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Few stories have captured the popular
ingination as that of the voung
Enchanter For those few unfamiliar with.
the saga. the Enchanters adventure is the
questof anovice from the Accardi Chap-
wer of the Guild of Enchanters. Our land
b heen threwened with generations

W bratal subjuganon by the evilwarlock
Reidl The Ciecle of Enchanters,our base
hape of detensetelithanmonc of their
aumber could escape detectionfong -«
cnough tolocae and destrov Rl With

.

some lrg)id;m(;h.thc Wise conjurers of
the Circle followed an ancient prophecy
and dispatched a fledgling Enchanter
againstKrill. The outcome of the harrow -
ingconfrontation is well known.and the
apprentice was rewarded with aseatin
the Circle - .
Popular Enchanting has learned tha
this promising Enchanier has since
become i favorie pupil of the masier
necromuncer Belboz With rumors of
Belbozs retirement rife throughout the

-~ v

E

Laind (see thismonth s cover storviand
augurs warnings thatanew evil looms
onthe horizonour eves turn to this
voung Enchanter The question we ask.
?l;x/.m.uinlu'xluwrh,is Inthistime of crisis
dowe have the protecton thatonly
Sotcerer can provider

% .
Rirzaob Hhntl
Pubhisher

THE TRAVELING THAUMATURGIS

Somewizards have the power to lrans-
portthemsehes with amere iwiteh of
e smllestioes, Mostalas.mustwalk, -
The bestway to move from place 1O place
~tonpevour desred direction You can
s~ alterghtcompass directions (which |
vou can abbreviate o NCE SWINESE,

veand SWoidswellisur and DOWN 1

cw hich mav be abbreviaied &6l andD).
soand OUT cor ENTERand EXIT ) maw
Abowork in cerinn plices. -
\sauexplore vour sursoundings in
e game read cachedeseripron caretully.
Frbvaone day CEnclunters conld reeall |
cven the tmiest events ingherr lives und |
projectthesrupon the clowds to the great
amusement of the populace Sincevou
donotearrenthy possess ghaeskitl s
aonnd idea to miske omap. A hielptulmap -
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will note each.of the locations vou visit,
directions 1o adjoining locations. and
listal] of the interesting objects in each
lacation

Donotconcernyourself about iime:
I passes onlvin response o vour mpu

Nothimg hippens whievou are ponder-
NG YOUT NENEMgLe o vou can proceed
atvour own pace SORCERER ™ also
heepsarecord obvour score usaguide to
Measure Your progress mthe game.
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_ Spray dashes your face a< you are tossed
.| aboutthelogboat!  +

CROWTIE ©

INDULGING YOUR CURIOSITY

You're not going anywhere ur .U‘ Lyou get out
ofthelogboat - : i
You enter a stretch of sharp wxndmg curves'

. , s

The uxcneco{ Interlogic™ games like c.mon.\_ou may find it productive o
SORCERER isproblem solving. Solving negotiate with other bemgs. exchanging

- the problems thatvou encounterin gifts and favors. Here isan-example.taken
SORCERER will frequently involve cast- | from ENCHANTER:

ing the proper spell or bainging a certain. | Crawling slowly along the beach i an e~or-
item withvou.then gsing itinthe prope mousturtle his enameled shell snining with all
way. Keep an open mind: Some ways tha the colors of the ranoov.
objects and creatures behave are imp >TURTLE HELLO
Lt vetmay not be nnmedx nels - l’smce to find a human being who talk
C‘ontamers turtle. Not many'do. )OJ
Containers can hold | know.Mest people think *
other ubjects. Some turtles are bonng just
can beopenedand” because we talk slowly
dosed:othersare ™ >TURTLE, FOLLOW ME
alwavs open. Some .~ The turtle hisses. "Twill -
are transparent, oth- follow you, e
CIs opaque. Some
can be carried.oth- -
ers canndt be mov: ed .
Similarly.some .
«)h]ccu have surfaces . : :
uponwhichother = Feel fr(-e 10 (alk “llll .
objectscanbe’ jany of the charadters SORCERER thit cany (rans.
placed Mostgonuin- *you meet during ‘the .
POFTYOU T TGO IndG; -
‘ers haveu limhed . gdf"“’ .Characters Lessible byfogt. Picces of
capacitcandall - sometimes will fight furnituré, suciias beds.act
objects have stzes. o back when attacked, “much like stationary vehi-
Here isap example cand some may lqack- cles. Here is an example
Tromthe game of - vou. without provocas from SORCERER |
whatfou Can_d()wl_[h tion. You. may find 1? Flume
Jconuu‘ner prod ll(‘fl{(‘ to no'fo- Youare at the boarding plat-
>O—£%5;<HE *tla‘e - “llh . (.lh(nr fOl’mO{a ast-mowving! J’ﬂe
N : ‘heings Zexchanging. fiowing off beyond your view

The turtle, at his own le.surely
. pace,follows you.

Vehicles * .
There are objects in

Opermrlgthe iy box & _ Asmall piague hangs nearby

revealsz magic gifts and f.l\ ors. T A
——— s | e Miwe 15 ViSIDJE 10 the

emuet - " | north. Aiog boat sits at the Dtanorm becxon-

>PUT THE JOURNAL IN THE TrNY BOX ngyoutoenter. e

Theresnoroom. -~ >GET IN THE LOG BOAT

>TAKE AMULET _ : As you enter the log boat tarthes avia

You are nOw wearing the magic amulet. fromthe platform and s carried swiftly ewe,

>LOOK IIN THE BOX by the current of tie flume Anamuserent .

tsempty E. : park nymph appears for 2 rmoment, weming

Characters : you not to leave the log boat during the

Fecl free to wlk with anv of the chariciers | COurse ofthende, ‘ :

vou meet during the game. Characters >L 00K

sometmes will ight back whenaacked, | Flume. n the log boat

aid some may atack vou without provo- The fume 1s wide here and straight as an

arrow. The ride 1s quite relaxing.

