
The Dragontorc of Avalon
for the ZX Spectrum 48K

INTRODUCTION
Welcome to the World of Adventure Movies. If you are familiar 
with the Spectrum then load the game, pass the security system 
and start playing. You will probably soon master the keyboard/ 
joystick controls but if you have difficulty please refer to the 
relevant section of the Detailed Instructions.
DRAGONTORC is inhabited by a cascade of people and creatures 
for you to meet and match -  Werewolves in Wolfwood, Wraiths 
in the Cursed Crypt, Dwarfs on Dreamdown and Bats in 
Hellsmouth Caverns. It will probably take you several hours of 
play before you meet them all. Good luck!

Hints to Get You Started
You start off in Wispwood with the spells MOVE, SERVANT and 
BANE at your command. To select a spell use Up or Down to wind 
the scroll. When the arrow indicates the spell you need, press Fire 
once to select it and a second time to activate it.
Notice that it is Maroc's astral projection which moves aw ay-h is 
body is left behind. We suggest that you take the Seal of Merlyn 
because you'll need it later on. The Wispwood is inhabited by 
Wisps and Elves. You can sample the arcade style features of 
Dragontorc by selecting BANE and attacking the Wisps but be 
careful of your energy level.
Explore the wood to collect the MISSILE spell. Find the stone and 
use the Seal to get under it and into the Lost Vaults of Locris. 
Attack the Skeletons in the vaults with MISSILE -  collecting 
further spells as you go. When you have completed Wispwood 
and the Vaults you'll get a message from Merlyn telling you 
where to go next.

Hints for Experienced Users
1) Dragontorc is not just a sequel to Avalon -  it's a whole new 

world of experience. There are peoples and creatures who 
have lives of their own. How you deal with them is crucial to 
your progress.

2) You can now select the MOVE spell very quickly by hitting 
Left or Right whilst in "scroll" mode.

3) Other creatures are often unfriendly and may try to kill you. 
You will have to overpower them. Some, like the Elves, are 
fairly harmless. If you trade with them you will win their con­
fidence and they will become more useful to you.

4) The characters of the other creatures will change as you 
progress depending on howyou treatthem. You may be able 
to win over the most dastardly enemies if you try hard 
enough -  but you may get killed off several times in the pro­
cess!

5) Each stone circle is a separate explorable area. Some circles 
have underground levels which are accessible through trap­
doors etc.

6) If you are killed you return to the beginning of your current 
area. The objects that you were carrying remain at the place 
where you were killed although they may be picked up by 
one of the creatures in the game.

7) Leylines connect each area -  mark them on the map as you 
discover them.

8) Make a note of Merlyn's messages as they appear because 
they usually only appear once.

9) Your score increases as you discover objects or spells, when 
you defeat enemies or unlock doors etc.

10) Your current rank is displayed posthumously when you are 
killed.

