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L I M I T E D W A R R A N T Y

strategic Simulations, Inc. ("SSI") warrants that the diskette on which the enclosed
program is recorded will be free from defects in materials and workmanship for a
period of 30 days from the date of purchase. If within 30 days of purchase the disk
ette proves defective in any way, you may return it to Strategic Simulations, Inc., 1046
N. Rengstorff Ave., Mountain View, CA 94043-1716 and SSI will replace it free of
charge. In addition, if the diskette proves defective at any time after the first 30 days,
return the diskette to SSI and SSI will replace it for a charge of $10.00. Please allow
about four weeks for del ivery.

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT
TO T H E S O F T WA R E P R O G R A M R E C O R D E D O N T H E D I S K E T T E O R T H E G A M E
DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MER
C H A N TA B I L I T Y O R F I T N E S S F O R A N Y PA RT I C U L A R P U R P O S E . T H E P R O G R A M
AND GAME ARE SOLD "AS IS . " THE ENTIRE R ISK AS TO THEIR QUAL ITY AND
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SS I BE L IABLE FOR
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING
FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SS I HAS BEEN AD
VISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW
THE EXCLUSION OR LIMITATION OF Ib^PLIED WARRANTIES OR LIABILITY FOR
I N C I D E N TA L O R C O N S E Q U E N T I A L D A M A G E S , S O T H E A B O V E L I M I TAT I O N O R
EXCLUSION MAY NOT APPLY TO YOU.)

The enclosed software program and this Rule Book are copyrighted. All rights are
reserved. This Rule Book may not be copied, photographed, reproduced, or translated
or reduced to any electrical medium or machine-readable form, in whole or in part,
without prior written consent from SSI. The program accompanying this Rule Book
may be copied, by the original purchaser only, as necessary for use on the computer
for which i t was purchased.

© 1987 by St ra teg ic S imula t ions, Inc .
A i l R ights Reserved.

If you are unable to make a backup copy of your disk (most of our games have some
form of copy-protection), you may purchase a backup disk from SSI for $10 plus
$2 for shipping and handling. California residents, add applicable sales tax.

What to do if you have a defective disk
Each of our games undergoes extensive playtesting prior to its release. Through this
process we hope to uncover, and correct, any errors in programming, However, due
to the complex nature of our simulations, some program errors may go undetected
until after publication. In addition to errors in the program, there are occasionally
problems with the disk itself. We experience the industry standard of approximately
a 3 to 5% failure rate of duplicated disks. Before assuming that a disk is defective,
make sure to check your disk drive. Up to 95% of the disks returned to us as defective
will run fine on our computer systems. Qften the problem is with a disk drive that needs
servicing for alignment, speed, or cleaning.
Should you have a defective disk, please return the disk only (keep all other parts of
the game) to our Customer Support Department, along with a note describing the
problem you have encountered. A replacement disk will be provided upon our receipt
o f t h e d e f e c t i v e d i s k .

Should you uncover an error in the program, return both your game disk and any "save
game" disks to our Customer Support Department. Please enclose a description of
what was taking place in the game when the error occurred. Upon correction of the
program error, we will return an updated disk to you.
Always make sure to include your name, address, and daytime telephone number
with any correspondence. We will do our best to see that any problems are corrected
as soon as possible.
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The adventurer strode in through the
front gate, past the giant cracked doors,
and up to a merchant who leaned
against an empty p ick ie barre l . "Mer
chant, where am I. anyway?" he asked.

The merchant perked up at the
question. "Why, you're in lovely
Pendragon," he cried, "Crossroads of
Scandor, hub of commerce, and jewel
o f c iv i l i za t ion . "

T h e a d v e n t u r e r l o o k e d a r o u n d a t
the c rumbl ing mor ta r on the h igh
towers and the slump-shouldered ^
tread of the citizenry. "Is this a jewel or
a piece of glass? " he asked. "What has
befallen this metropolis?"

"You are sharp, ' the merchant
replied. "Pendragon. nay all of Scandor,
is but a shadow of its former glory.
Travel is dangerous, the popuiace is
fearful, and even the cows no longer
give milk. The monsters rise from the
hills and the pounding boots of the
conqueror are not far from our ancient
g a t e s . "

"Monsters? A conqueror?" ques
tioned the adventurer. "Who is i t that
threatens the entire continent of
S c a n d o r ? "

The merchant g lanced one way,
then the other. In a whispered voice he
said, "The evil sorcerer nikademus has
finally come to these shores."

"But r i ikademus's p lans on the
is lands of Gelnor and Perronrah were
t h w a r t e d ! " t h e a d v e n t u r e r c r i e d , " a n d
his crystal on the Pookny Islands has
b e e n s h a t t e r e d ! "

"Ah, a h istor ian!" mused the
merchant. "Those were but the first
two acts of flikademus's foul play. The
finale is to be enacted here on Scandor.
nikademus has learned from these
losses. Mis power is now such that he
can sway even the purest to evil. Mis
army has swelled to far larger than
Scandor's disorganized forces. If only
there was a force to stop nikademus.

Even a small group, with sufTicient
courage, might do it. But, alas, none of
sufftcient caliber have appeared." The
merchant sighed, "I suppose Scandor
i s d o o m e d ! "

" n e v e r ! " r o a r e d t h e a d v e n t u r e r . " I

myself have the courage of a lion! With
some stout fellows I am sure we could
rou t t h i s p re tende r n i kademus ! "

"Mow bold you are," said the mer
chant, "perhaps you could find other
b o l d f e l l o w s a t t h e G u i l d M a l l . "

"I shall go there at once!" cried the
adven tu re r w i th de te rm ina t ion . Me
moved to stride off toward the Guild
Mall but then stopped and turned. "But
Scandor is a great continent and I am
a newcomer here. Mow am I to pnd
n i k a d e m u s ? "

"The Pendragon Archives just to
the south were once the finest
collection of scrolls and knowledge in
the civilized world," .said the. merchant
"Though they say that the scribes
have gone mad and the archives
overrun, perhaps you could find more
information there. Try to find a wise
man named Pi lmon; he is almost a
legend in these parts."

"1 thank you for your information,
merchant , " the adventurer said. " I am
off to gather a hearty band to free
S c a n d o r ! '

Luck be with you!" the merchant
yelled as the adventurer squared his
massive shoulders and strode away.
The merchant smiled to himself;
another crazy soul off on the impos
sible quest. But someone, someday,
had to defeat Mikademus or all of Scan
dor would fall. Who was to say that
this adventurer wouldn't be the one?

I N T R O D U C T I O N

Welcome to PHAMTASIE I I I , t he th i rd ad
venture in tlie epic battle against the evil
s o r c e r e r M I K a d e m u s . Yo u n e e d n o t l i a v e
played either PliAHTASIE I or II to get full
enjoyment from PHAFiTASIE 111.

In PHAhTASIE III you will control a
party of 6 adventurers. They will start
as raw beginners, but as they adventure
through the wilderness and into dungeons
they will grow in power, skill, and wealth.
During the course of their adventures the
party will gather scrolls and meet beings
who can give clues to the source of the
calamity befalling the continent of Scan
d o r . T h e a d v e n t u r e r s c a n u s e t l i e i r k n o w l

edge and power to bring about a resolu
tion to Scandor's plight

This rule book will be your guide to
using PtlAPITASlE III on your computer. If
you've already played a number of fantasy/
quest games in the past then you can

turn to the Quick Start Section in Appen
dix I. Ifyou've already played PHAhiTASIE I
or I I then just turn to the Differences
Between PHAMTASIE 111 and PHAhiTASIE 1
& II Section in Appendix II to catch the
clianges that have been made in the new
game. If you haven't played any of these
games before, don'tworiy! This rule book
wi l l g ive you complete instruct ions on
how to play the game, and some hints on
h o w t o w i n i t !

The rules begin with the General Rules
that apply to PHAMTASIE III on all com
puters. The Computer Specific Instruct
tions refer to changes in the game that
help take best advantage of each different
computer. Final ly, the Quick Start and
Differences Sections will help old hands
get into playing the game as quickly as
possible. So let's get started — there are
quests to be completed and great deeds
t o b e d o n e !

A D V E N T U R E R S
Tlic basic unit iti PtiArSTASIE III is a party
of six adventurers. Ttie party will move
together, fight together, and gain experi
ence and treasure together. Adventurers
who have been bad ly in ju red can be
dropped from the party and new, inexper
i e n c e d a d v e n t u r e r s a d d e d w h e n e v e r t h e

party is in a town, The capabilities of the
party will depend on the powers and skills
o f t h e a d v e n t u r e r s i t c o n t a i n s .

Each adventurer is defined by his race,
his class or profession, his individual attri
butes, and his skill percentages. These
allow great individualization among the
adventurers. Many of these factors inter
act high attributes lead to high skill
percentages and Dwarf Fighters tend to
be stronger than Halfling Wizards The
descriptions and effects of the different
races, c lasses, at tr ibutes, and ski l ls fol low.

R A C E S
An adventurcFs race refers to his biologi
cal species. Adventurers in PMAMTASIE 111
can be selected from among the following
major races:
H u m a n s : m e d i u m s i z e h u m a n o i d s w h o
look like you do in the mirror. They tend
to be equally good at all professions.
Dwarves: shorter than huinans but tough
er. They make up for their lack of speed
and charm with muscle and grit
E l v e s : l i t h e , t h i a b e a u t i f u l c r e a t u r e s w h o
make up for their lack of muscle with
grace and intelligence.
G n o m e s : l i k e d w a r v e s , o n l y s h o r t e r . M o t
quite so clumsy, but not quite so strong
e i t h e r .

Halflings: very short, fast, and tougher
than they look, Halflings are surprisingly
intelligent and worthy adventurers.
R a n d o m C r e a t u r e s
S o m e a d v e n t u r e r s c o m e f r o m t h e l e s s
c i v i l i zed humano id races , re fe r red to he re
as random creatures. Hobody actually
likes the members of this motley crew so
they must pay much larger training fees
and stay in the back rooms at the inn.



R a n d o m c r e a t u r e s t e n d t o h a v e l o w C h a
risma scores, and can only be Fighters
and Thieves. Ifyou select a random crea
ture your adven tu re r ' s race w i l l be chosen
from among the following:

Gnolls: dog faced humanoids, and proud
of IL Qnolls are strong and tough, but ugly
and not very bright
Goblins: loathsome little guys; short like
gnomes but with few of their advantages.
Kobolds: very short quick, and tough
little monsters. Kobolds aren't veiy bright
or beautiful, but they can be sur,/ivors.
Lizard Men: 7 foot scaly hunks of mus
cle Lizard men are humanoid ... barely
... with great tails, claws, and a forked
tongue They eat like pigs but swim like
l i z a r d s .

Minotaurs: powerful humanoids with the
head of a bull or is that powerful human
oids who are bull headed? Either way,
Minotaurs are tough, but not quicK strong,
b u t n o t s m a r t

Ogres: huge, ugly humanoids who are
very strong, but not as strong as trolls,
and tough, but not as tough as trolls. Of
course they are also smarter, more agile,
and prettier than trolls ... which Isn't
saying much.
Ores: like a gnoll, but not as tough or
strong but more intelligent and prettier.
Pixies: small fairy creatures with pointed
ears and transparent wings. Pixies are
physically puny, but they are very quick
and in te l l igent

Sprites: fairy-like creatures who are even
quicker than Pixies. Their high dexterity
m a k e s t h e m e f f e c t i v e t h i e v e s .

Trol ls: just about the biggest strongest
toughest stupidest clumsiest and ugliest
c r e a t u r e a r o u n d . W h a t m o r e c a n I s a y ?

C L A S S E S
Each adventurer specializes into one of
six classes or professions. These classes
define what the character is especially
good at and what he specializes in. The
s i x c l a s s e s a r e ;

Fighters: the sword and shield of the
party. Fighters are the masters of mclec
combat humans, Dwarves, Qnonies, and
some random creatures make the best
fighters.

Monks: Jacks of all trades and masters of
none. Monks are average fighters, know
some thieving skills, and have a few com
bat spells. Because of the low number of
spells they can learn, they must pick their
spells carefully. Humans, elves, and half-
lings make good monks.
Priests: medid Priests are average in
combat but have many defensive and,
most important healing spells Make sure
the party priest is on your side! Humans
make the best priests.

Rangers: have sword, will travel. Rangers
are almost as good in combat as fighters,
and know a number of priestly spells.
Humans and Dwarves make good Rangers
Thieves: masters of the five-finger dis
count! Thieves are poor melee fighters,
but excellent bowmen and skilled profes
sionals. With their stealth they can sneak
into the second rank and hit monsters
fighters can't easily get to. They are also
great at spotting and dealing with traps
and treasure Humans, Halflings, Gnomes
a n d s o m e o f t h e r a n d o m c r e a t u r e s m a k e
g o o d t h i e v e s
Wizards: "nothing up my sleeve ..." Wiz
ards are the masters of magic They get
the most spells and Magic Points They
are poor in melee combat bu t a re masters
of offensive spells and are very important
in encounters w i th monsters . Humans
and elves make good wizards.

A T T R I B U T E S
Each adventurer has 5 main attr ibutes
that are based on his race and class. The
value of each attribute ranges from 3 to
2 2 . E a c h a t t r i b u t e d e t e r m i n e s a d i f f e r e n t
c a p a b i l i t y. T h e a t t r i b u t e ' s c o m m o n a b b r e
viation is listed after the attribute's name.