-deseriptions of uany interesting objects
present. When vou return to 2z ocation,

SUGGESTIONS
 FORTHE
FIRST-TIME -

VISITOR

Whenvou enter alocation for the first
e SORCERER normally displavs the
name of the location. s description.and

onhvthe name of the focation and the
ames of the objects Present are nor-
m: l”\ displinéd W lﬂ\x.‘“ voundaloca- -
O IS UNNCCessim amvthingthergs
abwavs within réach. unle ssvou dre sxmng
or i\m"ulu\\n o W
The VERBOSE commuand ells -
SORCERER o display thi¢ full description
of evervroom and even objecteach
ume vou see then poijust the firsg jime.
Usingthe SUPERBRIES commund vou'll
be shotvn onlvihe name of the location,
eventhe lirstume vou enter itand no
mention ofthe objects present. OYou can
sull eetadeseripuon of the locanon and
objecrs byvisping LOOK or L)y Also . blank
fines will notappear bef cen cach of
vour megves while vouare in SUPERBRIEE
This modc is recommiended for Enchant-
erswhoadready Know ther wavaround.
The BRIEF Ccommand tells SORCERER 1o
raiurntothewnal madeniwhichvou
receive desceripiions onlvonvourdin
Visitlo st locauon

A sum/)/m“ of Tocal delicacios




o THE

SECRET OF -
SUCCESSFUE

COPELL

GASTING?-

Even the most powertul conpurerscan
oceasionah fimdtheniselves atamomen-
an foss toraneeded spell: s norefled
ton onamagician s stius orskill o
remforce the firstthing we allare tiughtc
Magic cn be etfective unl\ il its steps
'nd comventions are scrapulousiy hon:
ared Bthaespiritthenawe prese nithis®
revien ot hasic spedbastingiechniques.
ALgig is performed by mvoking spells.
Fren spellisknown by ccone-word
e AL spelis usaalhy fave s dura
Tion.and sometmesape ritd of time
trust paas before they canbeu rsed again.
.\PLL\L‘M he dangerous - particulari
wonzrds Our hicizhiengd abihtied in
Bis ot carn the penaly of heightened
wisitin tospells casthyothers Some-
umiesspelwhich anormal person
aldnoteven notice can h'x\'c apro-
g n'udx Hectiponyou Bewg
Your Mostmpo; lmlhml m(m \pdl
ook which is the written repositopy ol -
Althe spels vouare capable of using. As
SORCERER hegimsvou dlready hinve sev-
crlspeisaryonr dl\pu\ others mavhe: -
added durmg the course Yl ‘the came.
spedtserolls mav be founth: lllﬂ()\[ A -
Cahieremvaur tavels They Sire extremehy
b A scroll may be used o directy
Nl I Bur domge so ases upthe \lUU

I cand the spellypermanenthy s usualhy
! much wiser towrite the spellimyour

b Spell BooR.allowingvoutouse it
repeatediy:

Learning with Gnusto!
Newlvetound spells are written intovour
Spell Book using the GRNUSTO spell ¢l

Ceralh IWrite Sagic he issespellmos

magicians master Cerinapellsarcioo
pn\\vufuhnhL writen hy amagician ol
vour limited experienice. They man he
castddirecthy from scrolls.butthe \]XH will
beyone afteritis used. Oneg aspellis
written in vour Spell Book w ith GNUSTO.
thogah.itcan be wded whenever neces-
SUM RCADmg\mn Spett Book Tists
the \pdlnuu Ive avadable along with
their meanings. ) -

Betore: |<pc1l in yourSpell Book & an

be used, you mustmemaortze i using the

LEARN u)mmeL CYou ciny memorizg
onlyaJimited number of spells atone
time. FThe effort of cagling aspell drains i
fromvour men )v"s;:md vou mustrelearn
itto use itagain. The SP: LS comnund
Icllﬁ\ouwhmh&pdk\()u hd\c memo-
rizedand how many umcw.&(h one has

" been memorized. ( This 1<helpfnl
hecatise aspell memorized iwice can b
, uxed;mcelxﬂm hunulmunun )

Casting Spellsand Aspersions
Youcanuse spellsenher by npmg CE27
Cuhespelbsnames A7 GHocsomethimg)
ormoresimpiuby ning cpell naniey
Eeomettimgy Somespelisare so generdl
i apphaanon e they require no obreat.
justivping e spelbnane s suiticient
Foresamplesurpose therewere
spellianced BCo
ten inyour Speli Book
SLEAREBO, 478
or *
m >MEMORIZE BG ZBhR
would muhe the spellavailable for mme:
diate use
Ihvou e BO
orare holdimeasaol contnnmg e

BOZBAR wpeli.

thatvou had wri

O7BA< memorized.

BOTSLD HORSE .
>CAST BOZRAR AT HOFSE
SCAST THE 8OZBL SPELL Ol The
HORSE

would all lave the same result o
BOZBAR the poar orse.

i todin s advanced soaen magic tkes
many forms besides cassicspell casung
Margic Potons. usialh found mvals,
avork e niaaicwhenngesied Vam
ilems thoughout the Losd are imibued
with nawcd quahies tha cais be revealed

o the brave and mguisiin e wizird, .




THE EEﬂPlEHETlES

SORCERER undq stinkds o x\ rd&rangc

Sistructions. Here are some examples*

cangmany objects and situations which
N lul""l\ occur inthe game:

Take THE S\.RO;L

AKE ALLTHE SCROLLS
“UT ON THE ROBE
AR UP THE BROKENWAND - .
JROPIT ;
SOO0UT . v
OROP THE NEWT INTHEPQT
WALKNORTH

VEST i
DOWN
3

CXAMINE THE LARGE RFD DEMON®
SOINT THC MAGIC V»’Af\D AT .

