MmOy Yoir parT}f.has. It i
desired function and press A the st of the entire party's
Button., When finished, exit by money. You cannot divide
pressing B, : the money amongst the dif-

ferent party menibers,

Ability

You can evaluate your cligracter’s abilily
on a scale of one to one hundred. To look
at an individual character, move the hand
to the character, and press the & Bultton
You will then see the character's ahilities
and equipment. Pross the B Button 1o
irave this mode.




_-J

@ Character's Current Max HF Level

Character's Current HP Level

@ Figure OF Your Character

@ Your Characler's Name

£

@

The character's strenoth s based on a scale of 11000 The
higher the number. the mightier the character. The stronger
your character, the more damage he will do with ooe Tt

Defense Rating determines the amount of damage taken from
an cnemy attack, The higher the Rating, the less damage
taken. Armor raises the Kating in Humans and Mutants,

Agility influences how often your character is hil, and how
well he will do with Kanged Weapons and Skills. The higher
this value, the better your character.

Mana indicates the power level that the character has when
using masic. The higher this value, the more powerful the
magic thrown by the hrave character.

This list shows the equipment being carred by the characler,
The itern at the topis an “in-hand item™ and will always be the
first selection on the battle screens.

ltems

This screen shows flems that are carried
v the party. These items are not inoa
character's inventory and can be used
froan the [em Screen. To see an individual's
equipmaent list, use the Abiline Fundion.

Using The Item

To use an Item, point the hand to the lem you wish to use and press the A
Button. A second hand will appear thal you can move arund with the
Control Pad. Move this second hand to the person you wish o use this
ltern on. When the hand points to that person, press A again. Lntil vou
press A for the final time, you can cancel by pressing the B Burtan. 1T an
Item cannot be used by o character, a message will appear SAVINg 50,




More About ltems

You may wish to rearrange the Items on
vour lis! so the ltems used mosl often are
on the top. To do this, when the second
hand appears, move 1t o an empty slod
Should you wanl to get rid of or drop an
iterr, point the second hand to the lrash
can. Press Butfon A to execule the
CO TN,

Using The Crystals

To use the Crystals on the lrem Sub-Screen, go 1o the Item marked Sphere.
Press A and a seoond menu screen will appear with the Crystals on it
Point 1o the Cryssal vou want to use. and press the A Button again and you
will ligwe used the Crystal.

Equipping Characters

When you ses armaor and weapons in the
party lem menu, it doesn't necessarily
mean that the characiers can use them.
Each character using an itern must Equip
it 50 it will be in his individual inventory,
Chice deposited in the inventory, the char-
acter can use it at whim as needed. Remember. characters can only carry
a0 many ilems. 5o be sure to get the most helpful ones!

Mutants can enly carry four items and [lumans sisht. Monstors can
carry o lems. With these limitations, one must think carefully on
what items cach one of his pary members will carry: Try to balanee
the list herween armior, weapons and spells,




Saving The Game

PemiTian oF
T Save the game, press the START But- || maximom sE

ton. When the Funclion Sub-Screcn
comes up, point the hand to Save and
Press the A Button. Ir will ask vou if you
wanl Lo save or nof. Think carefully, Be
sure youl really want to before yvou do. The
information of the previous sve is o8t onee you save. A hasty move
here can mean the loss of information which you might regret losing later
in the game.

SAVE THE GAME OFTEN

It is & good idea to save the game offen. Saving the game often
protects you from losing a greal deal of information should the
game be aceidentally rned off or the batteries wear dowi, 1L is also
helpful if you need o erasc a mistake in game play. If the player has
his whole parly efiminated, he can turn off the GameBoy and furm it
of again. When you turm it back on again and continue, the party

will be restored to the last time you saved the gamc, Thus, i you are
attentive o saving the game you have plaved with skill and determi-
nation, yourwill be able to return Lo L where you left off rather than
having ta backirack!

VI 1HE statUS SUB-SCREEN

This Sub-Screen is used for chocking the HP Level of vour chamacters,
changing the arching orders of your charscters, and setting (e message
speed. These functions can minimize (he amount of damage given to
certain characters, These functions, therclare, become an important part
of your game strategy. The characters in the first two slots are the most
likely to be hit as thoy are at the front of the party,

»__ Hearts Remaining

T
?“"' 2 Status Sub-Screen shows
J/m 11 4 the Hearls remaining, |f

Mame 8 you run oul of Hearts, and
Alan your characler dies, it can

B,u 10801 b revived.
1 zﬁi'ﬁ‘n 7 A Max HP
’ — Present HP
Message Speed e

The message speed indicates how fast the display rvpes
out information, To see messages faster, lower the mes-
sage speed. To slow it down, raise the number,




Changing Order

To-change the order of your pary, point
to the character you wish 1o move. You
can press the A Bulton and a second
hand will appear. Move the second hand
i the slot you want the character to
occupy. Press A Burton again, The game
will then ask vour if you wanl la changs.
Bv pressing the A Bullon, vou will
change the order of the characters. [t
may not seem apparent 10 vou at first as
to why someone would move characters
around. The characters in the fronl of
the party are the mast volnerable and
mast likely 1o get hit. [f one becomes
badly wounded and no healing is availa-
ble, vou may want to move that party
mernber to the back to try 10 protect him
from further damage unlil vou can miake
it 10 a town. In & lown, your character
can receive Healing at the Loecal Inn.
Heoswever, it will cost the Player 1 Gold
Piece for every HP point necded to
recover [ull health. Remember, you must
heal entire party or none. See pages 40,
41 for olher healing methods.

