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@® A Button

The A Buttan is used 1o search in front of the character while travelling an
the World Screen. It is also used to initizte conversation with other charac.
ters vou meet in the game The A Button will execute menu choices
advance text to the next screen. and end a conversation or a battle, When
making a sclection, make sune thal vou have the correel selection before
pressing 1he A Butan

| Talking to Searching Executing
Character A Door A Selection

I Use of the Controller

¥ The Control Pad

I'he Control Pad moves thie play
er's character around on the
World Screen and moves the
hand on the Sub-Screen. “Up”
will move the hand or character
up. “down' will move it down.
left” will move left, and “nght
to the right. O the Sub-Scresn
you can move the hand com-
pletely around the menu Ly
maving in just ane direction

Movinginthe UpandDown  Left and Right
World Screen Sub-Screen Sub-Screen

P Bemuthing
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' Many Places To Search

When you travel about, remember 1o

| press the A Buttan o search the area
in front of the character. You can find
| many things if you search very well




® B Button

By pressing the B Bution, you can make several things happen. You can
cancel a selection. You can spevd up a conversalion berween chamacters,
You can exil a Sub-Screen Window. and end a conversalion o hattle
resolution screen. You can see that the B bunon gives you the kind of

conitrol you need tu play a winning game.

@ START Button

The START Button slarts 1he game, and
brings up the Funclion Sub- Sereen. You
can check vour abilitics. use an ite,
equip a character. or save your dann.
Also indicated is the ampunt of Gold you
carry, your current floor nutmber. and
highest pusilion achieved.

@D SELECT Button
Pressing Select during play Lrings vp the
Status Sub-Screeil. You can check the
party’s Hit Point fevels, and Hearts. You
van set the message speed o speed up
or slew down the Lext. One is the fastesl,
cignt the slowest, |l is important to note
that Sub-Screens cannot be activated
during a battle,
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Il STARTING THE GAME

1. Place your carlridge in the GameBay properly.
2. Tism on the power, and press START.

3. After the Introduction. move the hand w the
desired race of your partv Jeader.

1. Select the e of your party leader by
pressing e A Butlon

ow-
-] e

agventove, -

who
-




Humats ar¢ the maost well-rounded
.'na'...,.l- ¢s in the game. Their staning
¢ Puint levels (HP Levels) are high in
compatison to the other races
lumans can use INOSt all equipent
and armor. They can carry up to eigh
ems of vour choice. Humans do no
rise in strength and level like the olher
plaver raves. They must “buy L'inr
sﬁ\ reases in the form of the HP20(
the HP100. Strength and Agility can Iu
raised bv purchasing STRONG. and
AGILITY. Humans are the most ¢om-
mon of the races found en the Conti-
nenl, Their numbers have been
nceeasing due to their strength of

11

arms.With this ability, they have been
able to wrestle must of the land back
from the imvading monsters, but as of
yet, r:¢_-,|_- still been unable to discern

the secrets of Lhe Tower.

The Mutants are an iteresting off-shoot of the
Human race consisting of a cross between
Humans and some of the older races of the
world of the Continent. As players, they tend tc
be physically weaker, possessing fewer HP's
than their pure blaaded Human counlerparts.
Mutants do not raise their ahilities like the
Humans. Mutant powers “mature™ only
through the rigars of questing. Al a point the
Mutant evolves into a more powerful form. This
evolution triggers latent powors -;-‘ﬁ"v_l deep
inside the Mutant's genetic code. Suddenly
gifted with new powers. and maore -n‘., the
Mulant character becomes a more dominant
furce in the party. Mutants can carry up to four
itens. and once their powers are activated, they
cant no longer use their store-hotight wea
For all these reasons and more, the
offers many opportunities for achieving success
n the gaes.




Monsters cumne in many shapes
and sizes. Some are crealures from
the Continent's past, and sorne are
newcomers frum the Tower who
have proven 1o be friendly. All have mastered the ability 10 conumnunicate
with the marlike races and have even begun 10 co-exist with them. As
players, the monster character also has an individual method of growing
stronger. The monster character gains strength by eating the specially
seasoned ineats carried by most creatures. When a monster character eals
meat. [ may transforat ;|.l.'\ a beast of another form. e will have all the
HPs and J-w;'ors of the beast. This means he could transform into a beast
weaker than himself should he eat the mear of & weaker enemy. And of
course, if he eats the meat of a mere powerful monster, he thus becames
more powerful. Monsters start with low HPs, but some have strong atiacks.
Monisters cantiot use items.

Naming The Character

The name slot tor each character will hold
up to four letters. Use the cruss kev to
inove the hand to the letter that vou wish
to use. By pressing the A Butlon, you will
enter the letter that is 10 the right of the
pointing finger of the hand. The positions
of letters will work from left to righr acrass
the screen so to skip a space you will have
to select the blank space to the right of the
upper case Z. Should vou make a mistake
in your lerer choice, pressing the B But-
ton will erase the last letter entered. If vou
keep pressing B, you can erase all the let-
ters. When you are finished naming a
chiaracter, press the START Bution. Once
you fiave picked a name and officially
named your character, the character’s
name cannoi be changed. So be sure to
pick a name you like! After all, vou and
the character have many challenges
ahead. so you might as well get off to the
best star!




The Guild Master asks you
whete you want 1o pist 1he new
member by saying “Wha?".
Using the Up and Down Arrow
of the Control Pad, you can point
o the emply slots i1 vour pany.
Press the A Bulton: when the
hand points to an emply slad, the
Character Creatian Screen will
appear. When you finish with
one character press STAKT. The
game refurns to the Guild Screen. Point 1o
the next slot, repeating the process until
vour party is full. When the party is com-
plete, press the B Button to return to the
game. Take {vur characiers or less or you
will not go

farth in the

The adventure starts on the
workl of Continent in the village
of Base Town. Base Town is
located in the north western sec-
tion of Contincat. You start

slanding at the southern edge of
Base Town. You are armed with a
hammer and here you can
recruil some companions 1o help
in this quest. You should proceed
into the village and go 1w the
Guild to recruit additional party
members.

quest You
may  rotire
dead charac-
ters at the
Cild by point-
ing to them
and pressing
the A Button.
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Once A Member, Always A Member

Onee a character has been introducesd into a party he cannot be removed
uniess he is dead. A party leader cannot be remaoved under any circum-
stances. The pany leader is the charac.
ter thal is located in the first slot of any
party You may change (he leader of a
parly from the Status SubScreen ln
changing their order. A characier

heled as Dead may be restored ot a
House of Life if he still has at least one
Heart. Characters with no Hearts must
he retired

HIGHER LEVEL COMPANIONS

As you progress through Lhe game you may lose a character fo
more powertul enenties. The strength of the Guild members will
increase as the levels vour are plaving on gt harder. With this, you
can get one cluser 1o your panty's abilities, should you have to

replace a lost party member, But. Uy to save your members. The
replacement members are nol as strong as the ones you have
been working on through the game. New mambers will necd
armor. perhaps some weapons, and possibly attribute increases
which will slow vou down

Recommended Parties

4 HUMANS

This is an exXpensive party to raise in levels,
hut an extremely versatile group. Humans
can use all items, and they will rise in levels
as quickly as you can get the mone
Another advantage is in the large numbies
of HPs the Humans stan wilh

2 HUMANS, 2 MUTANTS

This is a ditficult party 1o start with but it is
cheaper to raise levels than the 4 Humans
‘The Mutants will prove useful in higher lev-
ols. Humans have to carry the brunt of
lower Jevels due to Mutants low HP 10lal
Armor is & must.

