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WARNING TO OWNERS OF PROJECTION TELEVISIONS _||
Still pictures or images May cause permanent picture-
tube damage or mark the phosphor of the CRT (tslevi-
S10n screen). Avoid repeated or extended use of viden
games on large-screen projection televisions.
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Controls

There are two
Outside Mode

sets of controls In Rings of Poy
and Inside Mode

| gutside Mode

“Qutside” means you are outsige, not inside
building or in 2 “7a0m’" view of your location

atart

Directional Pad

{D-Pad)
— r'iLJ“I
'| AR
|
/
Directional Pad (D-Pad)
Move your character and select options from menus
Button A: AUTO MODEFIRE

Travel forward automatically (foot or boat travel). Fire
cannons (on ship) or breath fire {on Dino or Dragon)

Button B: ZOOM/ENTER

Zoom in on your current location, or enter a building o
vehicle. NOTE: Zooming is not possible if you are
sianding next to the door of a building and a descripti®’
of the building is on-screen.

gutton C: STOP/EXIT
Stop Auto Made, or exil a vehicle

Start

Access the Main Menu

A+ START = Inven (inveniory) menu
B + START = Map {must have a mapJ

TART = Search

I f 1M € nes antiones rae (ot T
For more information on these options, 5e€ Gelling

Around, page 9; Travel, page 29; and Using
Menus, page 11.

Inside Mode

Directibnal P -
D-Pad)
- ¥
-":J--1; I~ - e ' Y
(IS =)} Buttons o
( g . Y 1 :"'. ﬂ C ' N
| == — e
\ ”/N s
- '
v
™=
“Inside” means you are inside a building or in a e

“Zoom" view of your location.

Directional Pad (D-Pad)

Mave your character or pa
JUF Characler or party and s '
et o elect options




on A: MORE _
g:?::n through text messages
gutton B: ACT : :

ook aUtakempenmnmb objects: D bad to face th
object and press B

utton C: TALK
Talk to characters

Start

he Main Menu-
RT = |nwen (Inuenmry} menu
q + START = EIGHT (in TALK mode)
G + START = Search function
For more information on these options, se€ Using
Menus, page 11: Talking to Characters, page 15’?
and Combat, page 18. '

NDTE: Rings of Power features a handy HELP
option which displays a picture of the Sega
_cnntmller on-screen (see Help, page 11). You
may want to use the HELP option until yc}uh
are comfortable with the controls.
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i .1 i darkness; the sun shone
urs was a darkness of

- ever, b =
as brightly 35 n 5 flash of divine light, Nexus

ith him the Golden Age.

Creation to restore our
Nexus ysed the Rod T:net of Ushka Bau became a
¢ n gach man, womarn and

e WEd Lpa
besto Arts. For many years

ise. He :
R f one of the Six

child the gift ©

we prospered.
id brought an end to the Golden Age:

demon Vo
]T'?ri new world Nexus had created was one of great
beauty and the love we folt for him was powerful.

Seeing this, the demon 's foul heart was ﬁHed with
envy. He stole the precious Rod of Creation, and
created an age of chaos. Thus began the Cata-
clysm; a reign of terror lasting 66 years.

At last Nexus confronted VYoid and the two fought
atitanic battle for the Rod of Creation. In the end
their might split the Rod in two, and each fled W! th
balf, Each then divided his half into rings and hid
them to keep the other from reassembling the Re
and taking power again. Many have quested t0
recover the Rings and restore the Rod of Creatio”
to Nexus. All have fajled.”

The Quest for the Rings oy
In the 500 years since the Cataclysm, thethzgr'.;ad
Power have become but a legend. Yet all hav t
the Book of Nexus, and know of the Sacred des
to find the Rings and restore the Rod of Creation to
Nexus. Only the noblest of men might be _trusted to
carry out this quest, resisting the temptation to use
the Rod’s power to his own ends.

