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B G o ' :
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SETHANTZER

~ il G G 8 R0
ADD WATER :
(1B 41—137) WHICH IS IMPASSABLE TERRAIN

Se s LR I b RS E R AANBE o MR EEHBARKE &
S EFIOHEAESE £ BHEX UTREYERAS RAVTRENEE o
57 =y o R (g RO S G A A0 S8 o 8 & B8 B R U5 WO 4 4B R I i v D
ST 0 A5 5/ BRSO H T R th R T 0 B A 16 AR RN Y o AT
@ E G EN ——i#E o &£ [ LAND OF AVENTURIA | > 5 13~ 6093 —3
BERI AT ~ Y S SRR ROAPT 2B R wma e A AREKR — RN EE )
7% T S5E 448 % AR R B ZE 0 RS YIRS AS B Mb B o 0 A5 S O 8 P2 N R Sl (28 Fr i
R S R T L — (e B T o WU RIBIR 13— 165 o A 3 b
B » B €5 7 K 0 R EM m B ( SELECT DOOR

DESTINATION ) » BN BB EBAL—FTF®E» i F—@ -~
HOB A o ( BIAITHE A — T 5% 0 A B AR 1045 3%
i B HBE R — B & o ) B2 % ACS g ¥ [ DOES
THE DOOR LEAD TO SOMEPLACE QN THE MAP?2-A
TEST MAP PRESS BUTTON(SPACE) IF SO PRESS
[K | IF NOT | ffes it FubmEp 5 » A5
MR SR (22l ) » REIHERDISEENERAN
# (MOVE TO DESTINATION OF THIS DOOR AND

PRESS BUTTON (SPACE) ) % —##lE i » HIR&E#% FK
(aE » Bl REMREREGION (@K ) [ » & Hhi
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HER TSR ;
CHANGE NAME OF
~ REGION
(54 —4) PREVIOUS REGION { , NEXT REGION
~ . HOW TO PLAY

A EEERE R RERA B B FEL A B REURR R &R SR
’ Fﬁﬂ@@ﬁ@@&@ﬁﬁ%&ﬁ@ s N hasE% [ HOW TO PLAY | o #&JFE&R
B FLU#EE [HOW TO PLAY | REEMERMEE » —& B8 & LI iw—L2 X
INR—HI B F » 8% E FHOW TO PLAY | my&SEE D il » #L HK il &
—fA—fmER ( ROOM ) o 3 {f%%ﬁ—@%%ﬁiﬁéf?%%%f& » BT H B
— B E N ME A DIGE F R E RS o
ETFEI » KESEHBEMWER » NET—LL bl XA EENE S IE ? 41R
WA s SEEEYEE ¥ DRAW  WORLD MAP 5§ — 303 HB# —2% » W B FHE o R
FEiE iR sl LR = EXIT (0 ) DIEFA—E 52 » %N SAVE YOUR
WORK AND EXIT ; %FMAIN MENU wh#% [P | ¥ 5i— T » IEEERE T8
ﬁﬂ’]f%i%ﬂgﬁﬂ ° -

©MOVE ENTRANCE TO THE ADVENTURE gy B0 b % 1A
33 (11 Ml 2B A T X321 o i

@MOVEMENT OFF EDGE OF MAP 1S NOT PERMITTED £#7R¥H
% % o B Mo [ 0 5 0 ¢ LA 0 IS REBEE A S BB o MR GRBILHATEE » HIHR
MOVEMENT OFF EDGE OF MAP LEADS TO OPPSITE EDGE » Bl#H &%
BESyE fJf{t.ﬂﬁﬁﬂ'ﬁﬂbﬁEfy@J ’ ﬁﬂftﬁﬂgﬁfﬁfﬁjﬁﬁﬁﬁfﬁ%tﬂﬁi s b 7 TR AT A b fE
piRE Fk;ti’rbfiﬁﬁ’ﬂ:[ﬁﬁﬂjn?'ﬁngiﬁﬁ °
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© CHANGE DEFINITION OF MAP TERRAIN ( #AE LN ERE)
g%%%%ﬁﬁW?%%%i&mﬁﬂ%l&o
——  TERRA IN -1
CHANGE PICTURE
(BE4—-5) ————— NAME -WATER
' WHICH IS IMPASSABLE TERRAIN

