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The software you are using was produced through the efiorts of
many pecpie: designers, artists, programmers, distributors, retailers
and other dedicated workers.

_ The costs of developing this and other sohware programs are
_recavered through software sales. The unauthorized duplication of
personal computer software raises the cost to ali legitimate users.

This software is protected by federal copyright law, Copying
software for any reason other than to make a backup is a violation of  *
law. Individuals whio make unauthorized copies of software may be
subject towcivil and criminal penaities.
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as a member of the S Publishers A ion (SPA), suppons the ndustry’s
mﬁgmmemegal pying of ter softwars. ;

copyright viclations to:
SPH 1101 Connecticut Avenae, NW, Suite 901
Washington, PC 20036

LIMITED WARRANTY NOTICE

Sierra On-Line, Inc. wants your continued business. If you fill out the enclosed
product registration card and return it to us, you are covered by our warranty.
If your software should fail within 90 days of purchase, return it to your dealer
or directly to us, and we will replace it free. After 90 days, enclose $5 for 5.25"
disks (or $10 for 3.5" disks) and return the software directly to us. Sorry,
without the registration card you are not covered by the warranty. This
warranty gives you specific legal rights, and you may also have other rights
which vary from state to state.

COPYRIGHT NOTICE
This manual, and the software described in this manual, are copyrighted. All
rights are reserved. No part of this manual or the described software may be
copied, reproduced, translated or reduced to any electronic medium or
machine-readable form without the prior written consent of Sierra On-Line,
Inc., P.O. Box 485, Coarsegold, CA 93614.
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How to Be a Hero

So you want to be a Hero...

Take this simple one minute test to see if you have the “right stuff’ to become
a student of the Famous Adventurers’ Correspondence School for Heroes:

You are having dinner with a powerful and influential Wizard and he starts to
make rude remarks about ‘Muscle-brained adventurers’. Do you:

A. Kill the Wizard and upset the magical balance of the entire universe by
breaking his spell preventing the eruption of the volcano that then spews lava
over the peaceful nearby town.

B. Ignore his remarks and pass the sait.

You’d be surprised how many would be Heroes choose option A. But here at
the Famous Adventurers’ Correspondence School for Heroes, we know that the
correct response, is of course. C. You, too, can become a useful and productive
ﬁeml'}er of the Hero community by taking this simple course in “How to be a

€ro .

THE HERO

What is a Hero?

Hero is the title for which all adventurers strive. A hero must be trustworthy,
loyal, helpful, friendly, courteous, kind, obedient, cheerful, thrifty, brave, clean,
and reverent. Be he (or she) fighter or wizard, thief or man (or woman)about
town: he (or she) is the desire of all women and the envy of all men (or perhaps
the other way around).-

How do I become a Hero?

To become a Hero, you must first become an adventurer. Adventurers are most
often Fighters, Magic Users, and Thieves.

The Adventurer’s Guild

Meeting Hall and employment agency for all would-be heroes, the
Adventurer’s Guild will become your home away from home. This is where
you go to have your exploits recorded in the log and to boast with your peers.
You can obtain information about who's who in the local area.

The bulletin board is a good place to find out about jobs available and what
rewards are posted. Be sure to check out the bulletin board in the Guild hall
nearest you for announcements that could further your career.

There is an Adventurer’s Guild in nearly every major town just waiting for you
to sign in and be counted among the ranks as a ‘real’ adventurer.



THE FIGHTER

What is a Fighter?

The fighter is the most popular of the adventurer vocations. Simple and
straightforward, he views the world as an opportunity to test his strength and
courage against the universe. A fighter is ene who, when faced with a foe, takes
arms against a sea of troubles, and by (():EIPOSing, ends them. He is the artist
whose body is his palette. Exercise is his daily bread. The fighter relishes every
battle with any foe, for though he is beaten and blackened and bruised and
blemished beyond all recognition, he knows that he is the better for it all.

How do I become a Fighter?

To become a fighter, you must begin by developing your strength and skill with
weapons. Your sword will become your right hand (assuming, of course, you
are right-handed). Your shield is your lifeguard that plunges before you to
interpose itself between you and the wave of horrible, slavering monsters.
Physical labor becomes a pleasure, for every ache and pain will remind you of
those hard-earned muscles. Encounter each enemy with exuberance, for the
experience will be exhilarating as long as it doesn’t exterminate you.

How do I fight?

If one wishes to become a fighter, it is wise to obtain a sword and shield at the
earliest opportunity. We do not recommend unarmed combat against a monster,
as you can be ‘dis’-armed rapidly.

Basic sword work consists of the thrust and swing. The thrust is the deft skewer
of the opponent's mid-section, quick and to the point with a minimum of mess.
The swing, on the other hand, is a slicing motion designed to release as much
of the opponent’s interior components as possible. While the swing inflicts
more damage, the thrust is quicker. Preference is a matter of personal taste and
whether or not you have a strong stomach. :

Defense largely depends upon the use of the dodge, block, and parry. While
there are those who believe that ‘real’ fighters do not need such wimpy
defensive techniques, most surviving Heroes attest to their effectiveness.
Trying to defeat a monster while ignoring the basic defenses usually results in
ex-heroes.

