


















Maximum Magic Points at Different Levels by Class 

LEVEL 2 .5 6 8 9 10 11 12 13 14 15 

WIZARD 10 
PRIEST 10 
RANGER 8 
MONK 10 

11 11 12 13 
11 12 13 14 

9 10 11 12 
10 10 11 11 

7 8 8 9 
6 7 7 8 

14 14 15 
15 16 17 
13 14 15 
11 12 12 

16 
18 
16 
12 
11 
11 

16 
19 
17 
13 
12 
12 

17 
20 
18 
13 
13 
13 

17 
20 
18 
14 
14 
13 

18 19 20 
20 20 20 
18 18 19 
16 18 20 
15 16 18 
14 14 15 

FIGHTER 7 
THIEF 6 

9 10 10 
8 9 10 

some spells, but some classes require a 
high level before any spells are available. 
The total number of spells an adventurer 
can learn is limited by his class, level and 
Intelligence. Thus, classes that have many 
possible spells but who can only learn a 
few, such as Rangers and Monks, should 
be very choosy about which spells they 
learn. 

Spells are divided into a number of 
different categories depending on where 
the spells can be used and how they 
interact The different types of spells are: 

Combat Spells: these spells can only be 
used during melee with monsters. They 
last only for the duration of the combat 
There are two kinds of Combat Spells: 

Passive: these spells always work, 
and whenever possible, they counter­
act any previously cast spells. Thus if 
an enemy wizard casts a Slow spell at 
the party then a party wizard could 
override it with a Quickness spell. 

Active: the effectiveness of active spells 
depends upon the spellcaster's magic 

power and experience level as well as 
the strength of the target Active spells 
may have a cumulative effect A second 
Fear spell, for example, can cause the 
victim to be more afraid then the first 
spell. A second Sleep spell will not 
deepen a sleeping target' s trance, 
however. 

Non-Combat Spells: these spells can be 
used only out of combat There are four 
types of Non-combat spells: 

Town: these spells can only be cast in 
a town. 

Wilderness: these spells can only be 
cast in Wilderness. 

Dungeon: these spells can only be 
cast in the dungeon. 

Everywhere Spells: these spells can 
be cast anywhere at anytime. 

The Spells Available Table lists the 
spell numbers an adventurer can learn at 
each level. The Spell Table lists the spells 
and their details in spell number order. 
Finally, the Spell List is organized alpha­
betically and describes each spell in detail. 

Spells Available at Different Levels by Class 
LEVEL 2 3 4 .5 6 7 8 9 10 11 12 13 14 15 

WIZARD 

PRIEST 

RANGER 

MONK 

FIGHTER 

THIEF 

14 

5 13 6 7 21 25 
9 41 10 14 54 33 

55 50 

1 21 2 25 3 18 
51 29 17 42 22 30 

49 

8 34 11 35 15 36 
37 45 38 - 39 48 
46 51 
56 

12 16 47 
- 40 

23 4 7 8 31 
26 43 19 37 34 

44 

24 32 
27 39 

20 48 
28 

1 17 25 2 29 3 18 4 6 30 26 22 33 37 23 
5 49 52 51 - 21 - 42 - 44 

5 50 6 45 56 7 13 8 33 9 34 14 35 10 36 
55 54 48 

52 55 9 13 56 - 11 - 15 

41 42 - 18 8 

Spell Table 

Sl'ELL MAGIC l'IAJllE TYl'E' 
# l'TS. 

1 1 HEALING 1 E 
2 2 HEALING 2 E 
3 3 HEALING 3 E 
4 4 HEALING 4 E 
5 1 FIREFLASH 1 C/ A 
6 2 FIREFLASH 2 C/ A 
7 3 FIREFLASH 3 C/ A 
8 4 FIREFLASH 4 C/ A 
9 1 QUICKNESS 1 C/ P 

10 2 QUICKNESS 2 C/ P 
11 3 QUICKNESS 3 C/ P 
12 4 QUICKNESS 4 C/ P 
13 1 ARROW FLAME 1 C/ P 
14 2 PARTY ARROW FLAME 1 C/ P 
15 3 ARROW FLAME 2 C/ P 
16 4 PARTY ARROW FLAME 2 C/ P 
17 1 PROTECTION 1 C/ P 
18 2 PROTECTION 2 C/ P 
19 3 PROTECTION 3 C/ P 
20 4 PROTECTION 4 C/ P 
21 1 CONFUSION 1 C/ A 
22 2 CONFUSION 2 C/ A 
23 3 CONFUSION 3 C/ A 
24 4 CONFUSION 4 C/ A 
25 1 WEAKNESS 1 C/ A 
26 2 WEAKNESS 2 C/ A 
27 3 WEAKNESS 3 C/ A 
28 4 WEAKNESS 4 C/ A 
29 1 BINDING 1 C/ A 
30 2 BINDING 2 C/ A 

SPELL LIST 

Accuracy and PartyAccuracy(#55, 56): 
these spells raise one adventurer's, or the 
whole party's, Fire Bow percentage to 250. 

Arrow Flame and Party Arrow Flame 
(#13-16): these spells increase the accu­
racy and damage of bow fire for one ad­
venturer, or the whole party. Arrow Flame 
1 increases accuracy by +50 percent and 
Bow Point Values by + 15. Arrow Flame 2 
increases accuracy by + 100 percent and 
bow point values by +25. 

Awaken (#51): this spell rouses all sleep­
ing adventurers or neutralizes a sleep 
spell. 

Binding (#29-32): these spells inhibit 
the movement of monsters, making them 
easier to hit The spells are progressive 
so that a Binding 3 is stronger than a 
Binding 1 and Binding 2 combined. Bind-

Sl'ELL MAGIC l'IAJllE 
# l'TS. 