Strength (STR): physical strength, ability
to use heavy weapons and equipment
and damage in melee combat Fighters
need as much Strength as they can get
intelligence (IINT): mental prowess and
the basis of the ability to cast spells.
Wizards, Priests, and Monks need a very
high Intel l igence.

Dexterity (DEX): physical agility and the
basis of hitting and, more important not
getting hit by inelee attacks. Dexterity
also helps determine what weapons an
adventurer can use, how good some of
his skills are, and how well he can conjure
a spell. Everybody needs Dexterity.
Const i tut ion (COIN): endurance, physi
ca l toughness, and a modifier on the
n u m b e r o f H i t P o i n t s a n a d v e n t u r e r h a s .
The higher the adventurers Constitution,
the more Hit Points he has, and the longer
that he might live!
Charisma (CflA): good looks, charm and
how to win friends and influence people.
Char isma a f fec ts the cos t o f a charac ter 's
training and learning new spells. Another
reason why yucky random creatures pay
more for training.

H O W A T T R I B U T E S A R E D E T E R M I I N E D

W l i e n a n e w a d v e n t u r e r i s c r e a t e d , h i s
attributes are equal to a random value
modified by the adventurers class and
race. The following charts give the Attri
bute Modifiers byClass and the Maximum
Attribute by Race.

A t t r i b u t e M o d i fi e r s b y C l a s s
S T R I H T D £ X C O M C I I A

Fighter + 2 - 2 -1-1 0 - 1

M o n k 0 0 -1-1 0 0

P r i e s t 0 -t-2 0 0 0

Ranger 0 + 1 0 0 - i - 1

T h i e f - 2 0 -1-2 0 - 1

W i z a r d - 4 -1-3 - 2 0 + 1

M a x i m u m A t t r i b u t e s b y R a c e
S T R i r r r O C X C O N C H A

H u m a n 1 8 1 8 1 8 1 8 1 8
D w a r f 2 0 1 7 1 7 1 9 1 7
E l f 1 7 1 9 1 9 1 7 1 8

Q n o m e 1 9 1 7 1 8 1 9 1 7

Halfling 1 6 1 8 2 0 1 8 1 7
Q n o l l 2 0 1 3 1 7 2 1 1 1
G o b l i n 1 7 1 4 1 8 1 7 1 1
K o b o l d 1 7 1 5 1 9 1 9 1 3
L i z a r d 1 9 1 4 1 7 1 8 1 3
M i n o t a u r 2 0 1 4 1 6 1 9 1 2

O g r e 2 1 1 4 1 6 1 9 1 3
O r e 1 9 1 6 1 7 1 8 1 4
P i x i e 1 6 1 8 2 1 1 6 1 7

S p r i t e 1 6 1 8 2 2 1 6 1 7
T r o l l 2 2 1 3 1 5 2 0 1 2

S K I L L S
E a c h a d v e n t u r e r h a s n i n e s k i l l s , e a c h
rated with a percentage chance. Situa
tions and opponents can reduce these
percentage chances so that the actual
probabilities can vary widely. Each time
an adventurer goes up a level he can
increase his training in three of his skills.
T h e s k i l l s a r e :

A t t a c k ; t h e a d v e n t u r e r s c h a n c e t o h i t a n

opponent in melee. An enemy may have a
d e f e n s e w h i c h s u b t r a c t s f r o m t h i s a n d
some maneuvers may reduce the chance,
so high-level adventurers will often have
A t t a c k s k i l l o v e r 1 0 0 .

Parry: the adventurers chance to get his
shield in the way when he does a parry
m a n e u v e r . I t a l s o m a k e s t h e c h a r a c t e r
harder to hit even when not parrying.
S w i m : t h e a d v e n t u r e r ' s c h a n c e t o c r o s s
a water square without taking damage
from drowning.
L i s t e n : t h e a d v e n t u r e r s c h a n c e t o h e a r
monsters coming. If the party hears the
monsters, it can attempt to flee or be fully
prepared when the encounter comes
Spot Tl-ap: the adventurers chance to
spot a trap that has been set for the party.
Once a trap has been spotted the party
can do something about it
Disarm Trap: the adventurers chance to
disarm a trap once it has been spotted.
Only one adventurer will attempt the dis
a r m a t a t i m e .

F i n d I t e m : t h e a d v e n t u r e r s c h a n c e t o
spot treasure and goodies after a battle.
Monsters who surrender give their items
over freely, but dead monsters tel l no
t a l e s .

P i c k L o c k : t h e a d v e n t u r e r s c h a n c e t o

pick the lock on a door in a dungeon. The
locks on some doors can not be picked
and must be opened in some other way.
F i r e B o w : t h e a d v e n t u r e r s c h a n c e t o h i t
his target when Firing a bow. Some mon
s t e r s h a v e d e f e n s e s t h a t r e d u c e t h i s
c h a n c e .

2 3



S O C I A L C L A S S
Each adven tu re r has a soc ia l c lass wh ich
denotes his place in society. The four social
classes are: Peasant Laborer. Craftsmaa
a n d M o b l e . H u m a n s , E l v e s , a n d D w a r v e s
tend to be in the higher classes. The
a d v e n t u r e r ' s c l a s s d e t e r m i n e s h o w m u c h
gold he gets to start and how much he
gets for going up a level; the higher the
social class the more gold the adventurer
r e c e i v e s .

T O W N S
S T A R T I N G A N D E N D I N G
Each session of PHANTASIE III begins
and ends in a town. The party will begin in
town number 1, Pendragon. Each town is
identified by a name and number. Towns
provide a number of facilities for the party
a n d s e r v e a s h a v e n s f r o m m o n s t e r s .

Each town operates exactly the same
way. In each the adventurers will find the
same facilities: a Guild where they can
t r a i n a n d fi n d f e l l o w a d v e n t u r e r s ; a B a n k
where they can keep their money; an
Armory where they can buy equipment; a
Mystic from whom they can find out how
far along on the quest theyve come; and
an Inn where they can rest and heal .
Adventurers can a lso per fo rm severa l
m a i n t e n a n c e f u n c t i o n s i n t o w n s s u c h a s

Casting a spell. Using an item. Distributing
items among the party. Inspecting an
adventurer in detail, or Saving the game.

Actions in town are controlled by the
To w n M e n u . T h e To w n M e n u i s d i v i d e d
into two sections: places to go and things
t o d o .

T O W N M E N U : G O T O
The top menu gives the commands that
take the party to the various locations in
town; The Guild, The Bank, The Armory,
The Mystic, The Inn, and Leave town. New
players must go to The Guild to gather
the adventurers for a party.

T H E G U I L D
The Guild is where adventurers are gen
erated and formed into parties. Dozens of
d i f f e r e n t a d v e n t u r e r s c a n b e r e c o r d e d i n
tlie guild, but only six will be in a party at a
t i m e .

T h e G u i l d M e n u c o n t a i n s t w o k i n d s o f
commands: Guild Commands and Party
Commands. The Guild Commands pro
vide the following options:

G u i l d C o m m a n d s
• C r e a t e a N e w m e m b e r o f t h e G u i l d
• L i s t t h e m e m b e r s o f t h e G u i l d
• Purge an adventurer from the Guild
• Add a member of the Guild to the party.

New Memben this option creates new
me'fhbers of the guild one at a time. New
members should be carefully chosen. You
must find the optimal mix of classes and
races to survive and complete the quest.
A reasonable beginning party has been
pre-generated and pre-equipped and is
listed as the first 6 members of the Guild.
You may choose to use these adventurers
or create your own.

Once the race and c lass of the adven
t u r e r h a v e b e e n s e l e c t e d h i s a t t r i b u t e s
will be displayed. If the attributes are
acceptable the adventurer will be assigned
a n a m e a n d l i s t e d o n t h e G u i l d r o s t e r .
Then the adventurer's full list of statistics
will be shown along with his starting
equipment (See Town Menu: Inspect for a
full explanation of the display).
List: this option shows all of the Guild
members and the following information:
Their Number in the guild (Apple only),
t h e i r n a m e , t h e i r c l a s s , a n d t h e n u m b e r
of the town where they are now. The last
three names on the list Mud, Mist and Air
are not adventurers at ali. They are the
ELEMENTAL5 that a wizard or monk sum
mons with the Summon Elemental Spell.
Notice that they are fighters, that they
have guild numbers, and that they reside
in town 0 which is not found on the
niaterial plane. One Elemental can be
added to the party. It does not count as a
inember and simply defines which ele

mental wi l l come when the sunmioning
spell is cast
Purge: this option drops an adventurer
from the guild list from the part)', and out
of the game, never to be seen again. Use
w i t h c a u t i o n .

Add to Par ty : th is op t ion w i l l add an
adventurer from the Guild list to the party.
T h e a d v e n t u r e r w i l l s t i l l b e l i s t e d o n t h e
G u i l d L i s t

P a r t y C o m m a n d s
• S p e l l s
• Tra in ing
• Drop From Party
• Rename a Party Member

S p e l l s : t h i s o p t i o n a l l o w s a n a d v e n t u r e r
to attempt to learn new spells. The num
ber of spells the adventurer can learn, the
cost of each attempt to learn the spell,
and the specific spell numbers the adven
t u r e r c a n c h o o s e f r o m w i l l b e l i s t e d . T h e
cost of learning the spell comes from the
party treasury, not the adventurer's bank
a c c o u n L I f t h e r e a r e n o n u m b e r s a f t e r
"POSSIBLE SPELLS: " , then the adven tu ie r
can learn no new spells at this time.

Training: this option allows an adven
turer who has gained enough Experience
Points to go up a level and increase his
skill percentages. When training the ad
venturer will be told how many experience
points he needs to go up a level; or, if he
has enough experience points, then how
many gold pieces will be required to pay
for the training. Gold to pay for the train
ing comes out of the party treasury and
n o t t h e a d v e n t u r e r s b a n k a c c o u n L

W h e n t h e a d v e n t u r e r h a s e n o u g h
experience points and gold, the training
can begin. The adventurer will gain addi
tional Hit Points for going up a level. He
will also get to train up three of his skills.
Each skill will be listed along with its cur
rent value and its new value after training.
The adventurer may train in the same skill
more than once, but the advantage gained
is decreased each time. After all training
the party should get out of the Guild and
into the Inn to rest up their Hit Points to
t h e i r n e w m a x i m u m .

Drop From Party: this option takes the
adventurer oft" of the party roster. The
a d v e n t u r e r i s s t i l l o n t h e G u i l d l i s t a n d
can be put back into the party any time
the party is in the same town.
Rename: th is opt ion a l lows the p layer
to change the name of a member of the
p a r t y.
Exit Guild: this option returns the Adven
t u r e r s t o t h e T o w n M e n u .

T H E B A N K
The Bank has an accoun t fo r each adven
t u r e r , a t i d t h e r e a r e B a n k b r a n c h e s i n

every Scandorian town. Adventurers can
withdraw or deposit money at any branch.

W h e n e a c h a d v e n t u r e r i s c r e a t e d h e i s

given an amount of gold in his accounL
Before an adventurer can buy equipment
at the Armory or Spells at the Guild his
go ld needs to be w i thd rawn f rom h i s
account and put into the party treasury.
A part) ' in the wi lderness should carry
enough gold to cover stays at independ
ent inns, bribes, or purchases in the dun
geon. Each of these costs about 250 gold.

When adven tu re rs fi r s t en te r t he Bank ,
the amount of Gold the party is carrying is
displayed along with the following options:
• W i t h d r a w G o l d P i e c e s
• Deposit Carried Gold
• E x i t B a n k

Wi thdraw Go ld P ieces : th is op t ion a l
lows each adventurer to withdraw gold
from his account and put it into the party
treasury. From there on only the tota l
gold carried by the party will be shown. A
party can carry up to 65,000 Gold Pieces.
Deposit Carried Gold: this option allows
the adventurers to divide the party's gold
into shares and deposit it into their bank
accounts. Each adventurer will get either
1, 2, or 5 shares of the party's gold and
the value of each share will be displayed.
A n a d v e n t u r e r s b a n k a c c o u n t c a n h o l d a
m a x i m u m o f 6 5 , 0 0 0 G o l d P i e c e s . A s m a l l

bank ing fee w i l l be charged a t every
d e p o s i t
Exit Bank: this option returns the adven
t u r e r s t o t h e T o w n M e n u .
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T H E A R M O R Y
The Armory is actually a general purpose
store that stocks weapons, armor, shields,
scrolls, potions, and other treasures. The
armorer buys his inventory from crazy
a d v e n t u r e r s w h o c o m e i n t o t o w n t o s e l l
the treasures they found on their jour
neys. Other adventurers can then pur
chase the treasures and equipment from
the armorer (at a profit to the armorer, of
c o u r s e ) .

T h e s t o c k s o f s c r o l l s a n d o t h e r t r e a
sures in the armory remain for future
visits. However, the stocks of weapons
and potions can change each time the
par t y en te rs .

When the parly enters the Armory, one
adventurer is defined as the buyer. A list of
the Armory Commands will be displayed.
To make purchases list the Armory inven
tory. The list will show the Item number
(used to buy the item), the Item name,
the Cost (in Gold Pieces), and the Point
Value of Weapons and Equipment. If the
buyer does not have the necessary mini
m u m a t t r i b u t e s t o u s e a n i t e m , t h e I t e m
wi l l be l i s ted as Unusab le .