EXIT
;%42 TERRA IN AT 8/ 245 4 @E 4 » CHANGE PICTURE w]d{%# TER-
RA INFF 572 o % » NAME Hi o] B 44 88 » 2R DO IR S0 Frtt » 45
M@ E o TEUEB » DARAE L H LM SR 88 (B R EE ) F o H 1T
W H T B R 0EB > I 5 REBREE (A » SUREROBRARM » BIE
@[ WHICH IS ONLY OPEN TO OWNERS OF 37-STEADY MISSLE Hi
e R % B % % 4 STEADY MISSLERT; Al o '

QB EFSEI IR 4 — 1 gu%8 2% » EEDIT MAP CREATURES (g it

Ay ) o i H RN PRER !
EDIT A RADOM CREATURE

(&4 —6) = Bil L IANG
ADD ANOTHER MAP CREATURE
EXIT
@TEHLRIBRE RS T 7 BiFEAD AR HITER GBIz » B
#& T3 1855 7 i EAGLE OF RIVER » j§ M55 — %8R :




—

APPEARING IN RIVER

OF MAP-A TEST MAP.
(E4—-7) F =B L TR ERALT. OF EAGLE
‘ APPEARS 4 PER CENT OF THE TIME
ik a e ¢

PR AT SRR S — I » HG HH B € RIVER (] 4 ) e HIGH MOUNTAIN( il ) »
7 #HEDIT TRAIT OF EAGLE » HIYSH! HIGE /A 4.2 I vk 22 » 90 008 1L M 3t
i 2 K/N > GEKER A Z TR E B 2 2 o SR =8P B IS /R 2 B AR » il
RAK s HIH B BE AR S o #2855 & EXIT DUEISIE 4 — 6 (0825
(»ADD ANOTHER MAF CREATURE
a] (R — /R Y R il vh s FE sl
EAY o EEEILHTIEE » W HE I
AT AW AR » BFiFe E N &g
PR RN Y o A B R
—BEAEY) o 1) S BRI E I R A A
M AIERFIMA WEY o
- 3)FFAEXIT DU 2 4 — 11 S EEHE »
I %HL ADD REGION ( fn A —1{[E 8 ity Hu
fik ) o ACSHYE % izl » B A LLA 1S,
A REGION ( i 4 ) » REfl ik &% /]
16. ROOM ( 51 ) o
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# % $EHL ADD REGIONZ 1% » fBI4 & 4k g A IR 7448 » sfth g mA [A TE-
ST REGION» 4% T 5 H 8 AT 0 E 1
' EXIT:
(f#4—8 ) EDIT ROOM | ADD ROOM
! .DELETE ROOM
@ 18 2 — AT 0l » TR RIR T SIS RO R — H R 0 i i
ADD ROOM A Z DUGER » — MBI /N FBE » U E 37 b5 H i B » BE i
% BB Ek [ MOVE AROUND TO EXPAND ROOM | » AR LA DL B3 FE
[R5 5 12 4 R TE T K /N o 85 K T R Set— {14 15 10. TR £ 5 ] o o 1% — AV IR 2
A B H4 % [ ROOM 1] o y
MR IR AR S A KM > HIE —BEAATERS » M G5/ AR » 5 % HEEE H—
(R B > 53 — 5 A% 0% 11 5 1] 1oL 88 1 PT35S R T a2 o
, ® DELETE ROOM 2 4% % ]ty 55 i i 45 o 4 WF %51 J§ ADD  ROOM. i — fi#
5 4] ROOM2 R 7% 1 I F L Th 82 7 DU iR o MR /R/N0 2R T — (A B i P sl
Fif o ACSE AT A @B ek i M Em MR £ 5 B #h o
©;#% EDIT ROOM  ( #iit BEi ) 218 » (04 W9 (s 4 » — WG ER 15 24K
R ME SN R EE s H— Rtk [ X | @MEE o Fibiflh » 755 ROOM 1 fF
BRI i b5 ] o IRIEE A R # R AT ‘
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| EXIT
EDIT ROOM S

RAND?M CREATURE

| CHANGE
(fE4—9) v ROOM
l NAME

EDIT ONE OF ROOM S
'RESIDENT CREATURE EDIT CONTENTS OF

ROOM 144 -ROOM1

() CHANGE ROOM NAME 235 k82 H o ’