31 3 
32 4 
33 
34 
35 
36 
37 
38 
39 
40 
41 
42 
43 
44 
45 
46 
47 
48 
49 
50 

1 
2 
3 
4 
1 
2 
3 
4 
1 
2 
3 
4 
1 
2 
3 
4 
1 
2 

BINDING 3 
BINDING4 
MINDBLASTl 
MINDBLAST2 
MINDBLAST 3 
MINDBLAST4 
FLAMEBOLTl 
FLAMEBOLT 2 
FLAMEBOLT 3 
FLAMEBOLT4 
CHARM 
SLEEP 
TELEPORTATION 
RESURRECTION 
NINJA 2 
FEAR 
DISSOLVE 
SUMMON ELEMENTAL 
DISPEL UNDEAD 
NINJA 1 

51 3 AWAKEN 
52 4 MONSTER EVALUATION 
54 2 TRANSPORTATION 
55 3 ACCURACY 
56 4 PARTY ACCURACY 

TYl'E' 

C/A 
C/A 
C/ A 
C/ A 
C/A 
C/ A 
C/ A 
C/ A 
C/A 
C/A 
C/A 
C/A 
C/A 

E 
C/ P 
C/ A 
C/A 
C/ P 
C/ A 
C/ P 
C/A 

N/ WD 
N/ T 
C/ P 
C/ P 

• Spell Types include: E = Everywhere, 
W = Wilderness, D = Dungeon, T = Town, 
C = Combat N = Non-combat P = Passive 
(not cumulative), A = Active (cumulative). 

ing spells are particularly effective against 
flying creatures and monsters that are 
difficult to see. 

Charm ( #41): this spell makes monsters 
so friendly that they forget that they are in 
combat, until they are attacked. 

Confusion (#21-24): these spells make 
it difficult for monsters to use their magic 
The spells are progressive so that a Con­
fusion 3 is stronger than a Confusion 1 
and Confusion 2 combined. 

Dispel Undead (#49): this spell causes 
skeletons, zombies, ghosts, and other 
creatures back from the dead to flee or 
simply dissolve. 

Dissolve (#47): this spell causes mon­
sters to simply dissolve away to nothing. 

Fear(#46): this spell frightens monsters 
into running away in terror. 
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Fireflash (# 5-8): these spells shoot a 
blast of flam e at one monster. The spell 
causes the fo llowing damage according 
to the level of the spell: 

Fireflash 1 1-10 points o f dam age 
Fireflash 2 1 -30 points o f dam age 
Fireflash 3 1 - 60 po ints of dam age 
Fireflash 4 1-100 points of damage 

Flamebolt ( #37-40): these spe lls shoot 
a sheet of flame that attacks every mon­
ster in the combat The attack is reduced 
by the monsters' armor, however. The 
spell causes the following damage ac­
cording to the level o f the spell: 

Flamebolt 1 1 - 7 points of damage 
Flamebolt 2 1 - 15 points o f dam age 
Flamebolt 3 1 -31 points of damage 
Flamebolt 4 1 - 66 points o f damage 

Healing (#1-4): this spell restores hit 
points and cures Body areas for one 
adventurer. The spell restores the hit 
points and cures body areas acco rding to 
the level o f the spell: 

Healing 1 1 -9 hit points 
Cure 1 Injury 

Healing 2 1 -27 hit points 
Cure 1 Break or 2 Injuries 

Healing 3 1 -57 hit points 
Cure 1 Gone, 1 Break & Injury, etc 

Healing 4 1 -99 hit points 
Cure more than 1 Gone 

Mindblast (#33-36): this spell trans­
mits a powerful blast of psychic energy at 
the monsters. The spell causes the fol­
lowing damage according to the level of 
the spell: 

Mindblast 1 1 - 5 points of damage 
Mindblast 2 1 - 11 points of damage 
Mindblast 3 1 -41 points of damage 
Mindblast 4 1-81 points of damage 

Monster Evaluation (#52): this spell 
determines the approximate experience 
level of n earby monsters. Although it 
occasionally yields inaccurate results, it is 
a good idea to cast this spell immediately 
upon entering a dungeon and occasion­
ally in the wilderness. 

Nhtja (#45 & 50): this spell transforms 
the spellcaster into a fighter of super-

16 

human ab ili ty. This spe ll gives the caster 
h igh attack, defense, and dam age abilities 
regardless of his actual arm or or weapons. 
Ninja 2 is more power fu l than Ninja 1, 
even tho ugh Ninja 1 costs more m agic 
po ints. 

Protection(#17-20): this spell increas­
es the effectiveness o f each party m em ­
ber's armor. The am o unt of additio nal 
arm or depends on the level of the spell: 

Protection 1 + 1 point of armor 
Protectio n 2 +3 points of armor 
Protection 3 +6 points o f armor 
Protection 4 + 1 0 points of armor 

Quickness (#9-1 2): this spell m akes 
the party m embers move faster so that 
they can swing more times during an. 
attack. The speed increase depends on 
the level of the spell: 

Quickness 1 +10% speed increase 
Quickness 2 + 25% speed increase 
Quickness 3 +45% speed increase 
Quickness 4 + 70% speed increase 

Resurrection (#44): this spell attempts 
to ra ise an adventurer from the dead. The 
shock of dying will permanently lower the 
victim's Constitution one or two points, 
however. 

Sleep (#42): this spell causes oppo­
nents to fall into a daze where they cannot 
attack. parry, or cast spells. 

Summon Elemental (#48): this spell 
summons up an elem ental that the party 
has previo us ly loaded in at a guild. The 
elem entals are listed on the guild roster 
and one of them must be loaded in at a 
guild before he can be summoned in 
combat 

Teleportation (#43): this spell will tele­
port the party out of a combat 

Transportation (#54): this spe ll will 
transport the party interdimensionally 
from one town to another. 

Weakness (#25-28): these spells cause 
monsters to lose strength and so do less 
damage when they hit adventurers. The 
spell is p rogressive so that Weakness 3 
is more power ful than Weakness 1 and 
Weakn ess 2. 

Divine Spells (#57+ ): these spells may 
only be acquired during the course of the 
game for specia l purposes. 