Message Speed

If you want to change the speed of the
Message, vou can press the A Hutlon so
the second hand will appear. You can
move the second hand to the desired
speed and press the A Button. You may
wish to change the speed many times
during the course of play depending on
where the pary is and whal they're
doing, After some familiarity wilh the
gami, you will be able o decide which
speed is needed.

Individual Status

You canm also check vour charactors” Sta-
tus, just like using the Abilie Function
an the Function Sub-Screen. To check
individual Status, point the hand o indi-
cate the chamcter, You can then press
the A Button. When 1he second hand
appears. leave it on the character vou
want the information stalus [or, and

[ress A 'ug'q.in [r will then progross the status screen. In (his manner. vou
can check individual status for all vour characters. -




V1] WEAPONS AND SKILLS

Weapons (with the exception of certain inagical irems) lave a limited
number of uses. Great cane must be taken (0 make sure that the party has
enough weapons to make it through an entire excursion awsy from towi
There is no way o re-arm in the widdle of a fight.

Melee Weapons

Meles weapons represent the hand-to-liand style of weapons such as
swords, axes, and hammers. The amount of damage that can be done by
Hiese weapons is directly related to the characters strenglh, This type of
weapon inflicts plysical damage on an opponent. The player can greatly
enhance his chances nf success if plenty of weapons are carried in case of
an emeroency. You never know when you leave a town just how long iLwill
he until vou return again. Thercfore, melee weapons can be uscful
throughout the game and your jeurneys. Stock up on a good supply when
you are i a lown.

7! LONG SWORD

4

Ranged Weapons

This type of weapon is the fired type of
weapon such as a Bow, a Missile and an SMG.
These weapons hil on & combination of
vour characters’ Agility and what is known
a5 a Rate of Success, The Fate of Success is
Lased on the number of tines that the char-
acter gtually uses the weapon. In such
cases e more VOLE 1Ese an ilem, the more
likely you are to succeed with i A Missile
and an 3MG zre multiple stike weapons.

Skills

Your skills represent forms of combal thal must be learmned and mastered.
Such Skills are Punch, Kick, and Head Butt. These will eventually becoime
mare powcrful skills as the charactors progress. Like all weapons so far,
these Skills can have only limited uses. You can use them to strike multiple
times, but they will du litde demage unless they are masterad through
constant use. 'l master such skills, you must practice throughour the
game. A good knowledge of theo can be helpful even if they are not lethal
Skills can help vou get ool of certain situations,




Limited Use

Some Armor pieces such as Shiclds have lim-
ited uses, A number 10 the right of anv item
indicates how many uses are left before it is
gone and needs to be replaced. Keep a very
close eve on the numbers. You could easily
find wourself thinking vou still have a few uses
laft when vou don't.

Unlimited Use

You will find some pieces of Armor such as
Helmels, Brcastplates, and Gauntlets, along
with several magic items that have no number
to the right of them on the equipment display.
These items have no limit to their usage, They
will not wear out and will continue to work fur
the character until bie discards them. These
items are the most useful in the game so iry 1o
find them.

COoLT
@coLD
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Helmet

i

Spells are cilther combative or noncombatjve COLT
and work against groups of enemies rather
than individual enemies. Combative spalls dao EICE

damage to the eneny. Noncombalive spells
Incapacitate enemics without deing phisical damage, Both are egually
emrelive, 50 try to earry as many of thess spell books with vou as vou can.

Attack Spells

Fire, Chill, and Elec are Attack Spells. Through tie use of Flemental Magic
thew du phvsical damage by drawing elemenis 1o attack their Lpponent,
Non-Combative Spells

Sleep s an example of a noncombative spell, These spedls do no physical
dantage, vt thoy incapacitate the enemy, making cpponents defenseless.

Healing Spells

Cure is a healing spell. This spell helps replace the lost HPs of the party
members. They come in handy when you are rurining or oul of petions.




Must of the work that is needsd to be done cannot be completed without
the aid of iterns. They come i many forms whether weapons, potions, or
strange objects that normelly wouldn't be perceived as imporanl. Look
them over carefully. Purchase some, and try them to see whalt they do. Yon
never know which ones will really henefit your particular parly, Hemem-
ber, Humans can carry eight items, Mutants only four, and Monsters none.
Chiovse well

Recovering HPs

Potion, Potion 3, and the Elixir are items of powerful healing magic, They
come in handy il an oo is far away and a party member needs help
immediately. They have multiple uses and will work for all the party
memtbers, Kecp a couple at all times,

Human Strength And Agility

Homans, unlike Moosters and Mutants, gain their strength and agiliy
through the use of the pations Strong and Agilite. Each use of one of these
potions will raise their abilities by a variable amount, L may take several
potions to raise one Human to the strength level of another.