The Equipment Section gives the de
scription of the items available in the
Armory. To complete a purchase, choose
the Buy Item option and the Item number.
The I tem wi l l be added to the adventurer 's
inventory and the money will be sub
tracted from the party treasury.

R e m e m b e r t h a t a n a d v e n t u r e r c a n

only use one weapon, one shield, one suit
of armor, and one bow. This equipment is
never lost, stolen, or destroyed. Armor
and Shields have a minimum Strength
Requirement. Bows and Weapons have a
minimum Combinat ion of Strength and
Dexterity. Magic Armor and Weapons have
lower requirements.

A complete list of the options at the
Armory include:
• L i s t I t e m s • A n o t h e r S h o p p e r
• Continue List • Exit Armory
• Buy Item

L i s t I t e m s : t h i s o p t i o n l i s t s t h e fi r s t
dozen items in the Armory's inventory.
Continue List: this option lists the next
dozen items in the Armory's inventory. If
the Armory has a lot of items in its inven
tory the adventurers may need to use the

Continue List option several times to see
a l l t h e i t e m s .

Buy item: this option purchases the item
and puts it in the adventurer's inventory.
If the adventurer gets a "You Can't Afford
That" message, the price is higher than
the amount of gold in the party treasury.
Another Shopper: this option allows the
party to change the adventurer who is
shopping.
Exit Armory: this option takes the party
t o t h e T o w n M e n i r .

T H E M Y S T I C
The Mystic will give the party an overall
score that represents how far they have
proceeded on the quest and a rating of
how experienced the adventurers are.

T H E I N N
Adventurers who stay at the Inn have all of

••their Hit Points and Magic Points restored
t o t h e i r m a x i m u m . I n n s l o c a t e d i n t o w n s

are free, while independent inns in the
wilderness cost 250 Gold per stay. Char
acters who have cast spells while in the
v\alderness may have their maximum
number of Magic Points increased.

L E A V E T O W N
The Leave Town Option takes the party
i n t o t h e w i l d e r n e s s .

T O W N M E N U : O T H E R O P T I O N S
Adventurers can perform a number of
o t h e r a c t i o n s i n t o w n . T h e a c t i o n s w e c a n
talk about include Casting a Spell, Using
an Item, Distributing Items among adven
turers, Trading Items among adventurers.
Inspecting an adventurer, and Saving tlie
G a m e .

Cast a Spell: this option allows an adven
turer to throw those spells that can be
used in town such as healing or transpor
tation (see list of Magic Spells for details).
Use an Item: this option allows an adven
turer to read a scroll, quaff a potion, or
find the unusual properties of an item.
Some items, like scrolls, can only be used
in town. The adventurer carrying the item
to be used is specified. An inventory of the
items that adventurer is carrying is dis
played. Input the number of the appro
priate item to use IL

D is t r i bu te and Se l l I t ems : th i s op t ion
a l l o w s t h e p a r t y t o g a t h e r a l l o f i t s
equipment into one big pile and distrib
ute it among the party. Anything the party
doesn't want can be sold to the Armory.

The Items carried by the party will be
listed, along with which adventurers have
the necessary attributes to use the Item.
I t e m s a r e l i s t e d f r o m b e s t t o w o r s t i n
each category, first magical items and
then non-magical i tems.

It is a good idea to have all six of the
party members together before you redis
tribute items. It is also a good idea to
redistribute items to their proper owner
before saving the game. Remember that
each adventurer can only carry nine items
a t a t i i r i e .

IVade items: this option allows an adven
turer to give one of his items to someone
else in the party, or to sell one of his items
to the Armory. If only a few items are
involved, i t is faster to trade I tems than to
r e d i s t r i b u t e t h e m .

F i r s t d e fi n e t h e a d v e n t u r e r w i t h t h e
item to be traded. A l ist of all of the items
in his inventory will be listed. Then specify
t h e i t e m n u m b e r t o b e t r a d e d a n d t h e

p a r t y n u m b e r o f w h o t h e i t e m w i l l b e
t raded to. An adventurer may sel l the
item to the Armory by trading it to adven
t u r e r 7 .

Inspect Party Memben this option gives
t h e s t a t i s t i c s f o r a n a d v e n t u r e r i n t h e

party. Define the adventurer to be inspect
ed and his statistics will be displayed.

The display includes the adventurer's
fu l l name, h is cont inent o f or ig in , h is
level, race, class, physical status, and
social class. The display also includes a
list of the adventurer's attributes, skill per
centages, spells, general statistics, and
equipment. After the display of the adven
turer's statistics, a display of the state of
the adventurer's body parts is listed.
A t t r i b u t e s : t h e s e a r e l i s t e d i n t h e fi r s t
column along with a LUCK score (ran
domly determined from 8 to 13). These
attributes are the basis of how many tasks
are performed (See description under
I n d i v i d u a l A t t r i b u t e s ) .

S k i l l s : t h e s e a r e l i s t e d i n t w o c o l u m n s
u n d e r t h e a t t r i b u t e s . T h e n i n e s k i l l s i n
c lude : A t tack Par ry, Swim L is tea Spot
Trap, Disarm Trap. Find Item, Pick Lock
and Fire Bow. The numbers list the per
centage chance to perform a task based
o n t h e s k i l l , s u c h a s S W I M 4 5 m e a n s a
45% chance to swim without taking dam
age (see description under Skills).
S p e l l s : t h e n u m b e r r e p r e s e n t i n g t h e
spel ls the adventurer knows are l is ted
u n d e r t h e s k i l l s . S P E L L S 1 5 m e a n s t h e
advejiturer knows Healing 1 and Fireflash 1.
Age: the age of the adventurer in years.
Age adversely affects an adventurer's attri
butes after he reaches his declining years.
Each race has a different life span; elves
l i v e a b o u t 3 0 0 0 y e a r s , d w a i v e s a n d
gnomes live about 200 years, humans live
about 80 years, and most others croak off
after only 40 to 50 years.
H i t P o i n t s : t w o n u m b e r s ; t h e a d v e n t u r
er's current hit points / the adventurer's
total hit points. The current hit points will
fall when the adventurer is damaged and
rise again when the adventurer is healed
or completes a stay in the Inn (See Mor
tal i ty and Hit Points in the Encounters
S e c t i o n ) .

Magic: two numbers again: the adven
turer's current Magic Points / the adven
turer 's tota l Magic Points. The current
Magic Points will fall as the adventurer
throws spells and rise again when the
adventurer takes a magic potion or com
pletes a stay in the Inn.
G o l d i n B a n k : t h e n u m b e r o f G o l d P i e c e s
t h e a d v e n t u r e r h a s i n h i s b a n k a c c o u n t .
This does not include any Gold the party
is carrying.
Experience Points: the number ofExpe-
r i e n c e P o i n t s t h e a d v e n t u r e r h a s a c c u m -
Ltlated by kill ing monsters. The number
of Experience Points an adventurer needs
to go up a level depends on his race,
a t t r i b u t e s , a n d c l a s s . T h e a d v e n t u r e r ' s
level determines his maximum hit points,
maximum nuriiber of spells that can be
l e a r n e d , e t c
Score: how far the adventurer has pro
gressed along the quest



Equipment: this lists the weapon, armor,
shield bow and equipment that an adven
turer carries. The point value of the com
bat equipment is listed in brackets - the
higher the number, the more effective the
equipment. An adventurer can carry a
to ta l o f n i ne i t ems .

Body Pa r t s : t he s ta te o f t he adven tu re r ' s
Head, Torso, Arms, and Legs is listed.
Each area can be Okay, Injured, Broken,
orQone. Injured Body Areas can be cured
with rest in the Inn. More drastic prob
lems can be cured with high level Mealing
Spells or powerful Mealing Potions.
S A V E G A M E
The Save Game option can only be accom
plished in a town. Every time the party
leaves a town the game is saved auto
matically. If you're playing on an Apple,
make sure you remember the Guild num
bers of the adventurers in your party;
you'll need them to restart a saved game.

B E G I N N I N G
T H E A D V E N T U R E
Once the adventurers leave town they will
embark upon their quest They will wander
through the untamed wilderness, inside
horrid dungeons, and even into alternate
planes of good and evil.

W h e n n o t i n t o w n t h e a d v e n t u r e r s w i l l
be shown on a complete display that is
sp l i t in to severa l d i f ferent areas. The
u p p e r a r e a s h o w s t h e a d v e n t u r e r s t h e m
se lves Th is a rea inc ludes the adventurer 's
n a m e , c l a s s , c u r r e n t : m a x i m u m n u m b e r
of Magic Points, current; maximum num
ber of Hit Points, and a stick figure repre
sentation of the adventurer showing the
status of his Mead, Torso, Arms, and Legs.
Each body area can be; Okay(O), Injured
{ ! ) , B roken (B) , o rQone{Q) (See Me lee fo r
a full description of the effects of injuries
on Body Areas). The adventurer's status
is also listed; the adventurer can be: Okay,
Down, Sleeping, Dead, or Out (uncon
s c i o u s ) .

The center of the screen is split into
t w o d i f f e r e n t w i n d o w s . T h e l e f t w i n d o w
includes messages and terrain descrip
tions. The right window will show the
R a n k s a n d S t a t u s o f m o n s t e r s w h e n t l i e
a d v e n t u r e r s a r e i n c o m b a t

The lower part of the screen is split
i n t o t h r e e d i f f e r e n t w i n d o w s . T h e l e f t w i n
dow shows a map of the area of wilderness
or dungeon the adventurers are in. The
adventurers are assumed to have maps
of the wilderness, so all terrain in the area
is shown. The map of the dungeon will be
blank unt i l the adventurers explore i t
T h e c e n t e r w i n d o w s h o w s t h e m e n u o f

options the adventurers have at this time
The right window shows the figures of the
adventurers and the monsters that they
e n c o u n t e r ( S e e M e l e e f o r m o r e i n f o r m a
t i o n o n C o m b a t ) .

T H E W I L D E R M E S S
The area outside of towns and dungeons
is ca l l ed t he W i l de rness . The W i l de rness
display always shows a map of tlie area
the adventurers are in along with the
regular fjarty information. The Wilderness
menu includes the following options:

W i l d e r n e s s M e n u
• C a s t
• Inspect
• U s e
• Time Lag
• M o v e n o r t h
• M o v e S o u t h
• M o v e E a s t
• M o v e W e s t

Cast: this option allows an adventurer to
cas t non-combat o r w i lderness spe l l s
(See Magic section for details).

Inspect: this option displays the time the
party lias been out of town, the Experience
P o i n t s e a r n e d s i n c e t h e l a s t t i m e i n t o w n ,
the number of Gold Pieces the party is
carry ing, and the i tems the party has
acquired since the last t ime in town. It wil l
a lso display an individual adventuret 's
basic stats, including Hit and Magic Points,
Spel ls known, usable Pot ions carr ied,
and AttacK Parry, Swim, Listen, and Fire
percentages.
Use: this option allows an adventurer to
use a potion he is carrying, cither on
himself or on another party member. The
adventurer with the item is specified and
then a list of his potions is displayed. The
adventurer selects the appropriate potion
from his list and then selects the recipi
en t (See the i tems sec t ion fo r the e f fec ts
of potions).

Time Lag: this option changes the speed
of melee action: 0 speeds it up and 9
slows it down. The sound may also be
t u r n e d o n a n d o f f a t t h i s t i m e .

M o v e N o r t h , S o u t h , E a s t , W e s t : M o v e s
the party one square. North is at the top
of the map.

The Map of Scandor is divided into 25
sections that are identified by A-E (West
to Eas t ) and l -V (Nor th to South) . As the
party moves off the map, a new map will
be displayed.

The adventurers must attempt to swim
any water obstacles on the map, be they
lakes, seas, or rivers. If any adventurer
fails his swimming percentage, then he
flounders and takes damage. Adventurers
with few Hit Points are in real danger of
drowning when crossing water.

I n d e p e n d e n t I n n s a r e s c a t t e r e d a b o u t
Scandor. These provide the same rest
and healing as the Inns in towns, but they
charge 250 Gold Pieces (plus tax).

D U N G E O N S
When the party enters the square with a
dungeon, the dungeon will be identified
and the party asked if it wants to enter.
A Yes answer puts the party in the dun
geon. You will have to put in the dungeon
disk if you are playing an 8-bit version of
PMANTASIE 111. Once in the dungeon the
party is given a chance to leave. A No
answer keeps the party in the dungeon.

In the dungeon the Wilderness map is
replaced by a blank dungeon map. Only
those areas that the party has previously
explored will be shown on the map. As the
party explores, the layout of the dungeon
w i l l b e r e v e a l e d .

D U N G E O N M E N U
The Dungeon Menu ha.s the same fea
tures as the Wi lderness Menu p lus a new
option: Look. All of the options function
just as they do in Wilderness Menu.
Look: this option reveals the layout of
the dungeon for several squares in each
direction. It will not see through walls.
Some rooms are so big that a Look option
w i l l n o t r e v e a l t h e e n t i r e a r e a .

S K I L L S I N T H E D U N G E O N

Listen: adventurers automatical ly l isten
at doors in the dungeon. If the adven

turers hear anything they are given the
option to turn back.
Pick Lock, Spot I tem, and Spot Trap:
these skil ls are automatically attempted
at tlie appropriate times. Success depends
on the adventurer's percentages in these
s k i l l s .