2 HUMANS, 1 MUTANT, 1 MONSTER

The Humans will have to provide strength
until the Mutant and the Monster have
developed. Some Monsters have powerful
attacks for beginning level characters. Wilh
the right chemistey, this could be a very
powerful group.




WE DO NOT RECOMMEND THESE PARTIES
4 MUTANTS

Both of these pame;s have serious disadh ”mchs i HP Lovels. The
4 Monster party cannol wear armar, and suffers from a severely

limited amount of attacks. Withour armor, they are hignly vilnera:
hle. The 4 Mutant parly can carry up to four items each, but will
find themselves in rauble when their powers begin 1o develop and
thev become short of offensive attacks. Bothi of these parties caniiot
use most of the reasures that are to be found in the world of The
Continent, And ultimately, treasure is most important to your suc-
cess, if nol survival! Balance in a party is essential. Parties should be
designed 10 make use of as mueh of the potential iteins as possible,
It takes skillful play and clear thinking to accomplish this. Himans
can use items but Monsters and Mutants cannot. Uinless plaved with
extreme guile, these parties would rarely survive their first few
enoounters

-
Gathering Information
As you progress through the twisls, lurs
should seek to gain as much informatior
bustling village of Base Town, the pla

nd challenges of the game, vou
as pussible. In the quaint and
1 will gain valuable information

about happenings and solutions to problems by talking to other charac-
lers. Be sure to stop and chat. You may speak to ather chiaracters by
fng up to them, facing them and pressing the A Rutton. Continue to
advance thw conversation v e 0SSl !..c A Bu‘m'x h‘,’ atheruw all the
(igressary informi mwl you will Know

whal vou should do I-m is --l. Wis-

|This tomer laads

Se

the ker Tto tha
deer in the Sratue
tf Heareo.




Encountering Enemies

The Continenr is inhabited by danger-
ous creatures. They attack with claws,
fangs, and other gruesome append-
ages! As you wander around the world
of the Continent you ey be attacked
bw one or mare of these creatures. In
this instance, the valiant party is form-
ciously attacked Ly a lone Goblin with
an extremely nasty temper. With the
Fight or Run Selection the pany can
decide 1o attack or retreat. If one party
wmember retreats, all jmembers must
retreat,

To Fight Or To Run?

It will not take many encounters before
the parny is able to recognize the power
of some enemics. if the fight lasts more
than one round, will the panty survive?
These are the questions that must he
considered, Even if you try to run, vou
may not gel away.

Enemy Goblin

Party's HPs
Type And Number of Enemies
Fight Or Run Selection

Can" ¢ ven

COPLIN attasks

A Battle Begins

A Weapon To Match The Enemy

When you give the conumand to fight, it
will start with the first character in the
panty. The game will ask which of your
weapons you wish (o use. By pointing the
hand at the desired Weapon and pressing
the A Hutton, you will altack with that
weapon on the indicaled enenv. As you
finish with one character, the game will
continue onto the next. When all of the
characters have sclected their weapus,
the game will resolve one combat round

Multiple Enemy Groups

The party may be attacked by more than
one group of eneties at a time, It this
happens you will need to indicate which
group the attack will o against by mov.
ing the hand left to right and pressing A.
Rememher some attacks alfect a whole
enemy group.




Combat Resolution

After all the commands are in, the game
will rake off the apprupriale damage from
the characters and enemics. If both sides
survive the first round, it will continue
DIRATE is déad antil one side is climinated. If the party
wins, Lhey will receive a Guld Piece
amount far their victory

Brie wea!l
rew &wt AO00D

Sometimes There Is Meat

Qceasionatly, a chunk of Meat is lefl
behind v one of the enemies. If this
Meatl is caten it may bring 2 change in
the Manster character. The Meat will
have no effect ou the [luman ar Mutant
character. Remewmber the type of enemy
vou defeated. If it is a stranger character.
you may get stronger, if not, you may get
weaker

Recovering HPs

You must heal the entire party. If there are
not enough GPs, you may use uther meth-
nds of Healing. (pages 40,41}, Eiter vour
command by pressing the A Butlun. After
being in a
few harren-
dous scrapes,
Gt L ‘-:IE P-':”:u'
- may want {0 return to the nearest lown to
receive Healing at the local Inn. Ir will cost 1
al e | Gold Piece: far cvery HP you need in recover
2]  aoom | | to full health. If you dou't have enough to
| | pay for the il amount, then you will not be
Parly's Total Gold Pieces | | ) 1y receive any Healing. You may nel
Yes Or No Selection | jyeq) unly one member. '
Amaunt Nesded
Paity's HP Status

Insutficient
Goid Pieces




The House Of Life

If & companivn has been killed, you can reslore
him at the House Of Life. Fach time & character
is restored, he will lose one of his Hearls. He will
be restored.
but will be
Ladly in need of tcaling after being
revived. Once spent, the money 1o
restore characters cannot be returned.
Point the hand to the character vou
rish to revive and press the A Button
it all goes well, your companion will
return o your party in fine health

IF YOU RUN OUT OF HEARTS

Onice your character has run aut of Hearts he will na lunger b able
to be restored. You will need to take him to the Guild o oceive a
new party member. If vou have lost a character that you really don't

want to luse, you can shut off the power to the GameBoy and turn it
hack on. When you select Continue, your party wiil restart at the
last point you saved the game. Make sure you chock to see if any
party membcrs are dead before you save the game.

Weapons And items Shops

When vou enter these shops
indicate whethier you wisit to buy
ar sell by pressing the A Butlon
with the hand pointing ta the
appropriare selection. A list of the
items (or weapons} in the shop
will appear. By moving up and
down you can scroll through the items. When the hand points 1o an item
you wishl, press the A Button, and vou will bave purchased it. You cannol
caneel once an item has been bought or sold. Hopefully, upon closer
examination of the iten. vou will discover that it has grear value to your
party




The mountains of Continent represent obstacles that
must be rounded. Look around. There are many
passes that will let yvou go through the mountains.