TREASURE 
Treasure is one of the great rewards for 
the hearty adventurer in PHANTASIE Ill. 
Treasures such as magic weapons, pre­
cio us gem s, and ancient scrolls with clues 
to Scandor's plight abound in the Wi lder­
ness and dungeons. Unfort unately, the 
party wi ll have to fight for treasure, as 
almost all of these items are guarded by 
monsters. 

There are four types of treasure in 
PHANTASIE Ill: Combat Equipment Po­
tions, Scrolls, and Other Valuables. Some 
items wi ll help the adventurers on their 
q uest Other items wil l be sold at Armor­
ies in towns for gold. Each type of treasure 
is its own reward. 

COMBAT EQmPMENT 
Combat equipment in PHANTASIE Ill in­
cludes shields, armor, melee weapons, 
and bows. Each item has a set of attri­
bute requirements, normally based on 
Strength. On ly adventurers with high attri­
butes can use heavy equ ipment Note 
that magical equipment has lower attri­
bute requirem ents than no rmal equ ip­
m en t of equal point value. Each type of 
eq u ipment is listed wi th its item number, 
its poin t value, its attribute req uirements, 
and its nam e. 

Shields 
ITEl'I l'Oll'fT STREl'IGTH TYl'E 

# VALUE REQUIRED 

1 1 1 Glove 
2 2 2 Wooden Shield 
3 3 3 Wooden Shield + 1 
4 4 4 Small Shield 
5 5 5 Small Shield + 1 
6 6 6 Small Shield +2 
7 7 7 Small Shield +3 
8 8 8 Medium Shield 
9 9 9 Medium Shield +1 

lO 10 lO Medium Shield +2 
11 11 11 Medium Shield +3 
12 12 12 Large Shield 
13 13 13 Large Shield + 1 
14 14 14 Large Shield +2 
15 15 15 Large Shield +3 
16 16 16 Giant Shield 
17 17 17 Giant Shield + 1 
18 18 18 Giant Shield +2 
19 19 19 Giant Shield +3 
20 20 20 God Shield (Magic) 

Armor 
ITEl'I l'Oll'fT STKEl'IGTH TYl'E 

# VALUE REQUIRED 

21 1 2 Clothing 
22 2 4 Robes 
23 3 6 Leather 
24 4 8 Hard Leather 
25 5 10 Ring Mail 
26 6 12 Scale Mail 
27 7 14 Chain Mail 
28 8 16 Splint Mail 
29 9 18 Banded Mail 
30 lO 20 Plate Mail 
31 2 0 Cloth +1 
32 3 0 Robes +l 
33 4 2 Leather +1 
34 5 4 Leather +2 
35 6 6 Ring Mail +l 
36 7 8 Ring Mail +2 
37 8 lO Chain Mail +1 
38 9 12 Chain Mail +2 
39 10 14 God Robes (Magic) 
40 11 16 God Armor (Magic) 

Bows 
ITEl'I l'Oll'fT ATTRIBUTES TYl'E 

# VALUE REQUIRED' 

41 1 0 Self Bow 
42 2 2 Self Bow +1 
43 3 4 Self Bow +2 
44 4 6 Short Bow 
45 5 8 Short Bow +1 
46 6 10 Short Bow +2 
47 7 12 Medium Bow 
48 8 14 Medium Bow + 1 
49 9 16 Medium Bow +2 
50 10 18 Compound Bow 
51 11 20 Compound Bow+l 
52 12 22 Compound Bow+l 
53 13 24 Gnome Bow 
54 14 26 Long Bow 
55 15 28 Long Bow +l 
56 16 30 Long Bow +2 
57 17 32 Crossbow 
58 18 34 Old Bow 
59 19 36 Crossbow +2 
60 20 38 God Bow 

*Attributes required is based on 
Strength + Dexterity. 
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Melee Weapons 
ITEl'I l'Oll'fT A1TRl8lITM 1Yl'E 

# VALUE RJIQUlllf:D" 

61 1 3 Knife 
62 2 6 Dagger 
63 3 9 Club 
64 4 12 Mace 
65 4 15 Small Axe 
66 5 18 Staff 
67 6 21 Short Sword 
68 6 24 Flail 
69 7 27 Hammer 
70 8 30 Spear 
71 9 33 Axe 
72 9 36 Sword 
73 10 39 Heavy Mace 
74 11 42 Trident 
75 12 45 Large Spear 
76 12 48 Large Axe 
77 13 51 Pike 
78 14 54 Long Sword 
79 15 57 Bardiche 
80 15 60 Hal bred 
81 2 3 Knife +1 
82 3 6 Knife +2 
83 4 9 Club +1 
84 5 12 Club + 2 
85 7 15 Flail +1 
86 8 18 Flail +2 
87 9 21 Spear +1 
88 10 24 Sword +1 
89 11 27 Sword +2 
90 13 30 Sword +4 
91 14 33 Sword +5 
92 15 36 Sword +6 
93 16 39 Halbred +1 
94 17 42 Halbred +2 
95 19 45 Sword +10 
96 20 48 Halbred +5 
97 21 51 Halbred +6 
98 22 54 God Knife (Magic) 
99 23 57 God Mace (Magic) 

100 25 60 God Sword (Magic) 

*Attributes required is based on 
2 x Strength + Dexterity. 

POTIONS 
Potions are magic concoctions that ad-
venturers drink to restore hit points, dam-
aged body areas, or spent magic p0ints. 
There are two different kinds of potions: 
Healing Potions and Magic Potions. 

Healing Potions (#101-110): these 
potions will restore a number of hit points 
to an adventurer and help heal damaged 
body areas. Healing Potions come in ten 
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different strengths; the higher the level 
the greater the power of the healing: 

Healing 1 1 pt healed 
1 Injury healed 

Healing 2 4 pts. healed 
1 Injury healed 

Healing 3 9 pts. healed 
1 Injury healed 

Healing 4 16 pts. healed 
1 Break or 2 Injuries healed 

Healing 5 25 pts. healed 
1 Break or 2 Injuries healed 

Healing 6 36 pts. healed 
1 Break or 2 Injuries healed 

Healing 7 49 pts. healed 
1 Gone, 1 Break & Injury, etc. healed 

Healing 8 64 pts. healed 
1 Gone, 1 Break & Injury, etc. healed 

Healing 9 81 pts. healed 
1 Gone, 1 Break & Injury, etc. healed 

Healing 10 100 pts. healed 
More than 1 Gone healed 

Magic Potions (#111-120): these po­
tions will restore a spell caster's magic 
points. They also come in ten different 
strengths; the higher the level the greater 
the number of magic points restored. 