You are Buc, a top student at the Academy of
Sorcery, and you will be the next to undertake the
Sacred Quest. You'll form a team of adventurers; a
Knight, a Conjurer, an Enchanter, a Necromancer,
and an Archer; and together you'll journey to every
corner of your world, Ushka Bau, in search of
information leading to each precious Ring. Your
party will learn spells, gain experience and advance
in‘ rank as you travel from city to city, making
friends and enemies, fighting battle after bloody
battle. If you are successful — if you win back the
Rings and return the Rod of Creation to Nexus —

the rewards will be greater than a
: oun
can imagine. ZERE

Good luck to you and you
i your team, and may Nexus



| Amount of

Time of da ) :
! | water carried  Compass
; {tells in which
Amount of food carried direct|on you're
travelling)

Getting Around

Your party is represented by Buc. Use the D-Pad
1o move him, The compass at the bottom of your

?:reen tells you which direction you are travelling

Walking

Press and hold t
e D-Pad ' -
YOu Want Buc to go, arrow in the direction

- T

Boats, Ships, Dragons and Dinos A2
Press and hold the D-Pad arrow in the c_ilrectto;‘lh ’
you want to move in. For more information on the

vehicles, see Travel, page 29.

Auto Mode

While walking on a foot path (between cities), Auto
Mode lets you walk forward automatically (without
holding down the D-Pad arrow): D-Pad in the direc-
tion you want to go, then press A. You'll continue
moving until you reach a city or an intersection of
paths. While sailing a boat on a stream, activate
Auto Mode by pressing A; your boat will follow the
stream automatically until it hits land, or until you

press C to stop it.

Buildings
To enter buildings, D-Pad toward the door (a

picture and description of the building appears)
and press B, To exit, walk out the way you came in.

Ladders

To climb a ladder, use the D-Pad t [
i o face it and

Vehicles

To board a vehicle, D-Pad toward it (a picture and

10




ipti he vehicle appears) and press
dqscnp:;in tj‘rf tote: To board or exit a dragon .
::xl.ilts:tpl,;e on or above clear, flat land.
|f you find that the D-Pad is too
you may want to turn the Diagona)
EF from the System menu (see

NOTE:
sensitive,
controls O
System, page 15.)

Help

When you play Rings of Power
for the first time, a picture of
the Sega controller (with
controls clearly marked) is

present in the upper right
corner of your screen. Use the

HELP option unti] you feel
comfortable with the controls,
then select HELP from the
System menu to remove it.
Select HELP from the System
menu at any time during the
game to reactivate HELP.,

Using Menus

1. Press START to see the Main Menu of options:

2.D-Pad UP o DOWN to highlight a menu item
and press B to sefect.

previous menu, and to exit

3. Press C to see the
the menus.

Main Menu

Inven (Inventory) |
Inventory is anything your party has acquired and Is
carrying. During play, press A+START to access the
INVEN menu, or select it from the Main Menu. The
INVEN menu keeps you informed of what your

party is carrying.

Goods Lists all trade-goods your party is carrying
ltems Lists miscellaneous items

Papers Lists notes and other documents

Keys Lists which keys your party has found
Rings Lists which Rings your party has acquired

To use an item in your inventory, D-Pad UP or
[?UWN to highlight the item, and press B to select
It. To read an item in Papers, just highlight the
item.

Spells

To find out what spells are available to each
member of your party:

1. Select SPELLS from the Main Menu,
2. D-Pad UP or DOWN to highlight a party mem-

12\




s B to select. A list of the

, and pres
e ilable spells appears.

member’s ava
of spells and their descriptions,

For a list
he Six Arts, page 39.

Spells of t

Party

To find aut about

1. Select PARTY from the Main Menu. A list of
party members appears, each with a bar graph
measuring strength (red) and magic (blue),

2 D-Pad UP or DOWN to highlight a party mem.
ber, and press B to select. A message appears
telling you the party member's current status

and level of experience.

2 character in your party

Search

Choose SEARCH from the Main Menu (or press
C+START) while inside a building to get a full
report on your location, including number of
people, doors, ladders, chests and other items I
the building. If you have the Sextant, your current
longitude and latitude are reported as well.