Healing ltems

Many of the tlems help eounter the effects of special attacks made by the
encmy. They will cance] the effects of the enemy attack and allow vour
party to better defend itself. It's a good ided to spend some time working
up the money to buy a few of these tems before going on a lengthy
journey such as into the Tower

The Rod - fur healing,

The Antidate - ior curing poisan.

The Golden Meedle - for euring Pesrification.

The Cross - remeves curses,

Ezlrdm per - cures blindness.

The Bell - swakens sleepars.

Pan - dlears confusion.

Shocker - cures Faralysis.

Arcane - replenishes 2 limited nse ftem. (One time only)
Revive . restores one dead character,

Heart - replaves une o Heart to character, [3 Maximuom)

Other ltems

Door I'he door has a special ‘spot s0 vou can teleport to a
specific location whenever vou wish.




X1 SPECIAL SKILLS AND ABILITY

Through the trials of guesting, the Mutant character gains strength. As his
strenglh grows, cortain latenl powers begin to show, They work like the
mare magical peswers of the Homan charactors, You can recharge them at
an Inn just like the Monster character docs. You jus! never know when
these skills and abilities will develop.

Monster Ups and Downs

‘hen vou look at the Monster's Sub-Screen,
you will find some type of attack listed
there, To the Aght of this attack vou will find
an "X oran "0O7 The "X means your char-
acter will be more vulnerble apd 07
means it s immune (o this allack. For
example, the Wererat character is protectod
well apainst Weapon attacks. He will take
less damage from them. The Lizard is sus-
ceptible to log attacks and will take more
damage lrom them.

Unusual Attacks

The Monster character las attacks unlike those of Human characters.
They use very unusual weapons and even their bodies o defend their
oppenents. Attacks such as Nail, “lisk, Horn, Fin, Tall, Bone, Nose, Beak
and 8 Legs can sumetimes do more damage Lhan the more commanly
used weapons like swords and magic spells, However, the weakness in
these anacks is hey can only hit one enemy at a time. The fight can go on
Attack Tepe Depends On Character Trpe.

Ranged Attacks

Some attacks such as Flame, lee, Thunder. Gas, Acid, Quake, Tornado,
Whirl, will work on groups of opponents at a time. These attacks have a
great deal of power and they gel things for your party in 2 fix, Long hattles
can therefore be settled in just one Dlow by using one of these attack
strategies, This would be advantageous over ong hit at a time. Use this
power wihen needed,




Enhance Party Abilities

Mirror, Power and Armor work for the caster o raise his defensive abilities
and greatly reduce the chance of his getting damaged in a fight. The P
Barricr will raise the delensive values of the entire party, thereby giving
them the strength o fill many a foe,

Affecting Enemy Abilities

Powers like Drmin, Stench, Electro, Web and 3and will do no physica
damage Lo the coemy, They will, however, reduce their abilities {predomi-
nantly Agility), so they will not be able to launch such powerful attacks
Againat your party,

Mystical Attacks

some powers can allect the enemies in ditferent wavs. Powers like Poison,
Irrangs, SlGaze, Sleep and Flash, will damage or incapacilate the enemy
characters. A blinding Flasl. or magical sleep will leave rhe enemy open
for you to run or strike o mighty blow. After some play you can decide
when and where toouse your different powers. Different situations will call
fur different strategies. Instead of a damaging bluw, a magical sleep might
L called for. to enable your escape.

Lethal Attacks

As your parly’s strength builds, vou will eventually develop powers like
Gaze, D-Fangs, and Petrify, These very powerful attacks can fell an enemy
in a single blow turning Aim W stune or infecting him with a deadly
POisOIL

Risky Powers

Some Abilities have double sided effects. Powers like 5-5kin, PSkin. and
Burn will damage your cnemies. but may also damage you in the process.
It may seem like an undesirable trade, but it can save your life!,

Parasite Attacks

These parasite attacks drain life and valuable energy from vour charcrers,
Tomeh, Kiss, Leecly, Drink, and Melt are powers that will pull the strength
from a charactor and leave him unable o defend himself—or dead. They
can leave you weak and open to more powerful enemy attacks to vour
whole band. Death can also oceur to 2oy of the characters, but they can be
revived using cerain healing powers. Try o avoid any of thess attacks,
because it can weaken vour whole defense. Healing can only Le done in
Lownrs.