Magic 1 3 pts. restored 
Magic 2 6 pts. restored 
Magic 3 9 pts. restored 
Magic 4 12 pts. restored 
Magic 5 15 pts. restored 
Magic 6 18 pts. restored 
Magic 7 21 pts. restored 
Magic 8 24 pts. restored 
Magic 9 27 pts. restored 
Magic 10 30 pts. restored 

SCROLLS 
A number of people have recorded impor­
tant information on scrolls that are scat­
tered throughout Scandor. Some of the 
scrolls are available atArmories in towns; 
others are closely guarded by monsters. 
All together these scrolls hold many of the 
secrets of the enemy and how he may 
be defeated. Remember that adventurers 
may only read scrolls by using the Use 
Item command in a city. 

OTHER VALUABLM 
Many other va luable treasures exist in the 
PHANTASIE Ill universe. These treasures 
include gems, objects d'art and one-of-a­
kind masterpieces. 

APPLE-SPECIFIC 
INFORMATION 
APPLE II SERIES 
This section lists specific instructions for 
p laying PHANTASIE Ill on Apple II+, lie, 
lie. IIGS ( in Apple II emulation mode), 
and other Apple compatible computers. 
The General Rules for playing PHANTASIE 
Ill are given in the preceding pages. 

WADING THE GA!'llE 
Place the game disk. label side up, into 
your disk drive. Turn your computer on. 
The system will boot and the title page 
will be displayed. Hit any key to get to the 
Initial Menu. 

PHANTASIE 111 is designed so that you 
only need the original game disk to begin 
each game. You must make a Player disk 
and a Dungeon disk that will be used in 
normal play. The system will prompt you 
when you need to make any disk changes. 

Place the game disk. with the label 
facing up, into your disk drive. The labeled 
side is called the Boot Disk. the unlabeled 
side is called the Utility Disk. Turn on your 
computer and the program will autoboot 
When you get to the title page everyth ing 
is Okay. Hit any key to proceed to the 
Initial Menu. 

The Initial Menu includes five different 
commands. These commands are: 

INITIAL MENU 

KEY COJlll'IAN 0 

1 Start in Pendragon 
2 Continue Saved Game 
3 Demo 
4 Utilities 
5 Computer Type 

Start In Pendragon: use this option to 
start the game once you've made up your 
own Player and Dungeon disks. 

Continue Saved Game: use this option 
to continue a previously saved game. 

Demo: use this option to view a demon­
stration of PHANTASIE III. 

Utilities: use this option to get to the 
Utilities Menu for making new Player and 
Dungeon Disks, transferring characters, 
backing up characters, etc. This is the 
first p lace you want to go before playing 
the game. 

Computer Type: use this option to toggle 
between the Apple II and Apple compat­
ible versions of the program. Try the Apple 
version first; if you have problems with 
your compatible then try the Other com­
puter type. 

Go from the Initial Menu to the Utilities 
Menu. Make sure you have two blank sin­
gle sided disks ready (or one disk that 
has been notched so that you can flip it to 
use both sides) so that you can make 
your own Player and Dungeon Disks. 

UTILITIES MENU 
KEY COJlll'IAND 

1 Make Player and Dungeon Disks 
2 Other Utilities 

Make Player and Dungeon D i sks: this 
option takes you to the Disk Making Util­
ity Menu. 

Other Utilities: this option takes you to 
the Other Utilities Menu. These Utilities 
are not available until you have made a 
Player Disk. 

DISK MAKING UTILITY MENU 
KEY COJlll'IAND 

1 Make Player Disk 
2 Make Dungeon Disk 
3 Exit 

Make Player Disk: this option creates a 
Player Disk that will include the adven­
turers, the wilderness, and the towns used 
when Playing PHANTASIE Ill. Because of 
the amount of information on this disk it 
takes almost a dozen disk swaps to copy 
everything from the Game Disk to the new 
Player Disk. 

Make Dungeon Disk: this option cre­
ates a Dungeon Disk that includes the 
dungeons used in PHANTASIE III. This 
disk will also take almost a dozen passes 
to create. 

Exit: this option gets you back to the 
Utilities Menu. 

Once you've made your Player and 
Dungeon Disks you can Exit back to the 
Initia l Menu and Start in Pendragon to 
begin the game. 

The Other Utilities Menu is used to 
Backup your characters onto another disk. 
or to transfer characters from PHANTASIE 
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I or II into PHANTASIE Ill. You do not need 
to backup your characters during normal 
game saves. Backup is on ly necessary if 
you are worried about losing data from 
your Player Disks. 

OTHER UTILITIES MENU 
IIBY COllflltAl'ID 

1 Continue Game 
2 Initialize Backup Disk 
3 Transfer Characters To Backup Disk 
4 Transfer Characters From Backup 

Disk 
5 Start A New Game 
6 Transfer Characters From 

PHANTASIE I Or II 

Continue Game: this option puts you 
back at the Initial Menu. 

Initialize Backup Disk: this option ini­
tializes a blank disk so that it may be 
used as a Backup Disk. 

Transfer Characters To Backup Disk: 
this option will transfer your characters to 
an already initialized Backup Disk. 

Transfer Characters From Backup Disk: 
this options takes the characters from an 
already generated Backup Disk and puts 
them onto the Player disk. 

Start A New Game: this option resets 
the entire game to the same condition as 
when it was new. It also erases your char­
acters from the Player Disk. The computer 
will remind you of this by saying STARTING 
A NEW GAME WILL ERASE OLD CHAR­
ACTERS OKAY? (Y/ N). A Y will erase the 
characters and reset everything. An N will 
put you back to the Other Utili t ies Menu. 

