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A KINGDOM AWAITS YOU.

The armies of Das the Conqueror
stand poised to sweep across the
lost continent of Arroya. But the
land is ruled by a demon lord and is
steeped in magic. Its plains, forests,
mountains, and swamps abound
with hostile, dangerous creatures the
likes of which have never been
faced by the armies of civilization.

It is told in a folksong that a small
band of native wizardlings and
warriors, no more than four strong,
can slay the long-suffered demon
lord Xyphus and open the continent
to subjugation. As long as Xyphus
lives, his demon minions shall roam
the land and Arroya shall never fall
to mortal hands. Das has promised
suzerainty over the Central Steppes
of Arroya to the ones that slay the
demon lord, yet none have returned
to claim the reward . . .

WHAT IS FANTASY
ROLE-PLAYING?

Xyphus is a fantasy role-playing
adventure. In this adventure you
may create and develop up to
four separate characters within a
single “game.” Hit points, endurance
level, strength level and weapons
are a few of the things that will
determine the overall effectiveness
and survival probability of your
individual characters.
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Apple version

After you have carefully selected
your group of adventurers you are
ready to start the game. You can

maneuver your characters indepen-

dently or as a group through six
separate game scenarios. Travel
about the land to gather clues and
weapons that will help you destroy
Xyphus. Engage in battles that will
increase your characters’ strength,
endurance and gold.

Your goal is to acquire the
strength, weapons, knowledge and

Commodore 64 version
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experience needed to conquer the
demon-lord himself in the final
battle. You must successfully
complete all six scenarios in order to
win the game.

ABOUT THE AUTHORS

Skip Waller — Skip designed Xyphus out
of his enthusiasm for wargames, but as it
grew, it progressed into the fantasy role-
playing realm. Even so, some of Xyphus’
most distinct
features, such as in-
dependent move-
ment, can be traced
to its wargaming
origins. Skip is mar-
ried and has a PhD
in physics.

Dave Albert — Dave’s a former news-
per reporter from
Caracas, Venezuela.
He was an editor
for SoftSide maga-
zine in the early
days of micro-
computing before
getting involved in
designing and editing software. Daue
has been involved behind the scenes
with many programs now on the
market. Xyphus is the first program to
include his name as principal author.

Xyphus is copyrighted 1984, 1985 by Penguin
Software, Inc. All rights reserved. Apple is a
trademark of Apple Computer, Inc. Commodore is
a trademark of Commodore Business Machines,
Inc. Xyphus, Polarware, and Penguin Software are
trademarks of Penguin Software, Inc.
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What is a Fantasy Role Playing Game?

A Fantasy Role Game is a game in which the player assumes the identity of a character within
the fantasy world of the game itself. Such a character is usually formed by assigning random
values to special characteristics such as Strength, Wisdom, Intelligence, Luck, or Charisma. These
characteristics in turn determine the capability of the character in combat, negotiation, and
encounters with other beings.

Once a character (or several characters, depending on thé game) has been established, the player
is then charged with keeping his or her character(s) alive in the face of overwhelming hazards. As
the character progresses in the game, it usually will overcome enemies in combat and find some
sort of monetary reward in the form of treasure. Successfully accomplishing either or both of these
objectives will generally result in increased experience for the character and consequently in
increases in the characteristics that govern the character. Thus, the longer you can keep a
character alive, the more powerful that character will become.

In the case of computer Fantasy Role Playing Games, there is generally a specific goal for the
character(s) to accomplish to win the game; and this goal can usually only be reached by carefully
nurturing a character until it is of sufficient power to overcome the most assuredly dreadful
guardians blocking the path to final victory.

Fantasy Role Playing Games can be set in any fantasy world, although the favored settings are
usually medieval worlds in which magic is a fact of life, or outer space where advanced technology
is commonplace. But in fact, a fantasy role playing game can take place in any setting and any time
period, be it based on fact or fiction. The identifying marks of a Fantasy Role Playing Game are
the ability to generate characters, and the ability for those characters to rise in level and thus
increase in ability. This makes it hard to part with a character that has been carefully built up in
prowess over several game sessions, and leads to a greater degree in caring for your characters
than in any other type of game. Most of all, it makes for a game that is fascinating, frustrating and
almost never the same every time you play it. Enjoy.

The World of Arroya

Ten thousand southern suns have passed since the Archmage Szhaalin tore the very heart
from the demon lord Xyphus and hid it in the Arroyan continent. His life’s work done, the
mighty Szhaalin vanished into the western wilderness, while the grievously wounded demon
lord slunk into caverns beneath the Earth to languishin eternal pain. Legend has it that pieces
of the demon’s heart fell to the soil and formed small, sword-shaped amulets of violet crystal
from whence all magic springs, and that somewhere in the very bowels of the Earth itself lies
the actual heart—a gemstone the size of a human head.

‘Tis said that when the demon lord bled, tribes of goblins sprang from the droplets of
ichor—the Cotico, the Malakee, the Maripo, the Sedento, the Mazanti, and the dread Azulus
with their companion Hellhounds. All of Arroya was forbidden to humankind by the beasts
and monsters that still dwell there. Poisonous serpents and oversized vermin roam the plains,
while all manner of the dead-that-walk are to be found in the hills and forests. All the men that
have ventured into the lost continent have vanished without a trace, save for occasional
survivors spouting half-mad ramblings that gave birth to the legends surrounding Arroya.

Some thirty years ago a conqueror was born. Some men say that Das is the descendant of
the great wizard Szhaalin, while others scoff at such talk, calling it the foolish tales of old
women. .. I tell ye that there is much wisdom in the tongues of women, but heed ye what ye
will. In his short lifetime Das has overrun most of the known world, aye, and has brought to it
order and justice, albeit with the edge of the sword and the purification of the torch. It is said
that men need a strong leader to follow, one who holds little in esteem save might and force.
Das is such a one, a man to be reckoned with, a mover of continents and oceans. Perhapssuch
a ruler is needed before poets can sing and painters can render the beauty which abounds in
this world. ..

The progress of Das has come to a halt at the borders of Arroya. While his legions were easily
capable of subduing the civilized world, they came not prepared to face the tribes of goblins and
the forces of demonic magic that hold sway in the lost continent. Only through the use of
mercenary troops recruited from the nomadic bands of humans, elves, and dwarves that live on
the coastal plains of Arroya can victory come to Das. It is told in song that a small band of
wizardlings and warriors, no more than four strong, can slay the long-suffering demon lord
Xyphus and open the lost continent to subjugation. As long as Xyphus lives, no matter how sorely
wounded, his demon minions shall roam the land and Arroya shall never fall to mortal hands. Das
has promised suzerainty over the Central Steppes of Arroya to the one that slays the demon lord.
None have managed to claim the reward...

The kingdom waits.






