
elcome to the world of CAULDRON. Enter if you dare. In 

this eerie place, the Witch Queen and Pumpking, mortal enemies since 

the dawn of time, are locked in an eternal struggle for supremacy. In 

the first game, CAULDRON I, you play the part of the witch, and in 

CAULDRON II, you reverse the roles to play the pumpkin warrior. 

The key to power in both games is the simmering cauldron. Only in 

this blackened pot, charred by ancient tongues of flame, can you brew 

the potent spells which will render your opponent powerless and bring 

victory to you.

G E T T I N G  S T A R T E D

Follow these instructions to start both 

CAULDRON 1 and CAULDRON 11. Make 

sure your joystick is in Control Port #2. 

Turn on your disk drive and then your 

computer. After the disk drive busy light 

goes off, insert your disk and close the drive 

door. CAULDRON I is on the label side and 

CAULDRON II is on the opposite side.

Type LOAD 8,1 and press RETURN. 

The program will load for a ivhile. When 

loading is complete, a soundtrack zoill 

begin. Then you will see a title sequence 

and some short instructions. Press the

CAULDRON I

I
n this game, the witch's magical golden 
broomstick has been stolen by the pump­
kins. It now resides in the Pumpking's 

lair, where it is closely guarded by 
deadly warriors.

T
J-[arJten witches 
Everywhere.
Take the chaU.encK~Jfvoudare—
Tomorrow nijjht- 
TisJia(toweeji_ 
vVtun onlv one- 
Shat! beWitch'Cuee-iv.
Six ingredients 
Theoi must take- 
and in the cauldron^ 

<3oi(andbake~
Juice-of toad, fveof newtr Wing of bat and jHenuocJtrootr

JM ouldy piece of~- 
Splintered bone- 
Found iron  cWp 
In musty tomb.

JMottm lava.
Cooled awhile 
TakenJrom. tlu-
Smoking Isle-.
Then the spelL 
Shall be at hand 
To rid the pumpkin, 
from, the-land.

As the witch, your only hope of recovering
the broom lies in concocting a brew of the
six ingredients listed in the ancient scroll:
Juice of Toad
Eye of Newt
Wing of Bat
Hemlock Root
Piece of Bone
Molten Lava

If you can gather all these unsavory ele­
ments and combine them in the cauldron,
victor}" will be yours. Easier said than 
done, perhaps?

Beginning the Game
The game begins in the witch's cottage 
deep inside the forest. Walk to the right 
from the cottage, and soon you will find a 
clearing from which the witch can take off 
and land.

Push the joystick forward and the witch 
will mount her broom and float up. Move 
the joystick left or right, and she will fly in 
that direction. Notice that as the witch 
turns, she has inertia which carries her on 
slightly before she turns. Be sure to take 
the inertia into account whenever you try 
a turn. After you've practiced a few turns, 
you can land again on any flat ground.

Bolts of Magic
While flying, the witch can protect herself 
by firing bolts of magical energy. Press the 
joystick button while holding the joystick 
in the desired direction. When you begin 
the game, the witch has nine lives, rep­
resented by the hags at the top of your 
screen. Each time magic reduces to zero, a 
life is lost. Throughout the game, you will 
find sparkling magic sources which will 
replenish your magic when touched.

Finding the Ingredients
The ingredients you'll need for brewing in 
the cauldron and casting your spell are 
hidden in the caverns and chambers 
beneath the earth. You can enter the 
underworld by passing through the 
colored doors. Each type of door leads to a 
special chamber:

Red door: Lava Chamber 
Purple door: Hemlock Cavern 
Blue door: The Crypt 
Green door: The Pumpking's Lair

To open the doors, you must collect the 
various keys scattered around the surface 
of the world. Once you open a door and 
enter an underground chamber, the witch 
will no longer be able to fly. You must make 
her jump from rock to rock by pressing the 
joystick button.

The ingredients will flash in the under­
ground, so you can spot them easily. Before 
you can collect the molten lava, you will 
need to find the flashing urn. You will also 
need the flashing casket before you can 
collect the mouldy bone.