THE DEMON

PUSH THE GREEN BUTTON

DRINK THE EVILPOTION ¢

LOOK AT THE VIAL -

LOOK ATRLL THE VIALS
LOOK.UNDER THE WORKBENCH
V.OOQK BEHIND THE CANVAS

TAKE ALL

LEARN THE BOZBAR SDELL

DROPALL BUT THE SPELL BOOK

TAKE ALL FROM BIRDBATH

THROW DAGGER AT DEMON

PUT ALLTHE BOOKS IN"THE BIRDBATH
Inaddition, you can use muliiple objeas
with cergainverbs To dothis. muake sure
voyseparatethase muhiple objecis n

the word AND or by acommuasin these

examples:
DROP TH: SWORD AND THE MAGIC

KNIFE

|

%EHEE In

TAKETHE LILY PAD Tz 222D AND
THESPCTTED FCC

PUT ThE W T 210 701 MERCURY IN

MY VIAL
RUBY
THROW/ SPEL BO0w L"DCAK\D'
SHCK FITO CHieg

Yot caonne fode several semences on
oncmnput hneabvau separae then by the
.7 I - . i

word s v or by apeniod No period is
necessany e crid o thy mput line For
cxampleahie tollowme conmds could
Ahenped hetore g RETURN or
ENTER

SPELLING

IN "L
PLAIN

ENGLISH
SORCERER ke alF InrerTomic games,

respondstocommands i plan Enalish
thatyou enter cach e vausec the

prompre = Whemou e completed

Eavourcomnind pressilic RETURN or
i ENTERRevandihe camewill process
L vour reques

Yorrcpretend i alb o sentences

Deamw th Twant o Al
shoaldr e hose words espliconh
SORCERTR \\l“\.l (S

elhvorwhether vour conmianed TN

Lol reyuestand

blemtharsiuaon as wellaswnibnng
micrestmzthatbugypensasaresultof
_\HLII"I-(H()'

A ordsare distmganstied by their
firstsiy Jeners s l”\ll"\u{mm]LIIU\ are
l"HH'\\“ Theretore ?"C‘* LINrer
ENCHA N g nd D CHE amentall

i« oh hihve the ssime waord 1o SORCERER




' \ORCERERuscsman\mc.a‘cwords" U
than itwill accept in youginputs, Stﬂ[,u
recognizes Qv eg)QOO wfmd?_nezﬂ\ all,
the “urdsxhat vod grédi likely Guse when. .
converging w uh die game. lf »Qu’fmd that -
\OR(;ERER doés not (ecoomze :h\ord
vou wish o se or im hkejfﬁnom ms-
even if die gamehds thatwordin a
description- \odnr‘ea]mostcemml\ on .4
thaw mnqtmck SRR :
Coppletely m\mf;upg sentencesw 111
cause SORCERER 10 cbmplain in'one w ay”
or another ( See’ Cg.unmumcatmgmtb
the Unknow n for-an e\pl.mauon
uf(hcac compl unts.) Afer making -
the complaint. \O}\CERERmI}wnore L
xhcnesu); the input line. Lnusudl events,
<uch asheing atacked. w l]l\ﬂ\O mﬂ&
SORCERER 1znorg the rest of the sentenees
nped. Sinee theeventmay have
%ﬂuui VOUr situation d]’mum l“\

.

An Hlustrative Story.
The |
SOR
common intefactions thatvou wiffuse:
while plaving. It contains beﬁfml <mnple
Yroblemeand their whmom andit, «
hould givedhenovice plaver a g Qodd 1dea
ol how arkiteractive prose 1d\cmure e

‘.

WINg IransCript is norfrom -

o %

game works. FURIRS U ~‘)'--,-;,,
Tavern . - . . R
Thsse "nl» i tavern, nfarly shabbyeondr, |

won.smeling of s"o*"(smts and mbmed j.,;

men. A<wa eng door ieads out totne north
A Qrunv < s 212 w2ble, wa yOU ..
#rosgnal-cosedeyes. . L Tm el
/!\\/ \]TORY ‘(;' ., T ) ""‘.
- fou dFECaTF/vI‘% . B
25p2iDOOK , T L T A
zowercon . -t
'apoxn ERREEE SR
T nE Crunk §E ﬁU\c"Cld"CHESO\"“r’LO)’OU
Spareacomiora hungry man? heasks his.
z2-ia0en breethfoulng the 2raroundyou. .
ST THE SLVER CORN TO THE DRUNK

1

RER.Dutitdoes Bow Mmost éthe o

£

.oloats. .

"/'

- "The'msa ol]e‘dioatshere 3

. _%uanireachgr;m frarn:(héhorsei ._‘. ’

"Thanks chum! The drunk reaches into his
tattered cloak."Here, iake this magic scroll
lused t be a magic user,but | couldnt make
the grade. Hope you'i have more luck than

| "me’ He hands you the scroll.

>READIT .
The screll reads "bozbar spell Cause ananimal
" tospraut wings’. C .
“Anotheg pint otf ale cries thie druns.. fidping
the siiver cointo the bartender. . .

| >GNUSTO THE BOZBAR SPELL
= Yoyr spel book begins te glow softly. Slowly,

- | ornately the words of the bozbarspeliere ;

mscnped glowngeven more brightiy tran
the book ftself, The book's brightness fedes.
- but the pedrémanns' Ho.vever tne scroli on
whichit was wrrtten vams'\es asthe !as1 word
1S topifd .

>DRUNK WHERt 51 Ht‘WARLOCK’
“He hvesin the castle beyond the wide mann

| to the east Atleast, that'swhat I've heard”

Heloo&saboutfumveiy great fearbumg -

-

| >OPENTHEODOR: - RSN

. Being swmgmgdoorc hevswmg open c’\d
- thep mmediat%y,dose agan.s;.

SNORTH . ;:,i; -
Road Ouwdefaven- Sl T
Tnerewatgorsg here Qc}zﬂgm p'* ;

..ﬂ‘ A By

/

S

>GETOI\}TJ-1E}~<¥OF(SC LT T Al

Yousre now onfne q::rs"%oldmg Lhe rém "

>LOOK. ST A .
Read,Omsnde Tavem cmtheh'érse
“Theroad Mnd%‘here iac;

SPKERRF R 0TS

SSPRHOREEAT LIRS
_U %&Ezrem youbmg%e_horse dboutio |
'.>‘<|CKTHEHOP,SE- S

“road into the thitk woods. It rears back an its”

ldentknow the word “hors”

tatg brigk trot. A new section of road comes
x}',hlseyes IR ‘Edg° ofChasm on the horse.