Map

:{OTE.: you must be outside and have a ma?
ar thls th]gn to work!
———— H

e

L —

select MAP from the Main Menu (or press
a full screen map of the

B+START) to access
world. D-Pad UP, DOWN, RIGHT or LEFT to scroll
the map in any direction. When you have the
Sextant, crosshairs will appear in the center of your
screen. The longitude and latitude of the position

of the crosshairs are displayed in the lower-left
corner of the screen.

g ;
[tz?reetg?:s you'may want to speed up the clock
L thesc?me things you can only accomplish
ay, others only at night), or jus]: lst

: @

- o

. — ;




earestto regain strength and ,

j’OUr partY tak CAMP from the Main Menu I

pointS- Select

System 1 Ny
In addition to PAUSING the game, t‘he SYSTEM
menu contains many useful options:

Load Loads the previously saved game.

Save  Saves your game in progress (limit: 1 atz
time). Save often!

Combat Switches Combat modes between Manua
and Auto (see Combat, page 18).

Direct Switches D-Pad between two dwea_tl-aria'
modes — try it both ways and decide
which Is right for you.

Diags  Turns diagonals (D-Pad) on and off (sé¢
Getting Around, page 9.)

Music  Lets you listen to each song on the
soundtrack.

SEEES |

e time is right.

' 100 food rations
. Your party will use LU ions
Nﬂﬁﬁz water rations, but will regain half o
?tz lost strength and magic points each time

you Camp.

jvates

Halp | piAchivates £ dEECta —ontroller (see HelP,

picture of the Seg
page 11}
Exits to opening screen.

1. Face the character you wish to talk to and hold
down C (if you are not facing the character, hold
down C, then D-Pad toward the character), The
TALK menu appears, offering a list of topics.

2. D-Pad UP or DOWN to hi
press B to select it.

3. Press A (when the M
see the next mESSag

ghlight a topic, and

ORE balloon dppears) to
e

\

16




s C to end the conversation.

4. Pres

NOTE: |f the MORE balloon is white, yoy

MORE balloon is yellow, you may end the
conversation by pressing E:

Topics

When you choose @ conversational topic, Buc sk

a question relating to that topic. The available
topics are:
Ask about the character's profession

must press A to continue the message. |f t}.,

Enarny Party

RS

Job
Class Ask which of the Arts the character
practices
City  Ask about local trade and leaders
Quest Ask about the Rings of Power, or your Lo EE”S
current quest rengtly gy
Buy  Buyan object O course, it's best to avoid a fight whenever
Sell : | Dﬂsglb}e. but there will be times when g
e Sell trade-goods you are carrying to fight for your cause. When this h you'll have
. : i appens
Show  Show or give an item to the character following section will help get you ouipalive' -
Bribe Slipt £ There are twg |
P_thelt:haraﬂtgr 10 gold (useful for beglns seicck gﬂes of combat. Before 3 battle
getting information, unlocking doors, ©f s OMBAT from the §
e o Choose between: € System Meny t
raising local opinion of you) Tl 9
Fight  Fight with the character

v xah\
A







), Pay attention to each pa into each

d Magic Bars to see | more energy (magic pﬂi”tg

an additional 3
member's Strength an

they're doing! spell. K
: Advnce  Slightly less aggressive than Berzre
| Fight Menu Hold Slightly more aggressive than Wary.
L. | During combat, press START to access the F(gy Wary Be conservative; inflict and therefore
Ilq I Menu. D-Pad UP or DOWN t,o hlgm,ig'ht' and pres receive |ess damage; divide attack to
. B to select one of the following options cover several enemies; put less power
' into each spell.
Flee Press B to select the highlighted option.
r‘. e o When you think your party has suffered too muc
' damage, FLEE lets you attempt to escape the Saving and Loadi
e NOTE: An attempt to FLEE takes the piace & ading Games
of your party's attack round, and it may or mayn NOTE: Y.
succeed. Your enemy continues 1o attack unop- : You may only save 1 game at a time!
posed for one round.
To save your game in progress:
1.8
Mood | S;ess%sm‘!mgt and D-Pad DOWN to highlight
These options allow you 1o adjust your party's . Press B to select.
J attitude during a battle. Mood can effect the 2. D-Pad DOWN to highlight SAVE. th
: positions of your party members, targeting, wn'’ to select YES. If you've Changed' en press B
| spells each member uses, and the amount of D-Pad DOWN to highlight NO your mind,
select it. Save often! » and press B to

magic points used to cast a spell.