DETAILED INSTRUCTIONS
This game has a number of features you will not have 
previously encountered and though you will quickly 
become accustomed to them, these detailed instructions 
are necessarily lengthy. If you get stuck you are advised 
to read the relevant instructions carefully.
Basic Control
The controls for Dragontorc are very straightforward -  
Up, Down, Left, Right and Fire. You are asked to select 
your keyboard/joystick preference before the game 
begins.
No other commands are necessary during play although 
the P and O keys freeze and unfreeze the game respec­
tively and the Save and Load keys (S and J) can be used 
to SAVE the current game and LOAD it at a later date.
Loading a New Game
If you have a joystick then plug it into the edge connector 
at the rear of your Spectrum. Connect your cassette 
player to the Spectrum in the usual way. Place the cas­
sette in the player, rewind if necessary and press the Play 
button. Type LOAD "" on the Spectrum keyboard and 
press the Enter key. Wait a few minutes and choose the 
joystick or keyboard option followed by Enter.
Winding the Scroll
When Dragontorc has loaded and the initial screens are 
completed you will be presented with a view of a forest 
clearing with a pathway on the right hand side. Maroc 
sits cross-legged in the centre and a large scroll is dis­
played at the bottom of the screen on which the words 
MOVE, SERVANT and BANE are written (these are 
spells). A large arrow points to the spell which will be 
selected when the 'fire' button is pressed. Moving the 
joystick up or down scrolls the list of spells slowly at first, 
then quickly. To scroll very slowly, just repeatedly touch 
the joystick up or down and the scroll will move one pos­
ition at a time. When you have many spells it is best to 
fast scroll until you see the spell you need and then stop. 
Adjust up or down by the one touch method until the 
arrow points to the right place.
Selecting the MOVE spell
To move, first align the MOVE spell with the arrow. Press 
the Fire button once and the scroll changes to display 
MOVE in the top left of the scroll -  this is the spell you 
have selected. Three M's to the right of MOVE tell you 
you have three or more uses of the spell left. On the far 
right is a staff -  this is the carrier of the MOVE spell and 
you will notice that Maroc is carrying a staff in his right 
hand. Underneath is the phrase 'project thy soul' which 
is a clue to the effect of the MOVE spell.
Press the Fire button again and the staff on the scroll will 
flash. This tells you that the MOVE spell is now activated. 
Pressing the Fire button again de-activates the spell and 
the scroll returns.
There is a second, emergency, method for selecting 
MOVE. Deselect your current spell by pressing Fire and 
hit Left or Right. Move is selected immediately.
Try selecting and deselecting MOVE by either method a 
few times. When you have finished make sure the staff 
on the scroll is flashing.
Energy Level
Across the bottom of the scroll is a flame. This is a dis­
play ofthe energy you have left. The longerthe flame the 
more your energy.
Moving around
You can now use the keyboard or joystick (depending on 
which was originally selected) to move the wizard 
around. Notice the wizard cannot pass through the trees 
but he can move down the gravel paths (represented by 
dots on the "ground") to an adjacent location.
Explore the Wispwood Forest. There are magic items for 
you to collect by moving Maroc so that he passes over 
them. You will encounter Wisps and Elves as you move 
around.
Below the Forest are the Lost Vaults of Locris. Each loca­
tion in the Lost Vaults is separated by a door. To open the 
door take Maroc (the wizard) up to the door knob and the 
door will open. Now take Maroc through the door. This 
operation will take a little practice but you will soon mas­
ter it.
Collecting Spells
If Maroc collects a magic item the demon at the top ofthe 
screen flashes. When this occurs, turn off the MOVE spell 
by pressing the Fire button. You will usually see that a 
new spell has been added to your Spell List. Sometimes 
you will collect a duplicate of a spell which you already 
have in which case your Spell List will be unchanged. 
However you will now be able to use the spell more 
times. For example if you collect more than one copy of 
the MISSILE spell you will be able to fire it more times 
before it becomes exhausted.

The SERVANT Spell
The SERVANT spell gives you control of a sprite who can 
pick objects up, give them to you or to other characters 
by way of trade, take things from your sack, throw 
objects, hit things with objects,.etc. He is moved with the 
control keys or joystick. He cannot release an object 
unless he is switched off by moving him off the bottom of 
the screen, or unless Maroc or someone else takes the 
object. The name ofthe object appears on the scroll.
The sack on Maroc's back can hold a small number of 
objects. When you have collected a few objects using the 
SERVANT and placed them in the sack, find a quiet place 
and experiment taking things from the sack and replac­
ing them. When taking an object from the sack steer it 
away from Maroc or he will take it back again. You will be 
able to use the SERVANT to look through the objects in 
the sack by moving the sprite to and from the sack.
Exploring Dragontorc
As you move about you will encounter various people 
and creatures, some friendly who may help you, some 
unfriendly and dangerous. If they attack you they will 
drain your energy. You can deal with them by attacking 
with a spell or object, running away and escaping 
through a leyline, frightening them, or making friends 
with them. They may have objects to give you or they 
may steal objects from the place you are in. You may be 
able to trade with them.
Dragontorc is very complex. There are over 250 rooms, 
forest clearings, caves, crypts and stone circles to 
explore, connected by magical leylines. Just like an ordi­
nary adventure you must do the correct sequence of 
things to progress in the game. Here are some clues to 
help you:
* Almost all significant objects are coloured differently 

from the location in which they are found.
* Some exits are locked and you must find the key.
* Some exits are invisible until you solve a problem.
* There are some spells and objects to help you main­

tain your energy as you penetrate further.
* Merlyn will give you instructions whenever he can. 