% The rdad eads suddenly &t a wide chasm. ..
" 1aThe toad leads upward to the west.andyou |
| can see it continuing on'the eastern side of .
“the chasm. Lyingina tight coxl atthe edge

: " _ofthe chasm 15'a hissing snak

h-‘ml'\\‘ﬁj

LM

The horse is 00 wel trained 0 gallop offthe

hinc legs, whinnying in confusion.

>STEER HORSE NORTHEAST |
Using the reins, you bring the horse about to

i
facgthe northeast. . - - ?
|

>KICK HOSE .
Youcantsee any hose here. -

SKICK HORS : .

L ] H
>KICK HORSE §
The horse b°gm5 votngaong therozCata .
bris< rot. A new section of rozd comes o |
VieVy..

Crest of Hill, onthe horse. i
The road crossés the top of a nidge here, slo,mé
dovinwii ds to the cast and the southwest

>STEER HORSE EAST

The hogse turns eestwarg, stil travoi«né

-

mto view:. .

s

| SHORSE WHOA -
- The horse pulls to & stop. scant feet fro-n tne
edge of the chasm! R
L SREAD THE SPELLBOOK :

: "My Spell Boo?
gnortheas’ and d

.g'n,sto spefl write a- mag.c spellintoyour  *
] ~£ﬂ§ﬁhwes‘u& seedy‘{avemhem the so.ﬁh g

speli book .

froz spelf cause an object to give offiight -
urbzig spell turna gangerous obectnto a
harmiess ont

Ibbai spell sharpen bearing.

bozbar spell cause an animal o sprout wings

SSPELLS . .
The grusto spelli§ yours forever. Other than



‘

t
]

that you Nave no spells memorized.

>LEARN BOZBAR AND URBZIG

bozbar spell: Using your best study habits, you

commit the bozbar spellto memory.

urbzig spell: Using your best study habits, you
commit the urbzig spell t6 memory.
"Hsssss!!” The snake coifs tighter, as though”
preparing to strike the'horse.

>CAST THE URBZIG SPELLON
THE SNAKE
The snake 1s replaced by a clump of daffodnls

>BOZBAR THE HORSE . _
A pair of handsome brown wings suddenly
zppearson the horse’s powerful shoulders.

Tne horse turns na complete cicle, a look of

Juhzlemem onits face . o
SICK THE HORSE .+ v £ 550
The horse gallops toward the chasm and

over the edge’lt bog-nsplumetmgmto the
crasm, 1oward sharp rocks bglow! Then,

siowly at first but with i mcreasmdsureness the:-

horse begins beating ts powen’ul wings. You
rise majestically through the ai, saﬁg grace-.

fully acrpss thé chasm. The harse lands gen’dy:

on the far side, resuming rtsbnsk trot.. -
Roadto Castle, onthe horse,

AT

You are at the eastern edge of awide chasm

A rpadieads eastwérd toward a castJe of

black stone. - . - e ;
SwWAT L N
Time passes... R

“The horse con’hnuns Lromng brnsk!y along

the road..;

Edge of Moat, on the hdrse. ™
The black castle Jooms oQ{he ather side of
the mqat. The drawbridge s closed, andthe
moaﬂooks unswimmable.
A green p.anY is gro\vmg near the edge ot” K
the 'EO&&
2 redp pnani 1 growms nea: tn° edgn o‘ tbe
.Oa‘L » .
The horse’s spnsmg the evil aheac,hahs &t the
moatand orts wildy.

>GET OFF THE HO&E
You are now on your own feet

+

,~‘~

S

2

Youare carrying:
2 spell bocx
& pouch _

>EXAMINE THE POUCH

“ne pouch has some writing on i and 1s cur-

rently closed.

L3

i r
20PEN |

Opening the pouch revea!s 2 guanmy of
magic dust _ i 1:_}
>READIT T
You can'tread a quantity of mag'c dust'
>READ POUCH “

The polch reads “magic dust: world's most
potent fertiizer” "~

>EXAMINE PLANT

_Which plant do you mean, the green plant or
the red plant?

>GREEN

ttlooks like a barnibus vittus, a simple and
harmiess vine. It appears to be newly
sprouted.

>SPRINKLE MAGIC DU
GREEN PLANT,

The green plant begins growing at a tremen-
dous rate. shooting long gresping tendils
across the moat.and growing right up the -
side of the black castle. The piant has now

STON

becomea living bridge, which you can cimib up

tocross ,the moat.

1 SEXAMINE THE RE‘DAPL'ANT .

/,4

,/”"

[hr(:CI\puUf questions: _
NG i WHAT IS (something), WHO
7 IS(someone) annd WHERE IS

-(something). For example:
 WHE

IS HELISTAR?
WHO I5 FROBAR?
WHAT IS A GRUE?

You'll meét man other creatures as
vou play SORCERER - some human and
somenot. You can talk to d character by -
nping its name followed by a comma,
followed by what vou want to sav For
example: . -
IMP WHERE ISMY >PtLt 800K
HENCHMAN, FOLLOW ME.
ADVENTURER KILL THE MONSTER
SQURE, GIVE ME MY WAND THEN

CLEAN MY SANDALS

| FROBAR. WAIT HERE.

SORCERER tries to be clever about
whatvou reall myan whenvoudon't
give complete information. If vou want to
dosomething.but vou don'tspecif what
todoitwith orto. SORCERER will some-
times deaide that there was only

4

/////

/// /

' ////,4,,/// //////////}
72 MIND

/' FSORCERER comprehends | one possible obectvou could
| Chavemennt When idoes st /
Cwill wellhvou parenthencalhe For %z

ttlooks like a specimen of flombus digestus,

the dangerous man-eatng plant Fortunately, -
this 15 a very tny speamen. e
>SPRINKLE MAGIC DUST ON

.RED PLANT )

The red plant begins growng at a tremen-
dous rate. It sprouts giant red pogs large
enough to engulf you!(They do so.)
***You have died**

You awak e 10 see Haffiber, the Guid phys-

aian.bending over you."You'd betier be more

careful’ she admonishes. “This 1§ the second
time you've gotter kiliec | overheard some

members of the Circie say that if you die once ;

more. they wontwaeste another magic spel
reviving vou: You sp back into unconscious-
nessagain. and when you wake you are.
outdoors...