IV READING THE MAP

The map of the Continent uses svinibols 10
show the dilferences in the tvpes of lerrain
travelled in by the characters. Here is a hist
of terrain features and how (hey affect travel

The Caves hold mysteries. Some connexct 1o other
places. some hold hordes of enemies with treasurcs

TOWER |
The Tower marks the location of Base ‘lown and the
only spot where vou change levels. The ‘Tower is the
ultimsate quest and holds 1any secrefs.

TOWN

This symbul represents a place where you may buy
or sell items. A town is a place where you may be
healed. or fallen comrades may be revived.

CASTLE _
This is the residence of a King of Continent. You can
also learn information and find great lreasures.
Many of these Castles arc dangerous places.

Explure all vou can find. You may be surprised

OCEAN/RIVER

The Rivers and Oceans cannot be crussed by the
characters. You may cross a River v a Lridge, but
you must find other ways to cross an Oceat

BRIDGE

Many of Continent's hridges are still intact, well con-
structed and numerous. If you travel along a river,
vou're certain to find a bridge soon.

Flaver is apt to encounter (he stronwer snemies in
the Forest. Plaver can maove through the Forest with-
out penaity. Use vour A Button 1o search.




V THE FUNCTION SUB-SCREEN

The Funetion Sub-Screen is for using iterns, checking current ahility levels,
equipping characters, checking your position i the game's averall sense,
checking vour GP level, and Saving your game. o select a particular
function. point the hand to it and press the A Button.

The pusition indicator shows
the floar you are on. At the
start it reads 1F (first flovr).
The number in the iaxi-
mum column shows lughest
level party has reached,

. - —

| T~ The GP or Gold Vieee figure
Select commands by using the indicates the 1o1al amount of
Control Pad to move hand to money your party has. It is
desired funiction and press A lie sum of the entire party’s
Buttor. When finished, exit by money. You cannot divide
pressing B. i the money amongst the dif-

tevent party mesitbers,

Ability

You can evaluate vour cliaracter’s abilily
on a scale of one to one hundred. To look
at an individual character, move tie hand
to the character, and press the A Buttun.
You will then see the characrer's abilities
and equipment. I'wss the B Bunton (o
lcave thus mode.
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Character's Current HP Level

Character’'s Current Max HP Level
Fisure Of Your Character

Your Character's Name

The character’s swength is based on a scale of 1-100. The
higher the number. the mightier the character. The stronger
your character. the more danage he will do with one Lit.

Deicnse Rating determines the amount of damage taken from
an cnemy attack. The higher the Rating, the less damase
1aken. Armor raises the Rating in Humans and Mutants,

Agility influences how often your character is hit, and how

well he will do with Ranged Weapons and Skifls. The higher
this value, the better yaur character.

Mana indicates the power lovel that the character has when
using magic. The higher this value, the more powerful the
magic thirown by the brave character.

%y

The itein at the top is an “in-hand item” and will always be the
first selection on the battle screens

This list shows the equipment being carried by the character.

items

This screen shows items that are carried
by the party. These llems are not in a
character's inventory and can be used
from the ltern Screen. To see an individual's
evuipment list, use the Ability Function.

Using The Item

To use an ltem, point the hand to the item you wish to use and press the A
Button. A second hand will appear that you can move around with the
Control Pad. Mave this second hand 10 the persun you wish to use this
ltern on. When the haad points to that person, press A again. Lntil vou
press A for the final time, you can cancel by pressing the B Button. If an
flem cannot be used by a character. a message will appear saving so




More About items

You may wish to rearrange the Rems on
vour lisl sa the ltems used st often are
on the top. To do this. when the second
hand appears, movi: it 10 an empty siot
Should you want to get rid of or drop an
iten. point Lhe second hand to the trash
can. Press Button A te execule ihe
command

Using The Crystals

Equipping Characters

When you see armar and weapons in the
party ltem menu. it doesn’t necessarily
mean thal the characters can use them
Each character using an item must Equip
it so it will be in his individual inventory,
Once deposited in the inventory, the chiar-
acter Can use it at whim as needed. Remember. characters can only carry
so many ileins. So be sure ta get the most helpful ones!

To use the Crystals on the em Sub-Screen, go Ia the ltem marked Sphere

Press A aud a sccond menu screen will appear with the Crystals on it
Point 2o the Crystal you want 1o use, and press the A Button again and you
Il have used the Crystal.

LIMITS

Mutards can only carry four items and Huisans elght, Monsters can
carry ng Rems. With these limitations, one must think carefully on
what irems cach one of his pary members will carrv. Tey to balance
the list between armue, weapons and spells.




Saving The Game

. ||l Pesizien 3F
T Save the game, press the START Bui- M =

ton. When the Function Sub-Screen
comes up, puint the hand to Save and
Press the A Button. It will ask vou if vou
wan! to save or not. Think carefully. Be
sure youl really want to before vou do. The
information of the previous save is o8t once you save. A hasty mowe
here can mean the loss of information which you might regret losing lates
in the game

SAVE THE GAME OFTEN

It is a good idea to save the game often. Saving the game olten
protects vou from losing a great deal of information should the
game be aceidentaily turned nff or the batteries wear down. It is also
helpful if you eed Lo crase a mistake in game play. If the player bas
his whole party eliminated, he can turn off the GameBoy and turn it

ot again. When vou turn if back on again and conlinue, the party
will be restored to the last time you saved the game, Thus, i you are
altentive 10 saving the game vou have played with skill and determi-
nation, vou will be able to returi to it where you left off rather than
naving to backtrack!

VI THE STATUS SUB-SCREEN

This Sub-Screen is used for chocking the HP Level of vour characters,
changing the tarching orders of your chiaracters, and setting (he rnessage
speed. These functions can minimize the amount of damage given to
certain characters. These functions, thercfore. Lecome an important part
of your game strategy. The characters in the first two slots are the most
likely to be hit as they are at the front of the parly

= Hearts Remaining

Picture ——, mr
@ﬁ?u 1 /?'- Status Sub-Screen shows
gf"o = a4 the Hearts remaining. if

Name 8 you run out of Hearts, and
Al an your character dies, it can

8., 10821 \ be revived.

1 2 295%%% 2 s A Max HP
MousaatSidad — Present HP
The message speed indicates how fast the display rvpes

out information. To see messages faster, lowar the mes-
sage speed. To slow it down, raise the nuinber.




