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MACES & MAGIC 
TRS-80 MODEL 1 & 3 INSTRUCTIONS 

DISK A = DISK 1 DISK B = DISK 2 

SPECIAL DISKETTE INSTRUCTIONS 
The disk you have received may be a special certified double11ided, double-density disk. [It is double­

sided if there a re two write -protect notches.) If your disk is not doublHided, you can ignore the rest of these 
instructions. Continue at Section A Below. 

In most drives, you can use both sides by merely flipping the disk over. In any event, we s~gest you 
make at least one backup copy of botil sides of tile disk before using. 

In certain special types of drives (called " flippies" ) you will need lo install a " band-aid" lo use the 
disk. Take a wr ite-protec t tab (or any small opaque adhesive label) and cover one of tile two small holes 
located near the center of the diskette. If you don't know if you have a " flippy" drive, you can be fairly sure 
you do if your drive cannot read either side of the disk. 

If you have a doubl81lided drive (a drive that has two read/write heads and appears to the sys tem to 
be two separate drives)you will not need the band-aid. However, you may get ''file not found' ' or ' 'drive not in 
system" errors. Try filpping the disk over and re-reading it. 

SEC'IIDN A · INITIALIZING DISKS 
First make backups of both disks! 
PLEASE SEE BACK COVER. You must initialize only disk A on Balrog and disk A & B on all others. On Model 3 
be sure to convert B disk on Balrog. * BALROG SAMPLER (Only) *RUNNING* MUST USE 2 DISK DRIVES 

1) Put copy of DISK A in DRIVE 0 
2) Put copy of DISK B in DRIVE 1 
3) Boot system. 

SECTION B * ALL MACES & MAGIC DISKS OTHER THAN BALROG SAMPLER *RUNNING* 
(May be used with 1 or 2 drives] 
1) IF USING A 1 DRIVE SYSTEM 

A) Put disk mark A in DRIVE o. 
B) Boot system and follow instructions. 

2) IF USING A 2 DRIVE SYSTEM 
A) Put disk marked A in DRIVE o. 
BJ Boot system. 
C) When program stops and asks " Introduction (YIN)" , hit "BREAK" key. 
D) Type: Close. 
E) Type: Run "CONFIGURE" 
F] Answer any question asked. 

APPLE INSTRUCTIONS 
Backup both disks. These disks are in 3.2 format but will run on 3.3 if first converted! 
APPLE VERSION NOTE FOR STONE OF SISYPHUS 
If you must interrupt the game for any reason (or accidently hit RESET) then power down completely (turn off 
the machine) and wait about B to 10 seconds before turning the machine back on. 
LOADING INSTRUCTIONS - STONE OF SISYPHUS 
APPLE 11 and APPLE 11 + loading instructions 
If you are running a one drive system: 

1) Power down completely for 6 to B seconds. 
2) Boot up using Disk A. 
3) You will be instructed when it is necessary to swap disks. 

If you are running a two drive system; 
1) Power down completely for 6 to B seconds. 
2) Insert Disk A in drive 2. 
3) Insert Disk B in drive 1 and boot the system. 

CONTINUED ON INSIDE BACK COVER 

© Copyright 1980 - ADVENTURE INTERNATIONAL 



maces&magic 
maces&magic 
• • • • .. is a BASIC fantasy adventure involving you and your c:mputer. 
Anned oo.ly with your wits, a microcx:nputer, and the software provided, 
you can becx:me the hero or the neal your destiny dictates. You create a 
character, eguip him (or her) with suitable weapoos and amor, and enter 
the dungeon in search of faire and fortune. Neither is particularly easy 
to ootain. 

If you are suooessful in avoiding or ~ the various naurt.ers, 
traps, enchantrients and illusicns set by the nefarious dungecnnasters of 
Chanel.em Software, you may escape with riches and glory.- Your nane and 
deeds will be reoorded far posterity in the records of the dungeal. 
M:lre inp)rtantly, you'll be alive. You may then use the sane character 
in his IrDre eJCperienced and wealthy fann when you enter dungecns oo 
later occasions. 