Begmning of Road

>SOUTHEAST

Road Outside Tavern

There s a pile of oats here

Adrunk s sleeping at the edge of the road

¥/

example:

+ >UNLOCK THE DOOR -~

(with the ke /)

" The docr s now uniocred

- >KILLTHE BROCGMOID

(wihthe sword.

A go0C plovy.but tre brogmaod gocges

Hvour sentence is ;lmhlgm s,

- SORCERER willask you whatvou reallv

~ The scrofi s reducec 1o sener dolic

ML You Canswer mostsuch ques:
tons bricflv by supphing the missing
nformation For example:

" >SLICE THE SCROLL

wantic sice v

What 4o vou w
>THE SCIMITAR

e 5("\’ Wi F/

>

>TAKE THE SCROLL

Which sgol G0 you mean the evitenchanted
scrolior the iovely velium scrot?
>ENCHANTED

The evilinthe scrof flows nes orably Lo vour

’ arm . [tseemis 10 be seeking out your neart!




- o ','

OLS]JELLG UNCERTAINTY

SAge At)\ﬂce FOR FLEOGLING GNChAN"CE‘:RS

Q. How cun ! perform heroic deeds .
w hen Tm surrounded by muncfanc*creq

"

lurcsandub;eus’ WL om

A. The wise Enchénter natices every-
thing.for eventhing vou eticounter may
plaasignificant role. Exhibit jsatience
and exAmine allthatcomes your way

Q. sometimes Hremble in the face of .
xhe unknown Whatshould 1 do? i

. Even life-thre: iening actions may le: ad
1o new insightsIf vou are trulv svary ofa
situation, Sm\/E\om posnumﬁn[ Being
adventurous can ofien give vou avaluable
clue. Consider this fabricated example:
SGIVE THE P”AGIC GERANIUM TO THE
WEOLF

The weti considers.fora momenteaﬁng the
zerami.m nstead of you. Then he decides the
vetieg nendadvancestowardyou. -

~ In addinon mlcm)mgsomethmqme- .
ful about tre culinan preferences of
Solves vou have aclue that perhaps feed-
ng somethmo else(a slc.ﬂ\’) tothe wolf .
wouldtie moreadvantageous. L

Q. W mcmm alwavs msx\mmhmx 3\ .
With all due reapect’ishé hemo
shortaghted?

A. There are nxany poss)b]e routes fr the
wccessful completion of \ORCERER
some problems thanvou nu%ncoumf:r
have wore than one solutionsothersmay .
notneed 1o be solved afall Sometimes .-
(sing one wav tosafve s problem will
nuke itharder (or lmpuwhk Jtosolve
aachezand sometimes itw 11Lm 1kcu
exhilaratinglveasy:

Q. It hunor.lhlcm cumhm mv skills
with another in the defenxe ofour fand
fromexil?’ ‘ .

-« ]
g.:\t)tf)ﬂl}'h()l'}nl'dhlﬁ.hulN)ﬂ](’[lmcx‘ .

-+ 55WheelerStreet -

1 1f you dey; lopaproblemw\th\ourdul\

~enable Pl vou have completely mas-

| tered lhc spells de: 1lmu with claimovance

and the prediction of the future vou
mightfind it casier o play SORCERER
with another person. Oftentimes.one
person’s skillsand strengdihs complement
the others.,

Q. Whatis the most common niistake we
novices make?

. Deciding tharvou donthave 1o
bothermaking a map. Asyou goalong, -
‘make sureqo mark and detit allocaions
and ob|ulb Rememberthere are 10 pos-
sxble dxremons plus INand OUT

.AS](_thé €LOERS

Here dt the Cambridee- By The-Sea
chapier of the Infocom Game Writers
Guild, we take great pride in the qualit of
uurhork‘E\e.n afier they re “out the
" door, we re Tonsantly improving, hon-
ing.and perfecnng Ifvou find abug.feela
certain pr@blem WS oo eagwor too hards
have a suggestion for additional sentence
syniaxes. orv\ould just liketotellus wha
| YOu [houghl ofSORCERER dxop usa hne
\Xrue W .-

Infocom, 1ng s ‘;r;

’, A ~y

C.iml;uds,e MA02138°
sAunBelboz ¥,
“Youcan callthe Infocom Technical
"Support Teamuo repor bugs and echni-

cal probfenﬂb\ dxa]mg (017)576-3190.

ette withi 90 dhys afieT purgpase. wewilt
repldce vour dﬁ}\c’[le atno charge. Other-
wisé, there 15 4 réplacement fee of §5.
Plése returnyour regisiration card if
\ou ‘dHiketo be on our mailimg hist mJ
receive our custombr newsleter

LOOKING

"AHEAD...

Guarding Against Loss:

i

L} . .
Resurrections and

-Advice for Quiltters

Should vouwishito stop plaving but
resume from the same positon ava kater
npe. use the SAVE comnumd atthe
promptihien follow the instructions on
vour Reterenge Card (Read the Refer-
ence Card carelullv = some sysiems will
onvenwrite datiadreadv on the diskoso
onhvablank disk should be usedfora
SAVE disk ) Becanse itiakes many hours
o complete a e of SORCERER this
commund atlow svou to pursue voar
questover severdl sessions. Abso.the cau-
tiousor pradent plaver canuse SAVE asa

, protection before atempting adunger-

ousor irreversible move. Then.even if
voudre "Rkilked vou canreturntothe
SAVEd point To resume plaving after vou
have made a SAVE wvpe RESTORE at the

- promptand follow the Reference Card
-instructions. You will then continue play-

ing from the RESTOREd posttion. Todhe
sate. ke a LOOK sroud o reorient
voursell

To startover from the beginnig.npe
RESTART SORCERER will sk vourif that is
reallvthe action vouwwishiio tike o,
npe Y for YES,

ifvouwantto stop plevmgaliogether.
upe QUIT. Onde: i, SORCERER will
askvoutoconfirgy vour decision.

i
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SPELLCASTERS.CLASSIFIEDS

Alcomminds can be usedbrepeatedivas
needgd Some will constraie anmeove sind e
witl clapseathersawatl potatlecttnie wiwdun
the game phay Thev cnbe s dwhenever the
m»mplt APpRears