Special Keys
Taking a break: You can pause the game at 
any time by pressing the 'P' key. Press the 
key again to continue.
Starting over: Press the RESTORE key 
if you want to restart the game from 
the beginning.

Brewing to Win
When you have collected all six ingredients, 
fly back to the cottage and brew the magic 
spell. Once this is done, you can enter the 
Pumpking's lair and reclaim the golden 
broomstick. The Pumpking will be power­
less, and victory will be yours!

CAULDRON II

Having fulfilled her mission in 
CAUL DRON I—reclaiming her 
. precious golden broomstick—the 

witch has now built a great castle where her 
humble cottage once stood. The Witch 
Queen, corrupted by power, rules the 
kingdom with an iron hand. Only you, 
one of the former pumpkin guardians of the 
Pumpking, have survived the witch's latest 
reign of terror.

Only you can defeat the witch and restore 
the vanquished Pumpking to its place of 
honor. To do so, you must brew a spell in 
the all-powerful cauldron. For this task,
vou will need the Book of Spells and a vital 
in g red ien t— itx'k o l - • > i l

which you must snip off while she sleeps.

Dangers abound in the castle! Avoid any­
thing that moves— even the mice. When 
you begin the game you have seven lives, 
but each time you touch one of the evils of 
the castle, your magic is depleted until a 
life is lost.

The pumpkin will move left or right de­
pending upon the position of your joystick, 
but it will only respond to the joystick 
position when it hits the ground. You can't 
change its direction in midair.

The key to playing CAULDRON II success­
fully is in being able to position the 
pumpkin for the next bounce. You can send 
it bouncing in almost any direction by 
using walls, tables, and other surfaces as 
deflectors. For example, you can bounce to 
the right by deflecting from a wall on the 
left.

Magic and Energy
Throughout the castle, you'll find sparkling 
sources of magic. Each source can be used 
to restore magic, but only once.

After the pumpkin has made contact with 
a magic source, it can fire bolts of magic. 
To fire, hold the joystick in the desired 
direction and press the joystick button 
while the pumpkin is in the air. Coordinat­
ing a bounce and a shot can be tricky 
business. You'll probably need to practice 
a few times to perfect your technique.

Using Powerful Objects
The rooms of the castle also contain six 
magical objects which you must find to 
complete the game. Several of them pro­
vide protection against the grim adversaries 
you'll encounter in the castle. For example, 
walking skeletons cannot be killed, even 
with bolts of magic. To jump past them, 
you'll need the protection of the shield. In 
many rooms, you'll encounter hands 
floating in the air. One touch from these 
will reverse your joystick control for a time. 
The goblet is your only defense here. The 
witch is guarded by her killer magic as she 
«!epps. The talisman against her magic is 
the crown.

Getting Started
Make sure your joystick is in Control Port 
# 2 . Turn on your disk drive and then your 
computer. After the disk drive busy light 
goes off, insert your disk and close the 
drive door. CAULDRON II is on the back 
of the disk, CAULDRON I on the front.
Type LOAD "*",8,1 and press RETURN. 
The program will load for a while. When 
loading is complete, a soundtrack will 
begin. Then you will see a title sequence 
and some short instructions. Press the 
joystick button to begin the game.

Beginning the Game
You begin the game at any one of four 
locations inside the witch's vast castle. 
Practice making the pumpkin bounce by 
pressing the joystick button. The pumpkin 
can bounce to three different heights, 
which you can control by the button. The 
longer you press, the higher you bounce.

These are the six magical objects and 
their uses:
The Crown: Defends against the witch's 
guardian magic
The Shield: Protects against the skeletons
The Goblet: Prevents disorientation by the
scratching hands
The Axe: Opens doors
The Scissors: To cut a lock of the witch's hair
The Book of Spells: To brew the final spell
The pumpkin can fall any distance— even 
from the highest tower of the castle— and 
survive. Only the creatures and objects 
under the control of the witch can take 
away its magical energy. Skeletons, large 
spiders, gargoyles, flaming torches, axes, 
lava pits, and the castle moat are all deadly 
and indestructible.