@## EDIT CONTENTS OF ROOM ( #méf 5 mimA &y ) #H R 5 —isiE
BN E @ o ' ~

EXIT '
DELET: THING=—T ——ADD MANY THINGS
EXAMINE ROOM - ; ADD ONE THINGS

(fE4—10) L——ADD CREATURE

1 SELECT WALL PICTURE—
eIt Bof R 4F 7 82— N EXAMINE  ROOM» ‘g2 ] s 45 7E BRI DU (& 75 B {f iR » & & A
HIEE & B A Wi A RORRE 0 68 F]EH EXAMINE ROOM i ik 34 n B A9
YRR & MA ( ADD) —2t 52 | Fid 4 » H FHIL D) 8EEB MA M R AL FFE o
ok 0 QIRLE DA W R PEAN R ACSHT A3 sl B I E f s 5 N » ACSE HUR I an i)
A o BRI 5 £ 13 ¥ — [ I8 2842 45 G5 4] o I — A Y > SN & 8 ACSHT o st
s BAEYE A HAKER » B RSO I T #1755 BRAIRE o
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@#/2EDIT ROOM S RANDOM CREATURE s BB %774 SELECT
RANDOMLY APPEARING CREATURES if:t 8111 F 2 5 125 :
: — A MASTER TABLE CREATURE
A MASTER TABLE CREATURL
~A MASTER TABLE CREATURE
A MASTER TABLE CREATURE
A MASTER TABLE CREATURE
A MASTER TABLE CREATURE .
A
A

(FE4 —11)

MASTER TABLE CREATURE
MASTER TABLE CREATURE

EXIT
e — EA%ﬂT&EEWN%uﬁﬁgﬁﬁﬁﬁmhiiw%m& i B — )
B4 — 7 (e s D gt s R 2 AT RS ( MAP) I A i A
DAFZ0~60% o MEHF (ROM)HIR0~75% » 55 FElA— @K (
MMHW)%%R%Emﬁi%Mﬁ’—EmﬁTm@i% s (7N G Bl A
HiB > BIGEFA [ SUMMON CREATURE | (i th 78T » B I 56 B (8 A W it B o X
S AY— B R T L > I 5 P e A th B s 5 o

@UIEEB R 4 — 10 $i%fZADD CREATURE > AIfRW# A EDIT ONE
OF ROOM' S RESIDENT CREATURE s iZh8EHs 3 b3 il ool % » W DU
EEEEERILERANNAY » BEERILBYE
C @WBREEFBEXITLIEFIE 4 — 1 0888 # EDIT REGION » f§H
BI— KR LU 4 — 4 BOSRIEED » B E AR IR 75 o T SR bR 2 B 1 40 MR
M4 — 8% » D N2 (/e 8L ADD REGION 43 o
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=T ~ A K Ak S S

ailEl b 4 — 19 o E DO MORE DETATLED WORK 5% 45471 I i i3
FEREH B o

EXIT
EDIT THINGS
\ - EDIT
(5 =1 | MASTER LIST
‘ OF CREATURE
EDIT GRAPHICS |

COPY OR ERASE

ADVENTURE
()48 ( EDIT GRAPHICS )

SEFRIE BHIDRE o B SRS A 21 16,11 8 FE oo i i £k R — mw%% f

CHANGE PAINT SETS LLIECT ] Tepyp
e aid ) USE OTHER PALETTE —— ANOTHER
| DRAW ANOTHER COLOR GROUP OF
EXIT =L 11 915

EDIT ANOTHER PICTURE

@KEEEZEEDIT ANOTHER PICTURE foJfcATH » 8 AT 5 /8 [/ B »

5 2 [ (OO o A E R AR — B 0 BB IR 5 e R 0 B AT AT

= 9 TV M SR 0 A 2 o AR A 1 S A B D o AIIE— (852 222 FImZEES
UU _j
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b/ J5 CHANGE PAINT SETS,USE OTHER PALETTE J% DRAW ANO-
THER COLOR (& (1 ® EE B g G2 H o ﬁn%wﬁ%f@cﬁ%%ﬁﬁg%aﬁwm
» WAL S T o

