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THE PFOFLF OF THE KINGDOM HAVE LONG SUFFEFED UNDERK THE EVIL HULE

OF MOORLOCK, THF MASTFR OF THF NARK CASTLE IN THE SOUTHERN REACHES OF

g” THE FEALM. MANY HAVUF TRIED TO OVERCOME HIM, ONLY TO RE CRUSHED BY HIS
MIGHTY FORCES! NOW YOU. FPFRAVE ADVENTUFER, HAVE COME TO TEST YOUR
STRENGTH AND CUNNING IN SFAPCH OF VICTORY WHERE SO MANY HAVE FAILED.

YOU WILL STAKT WITH A PAND OF ONLY TEN BEAVF FOLLOWEKS. IT'S UP

TO YOU TO GATHER UF A RIG FNOUGH ARMY AND REG» BUY OR STEAL ENOUGH

- .'ARMS "AND FQUIPMENT TO PATTACK MOORLOCK'S CITADEL AND VANQUISH HIS
..MINIONS; THUS FOREVFR FRFEING THE LAND OF HIS EVIL INFLUENCE.

fﬁ i YOUF MAP WILL AT FIRST SHOW ONLY THF MAJOR GEFOGRAFHICAL FEATUKES
OF THE LAND (THF MOUNTAINS, SWAMPS AND RIVER), THF LOCATIONS OF THE
T¥O CITIES, MOORLOCK'S CITADFL AND YOUR PRESENT LOCATION. AS YOU
E¥PLORE THF KINGDOM, YOU WILL FNCOUNTER CASTLES, TOWERS, CAVES AND
RUINS. IF YOU MENAGF TO GFT INTO THESF FLACFS, YOU WILL FE AELE TO
SEARCH FOR TRFASURF. UNFORTUNATELY., SOME OF THESE PLACES MAY BR
GUARDER» AND YOU WILL HAVE TO FIGHT FOR THE TREASURE.

YOU WILL ALSO FUN INTO RANDS OF PILGRIMS, WIZARDS, OGKES &ND
SOLDIERS. MOST OF THF TIME, YOU MAY CHOOSE WHETHER TO ATTACK THEM,
- RUN OF PBE FRIFNDLY. IF YOU'RE FRIENCLY ENOUGH» SOME MAY JOIN YOU,
PRINGING ALONG SOvME OF THEIR EQUIPMFNT« IF YOU CHOOSE TO RUN> THE
SPEFC OF YOQUF ARMY WILL DEFENC ON HOW HEAVILY LADEN YOU AKE. IF YOU
FIGHT, THE OUTCOMF WILL DEPEND ON MANY FACTORS: THE STHENGTH OF EACH
SIDE, THE SHEEP NUMBERS . OF WAKRIORS, THE TYPES OF WEAPONS ON EACH
.SIDE» TKE EXPERIFNCF OF FACH OF THE FOES ANL OF COURSE,» LUCK. AFTER
EACH SKIPMISH, YOU MAY CHOOSE TO CONTINUE THE BATTLE, TRY TO ®UN, OF
GIVE THE FNEMY A CHANCE TO GIVE UP BY OFFERING HIM TERMS OF
SURRENDIFR. oo -

WHEN YOU REACH A CITY> YOU CAN GO TO THE MARKETFLACE AND BAHGAIN

VITH THE MERCHANT FOR ARMS AND SUPFLIES. YOU CAN ALSO OFFER TO SELL

‘HIM ITFMS FFOM YOUR INVENTORY. THF MFRECHANT IS A CAGEY OLD FELLOL»

~. . KNOWN TO GIVE AN OCCASIONAL GOOD DEAL, PUT GENERALLY DRIVES A HARD

f BARGAIN. HF'S WILLING TO EARTER, BUT IF YOU TRY HIS PATIENCE BY
~ HAGGLING TOO0 LONG, HE MAY THROW YOU O0uUT!

AN IMPORTANT THING TO REMEMPRER IS THAT YOU MUST FEED YOUR ARMY AS
YOU GO AROUND THF LAND FXPLORING AND FIGHTING. THAVEL IN THE
MOUNTAINS IS FSPECIALLY ARDUOUS, SO LAY IN SUFFICIENT SUPPLIES BEFORE
TREKKING THROUGH THAT REGION, TO AVOID STARVING ANY MENI

ONCF  YOU°®VE ASSFMELFD ENOUGH MFN, AEMS AND FQUIPMENT, YOU MAY
FEGIN YOUR ASSaULT ON  THF GITALEL OF MOORLOCK. GOCSPEED TO YQU,
MIGHTY WARRIOR!
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: WHEN THF CUESTION °"WHAT NOW SIRE?* APFEARS, YOU HAVE YOUR
CHOICE OF ENTERING A DIRECTION TO TRAVFL, SUCH AS NOHTH OR EAST.,

