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THE 300 COMPANY SHALL NOT BE LIABLE TO THE END
USER FOR ANY LOSS OF DATA, LOST PROFITS, COST OF
SUBSTITUTE GOODS OR OTHER CONSEQUENTIAL, INCIDEN-
TAL, SPECIAL. PUNITIVE. OR OTHER DAMAGES OF ANY KIND
ARISING OUT OF THE USE OF OR INABILITY TQ USE THE
SOFTWARE.

THE 300 COMPANY MAKES NO WARRANTIES, EXPRESSED,
IMPLIED OR STATUTORY, REGARDING THE SOFTWARE,
INCLUDING WITHOUT LIMITATION THE IMPLIED WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR ANY PARTICULAR
PURPOSE. OR ANY EQUIVALENT WARRANTIES UNDER THE
LAWS OF ANY JURISDICTION

DO NOT USE A FRONT OR REAR PROJECTION TELEVISION
WITH THIS PRODUCT. YOUR PROJECTION TELEVISION
SCREEN MAY BE PERMANENTLY DAMAGED IF STATIONARY
SCENES OR PATTERNS ARE PLAYED ON YOUR PROJECTION
TELEVISION. . SIMILAR DAMAGE MAY OCCUR IF YOU PLACE
THIS PRODUCT ON HOLD OR PAUSE. IF YOU USE YOUR
PROJECTION TELEVISION WITH THIS PRODUCT, NEITHER
THE 300 COMPANY NOR INTERPLAY WILL BE LIABLE FOR
ANY RESULTING DAMAGE. THIS SITUATION 1S NOT CAUSED
BY A DEEECT IN THIS PRODUCT OR THE 3DO SYSTEM;
OTHER FIXED OR REPETITIVE IMAGES MAY CAUSE SIMILAR
DAMAGE TO A PROJECTION TELEVISION. PLEASE CONTACT
YOUR TV MANUFACTURER FOR FURTHER INFORMATION

THE EXECUTION OF SOFTWARE WITH THE 3DO SYSTEM
INVOLVES THE USE OF PATENT RIGHTS, GRANTED OR
APPUED FOR, IN CERTAIN COUNTRIES. A PURCHASER OF
THE 300 SYSTEM IS LICENSED TO USE SUCH PATENT
RIGHTS WITH SOFTWARE LICENSED BY THE 3DO COMPANY
NO LICENSE, IMPLIED OR OTHERWISE, IS GRANTED FOR THE
EXECUTION OF OTHER SOFTWARE.
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INTRODUCTION

reputation as a sleuth drawn to the dark

side has madec you famous. Your life has
become very comfortable and while vyou could
continue to relax in your plush<office, you yearn
for adventure...

You are Detective Edward Carnby, and your

Suddenly you receive a_call for help from an old
friend, Ted Striker. A little girl Grace Saunders,
was recently kidnapped on her way home from
school. This child.is the heiress to a vast fortune
and her grieving parents are prepared to pay any
ransom demanded. It is almost certain that she is
being held captive in an old mansion known as
Hell's Kitchen, the headquarters of One-Eved
Jack-ruthless leader of underworld crime-and his
gang of bootleggers.

Grabbing your coat as you head out the door, you
briefly consider the dangers ahead of you-blood-
thirsty gangsters, murderous pirates and vicious
smugglers. “That little girl needs my help if she's
going to get out alive,” you remind yourself as you
plunge into the night...once again alone and in the

dark.
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GETTING STARTED

Turn on the 3DO system and insert the

Alone in the dark CD. After the 3DO logo

vanishes, several credit and logo screens
will appear. You may press the A, B, or C buttons
to advance immediately to the Title-&creen.
Pressing A, B, or C again will advance you to the
Start/Continue Game screen.

MOVING THE
CHARACTER

ou can make the character in any direction

i by using the directional pad. You can also

make the character run: When the charac-
ter is walking, release the directional pad, then
quickly press it again in the direction of travel or hold
down the C button while holding down the direc-
tion of travel,

f To move forward
1 To move backwards
To turn left

E] To turn right

ALONE IN THE DARK™ 2
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THE OPTIONS
SCREEN

To carry out certain specific actions and use |

any objects you have found during play, you
must switch to the Options screen. Press
i the "B” button. The following seteen will then be

displayed:

ACTIONS
Fight
Open/Search
Push

1} Window @, at the top of the screen, con-tains
the items you have found.

