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1. Introduction.

.Flubblt the,DuU stoope.l loLo and peered lnto thelnk' blacknessatthe bottomof
the moss, fnght of steps. SIIme drlpped from the ael'].ng and the whote place
looked thoroughlA unlnylung. He paused a moment on the thteshold, unsure of
hls next moue, lle thoughtof the old man In the ul\age u)ho, onhls deathbed, had
conflded In flubbt the secret ol the legendarg calacombs of Zob. Flubblt had
betraAed the old man, hls lust for power and wealth o\ercomlng anA sense ofrlght or wrong he maA once haue had. WIlh a steelA scrape whlc"h se;t a snuer
down his splne, he drew hls broadsword and stepped down Into the gloom.

Somethlng wet and cold brushed hls face causlng hlm to start, but he prcssec,
on, hls thoughts onlA for the prlzes bhlch IaA beAond. ,SIou)IA hls eAes grerD
accustomed to the strange green llght bhlch seemed to come lrom the r6cx waUs
themseloes. Ile couldJust make out strange shapes at the llm;.It ol hls.)tsrln, and
was startled when he thought he saw oneof them moue. AIlat once hecame upon
a .large.Ironclad door, sllghu' 4lar, A falnt scent of attar was waf ng througi the
chlnk betueen door and fnme. flubblt, bractng hts foot agalnst th; wa , ilacedhls flngertlps Into the gap and eased the door-open.

FIubbIt stepped Inslde, and was star ed to ftnd the door cIosInA behlnd htm.'Too late to thlnk aboul turnlng back now., tle thought grlmtA.

Eefore hlm a long corrldor stretched awaA Into the gloom, the walls smoothtU
hewn-Into the rcck, I7e grasped the hllt of hls weaponrhore ttghuA and aduanced,
alert for anA slgns of mouement ahea<l. After a lew moments: th;corrldor turneq
sharp rlght and flubblt peered carefullg around the corner.

. 
flndlng the waA cleaL he botdlA strode rcund the corner and made hts waA

deepef lnto the labrgnthlne corrldors, stopplng onlA to peer down the turnlngs
whlc-h appeared at Inter,als to left and rlght. After a-sho;t me, he became moreconfldent, roun<tlng bends wlthout euen ahecklng what laA beAona, Unttt, tnat rc,
he suddenlA found he was no longer alone.

to_his surprlse, hls gaze was met bA an old man, rDlth long age-bleached
rrhlslcers.
'Areetlngs Stranger', the old man satd,
What can I do now? thought flubblt despantetA.
'Er, lTello?', Ile trled, somewhat uncertainlg.

The old man beamed at hlr?l. and ralsed hls rlght hand. An aura of eteclnc blue,
cofuscaUng powef seemed to gather at hts flngeftlps. FIubbIt stood mesmertsed
as the glow changed from blue through orangC to i baIeJuI red. Flubblt could sae
the olcl man stlll smtrtng at hlm through theTngrA glow.

'DIe Aou sllmA Uttle seeker of the armour of Zob, c ed the otd man, iIIII rcenng,
and ulth a careless toss o/ hls @rist, the glou.) became a deadtA ftrcbaf. hurtlng
towarcls the transflxed nubblt the Dutt.
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After onIA a second, Flubblt's chafted bones claatered to the floor, hls last
memofA was of the old mans' face grlnnlng manlacallA at hlm. tt was somehou)
famlUar ...,,,,...,

tultllt DAB|( cAB/lLu,s l s counc|ls LxlrD us
LEI IIOT flIE RDD CII'PEA IIARAIIGUD US

TURI! US TNO WIIAT SEEIIS lrufiIIIDOUS A]ID
TIUS TO ZOBTI GREAI IED/ISUND SdID US,

Hail Adventurerl Welcome to the ever expanding world of MIDAS, the incredible
new experience for enthusiasts of the quest. The events in which you are about
to participate have never b€fore been implement€d with such realism. For the
very first time, the computer plays the partofyoureyes. ltmaintains a constant
vlew of the catacombs as you walk around (unless you find yours€lf In the dark
or are blindedl). Your view of the adventure world is smoothly animated to give
the impresslon of a cartoon film. The other characters that you me€t are also
smoothly animated in full 5-D, as are the varlous anlmals which wander the
corrldors.

Th€re are treasure rooms to plunder, caverns to explore, plts toavoid, and a host
of other exciting things to s€e and do. Not everyone wilt pursue the same goals,
but many will search for the priceless Armour, fashioned in distant antlquity by
the lvlaster Armourer. Zob.

Not all the beings you come across will be as unfrlendly as the sorcerer we met in
the Introduction. In fact, many will go out of their way to help you on your quest,
and others can be bribed, threatened or caJoled Into reveallng their knowledge
of the dungeon. You will soon learn to recognise from afar the characters you
want to meet, and those better avoidedl

Also to be found are many objects and artifacts whlch can help or hinder the
adventurer. Each ltem should be examlned warily, it helps to keep an eye on your
strength and spell power whilst handling unknown obj€cts. Some it€ms, lf
handled for too long, will quite simply kill you! Other things you can pick up will
glve you tremendous powers, and the ability to deal with all but the most deadly
of foes. Cenerally speaking, items to be found In any given portion of the
dungeon wlll glve you power appropriate to the experience you have gained in
comlng that far.