In each ciur¥Jeon there are raman events wich occur, wt in the 
vast majority of cases the skill of the player in making correct cooioes 
determines the out.c::x:m! of the gane. 'llle majority of instructioos are 
furnished within the program in the fann of apprc:priat.e pratpts. 

GENERAL S'roRE: 

'1his is the first section of the dungecn. After all, you "WCAll.dn' t 
want to fight a sl.ine wotl1\ :inproperly attired! After signing oo, the 
program will present you with the previous records of all exploits 
(successful or not) in your dungecn. You will then be asked to either 
create a new character or recall ooe of your previously used characters 
who have survived a trip through the dungeon. After naming your character, 
the program will generate a set of "prine attributes" far you. 'lllese 
will be extremely inpartant to keep in mind when selecting the weapons 
and aD10r. 'Ibey should also influence your cooioes within the dungeoo 
itself. 

3 



4 

. 
maces & magic 

Prine Attrirutes: 

Strength: 

IQ: 

IAJCk: 

COOsti tuti.oo: 

Dexterity: 

Cbarisna: Just because this is a solo gme you didn't 
think you'd be alone! I 'lbei:'e axe m1nY 
situatioos in wch it pays more to tie 
chm:ming than gauche. Even in the dungeal, 
manners am breeding oount. Brush your 
teeth. 
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'1he IUG![N: 

After leaving the GE1EW, Mtm:, you enter the dungeon itself. It 
takes a minute or 80 to straight.en up the arcs, though, ao dcn't be 
inpatient. Tim! is neasured by "tums". Wait.ii¥] (the special camer¥1) 
will force a tum. Aside nan that, turns will seem nme or less at 
rmD;JD. If you have ro personal enchanbelts or enchanted items by 
lllhi.c:h.to gauge the pusing of tine, you may never Jcnaw lo, many turns 
have gcme by. 

In a situaticm you will usually be asked to Dake a choice mta¥J 
aeveral optima .presented. '!be oonseguenoes a.re a direct result of this 
cb:>ice, ao think it over! 'Dl&e is often a twisted, perverted logic 
behind the optials. Match wits(?) with the Dungecnnaster! Bear in mini 
that acne port:iavJ of the dungeon may atl.y be visited aice or twice. It 
may not be possible to cane back and txy for your secxn::1 choice. 

Usually you may travel badt and forth in the various chati>ers and 
cxrridora at will. Eadl dungeon is stable in three-dinensiooal space. 
If you left a roan via the north door, you can .re-enter the roan by 
using the south door of the roan you presently occupy. 'Ihis happy state 
of affairs is lllnited atl.y by an inability to find secret doors or 
attarpting to re-enter a situatiai nme times than allowed by the 
~. In this latter case a cryptic message will appear 
inli.cat.i.1¥] that the sit:uatiai has disappeared or sane such thing, and 
you will be shcMl to the exits ·of that particular roan. 

Interesting things will happen in the dungeon. Not atl.y will you find 
gold, txeasure, and the like, but you will often encounter th)ae magical 
JIIID!llts whe%e you bea:lne literally, enchanted. 'Ihis may be a good or 
bad thing, and it nay be t:ellJ)Oraxy or pemanent. It pays to keep track 
of your enchantnents. Weapons and axmr can bea:lne enchanted also (lo, 
nice). 



maces{,-magic 
C.atbat: 

If you neet sarething or sareone who takes exceptioo. to your con­
tinued existence, you ll'aY have to fight. (It's sad but true - the 
Dungeon can be a dangerous place.) In this case you enter a cx:rrbat 
sequence. Since things~ faster in cx:rrbat than in a regular turn, 
there are five cx:rrbat turns in a regular turn. What this rreans is that 
once a cx:rrbat begins, five exchanges of blows will pass before you get a 
breathing spell. If both you and your ~ last that long, the 
choices of oontinuing the attack or attaipting to escape ll'ay be presented 
to you. Likewise the ITOnSter (or whatever) ll'aY try to nm for it. You 
have the optioo. of letting him go or pursuing him for the kill. After 
all, sane of tlx>se guys carry cash, treasure, or credit cards. 