2] Window @, at the bottom left of the screen,

shows either your character with Life Points, or a
selected item and any available reloads or car-

tridge.

3) Window @, at bottom right, offers a choice of
actions available for the character or shows what
can be done with the selected item.

The items in your possession or available actions
are displayed in green. Your seclection appears in

w hite,
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If you wish to carry out a specific action or use an
item, select the "Actions” option or the item in
your possession, using the directional pad.  Then
press the "A" button to confirm. You will then
switch to Window @. Use the directional pad to
scroll up and down to choose an/action or func-
tion. To confirm your choice,. press the *A" but-
ton. You will return to the game.

To return to Window U when the cursor is in
Window @, press Left or Right on the directional
pad.
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CHARACTER
ACTIONS

ou can perform certain actions whenever
| ! vou wish: Fight, Open/Search and Push (at

certain times only). Otheér actions are
directly linked to items in your possession - (see
“Using Items”.)

Fight: Press the “A" button and keep it pressed:
your character is ready to attack. By pressing Left

or Right on the directional pad, your character
will throw a punch with either his left or right

fist. Press down on the directional pad to kick.
Pressing up.on the directional pad will do a head-
butt.

Remember to keep both the SPACE bar and the
relevant arrow pressed down as you punch, Kick,

or head-butt.

Open/Search: Place the character near the
item you wish to open or search. Press the "A”
button; the character will then either search or
attempt to open the item (door, container, etc).

Keep the 'A” button pressed down long enough for
your character to do the job!
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Push: To move a large object or a piece of furni:
ture, keep the “A" pressed and use the appropriate
direction on the directional pad.
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USING ITEMS

TAKING AN ITEM

Therc are two ways to take anlitem. If it is
visible and your characterds beside it, then

a window will be displayed, asking whether
or not you wish to take ‘the item. On the other
hand, if the item is invisible or hidden, then you
will need to use the Open/Search option.

USING AN ITENMIN YOUR
POSSESSION

use such an item, select it from the list
|See the chapter concerning the Options
screen!. Then select the desired function

|Reload, Eat, Drop, Throw...) and confirm in
Window @. When you return to the game, a mes-

sage will confirm the requested action.
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ur character can either use a weapon or
! fight with both hands, feet, or his head.
elect the Fight option in the "Actions” com-

- HAND-TO-HAND FIGHTING |
mand. Keep the "A" button pressed down

Sand use one of the following on the direc-

tional pad:

A LEFT: ' Punch with the left hand.
A RIGHT: Punch with the right hand.
A DOWN: Kick.

A UP: Head butt.

Keep both the A" button and the directional pad
pressed long enough for the blow to be delivered
correctly.
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FIGHTING WITH A CUTTING

OR THRUSTING WEAPON
hoose the weapon your character will fight
with, then select the “Use" option; Keep

the "A" button pressed down and use one of
the following directions on the directional pad:

A LEFT: Thrust from left to right.
A RIGHT: Thrustfrom right to left.
A DOWN: Thrust from low to high.
A UP: Defense, parry.

FIGHTING WITH FIRE-ARMS

acter will fire, then select the "Use" option.
Keep the “A" button pressed down and use one
of the following directions on the directional pad:

A LEFT: Direct the gun to the left.
A RIGHT: Direct the gun to the right.
a UP: Fire.

ln the Options screen, choose the gun your char-
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SAVING, LOADING AND OPTIONS

Options screen; use the directional pad to
choose an option. The selected option will

appear in white.

Press the left or right buttons to acCess the

Return to Game: Press the "A" button to
return to the game.

Save Game: Préss the ‘A’ button to save
your game. You will'then access a table of
saved files. Use the up and down directions
on the directional pad to select a file, then
press the “A"button to confirm your choice.
Your game will be saved and you will be
returned to play.

Load a Saved Game: Press the "A" but-

ton. You will then access a table of saved files.
Use the up and down directions on the direc-
tional pad to select a file, then press the “A"

button to confirm your choice.

Music ON/OFF: Use this option to switch
the music on or off.