Just as different people wlll wlsh to follow different quests wlthln Syordg &
Sorcery, so theit characters will develop differently. For this reason the player
has the faclllty to choos€ hls or her name at the start of the game. As you
progress and accumulate ltems and rich€s, you have the faclllty to save the
current state of your character to tape, thus minimising the upset caused by the
loss of a dearly loved character.

Characters can be as varied as people are, with dlfferent abilities, personalities
and experlence, lf you cast a lot of spells, then your characters ability with
maglc will improve, but only at the expense of your fighting skills. In the
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beginning, it will probably pay you not to specialise too much, because a magic
user who's no good In a flght won't last very long when the going gets tough.

There will blways be occasions when you have no choice but to fight; p€rhaps
you wlll be cornered, or perhaps you just enjoy a bit of swordplay. Thc combat
sequences (MELEE) may seem a little complicated at first but will soon get the
hang of it. Basically you will select an attack and a defence to use and your
opponent will do th€ same. The computer works out and tells you the result each
time you trade blows. lf you like you can ignore the details and get on wlth a bit
of spell casting. Alternativ€ly there is much to be gained from changing your
attack and defence in response to your opponents choice.

Wounds heal in time, and there are safe places to hide whilst you recover, but
don't let yourself starve...,...

Space saving techniques have also been employed to considerable advantage in
the storage of the creature images. For instance, if you multiply the number of
images {around 600 of them) by their size, you arrive at a figure which is larger
than the available memory inside your computer, and that is only the graphics!
(Please don't call us, lt's our trade secret!).

we hope the foregolng has given you a taste of a few of the many amazing facets
of lt4lDAS. Read on for a more detailed explanation of how to operat€ the
94me......

2. Loading.
Make sure your Sp€ctrum and tape player are set up according to your Spectrum
manual, ensure the taDe is rewound and use the command: I,OAD" ". When the
opening menu appears at the bottom of the screen you are ready to play.
There are two copies of Ssorda & Sorcery on the tape; one on each side.

us€ RUI\ " on Amstrad versions

3. Starting up.
When the gam€ has flnished loadlng you are presented with the opening menu.
Presslng the I and O keys move you left and rlght along the menu. Pressing g
selects the leftmost entry, which is hlghlighted in a different colour. The menu
gives the followlng options:

DEFAULT GAIIE. LOAD GAIIIE. NDW CIIARACTER.

DEFAULT CAI{D takes you straight into the game using the default player
character, flubblt th€ Dull. Select this option ifyou don't want to load an old
character or customise a new one. Then press select to start play.

LOAD GAltlE Thls restores a previously saved character and game position.
When done, press select (9 key) to start play. Remember to set your character
tape to the correct counter reading. lf a loading error occurs, try again.
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ftEW CIIARACTDn This creates a new charact€r with intdal abitities dlfferent
from Flubbit depending on what you choose to speciallse In and what
equipment you buy. Upon selectlng this optlon the fo owing things happenl

l. You are asked to type in a name for your character, up to l6 characters long,
This will be that characters name for the rest of hls llfe.

2. The TRAININO menu appears.
You now have l4 days in whlch to traln with one or more of the l2 Masters.
Their names appear on the menu. l'love along to the one you want and press
select. A brief message describing what you learn appears. By noting whlch
skills are Improved by which masters you can (with subsequent characters)
control exactly what your Inltial skllls are. HINT - spend a day with yAMA if
you want to llve more than once,

5.When your 14 days are up you move to the armoury to purchase your
equlpment. You start with 40 Dragons Teeth (the local unit of currency). The
ARMOURY menu consists of a llst of items whlch you can buy. Move along to
the item you want and select it. you will b€ kept Informed of how much cash
you have left. When you have all you need. select eXIT. This (or running out of
teeth) wlll take you into the game. ttlNT - The armoury keeper is a bitalow to
count the cashl

In all cases the last thlng you see befor€ starting the game is the single option
START CA14E on your menu. Oird up your loins and prepare for batd€. Then press
select.

4. The Controls.
There are only 6 keys to worry about when playlng Suordg & Sorcery as most of
your commanos ar€ menu operated. It is strongly recommended that the
keyboard be used to play Swords & Sorcery.

The keyboard controls are:
r . TURN LEFT
2 - IVIOVE FORWARDS
3 - TURI'J RICTIT

A- MOVE LEFT ON MENL
9 - SELECT CURRENT ENTRY/FIRE
O- MOVE RICHT ON MENU

The test of the keys are reserved for text input on the few occaslons when this is
necessary (entering passwords etc.).