Transfer Characters: this option allows 
you to transfer characters from PHAN­
TASIE I or II for use in PHANTASIE lll. 
I f you decide to use o ld adventurers in 
PHANTASIE III then the transfer is the first 
action you should take after making your 
Player and Dungeon D isks. Warning: this 
process w ill have the following adverse 
effects: 

The transfer process wi ll erase any 
characters a lready created in PHANTASIE 
Ill. Your characters wi ll lose all of their 
item s except the Wand ofNikademus. They 
also lose the majority of their money, expe­
r ience points, and accum ulated spells. 
They wi ll reta in any Divine spells (#57 
and above) and their normal beginning 
spell by class. 
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The transferred characters wi ll begin 
at level O. b ut should have enough re­
maining experience and money to train 
up several levels. At the start orthe game 
these characters shou ld go to the bank. 
withdraw their money, and then go to the 
Guild and tra in. 

PIAYING THE GAME 
Each session of PHANTASIE III begins 
and ends in a town. The Town Menu will 
take the adventurers to the various loca­
tions in the town. 

TOwrl MEl"IU: GO TO 
IIBY COMl'IAl'ID 

A Armory 
G Guild 
M Mystic 
N Inn 
B Bank 
L Leave Town 

After choosing a Go To option you will 
see a new list of commands for each 
location: 

ARJllORY MEl"IU 
IIBY COMl'IAl'ID 

L List first items in the Armory inventory 
B Current shopper buys an item 
C Continue list of Armory Inventory 
A Change to another shopper 
E Exit Armory 

GUILD MENU 

Party Members: 
IIBY COMl'IAl'ID 

S Attempt to learn new spells 
T Attempt to train levels and skills 
D Drop adventurer from party 

Guild Members: 
IIBY COMl'IAl'ID 

L List Gui ld members 
N Create new Guild member 
R Rename Guild member 
A Add Gu ild member to party 
E Exit Guild 

RAl"IK MEl"IU 
IIBY COMl'IAl'ID 

W Withdraw gold p ieces 
D Deposit gold p ieces 
E Exi t Bank 

Wh ile in town the adventurers may 
perform a number of utility functions that 
are in the lower part of the Town Menu. 

TOwrl MEl"IU: OTHER OPTIONS 
KEY COMl'IAl'ID 

C Cast a spell 
U Use an item 
D Distribute and sell item s among 

par ty m embers 
T Trade Items among party m embers 
I Inspect a party m ember 
S Save Gam e 

Every time you leave town the game is 
automatically saved. If you stop the game 
while outside a town you can continue it 
again from the last town the party was in. 

Once the party is out of town, you are 
given the Adventure Menu. The adventure 
m enu is the same in the dungeon as in 
the Wilderness with the add ition of a 
command for looking around. 

ADVEl"ITURE MENU 
KEY COMl'IAl'ID 

C Cast a spell 
I Inspect a party m ember 
U Use an item 
T Set time lag in combat and toggle 

sound on/ off 
L Look at larger area ( in dungeon only) 

3,N Move 1 square North* 
W Move 1 square West 
E Move 1 square East 
S Move 1 square South 

• Both the 3 and the N key will move North 
so that the 3 -E-S-W diamond can be used. 

Whenever the party m eets a group 
of monsters an Encounter Menu is dis­
played. After every round of combat the 
Encounter Menu will be displayed again, 
just in case you want to change your mind. 

ENCOUNTER MENU 
KEY COMl'IAl'ID 

1 Fight the monsters 
2 Accept the monster's surrender 
3 Greet the monsters 
4 Beg for m ercy from the monsters 
5 Flee from the monsters 

When the party gets into combat you 
can set each adventurer' s tact ics from the 
Melee Menu. 

MELEEMENU 
KEY COMl'IAl'ID 

1 Thrust with m elee weapon 
2 Attack with melee weapon 
3 Slash with m elee weapon 
4 Lunge with m elee weapon 
5 Aim m elee weapon at vital body area 
6 Cast a spell 
7 Parry with shield 
8 Fire bow 
9 Other options 

OTHER OPTIOl"IS MEl"IU 
KEY COMl'IAl'ID 

1 Move to forward rank 
2 Move to middle rank 
3 Move to back rank 
4 Set time lag in combat and toggle 

sound on/ off 
5 Redo all adventurers' options from 

start 

TERRAll"I 
PHANTASIE Ill uses two different kinds 
of maps: Wilderness maps and dungeon 
maps. Each map is displayed in the lower 
left: corner of the screen and each uses 
different terrain. The terrain in the Wilder­
ness includes: 

The Party: this square marks the loca­
tion of the party on the map. 

A Town or Inn: this small square repre­
sents towns or independent Inns in the 
wilderness. 

Dungeons: this forbidding opening is 
the adventurer's invitation to death and 
danger. 

Paths: the open areas are the most easily 
traveled but have the greatest variety of 
encounters. 

Deserts: this represents hard, open des­
ert Easy traveling with mostly humanoid 
encounters. 

Grasslands/Forests: this represents 
more closed te rrain. Harder traveling with 
more insect and slime encounters. 

Mountains/Hills: this represents verti­
cal terrain, extrem ely difficult to travel 
through. Wild animals abound here. 

Rivers/Lakes/Seas: this represents large 
water barriers. Adventurers must swim 
through these squares or take damage 
from drowning. No encounters here though 
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The terrain in the dungeon includes: 
The Party: the same small square as in 
the Wilderness. 

Doors: a barrier to movement and sight­
ing. Some doors are locked. 

Corridor. paths through the dungeon. 
Watch out for wandering encounters here. 

Rooms: open areas in the dungeon. 
Some rooms are lairs for monsters. 

Items: these small dots represent inter­
esting items or people in the dungeon. 
Moving on top of the dot activates the 
encounter. 

Secret Doors: these aren' t shown on 
the map; they look just like walls. But if 
the party attempts to move through what 
looks like a wall and makes it you' ll know 
that they've found a secret door. 