Changing Order

To change the order of your party, point
to the character you wish to move. You
cant press the A Bulton and a second
hand will appear, Move the second hand
1o the slot you want the character 1o
occupy. Press A Hutton again. The game
will then ask vou if you want to change.
By pressing the A Button, yvou will
change the order of the chamacters. [t
tay not seem apparen| 1o you at first as
to why someone would move characters
around. The characters in the front of
the party are the mast valnerabie and
most likely 1o get hit. [f one becomes
padly wounded and no healing is availa-
ble, vou may want to move that panty
member to the back to Iry 1o protect him
from further damiage until you can make
it 10 a town. In a town, your character
can receive Healing ar the Local Inn.
However, it will cost the Plaver 1 Goid
Piece for every HP point needed to
recover full health. Remermber, you must
heal entire party or none. $o¢ pages 40,
41 for other healing methods.

Message Speed

If you want to change the speed of the
Message, you can press the A Bullon so
the second hand will appear. You can
move the socond hand to the desirerd
speed and press the A Button. You mav
wish to change the spoed many times
during the course of play depending on
where the panty is and whal !hé_v're
dning. After some familiarity with the
game, you will be able to decide which
spead is needed.

Individual Status

You can alsu chieck vour characters” Sta-
tus, just like using the Ability Function
on the Function Sub-Screen. To check
individual Status, point the hand to indi-
cate the character. You can then press
the A Button. When the second hand
appears. leave it on the character vou
wanl the information status for. and

press A again It will then progress the status sereen. in (his manner. you
can check individual starus for all your characters. :




V1] WEAPONS AND SKILLS

Weapons (with the exceplion of certain magical items) fiave a limited
number of uses. Great care must be taken 10 make sure that the party has
enough weapons to miake it through an entire excursiun away wom towin
There is no way to re-arm in the widdle of a fight.

Melee Weapons

Melee weapons represent the hand-te-hand style of weapons such as
swords, axes, and hammers. The amount of damage that can be done by
these weapons is directly related 1 the characters strength, This type wf
weapon inflicts pliysical damage on an opponent. The player can greatly
enhance his chances nf success if plenty of weapozs ure carried in case of
an emergency. You never know when you leave a town just how long it will
be until you return again. Thercfore, melee weapons can be useful
throughout the game and your journeys. Stock up an a geod supply when
YOu are in a town.

" LONG SWORD

r ] ‘e
_ Aﬂ

Ranged Weapons

& i
This type of weapon is the fired type of \}"?/
weapon such as a Bow. a Missile and an SMG *’Z’f/‘ MISSILE
These weapons hil on & combination of &‘?

vour characters” Agility and what is knawn
as a Rate of Suceess. The Rate of Success is
Lased 021 the number of times that the char-
aCter actually uses the weapon. In such
casts the more vou itse an item, the more
likely vou are to succeed with it A Missile
and an SMG are multiple strike weapons.

Skills

Your skills represent forms of combat that 1nust be learned and maustered
Such Skills are Punch. Kick, and Head Butt. These will eventually becuine
more powerful skills as the characters progress. Like all weapons so far,
tbeso Skilis can have only limited uses. You can use them to strike ml,nlipit.
times. but they will do little damage unless \hey are mastered through
constant use. 'lo master such skills. you must practice throughout the
game. A good knowledge of the can be helphul even if tey are not lerhal
Skills can help vou get out of certain situations. )




Limited Use

Some Armor pieces such as Shicids have lim-
ited uses. A number 10 the right of any item
indicates how many uses are leit before it is
gone and needs ta be replaced. Keep a very
close eve on the numbers. You could easily
find yourself thinking vou still have a few uses
left when vou don't.

Unlimited Use

You will find some pieces of Armor such as
Helmets. Breastplates, and Gauntlets, along
with several magic items thar have no number
10 the right of them on the equipment display
These items have no limit to their usage. They
will not wear out and will continue to work for
the character until he discards them. These
iterns are the most uselul in the game sa try 1o
find them.

Shield
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Spells are cithrer combative or noscombative CcCOoLT
and work against groups of enemies rather
than individual enemies. Combative spells do EIOE

damage to the cneny. Non<ombalive spells
incapacitate enemics without doing phsical damage. Both are cqyually
efieclive, o try ta carry as many of these spell hooks with vou as vou can,

Attack Spells

Fire, Clull, and Flec are Attack Spells. Through tiie use of Elemental Magic
they de physical darmage by drawing elements tw attack their opponent,

Non-Combative Spells

Sleep is an example of a non-combative spell. These spells do o physical
damage. ver they incapacinate the enemy, making opponents Uefenseless.

Healing Spells

Cure is a healing spell. This spell helps repiace the lost HPs of the pany
meaibers. They come in handy when you are running or oul of potions.




Most of the work that is needed to be done cannot be completed without
the aid of items. They cuine it imany forms whether weapons, potions. or
strange objects that normally wouldn't be perceived as imporanit. Look
them over carefully. Purchase some, and try thern to see what they do, You
never know which ones will really benefit your particular party. Remem-
ber, Humnans can carry eight items, Mutants only four, and Monsters none,
Choose well

Recovering HPs

Pation, Potion 3. and the Elixir are tems of powerful healing magic. They
come in handy if an Inn is far away and a party member nceds help
immediatelv, They have multiple uses and will work for all the party
me:mbers. Keep a couple at all imes.

Human Strength And Agility

Humans. unlike Monsters and Mutanes, gain their strength and agiliry
through the use of the potions Strong and Agility. Each use of one of these
potions will raise (heir ahilities by a variable amount. It may take several
potions tu raise one Hitmnan to the strength level of another.

p—

Healing Items

Many of the ltems help counter the effects of special attacks made by the
enemy. They will cancel the effects of the enemy attack and allow your
party to better defend itself. It's a good idea to spend somme time working
up the money to buy a few of lese items before going on a lengthy
journey such as into the Tower

The Rod - for healing

The Antidote - ior curing poison.

The Golden Needle - tor curing Perification
The Cross - removes curses.

%:dro per - curcs biindness.

Bell - awakens sleepers.

Pan - clears contusion

Shocker - cures Paralysis

Arcane - replenishes a limited use itlem. (One :me onlv)

Revive - restorss one dead character.
Heart - replaces vaie lust Heart to characier, (3 Maximum)

Other Items

Door fhe door has a special spot s0 you can teleport to a
specific location whenever vou wish.




X} SPECIAL SKILLS AND ABILITY

Through the trials of questing, the Mutant chraracter gains strength. As his
strength grows, certain latent powers begio to show. They work like the
more magical powers of the Human characters. You can recharge them at
an Inn just like the Monster character does. You just nover know when
these skills and ahilities will develap.