Hints
At several spots in the castle, you may find 
holes in the floor which are impossible to 
pass without lowering a chain elevator. To 
do so, bounce the pumpkin against a 
nearby lever; it will activate the chain.

Some of the items you'll require can only 
be found outside the castle walls on slabs 
held by gargoyles. Watch out for them— 
and never land on a gargoyle's back.

Winning
Once you have reached the witch's bed­
room and cut a lock of her hair, you must 
descend to the dungeons of the castle. 
There, if you have the Book of Spells, you 
can defeat the Witch Queen and restore 
order to the kingdom by dropping the hair 
into the bubbling cauldron.

Special Keys
Taking a break: You can pause the game at 
any time by pressing the 'P' key. Press the 
key again to continue.

Starting from Safety: You can restart from 
a safe place by pressing the ‘R' key. This is 
especially useful if you find yourself stuck 
in a dusty chandelier or corner.
Starting over: Press the RESTORE key if 
you want to restart the game from the 
beginning.

Broderbund's Limited Ninety-Day Warranty'
Broderbund warrants for a period of ninety (90) days 
following the original retail purchase of this copy of Cauldron 
1 and Cauldron II that the program is free from substantial 
errors or defects that will materially interfere with the 
operation of the program as described in the enclosed user 
documentation. This policy' applies to the initial purchaser 
only.

if you believe you have found any such error or defect in the 
program during the warranty* period, call Broderbund's 
Technical Support Department, 415-492-3200 between the 
hours of 8 a.m. and 5 p.m. (Pacific time), Monday through 
Friday. Broderbund technical personnel will attempt to help 
you correct or avoid the problem. If any such error or defect 
cannot be corrected or reasonably avoided by the customer, 
Broderbund will inform you how to obtain a corrected 
program disk (or, at Broderbund's option, Broderbund may 
authorize refund of your purchase price).

Disk Replacement Policy
li any disk su ppiied with this product fails within ninety (90) 
days of purchase for any reason other than accident or misuse 
by the customer, please return the defective disk together 
with proof of purchase to Broderbund Software-Direct, 17 Paul 
Drive, San Rafael, CA 94903-2101, for a free replacement. This 
policy applies to the initial purchaser only.

Broderbund will replace program disks damaged for any 
reason, w'hether during or after the ninety (90) day free 
replacement period, for $5 per disk plus a postage and 
handling charge of S2.50 per request, as long as the program 
is still being manufactured by Broderbund.

Limitations on Warranty
Unauthorized representations: Broderbund warrants only 
that the program will perform as described in the user 
documentation. No other advertising, description, or 
representation, whether made by a Broderbund dealer, 
distributor, agent, or employee, shall be binding upon 
Broderbund or shall change the terms of this warrant}'. 

Implied warranties limited: Except as stated above, Broderbund 
makes no other warranty, express or implied, regarding this product. 
Broderbund disclaims any xoarranty that the software is fit for a 
particular purpose, and any implied warranty of merchantability 
shall be limited to the ninety (90) day duration of this limited express 
warranty and is otherwise expressly and specifically disclaimed. 
Some states do not aUozc limitations on how long an implied warranty 
lasts, so the abozv limitation may not apply to you.

No consequential damages: Brederbund shall not be liable for special, 
incidental, consequential, or other damages, even if Brederbund is 
adi’ised of or aware of the possibility of such damages. This means 
that Bwderbutid shall >iot be responsible or liable for loss of profits 
or revenues, or fir  damages or costs incurred as a result of loss of 
time, data, or use of the software, or from any other cause except 
the actual cost of this product. In no event shall Broderbund's liability 
exceed the purcluise price of this product. Some states do not alloio 
the exclusion or limitation of incidental or consequential damages, 
so the above limitation or exclusion may not apply to you.

For technical support on this or any other Broderbund 
product, call (415) 492-3200 
©1987 Broderbund Software, Inc.
17 Paul Drive, San Rafael, California 94903-2101
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