Sound Effects ON/OFF: Use this option

to switch the sound effects on or off.
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Detail Level - Low/High: The 3DO ver-
sion only operates at High detail level.

Quit: To quit the game you are currently

playing, press the “A" button. You will be l
returned to the main menu. ‘
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HOW TO START
PLAYING

(Excerpt from Carnby's notebook!

entered Hell's Kitchen with quite-a bang! I had

to use a small but powerful bomb to blast

through a back door. Geéing along a corridor, |
got as far as a bench when two gangsters (alerted
by the explosion| appeared on the scene. The for-
malities didn‘t last long. After a quick succession
of rapid fire, | was the only one left standing. 1
leaned on.the bench to rest, and found that by
pushing on'it, @ secret passage between the sur-
rounding hedges opened. As I entered the pas-
sageway; there was no way I could have known
what lay before me. This adventure was just
beginning...
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TROUBLE-
SHOOTING GUIDE

Problem: The game doesn’t load properly.

Did you place the disk in the machine?

|

Did you turn the power on?
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TUTORIAL
5 MINUTE WALK-THROUGH

SIER ]

When the game first begins you willarrive by taxi
cab and blow open the front gates to the estate.
(This will happen automatically- all you need to
do is watch.) After this.scene is played out you
will be just inside the-estate standing over an
unconscious man with a Tommy Gun. You
should now press the “B” button on your control
pad to enter the Inventory screen. While in the
inventory scrcen you will need to either choose
Actions Or Revolver. Try choosing Action; this
will-highlight the Fight option. Choose Fight by
pressing the "A" button so that you can engage the
unconscious man. After you sclect Fight the
screen will switch back to the action screen
where you will see the Gatehouse and the uncon-
$cious man.

Y @
After a few seconds the man will regain con-
sciousness and try to shoot you with his Tommy

Gun. To fight the man press the “A" button and
move the cursor in any of four (4) dircctions. All

four directions have a unique attack: pressing

Q.
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“Up” on the control pad will cause your
character to attempt a Head Butt, pressing
“Down"” on the control pad will cause your char-
acter to attempt a High Kick, pressing “Left” on
the control pad will cause your character to
attempt a Left Jab, and pressing “Right” on the
control pad will cause your character to attempt a
Right Hook. In order for your attack to be suc-
cessful you need to be clase ¢nough-and aiming in
the right direction. Expeériment with different
fighting techniques on this first opponent. After
(or if) you dcfcat this opponent he will drop his
Tommy Gun, a Loading-Clip for the Tommy
Gun, and a Flask. To pick up an item walk over
that item and.a screen should appear with the
options Leave & Take. Choose Take. You will
definitely need these items. The Flask you find
will_heal ten points of health. To use the Flask
enter the inventory screen and choose Eat\Drink.

STEP 3

Press “B” to enter the Inventory Screen. Move
down with the cursor until you come across the
Loading-Clip. Press the “A” button and then
select Use by pressing the “A” button again. This
will reload your Tommy Gun. Now press “B*

again and select either the Tommy Gun or the
Revolver and choose Use. Move up the walk to
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the right towards the house but BEWARE, there
are two more armed men waiting for you. If you
wish, you may run by pressing the “C" hutton
and directing your character with the contrel pad.

STEP 4

By now you should be armed with either the
Revolver or the Tommy Gun (if not, refer to step
3 now). Keep walking and you will see the first of
two armed men who Awill fire at you upon sight.
To fire your weapon press “A” and “Up” on the
control pad. The key to victory here is AIM. You
will need to learn how to aim and when to judge
if your shot will hit the enemy before your
weapons run out of ammunition. This may be
difficult but you will eventually learn how to tell
when an enemy is in your sights.