Monster Ups and Downs

When vou look at the Monster's Sub-Screen,
you will find some type of attack listed
there. To the right of this attack vou will find
an "X" oran "0 The "X” means vour char-
acter will be more vulonerable and 0"
means it is immune to this atlack. For
exampie, the Wererat character is protected
well against Weapon attacks. He will take
less damage from them. The Lizard is sus-
ceptible to lce attacks and will take more
darnage from them.

Unusual Attacks

The Manster character has attacks unlike those of Human characters.
They use very unusual weapons and even their badies 1o defend their
opponents. Attacks such as Nail, Tosk, Horn, Fin, Tail, Bone, Nase, Beak
aud 8 Legs can sometimes do more damage (han the more commanly
usod weapons like swords and magic spells. However, the weakness in
these attacks is they can vnly hit one enemy at a time. The fight can go on
Attack Tipe Depends On Character Trpe

Ranged Attacks

Some antacks such as Flame, lce, Thunder. Gas, Acid, Quake, Tormado
Whirl, will wark on groups of opponients at a time. These attacks have a
great deal of power and thoy gt things for your party in a fix. Long battles
can therefore be settled in just one blow by using one of these attack
strategies. This would be advaniageous over one hit at a time. Use this
power when needed.




Enhance Party Abilities

Mirror. Power and Armar work for the caster 10 raise his dofensive abilities
and greatly reduce the chance of his getting damaged in a fight. The Power
Harrier will raise lhe defensive values of the entire party, thereby giving
them the strength 1o fill many a foe,

Affecting Enemy Abilities

Powers like Drain, Stench. Electro, Web and Sand will do no physiea
damage to the enemy. They will, however, reduce their abilines (predomi-
nantly Agility), so (hey will not be able w launch such powerul artacks
against your party.

Mystical Attacks

Some powers can alfect the enernies in ditferent wavs. Powers like Poison,
P-Fangs, Si-(GGaze, Sleep and Flash, will damage or incapacitate the enemy
characters. A blinding Flasli. or magical sleep will leave the enemy open
fer you to run or strike a mighty blow. After some play you can decide
when and where to use your different powers. Different situations will call
fur different strategies. Instead of a darmaging blow, a magical sleep might
be called for. to enable vour eseape.

Lethal Attacks

As your pary’s strength builds. vou will eventually develop powers like
(Jaze. D-Fangs, and Petrily, These very powertul attacks can fell an enemy
a single blow rurning nim to stune or infecting him with a deadly

pcusuu

Risky Powers

Same Abilities have double sided effects. Powers like $-Skin, PSkin. and
Burn will damage your enemies. but inay also damage vou in the process.
It may seem like an undesirable trade. but it can save your life!,

Parasite Attacks

These parasite attacks drain life and valuable energy fromn vour characiers,
louch, Kiss, Leech, Drink. and Mefr are powers that will pull the strength
from a character and leave him unable to defond himseli~or dead. They
can leave you weak and open to more powerful enemy attacks to your
whole hand. Death can also oceur to any of the characters, but thev can be
revived using certain healing powers. Tr}' o avoid any of these attacks,
because it can weaken vour whole defense. Healing can only be done in
towas.




Healing

Thi powers o Heal and H 10y W heal the the caster. The POWer of Curn -
will heal the whole party. Revive will bring ane cha ~ —‘J J 'A - J -

whal nng an RCTE! T from the
il return most acters back to their original state after
other powers like Paralvsis

gead. Lare

being hit by

Care - relurn 1o normal stat

2 member's H

HO "‘f‘ .\‘IA'\' VE - FECOVET the :Y\.""n.f! 3 .‘71‘
Raise - restore a dead member back to life

Cure. Healing - recover

Self Defense

Humans rely on Armor keep thelr delenses up, but powers like Shiell
and ESP \|||l l; vour gifted character with any defense he may need You -
an use the power of Mirrar ta cast the attack of an enemy hack at hir .
> = g

Young ang strong they were: uﬁcertfm "En‘c mew' ?i ,;H
curse updn the-and needed to be lifted. Only one Was = ..
brave enough.to challenge the Tower. Eric... :




Making a Party

BAS[ TOWN Eric kn e Guld a8 anv one who Nlad a
Celung lor advenrure wds d gamnenng e
where 1Nose strong of hean ¢xc _t;[:“;r:'. 1ales an

rumors of distant treasures and glory. Passing on
thers. he would find LIO, 2 woman of grear

House of Life _ Tower Entrance

NMOL ISVvH

| g strength, and Alan, the mysterious man of the G P v w |
| », mulant species. Also o jomn the group was JJ. a w I mialgt e |
. 3 " - L MLIT AMY W
l : : wererat, wiio seemaed O understand the speech of a smrraMT
: L & : ! L e B E LIZARD
) uite well 5o Degan a lale of glory - TR ST
Guild ) . 1 : o (%

So stories unfold...

At imes, the mos valuable information is
found in the most unlikely places. Fr
knea

Tawer would certainly know mose than a
passing traveller. Here they would learn of
a town 1o the southeast and a caution &

Weapons Shop

hat the people al the base of the

As the tale unfolds, we find vur brave hero in Base ‘lown, the oulinous guard their hearls well. They would also
village around the entrance (o the great. silent, sinister ‘lower. Here amidst soe the great locked door of the Tower and
thie niystery of the speechlcss giant, he would find companions of a metal a warning. that all on the world of the
strong enough to brave hic mighty quest. He must recruit a party from his Conlinent was nor w R, i, e
o9 Ttewa: iT s a
village t challenge the powerful curse the Tower held over the land Ay |

NMOL ISV§l
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THE JIOURNEY BEGINS...

The Townsman had said...

Io the southeast there lay another village
it was agreed thal the pany wouid travel in 4

search of this place with the hope

sulve the riddie of the locked doo

r 1

tha

sontie clue might he found to help them

chiecked their equipment amd ilem

plies, and set out into a new world. N 1
they wanted to be fully prepared for any circumnstance that coutld oceur

the ipurney

Waylaid and Attacked!