In a cx:rrbat situation it is VI'I2\L that you keep track of hCM 
you're doing. Any "Hits" which get through your arrror are directly 
deducted fran your oonstitution. It is generally a BAD mistake to use a 
weapon which is too heavy for you or which you are rot dextrous enough 
to handle, wt you might get ·aesperate ••••• 

You will be given the option of dropping your shield. While on the 
surface this might~ to be a oounterproductive rrove, it does alia,,, 
you to use a "'1eap0n in both hams. Rerrerrber that the strength needed to 
use .....eapons is additive when you use rrore than one. Just to be fair, 
you have the c:ption of picking up your shield again should you survive. 

'llle damage you accurrulate during cx:rrbat will be repaired at the 
rate of ooe mrit per turn. While this is c:xrnforting for your old age, 
it raal.l.y doesn't help I'IIJCh when you have a 300 p0lmd slither beast on 
yoa- be.ck. watch yourself in cad:lat. You 0i1\.tld get killed! 
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And that's not all: 

'lbere are, of ooorse, other ways to rreet an untimely demise in the 
dungecn. M:Jnsters ar¥i such are just crie of the lines of defense between 
you and the treasures stored there. Various traps await the \.1l'Wcu:Y (and 
the wary too). 5cm! are lethal, while othere are nerely unpleasant or 
iooa1venient. It pays to be suspicious. Beware of ores bearing gifts. 

'!'he ci>ject of the woole exercise is oot just to fight the IralSt.ers 
~ collect treasure. You have to get out alive to enjoy it. In every 
dungeoo there is at least crie exit. It is possible to escape £ran each 
ard every dungeoo with a woole skin. ~ state that fact here because 
players often believe this not to be true. l-e really aren't out to get 
you. Not really ••••• 

~ you suooessfully exit £ran the Dungeon you will have an 
opportunity to save your character far further adventures in this and 
other dungecns (we suggest you do this on a separate disk - the Dungeon 
disk is *really-it full.) Yoor treasures will be oonverted to their gold 
equivalent and your weapalS and amor stored in bat guano. l'a1en you 
start another ~ture, you may call up your experienced character far 
aoother trip. '!'he ally limitatioo is that cnoe a character is killed, 
he is CJCllP. forever. No seocni chances, oo tears, oo breast beating. 
C'..one. Kaput. Finished. You will have the distinctioo of adding to the 
dungeoo statistics, oowever. A sort of seooro hand irmortality in 
reoognitioo of a nice try. No glory or cash tool.¥Jh. 
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maces&magic 
• • • • cc:ntains a mm:er of unique ocmnarx1s ....trl.ch may be entered 
whenever a "?" prarpt appears ai the sa:een: 

G is used whenever you wish to get an i~ present in this situation. 
Items available are indicated by printing which follows the situatiai 
description. For exarrple, if there is an enerald you might wish to 
pick up present in your location, the program will print oot a 
descri.ptial of your situation followed by EMERAID HERE. If you 
wish to get the errerald, you enter a Gin response to the "?" prarpt. 
At that point the program will in:;iulle, PICK UP WHAT?. You then 
enter a nama which uniquely identifies the it.em you wish to get. 
In this exarrple you might type in ~ or merely E. 

Take care toou;Jh that you give the program eoough infacmatioo to 
pick out your it.em fran aey others~ might be present there. 
If the narre is arrbigoous, the program will pick the first it.em 
there that matches your input. If there was also a IEI.VY ·M!ICE 
available in the pi:eviDus exarrple, your response of E for emerald 
might al.so match the E in heavy, giving you the mace instead of the 
enerald. Ii:Jwever, !M as an input would not match any series of 
letters in IQVY WCE, so you would be sure of picking up what you 
wanted. It's really not hard. Just den' t get too stingy with your 
input. 