STEP 5

Hopefully you have defeated the two armed men
and can now explore the outside of the house.
You cannot enter the house because the doors are
sealed shut. Practice moving around by walking
and running. While you're moving around, you
will undoubtedly notice two large statues on the
left and right of a pathway into the hedges. The
pathway is blocked by a stone bench of an
Anchor. Walk to either the right or left side of
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this and press “"B” to enter the Inventory
Screen, select Actioms, and then select Push.
Now hold down the “A” button and push the
stone Anchor out of the pathway’s entrance.
You may now enter the pathway which'is actual-
ly the start of a maze. While you move- into the
maze, a screen will come up which shows the
arm of a sinister figure watching from the house
from a shattered window...good luck.
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CALITORNIA KIDNAPPING

AN

UNSPEAKABLE ACT

William J. Herbert
Chef Editor

4 4 1 implore the kid-
nappers o
demand a ran-

som...they can name

fhﬂ.‘if P!’i\.'\"‘ lam pre.
pared to give my life
many imes over in
exchange for my
daughter's freedom,”

Wy I'J!l i{ AN anxiets

wracked Coorge

Saunders to our

reposter. The noted

prm‘lu:t'r of such hits as

“The Sign of Death’

Jl"ld ’ I'h(" 10

Compancros” is a bro-

kon budk, a whim por-

ng dog, His eves glued

0 a p.‘vl-nhapc\i goid

en tekphone rumored

to be a gift from glitter

Mg ee-wile screen stas

Josette Jaguar (do | hear

wedding bells getting

tuned up for the
remaxe?), Saunders

Walls, BRPPING & Case

full of unmarked $20

bills, as the minutes
and hours dmg l}}*. will
the kidnappers call?

Whete are they? Who

can they bo? The forces

COPS CONFUSED

of law and order are at
a loss. Tight-Jawed
“t'ﬁ”'.'“‘t\‘d Police
Chief Franas X

O Bannon is desperate
for a drnink...and some
clues

Here are the facts as
they happened. Al

| 1:30 yesterday mom-
Ing, as eight-year-old
Grace Saunders left
Pacibic College in the
company of Lr-r chaper-
one Hilda Pennicoat, a
ight brown limousine
with Califormian plates
screcched to a halt
beside them, A male
ndividual, descnbed

by onlookers as “a man
weanng a dark coat

and hat,”™ jumped from
the car and swooped
upon the child heiress,
Pennicoat, a spinster,
attempted to plncc her-
sell Detween the attack-
er and his

innocent vichm of en-
der years. E}'t"'ﬁ‘ifﬂ(‘:‘-‘.‘(‘ﬁ
claim. however, that a
mystery woman seated
in the badck of the car
and dressed in black
stared "in a mystenous
way” at the chaperone,
who promptly fell into
d SCTOUS OO, Th.'\
left the defenseless
child at the mercy of
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T'his report from
on-tne-spol
newshound

Harry Mc Grudder

hree years ago

thes nation stood

aghast at the
news: deep in the heart
of Florida, the old
house of Derceto was
the scene of a macabre
rnes of events
Suicide, murders, horri-
ble notses. _the place
was a den of an evil
almost too awful to
imagine, Only private
eyve Edward “"Ghaost
Hunter” Camby was
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able to quash the
rumors. Well, it looks
like things are heating
up again down in
Wacko Manor! The
place was recently
bought by celebrity
architect Frank Stride,
who now lives with his
father, long assumed to
be dead..mistakenly, as
it turns out!

The architect’ s Jatest
project, a cathedral
dedicated fo angient
cult god “the Great
Pan,” has been angrilvy
rejécted by the Senate
Added io that embar-
rassment comes tragic
news of the disappear-
ance three days ago of a
local woman, one

Jezebel Ebenzer, some-
where in the swamps
surrounding the isolat-
ed Derceto mansion.

Despitean intensive
scarch ot the Ared,
Webb County Sherift
Mitch Mitchell hasn't
uncovered any clues to
Ebenzer s whereabouts,

“She keeps herself to
herself, if you see what
| mean,” revealed a
stubble-chinned
Mitchell to our
reporter. “Some folks
reckon she has powers
of an occult vanety,
although [ discount
that as speculation
myscif. | say she's in
the big Derceto house. |
even phoned
Mr. Carnby
but he
wamed me
agamsi going
in there! No
big aity boy
tells me how
to do my
duty, you
hear me! I'm
gomg into
that house!”
stormed the
indignant
law-officer.
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STODP DRESS

derangad criminal, one Gilbert Trenton, was arrested for shooting a

Salvation Army singing quartet. “They were pointing knives at my
wife and me,” explained the homicidal maniac in a moment of demented
hysteria. Mrs. Trenton was not to be found. Further investigations have since
led to her discovery, in 24 cardboard boxes close to the lion cage.