Suf-

o
$)

lay ahead of 1

Sensing their wvouth wid inexpen-
ence, a lone Goblin amacked the
partv. Unforturately, he underesti-
mates their courage and the might of
their weapons. They would not run
from this fight. Only one side would
remain. The party prepares [or
attack! The Coblin would soon find
ruat their true strength and might

The Battle

The bartle was joined and al
four companions lsunched
their best attacks. L made a
good show of himself with his
mighty lusk and the Goblin
was soon averwhelmed. Alan
searched thmough the Goblin's
belongings and finds 40
pieces of gold! Surely this
bamlil had struck iravellers
before to have such money
Continent would have one
less villaues in its borders now
S0 it was, again and again
Continent had Leen so over-
run with villainy tiat the party
was attacked everywhere they
travelled. Each time. through
.\‘U".;h,",}; and determination
the party vanguished their
focs. Soun thetr pouches were
full of the criminals’ mongy
Moncy they can put 1 gond
use when they reached ihe
village

|Evie atvacks

OB IH
b ANE
1D damags

USNIDIM AINUNOI FHL
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HP Levels.

Alter one of the many battles, Eric looked
over the parly. He knew that without
keeping a close eye on heir HP Levels,
they could lose someone, With most of
the party members hurt they knew they
must find the town soon! They must reach
the 10wn to purchase Healing to continue
the quest.

At last, the Town!

The townsiman had spoken true. Alter several days of travel, the Town of
Hero was spotted to the South. The party was attacked again as they
attempted 1o make it 10 the village, but they fled from the fight. Weakened
by their previous ordeals. surviving to reach the safery of the lown had
become their only goal. Just in time they reach the Town of Hero. Now
they will be able to recover and put to use their hard earned money. The
Town of Hero
couid hold the
answer to Lhe
Tower, aller a
period of rest
Thiey may also
find motre

THE TOWN OF HERO

Item Shap = - : Weapon Shop

Statug ———=F == b —~+ House of Life

inn

The Town of Hero was not very different froms the village of Base Town.
Although it did not have a Guild, it did have a place for an adventurer to
relax and share a few stories with other adventurers, There were sorme fiew
itemns in the weapons shop and a stanie in the center of town, They shared
stories of Goblin attacks on the road' outside the village and the long
journey so far.

O¥1H 10 NMO1 IHL
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Recover HP at the Inn.

The first thing 1he weakened party decided to do was to go o the Viliage of
Hero's Inn 1o vest and heal. Their stay woulid cost them several goid pieces
for food, and care, After paving the proper amount, the pary rested until
thev were ready to travel ag Yo, the booty from their adventuresome

earned mwney

trave] had been pul 1o good nse. it was hay

It gecurred 1o Erie that he had seen healing done (n many fashions,
most often in ar Inn such as this. Bul ho had also seen people
healed by potion or & mystic spell. Once afier a fight, where 11,

sustained injury, he bad seen JJ. cat a picce of meat and suddenty
recover his strenuth. Such a strange and wonderful fand is Conti-
nent. A fand he must soc retuned o s former freedon and ot
from under the secrel hidden in the silent Tower.

The Friendly People of Hero.
The villagers of | hzro wld the recovered party of
the tree Kings and their war lor power over
Continent. They spoke of a statue, and lhe
magic Shield. Armor, and Sword it ance carn-
ried. And they also told of a time when the now
ked daor to
the | ithway L« S
I'he names of the three Kings and the names of
the missing Ircasures v lent

2 o0 coincidental
{he "'G.Ig".l nf 1hose breasares |.n;il|;.; used by
man in his hunger for power, rather than jus-
tice, overwheimed them. Thoy would recover
the thiree treasures and reapen the doorway i
Paradise. The treasures belonged here. They
belonged to the people of Continent, not 1he
Kings. They would right the things thesa men
1adl wronged! Anined with naw determination
they searched

Ut Rore ntor

E nation to con

linae their guest,

Evie! Boamathind
missiasd frem
tThis statve, -

The Qastia eof
Shiatd is aeardr

8 Kinss sre fighy-|
ind far ssavrel o¢|

the werld.

A lans rime ade:
the Brates of Hars

bag Armer wers.

O¥IH 10 NMOL THL
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Q THE CASTLE OF SHIELD

LIO said she thought she
had seen a castle o the
east of Herao while the
£y pany was heading south

¥ Afer setting out it was dis
covered that she was right
Upon entry, it was discov-
erad that it was the castle
ol The King of Shield. The
party was then promptly
thrown outl. The party
attempted to sneak back
into the castle, but the
guards attacked! The party
wasn't prepared for '..:'.s
battle. After much
thought it was decided
that lll-.-lter equipt nent
and information was needed. Most of their
Gold Pieces were spent in healing, food and
rest at Hero. This could not deter their qguest.
They decided to return o Her,

-v‘rgwm-

Yeu' re ssv walcoms
hare. Gatr sex

AT I =]
AR T e M iwe m
.

5\3 THE NEED TO IMPROVE

Earn Gold e

hpbyiy
I need of funds which the party would use o E w
purchase new equipmoenl, the group decided to s @ e el
refurm 0 hunting bandits and beasts thal thireat- 5 ponsnsi

encd the countryside. On the journev tn Hery, it
was for survival. now to acquire necessary fuis.
Fheir direction defined, they set about their dun-
gerous task.

OO 1 18 dead

New Weapons and Armor Juar st
Hammers were traded for more battle worthy axes

and swords. Holinets, and breasiplate: b‘wilh gauntlels of bronze were outiit-
ted to those who could use them. Folions of healing and more HP's for Fric
were also purchased. Using their experience to brave the u'mr'uw" perils
ahead. the pamy spiculated on what itenis they may need to add. Afier
they had spent their
mwney wisely, the parly
prepared to set our again

AAOUJWI OL aFIN THL
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Equipping the Party

Eric and LID headod the pany and needed the
“e0 ‘u’ ao| most armor. Thase In the front were twice as likely
e | w gel hil in a bantle. At the top of Lheir list is the
weapon they have in their hand The next three
positions he left open for weapons. Next came
armor for hands., bodyv. and head. in any order
They double checked (he equipment to be surn
everytiling was in the proper place. Once in battle
there would bo no npportunity to correct a mis-
take. Sitice Eric had the
most 11Ps and the best
Defense, it was decided
that he would lead. LIO
follomed with Alan and
I.l. behind her. The
equipment had helped
every one excepl JJ.
The lntle monsler still
had a powerful attack

HLBeAN

And l‘lpe.-u-
Bave

and 1o vne wonld have
' traded him for anyone
in the warld, Some-
Ihing wesild come up.

L
@ THE CASTLE OF ARMOR

Alter re-outiilting the partv, they decided 0
chock further nertheast for the castle of
Armor. After some lime, Uiey reachied a
shore. By foliowing it 10 the north they saw
the castle. The Castle of Armor was o the
other side of the river. It still took days W firkd
the bridge across the river to reach lhe caslle

The King has troubles...