L is the counterpart of the G o:mnand when you wish to leave scmething 
behiro. By entering Lin respoose to the "?" pratpt, you indicate 
to the program that you wish to leave satething here. 'Ille progrmn 
will respc:nl by asking you which category of i tern you wish to 
reduoei weapc:ms, m:m:>r, pack items (things you are canying arour¥i 
with you that aren't stardard aJl'OClr or weapcns), or gold. You may 
select me of these categories by the nutber provided in the pratpt. 
'lbe program will then print a list of all your i tens in that category 
and ask you to enter the nutber of the item you wish to leave. '!he 
it.em will then be raDOll'ed fran your perscna.1 inventory of items arxl 
the weight reductim will be credited. :kr./ item that you leave 
beh.im can later be picked up aga:ln by typing a G when the program 
indicat.es the item is HERE. If you leave an item azx1 its presence 
is not indicated in your ilmediate situation, doo't panic. Typically 
the items are placed near the entrances or exits of each situatioo. 
You"ll find it, dcn't worry. 
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P is the oc:mnarrl entered whei1 you wish to take an it.an fran your 
pack. Presumably you want to use it f . sacething, an:i aren't 
taking it oot just to shine · up. In i;espoose to a P oc:mnarrl the 
program will bring out a lis of your _:gac;k items an:i ask you to 
enter the nllllber of the item you wisn 'to use. Folloong this,~ 
will be asked what yo~wi~i!.f to do i-tll, the ~ you have selected. 
For exanple, if you P tile "?" PtarPt, ~ pr-ocft.';am 
might· list an IOCN RCD, a CHAil:l, an:i a I.ADDER as be.ihg in 
~. pack. If you sel - a ],,adder_:_~ ~ - .I__':" the_- program wqill.d 

H 

inqw.re WHAT 00 YOO WAN!' 'IO 00 lwr:m\ '~ ..... , A one wci:d verb 
is usually the proper res~ - SCID:!t.:i.nes a verb ard -d)je,ct. For 
instance you might input CLJMa.1 If the program recognizes thy word 
you type an:i kn:Ms h1M to c!f9ily\ it in your J?resent situation, you 
will be able to aca:nplisft yow;:- ooject:i..""ve, ~y to cl.int, the ladder . 
'!his may enable you to ,reach parts ¢ the dUngeQn ,Qthel:wise inaccess-
able to you. · 

Other items in, your~ may have magical effects ,all their own. 
'1hese effects may be iexplained ts u by the progJralll at an awro­
priate tine, or~ c:peration~ be cxrcpletely c~stine. 
Cne it.an may~ arother be~ it can be used. For exanple, 
you won't be able 'to ~ water, ~ thout having sarething to carry 
it in. I -

... \..,, - ,,,. // 

is a He3p oc:mnarrl-wtri.ch you can ~ ing the CX>UrSe of the 
~'1i when you've forgotten what' ~ options are. 'Ibis oc:mnarrl 
in respoose to the "?" prrnpt will print oot a brief surmiary of the 
<XIIIJ}aOO optioos open to you during the gaire. 
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If, Q'l the other nlmlft l.£ ,1"_1!111iU 

no uteriak will be A?Jtitiii!,~t~----­
pezmnently depleblJ\~~l:n/<•~a· a status report wi 

A status report will 
points giwn for eacM ll¢t:1ailaJ::---, 
,ays. If you Jena, 
soared. Your acare 
good stuff you have 

ancl~ U.'t far a tum. '!his 
far enchant:nents 

~ 'le#J~:UW¥J your jouxrey. 
sitting in a 
~ by. 

is the cxmnand which print att~ ~<en~hiitl~1 
item, weapons, and Bntm'. '!his 
leave acmrt:hinJ behirn or just 
clanking around with. 

is the cxmnand to save the game. '1he YCll'~~Ul::tt saved en a 
separate disk. '!he systan will prarpt you through the procedure. 
Be patient. '!here's a too of infarmaticn that has to be written 
off just so. Renariler that if your favorite c:haract:er is tied up 
in ooe dungeoo adventure, you can't start him out in aoot:her. 
Fair is fair. 
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AIM>R 

! NAME vu.I' cosr HITS MAX# 

1 Plate Amor 1000 500 10 1 
2 Basinet 150 80 2 1 
3 Breastplate 250 250 2 1 
4 Casque 120 70 1 1 
5 Chausse 200 50 1 2 
6 CUirass 500 350 3 1 
7 Cuisse 200 50 1 2 
8 Solleret 100 25 1 2 
9 Ring Mail (carplete) 750 200 7 1 