L APD has finally put the cuffs on the mad killer of Griffith Park. The

St no news of Jack Turnbull, the oil magnate. His recent marriage toshape-
ly starlet Dorothy Malone, 55 years his junior, sparked off sonte comment in

the press. The last person to see Mr. Tumbull seems to have beers Phil Stark,
an Olympic athlete and student at UCLA.

Experts concur that seven days underwater without oxygen may very well

rove fatal (3f not worse) to a man of Mr. Turnbull’s age. Only his air-tube
as 50 far been found. '

“Phil has been a great comfort to me in my/distress " revealed a devastated
Mrs. Tumbull in Charleston’s exclusive Copacabana Club last night.

Continued on Fa_gc -

1 WEER OF HUDERIUS LOTION
WILL CHANGE YOUR LIFE!

HUBERTUS

Hey, Daidy! Tued of being a loser? Tired of
pretending they re aughing at a joke they suddonly
rememinted? Tired of girs instinctively avoiding you
becamse they hate the living dead?
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FRIGATE TO PORT Part 6

he ball smashed into the Vulture’s quarterdeck, and the deadly splinters

flew through the air. One buried itself in little Barnes’ throat. iordan paled.

“By the devil's beard, show him...” The rest of his cries went unheard in
the hellish din of roaring cannon and screaming sea-dogs, The Vilture shud-
dered and groaned as the Shark rammed her. A motley crew of yelling demons
leaped aboard the crippled ship. Hope had changed sides and all seemed lost for
Captain Jordan. Death’s wing fluttered in the faces of these souls already Jost to
decadence and shametul pleasures,

“Goat’s breath!™ bellowed Pregzt, waving his saber, “Thy time be come, Jordan!
Come thee “ere “til I rips the gizzard from thy stinkin’ carcase!™

“Take that, whart rat!”, sneered Jordan, and his dagger whistled through the air.
Pregzt whi his head aside almost too late, then drew the back of his hand
across the d of blood that the flying knife had traced upon his cheek. “Pray
that thy death be quick, cur!™ hissed Preget as his saber flickered toward his vic-
tim’s snarling features. Captain Trevis

To Be Continuned
RS ETY

Sunset Inn of Santa Monica

Avenue (transformed for this occa-
sion into anauction room) as Colonel
Steel’s collection of ancient weapons
went on sale, Hollywood’s most glittes-
ing stars and wealthiest financiers were
all there. The wea mostly dating
back from the 16th century and in perfect

P andemoniam kit the well-known

condition, sold for many thousands of
dollars. A pair of Dutch wheel-Jock pis-
tols fetched a record price; screen idol
Douglas Fairshore put up a spirited

fight, but the guns went to an unknown
choreographer called Mister Eve, Most of
the pieces forming the collection were

rchased by Mr. Jack and his friends.

stated to this reporter, “We're a
group of weapons collectors and we
intend for these unigue peces to remain
forever in the United States.”

SRR

STOP PRESS
Continwed from Page 3

enator Beauregard
Blower’s trial seems no
nearer a conclusion, yet
Assistant D.A. Bob Himmel
i1t wiving up yet. “Blower’s
f,omg to have to explain those
& wives in eight different
states of the Union,” Himmel
pointed out o cur reporter ina
moment of press conference.

As for the senator, locked up in
Sctton Prison, he still claims
he's pure as driven snow. “1
am a victim of amnesia,” he
revealed. 1 think my name is
Marty.” Psychiatrists are still
tossing coins on that one, while
the police are continuing to
search for 15 of the senator’s
alieged spouses.

ORI NYOD
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THE BURMAN THEATER
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RUDY VALENTE
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THE MYSTERY EXAMINER 8 Thursday, 22nd of Deccmber 1924
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Continued from Page 7

His deads were 10 prove as good as his words. Twenty-four hours and a
com set of evaluation tests for all the department (including saluting
the tlag, target practice and reading tests) later, a quarter of the depsriment
was {m-d Hollwood then went into action. Leading a law enforcement hit
team into Culver City, he witnessed a hold-up. Sirens were immediately
sounded and the chase was on!