|| Berzrk  Stay on top of the enemy; be on t
offensive; concentrate on one enem): 1. Access the SYSTEM m .
doing as much damage as possiP'® put €nU as in step 1 aboye

g Toload a Previously saved game:




2 Press B to select LOAD,

Pausing the Game

1. Press START, and D-Pad DOWN to highligp,
Press B to select. Your game is paused
C to exit the SYSTEM menu.

Quick Tips

1. Save your game before you heal yourself; reloadin,
may take some of your strength and magic points

_ Save and reload your game when your Hit Paints ae
getting low (below 25% — you ‘will always be given:

least 25% of your potential when you reload)

_ At lower experience levels, regain nealth and magr
by purchasing SLEEP and MEALS from inns. They

cheaper than buying HEAL and POWER from temp
and just as effective for low-level magic-users.

. Travel by day! You'll have fewer encounters with the

large bands of roving thieves.

. Pay the tax collectors unless your party is VERY
strong.

. Beating up friendly townspeople is a good way ©©
lower local opinion of you. When the populalion &
fighting mad, it's a good idea to leave town for 2

days.

7. Bribing merchants is helpful when buying trade
gonds.

~ what may come |fi handy
_ The value of trade-goods varies from town to town,

. To hide from a threaten

- Ride Dines to avoid h

b during €0
to get healed. A
Kk to yaur full health

wealth in trade-goods; tl'jis way
ke such a |arge donation to

If you lose @ lim
the local temple
not bring yau bac
Keep most of your W
you won't Have {o ma
ihe cathedral for resurrection.

i} cOMme across. You never know

. items y&
Pick up any items ¥ during your adventure.

4nd each town has an item which they Ivm_ll pay
dearly for; make sure to find out what it is.

. The City of Commerce is the place where you can

buy just about anything — for a price.

If you get a Lottery Ticket, USE it; you may win the
jackpot!

. While travelling by sea, ZOQM in various loecations;

you may uncover sunken treasure!

. To exit a building quickly, select the CAMP

command.

- Avoid some hostile encounters by talking to

friendly people from a di

people in your way, stance, avoiding the hostile

enlng ship, Dino, or dragon
usually find that they s

press B to Z00M. Wh

have passed you by,
ostile encounters .

\
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Foot Travel
uﬁi@ Bau s a warid of

B rations
7 rations
4 rations
4 rations

4 rations
5 ration?
3 ravions
2 ration?




Boats can trave

throuah narrow

wanm?vayﬁ and Wwaters Food Water
across |arge Ghallow 1 ration 1 rat.iorj
bodies of decp Deep 5 rations 20 rations
water. While at =
g3, a small boat

provides little Ships cannot

protection ZC6eS5 NArrow

against hostile waterways, but

creatures which are much faster

than boats at

y— My ﬂt—?‘;k Yehe | | ~ traversing large

: and as freshi Water is not readily available at 225 podies pfwat
you will use water rations faster than usual, 4 and as they ;—Z
5hqwn pelow. If a Boat is left docked for long equipped with
periods, it will likely be stolen or washed cut 10 cannons, they
sea. Boats can be purchased from the Vehicie provide much
Master in most towns, and will be waiting for ¥ better protection
@k the dock just outside the Vehicle Maste #g8inst attacks.
shack. They can also be summoned using 4 6% Ships cannot be boy

o ant outright; a part
Y Passage on z vesse| at the ratcplist:dmbi;w

If the part
Y €an no lon
o ' ger afford pass |
e:;:::ﬂ: M a small boat (sccpﬂaaigc;hey o
Ort time | ' |
time in 2 port the ship will scg;)i-i