Page 5

5. The Il|ENU Svstem.

ffi

@

aurj:n M!N|J_ x:IlxsNcE
Cuide

ri_I s I trxrrt srrorDlsrafftlrElrtrEr.,,.lLjl-
Unlike most adventures you will not spend ages typing in all the permutations of
TAKE THE SWORD OFF TtlE TAtsLE in order to get the machine to understand.
Almost all of the p€rmitted actions are available from the l'lENtJs which appear
at the bottom of the screen. The MENU consists of a list of actions or objects to
act Lrpon, the left most of which (the current menu entry) ls selected when fir€ is
pressed. For €xample, to pick up an object, flrst select IIANDLE on th€ PIAIN
MeNU, by using the MENU RICnT key to move IIANDLE to the left edge of the
screen (it is then lit up in a different colour) then press

The nANDLD menu then appears, giving you the options PlCl( UP, DROP,
WDAR, TAKEOFF, HOLD & TAKE OUT, S€lect pick up and a list of the objects in
front of you which can be picked up appears. Select the obJect desired.

The same system applies to other actions. For example to TAKD OUT a sword
from a chest, SELECT IIANDLE, TAKE OUT, the chest desired (there may be
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mor€ than one) and then the SIYORD desired. Now select PICK UP th€ object
deslred (ln thls case a SWORD), lt will b€ put in your inventory and the main MAIN
MENU will reappear.

IIDNU DESCRIPTIONS
ThG II|AIN ENU

NIT. IIAGIC. IIANDLE. ACT. TALK. USE.

ll!T -Thls brings up the ATTACK and DEFENCE menus (one after the other) thus
allowing you to change your current attack and defence. lt will also initiate
combat if there is a monster in front of you. lf there is nothing to hit at, the
"NO TARCDT" message will be flashed up.

AGIC -This brings up the MACIC menu - a list of th€ spells avallable to you.
Selecting the spell desired will cause it to be cast.

flANDLE -This brings up the HANDLE menu, each function brings up object llst
menus as required.

EXIT. PICK UP. DROP. WEAR. TAKE OFF. IIOLD. TAKE OUT.

EXIT -Return to main menu.
PIC|[ UP -Pick up an object from a list of things in front of you.
DROP -Select an object from your inventory to drop.
WEAR -S€lect an object from your Inventory whlch ls wearable.
TAI(E OFF -Select an object from those you are wearing (it remains In your

inventory).
HOLL -Take an object from your inventory into your hand. Return whatever was

held in the inventory.
TAKD OUT -First select the object to take out of, and then the object to take out.

Th€ obJect is add€d to the inventory.

All of these options can be ExlTed at any stage, and can thus be used to look at
what ls wh€re wlthout actually performing the action. Now back to the next main
menu operation.

ACT -This brings up the actions menu:

EXlf. STATUS. DrSARir PrCn LOCK. OPEN. CLOSE.
SIIASII. SAVE GAITE. EAT. TASIE. DRINK. KUN. JUIIP.

EXIT -Return to top menu.
STATUS -Dlsplay various bits of status information.
DlSARlif -Attempt to disarm a suspected trap on a chest.
PICK r,oc|( -Attempt to pick lock on chest.
OPEN -Select a closed object to op€n.
CL{'SE .5€l€ct an open object to close.
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SMASH -Use your weapon to break the lock and open a chest. Easler than uslng
PICK LOCK 6i OPEN but...

SAVE GAME -This saves the data for the game in its current state. (See Saving
and reloading a game for full details.)

EAT .Eat currently held object.
TASTE -Taste contents of currently held bottle.
DRIITK .Drink contents of currently held bottle.
RUN -Obviously this makes you RUN. Useful for moving in a hurry! Only lasts a

maximum of 5 seconds.
JUITIP -This causes you tojump up and forwards. lt can be used to cross pits,

jump on top of tables etc. Jumping is a skill which you can improve with
Dracuce.

TALK -Brings up the TALK menu.
each of these options will cause a suitable sentence to be generated and
"spoken" to the monster in front of you. Your speech will be printed on the
text display in black, The monsteds reply will be printed in red. Other effects
are detailed below.

EXIT. GREET. WARCRY. BRIBE. CROVDL. INSULT.
TIIREATEN. BOAST. COMIIAND.

CnDET "This gives you access to the greet sub'menu: EXIT. FRIeNDLY.
NEUTRAL. tiOSTILE.

EXIT -Back to main menu.
FRIENDLY .A friendly greetlng.
NEUTRAL -A polite but not grovelly meeting.
nOSTTLE -A dlstlnctly lmpolite greeting.

WARCRY -This causes a suitable battle cry to issue forth.
BRIBE -This brings up your Inventory menu and allows you to select an item

with which to attempt to bribe your foe.
GROVEL -This generates a suitably placative sentence,
INSULT -Use this to insult your enemies.
TIIREAT -Threats can be effective in frightenlng monsters.
BOAST .Subtly dlfferent from thr€at,
COltllilAND -Cives access to the command menu.

The COIvIMAND MENU is used to command your fo€s to do something.

SURRENDER -Monsters must either have surrendered or been bribed before
they will help.

CO AWAY .lf the monster can AND feels like it he will trundle off.
STAND & DELIVER -This one is fun but don't expect the monster to be carrying

the crown jewels. Often.
EVALUAIE TnlS -Asks the monster to glve a valuation of what you are holding.