SAVING THE GAME 
To save the game use the S option from 
the Town Menu. Be sure to record the 
Guild Number of one of the adventurers 
in your party; you will need the number 
when you continue the game. 

To restart the game use Option 2, 
Continue Saved Game, from the Initial 
Menu. Choose one of the adventurers in 
the party from the Guild List presented. 
You will end up at the Town Menu of the 
Town that the adventurer was in when the 
game was saved. The number of the town 
the adventurer is in is listed to the left of 
his name. 

BACKUP DISKS 
The PHANTASIE Ill Boot and Utility Disks 
are copy protected, but are only used at 
the beginning of each game. The Player, 
Dungeon, and any Backup disks are un­
protected and can be reproduced with 
any good copying program. 

APPENDIX I: QUICK START 
For those that want to jump right in and 
" Test Drive" PHANTASIE Ill you can use 
these quick start instructions. 

1) Before you can begin play you must 
create 2 disks: a Player disk and a Dun­
geon disk. Check the Machine Specific 
Instructions for your computer for infor­
mation on creating the disks. 
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l) After you have made the disks get 
back to the Starting Menu. Choose " Start 
in Pendragon" to begin the game. 

3) Once in the town go to the Guild to get 
adventurers to form a party. In the Guild 
the List Members command will show you 
six adventurers that are already in the 
guild. These adventurers are beginning 
characters, but are already pre-generated 
and pre-equipped. They also form a rea­
sonably balanced party to start. Apple II 
players shou ld note the guild numbers 
(l-6) that represent these adventurers. 

Hit the space bar to return to the Guild 
Menu. Use the Add Members command 
to add the Adventurers from the Guild to 
your party. Now exit the Guild. 

4 ) Go to the Bank and Withdraw about 
500 gold to cover expenses while you 
travel. Exit the Bank. 

5 ) Next go to the Armory. Choose a char­
acter to be the buyer and then List the 
items available. Continue the list until the 
scrolls appear. Buy a couple of scrolls. 
Exit the Armory. Choose the Use Item 
command and the character who bought 
the scrolls. Then choose the scrolls from 
the list The information on the scrolls 
should give you an idea on what is going 
on in Scandor and a clue as to where you 
might want to go. 

You are now ready to begin your adven­
ture. Leave the town and good luck. 

HOW TO ANSWER QUESTIONS 
Many questions in the game have a m enu 
of different options. If the menu is num­
bered, then input the number to make 
your choice. If the names on the menu 
include a " )" then input the letter to the 
left of the bracket to make your choice. If 
a question gives you a choice such as 
" Disarm or Leave" then input the first 
letter of your choice. Many questions want 
a Yes or No answer; simply hit " Y" or " N" 
to make a choice. If a screen does not ask 
a question, but leaves a blinking cursor, 
hit RETURN to continue. 

Whenever you refer to an adventurer 
outside of the guild lists, you use the 
adventurer's number in the party. So, after 
you say you want to disarm the trap you 
will specify the adventurer (1-6) that at­
tempts the disarm. 

When you are outside a town you can 
move four different directions on the map. 
Atari ST, Amiga and Macintosh users can 
use their mouse. Commodore and Atari 
800 users can use their joysticks. Apple 
users use the diamond of keys: 

3 w+E 
s 

where 3 represents North, W West E East 
and S South. You may also use N to 
represent North, if you like. 

This should be enough to get you 
started into the world with the sample 
party. When you run into a s ituation you 
don' t understand look up the rule cover­
ing that speci fic situation. When you feel 
you understand the game and how it 
works you can go back. make up your own 
party, and go for the gusto. 

APPENDIX II: DIFFERENCES 
BETWEEN PHANTASIE III 
AND PHANTASIE I & II 
Players who have already gone through 
PHANTASIE I or PHANTASIE II will recog­
nize most of the rules for PHANTASIE Ill. 
But severa l new rules have been added 
to PHANTASIE Ill, including an expanded 
combat system, additional spells, and 
revised screen layouts. What follows is a 
summary of these changes. 

Going Up Levels: each time a character 
goes up a level he can receive training in 
three skills. A chart lists the character's 
current level in each skill, and the effect of 
training in that skill. The character will 
also receive an amount of Gold that 
depends on his social class. 

Social Class: each character has a social 
class: Peasant Laborer, Craftsman, or 
Noble. Humans, Elves, Dwarves, Gnomes, 
and Ha lflings tend to be of the higher 
classes. Social Class affects starting mon­
ey and money rece ived for advancing a 
level. 

Trading: while in town adventurers may 
trade items without having to redistribute 
them using the Trading option. 

Bows: bows have rep laced thrown rocks 
as every m an's ranged weapon. It is easier 
to hit an opponent with a bow, and Armor 

is less effective vs. them. Thieves get a 
free +30 to their Fire Bow Skill Elves 
receive a + 15 to Fire Bow Skill. 

Body Locations: each character and 
monster has 6 Body Locations: Head, 
Torso, Left and Right Arm, and Left and 
Right Leg. These Locations may be Okay 
(0), Injured (I), Broken (B), or Gone (G). In 
the Wilderness the condition of each part 
of the body is shown in a stick figure 
diagram under the character's status. 

Healing: healing spells and potions can 
Heal Body Areas as well as Hit Points. 
Each Healing spell or Potion will heal the 
most vital area it can. Each area Gone 
counts as 1 Broken and 1 Injured area or 
3 Injured areas. Each Broken area counts 
as 2 Injured areas. The following chart 
lists the effects of different strength Heal­
ing spells and potions. 

HEALING 
l'OTIOl'f 

1-3 
4-6 
7-9 

10 

HEALING /\REAS HEALED 
SPELL 

I 
II 
111 

IV 

1 Injury 
1 Break or 2 Injuries 
1 Gone 1 Break & 
1 Injury, etc. 
More than 1 Gone 

Hit Points are used separately from 
Body Areas. A character can die from 
having his Head or Torso removed, or 
from enough h it points to an arm to kill 
him. It is possible for an adventurer to 
have all of his Hit Points, but have a limb 
Gone. 1rs a lso possible to have no dam­
aged limbs, but be low on Hit Points. 

