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18. CHANGE SPELLBOOKS 

First the type of spellbook must be selected: 

A) MAGE 
B) PRIEST 
Q) QUIT 

Then the level of the spellbook must be selected ( 1 through 
7). The resulting display will be similar to Figure 11, 
"Spellbook." An asterisk in front of a spell name shows that the 
spell is possessed by the character. 

To add a spell -Type number of spell. 
-Asterisk will appear. 

To delete a spell-Type number of spell. 
-Asterisk will disappear. 

Type "Q" to quit. 
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2. *"OGREF 

3 • KATI NO 

4• DUMAPIC 

tHARACTER POSSESSES SPELL 

INSTRUCTIONS 

QU.IT 

19. QUIT 

After you have finished making all changes for this chciracter, 
type "Q" for quit. You will then be asked: 

WRITE TO DISK? 

Type ''Y" if you want to make these changes final on your 
"Wizardry" disk. Otherwise, type "N;' and all the changes you 
have made for this character will be erased. 

You will then be asked the name of the next character to edit. 
If you do net wish to edit another character, type 
<RETIJRN> to go to the Main Menu. 

C. RECOVERY OF BACKED-UP CHARACTERS 

This option allows you to recover characters that you saved 
onto a backup disk from "Wizardry" Version 1.0. If you have 
Version 2.0 or 2.1, DO NOT USE THIS BACKUP FUNCTION; 
use the backup function provided on the ''Wizardry" disk. 
Characters may be recovered onto any scenario disk but THE 



CHARACTERS 

COMPATIBLE ONLY WITH V1.0 
OF PROVING GROUNDS 

<SPACE> TO INITIATE RECOVERY 
<RETURN> TO RETURN TO MAIN MENU 

Figure 12. Backup Recovery Menu 

BACKUP DISK MUST BE FROM VERSION 1.0. The program 
has no way of knowing the origin of your backup disk, and 
must rely on the user. 

Note, also, that ANY CHARACTERS ALREADY ON THE 
SCENARIO DISK WILL BE DESTROYED. The preferable 
method to accomplish the recovery is to make a duplicate of 
your scenario (using the appropriate "Wizardry" utility 
option), and then copy the backed-up characters onto the 
duplicate. Disk insertion directions and prompts are given on 
the screen, and are different for single and dual drive systems. 
You may opt to abort the recovery process any time you are 
prompted to insert a disk, by pressing "Q" instead of 
<RETURN>. If you do abort the recovery, you will be asked 
to insert your"WizPlus"disk, and you will then be returned to 
the Main Menu. 

D. EDIT CHARACTERS ON A NEW SCENARIO 

This selection allows you to change to another "Wizardry" 
disk in order to edit characters on that disk. This procedure 
will NOT let you edit characters on a backup disk. 

Insert the new scenario disk and press <RETURN>. You will 
be returned to the Main Menu. 

Note that this procedure has the same effect as <Q>uitting 
the program, inserting the new disk, and turning on the Apple 
Computer again. 

E. MOVE CHARACTERS BETWEEN SCENARIOS 

This selection has been provided to allow transfer of 
characters between scenarios without deleting the character 
from the previous scenario. After making the initial selection, 



you will be prompted with: 

INSERT WIZPLUS DISK AND PRESS <RETURN> 

After inserting the disk, the drive will operate and you will 
see the message: 

CHARACTER NAME <<RETURN> EXITS>? 
--> 

Type in the name of the character you wish to move and 
press <RETURN>. Then the following message will appear: 

INSERT SOURCE SCENARIO 
AND PRESS <RETURN> 

Insert Scenario disk containing the character you wish to 
move and press <RETURN>. You will see the prompt: 

INSERT DESTINATION SCENARIO AND 
PRESS <RETURN> 

You will see the prompt: 

CHARACTER NAME <<RETURN> EXITS>? 
--> 

This prompt shows that transfer is completed. Enter name of 
the next character to be transfered. If no more transfers are 
desired, press <RETURN>. 

Q. QUIT PROGRAM " 

At the completion of all changes, type "Q" from the Main 
Menu. You will see the prompt: 

PRESS <RETURN> TO REBOOT SYSTEM 

» 

If you wish to terminate the session, turn the computer OFF. 
If you wish to re-boot any disk, insert a "bootable" disk and 
press <RETURN>. The SCENARIO SIDE of a "Wizardry" disk 
can not be booted and attempting to boot it will put you in 
the monitor. You can recover by turning the computer OFF, 
inserting a bootable disk and turning the computer ON. 

NOTE: Do not leave the "WizFlus" program without 
performing this "QUIT" procedure. This is required to 
"close" the disk file and to insure that all of the data in 
the file buffer is written to the disk. 
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NOTICE: 

Every effort has been made to ensure the accuracy of these 
maps. They are the work of our resident gamesters and are not 
necessarily complete or in -any way official. DATAMOST Inc. 
cannot be held responsible for any errors or omissions that may 
be found herein. 



Pr~ Grounds of the MLU! Overfurd 

LEVEL 1 

Silver statue (silver key) 

! 