They sometlmes lie (badly). Useful for later bribes.
lNFORllATlOll ,Asks the monster to glve you a clue or hint of some kind.
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Last on the main menu ls USE:

USE -USE|ng a maglcal It€m attempts to lnvoke its most powerful features. Only
the most powerful artlfacts respond to thls command.

6. Playlng Swords & Sorcery.
Llke all'genulne role playing games th€ real alm is to play as well as posslble
and to enjoy playlng. However for those who f€el the n€ed to achieve something
ln llfe there are many quests wlthln Ssordo and Sorcery. To complete L€vel I
you must flnd and ldentlfy the four parts ofthe lost Armour ofzob and take them
to the tlall o[ Ascension. There are three other items requlred whlch are well
camoflaged. Clues to thls and several other quests will have to be found.
completion of the lesser quests is generally reward€d, and though it is not
essential to complete them, the rewards will help in the main quest.

A large part of the game is finding out what you can and cannot do. The modus
operandi glve a brief description ofthe unlverseyou wlll flnd yourselfln, but not
a full one. Much has been left for you to find out for yourself. A good measure of
how you are progressingis to note how the monsters addressyou (when they are
being politel). They will name you
achievement.

by your ranklng ln one of three fields of

ADVENTURER
FICTITER
WARRIOR
KNICTIT
LORD

a) SWORDSMANSHIP:

b) MAGICAL A6ILITY:
TIUMAN
HUMANOID
MACE
MACICIAN
WIZARD

c) Worklng thls one out ls up to you.

To achl€v€ your alms you wlll have to overcome as many foes as posslble by
combat, magic or negotlation, and collect only the best treasures whlch are to
be found. Thereare many hundreds of obJects littered around. These will have to
be tested and the best of them identifled.

7. Testing Plaglcal ltems.
There are baslcally three ways of identifying items.

l. The Crown of magic detection. This will give you a sign if an item ls magical
in nature.
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2. lf you can persuade a monster to be friendly you can ask him (or her) to value
whatever you are holdlng. The monster may not knowl

5. Try holding, wearing and using the item and judge for yourself what it does
and how well it does it.

POTIONS can also be identified TASTEing. Each potion has a distinctive, not
necessarily pleasanL taste.

Talking to monsters - Loose talk costs livesl.

You can attempt to talk to a monster at any time it is visible. (lt is a bit of a waste
of time during IIELEE). Only if a monster is relatively non hostile will it engage in
serious conversation, although many monsters enJoy a fow insults or warcries
prior to battle. Wandering monsters are more likely to chat than room monsters,
and exactly what you are carrying, what you have been doing recently and many
other things will affect the monsters rcaction.

a. Getting around - Practice makes perfect.

Movement is by using the keys 1,2,5. Forward moves your character forwards,
left turns him to the left and right turns him to the rlght. The turn commands
can be made a little before the junction or door is alongside the character thus
giving you a little more control, so if you want to turn tIOLD DOWN the turn key.
You will continue to move forward to line up with the n€xt door, corridor or'hole
section' of wall and then turn. Your speed is affected by what you are carrying
and certaln sp€lls.

OBSTACLES - If in doubt, JUllPl

Th€re are a number of thlngs which you cannot move across or through (apart
from walls).

PITS appear only when lt ls too late. You have however an innate ability to sense
them (although this is not entirely effective at first). They can be crossed by
JUuPing (after some practlce). Failing to make it over a pit, or standing on
top of a pit trap invariably results in falling, This can be identlfied by the
world rushlng past upwards, followed by a splat and everything going black.
Pits are always fatal so remember where they are when you find them.

FURNITURE -large chests and tables often get in the way. They are not very
easy toJump over. Due to the habit of adventur€rs of taklng anythlng that is
not bolted down, the furnlture is bolted down.

IttATTER TBANS!||TTERS - ZAP.......WOOOSH......ZAP
The map display shows only one quarter of the level of dungeon you are
currently exploring, invisible matter transmitters transport you between the
'quadrants'. It is up to you to find these 'gat€s' and use them to your
advantage. They can be a little troublesome.
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ltHIFTINC WALI^S - Shift yourself!
In some of the deeper regions of the dungeon, large blocks of stone (walls)
sometimes move about. lt is best to keep out of thelr way. It is usually
possible to get past them wlth a llttle patlence and coordination.

!IAGICAL BARRIERS
These appear as vertical bands of coruscating colour, blocking the passage.
Spells will pass through them, but your character will not. They can be used to
your advantage.

DOORS
Large black areas on the walls. Move forward when facing one and it will open.
They do not tend to be locked.

TRAPS
As well as being guarded by monsters, many of the rooms, and treasure
chests are guarded by traps. There are a large varlety of traps whlch you may
find, varying from a simple plt openlng up under your feet, to opening a chest
causlng an unpleasantly nasty monster to appear behlnd you. You can
attempt to use youi thievish skill DlllARltl to dlsarm a chest. lf you fail you
will c€rtainly set it off. Room traps you wlll have to l€arn to avoid.