Stofie, which can pe purchased from the Gene™

Store in M
esa, or fr. 4 mer-
chants, om some wandering




ind. Fassage can
i a che party v¢

leaving The | che Vehicle Master in m
ting for you at the doc
sater's shack. Supplies w
nautical mie travelled:

cmgm Trom
and will 2& wa
the Vehicle M
35 follows per

1 ration I ration

Dragons 2r¢ iy far :
the fastest mode of I
travel, but are fa ;
voraclous 2gters, as .
i5 shown below. They

il
can fiy-over any SN

terrain or waterway, out
must land in a clearing.
Dragons must be sum-
mored using a Dragon
Stone which can be
purchased from the
General Stores in

T e, Sup-
or from gome wandering merchants. Sup
MesE. . - [ 3 | o
alifa =

Food Water

40 ratlons

Terraln

40 rations |

The Gateways

Scattered
across
lshka Bau
are Gate-
ways;
magical
places which
can trahs-

e

#
\
N

- - &

S

Gatawah"ﬁ in other

Cateway, one neeq
l'l’hlﬂh can bﬁ
Richi,

parts of the world. To use 4

only possess 3 Gate 5
. Tone,
PUrchased from General Store in




w-:wayiﬁafratar'ﬁa of ground ma,, The 5i>< Al"tﬁ

: guoa. a0 giuare_;& l!ﬂkdd gt 1he Sik Arte were glven To the world by Nexus at

L el transported - ¢ : ' |

_ _ﬂ'ﬁ rele (o g; 2 rm F 85Latie), w45 o6 own unique philosophy, and it own dis-

i@ Gate Stone from your Inventory, cinct power over the stuff of life. It e important 1o

SR g ' der have

1| T lagations of the Gateways are not wide), ;ljgrata;d Ti,ha wa},lfsho;sach F?q Gres w ih
-—-bcky travellers stumpble upen them sHfective dealings Wit 0%€ Who pracliceé &rm.
Niceasionally UE The best way to find one is -
7 < R fiftd ane o The Art of Separation

Tip Stone '-szhaﬁie little stones will take you -
@isway* Furchase Flip Stones fror The Rnights of the Holy Order of

o 5 in some Towns. Separation are mighty warrior/magi-

Ly MW c-ia_ne who have the power to rend
M‘”‘W E:ﬁm e people) asunder. They believe
A B wne meaning of life is to be found in ‘sepa-
S MEOISIdEration is required when deciert 78 Ordisaseembling objects into their oo

by day or by night; many 1a3¢ "t parte. They're known by

Wy Thkey 1T £ ‘Dhsmctl'

SWRSEDE accomplished during the @ "%y Wear, and by the large b allic armor
. - g Carties. Their aun _ oadsword each

RIS Can onily be solved 210 Symbol is the Broken Sw a

ge e WA Commodity, but there 6™ o
SWAIg until the time is right

, Al perfe
of reality. They ’fﬂckggﬁ :orms




sake they wear, ang by
~5ign i5 the Sphers.




The Spells of the Six Arts

As young Sorcerers, you are all of firer ..,
Sorcery, the order of Brain. Your exp Vi
1 | limited, and you know only a few, rudiment..
H 1 gpells. As you progress through nine levels
1 experience, you will continue to learn spell.
must acquire 100 experience points to g
Lo the next level, the order of Reason, 200 for
Logic, and so on. Most spells can be learned o
the quilds, for @ price, and it is possible to s
sﬁalla vefore you are at a sufficient level tocaz
Them.

Erignce

Below | have listed all spells for each of the 5
Arts (you will command your party, 50 you o'
know what is available), Thgg,::‘ 5?6”“3 ligted art
drouped by the type of spell. For example. &'
Necromancers! healing spells are listéd 11*
General Attack spells exist. for each c1a%% "

?;:ﬁ'fﬂum at the beginning of each clags?

pamage

The damade {Hiz
average. A8 Your
average will 8120 !
Nﬂcromgﬂﬂﬂ.!' red
Hurp spell will, on
Jamage To The ené
average will a0 Increase.

e an
Points) listed for gach e'lapm:;thg
' [ eaces N IeVEiS,
character Tafeld i
ncrease. For example, when y:.g
ches the Order of Cadaver, ©