Disarm Trap: whenever a trap is spotted,
the party is given the option of trying to
disarm the trap or leave. Only one adven
turer will get the chance to disarm a trap
(normally a Thief or Monk who has a high
Disarm percentage).
Leaving the Dungeon: the party may
only leave the dungeon at an exit When
ever the party gets to an exit, it will be
g iven an oppor tun i t y to l eave . A Yes
answer pu ts the par ty back in the Wi lder
ness. Wlien the party leaves the dungeon,
you will be given the choice of saving the
dungeon status or not.

When adventurers enter a dungeon for
the second time, the monsters may be
ready for them; new traps may be set, new
l o c k s o n t h e d o o r s , a n d n e w m o n s t e r s

may be in the dungeon. Monsters can
only do so much redecorating in a short
t i m e , h o w e v e r , a n d i f t h e p a r t y r e t u r n s
s h o r t l y a f t e r i t l e f t t h e n t h e m o n s t e r s
it has killed might still be dead.

E N C O U N T E R S
Your party will inevitably encounter mon
sters in the Wilderness or in the dungeon.
While some monsters may not be hostile,
they will never be helpful. The risk is high
— death to the unprepared and inexpe
r i e n c e d .

W h e n t h e p a r t y e n c o u n t e r s m o n s t e r s
you will will see: MONSTERS APFROACM
on the screen. Then the picture of the
m o n s t e r s , t h e i r n a m e , r a n k , a n d s t a t u s
will appear. Monsters in rank 1 are closest
to the party. Finally the Encounter Menu
will appear. The Encounter Menu includes
the following options:
E n c o u n t e r M e n u
• Fight
• Accept MonsteFs Surrender
• G r e e t M o n s t e r s
• Beg for Mercy from Monsters
• F l e e
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Fight: this option takes the adventurers
directly into melee, no quarter is asked
for or given (see Melee rules).
Accept Surrender: th is opt ion demands
surrender from a depleted group of the
enemy. If the enemy surrenders, the parly
gets all of their items and gold.
Greet: this option greets the monsters In
the hopes of avoiding combat If the mon
sters don't respond, then the battle is on!
B e g f o r M e r c y : t h i s o p t i o n p u t s t h e
adventurers down on their knees, begging
the mons te rs no t to hur t them (no t a bad
idea when a party of first levelers run into
a horde ofVampires or Devils or...). Ifthe
monste rs accep t the par tys sur render
they take all of the party's gold, some of
i t s new i tems, and then leave .

Flee: this option puts "fleet" in the adven
t u r e r ' s f e e t I f t h e a d v e n t u r e r s a r e s u c
cessful in fleeing, they will avoid combat; if
they are unsuccessll j l the monsters get
f r e e s h o t s .

M E L E E
If the party or the monsters decide to
fight each adventurer will choose his tac
t i c s f r o m t h e c o m b a t m e n u . E a c h a d v e n
turer has the following options:
C o m b a t M e n u
• T h r u s t
• A t t a c k
• S l a s h
• L u n g e
• A i m
• S p e l l
• P a r r y
• E i r e
• O t h e r
• F r o n t
• M i d d l e
• B a c k
• Time Lag
• R e d o

Thrust : th is opt ion lets the adventurer
take one hard, accurate swing at a mon
ster. It has the greatest chance of hitting
and does 1-2 points more damage than
n o r m a l .

A t t a c k : t h i s o p t i o n l e t s t h e a d v e n t u r e r
take two normal swings at the monsters.
If an adventurer does not have a high
enough attack percentage to Attack, he
w i l l T h r u s t i n s t e a d .

S lash: th is opt ion le ts the adventurer
take three or four quick swings at the
m o n s t e r s . E a c h i n d i v i d u a l b l o w i s l e s s

l ikely to h i t and does 1-2 points less
d a m a g e t h a n n o r m a l . I f a n a d v e n t u r e r
does not have a high enough attack per
centage to Slash he will Attack instead.
Lunge: this option is only for fighters; it
lets a fighter take one normal swing at a
m o n s t e r i n t h e s e c o n d r a n k . I f a n o n -

fighter attempts a Lunge he will Thrust
i n s t e a d .

Aim: this option lets the adventurer take
one swing aimed at the monstePs head
o r t o r s d r A n a i m e d b l o w h a s l e s s c h a n c e
of hitting than a normal attack. If the
adventurer does not have a high enough
attack percentage to Aim his blow, he will
T h r u s t i n s t e a d .

Spell: this option allows an adventurer
to cast any of his everywhere or com
bat spells. The adventurer will have to
specify the spell number, and target when
n e c e s s a r y .

Par ry : th is opt ion le ts the adventurer
attempt to parry with liis shield. A suc
cessful parry will be displayed by the
adventurer raising his shield on screen. A
successful parry makes the adventurer
h a r d e r t o h i t a n d r e d u c e s t h e e f f e c t s o f

e n e m y a t t a c k s .
Fire: this option lets the adventurer fire
his bow. I f there is more than one rank of
m o n s t e r s , t h e n t h e r a n k t o b e a t t a c k e d
must be specified.
Other: this option opens up a mini-menu
of movement and utility options. After
moving the adventurer may still assign a
combat option from the Combat Menu.
These options include:
Back: this option puts the adventurer at
the back of the party where he is tlie least
likely to liit with, or be hit by, melee
attacks. Being at the back does not affect
spells or bows.

Middle: this option puts the adventurer
In the middle of the party's fighting ranks
w h e r e h i s c h a n c e t o h i t a n d b e h i t a r c
n o r m a l .

Front: th is opt ion puts the adventurer
at the front of the partys fighting ranks
where lie has the greatest chance to hit
and be hit by melee weapons.
Time Lag: t l i i s u t i l i ty funct ion defines
liow long combat messages will remain
on screen. The time lag can range from 0
(the fastest) to 9 (t l ie slowest). The sound
may also be toggled on and off at this
point.
Redo: the "woops" option. This option
allows the whole partys combat options
to be reset. When tlie entire party's com
bat options have been assigned, the Redo
option will be given again.

T h i e v e s , b e c a u s e o f t h e i r s t e a l t h a n d
trickery, have an advantage In melee; they
can thrust , a t tacK or s lash at monsters in

any rank, not just the first.
After all of the adventurers' options

have been recorded, th is round o f combat

begins. Each figure will act as his turn
c o m e s a r o u n d . T h e e f f e c t s o f t l i e a d v e n
t u r e r ' s a n d m o n s t e i ' s a c t i o n s w i l l b e d i s

played in the center-right hand window.
The effects on tlie character's hit points
and body areas will be displayed at the
top of the screen.

At the end of every combat round the
monsters will reorganize, iftheyare losing
badly, they may attempt to flee. Ifthe fight
c o n t i n u e s , t h e E n c o u n t e r M e n u w i l l b e
displayed again and an additional round
of combat may occur. Combat will con
t i n u e u n t i l a l l t h e m o n s t e r s a r e d e a d , t h e

party is dead, the party accepts the mon
sters surrender successful ly, the party
fiees successfully, or the party begs for
mercy successfully.

A F T E R T H E B A T T L E
After each battle, the amount of experi
ence points and gold the adventurers
earned is displayed. The gold is put into
the party treasury and the experience will
be divided among the adventurers when
they reach a town.

Ifthe fight took place in the wilderness,
t h e m o n s t e r s s u r r e n d e r e d , o r t h e a d v e n
turers make their Spot Item percentages,
the part>' may find some treasure (mon
s t e r s d e f e a t e d I n t h e w i l d e r n e s s o r w h o
surrender in the dungeon automatically
give up all of their treasure). A general
descr ipt ion of each i tem found is dis
played and the party may decide to keep
o r d i s c a r d t h e i t e m . I t e m s c a n n o t b e
used until they are distributed in a town.
The party can carry up to 90 items that
they find while exploring.

Some fights occur at night while the
party is asleep. The party is assumed to
m o u n t a w a t c h . I f t h e c h a r a c t e r o n w a t c h
makes his Listen percentage, then he can
wake the party before the monsters attack.
Otherwise the sleeping adventurers will
have to wake up during the melee. A
priest or high level ranger can speed up
the process by casting spell 51, Awaken
(See Magic) .

M O R T A L I T Y : H I T F O i n T S A N D
B O D Y A R E A S

Everything can die; it's a part of the
adventuring business. Whenever a mon
ster or adventurer sustains damage, he
loses some of his hit points. When his hit
points reach 0 he is dead (though a high
level Priest might bring him back to life
with spell 44, Resurrection).

The number of hit points an adven
turer has is based on his Level, Class, and
C o n s t i t u t i o n . T h e H i t P o i n t C h a r t s h o w s
t h e n u m b e r o f H i t P o i n t s a n a d v e n t u r e r

Hi t Points by Class and Level for Adventurers wi th 10 Const i tu t ion

L E V E L I 2 3 4 5 6 7 8 9 1 0 1 1 1 2 1 3 1 4 1 5

F I G H T E R 1 0 2 0 3 2 4 4 5 6 7 0 8 2 9 4 1 0 6 1 2 0 1 3 0 1 4 0 1 5 0 1 6 0 1 7 0
R A h Q E R 8 1 8 2 8 4 0 5 0 6 0 7 2 8 4 9 6 1 1 0 1 2 0 1 3 0 1 4 0 1 5 0 1 6 0
P R I E S T 8 1 2 2 0 3 0 4 0 5 0 6 0 7 0 8 0 9 0 9 8 1 0 6 1 1 4 1 2 2 1 3 0
M O N K 8 1 0 1 8 2 2 3 2 4 4 5 4 6 2 7 0 8 0 8 8 9 6 1 0 4 1 1 2 1 2 0
T H I E F 6 1 0 1 8 2 2 3 2 4 0 4 8 5 4 6 0 7 0 7 8 8 6 9 4 1 0 2 1 1 0
W I Z A R D 6 8 1 2 1 6 2 2 2 8 3 4 3 8 4 4 5 0 5 6 6 2 6 8 7 4 8 0

1 0 1 1



w i t h a C o n s t i t u t i o n o f 1 0 w o u l d h a v e a t

any given class and level.
An adventurer's hit points can be re

stored to maximum in several di fferent
ways. First any stay at an Inn in town or an
independent Inn in the wilderness will
hea l a l l o f an adventurer 's h i t po in ts .
Second, spells 1-4, Healing 1-4, can be
cast by a Priest or Ranger. Each spell
heals a random number of points wi th
the higher numbered spells healing many
more points than the lower numbered ver
sions. Finally, a Healing Potion (rated from
strength 1-10) will restore a given num
ber of Hit Points per dose Any of these
methods may be used in combination.

E a c h c h a r a c t e r a n d m o n s t e r h a s 6
Body Locations: Head, Torso, Left and
Right Arm, and Left and Right Leg. These
Locations may be Okay (O), Injured (I),
Broken(B), orQone(Q). In the Wilderness,
the condition of each part of the body is
shown in a stick figure diagram under the
c h a r a c t e r s s t a t u s .

Healing spells and potions can Heal
Body Areas as well as Hit Points. Each
Healing spell or Potion will heal the most
v i t a l a r e a I t c a n . E a c h a r e a G o n e c o u n t s
as 1 Broken and 1 In jured area or 3
Injured areas. Each Broken area counts
as 2 Injured areas The fol lowing chart
lists the effects of different strength Heal
ing spells and potions.

H E A L i n O H E A U N G A R E A S H E A L E D
P O T i o n S P E L L

1 - 3 1 1 Injury
4 - 6 11 1 Break or 2 Injuries
7 - 9 111 1 Gone , 1 B reak &

1 Injury, etc
1 0 I V M o r e t h a n 1 G o n e

Hit Points are used separately from
Body Areas. A character can die from
having his Head or Torso removed, or
from enough hit points to an arm to kill
him. It is possible for an adventurer to
have al l of his Hit Points, but have a l imb
Gone Its also possible to have no dam
aged limbs, but be low on Hit Points.

Staying at an Inn cures all of an adven
turer 's H i t Po in ts , and w i l l cure 1 Breaker
2 Injuries. A visit to the Inn of a town is

still free. A visit to an independent Inn
c o s t s 2 5 0 G o l d .

S p e l l s 5 - 8 ( F i r e fl a s h ) a n d 3 7 - 4 0
(Flamebolt) attack a specific Body Area.
Spells 33-36 (Mindblast) only affect the
m o n s t e t s H i t P o i n t s .

Different weapons have different chan
ces to hit different Body Areas. Bows have
t h e b e s t c h a n c e t o h i t t h e v i t a l H e a d o r
Torso Areas. Spells have an equal chance
to hit ail Body Areas. Hand Held weapons
have the worst chance to hit a vital area
especially against very tall monsters. The
Aim Blow combat option allows an adven
turer with a hand weapon to aim at a vital
location at the cost of only taking one
b l o w a n d a r e d u c e d c h a n c e t o h i t

When a Body Area is Broken, it restricts
a n a d v e n t u r e r ' s c h o i c e o f a c t i o n s . A n
adventurer may not fire a bow ifany ofhis
Arms or Legs are Broken. An Adventurer
may not cast a spell or swing a weapon if
his Right Arm is Broken or Gone. Parry is
the only combat option for an adventurer
with a Broken Right Arm.

N O n S T E R S
T h e l a n d o f S c a n d o r i s fi l l e d w i t h m o n
sters of all types. Most would happily lunch
on ground Wizard any day! Each monster
has its own unique personality and set of
c h a r a c t e r i s t i c s . T h e s e c h a r a c t e r i s t i c s i n
clude how big a pack the monsters run
around in, their attack, damage, defense,
armor, hit points, and any special powers
and spells the monsters know. Also, each
monster can carry different amounts of
g o l d a n d t r e a s u r e a n d i s w o r t h d i f f e r e n t
amounts of experience. Finally, different
m o n s t e r s w i l l h a v e d i f f e r e n t r e a c t i o n s
when interacting with adventurers.