The King ol Armeor Wld them a tale of sorrow. The

girl of his dreams lay in a village 1o the south and she would not be his

Heart broken he asked for lhe party's help. “Would you be willing

" the

party asked. “Yes! Arything” replied the King, So the party decided to gn
south in search of the girl

ITh

back

and why she would not
rv the King. They must
find this girl and bring her

MOWNYV 10 T1ISV) IHL
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; Still more of the plot unfolds...
J THE SOUTH VILLAGE it e b e 2 i

e ONe priog Most residents livied outdoors all

f the Y2 & b ho Y of the [ Ths dasdirs |ive
f the um L e v told th pars the » B saws T8 The
Kings Armor and how it once belonged to the |manr

arited of the Handcil Nig

IOVITIA HINOS THL

sirl instead of

“.. arty decides that they a i - l-’ir'xrf'l
Q ‘ e i1 _gq

The wtates =f Sare
evad *e msar the
Nias" = Avrmar.

House of Life -__:____

;‘:{;Weaoons Shop

Athough rod in @
duiding, e guaint

itSe SO0l was per nad no love for the Bandil and wished 1o
ot iy recvenng e free. Still she thought of her village and gay
50 y the Bandit tor r protection. The hearts of the
ind of advennirers were swoon with her dedica |
n.She must be treed. The Bandit King must be !
1efeatt] so s threar will never be heard agiain
b i B sl e o 3 Re-equipping and healing up at the [nn, the part
:’;:" 'l:l|\"‘,f’ ; "'3:.:!” !; Il : l"“:'l ,A:-' . ':t"t :"' ""[" (T1e soutiiwes? In s :;:,‘ it of the Bandit |
B e . " lair. A little nervous, Eri¢c wondered if they |
island with the village of South Tow ler rought enough potions R !
they st pped for rest and 1o gol answers abewt rew [

sOme questions
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Qlj A TEMPORARY SETBACK

by a set of Zommbies. Badly wounded, the group

returtied o South Town to heal and resupply

with weapons and polions, After paying fur the . Ra .
inn, Alan informed the party that thoy will "- =

Three days after leaving, the parry was attacked ‘

need ro get more money before they can con- e ——

tinue. They returnad ta cleaning up the coun-
tryside.

The party’s first loss.

In a battle witl Goblins, one was cut down. The group fought on and was
victorious, But victory held a hiotlow feeling in light of teir foss, In a word
of magic anylhing can happen, and they remembicred
the House of Life. Lio still had Hearts remaining, so
. she could he saved. Rushing back ta the village, the
P party paid the 100 gold pieces and she was returned
sty 4 ety to the group.

| Messe ot Life
Cane 10D

g) MORE POWER IS NEEDED

The band decided that
they should focus on
one member of the
group (G became  the
champion. It was
decided that sinee Erie
had progressed the fast-
est. he should be the one focused upon. With their
newly won funds, they began 1o buy potions of
strength and agiiity for him. Alse purchased was
ointment of protection that would allow him 1o
take more damage. Onee they had raised his abil
ity 1o a level they thoughr would be strong enough,
they decided that it was time to work on building
some of the orhers

Q1a3IN S1 HIMOJ THOW




?J) PERFECT PREPARATION ‘ ] THE BANDITS' LAIR

Next the pary began working on improv-
ing fighting skills of the athers. They
began to get Strong and Agiley for LIO
Both of these skills help bu id the powers

[ECESSary I.r vanquishing the m '31 clial-
enging of enemics! They also began to
| Can Skills like Kick INe dKilis Wwir
| difficult to [carn byl with practice (hey .
became very effective. They also .'.'11lh‘i1 more Ranged Attacks for Alan
With the addition of some protection spells, he would he ready for mare
| front line action. The party was still perplexed as to what to do ahout 1
| He still seemed to show no improvement. After eating same meat he had
chianged into a Coblin. Eating again returned him to a Wererat. The pany
decided it was time to trv the Bandit King once again

Empty Roam
m

Locked Door

(O IAR AZIED FUNMEERR ER

A dark hole was the Bandir's stranghold
Witltin the twisting halls, waited the
Bandit King. When they found the passage
trom B2 to B3, they knew they were rlost

Following the Western wall they found a
'.,. or leading into the Hall of the Bandit
King!

HIVT .SLIONVE 1HL
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| Beasts and Enemies Abound!

Al rvery step they were attacked. Many of
the creatures fiad rever heen seen by the
pany. They were i ightier than the toes they
had faced before. kric was uncertan as 1o
'\1!It'| e 'h'.‘"?'
became [i_'.".‘.ﬂl.;_l.'
rom living under-
grolnd, or because

they lived close to the Bandit King. When he mel
the King in battle, the truth would be known.

A Quick Status Check

Eric had been hur badly in a battle with a Redbull
Rather than chance him through another fighs
Alan broke ont a potion. A guick levk al the dos-
age and he pointed to Eric who needed healing
Erie drank and recovered his slrength up to maxi-
mum. LIO was also hurt, but not badly enough to
warrant a full dese from the potion. Eric thanked
his companions [or their assistance. It was decided

wecks an evervone's condition shoul
len o ensure their safety

that these
happen o

The Bandit King!

The party came npen a giant Puisvnous Frog who challenged them. It

struick Lereor in the heants of th 1id, but thev prepared for battle, Ala
thought, “The amphibian will be weakened by things that are cold” H
repared as did the others and the battle was joined

Bandin: Seare me

Bandit: Mae sa.e
rem Asaid aptar

The Bandit has other Treasures.

pA L

sefl. They had bested the Bandit King far more easily
an liey ever thought possir Ihey now had whold

¢ Bandil’s Lair had other treasurcs, With the kev they nniocked the

the key 10 his siro

ncked Door and before them lay chests filled with: potions of healing and

strengih. It had been a
good dav. the dirl was
now free 10 marny the
King of Armor and thg
‘purageous party |

one very well in rea-

IV .SLIONYY JHL



To deliver a message of love...

The party set out Jor South Town and the girl
of King of Armor's drcams. The potion of
strength had made IO much stronger and
perhaps she should hecome the new leader
But Erc had ied them well, and he contin-
ued. With the news of the Bandit Ki

defeat. the lady was ready to depart for

Annor.

Payment for Service Rendered.

The party was greeted with great joy. The
King honored his agreement, and gave Eric
the Armor. With the Armor the party knew
that the Sword and Stield were just a few days
away, Re-¢quipping themsclves, they pre-
pared 10 leave. Love had conquered in this
story, even if it did have a lirtle help from Eric
and his friends. The King had been an honor
able man: perhaps things were already better
in the land of Continent

| Thank rew verr |
sveh. Yeu' ve made ‘
ma harry. !