Staying at an Inn cures all of an adven­
turer's Hit Points, and will cure 1 Break or 
2 Injuries. A vis it to the Inn of a town is 
still free. A visit to an independent Inn 
costs 250 Gold. 

Spells 5-8 (Fire flash) and 37-40 
(Flamebolt) attack a speci fi c Body Area. 
Spells 33-36 (M indblast) only affect the 
monster's Hit Points. 

Different weapons have different chan­
ces to hit different Body Areas. Bows have 
the best chance to hit the vital Head or 
Torso Areas. Spell s have an equa l chance 
to hit a ll Body Areas. Hand Held weapons 
have the worst chance to hit a vital area 
especially against very ta ll monsters. The 
Aim Blow combat option allows an adven­
turer with a hand weapon to aim at a vita l 
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location at the cost of only taking one 
blow and a reduced chance to h it 

When a Body Area is Broken, it restricts 
an adventurer's choice of actions. An 
adventurer m ay not fire a bow if any of h is 
Arms or Legs are Broken. An Adventurer 
may not cast a spell or swing a weapon if 
his Right Arm is Broken or Gone. Parry is 
the on ly combat option for an adventurer 
with a Broken Righ t Arm. 

Monster Status: during combat three 
th ings will be l isted about enemy mon­
sters: their Rank. their Name, and their 
Status. The Status of a monster can be: 
Unconscious (U), Sleeping (S), Down (D), 
and Okay (K). As an example3 Gnomes in 
the 2nd rank who are Sleep ing. Uncon­
scious, and Down would be l isted as: 

2 GNOME(S) S U D 

Sleeping adventurers and monsters 
are automatica lly hit in combat Down ad­
venturers and monsters are m uch easier 
to h it than Okay targets, b ut can sti ll 
dodge. 

Adventurer Positions in Combat: dur­
ing combat an adventu rer can assume 
one of three posi tions: Back. Middle, or 
Forward. A character who is Forward has 
an increased chance to hit with hand 
weapons, but an even greater chance to 
be hit by the monsters. A character who is 
Back is harder for the monsters to hit but 
has an even harder t ime hitting the mon­
sters with a hand weapon. 

An adven turer's position has no effect 
on h is chance to hit with a Bow. An 
adventurer's combat modifiers for posi­
t ion are calculated re lative to the rest of 
the party. If a ll of the adventurers are 
Back. then none of them get any bonuses 
or penalties. 

Mapping: Scandor is divided into a 5 X 5 
area referenced by a grid labeled A - E 
West to East and I - V North to South. 
Other p lanes, d imensions, have their own 
labels. All areas are already mapped so 
spell 53 (Vision) is unnecessary. 
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APPENDIX III: TIPS & HINTS 
Playing PHANTASIE Ill is a b ig job; there 
are hundred s of deta il s to keep track 
o f. This sectio n includes a few h ints on 
" good" ways to handle som e o f those 
deta ils. You' ll have to experiment to find 
your own persona l " best" so lution to the 
game. 

FORl'llNG A PAKJ'Y 
The r ight combination of adventurers is 
ha lf the battle in PHANTASIE Ill. When you 
choose an adventurer's race and class 
you define the chance of getting particu­
lar attributes, not the attr ibutes them­
se lves. High attributes m ake surviving 
and advancing leve ls much easier. 

Strength: fighting types need every po int 
they can get Often the on ly advantage of 
random creatures is a chance for h igh 
STR. Don' t take a random creature though 
unless its other Attributes are okay too. 

Intelligence: a ll spellcasters need INT; 
l imited spe llcasters l ike Monks and Ran­
gers need every point they can get Limited 
spellcasters receive very Few Spells Avai l­
ab le, they shou ldn' t waste them on middle 
level junk l ike FIREFLASH 2 or HEALING 2 
when very powerfu l 3 and 4 point spells 
are just a couple of leve ls away. 

Dexterity: great For everyone but espe­
cia lly For low Hit Point types like Th ieves 
and Wizards. Try high DEX wiza rds with 
no armor in the back ra nk. They are very 
d ifficu lt for the enemy to hit 

Constitution: again everybody needs 
CON, but low Hit Point types need it the 
most Don' t get seduced by a high INT 
and a low CON. 

Charisma: random creatures with very 
low Charisma can get prohibitively expen­
sive to train; watch out! High CHA is a 
secret advantage of Humans, Elves, and 
Wizards. 

The next th ing you have to worry about 
is eq u ipping the party. You a lways want 
the b iggest weapons your fighting types 
can handle. Grab any bow of 4 points or 
better for Th ieves and Monks who are out 
of magic points. Buy the heaviest armor 
you can get for Fighters in the front ranks, 
none For Wizards in the back ranks. 

Buy all the low level healing potions 
you can find. After a couple of levels you' II 
need all the medium power Magic Po tio ns 
you can grab. Magic Weapons are no r­
m ally too expensive to buy; find them 
instead. Fina lly, buy, read, and l\eep track 
of every scroll you can get your hands o n; 
they're the key to the who le puzz le in 
Scandor. 

FIGHTING 
Yo ur party wi ll be do ing lots o f fighting in 
PHANTASIE Ill, so you had better find 
good strategies from the start There are 
th ree things to worry abo ut when fighting: 
Encoun ter Strategy, Adventurer Position, 
and Melee Tactics. 

At the Encounter Menu you have to 
figure out your Encounter Strategy. Use 
the Mo nster Reputation Table to decide if 
you want to fight or not Trying to greet 
possibly friend ly monsters doesn' t cost 
yo u anything. even if they decide to fight 
Don' t try to Accept Surrender right away, 
it o n ly works after you've killed a percent­
age or the enem y: And don't be afraid to 
Beg for Mercy, especially if you' re not 
currently carrying much gold. The party 
sho uld only try to flee if it is out-m atched 
and heavily loaded with gold and good ies. 
Rem ember. if you flee and Fa il the m o n­
sters get Free shots at your characters. 