This will usually be when you find an artifact with 
energy-enabling him to transmit his thoughts to you. 
His instructions will appear on the scroll and you will 
need to write them down as they may only appear 
once.

Making a Map
If you wish to pause to make a map or for any other 
reason press the 'P' key to freeze the game and the 'O' 
key to unfreeze it.
Each stone circle on the map is the location of a separate 
explorable area. A separate map can be made for each 
area. Some areas have underground levels that overlap 
the ground level requiring two maps.
Leylines
As you discover leylines mark them in on the map of 
Britain.
Spell Display
At the top ofthe spell display is the spell name which is 
a clue to the spell's use, and a number of magic tokens. 
This part ofthe scroll is replaced by the name ofthe part 
of the underground citadel you have reached whenever 
you pass into a new room.

Magic Tokens
The number of tokens indicates how many more times 
the spell may be used. When there are three tokens, the 
spell may be used three or more times more. When only 
two tokens appear it warns that you can only use the 
spell twice more. On the spell's last use, only one token 
is displayed.

Energy Display
On the lower half of the spell display is a dragon's tongue 
of flame. This is a visual display of your remaining 
energy. When the flame grows short and disappears you 
will die and be returned to the beginning of your current 
area. An audible beep can be heard every time you lose 
or gain energy. The higher the beep, the more energy 
you have.

Background Spells e.g. BANE
Background spells when activated last until you switch 
them off. You are allowed to select another spell while 
these spells are running, for instance, you can MOVE 
whilst UNSEEN. When activated, the spell list is dis­
played. The background spell name, shown on the small 
scroll on the bottom right ofthe screen, remindsyouthat 
you have a backgound spell running. Energy used by the 
spell will be deducted every few seconds. To turn 
background spells off, reselect the spell and press Fire.

Foreground Spells e.g. ENERGISE
These have an instant effect when activated after which 
the spell scroll is redisplayed.
Cursor Spells e.g. SERVANT
These display some form of object whilst active and the 
object can be directed with the keyboard controls or 
joystick. To switch the spell off, press Fire or move the 
object off the bottom ofthe screen.
Missile Spells e.g. MISSILE
These are rather like cursor spells. The spell energy is 
fired from Maroc to the cursor by pressing Fire and 
switches off automatically after firing. The spell may also 
be switched off without firing by moving the cursor off 
the bottom of the screen.
Scoring
A digital score is updated every time you acquire spells, 
useful objects, defeat enemies, unlock doors etc. Each 
time your energy is depleted and you return to the first 
location your current rank is displayed. In this game 
Maroc starts as a Magician. There are eight ranks he can 
master, each divided into eight stages:
STAGES RANKS
Apprentice
Minor
Lesser
Learned
Master
Chief
High
Supreme

Magician
Sage
Lore Master 
Warlock 
Wizard 
Sorceror 
Guardian of Lore 
Lore Lord

You start the game as an Apprentice Magician. It is not 
possible to go down in^ank in this game.
Saving and Loading an Old Game
The game may be saved in its current state at anytime by 
pressing 'P' to freeze the game, placing a blank cassette 
in your recorder and pressing the Save key. On comple­
tion, or if an error is detected or Break is pressed, press 
'O' to restart the game.
An old game can be reloaded by first LOADing the origi­
nal "Dragontorc" cassette and then pressing the Load 
key and LOADing the cassette on which you saved your 
previous game. If an error is detected or Break is pressed 
then the game resets for you to try to LOAD your saved 
game again.
©Copyright. Hewson Consultants Ltd. 1985 
The programs and data on this cassette are copyright 
and may not be reproduced in part or in whole by any 
means without the written permission of Hewson Con­
sultants Ltd. All rights reserved. No responsibility is 
accepted for any errors.
Our policy is one of constant improvement. Therefore 
we reserve the right to modify any product without 
notice.
Other products for the ZX Spectrum from Hewson 
Consultants:
CASSETTES
Technician Ted 48K £5.95
Avalon 48K £7.95
3D Space Wars 16K/48K £5.95
3D Seiddab Attack 16K/48K £5.95
3D Lunattack 48K £7.95
DiLithium Lift 16K/48K £5.95
Nightflite II
Heathrow International