AOAN - \\k\ SORCERER o responcd as ifvou
Tad tepeied yor previots sentence tunfess
wortare tilhmg tosecharacter ou may abbre-
viale AGAINTO G

3mitt - Conmnds SORCERER to deseribe in
whonly new v encoanie red locations and
ohicas Locions alreadv visited : mdulm.u\
Already seenwill he described by displaving
ihe Tocanon name and the object names only
st 7 s the inmal mode of the game (See

Lororbric b and \«ERBOCE)

PAGINGSE - Teliss ouabour vour physical
andiven ivouare tred, thirsns hungryor
ilijglt K *

wvENTORY - Listsall of the ucmstlm\ou are *
am mu You nman abbreviae INVENTORY ol

JU' —lk;urhc\\oun surreunadings i detail.
Sowrnn abbreviae LOOKto L
: £

AT - Endsthe game session You huve the
P Lo SAVE vour position irst. You may
Abrevine QUIT10Q lxuluuuu)nhrm won.

- 5TART - stunsthe mmu»xerfr&n the -
Coamning Re qunuumﬁrm wion

25 TORE — Restores u ganie position n e
sz the SA.\’E u)nmund

TEVE - Nuves tgame \P()\lll()n()ﬂll)d\ll)r 1oe

N
diskete. . 3

L ZORE-Gives Vou your current score .md 4
sanking hased on th: i score.

ZRIFT - Commuands vour printer to start mak-
m; atranscriptof the game as vou plav: (This
"r.uurc i> 1ot available onevenasysiem.)

SELLS - Lists the spellsvou currenthy have
nemorized from vour Spetl Book and how
Auny times vou hive memorized each one.

SUPERBRIEF - Tells \OF\CU\H\wprU\ ide unl\
he name of 2 focation. even when vou enter i
wr thefirst ime, (See BRIEF and VERBOSE )

ME - Gives the currenttime of davinthg
came You nnny abbieviae TIME 0 T

,' SCRIPT = Comnundsyour printer o cease
SLihINg U ranseript

sR30SE - Tells SORCERE i\u)pn wide s full
eseniption of at ocation<and g objeas
Senvtimeyouencoanter them (Seg BRIEF and
JEDRERITE ) ! ;

225 O = Provides the ltk‘d\n number
wid e seral number of vour version of
\()}\hU\U\

.

AET Causeste i e game o pass. Norr-
sl no e passes Detween moves, WAIT s
s to ke e poss i the game wathout

Cae s dunz onught e usctulibyovare
cattizg dosspeatie e waiting for acharae
SloarTne wing lorarevent o happen.ei
wctabbreve WA T Z

|
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W H H THE UNKNO\VN'
Occasionablvevenacaretul wizard v TS TOD DARKTO St Inthe story
unleashes a command that SORCERER } lh\‘l\‘ i~ 1ot cnough hzhtforvouto per-
cannotenceaie. Inthose casesvoulibe Flormyour action .
H f Do e | . . e
- asked o clarify vourwishiesinoncotthe 1 HCART S AN rabjecn HERE!
following ways: ~IhSobeanoumdicacd was eithier not
IDONT KNOW THE WORD t(vour ~presentor notaceessible o vou tFor
word). The word vou x\pullsnu(m oexamplearmay be presentbutin aclosed

SORCERER'S vocabulian: Trvasvnomm or - continer )
rephrasing. If neither works.the concept - THE OTHER OBIECTIS THA VOu
is probably notessential to the game plav 1 MENTIONED SETARINTJHERE You

MR

ICANT USE THE WORD (vour words 1 referredtoone or maore hicasin the
. HERE.SORCERER knows the worth b L samesentence.some ofw hich aren'
, notinthat confext Mostcommonhthisis L presentonaccessible,
hecause it recognizes the word as adifier- YOU CANT GO THAT WAY There is
ent part ()f.spcuh, Forexample,if vou DO PUASSIZe OF NIt n the direction vou
'i nped PRESS THE LOWERBUTTON. i WINT O AL -

nvight recognize LOWER onlvasiverb,
not as an adjective.as vou used it

FCART USEMULTIFLE NDIRECT
OBIFCTSwWiTH tvourverb 1 You cn use

[CANT FIND AVERB N THAT - muluple objeas tthut snounsornoun
SENTENCE! Unlessvouarcansweringa - Phrsessepanited b AD orcommag
question.each sentence must haveaverh “”].\"\“hu‘”'”“\L"’I" Anong the more
(ora command) initsomewhere, usclul e TAKE DROPPUT and EXAM-

THERE SEEMS TO BE ANOUNMISSING | INE "'i“:,'\'\l”f“‘m o lm*hw rihe
INTHAT SENTENCE Hhis usualhy iheans ¢ ol A in DROPAL Anexaniple

trarvouve tvped an un'n‘mplclc wn ; ofaverbibue il notwo Rwath ”‘“l“l’lc

wence. Forexample. PUT THC LAM : objects is AT TACT You oot say

INTHE. ATTACK ALL or AT TACY THE WARLOCK
IFOUND TOO MANY WOUNS i .+ ANDTHEENCHATT R

THAT SENTENCE Anexampleis PUT P IDONTUNRDIESTAN D THAT

THE SOUPIN THE BOW  WITH THL FOSENTENCE Nour comnund may hine

CLADLE Avahdsentence hasatmostivo | been gibbersh {(Gi'f THE TROLLWITH

noun phrases - aadirect object phirse:md 1 SWORD jor:

anindirectobect phrase. Fen i e i )H(Il’l\'l-‘!{ doesnot
IBEG YOURPARDON You did nox Cundersand (SMELL UNDER THZ ROCK),

npe amthingafier the prompt (> yand neither casean 1&';3]1:';1\1;:;' vOur
hetore huting the RETURN or ENTER hev 1 sentence

|| 2
p
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Always remember...
L S Every sentence vou type must contdin i
verboracommand. . ‘
Separate multiple objects of the verh
by AND ora camma.

You may tvpe several sentencesatone
time, providing that they are separated by
aperiod or the word THEN.A périod is

SORCERY " notrequired at the end of ifine of nput.