0 East I 
0 North Stairs up to castle Elevator 

Selection "A" on Elevator 

B = Hooded humanoid statue 
~ ~~~ette of strange beast (bronze key) 

m= Solid rock 
•=Doorway 

To "2" -

0 East 
0 North 

LEVEL2 

Bear statue, sign "I've got a million of 'em:' 

A= Frog statue (found= frog/statuette) 
B = Sign "A dungeon's dark .. :' 
C = Sign ''When it is not lit .. :' 
D = Sign ''Watch out or you'll .. :' 

"2" 

E = Statue with head of cat and body of chicken (found: gold key) 
F = Elevator exit 
G = Elevator entrance 
H= Pit 
• = Solid rock 
~=Dark 
•=Doorway 
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A= Elevator 
B = Sign: "Turn around" 
C= Spinner 
D = Sign: "Tum left" 
E = Sign: "Tum right" 
F= Pit 
•= Solid Rocle 
•=Doorway 

Stairs up 
I 
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Stairs down 
A= Elevator up 
B = Elevator down (blue ribbon needed) 
C = Entrance to control center 
D = Clanging bells ... warning 
E = Sign: "Treasure repository" 
F = Sign: "Monster allocation center" 
G= 10 x 10 room 
H = Blue ribbon room - quest given 
•=Doorway 
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A= Stairs up 
B= Elevator 
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C = Stairs down 
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C= Elevator 
D= Stairs up 
E = Stairs down 
•=Doorway 
m= Solid Rode 
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0 East 
0North 

LEVEL 7 

Teleporter 

To "F" j 
.-----';--,..lllr"-:r----./---,--1 ,---,'i:·'t-~--1''ro '1 

To "A" 

A= Stairs up 
B = Stairs down 
C= Elevator 
D= Pit 
•=Doorway 

• =Solid Rock 

Teleporter 

Stairsdownt--i--t---t---r--r---r-~rr--r,7rn777r.~ 

from 7 _____... 

0 East 
0 North To "A" 

~ =Dark 
• =Doorway 
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•=Chute 
•=Doorway 
9= Solid Rock 

ROOMS (ffi.OM CHUTE) 

RoomJ. 

A= From chute (in only) 
B = Direct to castle 
C= To chute 
D = To room 2, "A" 
E = Warning message 

Room3 

gm;} 
ffifhB 

A= From room 2, "C" 
B= To chute 
C = To room 4, "A" 

Room2 

A= From Room l, "D" 
B= To chute 
C= To room 3,"A" 
D = Warning - tum back 

Room4 

A= From room 3, "C" 
B= To chute 
C = To room 5, "A" 



Room6 

A= From room 5, "C" 
B = To room 7, "A" 

Room5 

A= From Room 4, "C" 
B= To chute 
C = To Room 6, "A" 

Room7 

q_Jj ~ ::: a 
A= From room 6, "B" 
B = Warning: Werdna's Lair 
C = Werdna's Lair 



Table 1. Equipment Items - Proving Grounds 
65. AMULETIMAKAMTO 85. LORD'S GARB 
60. AMULET/MANIFO 44. MACE +2 

4. ANOINTED FLAIL 31. MACE - 1 
3. ANOINTED MACE 70. MACE -2 

59. BLADE CUSINART 57. MACE PRO POISON 
100. BLUE RIBBON 19. MACE +1 

12. BREAST PLATE 56. MAGE MASHER 
26. BREAST PLATE + 1 86. MURASAMA BLADE 
79. BREAST PLATE + 2 63. NEUT P-MAIL + 2 
84. BREAST PLATE + 3 13. PLATE MAIL 
76. BREAST PLATE - 2 24. PLATE MAIL + 1 
37. BREAST PLATE - 1 50. PLATE MAIL + 2 
0. BROKEN ITEM 53. POTION OF DIAL 

97. BRONZE KEY 41. POTION OF SOPIC 
49. CHAIN +2 91. RING OF HEALING 
36. CHAIN - 1 54. RING OF PORFIC 
75. CHAIN - 2 92. RING PRO UNDEAD 
11. CHAIN MAIL 9. ROBES 
23. CHAIN MAIL + 1 61. ROD OF FLAME 
88. CHAIN PRO FIRE 67. SCROLVBADIAL 
47. COPPER GLOVES 27. SCROLVBADIOS 
78. CURSED HELMET 40. SCROLVBADIOS 
73. CURSED ROBE 46. SCROLl/DILTO 

6. DAGGER 28. SCROWHALITO 
69. DAGGER +2 21. SCROLIJKANTINO 
72. DAGGER OF SPEED 45. SCROWLOMILWA 
93. DEADLY RING 25. SHIELD + 1 
66. DIADEM OF MALOR 51. SHIELD + 2 
15. DIOS POTION 90. SHIELD + 3 
33. DRAGON SLAYER 77. SHIELD - 2 
62. EVIL CHAIN + 2 38. SHIELD - 1 
89. EVIL PLATE + 3 2. SHORT SWORD 
64. EVIL SHIELD + 3 43. SHORT SWORD + 2 
82. EVIL SWORD + 3 30. SHORT SWORD - 1 
99.GOLDKEY 68. SHORT SWORD - 2 
14. HELM 18. SHORT SWORD + 1 
34. HELM +1 87. SHURIKEN 
52. HELM + 2 (EVIL) 80. SILVER GLOVES 
39. JEWELED AMULET 98. SILVER KEY 
8. LARGE SHIELD 7. SMALL SHIELD 