OfFEE MR » R JHA 3 B3t 110 METE LR ERE » Hdf—J5E 164 »
#2 HAERM 33 HAIF6.[AER o ## EDIT ANOTHER GROUP OF PICT-
URES A & & 7 8 77 — HvlE e o
HERN—HEH 3 HE B REE AW R » B/ SR rEEEHIE ~ wan sl A4
) b s RogIE &R B AERT 7% 12 CHANGE DEFINITION OF MAP TERRAIN g
TEW » AHIEE—E 19 161 E 2 B0t ACSH fE R b & 69 i o

(2)COPY OR ERASE ADVENTURE aJ{jt
T B i EENEERRD > SEEBER
Htg 5 E A B @K » ;#12 ERASE & @4F
AIERE » AR MR E AEE KT £qy » AJ6E
16 T O M X ELE H 5RM » SEATE 55 5
(At RHufE K& 5% ( ERASE WORLD MAP
AND ALL REGIONS ) » fifis ¥4 w5l
( ERASE MASTER CREATURE LISTING
) BURMER » k& T A H9AT SR 74 ( ERASE
EVERYTHING BUT GRAPHICS) o ArLl%JE
R EFARE —AE B E B » &£ ERASE
B DA /NG o |
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(B EHE N4 (EDIT MASTER LIST OF CREATURE )
;Bélttljjﬁtﬁy“iﬁllﬂ QNN EOpE e 2

| EXIT
CREAT | 'EDIT A
(18l 5 —ig YIJOYCREATURE /% | CREATURE
| CHANGE - ;
CREATURE CLASS
NAME

(@ CHANGE CREATURE CLASS NAME R EAEDEIRNAE » HHIEXEm
WEEMRE BB+ BE » HERAHE SH% o

@ﬁﬁ%@%%ﬂHTACMWWMLM$%%%$$%%§’%@%@E
%@ {6 R AR AL R M > 1 TR D A KRR (K R AR A S L (B
mmr d BT ] & H s HT&%K&EH%V%%%)oUF&W%%
e B WV — R R A AT
— R #E £ (CREATURE REFERENCE GUIDE ) —'—sz ACSHy[HE % MENU th
» R T RM—LeEHAAE » TEMELHE—BERUIN T I EEEDEDIRS
7S 128 A 0 L ED A HAGARE IR ~ K~ HERK S BEBE ~ EE 0 ~ TR
e Es I dh 0. ACSHEY: A 22 T 23 U\ B RARI R Hrh A — 22 R B B 38 W (R B E AT AU
M o |

DD 5 ~ BiBE X #5 4  ( CREATURE TRAITS SKILLS AND PO-
SQ%SWMD:@ﬂu%égﬁ%ﬁ&?mﬁiﬁgﬁ%éoﬁﬁﬁ@Z@ o &t B
H: A ( CHARACTER) ArRERSZ M B & » rj4ea EeL s ( CONSTITUTION)
w4 @ik ( LIFE FORCE ) g uz + 78 HIZ kS ¢ STRERGTH ) it
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fESH s RS TR DL 100 S EI B4 o A4 Wl A 4 T FEN Ak BB i e H AT EE AR
R PR 0 FOREEIT IR o
j#2 [ CHANGE OR EXAMINE POSSESSIONS_]ﬂﬂgf’l’ﬁﬁﬁgéf@npﬁt#ﬂmFﬁﬁ%@
W~ BT~ BB R~ RIESEL FEEEE Iy 2R R EIRE
FRUEYREBZEYTAE » MRHYWABERE KA » BIE 308 H g A 58 5
Bz ek o LA LU EBRIEN FHR T » Al gl B —HmoE o
Q% TEH YIRS ( SETTING CREATURE STRATGY) : ffHKHIgES