10 Heaune 200 20 2 1 
11 Steele Cap 25 10 1 1 
12 Chain Mail (carplete) 500 100 5 1 
13 Garrbeson 50 10 1 1 
14 Gatmtlet 50 10 1 2 
15 Hauberk 150 30 2 l 
16 Scale Amor (carplete) 400 80 4 1 
17 Leather Amor (carplete) 250 50 2 1 
18 Greaves 100 25 1 2 
19 Arming Doublet 75 15 1 l 
20 Tower Shield 550 55 4 1 
21 Figure 8 Shield 525 52 3 1 
22 Knight's Shield 450 45 3 1 
23 Viking Shield 425 60 2 1 
24 Scutum Shield 400 70 3 1 
25 Target Shield 500 25 2 1 
26 Buckler 50 5 1 1 
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WEi\PCt5 

t TYPE ro-ER AIDS ml' a::sl' DEX DEX SN 

--
1 Claynme 3 0 150 80 0 2 15 
2 Flanberge 3 3 100 90 0 2 15 
3 Yataghan 3 2 170 120 0 2 15 

' Bastard Sword 2 0 87 70 0 2 12 
5 Broadsword 2 3 75 so 0 1 10 
6 Tai1J:xnJ 2 3 49 86 0 1 9 
7 Falchim 2 2 62 45 0 1 10 
8 Shasheer 2 2 71 100 0 1 8 
9 TUl.war 2 1 52 56 0 1 7 

10 CmJUerla 2 -2 40 30 0 0 7 
11 CUtl.ass 2 0 48 48 0 1 8 
12 Damascus Sword 2 0 so 69 0 1 8 
13 Epee 2 -3 25 30 0 1 7 
14 Gladius 2 0 36 25 0 0 7 
15 Kris 2 0 so 90 0 1 8 
16 Rapier 2 -4 20 25 0 1 6 
17 Saber 2 0 so 45 0 1 8 
18 Scimitar 2 0 45 60 0 1 7 
19 Shotel 2 0 43 71 0 1 6 
20 Terb.ltje 1 5 44 48 0 2 6 
21 Bi1lhoat 3 0 190 120 8 3 14 
22 catd'p:>le 4 0 200 150 10 3 15 
23 Halbard 5 0 250 200 12 3 16 
24 Hal:pin 3 2 194 123 8 3 14 
25 Partizan 4 0 200 140 9 3 15 
26 Poleaze 6 0 300 225 13 4 16 
27 Ranseur 4 0 195 145 10 3 15 
28 Scythe 3 0 150 75 7 2 ll 
29 Voulage 4 · 3 200 160 8 3 15 
30 Guisame 3 4 198 135 9 3 14 
31 Bee-De-Corbin 5 0 150 90 0 2 18 
32 Great A>ee 4 3 220 "75 0 2 21 
33 War Hanmer 4 1 llO 60 0 2 16 
34 Heavy Mace 4 2 140 100 0 2 17 
35 ftt>Iningstar 4 0 90 80 12 2 15 
36 Bullava 3 5 130 120 0 2 17 
37 Heavy Flail 3 4 200 81 15 2 20 
38 Light Flail 3 1 180 77 13 2 19 
39 Broad A,ce 3 0 150 80 0 2 17 
40 Taper A,ce 2 0 70 40 0 1 8 
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~ 