Beginning adventurers should be care
ful of very powerful monsters. But don't
w o r r y , t h e r e a r c a n u m b e r o f c r e a t u r e s
that your party can take on with a reason
a b l e c h a n c e o f s u r v i v a l .

Monsters are the stuff of legend and
rumor so a Monster Reputat ion Table
is included to represent knowledge the
adventurers have before the quest. Of
c o u r s e , n o t a l l m o n s t e r s h a v e b e e n m e n
tioned in the legends, and not all rumors
a r e t r u e !

The Fighting proficiency ratings relate
to low level adventurers (it doesn't actually

M o n s t e r R e p u t a t i o n T a b l e

n o n s T E R t W i E n C H T I N G
S K I L L

R E P U I A T I O n n O n S T E R N A M E n O H T I N G
S K I L L

R E P U T A T I O N

S k e l e t o n L o w B a d Wight High B a d

B a r b a r i a n M e d n e u t r a l W i l d C a t H i g h n e u t r a l

Drip Slime M e d B a d Wild Dog High n e u t r a l

G i a n t B e e M e d B a d Z o m b i e H i g h B a d

K o b o l d M e d n e u t r a l G n o m e M a g e H i g h n e u t r a l

L e s s e r W i z a r d M e d G o o d A l l B e a s t s V High B a d
O r e s M e d n e u t r a l All Dark Things V High n e u t r a l
S c r i b e M e d G o o d A l l D r a g o n s V High n e u t r a l
Sniverling M e d n e u t r a l A l t G i a n t s V H i g h n e u t r a l
Troll Baby M e d G o o d A l l L o r d s V High n e u t r a l
Any Undead H i g h B a d A s p V H i g h n e u t r a l
B a b y D r a g o n High G o o d Death F ly V High n e u t r a l
C o b r a H i g h n e u t r a l D e m o n V High B a d
C o n s t r i c t o r H i g h B a d D e v i l V High B a d
D w a r f H i g h G o o d F o r e s t E l f V High n e u t r a l
G h o u l H i g h B a d G ian t Wasp V High n e u t r a l
G o b l i n H i g h B a d G r e a t T r o l l V High n e u t r a l
G r e m l i n H i g h n e u t r a l H i g h D e m o n V H i g h B a d

I l l u s i o n i s t H i g h n e u t r a l High Devi l VH igh B a d
K i l l e r B e e . High n e u t r a l High Ranger V High G o o d
P a n t h e r H i g h G o o d K i n g C o b r a V High n e u t r a l
P r i e s t H igh G o o d L e o p a r d V High n e u t r a l
R a n g e r High n e u t r a l Spir i t V High B a d
S m a l l D e v i l High B a d Vampire V High B a d
St ing Beet le H igh n e u t r a l W i z a r d V H i g h G o o d
V i p e r H igh n e u t r a l W o l f V High n e u t r a l
V i p e r M o t h High n e u t r a l W r a i t h V High B a d

matter if beginners run into a Demon or a
High Demon, they're chutney either way)!
A beginning party can take on Low and
Medium (Med) quality monsters in about
even numbers and expect to win. A party
can only expect to win against high pro
ficiency monsters if the party heavily out
numbers them. A beginning party should
do everything in their power to not fight
the very high (V High) proficiency mon
s t e r s . W h e n t h e a d v e n t u r e r s h a v e a l l

gained several levels, they can come back
and try to mop up a gaggle of giants (fat
c h a n c e ) !

M A G I C
Magic is the fertilizer that makes PHAH-
TASIE III bloom. It is an important weapon
against monsters and the basis of the
heroes' power in the tatter parts of the
game. There are deeds to be done and
battles to be won that can only be achieved
with magic The proper combination of

melee, bowfire, and spells in combat is
the bas is o f success in PHAHTASIE (11.

Every class of adventurers has some
capacity to throw spells. Spells can be
th rown in town, in the Wi lderness , in dun
geons. and in combat. Magic spells are
identified by their Spell Humber, Magic
Point Cost, name, and Type. Each time
any adventurer casts a spell, it costs him
between one and four Magic Points de
pending on the spel l . The adventurer 's
Magic Points are restored by resting in an
Inn or by drinking a Magic Potion.

Each adven tu re r ge ts a number o f
Magic Points based on his class and attri
b u t e s . W l i e n e v e r a n a d v e n t u r e r r e s t s i n
an Inn after using Magic Points, he has a
chance for his maximum Magic Points to
increase. The maximum number of Magic
P o i n t s a n a d v e n t u r e r c a n h a v e d e p e n d s
on his class and level and is given in the
Maximum Magic Points Chart.

Al l adventurers can eventual ly learn

1 2 1 3



M a x i m u m M a g i c P o i n t s a t D i f f e r e n t L e v e l s b y C l a s s

L E V E L 1 2 3 4 5 6 7 8 9 1 0 1 1 2 1 3 1 4 1 5

W I Z A R D 1 0 1 1 1 1 1 2 1 3 1 4 1 4 1 5 1 6 1 6 1 7 1 7 1 8 1 9 2 0
P R I E S T 1 0 1 1 1 2 1 3 1 4 1 5 1 6 1 7 1 8 1 9 2 0 2 0 2 0 2 0 2 0

R A M Q E R 8 9 1 0 1 1 1 2 1 3 1 4 1 5 1 6 1 7 1 8 1 8 1 8 1 8 1 9

M O r i k 1 0 1 0 1 0 1 1 1 1 1 1 1 2 1 2 1 2 1 3 1 3 1 4 1 6 1 8 2 0

r i Q M T E R 7 7 8 8 9 9 1 0 1 0 1 1 1 2 1 3 1 4 1 5 1 6 1 8
T H I E F 6 6 7 7 8 8 9 1 0 1 1 1 2 1 3 1 3 1 4 1 4 1 5

S p e l l Ta b l e

some spells, but some classes require a
high level before any spells are available.
The total number of spells an adventurer
can learn is limited by his class, level and
Intelligence Thus, classes that have many
possible spells but who can only learn a
few. such as Rangers and Monks, should
be very choosy about which spells they
l e a r n .

Spells are divided into a number of
different categories depending on where
the spells can be used and how they
interact The different types of spells are:
Combat Spells: these spells can only be
used during melee with monsters They
last only for the duration of the combat
There are two kinds of Combat Spells:

Pass ive : these spe l l s a lways work
and whenever possible they counter
act any previously cast spells Thus If
an enemy wizard casts a Slow spell at
the party then a party wizard could
o v e r r i d e i t w i t h a Q u i c k n e s s s p e l l .

Active: the effectiveness of active spells
depends upon the spellcaster^s magic

power and experience level as well as
the strength of the target Active spells
may have a cumulative effect A second
Fear spell, for example, can cause the
v i c t i m t o b e m o r e a f r a i d t h e n t h e fi r s t

spel l . A second Sleep spell wi l l not
deepen a s leep ing ta rge t ' s t rance ,
h o w e v e r .

r t o n - C o m b a t S p e l l s : t h e s e s p e l l s c a n b e
used only out of combat There are four
types of Pion-combat spells:

Town: these spells can only be cast in
a t o w n .

Wilderness: these spells can only be
c a s t i n W i l d e r n e s s .

Dungeon: these spells can only be
cast in the dungeon.
Everywhere Spells: these spells can
be cast anywhere at atiytimc.
The Spells Available Table l ists the

spe l l numbers an adven tu re r can lea rn a t
each level. The Spell Table lists the spells
and their details in spell number order.
Finally, the Spell List is organized alpha
betically and describes each spell in detail.

S p e l l s Av a i l a b l e a t D i f f e r e n t L e v e l s b y C l a s s
L E V E L 1 2 3 4 5 6 7 8 9 I D 1 1 1 2 1 3 1 4 1 5

W I Z A R D 5 1 3 6 7 2 1 2 5 8 3 4 1 1 3 5 1 5 3 6 1 2 1 6 4 7
9 4 1 1 0 1 4 5 4 3 3 3 7 4 5 3 8 3 9 4 8 4 0

- 5 5 - - - 5 0 4 6 5 1
- - - 5 6 - - - - - -

P R I E S T 1 2 1 2 2 5 3 1 8 2 3 4 7 8 3 1 2 4 3 2 2 0 4 8
5 1 2 9 1 7 4 2 2 2 3 0 2 6 4 3 1 9 3 7 3 4 2 7 3 9 2 8 -

- - 4 9 -
- - -

- 4 4 -
- - - - -

R A H Q E R 1 1 7 2 5 2 2 9 3 1 8 4 6 3 0 2 6 2 2 3 3 3 7 2 3

5 - 4 9 - 5 2 - 5 1 - 2 1 - 4 2 - 4 4 - -

M O n t \ 5 5 0 6 4 5 5 6 7 1 3 8 3 3 9 3 4 1 4 3 5 1 0 3 6
5 5 - 5 4 - - - 4 8 - - - - - - - -

F I Q H T E R - - 5 2 5 5 - 9 - 1 3 5 6 - 1 1 1 5

T H I E F -
- - 4 1 - - 4 2 -

- 1 8 -
- 8 - -

S P E L L M A G I C r C A M E T V F E * S P E L L M A G I C N A M E T Y P E *
t t P T S . t t P I S .

1 1 H E A L I N G 1 E 3 1 3 B I N D I N G 3 C / A
2 2 M E A L I N G 2 E 3 2 4 B I N D I N G 4 C / A
3 3 H E A L I N G 3 E 3 3 1 M I N D B L A S T 1 CVA
4 4 H E A L I N G 4 E 3 4 2 M I N D B L A S T 2 C / A
5 1 r i R E F L A S H 1 C / A 3 5 3 M I N D B L A S T 3 C / A
6 2 F I R E F L A S H 2 C / A 3 6 4 M I N D B L A S T 4 C / A
7 3 F I R E F L A S H 3 C/A 3 7 1 F L A M E B O L T 1 C / A
8 4 F I R E F L A S H 4 C/A 3 8 2 F L A M E B O L T 2 C / A
9 1 Q U I C K N E S S 1 C/P 3 9 3 F L A M E B O L T 3 C / A

1 0 2 Q U I C K N E S S 2 C/P 4 0 4 F L A M E B O L T 4 C / A
1 1 3 Q U I C K N E S S 3 C/P 4 1 1 C H A R M C / A
1 2 4 Q U I C K N E S S 4 C/P 4 2 2 S L E E P C / A
1 3 1 A R R O W F L A M E 1 C/P 4 3 3 T E L E P O R T A T I O N C / A
1 4 2 P A R T Y A R R O W F L A M E 1 C/P 4 4 4 R E S U R R E C T I O N E
1 5 3 A R R O W F L A M E 2 C / P 4 5 1 N I N J A 2 C / P
1 6 4 P A R T Y A R R O W F L A M E 2 C / P 4 6 2 F E A R C / A
1 7 1 P R O T E C T I O N 1 C / P 4 7 3 D I S S O L V E C / A
1 8 2 P R O T E C T I O N 2 C/P 4 8 4 S U M M O N E L E M E N T A L C / P
1 9 3 P R O T E C T I O N 3 C / P 4 9 1 D I S P E L U N D E A D C / A
2 0 4 P R O T E C T I O N 4 C/P 5 0 2 N I N J A 1 c y p
2 1 1 C O N F U S I O N 1 C/A 5 1 3 AWA K E N C/A
2 2 2 C O N F U S I O N 2 C / A 5 2 4 M O N S T E R E VA L U AT I O N N / W D
2 3 3 C O N F U S I O N 3 C / A 5 4 2 T R A N S P O R T A T I O N N/T
2 4 4 C O N F U S I O N 4 C / A 5 5 3 A C C U R A C Y C/P
2 5 1 W E A K N E S S 1 C / A 5 6 4 P A R T Y A C C U R A C Y C/P
2 6 2 W E A K N E S S 2 C / A
2 7 3 W E A K N E S S 3 C / A • S p e l l

Types include: E = Everywhere.
2 8 4 W E A K N E S S 4 C / A W= Wi lde rness . D=Dungeoa T = T o w a
2 9 1 B I N D I N G 1 C / A C = Comba t N = Non -comba t P = P a s s i v e
3 0 2 B I N D I N G 2 C/A ( n o t c u m u l a t i v e ) , A = A c t i v e ( c u m u l a t i v e ) .

S P E L L L I S T

Accuracy and Party Accuracy(#55,56):
these spells raise one adventurer's, or the
whole party's. Fire Bow percentage to 250.
A r r o w F l a m e a n d P a r t y A r r o w F l a m e
(*^13-16): these spells increase the accu
racy and damage of bow fire for one ad
venturer. or the whole party. Arrow Flame
1 increases accuracy by -fSO percent and
Bow Point Values by +15. Arrow Flame 2
increases accuracy by +100 percent and
bow point values by +25.
Awaken (*^51): this spell rouses all sleep
ing adventurers or neutralizes a sleep
spell.
Binding (#29-32): these spells inhibit
t h e m o v e m e n t o f m o n s t e r s , m a k i n g t h e m
easier to hit The spelts are progressive
so that a Binding 3 is stronger than a
Binding 1 and Binding2 combined. Bind

ing spells are particularly effective against
flying creatures and monsters that are
d i f fi c u l t t o s e e

Charm (#41): this spell makes monsters
so friendly that they forget that they are in
combat, until they are attacked.
Confusion (#21-24): these spel ls make
it difficult for monsters to use their magic
The spells are progressive so that a Con
fusion 3 is stronger than a Confusion 1
a n d C o n f u s i o n 2 c o m b i n e d .