“he average, cause 12 points of
my. As his level increases, thie

General Attack Spells
v are most likely to have an effect

* gre gasier 10 get
' take less power TO cast
' can be cast several times during a combat turn

Stronger Spells

* Gan do more damage
* effect multiple peaple
Lower

Power.
attack

level spells inflict. less damage and use less

All Pcﬂpic are born wi
Rt With the lowe _
spell of th i € lowest level




HINT: Don't use a low range spell wh iAAS of The enemy

len mﬂn_‘,t% Iﬂ:ﬂ”l i L

in health; you would have 1o get dange i M oo (range A).

to the enemy for an effective ,_af;-,;ﬂ,..lt' '-'*.l oy for £ Y P
'E.a k"— iy i R LUiET - . -I'_Itgn___aﬂ p‘-a”q int \& |

akificks are Spronger at cloee range JATE" Cauges M o= (range )

| & - §laY. che nemy for 29 Pom‘l&ﬁ
" isk (* . T - irl In the minas

NOTE: An asterisk (*) by a spell name ., aHockT  oreavee unpearave pain ”-Ig,‘[zr\gngf o
the spell affects everyone in the enemy e - of the enemy for 32 point

party. An infinity symbpol (e=) means ar

infinite number. spellpind Enemy

- CONFUSE Makes enenty move 5p3i'|l:vound.l (evident
- as 5parkl'|m3]. When an enemy 1S
spelipound, they cannot attack. A epell
\aste one To thrée rounas, and has a
%Y, chance of failing (ranae oa).

Sorcerers’ Spells

Sorgerers use their minds

to attack enemies’ minds.
WESMER® Causes a random number of engmies

1o move spellbound. When an enemy 5
spellbound, they can't attack. The spell
lasts one to three rounds, ana has a
23% chance of failing (range o).

General Attack Spells

The Sorcerer has six
general attack spells:

STUN Causes energy To Remove Spell
flow from the i f

. EE
Sorcerer's hands
and strike the victim for 10 po
damage (range 3).

Releases friend from
s O a spell (range <2).







MASTER  Thisle the Sorcerer's 5, oh o
resurrects the f:c;r(,._w__._,-;__m;___
aide combat for 70 points of ,I
(range =) '
Knights’ Spells Rend Spells
Khights are strong Rend spells remove body parts. When a body part

attackers and warriors.
They use slicing action for n
attack and have developed their e <4
okills, based on slicing, for e 3

combat, Name Level Range  Damage \
CLEAVE 2 3 &

General Attack Spells REND 3 4 20

The Knight has gight general <= :'/ EE‘ER g . o

attack spells: SUNDER 5 : %2
DiVIDE 9 5 TSD

Use the powers of the 1,
< [\
the enemy insane an4 -

caueing fear for 30 poinre ¢
w = FUINLS IH”E..

5 removed, The maximum health of the victim is
reduced. Therefore an enemy Necromancer cannot
neal the Rended character To the previous amount
of full health.




The last 5?3” Dy IDE SEVErs tha
rgquirrr’.'g a Ntﬂf:r‘c?ﬂ"ﬂr1c.:?r"~'z BAI -

_ LAk a FEF‘!“ :
T g JUF# hig Krlght's uper spell 1
Multiple Blade Spells PN o most deadly 2pel
1 —— (range =):
Name Level Range Dam :
___[:F"Er' bu [ ﬁmh&rﬁ 5?8”5
KNIVES 2 3 T schers have mastered the
e SWORDS 7 3 shysics of force and ivs effects
o ' AXES 5 4 % on projectiles.
BLADES g 4 4
_ (General Attack Spells
Jse high levels for increased
Gr‘DUﬂd 5}‘)‘6‘”5 'aﬂgﬁ a”d damaae:
The Advanced Knight can split the ground &
easily as he can split an enemy. I:Na""e Level ~ Range
- ‘ DART 1 5
ARROW %
Damage , (5]
Name Level Range = BRAND : 7
FRIGID 6 = - EMPEST & il
TORRENT 7 o 2 ET:OENHDQ" 7 o
LAVA & 0 2 RE B &