Heaﬁng

-.uII ‘|MI I'.-.'- whole party. | will bring ene character back from the
dead. Care will return mos acters back to their original state after
being hit by other powers like Paralysis

.m-;--"“"_"

,-*"3"

L'dr-. - relurn o normal state,

ure, Healing - reoover a member's .—|I’
.-h'u'm Kevive - recover the or I
Raise - restore a dead member back

Self Defense
Humans rely on Armor o keep their delenses ap, but powers like Shell
and ESP will help your gifted character with any defense he may need. You B e L
can use the power of Mirmor to cast the aflac k of an enemy back al him

mung an:;i ﬁtm:rrtg, the:.r werar tmeﬁrt‘am "Erm W-ﬂlﬁm
curse upon the-and needed to be lifted. Gnh.r ohe Was:
_brave enaugh to challenge t__nﬁ__Tower Eric... i
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BASE TOWN

Item Shop

Wseapons Shap

s the tale unfolds, we find our brave hero in Base Town, e vminous
village around the entrance Lo Lhe great, silent, sinister Tower. Here amidst
the ngystery of the speechless giant, he would find companions of a metal
strong enough to brave his mighty quest. He must recruit a party from his
village to -..Laller.g:-. the powerful curse e Tower held over the land

Making a Party

Eric knew of the Guild as anv one who liad a
fecting for .d‘ i, It was & a gathering place
where those strung of hearl 1
rumiars of distant treasures gl
others, he would find LIO, a woman of great
streength Alan, the mwysterious i
mulant species. Also (o juin the group v
Wereral, who seemed 1o understand the speech of
men quite well. So began a tale of glory

So stories unfold...

Al times, the mose valuable informartion is
fornd in the most unlikely p
knew thal the people a1 Lhe base of the
Tower would certainly know more than a
passing teaveller. Here they would Jearn of
a towm fo the southeast and a caulion to
guard their hearls well. They would also
e the great locked door of the Tower and
ng, that all o the world of the
vas Nat wio

Conlinent

T oW
EawvaFe

SBAddURApN=
r

Daes rew |lsave

i s a
| amd

NMOL ISV
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2 THE JOURNEY BEGINS...

The Townsman had said...

Ity the southeast there lay another village.

It was agreed thal the party would travel in =
search of this place with the hope Lha

sorme clue might be found to belp them

solve the riddie of the locked door, They a

checked their equipment and ilem sup-

:__I|i'.'
they wanted to ba fully p
the journey

Waylaid and Attacked!

w and set out into & new world. Not knowing whial lay ahead of ther
sared for any circumnstance that could occur on

Th,

Sensing their youth and Inexpen-
ence, a lone Goblin attacked the
partv. Unfortunately, he underest-
mates their courage and the misht of
their weapons. They would not run
from his fight. Only ong side would
remain. The party prepares for
attack! The Coblin would soon find
ot thetr true strengtie and might.

The Battle

The battle was joined and all
four companions Funched
their best attacks miade 4
goodd show of hin with his
mighry 1usk and the Coblin
was 5000 overwhelmed. Alan
searched through the Goblin's

;i and Tinds 40
pieces of gold! Surely this
bandil had struck llers
before to have such maoney,
Continent would have one

less villain in its borders. now

Continen had been so o
run with villainy that the ps
was attacked ovoervwliers 1I'|'='
travelled. Each time, throush
strenoth and  detorminat
b party vanguished
s, Soon thelr pouches wiers
full of the criminals’ money,
Money they can put to good
use when they reached the
village

Ervie arvtacks

br ANE
10 damase

“SNIDIYM AINUNOI FHL
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Adter one of the many banles, Eric looked

HP Levels.

gver the parly, He knew that without
keeping a close eye on their HF Levels,
they could lnse someone, With muost of
the party members hurt they koew (ney
must find the town soon! They musl reach
the town to purchase Healing to conrinue
{he quest.

At last, the Town!

The townsman had spoken true. After several days of travel
Hero was spolted to the South, The party was attacked again as they
attemnpted to make i 1o the village, but they fled from the fight. Weake sried
by their previous ordeals. surviving to reach Lhe safery of the town had
becarme their only goal. Just in time they reach the Towrn of Hero, Now
they will be ahle to recover and put to use their hard earned money. The
Towarm of Hero
could hold the
answer to the
Tower A

he Town of

afler a
period of nest,
They may also
find more

Weapon Shop

House of Life

The Town of Hero was not v
Although it did not have

ery different from the village of Base Town.
a Guild, it did have a place lor an adventurer to
relax and share a few staries with other adventurers. There were some niew
items in the weapons shop and a statue in the center of town, They shared
stories of Goblin attacks on the road: outside the village and the long
journey so far.

OXiIH 10 NMOL FHL
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Recover HP at the Inn.

The first thing the weake
Hero's Inn to rest ang Their stay
feor g |. 18

¥ -". !
trave] |-,rJ _,.;-_u-|| |_| Al Lo goewd se.

HEALING

_|r-

ed party decided to do was 1o g

W

o 1o the Village of
{oast Them several gold pieces
wmnunt, the party rested until

the hu" from their adventuresome
was hi:

ard earned money

Huloems | §
Cezxr 1GP-7 14

It sccurred to Eric that he had seen healing done in many fashions,
miost ofter in an Inn such as this: Bul he had also seen people
healed by potion or a moystic spell. Once after a fight, where 11
sitstained infury, be had seen L1 cal a piece of meat and suddesdy
recaver his strength. Such a strange and wonderful fand is Conti-
nent. A Tdnd Tie st soe eetirned 1o its former freedon and ol
from under the secrel hidden in the silent Tower

The Friendly People of Hero.