t TYPE FCH:R AinS w:;'I' CJ:Sr DEX DEX 9-i ---
41 Mitre 2 0 70 38 0 1 8 
42 Francisca 2 2 60 50 12 1 9 
43 Pickaxe 2 0 100 10 10 2 15 
44 Piton Hamner 1 0 50 3 0 1 5 
45 Cra,,,bar 1 0 80 8 0 l 10 
46 Bich'hwa 1 3 40 20 4 0 0 
47 Bodkin 1 -2 10 2 3 0 0 
48 Miserioorde l 0 14 4 4 0 0 
49 Dirk 1 2 16 8 4 0 0 
50 Janbiya 1 4 12 24 8 0 0 
51 Katar 1 1 10 18 8 0 0 
52 Poniard 1 0 10 5 3 0 0 
53 Sax 1 5 20 30 10 0 7 
54 Main Gauche l 0 30 25 12 0 10 
55 Stilletto 1 -2 15 2 3 0 0 
56 SWordbreaker 1 -1 10 25 12 0 10 
57 Pike 5 0 80 50 12 3 15 
8 Spontoan 2 3 40 25 9 2 9 
59 Phalanx Spear 3 0 60 40 11 3 10 
60 Pilurn • 4 0 100 45 8 2 12 
61 Oxtongue 3 0 70 33 0 2 10 
62 Assegai 2 0 50 20 12 1 7 
63 Spear 2 0 50 15 11 2 8 
64 Javelin 1 0 30 5 7 1 5 
65 Arbalest 7 0 170 100 0 3 15 
66 Cranequin 4 0 112 75 0 3 13 
67 Light Crosstx:M 2 3 85 50 0 2 11 
68 Dokyu 2 0 90 100 0 2 11 
69 Prodd 2 -3 75 40 0 2 9 
70 catposit Ba'1 2 5 50 60 12 2 14 
71 ~ 2 3 50 50 12 2 12 
72 Self 1 5 25 10 10 2 9 
7 Staff Sling 2 0 100 5 11 1 0 
74 catm:n Sling 1 0 10 l 8 0 0 
75 Chakrarn 2 0 20 40 14 1 0 
76 Ankus 1 0 50 10 11 1 0 
77 Bagh Nakh 1 0 50 30 0 0 0 
78 Quarterstaff 2 0 100 5 15 l 10 
79 Blowgun 1 0 5 i 10 0 0 
80 war Fan 1 0 30 10 0 0 0 
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INITIALIZING DISKS ON TRS-80 
NOTE: ON BALROG - ON BALROG - ON BALROG - ON BALROG you should 

only transfer TRSDOS to disk "A" . Also be sure & have a blank formated disk avail­
able for saving games! 

Loading TRSDOS · U you have a TRS-80 Model I, follow these instructions: 

You will need to talce a copy of TRSDOS 2.3 (do not use your master TRSDOS 2.3 disk but 
make a copy from it!) and remove all the visible files from the disk. Visible files are those 
that appear when you type 'DIR'. After KILLing all the visible files , kill the following files 
in the given order: 

K1LL BACKUP/CMD.BACKUP 
KILL FORMA T/CMD.FORMA T 
KILL BASICR/CMD.BASIC 
KILL SYS5/SYS.F3GUM 

When finished, these should be the only files left on the destination diskette: 

SYS0/SYS - SYSl/SYS - SYS2/SYS - SYS3/SYS - SYS4/SYS - DIR/SYS -
BOOT/SYS - BASIC/CMD - SYS6/SYS 

On the "B" disk only you must now also KILL BASIC/CMD.BASIC 

Place the Adventure International Diskette into drive 0 and boot the system. This is 
accomplished by pressing the RESET button on the back left-hand side on the keyboard. 
The disk will ask you for the DESTINATION DRIVE?. Answer this with a '0'. If you have a 
2 drive system answer "1 ". Then follow the instructions given by the program. 

After the transfer utility stops, talce the disk "A" copy and boot it in drive 0. When 
'DOS READY' appears type 'AUTO AICHAIN'. Boot the system once again and the pro­
gram should thereafter auto-run. 

* * * * * * * * * * 
IF you have a TRS-80 Model m, follow these instructions: 

The disk you have purchased is in a Model I format. You will need to use the convert 
utility to make a Model III compatable version. To do this, follow these instructions: 

Take a copy of Model III TRSDOS and place it in drive 0, place the Adventure Inter­
national diskette in Drive 1. Boot the system. This is done by pressing the small orange 
square in the upper-right corner of the keyboard. When 'DOS READY' appears on the 
screen, type 'CONVERT'. This will execute the convert utility. Answer the 'Source Drive? ' 
question with a '1' . Then answer the 'Destination Drive? ' question with a '0' . Then utility 
will then convert all the programs from the Adventure International diskette to your 
TRSDOS disk. After finishing, KILL AICHAIN/CMD. You can then build a DO file by 
following these instructions: 

Type the following 
BUILD AICHAIN (ENTER) 
BASIC (ENTER) 
8 (ENTER) 
(ENTER) 
RUN"ST ART" (ENTER) 
(BREAK) 
AUTO DO AICHAIN (ENTER) 

For all computers: Be sure that you are not using write protect tabs when performing 
these operations. 
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INTERNATIONAL 

A DMSION OF SCOTT ADAMS, INC. 