DEALING WTTH CflESTS
When confronted wlth a locked. possibly trapped chest full of goodies you
wlsh to extract, there are baslcally two ways to proceed. Use DlSARlt to
disarm lt and PlCl( LOCK to unlock lt. Then OPEN lt, and TAfiE OUT
whatever is inside. Alternatlvely use SilAllll to smash it and then TAKE OUT
the contents. Failing to plck a lock (or dlsarm a trap) will destroy your
characters confldence in his thievlsh abilities for a while. Ooing around
smashlng up chests is deflnitely un-thievishl

9. Spell casting.
Your character can cast spells at any time so long as he has enough spell power.
Casting spells costs sp€ll power, and you wlll see your spell power indicator go
down when a spell ls cast. Spell power ls recovered ov€r a period of time. The
maxlmum sp€ll power you can have and the number of different spells available
to you both lncreas€ as your spell uslng experience increases. Practlce makes
p€rfect. You wlll start off with just the first few sp€lls avallable.
To cast a spell, sel€ct ilAclc on the main menu, and a menu of the spells
avallable to you will come up. Select the spell desired.

various monsters also have sp€ll 'castlng abilites as you will find out. lt is useful
to learn to identify th€ vlsual €ffect ofeach spell, as the maglc thrown at you will
often help to identify exactly what your opponent is.
There are some forms of magic which are not available to the player (for
example, dragon breath and tel€kln€tic crush). These are brlefly described after
the sp€ll explanatlons.
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Fortunately (for you) magic does not automatically take effect. lt must first
overcome the natural resistance of the target. Whether the spell succeeds or
fails depends on the power of the spell, the power of the monster, and a little bit
of luck.

Note that some monsters are totally immune to particular spells (e.9. flre
dragons are not affected by firebolts) and some of the most powerful are totally
immune to all magic (Beware yolr maglc users). There are even one or two
monsters which reflect any spells cast at them back on the caster.

10. Spell explanations - in order of power.

(M indicates some monsters will use this spell against you).

FIREBOLT (ltl) - A small blast of maglcal fire which will burn some of your foes.
It does about the same as a hefty sword blow (from an inexperienced
swordsman).
RANGE - Line of sight.

IIEAL - Will heal damage done to yolr by your opponents. Prevents death. You
can only use this on yourself. lt will not increase the maximum amount of
damage you can take, only accumulated experience will do this.
RANCE - Personal.

FEAR - lf your opponent fails to reslst this spell he will be stricken with fear and
run away.
RANCE - Line of sight.

CURE - This cancels the effects of PARALYSIS, BLIND and SLOW all of which
may be used agalnst you.
RANCE - Personal.

PUSH - This will push a foe back a few paces, despite any immunity to magic he
may have. It is useful for avoiding hand to hand combat.
RANCE - Line of sight.

ELECTROBOLT (ll) - Like firebolt thls ls a damage causing spell. Your
opponent is struck by a mini-lightning bolt. lt does more damag€ than a
firebolt and takes more points.
RA|IGE - Llne of slght,

WEAI(IIESS (ltl) - An opponent who fails to resist this will have HIs/her
strength permanently reduced to about three quarters of its previous level.
RANOE - Llne of slght.

PARALYSIS ( ) - Failure to resist this spell will result in the target being
rooted to the spot, and generally unable to move his/her legs.
RANCE - Line of sight.
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DODGE - A spell which increases the users abllity to dodge blows, thus making
hlm harder to hit. lt adds to the effects of any armour being worn. lt has a
limited duration.
RANGE - Personal.

UN-POISON - This spell will neutralise any poisonous substance imbibed,
ingested or injected into the user, preventing it from doing any more damage.
(Poison damage is spread over a period of time).
RANCE - Personal.

FREEZE (l{) - The third of the damage spells, freeze is mor€ powerful than
firebolt and electrobolt. lt does more damage.
RANCE - Line of sight.

STRDNCTII - This spell temporarily boosts the strength of your character,
making his/ her blows do more damage, and making parrylng more effective.
RANCB - Personal. DURATION _ I.5 MINUTES

PEACD - This spell decreases the hostility of an opponent, making a friendly
encounter more likely.
RANGE - Line of sight.

WALL - This powerful spell conjures a block of stone immediately in front of
the player, and can be used to block a corridor completely. The block remains
in place so long as the caster stays in the quadrant and does not use another
WALL spell.
RANCE - IO' . DURATION - untll disDelled.

DSCAPE (ltl) - This allows the user to teleport himself away from danger. The
place of arrival is random, but will usually be in a corridor in the same
quadrant. Us€ful in real panic situations.
RANCE - Personal.

BLAST (M) - The most devastating of the damage causing spells, blast will take
the target three quarters of the way towards death, (lf he fails to resist). The
amount of damage done is thus not fixed, but is dependent on the power of
the monster.
RANCE - Line of sight.

DDATII RAY (lil) - This spell kills anything that is not already dead, if it does
not manage to resist its eff€cts.
RANCE - Line of slght.

DRAII\ - This sp€lt reduces by half the targets fighting skill, making it much
harder (often impossible) for it to hit you.
RANGE - Line of sight.

BABRIER - This creates a magical barrier which prevents monsters from
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passing through, but allows you to continue to cast sPells at the monster. The
barrier is onlv one corrldor width wide.

bURATtoN - Until disDelled.RANGE - TO' .