The villagers of ero told Hee reeoy i party of
the three K !'.:.:.ﬁ and their war for power over
Conti nent. They spoke of a statue, and Lhe
magic 3 un:l Armor, and Sword it onoe car-
1. And they al: 1 of & time when the now
[ Joor to the Tower remained open
the pathway o Paredise awaited the wortt
The names of the Uiree Kings and the na
he missing [Feasures were Gl
The thm IE"I[II|'I.I"-""II|-Irb|u I
in his hunger for power, rather Usan jus-
verwhelmed them, They would necover

easures and renpen the door )
J-dndhr-' The treasures helonged here y
belonwed to the people of Continenr, not the
Kings., They would right the things thes
had wronged! Armed with new determ

out more info
I fation te con-
liriue teeir guest,

JEvIe: Semeth ind
b missind Fram

This STatwe. --.

The Casvie of
Shimld ix masThF

8 Kinfm ara Fidhr—|
ind Tar saavrel of
Tha warld.

OY3IH 10 NMOL THL

and Tims sEe-
The Brates of Have
had Armsr wors
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THE CASTLE OF SHIELD

LICY said she thouwght she

: had seen a castle to the
m east of Hern while the
pary was heading south
After setting out it was dis
covered that she was right
Upon entry, it was discov-
eradd that it was the castle
of The King of Shigld. The
party was then promptly
thrown nul, The ey
attempied fo sneak hack
into the castle, bur the
guards attacked! The party
wasn't prepared for this
battle. After much
| thought it was decided
that better squipment
and information was needed. Most of their
Gold Pieces were spent in healing, loed and
rest at Hero, This could nof deter their guest
They decided to return 1o H

LD

Kind Skisild: 1

wWeR' T - B iws mr
mid t® Fed

S THE NEED TO IMPROVE

Earn Gold

In need of funds which the
purchase new equipment, the group decided to
refurn fo hunting handits and beasts that areat-
encd the: countryside. On the journey m Hero, it
was for survival, now to acquire necessary funeds
Their direction defined, they set about their dan-
gerous task. '

Fowould use to

New Weapons and Armor

Hammers wore traded for maore battle worthyv axes

e

| H R |

JIIII wanl |
ee e ]

ram Emk SOOR

and swords. Helmets. and hreastplates with gauntlets of bronze were outfil-
ted to those who could wse them. Folions of healing and more HP's for Fric

were also

purchased. Using their experience to brave the unknown perils

ahead. the party speculated on what ftens they may need to add. After

ILIFIIEN

they had spenl Lheir
wisely, the parly
prepared to set out again

IAOUJIWI OL 33N THL
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Equipping the Party

ARl Tram s
Sawae mIoR

o
i

e
JBEr e DREDHTE

i

Dar,
AEIy
Hang

Al moW ml
Eria o =
arrgs EEEDHTE -
D"t BERDHEE -
Ml‘h
Humg

v

Eric and LID headed (he party and needed the
muost armer, Thase in the front were bwice as likely
o get hil in & battle. At the top of their list s the
wiapnn they have in their band, The next three
poaitions he left open for weapons, MNext came
armoar for hands, body, and head, in any order
They double checked the equipment to be sur
evervthing was in [he proper place. Once in baltle,
there would e no npportunity to correct 2 mis-
take. Since Eric had the
mast [HPs and the best
Dielense, it was decided
(Nt e weonild lead. LIO
falleneed with Adan and
II. hehind her. The
couipment had helped
cvery one excepl L)
The little monster still
nad 2 powerlul attack
aned n one wolld have
traded] him for amone
it the world, Some-
(hing wonld come up.

(-
\6 THE CASTLE OF ARMOR

After me-outfitting the party, they decided w
check further noertheast for the castle of
Armor: After some lime, ey reached a
shore. By following it 1o the nortl they saw
{he castle. The Castle nf Armor was on the
ather side of the river. It a6l fook davs b Tind
the bridge across the river to reach (he caslle,

v Frlamd

The King has troubles... |

The King of Armor told then & tale of sorrow. The

girl of his dreams lay ina village 1o the south and she would nor e his
Hean broken he asked for the party’s help. “Would you be willing...? the
party asked. “Yes! Anything.” replicd the King. So the party decided 10 go
south in search of the girl
and why she wouold not
marry the King. They must
find this girl and bring her

i DHE Era
Tam leak i

YOWUV 10 T1LSVI IHL
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THE SOUTH VILLAGE

House of Life Weapans Shop

Mttough nof in 2
buiding, this guaint
il spol was per
fec! for recoweing
sCETE dATEgE

They decided that f he shoreline to
the south was the Best way Bo | e
After several days travel Lhmugh the forest,
thew found a bridge thal crossed over o ail
island with the village of South v, Here
they stopped for rest and 1 0 geb answers 1o
sOMe questions.

Still more of the plot unfolds...

5 num-
ars all

South Tiwen w
her one prio

butle with apen space
Most residents Iivind ou

af the time. The people told the company of the
King’s Armor and how it once belonged o the
statug. Here they also learned of the Bandil King

and how lie s to marry 1he girl m)[.-a,q of the <,,,

=ik

With litthe I. it 1

Lhe girl 50 she

still more to learn”

Hers is also a tale of sorrow...