The Muf‘t.ép!:f- Bullet 5

opells attack

sSides:

—

Muft!pl‘e Bullet Spells

a victim f

Name

Level

Range

AMBUSH
SURROUND
STREAM

L PROPEL

5
4
=
8

©

Lar

Bullet Waves

Archers can send bullets that ripple the com

Damage

(per yJ_I

plane as they travel. Friends are not harmed

RIPPLE

BLOW

This level two epell causes a ripple " *
combat plane to attack the enemy
an infinite range for 10 points of 42

This |level five spell causes winds 1o Fiv*
through the combat plang at an Infinits
range for 20 points of damage.

g

r'|Ppl-:3 )

atrack

- This level seven &p
f fire In the

ell causeé

the enemy from an it

for 30 points of damage.

Forge 5p¢||5

The Archer can use their poiNars L

manipulate the enemy's boay.

SHOVE
pointe of damage (level 2, range 2).
NZZY Throw a victim around for 20 pointe
(level 4, range 7).
UNG  Fiing victim around for 30 points (level
6, range 7).
Shield Spells
SHIELD  Using this spell, Archers can protect
one party member by placing a shield
against bullets around them,
Al
DEFEND® ﬁmﬁ;xﬂiﬁma random number
FIVErS by placing thi shiely,

Throw a victim back two squares for 10

5 a circular

to
combat [;!13!‘16
finite range

ving force To




Archers use thic epell to remove 4

le enemy party

Shield from a sirg
member,







random loca-
3’5 2, level 2).

llets for 5 poina
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Stones

Inferno
Flames
Master

Wave

Servants
E?jir‘m

Magical Stones

There are 5 types of magical Stones:

ﬂﬂiﬁpﬂ Stone: Surimon a Pragon to transport yoUr
party by air (must be on clear, flat land).

(useful when stranded on an Island).
a small bridge (useful for




Void

No one knows quite where he
came from, but Void the
Destroyer and his cylt

are Nexus' only opposi-

tion on Ushka Bau. 500
years ago, when Void stole
the Rod of Creation and took
power, his evil ruled the world
for 2 period of 66 long

essful _!n,rna’éaembllﬂfﬂ
reation, all hope 12

e more tharn
avellers.

Fﬂggﬁﬂﬁlﬁ




A Guide to the
Cities of the World

éd in most Cities, and are the pecr
St and eat to regain
Will cost some gold, but it's
he party in top cond-
a room for the night,
hind the bar. Prices vary







rong-minded, 2g4ressive youns
art, szkiklsd with her bow, and

re. Visit the Archers' Guild in the
d epeak with Guildmasgter Arrow

expecting you.

he Conjurers)

$avorice of her master, Haze. and with
n — she's a mode! student and shows
e for her Art. You'll find her in the




gbj:ky. t}_k& all Enchanters, is a Wittle unfocysey
€5 a good lad, though, ang | think he'll serye yeu

well. Speak to x |
asgufﬁpﬂak o Xylotyl of Kaos 1o learn his where.

Of your quest for the Rings, | can tell you liztie,
E;e_iaw are some brief notes | made during my
recent sabbatical:

This Ring rules the Art of Separation. The King of
Doggania may know something of its whereabouts.
if you can gain audience with him — he's recentl
taken ill and his regent seems very protective of
don't trust the regent; be wary



The Ring of Blood ('ﬁ:’)

This Tha as. , :
1= Te second Ring of the Necromancere - a

e hands of \, T

WIShes to use its

power for evil. See the Guild-
masters in the City of Bloog for more informatis

The Ring of Bile (22

This is the first Ring

§ of the Necromancers, It was
one of Void's share

: of the Rings, and the clues
'HQEGET’S that he entrusted it to Pain, one of his
righ Priests, if YOU can find where he is buried, the

Ring may still be with hin Talk to Curtis in the
Lity of Blood.