11. UONSTDRS.

A SELECTIOIT OF YOUR OPPONENTS

f,ffiffi#
ffiHfl ffi

(tl-T'h'C = Hand to hand combat).

COltllON IIIONSTEBS - Some monsters are found throughout the dungeon
albeit with different degrees of powet and capabilities. Common monst€rs
arel

ARITIOURED WARRIORS - Warriors come in three types, those which wield
a single sword, those with a sword and shield and worst and toughest, those
with two swords. Warriors are almost whollv hand-to-hand combat
orientated.
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IIAGEIi - There are two sorts of mag€s, the lesser and greater varletles. They
are visually identical and the greater is recognised by the fact that he uses
more powerful spells. Mag€s disdain hand-to-hand combat and will always
attempt to keep their distance and cast spells. Due to the fact that they do not
wear armour or carry much equipment they also move quite quickly.

SKELETONS - Skeletons are largely mindless, they have been magically
animated to attack anyone they meet. There are two varieties, those with
swords and those using svr'ord and shield, which are usually slightly tougher.
Skeletons are purely tl-T-tl-C orientated.

SPECITIC UONSTERS - LEVEL ONE

SPITTINC SNAKES - The spitting snake is a large snake that both spits
blobs of poison at opponents and also has a poisonous bite. lt will avoid tl-T-
tt-C and attempt to keep back and spit at you.

CATI||AN - The catman is a ferociously brave cat headed humanoid wielding
a sword. Catmen pr€fer H-T-H-C and are enormously greedy for bribes.

CAT WARRIOR - These are the elite warriors of the catmen race. They
generally fight with two swords, and their armour makes them a difficult
opponent. They also suffer from enormous greed.

FIBEY SNAKE - The fir€y snake is a ferocious snake formed fire spirit. Fire
snakes breathe fire which is highly destructive to ones possessions. Fire
snakes avoid H'T-H-C preferring to breathe fire from a distance. Needless to
say they are not affected by firebolt spells.

SERVANTS OF SET - These unwholesome snake-man hybrids are the result
of the activlties of the Prl€sts of Set. They are highly magical and generally
unpleasant. Their bite is poisonous.

WARRIORS Of SET - Relatives of the Servants, these creatures have
followed the path of the warrior rather than the mage.

REVDI]ANT GUARDIANS - These unfortunate creatures were once
adventurers like yourself. They have been bound into p€rpetual s€rvlc€ as
guardians, and though their flesh has long since rotted away their powers
r€maln strong. Beware l€st this happens to you! They are not quite identical
to skeletons.

NAGA SPIRITS - Naga Spirits are human headed snakes from lndian
mythology. They have poison€d bites and know a little maglc. They are
mostly hostile and very greedy. Watch out for them!

VIPDR - The viper is the least dangerous of the snakes encountered, it
neither spits poison, nor breathes fire; it does have a poisoned bite so it is not
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entirely innocuous.

ZOMBIE - A zombie is an animated human corpse, it is always hostile and
wlelds a sword, Since they ar€ already largely dead, kllllng them can be
dlfflcult. Female zombies are not uncommon.

LDVDL TWO
Up to now thlngs haven't been too bad. Now the gloves come off!

BICFOOT - The aigfoot, or Sasquatch as lt ls sometimes known, is a strange
glant-sized creature.lts attacklsits kickwhlch notonly injures thevlctlm but
boots him away from th€ Blgfoot. The Eigfoot likes nothing better than to
play football with any adventurers met.

GIANTS - Ciants are tall, strong and not necessarily handsome. They are
usually hostlle. Due to their great strength lt is ill advised to let them hit yotl
too much. Warningl Th€re are three types of giants; they all look the same,
they are not!

IIOUNDS OF IIELL - tiounds of hell are evil canlnes with the ablllty to breathe
fire. Th€y are qulte happy to engag€ In H-T-tl-C. Not Nicet AVOIDI

ICE PllANTOnt - lce Phantoms are sk€letal cr€atuies from the dePths. They
avoid H-T-h-C preferring to freeze the victim from a distance. P.S. They hate
adventurers!

TIGER - Now what can be sald about Tigers? L€t's see... they bite and clalv and
have been known to eat menl well, they are not as bad as some of the denlzens
of the depths, which is probably a good thing.

!tlNIOII - The Mlnlon is a monstrous devotee ofthe Death Cods. ltattackswlth
claws and blte, all of whlch is polsonous. Run awayl

ocRE - The ogre ls a lesser glant belng less powerful In general. ogres are not
known for their lntelllgence and like cold. tlandle wlth care.

TITAIT - A Titan is a very Int€lllgent glant who knows maglcal sPells.
Sometimes known as'Magnes Eane', the Tltan is a very strong and fearsome
opponent, Exlt stage left runnlng flatoutl

TROLUT - Trolls are mostly sllmey creatures who prefer to llve in damp vaults.
They eat anyone they meet. Pr€f€rabl€ to Tltans which they superflclally
resemble.