0 love for the Bandil and wished o

. 'T'he: hearts of the

pon with her dedica-
The Bandit King must L,—_-
1is t1r-ﬂr mll never he hoard ag
up at the Inn, the |.-urt'~
st in search of the Handit
ittle nervous, Eric wonderad if they
brought enc |g| PO, -

e s

|Tha mandite | ies

it T ST

JFEEE

Tha wtates =f harw
wrnd te wear tha
Mins' m Armar

A2 v w Emard |
abewt ruwm.

ADVTIIA HLNOS IHL
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@ A TEMPORARY SETBACK

by a aet r.lI Zomnbies. Badh wounded, the gro

returnied to South Town to heal and esupply SN
wilh weapons and p)l s, -"\”.E.F ing fur the ;—1 =)
Inn, Alan informed 1 y I o will ,fg;ﬁ,.,_.,. |

need o gel more money hf"h."l"' they can con-
tinue. Thev returned to cleaning up the coun-
trvside.

Three days after leaving, the "'.._, was aftal "|U?'-.‘| i

The party’s first loss.

sughit oo dnd was

'\-L-"d

It a battle with Goblins, one was cut down
victorious, But viclory he
of M
the h

s, |I|

oof | |fﬂ Lin atill I'ﬂ HI. anis rema ’nn_.g A0

n she could ke saved. Rushing hack to the village, the
T party paid the 100 gold pieces and she was retirmed
ke L Mty tr the group.

HEpas 8T Lifa
Came | 0D

1
) MORE POWER IS NEEDED

The band decided that
thiv should focus an
cne member of the
hecome: the
n. It was
decided that since Erie
had progressed the fast-
esl, he should be the one focused upon. With their
newly won funds, they began to huy potions of
strength and agiliey § '3
ointment of protection that 'nr-uL
take more damage. Onee they had raised his abil
ity to & level they thought would b strong enough,
thew decided that it was time to work on building
some of the others.

i L

i

A a8

[P S

BEri WEROMZE - |
Sér. L0
Duf. &
Asl, A
Hana n;

A1a1IN S1 ¥IMOd THOW
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—]\D PERFECT PREPARATION

Mext the party began warking on improw-

ing fighting skills of the others. They
began to pet Strong and Agility for LIO.
Buth of these skills help build the BT

nELEssAr, fior van 4u ~_. ||uw I e most ¢ Chial-

nging of enemies! They
carn Bkills like * K.I_!\ The S %
difficult ta learn bul with ;'fr-'ll"i':'f" 1y
pecame very effective. They alsn gained more Hanged Attacks for Alan
With the addition of some protection spells, he would be ready for more

) {l0 o

11
e meat he had

front Imf' action. The party was still perplexed as 1o what
eemed to show no improvement, After eating S
wed into a Goblin. Eating apain returned him to a We

it was time tutn thie Bandit King once a 1

verat, The party

]il THE BANDITS' LAIR

Emp y Room

Handil King.?
from B2 to B3 1 th
Frllowing the Western wall
deor Ieading into the Ha
King!

A dark hole was the Bandit'
W I‘Li'l the twisting halls,
Vhen they found the pa

Locked Door

5 stronghold,
waited tl

£y WEre C
they found a
[ the Bandil

IV .SLIONVY THL
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Beasts and Enemies Abound! The Bandit King!

ITEE TEPRM A

gianl Puisonous Froo who challenged tem, Tt
the: band, bul l'u_-'x preparad for battle, Al
ill be weakened by things that are cold” He

Al rvery step they were allacked. Many of
the cre

tures had pever been seen by the

"“H. arnphibe
s did the others and the battle

1 the foes iy

I were: mightier thi
had faced before. Eric was uncerlain as 1o
-.'||,__|l." they
ame powerful

¥

from living under- |8 -
ground, or because grm 3

!
]

o

&)

T

the Bandil King. When he mel ; SR Ty L SR e
¢ fruth wonld be known. . rax sasid satar |

I

nadl bested the Bandit King far more easily
than twey ever thought possihle, The
The Bandits Lair had
o e befor
srengh. It had Deen a
good day, Ihe girl was
now free 0 marey |l
K f Armor and the
apeons party |1

very well

A Quick Status Check
Eric: Tiawd bizen huert badly ina |
Rather than chance him th
Alan broke our a potion. A g

age and he pointed to Eric wi

now hiad the kev to his stronghold
N e N "'.|I 'n—- key they unlocked the

potions of healing and

: with & Bedbull.
gh ancther fight,

k look a1 the dos-
10 needed healing.

laocked | ke

Fric drank and recovered bis slrength up to maxi-

mum. LIC was also hurl, bt not badly enough to
warrant & full duse from the potion. Eric thanked
his companions [or their assistance. It was decided
that Hiese checks on overvone's condition should

happea oflen 1o ensure

IV .SLIONYE JHL
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To deliver a message of love...

The party set oul for South Town and the girl
of King of Armor's drgams. The potion of
strength had made LIOY much stronger and
perhaps she should become the new leader.
But Eric had led them well, and he contin-
ped. With the news of the Bandit Eings
defeat, the ladv was ready to depart lor
Arnor.

Payment for Service Rendered.