*SORCERERS’ SOCIAL NOTI NOTES

WHO WHERE, and WHAT are the (ml\
npes of questions vou are allowed 1o ask.

For those in a rush, vou can abbreviate
compass directionsto N.E,S, WINENW,
SE.SW.UP and DOWN mav be cmered as
Uand D, respectively.

Other helpful abbreviations include L
for LOOK, G for AGAIN,and Z for WAIT. ©

'A DO- IT-YOURSELF GUIDE

Now that vou are f‘umhar Wlth ¥ our,po“ - | When vou pressthe RETURN or ENTER

ers and Jimitations, it's timetotry loading | key,the game will respond with a descrip-
thie program from vour disk. Follow the . tion of vour new location:

Nastrugtions on vour Reference Card * Forest Edge

uded in the g game package).” To the west.a path enters the biighted woods,

W« )ductorrscmer'fre should | whichstretchout of sight Asignpoststands

swed by adescription ofthe | beside another pathlicading north.and to the

cam Ty NG Tocation. Finally,the east1s Qwode meadow. At the base of the
promp will appear, indicating that. | signpost is a shmy hole leading down.

SORCERDR iSwaiting for vour firsfcom- - | The hellhound stops at the edge of the forest
mand. BaNbdware! Oily the mostfool- + | and bellows. Afteramoment.itturnsand -

hardvand arong Enchanter would | shakdinto the trees.
embark on W ck‘questbeforctlmr'- You respond: X 2

oughly readRQ }UJI' . | >READTHESGN .
Heres a guigkes yhelpyvou _And press RETURN or ENTER.
wcmscdlonm;f SORCERER. | Sorceretreplies: ,

Load the game ety daa@ohe instruc- PERE U SESWARNINGSS ! '”***
tionsonvour Refera rd Readthee .| "<~ Thls pathisprotected byz
opening description. hen the prompt , .Magic Ming Field
(>)appears. i tvping the following: | "=« installedbythe
SNORTHEAST . o . Frobozz Maglc Mine Field Company
f/(//é {//zc/ Ve C’S}/gyk Cfaww&
l)urm” mostof the SORCERER adven-. - ['KILL | o A, Ea
wrevou will be alone invour quest 1t - | KISS “ 3 '. %0 .

will be helpful to be familiar withpossit. .| KNOCK.” g4
ble chaices of action. The following list LAUNCH S
includes some of the manvverbsthat- L | LE &

SORCERER understands. keepinmind .} LIGH
thatt these terhs can be combined witha_ | LISTEN
variety of prepositions. Forexample: =4 LOCK
LOOK can become LOOKlNSIDt N 1 LQOK: . >
L OOK BEHIND,LOOK UNDER, LOOK LOWER SEARCH o

THROUGH,LOOK ATandsoon” =+ MOVE SHAKE TELL ‘

£SK DESTROY  EXTINGUISH'| OPEN, " “*5HQOT - THROW
ATTACK  DIG - CRRL . PO!NT SHOW “TE.
BOARD  DISEMBARK FND | POUR % " SLEEP - TOUCH -
BURN ~ DRINK a3 FLY PULL: - .SLIDE "&JRI\ :
CuMB .. DROP"  « FOLLOW PUSH SMELL CONLOCK
CLOSE ~ EAT . GIVE PUT - :'SPRAY .UNTIE
COUNT . ENTER . HELLO RA!SE— “STAND - WAKE
CROSS ~ EXAMINE  JUMP - | REACH ™ SWIM WALK
CoT 7 EXIT T KKK READ = TAKE WAVE

) WAYS TO WiZAROLY
WORD POWER - -

For an explanation of these commands,
sce the Spellcasters Classifieds

AGAIN (or G)  RESTART SUPERBRIEF]
BRIEF _ RESTORE TIME (or T)
DIAGNOSE SAVE UNSCRIPT
INVENTORY(or 1Y SCORE  VERBOSE
LOOK (or L) SCRIPT  VERSION
QUITtor Q). SPELLS WA (orZ)

Limited Warranty
This software product and the atached instructional maieruls are
sold AN IS without warraniy asws ther performance The entire
nsk astothe guahn and performance of the compater sofrware
program s assumed by the user
However. 1o the onginal purchaser of a dusk prepar cd b tnfocom
and carnang the Infocom Label of the disk jacket. Infucom Enc
warrargs the mediwm on which the program is recoraed 1o be free
~from defeas in materiak and fau iy workmansihup under normal
use and service for a peniod of funen (90) dass from the date of
purchase H during thrs peniod s defec un the medidm should occur,
the medium may be returned o lnfocom, Inc. or 10an authorized
Infocon.. dnc dealer,and Infucom, Inc will replace the medium
without charge to you. Your sule and eaclusive remedy inthe event
of a defea is expressiy muedo replacement of the mecium as pro
vided above
M the failure of the medium. in the judgment uf Infucom. Inc
resulted from acadent. shuse or mapphauon of the medium,
then Infocom, Jnc shall have neresponsibility 1o seplace the

o

S medium under xhcldn-.ut this warrann .

THE AIL()W WARKANTIEN FOK GOODN ARE IN LIEU OF ALL W\R
RANTIES, EXPRESS IMPLEED, OR STATVTORY, INLUDING  BUT
NOTLIMITED TO,ANY IMPLIED WAKKANTIES OF MERCRANTA-
BILITY AND FITNESS FOR A MRTICULAR PURPOSE ANL OF ANY

- OTHER WARRANTY OBILIGATION ON THE PART OF INFOGOM,
INC. IN NO EVENT SHALL INFOCOM, INC. OR ANYONE ELSE WHO
HAS BEEN INVOLVED IN THE CREATION AND PRODUCTION OF

' THIS COMPUTER SOFTWAKE PROGRAM BE LIABLE FOR IND-

RECT, SPECIAL, OR CONSEQUENTIAL DAMAGES, SUCH AS, BUT
NOT LIMITED TO.LOSS OF ANTICIPATED PROFITS OR BENEFITS
RESULTING FROM THE USE OF THIS PROGRAM, OR ARISTNG OUT
. OF ANY BREACH OF THIS WARKANTY. SOME STATES DO NOT
ALLOW THE EXTLUSION OK LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION MAY

1 "= NOTAPPLY TOYOU

N.B.After the warranty period.a defective disk may be
returned to infocom, inc. wnhachcchormonﬂordct .
for $5.00 for replacement.