WDREWOLF - Th€ werewolf is very much as represented In folklore as a large
and unduly ferocious wolf. Not to b€ mistaken for Hounds of Hell unless you
like beinq burned allvel
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WOLF - The Wolf is neither as bad as the Werewolfor the Hounds of Hell. All in
all that has to be a major advantage.

12. Treasure.
Thus far you have dlscovered that many foul and evil beings guard the
catacombs of ZOB. Now you will discover what they guard within the dark and
dusty vaults.
lN the various chambers you wlll find, in addition to the cr€atures, a large range
of objects both enchanted and mundane. Particularly of interest are th€ various
components of The Armour Of Zob which you are questing for. In addition there
ar€ gold and platlnum monies to add to your wealth.
Plost important are the various enchanted items which will assist in your
attempts to defeat the guardians.

SWORDS - There are a variety of magical swords to be be found. Enchanted
swords hit the monsters more easily. Some creatur€s may only be injured by
special €nchanted weapons.

SIIIELDS - Shields are useful to help parry attacks and prevent opponents
injuring you. Certain rar€ shields provide protection against spells and
sDecial attacks.

STAVES - There are a variety of staves, most of which are magical. A staff is a
magical device which ls designed only for magiclans (i.e. those specialising in
magic) and is of little value to a warrlor.

BROOIIS - Brooms are very useful for sweeplng floors. lt is recorded that some
rare brooms are magical.

SPEARS - A magical spear is a useful weapon in all respects. A few rare spears
have additional special properties.

IIORNS - Horns function in various ways, they can be very useful.

HELIIETS - lvlagical helmets are very rare, of great value and an aid to wear€rs.

BOTTLES - Bottles contain all manner of things; \,vine, water, magical broths
etc.

GEMS - Certain gems store spells within and are of great value to warriors.

RIN(jS - There are many varieties of enchant€d rings, some of middling value
and some of great puissance. But which one to wear?

FIGURIITES - Certaln figurines may be foundr some may be enchanted. Their
purpose and value are obscure.
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CROWNS - One of the most useful magical devices is the Crown Of Detecting
Magic. It wlll identify enchanted items.

AI||ULETS and PENDA|ITS - Such items normally do not function direcuy but
act passively to modify the outcome of certain events.

THE BOOK OF ZQB - I1now, Oh TraDeuer,
That eDen shouldst thou flnd
And gather each and euerA part of
The Armour of Zob: ThA Quest
ShaU be as naught I thou haLre
Not also the Book of Zob.

ARmOUR - Within the vaults It is possible to flnd enchanted armour to ward off
the attacking blows of your adversaries,

CLOAKS - 'Every traveller knows where his magical cloak isl,,

CAVEAT - 'Caveat' is Latin for Bewarel During recent times Zob has atso
distributed a number of harmful or flavour€d enchanted lt€ms within the
vaults. 8e on your guard!

THE t{AIN DISPLAY

YOUR
PLAYDR

CHARACTER
MONSTER

IIONSTER

{ SPECTRUM VEBSTON )
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STATUSDISPLAY

CIIARACTER'S
NAITIE

IIIT POINTS
MACIC POINTS
CURREIIT DEFENCE
CUNRENT ATTACK

THE,,MAGIC'' NUMBERS

( SPECTRUM VERSION )
ON AIISTRAD,I]IESE TITO LINES AREAT

Tfl[ TOT OT SCREEN

I3. TIIE DISPLAY.

The display is divided into 5 areasl

The 3-D. DISPLAY in the top left hand corner of the screen shows what your
charact€r can see in front of him as he moves around and fights.

The ilAP DISPLAY In the top right shows your position and facing on the map
and that of the monsters currently active. Note that the monsters in rooms
whlch you hav€ not yet entered are not displayed. During MELEE or when the
STATUS action is performed the map changes to the STATUS DISPLAY.
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'fhe STATUII DISPLAY has two different formats. The top half always shows
your characters current status. The format is:

TOPLINE -

SECOI]D LINE _
THIRDLINE -

FOURTIILINE -

FITTHLINE -

SIXTTI LINE _

Either STATUS or MELEE depending on
whether or not combat Is In progress.

Your characters name.

e.g. fllTS 29 Thls ls the amount of
damage you can take before dying. lt
will go down when you tak€ damage but
slowly regenerates.

e.g. IrlAClC l5 This is your magic
power level. You expend these points
when castlng spells. They also
regenerate.

e.g. ATTACK HACK This shows your
currently selected attack,
€,g. DEFENCE DODQD This shows your
currently selected defence.

The bottom half of the status display shows one of two things. when you are in
MELee and there is another monster in front of you it shows the tllTs, ATTACK
and DEFENCE of the monster. At all other times it shows the "MAOIC NUMBERS".
These are numbers representing your skill levels in various fields. It is up to you
to work out whlch one corresponds to what and use this knowledge to help
identify magic items by observing their effect.

TIIE TEXT DISPLAY
This displays the name of the location you ar€ in, any spok€n text, and sundry
other text messages.

TIIE IIESSAGE DISPLAY
This consists of the two lines above the llENU. ( ff fOf Of SCnOm on A STRAD, )
It is used durlng melee to tell you what is going on. lt also gives the results of
outgoing and incoming spells, lf nothlng else ls golng on the name of the ltem
you ar€ holdlng ls displayed.