Dispel Undead (#49): this spell causes
ske le tons, zombies, ghosts , and o ther
c r e a t u r e s b a c k f r o m t h e d e a d t o fl e e o r

simply dissolve.
Dissolve (#47): this spel l causes mon
sters to simply dissolve away to nothing.
Fear (#46): this spell frightens monsters
into running away in terror.
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Fireflash (#5-8): these spells shoot a
blast of flame at one monster. The spell
causes the following damage according
to the level of the spell:
Fireflash 1 1-10 points of damage
Fireflash 2 1-30 points of damage
Fireflash 3 1-60 points of damage
Fireflash 4 1-100 points of damage
Flamebolt (#37-40): these spells shoot
a sheet of flame that attacks every mon
s te r i n t he comba t The a t t ack i s r educed
by the monsters ' armor, however. The
spell causes the following damage ac
cording to the level of the spell:
Flamebolt 1 1-7 points of damage
Flamebolt 2 1-15 points of damage
Flamebolt 3 1-31 points of damage
Flamebolt 4 1-66 points of damage

Healing (#1-4): this spell restores hit
po in ts and cures Body areas fo r one
adventurer. The spel l restores the h i t
points and cures body areas according to
the level of the spell:
Healing 1 1-9 hit points

Cure 1 Injury
H e a l i n g 2 1 - 2 7 h i t p o i n t s

Cure 1 B reak o r 2 I n j u r i es
H e a l i n g 3 1 - 5 7 h i t p o i n t s

Cure 1 Gone, 1 Break & Injury, etc
Mea l i ng 4 1 -99 h i t po i n t sCure moreJ,hgm̂--Qgnê
Mindblast (#33-36): this spell trans
mits a powerful blast of psychic energy at
the monsters. The spell causes the fol
lowing damage according to the level of
the spell:
Mindblast 1 1-5 points of damage
Mindblast 2 1-11 points of damage
Mindblast 3 1-41 points of damage
Mindblast4 1-81 points of damage
Monster Evaluation (#52): this spell
determines the approximate experience
level of nearby monsters. Although It
occasionally yields inaccurate results, it Is
a good idea to cast this spell immediately
upon entering a dungeon and occasion
ally in the wilderness.

ninja (#45 & 50): this spell transforms
the spellcaster into a fighter of super

human ability. This spell gives the caster
high attack defense, and damage abilities
regardless of his actual armor or weapons.
Hinja 2 is more powerful than Hinja 1,
even though Hinja 1 costs more magic
points.
Protection (#17-20): this spell increas
es the effectiveness of each party mem
b e r ' s a r m o r . T h e a m o u n t o f a d d i t i o n a l
armor depends on the level of the spell:
Pro tec t ion 1 -fl po in t o f a rmor
Protection 2 - i-3 points of armor
Protection 3 4-6 points of armor
Protection 4 -I-IO points of armor
Quickness (#9-12): this spell makes
the parly members move faster so that
they can swing more times during an
attack. The speed Increase depends on
the level.of the spell:
Quickness 1 4-10% speed increase
Quickness 2 4-25% speed increase
Quickness 3 4-45% speed increase
Quickness 4 4-70% speed increase
Resurrection (#44): this spell attempts
to ra ise an adventurer f rom the dead. The
shock of dying will permanently lower the
victim's Constitution one or two points,
h o w e v e r .

Sleep (#42): this spell causes oppo
nents to fall into a daze where they cannot
attack parry, or cast spells.
Summon Elemental (#48): this spell
surnmons up an elemental that the party
hasVreviously loaded in at a guild. The
elementals are listed on the guild roster
a n d o n e o f t h e m m u s t b e l o a d e d i n a t a
tuild before he can be summoned in

r c o m b a t

/̂ leportation (#43): this spell will tele-
(port the party out of a combat
Transportation (#54): this spell wil l
t ranspor t the par ty in te rd l rnens iona l l y
f r o m o n e t o w n t o a n o t h e r.

Weakness (#25-28): these spells cause
monsters to lose strength and so do less
damage when they hit adventurers. The
spell is progressive so that Weakness 3
is more powerful than Weakness 1 and
Weakness 2 .

Divine Spells (#574-): these spells may
only be acquired during the course of the
game for speciai purposes.

T R E A S U R E
Treasure is one of the great rewards for
the hearty adventurer in PHAHTASIE 111.
Treasures such as magic weapons, pre
cious gems, and ancient scrolls with clues
to Scandor's plight abound in the Wilder
ness and dungeons. Unfortunately, the
party will have to fight for treasure, as
almost all of these items are guarded by
m o n s t e r s .

There are four types of treasure in
PHAHTA5IE 111: Combat Equipment Po
t ions , Sc ro l l s , and Other Va luab les . Some
items will help the adventurers on their
q u e s t O t h e r i t e m s w i l l b e s o l d a t A r m o r
ies In towns for gold. Each type of treasure
is i ts own reward.

C O M B A T E Q U I P M E N T
Combat equipment in PHAHTASIE III in
cludes shields, armor, melee weapons,
a n d b o w s . E a c h i t e m h a s a s e t o f a t t r i
bute requirements, normal ly based on
Strength. Only adventurers with high attri
butes can use heavy equipment Note
that magical equipment has lower attri
bute requi rements than normal equ ip
ment of equal point value Each type of
equipment is listed with its item number,
its point value, its attribute requirements,
a n d i t s n a m e

S h i e l d s
I T E M F O i n i S T R E r i G T H T Y P E

A r m o r

# V A L U E R E Q U I R E D

1 1 1 G l o v e
2 2 2 W o o d e n S h i e l d
3 3 3 W o o d e n S h i e l d - t - 1
4 4 4 S m a l l S h i e l d
5 5 5 S m a l l S h i e l d 4 - 1
6 6 6 S m a l l S h i e l d 4 - 2
7 7 7 S m a l l S h i e l d 4 - 3
8 8 8 M e d i u m S h i e l d
9 9 9 Medium Shie ld 4-1

1 0 1 0 1 0 Medium Shield 4-2
1 1 1 1 1 1 M e d i u m S h i e l d 4 - 3
1 2 1 2 1 2 Large Shield
1 3 1 3 1 3 Large Shield 4-1
1 4 1 4 1 4 Large Shield 4-2
1 5 1 5 1 5 Large Shield 4-3
1 6 1 6 1 6 G i a n t S h i e l d
1 7 1 7 1 7 G i a n t S h i e l d 4 - 1
1 8 1 8 1 8 G i a n t S h i e l d 4 - 2
1 9 1 9 1 9 G i a n t S h i e l d 4 - 3
2 0 2 0 2 0 God Shield (Magic)

I T E M p o i m S T R E n O T I l T Y P E
# V A L U E R E Q U I R E D

2 1 1 2 Clothing
2 2 2 4 R o b e s
2 3 3 6 L e a t h e r
2 4 4 8 H a r d L e a t h e r
2 5 5 1 0 Ring Mall
2 6 6 1 2 S c a l e M a i l
2 7 7 1 4 C h a i n M a i l
2 8 8 1 6 Spl int Mai l
2 9 9 1 8 B a n d e d M a i l
3 0 1 0 2 0 P l a t e M a i l
3 1 2 0 C l o t h 4 - 1
3 2 3 0 R o b e s 4 - 1
3 3 4 2 L e a t h e r 4 - 1
3 4 5 4 L e a t h e r 4 - 2
3 5 6 6 Ring Mail 4-1
3 6 7 8 Ring Mail 4-2
3 7 8 1 0 C h a i n M a i l 4 - 1
3 8 9 1 2 C h a i n M a i l 4 - 2
3 9 1 0 1 4 God Robes (Magic)
4 0 1 1 1 6 God Armor (Magic)

B o w s
I T E M P O I t T T A T T R I B U T E S T Y P E

f t V A L U E R E Q U I R E D '

4 1 1 0 S e l f B o w
4 2 2 2 S e l f B o w 4 - 1
4 3 3 4 S e l f B o w 4 - 2
4 4 4 6 S h o r t B o w
4 5 5 8 S h o r t B o w 4 - 1
4 6 6 1 0 S h o r t B o w 4 - 2
4 7 7 1 2 M e d i u m B o w
4 8 8 1 4 Medium Bow 4-1
4 9 9 1 6 Medium Bow 4-2
5 0 1 0 1 8 Compound Bow
5 1 1 1 2 0 Compound Bow4-l
5 2 1 2 2 2 Compound Bow4-1
5 3 1 3 2 4 G n o m e B o w
5 4 1 4 2 6 L o n g B o w
5 5 1 5 2 8 Long Bow 4-1
5 6 1 6 3 0 Long Bow 4-2
5 7 1 7 3 2 C r o s s b o w
5 8 1 8 3 4 O l d B o w
5 9 1 9 3 6 C r o s s b o w 4 - 2
6 0 2 0 3 8 G o d B o w

'Attributes required is based on
Strength + Dexterity.
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I T E M P O I I T T

N e l e e W e a p o n s
A T T R I B U T E S T T P E

f f V A L U E R E Q U I R E D *
6 1 1 3 K n i f e
6 2 2 6 D a g g e r
6 3 3 9 C l u b
6 4 4 1 2 M a c e

6 5 4 1 5 S m a l l A x e
6 6 5 1 8 S t a f f
6 7 6 2 1 S h o r t S w o r d
6 8 6 2 4 F l a i l
6 9 7 2 7 H a m m e r
7 0 8 3 0 S p e a r
7 1 9 3 3 A x e
7 2 9 3 6 S w o r d
7 3 1 0 ^39 Heavy Mace
7 4 1 1 4 2 T r i d e n t
7 5 1 2 4 5 Large Spear
7 6 1 2 4 8 Large Axe
7 7 1 3 5 1 P i k e
7 8 1 4 5 4 Long Sword
7 9 1 5 5 7 B a r d i c h e
8 0 1 5 6 0 H a l b r e d
8 1 2 3 K n i f e - t - 1
8 2 3 6 K n i f e + 2
8 3 4 9 Club -1-1
8 4 5 1 2 C l u b + 2
8 5 7 1 5 F l a i l H - l
8 6 8 1 8 F l a i l + 2
8 7 9 2 1 Spear +1
8 8 1 0 2 4 S w o r d + 1
8 9 1 1 2 7 S w o r d + 2
9 0 .13 3 0 S w o r d - t - 4
9 1 1 4 3 3 S w o r d - t - 5
9 2 1 5 3 6 S w o r d - h 6
9 3 1 6 3 9 H a l b r e d + 1
9 4 1 7 4 2 H a l b r e d - f - 2
9 5 1 9 4 5 Sword -1-10
9 6 2 0 4 8 H a l b r e d - 1 - 5
9 7 2 1 5 1 H a l b r e d - F 6
9 8 2 2 5 4 God Knife (Magic)
9 9 2 3 5 7 God Mace (Magic)

1 0 0 2 5 6 0 God Sword (Magic)

'A t t r i bu tes requ i red I s based on
2 X Strength + Dexterity.

P O T I O N S
Potions are magic concoctions that ad
venturers drink to restore hit points, dam
aged body areas, or spent magic points.
There are two different kinds of potions:
Healing Potions and Magic Potions.
Heal ing Pot ions (#101-110) : these
potions will restore a number of hit points
to an adventurer and help heal damaged
body areas. Healing Potions come in ten

different strengths; the higher the level
the greater the power of the healing:

H e a l i n g 1 1 p L h e a l e d
1 Injury healed

H e a l i n g 2 4 p t s . h e a l e d
1 Injury healed

Healing 5 9 pts. healed
1 Injury healed

H e a l i n g 4 1 6 p t s . h e a l e d
1 Break or 2 Injuries healed

H e a l i n g 5 2 5 p t s . h e a l e d
1 Break or 2 Injuries healed

H e a l i n g 6 3 6 p t s . h e a l e d
1 Break or 2 Injuries healed

Healing 7 49 pts. healed
1 Gone, 1 Break & Injury, etc healed

H e a l i n g 8 6 4 p t s . h e a l e d
1 Gone, 1 Break & Injury, etc healed

H e a l i n g 9 8 1 p t s . h e a l e d
1 Gone, 1 Break & Injury, etc healed

Healing 10 100 pts. healed
More " than 1 Gone healed

Magic Potions (#111-120): these po
tions will restore a spell easterns magic
points. They also come in ten different
strengths; the higher the level the greater
the number of magic points restored.
Magic 1
Magic 2
Magic 3
Magic 4
Mag ic 5
Magic 6
Magic 7
Magic 8
Magic 9
Magic 10

3 p t s . r e s t o r e d
6 pts. restored
9 p t s . r e s t o r e d

12 pts. restored
1 5 p t s . r e s t o r e d
18 pts. restored
21 pts. restored
24 pts. restored
27 pts. restored
30 pts. restored

S C R O L L S
A number of people have recorded impor
t a n t i n f o r m a t i o n o n s c r o l l s t h a t a r e s c a t
tered throughout Scandor. Some of the
scro l ls are avai lab le a t Armor ies in towns;
others are closely guarded by monsters.
All together these scrolls hold many of the
secrets of the enemy and how he may
b e d e f e a t e d . R e m e m b e r t h a t a d v e n t u r e r s

may only read scrolls by using the Use
Item command in a city.