The party was grested with great joy. The
King honored his agreement, and save Eric
the Armor. With the Arnnor the par
thiat the Sword and Slield wers justa | A
away, Re-squipping themsclves, thoy  pre-

WY

| pared o lesve. Love had conqucred in this

story, even if it did have a little help from Eric
and his friends. The King had been an honor
ahle man: perhaps things were already better
in the land of Continent.

| DB NOW TO GO FOR THE ARMOR

—

(Thank Few VarTy ‘

(mwek. Yeu' va mads
(ma harer,

ﬁl

| ARFFRA R
__MnnAnnann;

Thask ¥aw.
ahd P HE avre &ad

g

Tow SFut S IHO.

LOEL LT

—AdAnnnnAn

9
Qj TO THE WEST LAY THE SWORD

The parly devided to go for the Sword
next. They travelled wesr until they found
a sinall forested path through the moun-
tains. It turned south and then East to the
bridge to the Castle of the King of Sword

AYOMS THL AV LSIM THL OL
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The Strongheld is prepared!

Word must have travelled far and fast lor the King
knew [hal one day someone would come for the
Sword. The encmies lere are as mighty i nol
more 50 than those of the Bandit King. The
enemies kept attacking in increasing numbers.

2 carne nearly

wals wel] pre-

nwulnerable to their attacks. |
pared for Latlle,

"111J'|11H-;

Fie

113

The King of Sword Is ready.
i

Unlike the Armor or the Shichd, the Sword
He made quick work « A1, i
Armar of the King had a chance. Blow blow was exchanged and by a
miracle the parly was victorious, With the Sword of the King now in hand,
the group was confident that the King of Shield will be a linle mom:

receptive.

As would be expected, the King kept himsell as far from the entrance as
possible. Guards were surprisingly hostile, until hey felt Lhe bite of the
! sword of Kings! By avoiding the visible guards and keeping 1o the west, the
Hail of the King was soon found

NAPRHARR AR

Taw st TOH IO

feima Bwsrdl vew Y g
| wesr dadear ma - g@r:u{r
Firsus 20 R
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The King lies in state. e

The party was shocked by the news that the King
of Shigld bad passed o What complication in
their quest for he door way te Paradise would ths
pased It was then that the treacharous Stew-

d exposed himself as the culprit by having his
henchmen ambush the group in the throne
roo. Little did he know of the other treasures
PUWETS.

Erial The ®aier im-

SFtaward Hmm Hmm I
Hma. Ham miew |

Watch the Steward!

With miglity blows from the King's Sword, the henchmen of the Steward
were quickly disp 5 mplete, however, for more
trouble was straight aliead. Alan's keen eyes spotted the Steward going
through a s How did
the steward doil? sense of smell allowed the brave band of adventur-
ers to find the scored passage. The chase continees!

Defeat the Steward.

The Steward would have preferred to
decided 1o fight for what be had w
and lowered the unearthly blade o
the Steward joins (he others who
ponent is now thisirs

ran, but when he was cornered he
ked to achieve, Friv stepped forwan
1 Ute Steward. The work is quick, and
posed the guest. The final com

The three are again one.

The cost had been high, Many of the party
arts in the midst of

ese nystical weapons, Willy
the Shield now united with the Armoar,
andl the Sword, the parly chiecked their HP
evels and prepared 1o st for Hero. One
more task to open the door to Paradise.
Bul considering the size of the task ahead,
it's nol surprising that some were scared.
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]]-8 TO THE VICTOR, THE SPOILS

The rightful bearer receives his treasures.

As the ||I-J:.'i-u~ iteins are placed in the pamy's list. All wonder at what they
mav be able o do, shuould they -.-:—',_n'. s treasures. One at a fime the items
are rl’u ed o 1he stalue. As the last one is placed something begins to

E z

Guardian of the Sphere. L}

I.?..I

g
|J
ey

TLTEY

W
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Cien-Hu ic. g'.mrr.‘li;u'- Sphere. [le

appears to stop the party from using Lhe

Sphere to hreak the =f-.'|l on e Tower =

e "I fl 0 'Y

door. Knowing flight is impossible, the e

companions fight like caged tigers and

Gern-Bu s defeated. The door to Faradise
15 OpeL,

anether whe has |
Thea _3‘_ I Tams.

3) WHAT LIES AHEAD?

Time to return to Base Town

Wilh the Sphere safely in their hands, it is time for the |_ld.|f‘t-. o relurn to
the village where it all started. []r-.- i1 front of the ominous door the
aphere is pulled out an -_I ivi press of a button. The diar
swings wide vpen and a new advenmir LlL‘_:_{-..il.‘:.

Alan: The =wesl im
Brolas

The path leads up.