IF you're going to fight. then you need 
to wo rry about everyone's position. Fight­
ers should be placed in the forward rank 
wh ere they have the highest chance or 
striking. Spell casters and bowmen can 
be in the back rank, where they are less 
likely to be hit. Note that the ranks are 
relative positions. If everyone occupies 
the back rank, then no one gains any 
protectio n. 

When battle starts, each adventurer has 
a choice of tactics. Fighters can choose 
between 1 and 3 swings. Aga inst norm al 
monsters take as many swings as you 
ca n. Aga inst flying monsters or ones that 
are hard to see take on ly a Few. Thieves 
with good bows (4+ points) can do as 
much dam age as they can in m elee; keep 
them in the back rank with the Wizards. 
Wizards should be careful no t to ove rkill 
the enemy and waste Magic Points; som e­
times it's best to parry and Jet the Fighters 
take care of a Few monsters. 

THE QUEST 
No m atter where the party goes on its 
quest it always com es back to its base, 
Pendragon. Begin by going into the Pen­
d ragon Arch ives just south of the town. 
Work your way through the archives until 
you find the wise man Filmon. He will 
direct you o n how to begin your quest 
After each adventure go back and consu lt 
Filmon aga in for directions to the next 
part or the quest 

While you' re on your quest be carefu l 
about explo ring the dungeons you find. 
Be ready to retreat if your party gets too 
beat up, but explore eno ugh so that you' re 
sure you didn' t miss anything. Try to 
go through the adventure in something 
resembling the proper sequence; if you 
try to take low level adventurers through 
some or the later dungeons they' ll get 
eaten alive! 

Finally, do n' t take the program too 
litera lly. A limb that's "Gone" is probably 
just so broken that normal rest won' t fix 
it Monsters that are " Unconscious" are 
just so groggy that they can' t fight PHAN­
TASIE Ill is packed with flavorful detail s; 
enjoy them For the co lor they add and 
don' t pick too many nits. And rem ember: 
The race is not a lways to the swift o r the 
battle to the strong .. . but God fights on 
the side with the most artillery! Good luck! 
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Spell Table 

Sl'ELL JllACilC l'IAME Tl'f'E • Sl'ELL JllACilC l'W'IE Tl'f'E • 
# l'TS. # l'TS. 

1 1 HEALING 1 E 31 3 BINDING3 C/ A 
2 2 HEALING 2 E 32 4 BINDING4 C/ A 
3 3 HEALING 3 E 33 1 MINDBIASTl C/ A 
4 4 HEALING4 E 34 2 MINDBIAST2 C/A 
5 1 FIREFIASH 1 C/ A 35 3 MINDBIAST 3 C/A 
6 2 FIREFIASH 2 C/A 36 4 MINDBIAST4 C/A 
7 3 FIREFIASH 3 C/A 37 1 FIAMEBOLT 1 C/ A 
8 4 FIREFIASH 4 C/ A 38 2 FIAMEBOLT2 C/ A 
9 1 QUICKNESSl C/ P 39 3 FIAMEBOLT 3 C/A 

10 2 QUICKNESS 2 C/ P 40 4 FLAMEBOLT4 C/ A 
11 3 QUICKNESS3 C/ P 41 1 CHARM C/ A 
12 4 QUICKNESS4 C/ P 42 2 SLEEP C/A 
13 1 ARROW FLAME 1 C/ P 43 3 TELEPORTATION C/ A 
14 2 PARTY ARROW FIA.ME 1 C/ P 44 4 RESURRECTION E 
15 3 ARROW FLAME 2 C/ P 45 1 NINJA2 C/ P 
16 4 PARTY ARROW FLAME 2 C/ P 46 2 FEAR C/A 
17 1 PROTECTION 1 C/ P 47 3 DISSOLVE C/A 
18 2 PROTECTION 2 C/ P 48 4 SUMMON ELEMENTAL C/ P 
19 3 PROTECTION 3 C/ P 49 1 DISPEL UNDEAD C/ A 
20 4 PROTECTION 4 C/ P 50 2 NINJA 1 C/ P 
21 1 CONFUSION 1 C/A 51 3 AWAKEN C/A 
22 2 CONFUSION 2 C/ A 52 4 MONSTER EVALUATION N/ WD 
23 3 CONFUSION 3 C/ A 54 2 TRANSPORTATION N/ T 
24 4 CONFUSION4 C/ A 55 3 ACCURACY C/ P 
25 1 WEAKNESS 1 C/A 56 4 PARTY ACCURACY C/ P 
26 2 WEAKNESS 2 C/A 
27 3 WEAKNESS3 C/ A • Spell Types include: E = Everywhere, 
28 4 WEAKNESS4 C/ A W = Wilderness, D = Dungeon, T = Town, 
29 1 BINDING 1 C/ A C = Combat N = Non-combat P = Passive 
30 2 BINDING 2 C/ A (not cumulative), A = Active (cumulative). 

Spells Available at Different Levels by Class 
LEVEL 1 2 3 ... .5 6 7 8 9 10 11 12 13 14 1.5 

WIZARD 5 1.3 6 7 21 25 8 .34 11 35 15 .36 12 16 47 
9 41 10 14 54 .33 37 45 38 - 39 48 - 40 
- 55 - 50 46 51 

- 56 

PRIEST 1 21 2 25 3 18 23 4 7 8 31 24 .32 20 48 
51 29 17 42 22 .30 26 43 19 37 .34 27 .39 28 

- 49 - 44 

RANGER 1 17 25 2 29 .3 18 4 6 .30 26 22 .33 37 23 
5 - 49 - 52 - 51 - 21 - 42 - 44 

MONK 5 50 6 45 56 7 13 8 .33 9 34 14 .35 10 .36 
55 - 54 - 48 

FIGHTER - 52 55 9 - 13 56 - 11 - 15 

THIEF - 41 - 42 - 18 8 