O T H E R V A L U A B L E S
Many other va luab le t reasures ex is t in the
P H A H TA S I E I I I u n i v e r s e . T h e s e t r e a s u r e s
include gems, objects d art and one-of-a-
kind masterpieces.

A P P L E - S P E C I F I C
I N F O R M A T I O N
A P P L E I I S E R I E S
This section lists specific instructions for
playing PHAHTASIE ill on Apple II-I-, lie,
lie IIGS (in Apple II emulation mode),
and other Apple compatible computers.
The General Rules for playing PHAHTASIE
III are given in the preceding pages.

L O A D I N G T H E G A M E
Place the game disk label side up, into
your disk drive. Turn your computer on.
The system will boot and the title page
will be displayed. Hit any key to get to the
In i t i a l Menu .

PHAHTASIE III is designed so that you
only need the original game disk to begin
each game. You must make a Player disk
and a Dungeon disk that will be used in
normal play. The system will prompt you
when you need to make any disk changes

Place the game disk with the label
facing up, into your disk drive. The labeled
side is called the Boot Disk the unlabeled
side is called the Utility Disk Turn on your
computer and the program will autobooL
When you get to the title page everything
is Okay. Hit any key to proceed to the
In i t i a l Menu .

The In i t i a l Menu i nc ludes five d i f f e ren t
c o m m a n d s . T h e s e c o m m a n d s a r c :

I N I T I A L M E N U

K E Y C O M M A N D

1 Start in Pendragon
2 C o n t i n u e S a v e d G a m e
3 D e m o

4 U t i l i t i e s
5 C o m p u t e r Ty p e

Start in Pendragon: use this option to
start tiie game once you've made up your
own Player and Dungeon disks.
Continue Saved Game: use this option
to continue a previously saved game.
Demo: use this option to view a demon
st ra t i on o f PHAHTASIE i l l .

Utilities: use this option to get to the
Utilities Menu for making new Player and
Dungeon Disks, transferring characters,
backing up characters, etc This is the
first place you want to go before playing
the game.

Computer lype: use this option to toggle
b e t w e e n t h e A p p l e I I a n d A p p l e c o m p a t
ible versions of the program. Try the Apple
version first if you have problems with
your compatible then try the Other com
p u t e r t y p e .

G o f r o m t h e I n i t i a l M e n u t o t h e U t i l i t i e s
Menu. Make sure you have two blank sin
gle sided disks ready (or one disk that
has been notched so that you can flip it to
use both sides) so that you can make
your own Player and Dungeon Disks.

U T I L I T I E S M E N U
K E Y C O M M A N D

1 Make Player and Dungeon Disks
2 O t h e r U t i l i t i e s

Make Player and Dungeon Disks: this
option takes you to the Disk Making Util
i ty Menu.
Other Utilities: this option takes you to
t h e O t h e r U t i l i t i e s M e n u . T h e s e U t i l i t i e s
are not available until you have made a
Player Disk.

D I S K M A K I N G U T I L I T Y M E N U
K E Y C O M M A N D

1 Make Player Disk
2 Make Dungeon Disk
3 E x i t

Make Player Disk: this option crfeates a
Player Disk that will include the adven
turers, the wi lderness, and the towns used
when Playing PHAHTASIE III. Because of
t h e a m o u n t o f i n f o r m a t i o n o n t h i s d i s k i t
takes almost a dozen disk swaps to copy
everything from the Game Disk to the new
Player Disk.
Make Dungeon Disk: this option cre
ates a Dungeon Disk that includes the
dungeons used in PHAHTASIE 111. This
d isk w i l l a lso take a lmost a dozen passes
t o c r e a t e

Exit: this option gets you back to the
U t i l i t i e s M e n u .

Once you've made your Player and
Dungeon Disks you can Exit back to the
Initial Menu and Start in Pendragon to
begin the game

T h e O t h e r U t i l i t i e s M e n u i s u s e d t o
Backup your characters onto another disk
or to t rans fe r charac te rs f rom PHAHTASIE
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I o r I I i n t o P H A P I TA S I E I I I . Yo u d o n o t n e e d
to backup your characters during normal
game saves. Backup Is only necessary If
you are worried about losing data from
your Player Disks.
O T H E R U T I L I T I E S M E P f U
K E Y C O M M A M D

1 C o n t i n u e G a m e
2 In i t ia l ize Backup Disk
3 Transfer Characters To Backup Disk
4 Transfer Characters From Backup

D i s k
5 S t a r t A r i e w G a m e
6 T r a n s f e r C h a r a c t e r s F r o m

P H A M T A S I E I O r I I

Con t inue Game: th i s op t ion pu ts you
b a c k a t t h e I n i t i a l M e n u ,

in i t ia l ize Backup Disk: th is opt ion in i
tializes a blank disk so that it may be
used as a Backup D isk .

Trans fe r Cha rac te rs To Backup D isk :
this option will transfer your characters to
an already initialized Backup Disk.
lYansfer Characters From Backup Disk:
this options takes the characters from an
already generated Backup Disk and puts
them onto the Player disk.
Star t A New Game: th is opt ion resets
the en t i re game to the same cond i t i on as
when i t was new. I t also erases your char
acters from the Player Disk. The computer
will remind you of this by saying STARTING
A N E W G A M E W I L L E R A S E O L D C H A R
ACTERS GRAY? (Y/N). A Y will erase the
characters and reset everything. An N will
put you back to the Other Utilities Menu.
Transfer Characters: this opt ion al lows
you to transfer characters from PHAN-
T A S I E I o r I I f o r u s e i n P M A N T A S I E 1 1 1 .
If you decide to use old adventurers in
P H A N T A S I E I I I t h e n t h e t r a n s f e r i s t h e fi r s t
action you should take after making your
Player and Dungeon Disks. Warning: this
process wil l have the following adverse
effects:

The transfer process will erase any
characters already created in PHANTASIE
111 . You r cha rac te r s w i l l l o se a l l o f t he i r
items except the Wand ofNikademua They
also lose the majority of their money expe
r i e n c e p o i n t s , a n d a c c u m u l a t e d s p e l l s .

They wil l retain any Divine spells {^57
and above) and their normal beginning
spell by class.

The transferred characters will begin
at level 0, but should have enough re
maining experience and money to train
up several levels. At the start of the game
these characters should go to the bank
withdraw their money, and then go to the
G u i l d a n d t r a i n .

P L A Y I N G T H E G A M E
Each session of PHANTASIE III begins
and ends i n a t own . The Town Menu w i l l
t a k e t h e a d v e n t u r e r s t o t h e v a r i o u s l o c a
t ions in the town.

T O W N M E N U : G O T O
K E Y C O M M A N D

A A r m o r y
Q G u i l d
M M y s t i c
N I n n
B B a n k
L L e a v e T o w n

After choosing a Go To option you will
s e e a n e w l i s t o f c o m m a n d s f o r e a c h
l o c a t i o n :

A R M O R Y M E N U
K E Y C O M M A N D

L List first items in the Armory inventory
B Current shopper buys an item
C Continue l ist of Armory Inventory
A Change to another shopper
E Ex i t A rmory

G U I L D M E N U

Pa r t y Members :
K E Y C O M M A N D

S Attempt to learn new spells
T Attempt to train levels and skills
D Drop adventurer from party

G u i l d M e m b e r s :
K E Y C O M M A N D

L L i s t G u i l d m e m b e r s
N C r e a t e n e w G u i l d m e m b e r
R R e n a m e G u i l d m e m b e r
A Add Gui ld member to party
E E x i t G u i l d

B A N K M E N U
K E Y C O M M A N D

W Withdraw gold pieces
D Deposi t gold pieces
E E x i t B a n k

While in town the adventurers !nay
perform a number of utility functions that
are in the lower part of the Town Menu.

T O W N M E N U : O T H E R O P T I O N S
K E Y C O M M A N D

C Cast a spell
U U s e a n i t e m
D Distribute and sell items among

party members
T Trade Items among party members
I Inspect a par ty member

S S a v e G a m e

Every time you leave town the game is
automatically saved. Ifyou stop the game
wliile outside a town you can continue it
again from the last town the party was in.

Once the party is out of town, you are
given the Adventure Menu. The adventure
menu is the same in the dungeon as in
the Wi lderness wi th the addi t ion of a
command for looking around.
A D V E N T U R E M E N U
K E Y C O M M A N D

C Cast a spell
1 Inspect a party member

u Use an i t em
T Set time lag in combat and toggle

s o u n d o n / o f f
L Look at larger area (in dungeon only)

3 , N Move 1 square North*
W Move 1 square West
E Move 1 square East
S Move 1 square South

* Both the 3 and the N key will move North
so that the 3-E-S-W diamond can be used.

Wlienever the party meets a group
of monsters an Encounter Menu is dis
played. After every round of combat the
Encounter Menu will be displayed agaia
just in case you want to change your mind.
E N C O U N T E R M E N U
K E Y C O M M A N D

1 F ight the monsters
2 Accept the rnonstcFs surrender
3 G r e e t t h e m o n s t e r s
4 Beg for mercy from the monsters
5 F l e e f r o m t h e m o n s t e r s

Wlien the party gets into combat you
can se t each adventurers tac t i cs f rom the
M e l e e M e n u .

M E L E E M E N U
K E Y C O M M A N D

1 T h r u s t w i t h m e l e e w e a p o n
2 Attack with melee weapon
3 Slash with melee weapon
4 Lunge with melee weapon
5 Aim melee weapon at vital body area
6 Cast a spell
7 Parry with shield
8 F i r e b o w
9 Other options

O T H E R O P T I O N S M E N U
K E Y C O M M A N D

1 M o v e t o f o r w a r d r a n k
2 M o v e t o m i d d l e r a n k
3 M o v e t o b a c k r a n k
4 Set time lag in combat and toggle

sound on/o f f
5 Redo al l adventurers ' opt ions f rom

s t a r t

T E R R A I N
P H A N TA S I E 111 u s e s t w o d i f f e r e n t k i n d s
of maps: Wilderness maps and dungeon
maps. Each map is displayed in the lower
l e f t c o r n e r o f t h e s c r e e n a n d e a c h u s e s
di fferent ter ra in. The terra in in the Wi lder
n e s s i n c l u d e s :

The Party: this square marks the loca
tion of the party on the map.
A To w n o r I n n : t h i s s m a l l s q u a r e r e p r e
sents towns or independent Inns in the
w i l d e r n e s s .

Dungeons: this forbidding opening is
t h e a d v e n t u r e r s i n v i t a t i o n t o d e a t h a n d

d a n g e r .
Paths: the open areas are the most easily
traveled, but have the greatest variety of
e n c o u n t e r s .

Deserts: this represents hard, open des
ert Easy traveling with mostly humanoid
e n c o u n t e r s .

G r a s s l a n d s / F o r e s t s : t h i s r e p r e s e n t s
more closed terrain, Harder traveling with
m o r e i n s e c t a n d s l i m e e n c o u n t e r s .

Mountains/Hills: this represents verti
cal terrain, extremely difficult to travel
through. Wild animals abound here.
Rivers/Lakes/Seas: this represents large
w a t e r b a r r i e r s . A d v e n t u r e r s m u s t s w i m

through these squares or take damage
from drowtiing No encounters here though.
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The terrain in the dungeon Includes:
The Party: the same small square as in
t h e W i l d e r n e s s .

Doors: a barrier to movement and sight
ing. Some doors are locked.
Co r r i don pa ths t h rough the dungeon .
Watch out for wandering encounters here.
R o o m s : o p e n a r e a s i n t h e d u n g e o n .
S o m e r o o m s a r e l a i r s f o r m o n s t e r s .

Items: these small dots represent inter
esting items or people in the dungeon.
Moving on top of the dot activates the
e n c o u n t e r .

S e c r e t D o o r s : t h e s e a r e n ' t s h o w n o n
the map; they look just like walls. But if
the party attempts to move through what
looks like a wait and makes it you'll know
that they've found a secret door.

S A V I I N G T H E G A M E
To save the game use the S option from
t h e T o w n M e n u . B e s u r e t o r e c o r d t h e
G u i l d r i u m b e r o f o n e o f t h e a d v e n t u r e r s
in your party; you will need the number
when you continue the game.

To restar t the game use Opt ion 2.
C o n t i n u e S a v e d G a m e , f r o m t h e I n i t i a l
M e n u . C h o o s e o n e o f t h e a d v e n t u r e r s i n
the party from the Guild List presented.
You will end up at the Town Menu of the
T o w n t h a t t h e a d v e n t u r e r w a s i n w h e n t h e

game was saved. The number of the town
the adventurer is in is l is ted to the le f t o f
h i s n a m e .

B A C K U P D I S K S
The PMAMTASIE III Boot and Utility Disks
are copy protected, but are only used at
the beginning of each game. The Player,
Dungeon, and any Backup disks are un
protected and can be reproduced wi th
any good copying program.

A P P E N D I X I : Q U I C K S TA R T
For those that want to Jump right in and
Test Drive" PHAriTASIE 111 you can use
these quick start instructions.
1) Before you can begin play you must
create 2 disks: a Player disk and a Dun
geon disk. Check the Machine Specific
Instructions for your computer for infor
mation on creating the disks.