(= (8 B DL g 7E A Wi B A o 0 oM ATdS 5 % — @M% E FRIEND( 8§k ) / EN-
EMY ( A ) / THIEF (/&) ~ NEUTRAL ( Hhi7% ) T RE AR ERE » M
e T 2 TEL S R B S T BB AT B IR B » EEGIAKER 0 B A BNEYE ( AGGRESSIVE )
B EH ( BRAVE ) K% 6 (4 HEEMESREAEn 8y ) meY » ER—4 R
+ ( FIGHTER ) » fiF1E ( PEACEFUL ) ~ /g ( COUTIONS )ﬁf“%{’g (gﬁ—ﬁ
we S ETEE ) B9 WHIE K% ( SLINKER ) » K3EENE X R E 6 B o
KM Y » HREERAHKOT _ ,
—FIGHTER ENEMY s IK % > 8 T M4/ R ERBHES » CEF[HRAY
G RV ~ 0~ ISR shar % B ~ R e T E B 0 MRS o
— SLINKER EREMY @5 f7E 8l @5t A » O SH S o |
—FIGHTER NEUTRAL 25 % (205 M ira i A s eb a7 o 3K ~ FE B0 A > At
[]..0
—SLINKER FRIEND €&k A0 o

—FIGHTER NEUTRAL & Sk B0 0 1 I & B A Bk B oh oz % o ﬁﬁﬁm%&'
B A SR R~ R EHE o BREKEE %AW > B ITE ~» FITRE
R ABUE PRI o
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- —SLINKER NEUTRAL € =fkH 0 : ~
—FIGHTER THIEF @8 ¥6 RIS 4 ~ 10O o "C@yoic R ohIg 7 fil A: 4 » (1
s SRR (A~ RN R T A i 5 K K L T e S o
—SLINKER THIEF @S ~E4LEHDO
m@%mgMA%(mAwm/fmmmmﬂ%)@%ﬂf TS AR A S
7K o B AR RIS B a7 BRI A o
O wFn g ( CREATURES AND SPELLS ) D AEYREE (WISDO-
M) 257 148G R IT 0 » (Y 6 BERAEI » FERE HIEM R AR A » EHE
VI AL 1 BE g T L R0 B PR it o T EL (80 B (9 5 B 80 ( POWER ) AR a5 1A
L gDl 0 B O € M PR o AE A N GE R 2 Al
—DO NOTHING RID ROOM OF ALL ---, ADD TO ROOM ONE ---sACTIV-
ATE ALL THINGS --- s DISPLAY MESSAGEs PLAY MUSIC.
©FESE T LA R 155 » & ATRENCIE AR #S R4 » B B ARG
» 45 AT AE 7 K B HEE AT TR 7S T RS B BTV B B o BT T AP e A A A A 1130
s F1EM 5 — 3 *H,#%8 CREAT A CREATURE s &S & EH|— (MR H0 LW Bt
s R AT IR IR H BT A WIB YR T8 RS — ALY » BEMA E LW Ed o
Wy shedis ( EDIT THINGS )
SEFEIL A THRE o AT QIR HE B B I S R — S R A — S H iy
fho BE L [pah] BERTAR R EBROEELERAMZTE o
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SRR AR SR B — B R R R > SR R R
VA T S 5 26 O R 7 1) /7 5 45 SR OB (0 0 RS S @B IO TIBE 0 5B TR
R T AR IR & A AR ) o !

@;i#/2EDIT ANOTHER THING ] (&8 A — i » ACSH LA 13
457 » 535l PORTAL( 15 ) ~ SPACE( 42§ ) ~ CUSTOM SPACE ( #/E%2
B OBSTACLE( e ) ~ CUSTOM OBSTACLE( HE S ) ~ STORE ( p&ls
) > ROOM FLOOR( FEifitk ) ~ TREASURE( #1 ) » MAGIC ITEM ( &Y
) » MISSILE WEAPON( £#®4s ) »~ MELEE WEAPON ( fr#R %% ) ~ ARM-
OR( EH ) ~ MAGIC SPELL( g ) o

O ADD THING EEALE—&R B NA XmihzHh » ACS §% ]
TR 128 H G o ETELIIEE » ACS @EFFIE—E IMAWGGE » 8 MEM %
sty ANBE O A I i R AT VE R E o 2B 46 B S BE FEE 68 I R i AR E
22 AR AE » B 765 K R IS TSR A IR E 1K RIEE EMA— Wi Sl WO E
To ' ]

© BRI ML B S B\ 0 B (F— N T » £EMACS 1 X MENU
B T W A SR E £ » B0 HAE— T R G 7T > BLAFE Gl R E [N
EREBRAERRLE o
—piha#E 55 ( THING REFERENCE GUIDE)