TIIE MENU
Thls is the bottom llne.

14. Mele€.

Melee (hand to hand combat) occurs whenever there is a hostile monster who
wants to flght in front of you, or when you opt to flght by selecting HlT.

The seouence of events is as follows:
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l) A text message "PREPARE FOR BATTLE,, app€ars on the text disptaJ,.

2) The STATUS DISPLAY reptaces the map wtth the word MELeE at the toD.

3) The message ROUND I appears on the message dlsplay.

4) Your attack flashes on the status display.

4) The result of your attack flashes up on the message display.

6) The monsters attacks are flashed and resutts of each Drinted.

7) Back to 3) for round 2. And so on. Until death.

Ilgle_sult o!9!l lpells you cast appears tn the message disptay as either FULL
EFFECT or EFFDCT BDS|STED.

W-hen spells are cast at you the type of spell and whether or not you tak€ the full
ellect are printed on the message display,

Note that there are some 'contact' effects, e.g. poison which occur when certain
monsters hit. These are dealt with as sDells.

REAR ATTACKS
When you are attacked from the rear or side the message,,REAR ATTACK,, and
the result of the attack are printed on th€ message distlay.

Movement in ItELEE
When In melee you can only turn at the end ofeach round. The monster will (let a
couple of free blows. l-lowever, when you earn the defence RETReAT thins; get
eastet.

DYING
When your character is killed, you wllt not have to start all over again, you wilt
see the message "....your tife is over. Igiveyouanotherlife,andar;sentbackto
the start location to try again. your inventory remains as it was before death,
but that is not to say there are not dlre penalfies, We leave you to discover
them...

f5. SAVING and RE.LOADTNG a character.
As you will become aware, SWORDS & SORCERY takes a lot of hours to comDtere.
In addition you may want to devetop more than one type of character. To help
you we have incorporated a LOAD/SAVE featur€ that stores vour charac(er ar
any point in the game, and allows you to reload it and carry on ptaying wnen
time D€rmits.

To Save a Charact€r:- Insert a blank tape in your recorder, take a note of the
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tape counter reading, s€t th€ machine to r€cord. Now go to the ACT menu from
the maln menu and select SAVE CAME,

NOTE: - Saving starts as soon as you select SAVE CAplE, so ensure everything is
ready. When savlng.is complete, the game wlll restart,

To reload a charact€r: Thls can only be done at the beginning of a game i.e. when
SWORDS & SORCERY has treen freshly loaded. Se€ Starfing Up for further
details.

16. Pause.

lf you wish to freeze SWORDS & SORCERY at any point during the game, we
have incorporat€d a PAUSE feature. Simply press SPACE + CApS SIflFT
(XSC on Amstrcd ) together. To start playing again press the same keys again.
When paused you will note the border becomes qreen.

17. Extta llodules.
Swords & Sorc€ry is the first game in the MTDAS range of role playing
adventure games and one of the main features of the series is €xpandabitity and
portability.

To enhance both the playing time and nexibility of S|xord6 & Sorcery we have
designed the following list of products:

Th€ Swords & Sor€ery Advanc€d play€rs cuide. price e4.95
Not only do you get countless hints and tips on how to get the most from your
characters, the Advanced Players Gulde includes:
l. A large fully illustrated map detaillng the en re dungeon including levels
2.5. & 4.
2. A free copy of the lev€l 2 dungeon tape.
5. The A.P.C. guide to Monsters. All the monsters in the entire dunqeon are
listed and illustrated h€re with full details on their lik€s and distikes.
Invaluable for those tricky moments!
4. The A.P.G. CUIDE TO OAJECTS. As with the guide to monstars, everything
to be found in the dungeon is listed and illustrated here -lnctuding th;
tr€asure.
5. A set of Sword3 & Sorcery cassette labets to help you k€ep a track of
your characters.

Coming soon - phone ford€tails

L€vel Two. Prlce J I .OO
When you have completed Level I of the dungeon, you will want to proceed to
the next. Includ€s new monsters, new objects and new quests.

Coming soon - phone fordetails
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Pleaae note; Due to the enormous complexity and nature of Swordc &
Sorcery, PSS cannot guarantee that all errors have been removed. If any fault
does occur then please contact us, taking note of the location and nature of the
problem, in order that we may correct futur€ versions.

Thank uou.

o titc Lxxxv Pss
All rights of the producer, and of the orvn€r of the work being produced, are
r€served. Unauthorised copying, hiring, lending, public performance and
broadcasting of this cassette is prohibited. The publisher accepts no
responsibility for errors, nor liability for damage arising from its use.
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WHEN DARK CABALLUS HIS COUNCILS LEND US
LET NOT THE RED CLUPEA HARANCUD US
TURN US FROM WHAT SEEMS TREMENDOUS AND
THUS TO ZOBS CREAT TREASURE SEND US.

P's's.462 STON'T SrAlftON RD. COVEirtRt
cv6 sDG. TEL COVEr{Tny 10203' 667556