16K/48K £7.95
Air Traffic Control 48K £7.95

Countries ofthe World 16K/48K £5.95
Fantasia Diamond 48 K £7.95
Quest Adventure 48 K £5.95
Backgammon 16K/48K £5.95
Knight Driver 48 K £5.95

20 Best Programs for the ZX Spectrum 
by Andrew Hewson £5.95

40 Best Machine Code Rountines 
for the ZX Spectrum

by Andrew Hewson and John Hardman £5.95
Machine Code Extensions 
for Spectrum Basic 

by Rob Banks £4.95

Hewson Consultants Ltd
Hewson House
56B Milton Trading Estate
Milton
ABINGDON
Oxon. OX14 4RX.

BOOKS







HARNINS -  do not lose this piece of paper 

A B C D £ F G H
0. 0964 7805 0858 5942
1 . 5915 8694 3417 8209
2. 7975 9889 9984 8789
3. 8069 4785 4458 9274
4. 5867 2897 5895 3662
5. 4187 7645 1618 7249
6. 5401 9536 8695 4832

A B C D
7 . 1492 5847 7869 6878
8. 4077 6905 0558 6709
9. 1259 9548 7695 0633

10. 8684 7669 8584 8382
11. 6887 6764 5464 8878
12. 4450 5587 7874 7734
13. 9242 1564 6459 4619

A B C D
14. 8047 5756 9954 0459
15. 2905 2965 7778 0279
16. 6341 3809 0818 5973
1 7 . 1458 9564 2854 9875
18. 8079 7788 8478 8774 
19 . 6362 6696 8458 8875 
20. 7761 4674 7944 3649

0. 0440 5371 6001 6557
1. 3018 2810 2687 9656
2. 8496 6071 8746 5671
3. 4068 9877 7291 9471
4. 9051 4040 9220 4455
5. 4616 1373 4610 1777
6. 9798 4426 9136 9247

E F 8 H
7 . 7608 5810 3355 2415
8. 1056 1232 5141 4525
9. 0908 9000 2616 9682

10. 7880 6494 7064 9565
11. 5648 7289 5052 5552
12. 3889 2783 8331 3593
13. 5400 1385 9447 6541

E F 6 H
14. 4696 9301 6736 0595
15. 7977 2204 4270 4553
16. 1548 2651 7607 0456
17. 5988 6023 5790 6627
18. 9181 8888 7070 7783
19. 5848 5149 4387 9156
20. 8129 9448 3080 9190

you need it  to play DRA8QNTQRC 

i K L  « N 0 P
0. 1611 6615 1848 4958
1 . 1609 0637 4939 1289
2. 7374 9666 8975 7767
3. 9647 7864 5558 6247
4. 5640 5638 8449 5649
5. 4285 0509 5898 0904
6. 4294 8539 3604 0985I 3 K L
7 . 7465 7664 6474 6852
8 . 3009 7817 0848 5855
9. 1829 6468 6586 8455

10. 9496 8968 6657 7574
11. 508! 5995 9549 4385
12. 8485 6824 9487 9848
13. 4414 0478 1484 5279I iK L
14. 0936 8978 0429 5863
15. 4234 7669 6814 6929
16. 1331 4619 5908 5808
17. 8194 1846 2807 7883
18. 6889 8476 8478 6968
19. 8497 4495 8695 8964
20. 2585 7925 9488 9245

0. 6617 5042 1623 4755
1. 3006 3499 8043 9727
2. 4075 4962 9593 8795
3. 8081 7771 6583 8075
4. 7137 4821 4085 5355
5. 5499 0377 8757 8084
6. 0548 6159 3357 4686