Hollwood aimed his tommy-gun straight at 3 bunch of hoodlums, The
weapon spat a vicious hail of white-hot death.. butthe Bevil looks after his
own. The spray of dangerous bullets was intercepted by a passing gasoline
truck! However, the $th District’s new Boss s po quitter. Stop Edngonly
give orders for the dozens of roasted cadavers to be dealt wi sujtable
manner andd for the fire bngade to do wmﬂnmaboul the firesstorms now
raging through several sextions of the 0od commandeered a
long black car. Could a hearse posdaly cateh up with speeding hoods” big
red car? Yes,

Firmly gripping his 38 Speoﬂnoﬂwood fired twice at the gangsters” tires.
Bad luck again struck, as two résidents of the “Golden Sunsets Home for
Elderly Citizens” bit thedust. The hurtling hearse swerved to avold a mothe
er and infant, Who'says CArriages don t fly? Babics certainly bounce.
Well, sort of. Nurscs just 651l down and bleed.

The law continued its course. The bad guys hung a left. then another left.
Were they heading back to the crime scene? Bulging many muscles,
Hollwand docided to lay his carcer on the line. His powertul jaws ?ged
the pins from a triple layer of grenades hooked toa siwuldcr belt. The mul
tiple explosion was memorable, %m-chln through the smoking wrecks of
cars and not hesitating to run over dou'm of so-called “injured by-
standers,” Hollwood soon caught up with the desperadoes.

The local citizens screamed their support for the new lawman, throwing vit-
amin ed fruit and vegetables at the speeding hearse, Many dambered
onto the vehicle and even beneath the tires in an effort to encourage
America’s favorite inspector. The chase finally ended as the hoodiums” rod
vehicle slithered to a halt at the 0ot of a blazing apartment block. Hollwood
then proceeded to arrest Fire Chief Michael O'Malley.

“He's a man with death on his hands,” growied an incensed Hollwood as
he pushed the evil O'Malley into the back seat of the hearse. “He may think
he’s a smart cookie but I'll make him crumble!” the steel-jawed inspector in
a moment of heart-warming justice this reporter quipped is not about to

forget.
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R G NGNS WORLD WIDE WEB SITE

"Welcome to the Interplay Web! As a company dedicated to providing innova-
tive, high-quality interactive entertainment software, we are always striving to
stay as close as possible 1o the leading edge of technology. This Web site is the
latest exampie of our ongoing effort to provide a wealth of information and
opportunities to you.

As a company of fanatic gamers, we love the idea of gamers all aver the world
tapping into cyberspace to see, touch and feel our latest games. No hype, no
marketing campaign; just grest games. To make it work, our goal 13 to keep
this site fresh and new, to make it a place to where you can tell US what vou
Like about our games... and what you don't like about them 50 use the feed-
back options on these
pages and sound off.

r---t--n----—-———----q-
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Enjoy your visit in ous
Web site, explore all the
different arcas we have
to offer, and come back
soon. Check us out in
the weeks and months
shead: we will be intro-
ducing new and exciting
areas for you to expen:
cnce.

Once agsin, welcome!”

Brian Fargo

HOW TO
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interplay's World wide
Web site is an Internet
service designed to give
you the latest informas-
tion about Interplay and |

|
our products i e
The site features our ,WMMMI
den]l)'.‘i, upgradrs p[().j- | e— | e—— ,
uct infornlation ﬂﬁd ““*f;ﬂ'“Whhm : E:
ordering information, o = ste

From your Internet account, paint your tavonte browser to:
http://www.interplay.com
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DESCRIPTION

Al Tondly aatitios withah the fange of the spell odd 1 /Rank 1o thais Armdur valuo
One slemental withen range can be controfed. its allegiarce changes so that & wall hightt other
Monsers mstead of the party.