Copyright

This sofrware product is copvrehyed and all nghts resened by
_tnfocom, inc_lt is published exclusively by Infucom.inc The dis-
tribution and saie of this product are ymended ior the use of the
original purchaser onh and for use onlv on the computer sysiem
specified Lzwful users of this program are hereby heensed oply 1o

- " read the program from 1ty medium imo memory of a computer -

solely for the purpuse of execuning the program Cupﬂng duplicat-
ing.seliing, oro(hem ise distributing this product s 3 viclation of
the law

Thrs manual is cop\rmluc\, and ali nghts are resenved by lnfucum
Inc This document mav not, in whole o7 part. be cosaed, photoco-
pied.reproduted, iranstared or reduced 1o any elecrronic medium
- or machine r€adable form without prior consent, in wAnNg, frofr
Infocom, Inc

Willful molauons ofthe Cop\ rightLaw of the United States can
resultin civil damages of6p w $56.000 10 addinon 1o aaual
damages, pius criminal penaites of up 1o one vear Imprisonment
andior $10.000 fine

SOKCERER and INTERLOGIC are trademarks of Infucom ince
€ 1984 Infocom.Inc )
Printed iInU'S A
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NOW!
A RESURRECTION
- SPELL FOR EVEN _
THE MOST -
INEXPERIENCED.
MAGIC CASTER!

GASPAR

From the company that developed
BLORB and QUELBO comes the
world’s first ;,nuﬁmable resur-
techion spell.® A breakthrough in
magic technology sé impressive
that only the wizards at United
Thaumaturgy <ould have done it.
Look tor Gaspar soon at spell scroll
d;xmbutors in your town.

. UNITED THAUMATURGY

“Spells...and a whole lot more”

- )/’\\OO oy merely circum enting de‘lh 15 not concuidered

firbe g 1o 1@sUnIecion spell

BT SN SBA N

MAKE REALLY BIG~
ZORKMIDS! LEARN
MAGICIN JUST
12 WEEKS!

Our proven “I.egrn-ﬁt-.Home" course
lets you study at your own pace. Why

'
.’

g e A e mwvﬂmm TR A N A MW ETIL ALY T POCLIT 0 T M

f
O PO LT LS ORGSR DRI XIS 64 W T

1.
3
1

¢

- v

>-.

 ENCHANTING

CMLXIIE

X _ P 0O~

b,

The known world's premier exhibition of magic,
wizardry,and the occult will be bigger and more
exciting this vear than ever Defore!

. V ‘. - *
Honored Guest Speakers:

’_~ ‘ BARBEL of GURTH

BELBOZ of ACCARDI

- "ORKAN of THRIFF
*
SEMINARS on the latest in spell-casting tec hniques,
. Spell Book preservation, potion protection,
. and con]urmg conservation.

. . S
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e AN Wil S e i S GRS, RIS LG EIC AR

F Fin . R Yyt prve

PR

* 3
:f;i ﬁ:rlg:nuzgo?so?:fﬁﬁ;vgx *.  EXHIBITS bytheleading cha ptersof the
70% of our graduates find careers in Enchanters Guild, mdependent wizards.” 4

magic-related guilds. Write:

GUE TECH, ~
Dorphee, Land of Frobozz
“for full-color catglog.

g

rkan the Enchantesin ,.

Mentor oj the Thnff_
Chapter, says: - wou]dnt
go anywhere without -my
CHEVAUX!" There * are
Spell ,Books—then thcrt are
CHEVAUX! Only the finest
Mithican leather binding..
ample pages of gnus:o—rcccptivc
paper...able to withstand long
study and heated battles. PLUS,
the renowned CHEVAUX
personalized monogram —the
svmbol of the discriminating

Enchanter.

Order from: Priggin, Master
Bookbinder and authorized
CHEVAUX dealer. Miznia.

and thaumaiurmcal suppliers.

. *
ATTENDEES Already Include:
. FrobozzCo
: ' : _Fibbsbozza
' Spellshack
Frotz Users'Group
v SpellBound
' Infocom.Inc.
International Business Magic:
:Smoothscroll Draughtsmen
o . 'Maglc]and
N ' . SpellsR Us
. Conjurer's Corner
© United Thaumaturgy
SoftSpel
Borphee Infotaters, Inc.

Contact vour local Guild Master for registration
and transportation details.
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NATE'S
DISCOUNT SCROLL HOUSE

";4,

e #
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SCROLLS LisT NATE'S POTIONS LIST NATE'S
FROTZ zm12 zm8 BERZIO zmd zme
REZROV zm12 zmS IGNATZ zrmda zm3
BLORB zm16 zm12 VILSTU zrma zm3
V NITFOL zm16 zm1a4a oNBIT zrma zm3
‘ QuUELBO zm19 zm15 KWIN zrma zm3
GRIGFRO zme6B zmz0 WALDOE PAERtE! M3
Y ONIIN zme8 zmee KNALB 1B zma
ONKIK zm38 zm31 BLORT zm12 zm10
YINFEIL zmAae zm36
' VEZZA zm30 zm74 -
i SPECIALS LIST NATE’'S OTHER LIST NATE’'S
MAGIC AMULETS MORTAR (cstde: nacioc e ds
zm 120 zm89 e sl AR 2rm
WANDS B! J >80 e hiurm it 2Tyt
4 UT 2T e o lrge FARRT st
i eSS 212293 s POINCGU L O COWI
SCROLL RACK SR it
/2 zm1e2 zmd JAR OF NEWT EYES
; « 144 zm18 zmB 21 2rm
VWAIND RACK JAR OF GROUND MORUGsiA o
5 zm1 2 zme Zine zro
BAT WINGS (pan)
2 zrm3
TOAD WARTS (doz )
zrmé zme
DRAGON SCALES (e )
21110 Fidaals)
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