§

Thask raw.
S e avs &0 ad
wes sesld bairs

|

Yem Sar SN ING

— T UL

o ||pnnnnnn
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]5 TO THE WEST LAY THE SWORD

The panty decided to go for the Sweord
next. They (ravelled west until they found
a sinall forested path through the moun-
ains. It turned south and then East to the
tidge to the Castle of the King of Sword

AQOMS THL AV 1SIM THL OL
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The Stronghold is prepared!

Word inust have travelled tar and fast for the King
knew thal one day someone wonld come fur the
Sword. The encmies here are as mighty if not
more so than thase of the Bandit King. The
enenies kept attacking in increasing numbers.
Donsing the King's Armor, Eric became nearly
wuliwrable to their attacks, He was well pre-
pared for bailie.

The King of Sword Is ready.

nlike the Armor or the Shicid, the Swurd is & weapon of great strength
He made quick work of Alan, and severely injured 11O, Only Eric in the
Armaor of the King had a chance. Blow after blow was exchanged and by a
miracie the party was victorious. With the Swurnd of the King now in hand.
the group was confident that the King of Shield will be a litle more
receptive

K
3
z
£
s
=

Yer Set TaxinNc

Hona Guerdl Yeu
oSy defear me
(T

As would be expected, the King kept himsclf as far from the entrance as
pussible. Guards were surprisingly hostile, until they felt the bite of the
Sword of Kings! By avoiding the visible guards and keeping 1o the west, the
Hail of the King was soon found

A13HS 10 11ISV) THL OL NYNLTY
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The King lies in state.

The party was shocked by the news that the King
of Shield had passed on. What complication in
their quest for the door way to Paradise would this
all pase? It was then that the reacherus Stow-
ard e"(pt'lit‘\'i himself as the culprit by having his

henchmen ambush the group in the throne
room. Little did he know of the other treasures
puwers

wnanmense

}

Brie! The ®iaw ia- i

Steward Hmo Mee
Moo Hew aies|

Watch the Steward! P
With mighty blows from the King's Sword, the henchmen of the Steward
were quickly dispatched. The job was not complete, however, for mare
trouble was straight alisad. Alan’s keen eyes spotted the Steward going
through a secrel w;-.sagr that looked just like an ordinary wail. How did
the steward do it? JI's sense of sinell allowed the brave band of adventur
ers o find the seerey IM\\, g¢. The chase continues!

& &

Stamard: Afax

Defeat the Steward.

The Steward would have preferred to ran, bt when fe was cornered § he
decided 1o fight for what he had worked to achieve. Eric stepped forwan

nd lowered the uniearthly blade upon the Steward. The work is quick, and
m-: Steward joins |he uthers who have opposed the quest. The final com
ponet s now theirs,

The three are again one.

The cost had been high. Many of the party
members had lost Hearts in the midst of
gathering these mystical weapons. Wil
the Shield now united with the Armar,
atd the Sword, the: parly chiecked their HP?
evils and "repnrm v set for Hero. One
more task to open the dour to Paradise
Bul A_Jila.‘dr:. ing the size of the task ahead,
it's nol surprising that some were scared.

GT3IHS 10 T11SV) THL OL NMNLTY
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U3 10 1he vicor. THE spous

The rightful bearer receives his treasures.

As the precious items are placed in the pary’s list. All wonder at what they
rnayv he able 1o du, should they keep the treasures. One at a time the items
are placed an the staluc. As the last oue is placed something begins to

appear

Tow dar BPMERE

TCETT

Guardian of the Sphere.

Gen-Bu is guardian of the Sphere e
appears to stap the party from using e
Sphere to break the seal on the ‘lower

door. Knowing flight is impassihle. Ihe D e O
companions fight like caged tigers and SakE b G
Gen-Bu is defeated. The door to Paradise  the O items.
15 apen

'3 WHAT LIES AHEAD?

AVIRY ST LVHM

Time to return to Base Town

With the Sphere safely it their hands. it is time for the party 1o retyrn to
the village where it all started. Once in front of the onunous door the
Sphere is pulled out and activated with the press of a button. The door
swings wide upen and a new adventiire begins,

Al an! The swsl =
Brekss

The path leads up.

Inside the "fower, darkened corridors lead off
from the stairs that proceed npward at a sharp
angle. A tew steps forward and Alan stopped.
le pointed 10 an empty helmet with a large
bite mark on it. Knowing thal danger was

present, the pany pressed on
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YIMOL FHL 40 AUILSANW THL

| found and badlv in need
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THE MYSTERY OF THE TOWER

The Magnificent Fountain

veries in the Tower was a

fountail. A pod Dle drans of 115
waters and instantly was refreslied. Wounds

waled al speeds never before seen except by

ood saved riv Many mes
f pa Y

where

Strange Adventures Lie Ahead

Through sume of the doors, strange, new and e 2
’:I\l.'.ll[l}.} IaUs  WUTt w be {ound Som T ?
claimed thal they were living in Paradisc for 1 ’ ? ?’?

they did not work, Bul withoul work, ther :

WCT ) Slores 10 Do ound 1 thes ¢

do was eat and sleep. The information eon-
1ained was worth its weight in gald, bt it did
not answer the burning question to the secret
of the Tower. Uncertain of what thev had
of supplies, the
party decided to press on. Thev went higher
into the Greal Tower

THE WORLD OF OCEAN

Another sealed door.

Lipon reaching tac fifth fl
d another seaicyd

vor. the panty cne

por. Guessing from
This desr im

wadienily sealad
By Bisa

ence, thev decided 1o search about tor w

Mday ildve sealed th

Before them lay a mighty sea.

After "r‘n\‘i‘;.- througli a doorway 1o 1the west the party
almast completely covered with water, |Here beasts of greater size and
) .l ling the intrepid warriors Liad seen before, roamaed
about in ahundance, Surely this new world was
Perhaps the answer to the ki
Paradise’

strength rthar
It need of a champ
ked door ecnd ¢ found in this aquat

AME 10 g worid

NVID0 10 dTHOM THL
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Another world to learn the legend of...

Again the party was heset by Pirates and Bandits. In need of supplies and
healing, the party decided to search for a village and more knowledge
ahour this new land. With Juck a village was found to the southeast, The
party would he able o

resupply and go investi- : -

gde a strange cave Hpcen-
ing thiev had sported 1o the
north of the town

I sam as iwiasd
saltind 1iws »
o,

Information and the Cave.

The: villagers told of a N"J.‘itinq wland and
exiled people. They spoke of ather islnids
and distant places. Further investigation of
the caves proved the party could travel
from island W island. There were olher
wavs to travel, and plaves to travel, bt
that Is a story vet 1o be toid.

Pages of history remain to be written by you,

Good Luckl
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