Toryet loses 2 175 vaboe for obch Rank of the spoll

Infhicts 2 Damage. The targelisiof this spedl are attacked by wicked dragon flames emonating
feom the caster,

Inflcts & Damaga. The target 0 ths sl iz struck by o arge churs,. of saarth el crushed Tho
Oy Mmust Do DU Sed oFr ambiiner

inflicts 1 Damage A feaball is fired from the ingertips of the caster

INGCEs 1 Darnage. Frros o Durst OF Tonse ot o 3. v coatahes ire and taves 108 per mound
thareatter wtd U 308 e ptres

Inficea 1 Damagee Targot of the spail s attacked Ly ighteing

NeUIzaliaaes the a2t of poison Chimge of Suctr it Increnses with Rank of the |
Target gams 2 PS valye for each Bank of (he spell,

TGS 2 Dimage Tha Gasldr crediod 'a mage wind wisch will dinpet any 109 ) the ot
ArenS A0 daamaie one Wargel

Ary 3ingle sdamental in Rands 8 Lanshed Back 10 the Spnt plane and effectively destioyed.
Target gaing 2 IN per Baok of e apell

Target of thig spoll Swtichos siies in combiM and now Wwows his friends as his enemics andvice
varss. The targot mutt Hiave & 11ue Name

Cine Moo vl Langa gon b controdiad, 118 allegeves chumges 50 1hat o widl fight othns
MOOADrY | a0 of Uigr Dt

FTarget gans 2 EN value for sach Runk of the spell

Tho thrgut of thik spodl rovolls #8 curcent statiston. e amoum of indomation rovnaled
Sepunds Or s Rank

Targot loses 2 1N per Rank of tha spell

Caiter Inloparts 1o & ahasen point on e bartiefinid within range. This spall s rosinoted 10 tho

CASESE O

Target losas 2 EN value for each Rank of the spell

Fires § s Of 2cd a1 the e gel who canbneés 10 e bumed Ly aod v 106 por roond e
alted unid the 309 Sx s

Raduces the morolo of Solaraspectod eramies oiten cousing tham to mtraat. The target must
have & Solar aspect

If. e having 1 300l cast on |om, Ahe 1argol facenes o wound hat would render Moeny// ot
GCanscoun, the spedl rostoms tham 10 e with & few EN ponts (dopendang on the Aank of
the sgell) andd then the sosdl sepwres. The target must have & truo Nanx




NAME (SCHOOL] MIN, COMPONENT S ASPECT
RANK COST

Conteol Zombies INecromancy) 3 Hody 10 Lunasr

Crushung Death (Necromanoy) ¢ £ Neut

Darknass INecromancy) /] Gemstone 6 Lunar

Exhapusthion (Nscromancy)

Haste {Nocromancy) 4 Spce 5 Neutry
Stamina (Necromanay) 2 Gamsiore 8 Lunar

10 Sthvming (NeCromanay)

Wall of Banes (Necromancy) 5 Herb 5 Lisnar

Wraith Touch {INecromancy’ g

Dispe! Elernental Magic (Noutrl) 1 Heorh 7 Neutral
Dispes Naming (Newtral) s |

Dispel Nectormancy {Neutral) 2 Gomsione e Neutral
Disped St (INoutrad) v ' ANentral
Mieror [Nautrad) 5 Gemsons 10 Neuwal
vs FHlamonial Nsute 3d) i b Neulrsl
vs Naming (Neuraf) ] Spioe b Neutral
va Nacromancy (Nautrol) : 3 Nouwsl
vs St (Nsutral) ] Gernsone 5 Neuvtral
Aura of Sotar Wrath (S| 3 3

Clumsingss (Star] ) Spico 6 Lun&T
Dextarity {Star ‘

Froron Doom{Sim) 0 Horb 10 Lunsr

ey tOnwe

Staftar Gravity (Star) 4 Soce 6 Lunar

Waob of Starlegnt (Starl f Gomsione Lunae

VWhitefirs (Star| 6 Sixce 15 Solar




DESCRIPTION

One Zombe withi range can be controliad. its a¥engancd changes 50 that i will fight other
monstars instead of tha party
inthicts 7 Damanns: A ghostly hand sppaas and orushes 1he targe? § hoart Tho args! must be

N rsiand O armalfol

This spoll lcavees the foval of ight in 2 combat arora to mght tima. (Note that this changaes the
sspect of the arena )

Torget 10sos 2 ST value for oach Raok of the ol

All targats within range of this spell bave ther movement te mereasod by 2/Ronk

Al Triendiy ot hos Ao tha ranoe of the ool 0dd 7 /R 0 Thanr Antrndx e vl

Toegnt garys 2 ST value for sach Rank of the spall,

Draing 2 ST poaty per Rank of the soell froem the Segot. and addy theen 1o thi cisiunrs wotal Tor
Ihe S bhion of i Combad _