2) After you have made the disks get
back to the Starting Menu. Choose "Start
in Pendragon" to begin the game

3) Once in the town go to the Guild to get
adventurers to form a party. In the Guild
the List Members command will show you
six adventurers that are already in the
guild. These adventurers are beginning
characters, but are already pre-generated
and pre-equipped. They also form a rea
sonably balanced party to start. Apple II
players should note the gui ld numbers
(]-6) that represent these adventurers.

Hit the space bar to return to the Guild
M e n u . U s e t h e A d d M e m b e r s c o m m a n d
t o a d d t h e A d v e n t u r e r s f r o m t h e G u i l d t o

your party. How exit the Guild.
4 ) G o t o t h e B a n k a n d W i t h d r a w a b o u t
500 gold to cover expenses while you
t r a v e l . E x i t t h e B a n k .

5) next go to the Armory. Choose a char
acter to be the buyer and then List the
i tems ava i lab le . Cont inue the l i s t un t i l the
scrolls appear. Buy a couple of scrolls.
Exit the Armory. Choose the Use Item
command and the character who bought
t h e s c r o l l s . T h e n c h o o s e t h e s c r o l l s f r o m
t h e l i s t T h e i n f o r m a t i o n o n t h e s c r o l l s
should give you an idea on what is going
on in Scandor and a clue as to where you
might want to go.

You are now ready to begin your adven
ture. Leave the town and good luck.

H O W T O A I N S W E R Q U E S T I O H S
Many questions in the game have a menu
of different options. If the menu is num
bered, then input the number to make
your choice. If the names on the menu
inc lude a then input the le t ter to the
left of the bracket to make your choice. If
a question gives you a choice such as
"Disarm or Leave" then input the first
letter ofyour choice. Many questions want
a Yes or Ho answer; simply hit "Y" or "H "
to make a choice. If a screen does not ask
a question, but leaves a blinking cursor,
h i t R E T U R H t o c o n t i n u e .

Whenever you refer to an adventurer
outside of the guild l ists, you use the
adventurers number in the party. So, after
you say you want to disarm the trap you
will specify the adventurer (1-6) that at
t e m p t s t h e d i s a r m .

When you are outside a town you can
move four different directions on the map.
Atari ST, Amiga and Macintosh users can
u s e t h e i r m o u s e . C o m m o d o r e a n d A t a r i
800 users can use their joysticks. Apple
users use the diamond of keys:

5
W — E

S

where 3 represents Horth, WWesL E East
and S South. You may also use H to
represent Horth, if you like

This should be enough to get you
started into the world with the sample
party. When you run into a situation you
don't understand look up the rule cover
ing that specific situation. Wlien you feel
you unders tand the game and how i t
works you can go back make up your own
party, and go for the gusto.

append ix I I : D IFFERENCES
BETWEEN PI IANTASIE I I I
and PHANTASIE I fif I I
Players who have already gone through
PHAHTASIE I or PHAHTASIE II will recog
nize most of the rules for PHAHTASIE III.
But, several new rules have been added
to PHAHTASIE III, including an expanded
combat system, additional spells, and
revised screen layouts. What follows is a
summary of these changes.
Going Up Levels: each time a character
goes up a level he can receive training in
three skills. A chart lists the character's
current level in each skil l , and the effect of

training in that skill. The character will
a l s o r e c e i v e a n a m o u n t o f G o l d t h a t
depends on his social class
Soc ia l C lass : each charac te r has a soc ia l
c l a s s : P e a s a n t L a b o r e r , C r a f t s m a n , o r
Hob le . Humans , E l ves , Dwarves , Gnomes ,
and Halflings tend to be of the higher
classes. Social Class affects starting mon
ey and money received for advancing a
l e v e l .

Trading: while in town adventurers may
trade items without having to redistribute
them using the Trading option.
Bows: bows have replaced thrown rocks
as every man's ranged weapon. It is easier
to hit an opponent with a bow, and Armor

is less effective vs. them. Thieves get a
f r e e + 3 0 t o t h e i r F i r e B o w S k i l l E l v e s
r e c e i v e a + 1 5 t o F i r e B o w S k i l l .

B o d y L o c a t i o n s : e a c h c h a r a c t e r a n d
monster has 6 Body Locat ions: Head,
Torso, Left and Right Arm, and Left and
Right Leg. These Locations may be Okay
(O), Injured (I), Broken (B), or Gone (G). In
the Wildemess the condition of each part
of the body is shown in a stick figure
diagram under the character's status.
Healing: healing spells and potions can
Heal Body Areas as well as Hit Points.
Each Healing spell or Potion will heal the
m o s t v i t a l a r e a i t c a n . E a c h a r e a G o n e
counts as 1 Broken and 1 Injured area or
3 Injured areas. Each Broken area counts
as 2 Injured areas The following chart
lists the effects ofdifferent strength Heal
ing spells and potions

H E A L I N G H E A L I N G A R E A S H E A L E D
F O T I O N S P E L L

1 - 3 1 1 Injury
4 - 6 I I 1 Break or 2 Injuries
7 - 9 I I I 1 Gone , 1 B reak

1 injury, etc
1 0 I V M o r e t h a n 1 G o n e

Hit Points are used separately from
B o d y A r e a s . A c h a r a c t e r c a n d i e f r o m
having his Head or Torso removed, or
from enough hit points to an arm to kill
him. It is possible for an adventurer to
have al l of his Hit Points, but have a l imb
Gone. Its also possible to have no dam
aged limbs, but be low on Hit Points.

Staying at an Inn cures all of an adven
turer 's H i t Po in ts , and wi l l cure 1 Breaker
2 Injuries. A visit to the Inn of a town is
still free. A visit to an independent Inn
c o s t s 2 5 0 G o l d .

S p e l l s 5 - 8 ( F i r e fi a s h ) a n d 3 7 - 4 0
(Flamebolt) attack a specific Body Area.
Spells 33-36 (Mindblast) only affect the
m o n s t e r ' s H i t P o i n t s .

Different weapons have different chan
ces to hitdifferent Body Areas. Bows have
t h e b e s t c h a n c e t o h i t t h e v i t a l H e a d o r
Torso Areas. Spells have an equal chance
to hit all Body Areas. Hand Held weapons
have the worst chance to hit a vital area
especially against very tall monsters. The
Aim Blow combat option allows an adven
turer with a hand weapon to aim at a vital
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location at the cost of only taking one
b l o w a n d a r e d u c e d c h a n c e t o h i t

When a Body Area is Broken, it restricts
a n a d v e n t u r e r ' s c h o i c e o f a c t i o n s . A n
adventurer may not fire a bow ifany of his
Arms or Legs are Broken. An Adventurer
may not cast a spell or swing a weapon if
his Right Arm is Broken or Gone. Parry is
the only combat option for an adventurer
with a Broken Right Arm.
M o n s t e r S t a t u s : d u r i n g c o m b a t t h r e e
things will be l isted about enemy mon
s t e r s : t h e i r R a n k t h e i r fi a m e , a n d t h e i r
S t a t u s . T h e S t a t u s o f a m o n s t e r c a n b e :
Unconscious (U), Sleeping (S). Down (D),
and Okay(K). As an examples Gnomes in
the 2nd rank who are Sleeping, Uncon
sc ious , and Down wou ld be l i s t ed as :

2 G r i O M E ( S ) S U D

Sleeping adventurers and monsters
are automatically hit in combat Down ad
v e n t u r e r s a n d m o n s t e r s a r e m u c h e a s i e r
to hi t than Okay targets, but can st i l l
d o d g e
A d v e n t u r e r P o s i t i o n s i n C o m b a t : d u r

ing combat an adventurer can assume
one of three posit ions: Back Middle or
F o r w a r d . A c h a r a c t e r w h o i s F o r w a r d h a s
a n i n c r e a s e d c h a n c e t o h i t w i t h h a n d

w e a p o n s , b u t a n e v e n g r e a t e r c h a n c e t o
be hit by the monsters. A character who is
Back is harder fo r the monsters to h i t bu t
has an even harder time hitting the mon
sters with a hand weapon.

An adventurer's position has no effect
o n h i s c h a n c e t o h i t w i t h a B o w . A n
adventurer 's combat modifiers for posi
t i o n a r e c a l c u l a t e d r e l a t i v e t o t h e r e s t o f
the party. If all of the adventurers are
Back then none of them get any bonuses
or penalties.

Mapping: Scandor is divided into a 5 X 5
area referenced by a grid labeled A - E
W e s t t o E a s t a n d I - V M o r t h t o S o u t h .
Other planes, dimensions, have their own
labels. All areas are already mapped so
spell 53 (Vision) is unnecessary.

A P P E N D I X i l l : T I P S fi f H I N T S

Playing PHAnXASIE 111 is a big job; there
are hundreds of deta i ls to keep t rack
o f T h i s s e c t i o n i n c l u d e s a f e w h i n t s o n

"good" ways to handle some of those
details. You'll have to experitnent to find
y o u r o w n p e r s o n a l " b e s t ' s o l u t i o n t o t h e
g a m e .

F O R M I N G A P A R T Y
The right combination of adventurers is
half the battle in PMAhTASlE III. When you
c h o o s e a n a d v e n t u r e F s r a c e a n d c l a s s
you define the chance of getting particu
l a r a t t r i b u t e s , n o t t h e a t t r i b u t e s t h e m
selves. High attributes make surviving
and advancing levels much easier.

Strength: fighting types need every point
they can get Often the only advantage of
random creatures Is a chance for high
STR. Don't take a random creature though
unless its other Attributes are okay too.
Intelligence: all spellcasters need IHT;
limited spellcasters like Monks and Ran
gers need every point they can get Limited
spellcasters receive very few Spells Avail
able, they shouldn't waste them on middle
level junk like FIREFLASH 2 or HEALING 2
wtien very powerful 3 and 4 point spells
are just a couple of levels away.
Dexterity: great for everyone but espe
cially for low Hit Point types like Thieves
and Wizards. Try high DEX wizards with
no armor in the back rank They are vciy
difficult for the enemy to hit
Constitution: again everybody needs
CON, but low Hit Point types need it the
most Don't get seduced by a high INT
a n d a l o w C O N .

Charisma: random creatures with very
low Charisma can get prohibitively expen
sive to train; watch outi High CHA is a
secret advantage of Humans, Elves, and
W i z a r d s .

The next thing you have to wony about
is equipping the party. You always want
the biggest weapons your fighting types
can handle. Grab any bow of 4 points or
bet ter for Th ieves and Monks who are out
of magic points. Buy the heaviest armor
you can get for Fighters in the front ranks,
n o n e f o r W i z a r d s i n t h e b a c k r a n k s .

Buy all the low level healing potions
you can find. Aftera couple of levels you'll
need all the medium power Magic Potions
you can grab. Magic Weapons are nor
mally too expensive to buy; find them
instead. Finally, buy, read, and keep track
of every scroll you can get your hands on;
they're the key to the whole puzzle in
S c a n d o r .

F I G H T I N G
Your party will be doing lots of fighting in
PHANTASIE 111, so you had better find
good strategies from the start There are
three things to wony about when fighting:
Encounter Strategy, Adventurer Position,
a n d M e l e e Ta c t i c s .

At the Eticounter Menu you have to
figure out your Encounter Strategy. Use
the Monster Reputation Table to decide if
you want to fight or noL Trying to greet
possibly friendly monsters doesn't cost
you anything, even if they decide to fight
Don't tiy to Accept Surrender right away,
it only works after you've killed a percent
age of the enemy. And don't be afraid to
Beg for Mercy, especially if you're not
currently canying much gold. The party
should only try to flee if it is out-matched
and heavily loaded with gold and goodies.
Remember, if you flee and fail the mon
sters get free shots at your characters.

If you're going to fight, then you need
to worry about everyone's position. Fight
ers should be placed in the forward rank
where they have the highest chance of
striking. Spell casters and bowmen can
be in the back rank, where they are less
likely to be hit. Note that the ranks are
relative positions. If everyone occupies
the back rank, then no one gains any
p r o t e c t i o n .

Wl ien batt le starts, each adventurer has
a choice of tactics. Fighters can choose
between 1 and 3 swings. Against normal
monsters take as many swings as you
can. Against flying monsters or ones that
are hard to see take only a few. Thieves
with good bows (4-+- points) can do as
much damage as they can in melee; keep
them in the back rank with the Wizards.
Wizards should be careful not to overkill
the enemy and waste Magic Points; some
times it's best to parry and let the Fighters
take care of a few t i ionsters.

T H E Q U E S T
No matter where the party goes on its
quest it always comes back to its base,
Pendragon. Begin by going into the Pen-
dragon Archives just south of the town.
Work your way through the archives until
you find the wise man Filmon. He wil l
direct you on how to begin your quest
After each adventure go back and consult
Filmon again for directions to the next
part of the quest

While you're on your quest be careful
about exploring the dungeons you find.
Be ready to retreat if your party gets too
beat up, but e.xplore enough so that you're
sure you didn't miss anything. Try to
go through the adventure in something
resembling the proper sequence; if you
try to take low level adventurers through
some of the later dungeons they'll get
e a t e n a l i v e !

Finally, don't take the program too
literally. A limb that's "Gone" is probably
just so broken that normal rest won't fix
iL Monsters that are "Unconscious " are
just so groggy that they can't fight PHAN
TASIE 111 is packed with flavorful details;
enjoy them for the color they add and
don't pick too many nits. And remember:
The race is not always to the swift or the
battle to the strong ... but God fights on
the side with the most artillery! Good lucW
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