Dodge, in theory, is moving out of range of the opponent’s weapon. Your agility
is a major factor in how well you manage this.

Block is placing the shield between you and the attack designed to lead you to
an untimely demise. f

Parry is using your sword to prevent the foe's weapon from similarly cleaving
your skull, Quick reflexes and practice make block and parry into true
lifesavers,




THE MAGIC USER

What is a Magic User?

Master of mystery, propounder of power, intimate of intuition, the Magic User
is the intellectual among adventurers. The Magic User must master his mind to
mold the mysteries of the ages. Through the use and control of the magical spell,
the Magic User can selectively alter the fabric of the universe and create things
out of whole cloth. ;

Spells are usually learned by reading specially created scrolls that brand the
spells upon the brain. They can be purchased at specialty shops, gained from
kindly old wizards, and frequently found in the oddest places. Scrolls are of no
use to those without Magic skill or to those who already know the spell, so the
neophyte is encouraged to inquire about scrolls frequently.

Spells are cast by using the magical energy the Magic User stores in his body.
This Power pervades the world, but only one trained in the mystical arts can
actually absorb it. The amount of energy a spell takes depends upon the potency
and duration of the particular spell. '

How do I become a Magic User?

To become a Magic User, you must first find a teacher of the craft. Many towns
and villages have Magic Users who, for a modest fee, are willing to impart the
spark that will ignite the mental light and illuminate the ultimate abilities of the
student. Once the mind has been opened to magic, it can be filled with arcane
lore, spells, curses, cures and trivia about obscure creatures that never fails to
impress the locals. .

Magic Users have a reputation for being mysterious; and much of their time is
taken up maintaining this illusion. To this end, mirrors are useful for practicing
facial expressions, and a repertoire of moods ranging from ‘Haughty disdain
for fools who ask stupid questions’ (ideal for when you don’t know the correct
answer) to ‘Complete and Utter Concentration So Don't You Dare Disturb
Me'(perfect for catching forty winks, particularly if you can master sleep with
your eyes open), will come in handy. j

To enhance your Magic User reputation, develop your eccentricities. Talking
to thin air does wonders for having those around you treat you with respect --
after all, they can’t be sure you aren’t talking to someone they can’t see.

Get in the habit of using expressions like: ‘I Know the Answer’, in deep
mysterious tones. Then smile and say nothing. You'll soon have people
whispering “He (or she) must be a Magic User!’



Common, Everyday Magic Spells

For the uninitiated, only a few minor spells are available. These, however, can
become quite powerful as the Magic User becomes skilled in their usage. As
with all skills, 1t takes practice to improve a spell, and as with all magic, it takes
intelligence to know when a spell is useful. :

Zap

Leyden’s Latent Lectrical Discharge spell, or as it is more commonly known,
the *Zap’, is used chiefly for offensive purposes. The spell is generally placed
upona weapon such asa dagger. When tﬁe weapon strikes an opponent, magical
energy is released. Thus the spell is used to increase the amount of damage a
weapon can do. It can be cast upon the weapon before it is needed, but only one
spell can be cast on a weapon at a time. It is also unfortunate, but this must be
used in close combat.

Open

This useful little spell is particularly suited for absentminded spellcasters who
tend to misplace their keys. Unless an item is designed to be used with the spell,
:the ‘Open’ is limited to unlocking simple locks when first learned, With
experience, however, the spell can %e used to open a variety of closed objects
such as doors.

Fetch

Lowenhard's Lariat of Legerdemain or as it is better known, ‘Fetch’, is a spell
to manipulate objects at a distance. Upon casting, this spell creates an energy
field around a visible object and brings it to the caster. With a gooddeal of skill,
it can be used to move objects from one place to another. It is limited to small,
non-living objects. '

Flame Dart

One of the most colorful and popular of spells, the ‘Flame Dart’ projects a field
of magical fire towards an object or thing. The amount of damage produced is
directly related to the amount of experience with the spell.

Detect Magic

This spell is used to reveal objects that have spells cast upon them. It can also
be used to find things made invisible by spells.
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Trigger

R. Rogers’ Reactivating Ritual, or “Trigger’ allows the caster to “set off’
operating magical spells. Thus the magic user can avoid damage from magical
traps or close doors with a snap of the fingers. This spell is commonly used in
Wizard games.

Calm

This spell is used to prevent a combat situation. The ‘Calm’ spell is cast when
first a monster is spotted. The monster is bathed in an aura of ‘Mellowness’ and
yauses for a moment to contemplate the universe and its belly button. The
agic User may thus beat a hasty retreat. It affects only one non-magical
creature at a time and is limited at first to minor monsters. With experience,
more aggressive creatures can be ‘Calmed’. However, do not try this on
dragons. It is not practical to cast this in close combat or where aggressive
actions have already taken place. For example, if you cast a ‘Calm’ against a
Saurus Rex about to take a bite out of you, the monster generally just calmly
eats you.

Dazzle

Erasmus’ Razzle Dazzle produces a flash of brilliant magic that temporarily
blinds a creature eyeing the magic user. The duration of this effect is determined
by the caster's skill in the spell. This spell is quite effective in close combat.
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