Any smgle eeget within mange & surrountded by a vaill of Dleathod boses, The ecmty |8
completoly encosed insiche the wal, and a3 ong as the spell Lsts, Catrcd sttack, cast spoils, of
move, The Wwrgets must have a truo name,

Spall drains 2D6 ponts from one randomly cho son characterstie of tha tae

Spelt has 3 chance of dispefieng any Elamental spoll curmumtly active in the aras of offocs
This spedl has a choance of espaling any Kameg sproll S atendly sdbtren an U arca of effecy

Increamthenw:mmtmce bmummg et by Bi-pslhnk
SUIC redasiancs 1 ANY Nocrorsancy spoll by Ghpor Hank

'uuxmm :honngscmmu 20 11y Star spoll by 6% gper Rark
Hodyees the mosle ol Lundedspented oncimues, ofton cauning them 1o retraet The taget
musthave 8 Lunir ssoock,
Targe! lazos 2 OX valy o for each Bank of tha spolt

#iNs F0X vivice: foe oach Hank of the spall
Inflicts 3 Dameps. The tizget of this spell is frozen sold for the dusation of the spell. The target
must be human-sized or smalier
Th -mul ramses The lovel of Bght In & comtaat arar 1o Gmlight. (INOSe thist thns chanpos the
dspoct nnho_.xeﬂ-l |
Affectad rargets regenerate some ST every round for the duration of the spell 1t must be
daytime for Photosynthosis 1o wotk
Al frendly anttes within the range of e spell 00 1/7Rank 10 theer Armons valise
Tarpot of this sped hos his Moverment Raote 1educed by 2 per Baak I the torget s Moveriont
Rate I8 reduced to 2ero, than he cannot move.
inficts 2 Damage Target is enclosed 0 & glovang wob and will take damiage trom the wob
OVOrY ot iy WHich NGy are Uk  Thy CENNOT MOve. MIaCK of cast sodls until they hreik

Iren. Thae targers chance of Drosting res degercss on s Stroogth The . wrget must be
Mumons-sued of amalles
Infiots 4 Damage. Any Sngie (deget within ronge s flash f7ed by white fire. The Ssrgot must be

uman-sued O sma ey
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LIMITED WARRANTY

THQ International warcants to the original purchaser of this THQ Intermnational
product that the medium on which the computer program s recorded is free
from defects in miterials and workmanship for a period of mnaty (90) days from
the dato of purchoase. This THQ Intarnstional softvware is sold ‘as s’ without
express of impled watranty of any kind resulting from use of this program, THQ
International agrees for a penod of ninaty {90) days 1o either repair of replace, at
its option, free of charge, any THQ International product, postage pad, with proof
of purchase. at its Customer Sarvice centre. Raplacement of thes Game Pak (PAK),
froo of charge 1o the original purchases is the full extent of our kalxbty. Pioaso
mad 16 THA Asia Pacitic, Level 2, 578 Kilds Road, Melboume. VIC 2004,
Australia Please allow 28 days from dispatch for raturn of your Game Pak.

This warranty is not appicable 10 normal wear and tear. This wartranty shiall not
ba apphcable and shall be void i the defect in the THQ Inter national product has
ansen through abuse, uncedsonable use, mistreatment or negiect

THIS WARRANTY 1S IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING OR
OBLIGATE THO INTERNATIONAL. ANY $MPLIED WARRANTIES OF
APPLICABILITY TO THIS SOFTWARE PRODUCT . INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. ARE LIMITED
TO THE NINETY (80) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL THO
INTERNATIONAL BE LIABLE FOR ANY SPECIAL, INCIDENTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION. USE OR
MALFUNCTION OF THIS THQ INTERNATIONAL PRODUCT. THIS IN NO WAY
AFFECTS YOUR STATUTORY RIGHTS.

This computer program and its associated documentation and materials
are protected by both National and Internotional copyright law. Storage in
a retrieval system. reproduction, translation, hinng. lending, broadcasting
*and public performances are prohibited without expross written
permission ¢t THO Internstional.

THQ Asia Pacific, Leved 2,

678 Kilda Road, Melbourne,
VIC 3004, Australia
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