DE % F TR MAE B F S R EN—AY R T » S REHER

VEEMETEREGTRAS |
(P B A B s S0 —BE TG AT 0 BRI R » AR FANTASY BUILD-
ER SET rhgiss ( MAGIC BAG) » g AlTERL S G ki AU 38 HOR A
46 (55 ) (79 N S €7 18N ELAT B BE G ARRE I o

33



F—HH AN RERE %S (GOLD ) » RIFGHBEHEER 0 > FH—EATSERHE
P 25,000 Bho HZ > IR EBRIR MR » i BR8] S50 25 5 F— L g
o (T NG L BIRZ BS T » 58 BSRA/INDHE 2R E H B B » DI & AD S M AR 6t o
QL ¢ RS 5K » W NEDS ~ MR S B R ERS 2
BEGR RS » TR EE FRERS AT CFANE » (Rt vl DU 6 — B G SR 0E B i 4
o LG ISHR LN S kN :
—KILL ALL BUT ‘AN OWNER OF ( YOU PICK THE THING FROM YO-
UR MASTER THING LIST ) ERBKGK THEZWRZNOTEEY o
—SUMMON / BANTSH CREATURE ( #ua S8 A4 1 ) 58 R JE LM R 88 20 i R b
[ e 6 o %ﬂ’WM%$M@%%%$%W%W’W%i%%tﬁ?&%gﬁﬁﬁ

AKFIRP » Q2 @E T —EEHSE LS o
— INCREASE MAGIC DEFENSE BUT.NOT TO BETTER THAN .-- ( YOU

'PICK FROM FOUR POSSIBILITIES ) ( B » HRAFEHhE
HORE 8L ) Bk E R AR » S @R NIRRT R K F*{EEE%*%EI’HE = 7351 R A —
4o | '
—DECREASE MAGIC DEFENSE BUT NOT TO WORSE THAN--... ( YOU
PICK FROM FOUR POSSIBILITIES ) o [ilff8iF—iEfiise 2K o
—CHANGE POWER OF VICTIM BY .- ( —63~+63 ) ( B sk ik /) 5|5
—REMME ) NRIENG T — X BEIRE B 578 )07 E 1085 879 58 » A DUk s
FHAE — SR R /N6 968 0 58 B KA KR I RUR o (R I A R s R 0 S R 2 O s
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VT AT AN T 1 BAERAEAE (SKILL) i 5 %5, HaTHA 24 » BR85S —k
fifiy © ; ’
—DECREASE THE VICTIMS:--- (] |-) + 8t ki hMAFAHR o
__CHANGE LIFE FORCE BY :-- ( —63~-+63) (3084 D08 ) M H—
BRI AEERFIZHEIZTHMEMIBRTEMD o
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THING LIST ) #A%i#E—HYH o ;
—DISPLAY LONG MESSAGE ( Hi7REaAE ) FI FIsE Jusii ok 16 #5 oo e 5 DU
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{5 FH I — 50 o
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POWER Z# &R TRER B ERE Z1E% » HE%E 0~31 2MH ;5 ARMOR HIE
B IF 53 0 B HE o
— 8K IE ( ATTACK ADJUSTMENT ) o BJf5& AHUEas 803 1 68 IR E X
MM RER o REMWIKRIEME — 35 %~+ 40 % » EHAF— 65 % + 10 %ATH#EH
REEREBAY RIS EERNEH MA ZE HEZMEE o
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—REEREN (MAGIC / NOT MAGIC ) o jhiRiE Ras a8 % Wik ks & A8
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EHREEHRHERNNENAYS L o ;
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(6) 22k R F3iE 2eWs © I8 AR AEFT o b RR A 0 R g AR o i LR FE 22 R 1S
t AT HOW TO PLAY by [H | BFI AR E 2K KERTNRAR » Bt TakE—
HELHAR B AR [ B B | KBRS - MZ5E2E SN nF A
o (;®#ZLET ACS FINISH YOUR ADVENTURB;# y AC ST HFERREZR
¥%)
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S EE N b Rk o
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B & B o RS B M AR AT AR E IR A% € 7215 77 Al %mf&—f@%ﬁ%r’sﬁﬁ% (
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ADVENTURE
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b L oo o MO
CHALLENGE
GOAL
(6-1) e MAP NAME
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EDIT REGION ATTRIBUTES
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