'OR A COMMAND SUCH AS 'INVENTORY® OR 'USE'. ONLY THE FIKST LETTER

NEED PE TYPFD, AND YOU DO NOT NEED TO PRESS THE ENTER KEY. A
DIRECTION COMMAND WILL MOVE YOU IN THE DIRFECTION SPECIFIED, AND
¥WILL DISFLAY ANY RESULTING INFORMATION CR MESSAGES AT THE BOTTONM

THE COMMAND *INVENTORY® WILL PRESENT A LIST OF ALL THE ITEMS
YOUR RAND 1S CARRYING ALONG WITH THF CUANTITY OF EACH, THE
WEIGHT OF EACH AND THF TOTAL WEI1GHT BEING CARRIED. YOU WILL ALSO
HAVE THF CPPORTUNITY TO DROP ANYTHING OR IF IN THE CITY», TO SELL

ANYTHINGC YOU LIKE.

SIMILARLY, ‘USE’ ALLOVS YOU TO USE THE ITEMS YOU ARE
CARRYING.

IN GENFRAL, WHENEUER A COMMAND OR ANSWER TO £ QUESTION IS A
LETTFR, YOU WILL NOT NEED TO PRESS THE ENTER KEY. WHEN A NUMBER
1S PEING ENTFRED, YOU MUST PRESS THE ENTEK KEY TO TELL THE
COMFUTER THAT YOU ARE DONE TYPING DIGITS. IF YOU MAKE A MISTAKE
WHEN TYFING NUMRERS, PRESS THE LEFT ARROW KEY (<) TO LET YOU
START OVER. :

WATCH THE ROTTOM LINE CAREFULLY FOR GUESTIONS AND MESSAGES.
BPE SURE NOT TO PRESS ANY KEYS TOO SOONs AS THE TES-80U WILL
REMFMRER THF LAST KEY PRESSED AND COULD CAUSE AN ERRONEOUS
ACTIONe. FOR EXAMPLF, IF YCU WFRE TO PRESS THE ENTEK KEY ‘TwlCE»
THE SECOND FRESS COULD FE INTERPRETED AS A BID OF ZERO IN THE
MARKETPLACE, CAUSING THE MFRCHANT TO THROW YOU OUT!

THE CUFSTION °*WHICH ITEM® MUST BE ANSWERED WITH THE ITEM'S

" NUMPFR» NOT ITS NAME!

CASTLFSs, TOWERS, RUINS 2ND CAVES ARE REPRESENTED RY VARIOUS
SYMROLSs WITH WHICH YOU WILL SOON FECOME FAMILIAKRe SOLDIEERS,
OGRES, WIZARDS AND PILGRIMS ARFE FEPRESENTED BY THE FIRST LETTER
OF THEIR NAMES. OTHER SYMFOLS YOU VWILL HAVE TO KNOW ARE:
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RANE, OF ARMS AND ARMAMENT R
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SHIELDS JERKINS

CROSSEOW | CHAINMAIL B
.BROADSWORD : PLATE ARMOR g ey
LONGEOW i > =

EACH MAN MAY HAVE MULTIFLE WEAFONS AMD ARMAMENT I.E FLATE ARMOR
OVER A JERKIN OR A LONGEOW AMD A BROADSWORD. BUT UWE WILL COUNT ONLY AS
MANY WEAFONS IM EACH CATABODRY AS THERE ARE MEN TO USE THEM.

YOU WILL HAVE CHARACTERISTICS OF SFEED, TOUGHNESS AND CHARISMA
THAT WILL CHANMGE WITH EACH GAME. WHAT WORKS IN ONE GAME WILL NOT WORK
IN OTHERS. EACH FERSOMAL FARAMETER IS ALSD AFFECTED BY HOW MUCH
YOU ARE CARRYING, HOW WELL YOU ARE ARMED AMD OTHER FACTORS WE WILL
LEAVE YOU TO FIGURE 0OUT.

LOADING GUEST

ENTER THE COMMAND “FCLEAR1" BREFORE ENTERING "CLOAD" OR YOU WILL
HAVE AN OUT OF MEMORY ERROR. THAT WILL OCCUR TO ALL FLAYERS WHO
ATTEMET TO LOAD AND FLAY THE FROGRAM WITHOUT READING THESE DIRECTIONS.

IF YOU ARE ONE OF THODSE — GOTCHA!!
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