BOX 3435 • LONGWOOD, FL 32750 • (305) 862-6917 

MACES & MAGIC #3 

MORTON'S 
FORK 
y Ch melaon Software 

Atar i Con'l'Ullon by Dnid H. Simmons 

MORTON'S FORK 
PROGRAM PARAMETERS 

L~N!,ltJAG E" . . ...... . ... . . .. . . . . Bas ic 

NUMBER OF PLAYERS (min/max) .... 1/1 

AVERAGE COMPLETION TIME . . 1 Month 

SUGGESTED AGE GROU P ... 12 to Adult 

RECOMMENDED FOR NOVICE? . ... Yes 

CLASSIFICATION: ........ Compu-novel 

SOUND? ... .. . .. . .......... ... .. . No 

GAME SAVE FEATURE? ....... . ... Yes 

MULTIPLE SKILL LEVELS? ... . ... . . Yes 

GRAPHICS ORIENTED? ... . .. . . ... . No 

REAL TIM E? . . . . ................ . . No 

SPECIAL EQUIPMENT: . . . . .. ... . . None 

Contains 2 ful l d isks of data; works on 1 or 
2 drive di sk systems. 

1981 COVER ART BY DAVID MANN 
REPRESENTED BY CREATI VE ASSOCIAT ES 

CANYO N COU NTRY , CA 

COPY'NGHT · THIS PAOClUCT IS COPVRK3HTEO and all 
rights.,.~ The dl8tr1butJon Ind.._.. of thla l)RJduct 
.,. Intended for the per80fW uae of the onglNIII purchaNr 
only and for UN only on the compute, ayat~ specified. 
Any unauthortz8d COPYlna. dupllcatlng, aelllng or othetwtoo 
dl1111butlng this pn,duot. la henlby exp,esaly forbidden. 

UIIITED WARRANTY· SCOTT ADAMS, Inc. shall 1\8¥9 no 
llal:ltlity lo any entity With reepoct to any lllllbility, lou or 
damage cauMd by thi s product. This product will be 
exctl8nQed It defective In manufacture, except for auch 
~t, the Nie of this program mater1a.l la without 
wananty Of liability. Magnetic matei1al may not be copyabte 
on "8ef'I l)'Stem ua.lng standard copytng procedures. All 
media are warranhld lo load for 1 year from date of 
J)UfehaN. If defectlYe, 19tum original media and proof of 
purchue for free n,plaoement. 8e)tond 1 YN1 aJeo Include 
16..oO handUng charge per hem. 

The wait is over! The third 
voyage into the sorcerous realms of 
the highly lauded " Maces & Mag ic" 
series is here. MORTON'S FORK con­
tinues the grand tradition birthed by 
its predecessors, BALROG SAMPLER 
and THE STONE OF SISYPHUS. 

MORTON 'S FORK - an in­
cred ibly powerful adventure which 
allow~ the partic ipant to penetrate an 
arcane world bereft of natural laws 
and rational ity . Where a man's worth 
is measured against the dark wars he 
must cont inually wage, and a life 
often possesses no more value than 
discarded chaff. 

The scenario is set within the 
confines of an ancient wizard's for­
tress . Through your keyboard input. 
you equip your warr ior with armor, 
weapons, gold, as well as with desiri­
ble personal attributes. These at ­
tr ibutes should inc lude strength, in­
tellegence, dexterity, charisma, a 
strong constitution , and verily -
even a little luck! You will find 
yourse lf searching for both fame and 
fortune, and alas, neither status is 
easi ly attainable! 

MORT O N' S FORK unique 
features inc lude multiple sk il l levels 
corresponding to actual levels in the 
w izard 's castle, increased usage of 
three dimensional relationships, and 
even craftier use of traps and snare 
over those found in BALROG and 
SISYPHUS. 

If you have met and surpassed 
the cha l lenge of other software enter­
tainment , or i f you truly yearn for a 
diverse, novel experience in conjunc­
t ion with your microcomputer, your 
search is now at an end. 

MORTO N'S FORK - power 
beyond be lie f. 
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