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1. Turn on computer and disk drive
2. Insf:!rt di ts k into dr ave
3. Type: L!]AD"*"~8
4. Hi t F:L:::TURN
5. Tvp e : F:UN
6. Hit RETURN

CRYSTAL 11I CROSOFT , L ro ,
HOUSTON. TEXAS ~:f::ElI2f

ImF'TH~: elF ?·r.t1~~CIr..:,L.
c:or1r1r.:l:tfClf"~E: 154

CRYSTAL MICROSOFT} LTD ..

"



INSTF,UCT IONS

THE SWORD OF ZIMROEL

The SItJOr-d
your- oltm
the way.
magical
Z IMF,OEL ~

of Zimr-oel is a fantasy adventur-e game. You can create
alter--ego and br-ave the multi-leveled caver-ns to find
You must face hor-r-ible monsters, to gain their- gold and

weapons. Bewar-e, mar-tal, for you step into DEPTHS OF

YClUF:.CI-IPIHACTEF:
Your- character is your- alter-ego in the univer-se of Zimr-oel. At
the beginning of your game, you will get to choose ratings for-
thr-ef? o·f YOUt- char-actet-istics; stJ--ength, intelligence, and
dexter-ity. Each of these can r-ange fr-om 1 to 10 and all other-
char-acter-istics ar-e der-ived fr-om them.

f.;jTRENGTH
Str-ength is a measur-e of your- physical power-.
thi~ means you can take many wounds befor-e dying.

A high in

I ~HELL I GENCE
Intelligence is a measur-e of your
effects your- spell casting.

intellect .. A high rat i nq

DEXTERITY
De)d:.0?r-ity is ,;1. mE!'::\SL.tr-eo·f 7Y-pI_W' speed.
chances oj hitting a monster and hurts
you.

. ~.

PI high r eti n q helos VOUI·-

his chances of hitting

LEVEL
Level is a plateau of experience you reach after collect.ing a
cer-tain amount of experience points. You always start out on
fir-st level, and must get. (2,000) two thousand expierence points
t.o r-each second level.. The amount to r-each the next level
doubles after that. (Third level = four t.housand, fourth level=
eight thousand, fifth level = sixteen thousand). When you r-each
a ,new level, you hit points and spell units immediately go up.
Also, your- thr-ee basic attributes may go up a few points ..

HIT F'OHHS
Your- hit points ar-e the amount of wounds you can
dying. When you enter- the inn and spend the night,
are healed. The amount of hit points you can have is
strength times your- level. When a monster- hits you,
points are lost. To survive, you must never let your
r- f? i:\ c: it z E~I" C) •

t ~1k 0~' tJ e:' f CJ:'" (,2

21.11 "JC)unc!s
eql...lal YOut-

SCHilt:: hit
hit p o i nt.ss

SPELL UNI T~;
Spel.l. un ita al"-~2':~measulre of Y0LtI'- ab iLi t v to cas t; c";p,::!ll.s.il-Jht?n
YClU C,3.st-a ~;p1=~l.l.in c omb a+ , thE:\':;:,Cr-eE?r-:~\)il1 d i ssp Lav thE' l:i.s;tC)·f

spells and their- corresponding numbers. These numbers denote
both the key; you hit for- that spell and the number of spell
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un i ts nee)d(~)cltCJ cast it.. Ttvu s , i+ you have thr-ee spell un irs ,
you cannot t.hrow 'fry', 'teleport', or 'kill', and when you
successfully cast a spell, your spell units will go down by the
number needed to cast tilat spell. To replenish your spell units
you must rest in the inn.

SPEU_
1. HEAL - tilis spell will increase your hit points 1 - 10 points
but never increase them beyond your maximum.

2. ZAP - this will damage your opponent as if you had hit
It can sometimes kill a weak monster.

hi in.

3. INVISIBILITY - t h i ss makE:?s YDUlr op p on errt un ab le to hit YOLI. It
lasts for the duration of combat..

c·
••• J • TELEPORT - this spell places you up or down a level (your

4. FRY - a more powerful version of zap.

choice) .

6. {<ILL self-explanatory; works on any monster

All spells can be used in combat.. Heal and teleport can be used
out of combat. Reme~ber that when you cast out of combat, tele-
port has a '2' next to it. This denotes the key to hit only.
Teleport still costs 5 spellunit.s to cast.

---=~~-<="-:

THE DEPTHS
There are seven levels in Zi~roel, and each is disti~ctive. All
of them are connected by magical ladders which change position
when you are not on their level. The ladder from the first level
t.o t.h~?inn, hOl"Jevf:?r,i!s not mi:\gici::d(jus;t old) and dOE:~sn o t; mOVE).

THE 1''lCJN8TER8
There a~e seven types of monsters that roam the depths, and each
make their homes on a particular level. However, you may
occasionallv find a monster one level above or below hIS
designated level. You will never find a particular monster in a
particular place, nor must you assume that an area is to be empty
wh~n you return. All monsters are continuously wandering, so
.<J,'::lt c h yoUt- b ae k I

TREASUr.:E
After you have killed a monster, you will get gold from the car-
cass and experience point.s from the fight. Of course, the
tougher the monster, the more gold and experience you will r=-
cieve. You may also find a magic sword or magical armor. When
you d o , t I',>.:::' Ser'2E?n l/~il1say ~;Clmething likE~ "i::\!'-mot'..+1" 01'- "a
s \.'J CJ 1'" c!: it:' s +~~;1/ • T h ~:? n U In b e Ir I:JE'::' hilid the I! -1- 1/ \.'J i t It cu"m D 1'- \..J i I I he 1p .,
you avoid getting hit. The number with a sword means the amount
it will help you hit. a monster. After the declaration of what
yell.(1'J.::'lve+ourtd , tlti:::, comput0?r-.v·.I.ill·i:;\':;::,k!1 "q,;::,'l:. it·-:~". I·f you ck~c:icL:,
to do this you will drop your current item in favor of this new
one. You can never regain your old item, though you may later
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find one just like it. For this reason it is not wise to get a
+2 sword when you already have a +4 sword. Sometimes you will
find gold while just wandering. This is because monsters some-
times drop their gold while the} wander. The monster who owns
the gold may lurk nearby, so becareful!

KEYBOARD COMMANDS
In response to most promts it will be clear that you ~ust type
"Y" or "N" or a number. Sometimes you will see "decision?" with
no explanation. Essentially this asks which way you want to move
or if you want to cast a spell out of combat. To movs, you must
use a diamond - shaped set of keys; A,S,W,Z.

up= W

left= A right= S

down= Z

Or you may c~st a spell ~y hitting 'C',

\


