WIZARDRY

The Trials of a Sorcerer’s Apprentice

Drinn was quite sure of one thing that he should never
have contemplated becoming a sorcerer!

On the occasions when the Loremaster allowed him
ttme to reflect onhis state, Drinn could not help but think
thut life was once so much easier for him. The problem

was, well, a high quality one, Drinn had been chosen as

the ‘bright star” of all of the Loremaster’s pupils,

Drinn had left his home i Cthelea on the dav ofhs

Sevemteenth birthday, as was teaditional fue one chosen
to the apprenticeship at the Loremaster's castle in the
Plains of Degthal,

Now after barely two years as an apprentice Drinn was
the chosen one, standing in preparation for the
Loremaster’s trial. If Drinn could pass this test of s
newly acquired skills then he would become the
youngest Lore-adept in the history of the Land!

“Young man you have done well, but [ must warn you
that the task ahead of you is far from being a simple one”,
the Loremaster said. “for until this day this trial has only
ever been taken by apprentices much older and
expenenced than yourscll, But 1 have confidence in
you! ' '
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Fire button: use to cast a spell or, say, fire ar fireball
The button generally ‘uses or ‘activates’ whatever you
have currently selected in your mventory (highlighted
i Dt blue), Note that many spells. weapons, ete can
only be ased onee (the sword is re-useable, though). So
use them with care!

PLAYING WIZARDRY

You are the apprentice Drinn facing the trails of your
Loremaster in The Castle of [lusions. You will encoun-
ter many demans, wraiths, and other obstacles and puz-
zles in your search for the Prime Elemental. You will
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Music: Listen carefully to the sound track — it will

:;ften give vital clues as to what danger you're in, what to
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| DON'T READ THIS!

' tht follows is a guide to getling through the first

1 section of The Castle of llusion. Wizardry can be a com-

‘ !ch:'( and very challenging game to play, but its complex-

ity is such that if you are having trouble "getting started’

you wot_nld be well advised to ‘cheat’ on the first section

by reading the following. However, do tey to play Wizar-

J-'dr,- from ‘cold” first. [t contains many complex puzzles
“ahusesdutions are not always immedmately obvious —
even when you've solved them! So if you encounter
prph!cms ia the initial stages, perhaps the following
will assist..

| Getting past the Minotaur...
L Start from the very beginning of the game.

2. Go thmugh the first door into the first main corridor.
and then visit the first room on the right. Avoiding the
- spider (or using some method to halt his advance or kill
thim — experiment!), use the “TELL TALE' spell to
. discover what spell is applicable to use where in this
?3. The spell you wint is hidden in a chmwelljet’dﬁ
L‘.abuut as far way as you can go at this moment..
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