H K 0 P
7 . 6737 1120 6037 6707
8. 7917 1143 3276 3523
9. 9937 3183 8725 5537

10. 7967 6967 5371 6466
1 1 . 9997 4042 8666 9072
12. 2797 9393 6220 9423
13. 5089 5885 5687 0794

H N 0 P
14. 872! 7573 8285 0464
15. 1050 1064 1661 746?
16. 4904 5272 3440 1476
17. 9071 2898 1615 1506
18. 6891 6590 9666 9562
19. 9451 4293 5181 7457
20. 9440 2384 4497 8591

I



8ARNIH8 -  do not Soie this piece ot paper

A B C D E F 6 H
2 !, 9224 1576 7449 48M 21. 1778 0949 7147 441-6
22, 8286 4699 4878 9933 22; 2947 0093 5595 6047
23, 568 S 7666 7929 5563 23, 2065 3172 7600 0567
24, 7043 5829 2438 7723 24. 5840 1834 5231 5436
25, 1261 9456 1574 2899 25. 9648 6389 2625 1515
26. 2463 7544 5994 7B78 26. 7677 9669 9767 9576
27. 8853 7489 7765 6389 27. 4080 5477 5356 8587

A B C D E F 8 h
28. 7895 2686 9456 9248 28. 9394 3194 8267 2525
29. 5639 8798 1597 7783 29. .7881 9649 9657 9345
30, 5468 9434 4896 9886 30. 5147 3992 5641 8396
31. 4149 5867 5575 5463 31. 6465 4872 6640 6052
32. 5874 0634 0837 5857 32, 4038 5148 4247 4445
33. 5846 8989 8585 5733 33. 8178 2869 7330 9756
34, 9679 6667 7464 9768 34. 8060 6969 7582 7653

A B C D E F 8 H
33, 9778 4593 9849 5954 35. 8758 4242 8782 8054
36. 4752 3898 3696 9855 36, 3780 5689 2666 9481
37. 5040 0699 5697 9398 37. 088$ 7586 1510 5063
38. 6745 5794 5584 4866 38. 9607 4401 9006 3547
39, 6497 1667 4478 6859 39. 7710 3671 5777 6434
40. 6568 7915 2558 7719 40, 1156 1948 0622 5655
41. 6813 2494 9954 2846 41. 9716 7995 8702 3574

you need i t  to -pley DRASONTQRC

1 J K L H N 0 P
21. 4287 0567 8655 6859 21. 5006 5486 0175 9455
22, 5060 2969 7674 8796 22. 2634 5482 8123 3204
23. 1975 5669 5675 4363 23. 4071 5869 6236 7444
24. 6036 2537 5564 2747 24. 2551 2417 2243 54*3
25, 5430 4769 5575 0833 25. 2524 9817 7620 6531
26. 7577 9697 8599 87f4 26. 8856 8370 8760 8084
27, 4855 9649 9468 9864 27. 4689 6083 7540 4785

T 3 K L H N 0 P
28, 5499 4997 4855 4493 28. 5555 9884 9645 2583
29. 3383 9646 3615 0845 29. 5957 6902 5451 1306
30. 4438 8429 5886 8893 30. 5457 9882 5063 8605
31. 7437 5877 6645 7238 31, 5861 7641 7655 6244
32, 1848 1648 1827 7332 32. 2411 7040 2540 5555
33. 5133 2985 5684 4829 33. 6987 8477 9604 8554
34, 5170 9969 6847 7376 34. 5468 6364 8682 7487

I y K Jw M N 0 P
35. 5592 4648 6769 5353 35. 5048 515! 5757 5185
36, 9435 7427 9489 8829 36, 269! 3879 6036 7192
37. 1467 6655 0408 5818 37. 0761 7743 4600 0684
38, 9694 4679 4879 8934 38. 7170 3745 5080 8725
39. 6472 6509 7804 6949 39. 2168 7950 6722 6564
40. 0247 4444 1864 4858 40. 0071 1229 4167 2655
41. 3938 3426 8949 7839 41. 2187 8328 4721 7486