Inside the Tower, darkened corridors lead off
Irum the staivs hat procesd upward at a sharp
angle. A few sleps forward and Alan stopped,
He puinted to an wmpty helmet with a large
bite mark on il. Knowing thal dagper was
prosent, the party pressed on.
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? THE MYSTERY OF THE TOWER

The Magnificent Fountain

One of the discoveries in the Tower was a
fountam. A pool where one drank of ifs
walers and instantly was refreshed. Wounds
al speeds never before seen excepl by
The pool saved the parly meny Hines,

1l
THIC

Strange Adventures Lie Ahead
Thirowels soine of the doors, strange, new and
exciting lands were o be I'n-UIrI S04
claimed Whal they were living in Paradise for
thi did not work, Hul withoul wiork, there
wire no stores to e found, and all they could
do was eat and sleep. The information con-
tained was worth its weight in gold, but it diad
not answer the burning 'I.i-"%TI‘]I'I to the sacnst
of the Tower b, =
found and badly nesd nI suppl
party decided to _r_lr-':-'_-.s i They went higher
into the Great Tower.

Another sealed door.

Lipon reaching the fifth Noor. the party encour-
ered another sealed door f_un;;.-,"m from

rience, they decided 1o search about for wha
mav liave sealed the doar

Thin daar im
madical lr sealed

Before them lay a mighty sea.

After passing through a doorway to (he west the party came foa world

almost completely covered with water, FHere beasts of greater size and
5 |--*‘|5I f rhan anylhing the intrepid warriors lad seen before, moamaod
ahout in ahundance, Surely this new world was in need of a champion
Perhaps the answor
Faradize?

scked door eould be found in this aquatic
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Another world to learn the legend of...

Again the party was besel by Pimtes and Bandits. In need of supplies and
healing, the party decided o search fur o village and more knowledge
about this new Tanad. With luck a village was found to the southeast. The
party would be able to
resupply and go investi-
gale a strange cave open-
ing Lhey had spotted 1o the
north of e town,

Eu i -Mre baw I msm && 0slamd
FPanizhad Rrew-0O ®aflinE | ike =
E LS

Information and the Cave.

The: villagers told of a floating island and
cxiled people, Thev spoke of other fslands
ane diglant places. Further imvestigalion of
the coves proved e party conld ravel
from island Ly sland, There were nfher
wavs o rravel, and places to travel, b
that is a story el Lo D Luld.

Pages of history remain to be written by you,

Good ekl
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'SQUARE SOFT, INC. LIMITED WARRANTY

SCPUARE SOFT, Inc. warrants 1o the anginal purcraser of this SIQUARE SOFL Ind sollware product
thal the medium an which this ¢ i oprogram £ recarded s free from difecis 0 masenal and
warkmanship far a perod o ninety (901 days from the date of parck DUARE SIH T, by
soffware program s sold “AS 15" 4 wisl any expressed of imphed warranty of any kind, and
SQUARE SOFT, Imc. s net lable Tor 2ny losses ar damages of any kind resi i Trum use of this
proaram

- thie SOUARE SOFT, inc. software @

At

¢ with this limiled warranty, SOUARL S00T,
Irec. SQrees 10 IThEr repan s replace, stits option, feee of charge, the noncomp ying SQUARE SOFT,
Inc. software products provided it s retuined by the onginal purnbaser, postags paid, with proaf of
purchase, to SQUARE %00 T, Inc's Factary Senscr

TO RECEIVE THIS REMEDY:  sauaersorminc

1. DO NOT return vour defective \\_.. IARE SOFT. """”f"'"f"" G-1
e, soflware product to 1 B398 1At e ME

i Redmand, W, i
g Send the defodtive product to SOLUSHT SOTT, c?%;%ﬂlggiﬁ
e Taclory e Camter at i

When you write 10 us, please pravides us with ynur phome nuimber and a brsf seplanatan of what
appears 1o be wrong with the product The remedy provided abowe is your exclusive remedy if the
SOUARE SOFT, Inc. snfrware product does not compdy with this Limited ‘Warranty

This warranty shall not be sppicable and shall be eoigd il the defect in the YILARE SOFT, tnc
snfhware puodoct has arisen thraugh dhuse, unreasonable use, mristro alment, negiect or reasnnable
wear and e I:-. [HIS WARRANTY 15 OBLIGATIONS 1N LIEU OF ALL DTHEH \WARRANTIES AND MO
OIHER REPRESENTATIONS OR . C1AIMS OF ANY NATURE SHal BINDING OM OR OHLMGATE
SUARE SOFT, INC. ANY IMPLIED WARRAMTIES APPLICAZLE T THIS %I TWAAE PRODLUCT,
IMETUDING WARSANTIES OF MEHTTTANTABILITY AND FITMESS 1 £R & FARTIC R PUARISI, ARE
LIMITED TO THE SINETY (301 D& PERIOD DESCHIALD ABOVE. [N NG EVENT WILL SOUARE SOFT
INC. BE [IABLE FOR ANY I:- RECT, %#EC1AL, INCIDENTAL, OR CONSLUENTIAL DAMAGES RESLITING
FROM POSSESSION, LISE OF MALFUNCTICN (F 11T SQUARE SOFT, INC. 404 I'WARE PRODUCT.

Some slates do not alfow limitations 8510 how long 2n imphed warranty lasts and/o
fimitaticns of wodenlsl or conssquential da
hakxhity may not appry s This imited
have orher dighils whic

LA

eurlusions ar
ey, 50 the abave limitations ancior exclusions of
TNy gaves you spenific legal nghts, and vou roay aisc
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