16. LATUMOFIS POT 5. STAFF 
22. LEATHER + 1 32. STAFF +2 
48. LEATHER + 2 71. STAFF - 2 
35. LEATHER - 1 20. STAFF OF MOGREF 
74. LEATHER - 2 58. STAFFIMONTINO 
10. LEATHER ARMOR 95. STATUETTE/BEAR 

1. LONG SWORD 96. STATUE1TFJFROG 
42. LONG SWORD + 2 83. THIEVES DAGGER 
29. LONG SWORD - 1 94. WERDNA'S AMULET 
17. LONG SWORD + 1 55. WERE SLAYER 



Tub1e 2 . Equipment Items - Knight of Diamonds 

• 
95. AMULET OF COVER 66. PIADEM OF MALOR · 57. MACH PRO'-POJSON. 28. SCROLllHALITO 

120. AMULET OF SKill 15. DIOS POTION 19.MACB +1 21. SCROWKATINO 
121. AMULET OF SKill 33. DRAGON SLAYER 56. MAGE MASHER 45. SCROUILOMILWA 
65. AMULET/MAKANITO 112. DREAMER'S STONE 110. MBT.AMORPH RING 25. SHIEID + 1 
60. AMULET/MANIFO 62. EVIL CHAIN + 2 117. MIND STONE 51. SHIEID + 2 

4. ANOINTED FLAIL 89. EVIL PLATE + 3 86. MURASAMA BLADE 90. SHIEID + 3 
3. ANOINTED MACE 64. ~.SHIELD + 3 63. NBlIT P·MAIL + 2 77. SHIEID - 2 

59. BLADE CUSINART 82. EVIL SWORD + 3 98. NKLC. PRO MAGIC 38. SHIEID - 1 
119. BLARNEY STONE 81. EVIL SWORD + 3 107. PLATE + 5 2. SHORT SWORD 

12. BREAST PLATE 114. GREAT MAGE WAND 13. PLATE MAIL 43. SHORT SWORD + 2 
26. BREAST PLATE + 1 122. GREAT MAGE WAND 24. PLATE MAIL + 1 30. siIORT SWORD - 1 
79. BREAST PLATE + 2 14. HELM 50. PLATE MAil. + 2 68. SHORT SWORD -:- 2 
84. BREAST P.LA,TE + 3 34.HELM +l 53. POTION OF DIAL 18.- SHORT SWORD + 1 
76. BREAST PLATE - 2 52. HELM +2 (EVIL) 41. POTION OF SOPIC 104. SHSWD.ISWINGING 
37. BREAST PLATE - 1 125. FIRATIINIR 102. PRIP.ST PUNCHER 87.SHURIKEN 
0. BROKEN ITEM 39. JEWEi.ED AMULET 103. PBil!ST'S MACE 80. SILVER GLOVES 

49. CHAIN +2 129. KOD'SARMOR 91. BING OF HBAUNG 7. SMALL SHIELD 
36.CHAIN -1 128. KOD'S GAUNTLETS 54. IUNG OF PORFIC 5.STAFF 
75.CHAIN -2 126. KOD'S HELMET 109. BING OF REGEN 32. STAFF +2 
11. CHAIN MAIL 127 •. KOD'S SHIELD lOS. IUNG PRO FIRE 71. STAFF ...... 2 . 
23. CHAIN MAIL + 1 8. LARGE SHIEID 92. BING PRO UNDEAD 108. STAFF OF CURING 
88. CHAIN PRO FIRE 16. LATIJMOFlS POT 96.ROBI! +3 124. STAFF OF GNil.DA 

115. COIN OF POWER 22. LEATHER + 1. 44.MACB +2 99. STAFF OF LIGHT. 
123. COIN OF POWER 48. LEATHER + 2 31.MACB -1 20. STAFF OP MOGREF. 
47. COPPER GLOVES 35. LEATHER - 1 70.MACB -2 58. STAFF/MONTINO 

106. CURSED + 1 PLATE 74. LEATHER - 2 9.ROBBS 118. STONE OF PIBTY 
78. CURSED HELMET 10. LEATiiER ARMOR 61. ROD OF FLAME 116. STONE OP YOUTH 
73. CURSED ROBE 1. LONG SWORD 94. ROD OF RAISING 111. 

0

STONB S1t>NE 
6.DAGGER 42. LONG SWORD + 2 67. SCROWBADIAL 101. SWDJSWINGJNq 

69. DAGGER + 2 100. LONG SWORD + 5 27. SCROIJJBADIOS 83. 'lllD1VI$ tli\oolll 
72. DAGGER OF SPEED 29. LONG SWORD - 1 40. SCROWBADIOS W.-~Wlt 

113. DAMIEN STONE 17. LONG SWORD + 1 46. SClUllD.IL'IO 
93. DEADLY RING 85. LORD'S GARB 
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