The Ring of Variation @

This is the firet Ring of the Enchanters, | SPoKE
With an Enchanter in the City of Kaos who believes

Side of the Great _

Yisit Kaos and see what
You can learn.

b

lotarin, a corrupt Necromancer who

ﬁ

T OIS\ 0. T

ey
3

e Ring of Mutation

s is the second Ring of the Enchar;wfﬁ;ﬁﬂ
stories are true, it has taken on the c:u*';’P L

yoman and s living as a commaoner, mav;fgmrs
iy to city. Kaos might be a good place

doking for this one.

The Ring of Calling @2

This I8 the first Ring of the Cﬂ”jur:g.- in Division, he
%Poke To Slice at the Guild of FIT:; lives behind a
“ld me about an old wise ma: F:,.,gy know s0me-
Vaterfall, If you can find him. he

ﬂ*}"‘ﬂ about this Ring. @
The Ring of perfection

The second Ring o”"; 7
"erfection is said WW
Visit the University b

. : nt. expert on Fe
Wﬂ‘la hﬂtpa

re. When |




The followi

tion to Rings of Power. ¢ Vou get
stuck, or need some heip gﬁtt?r:;
started, please keep reading. G
BUT if you want to solve the
game on your own, READ NO
FURTHER!!

Mg section is a 5|,

Regards,
Master Thalmue

B

WALK-THROUGH

G: This section contains explicit hints ‘
to game puzzies!! Experienced
hould read this section ONLY as

ARNIN
and solutions
gdventurers S
5 |ast resort! ‘

|2

rhe following section is a complete, step-by-step
ualk through of Rings of Power. Before using this
walk through, we suggest that you read the manual
snd become familiar with its terms.

In The City of the Mind

As Rings of Power begins, the sun is coming up
aver the City of the Mind. Young Buc is on his way
tothe Sorcerers’ Academy for another day of
instruction in his Art. His teacher, Master Thalmus,
has just returned from a long sabbatical and has
left word for Buc to meet him in the main lecture

nall as soon as possible.
From this moment forward, you 3 Buc:

The Academy is the large building r.flr:mss th:ef river
from where you now stand.;zl low thE
you which will take you ¢’
steps of the Academy: Enter throug
door,




faimus w-i:il';dernonstrate;
inished, g0 to the Tempp

\almus, he
k to the







City of Blood

stairs. Talk to
Go to th +ne Guild and go down

O to the Mines of Miser the Gu

Nills above the fayls), T © 1 east in the

nes and fight
bottom are two Archers: th
Talk to the leader ang SHOW h
Symbol, Feather joins you

oor man in the big Enchanters

Go to Blood (loc

mple and talk to the Secretary (he's
the continent). |

ated on the south eastern end of

| (northwest — follow the road

Enter the Necromancers’ Guild (the big white e iest at tm’@mﬂm&j

and brown building) and 80 down the |adder.
Ask the guard about your QUEST.

Go upstairs and talk to everyone, ASK the "head
honcho" about your QUEST

Search the two shelves near him and find a key.
Open the lab door and get the corpse,

Go into the tavern and talk to the Necromancer
about the CITY.

Go to the graveyard up on the hill (must ﬁroﬂ
ﬁightl: Take the west road up the slap:i-ﬂ / ':h A
around to the south and up the steep hill, th
ZOOM on the tomb stone.

Talk to the Necromancer and he will take the

e —#'-'.ﬂ]

corpse.




le the Conjurers there, and

s :_g'grE'S Egg
qeturn 10 the Conju

F .
IGHT the Black Priest and

+
get his wh

L [IIZ | |

Find Xylotvl On the roof of

ni
rer's hut. When she refuses

Symb0| ne will glve A
®* Take E o t her for it
It :}em” Chanter symbol back to R W?ﬂ“‘ e key, figh
e Head Necromancer m Blood and shoy 4 ﬁ#hﬂlﬁ Fire Cave (at 5'4", 10'8" ) and get the
Wiortimer NS i .

uﬁuﬁ
J the wood to the man in the Perfectlon
liﬁ:aurﬂnt and he will give you the Conjurers’

in the library;

. ’Ilﬁ'the key to open the door

ymu find Haze on the roof.

SHOW her the Necmmanr:ers symbol. If you
‘ Flemm (see City of

City of Perfection

Enter the bi
g Conjurers' G
librarian about your Qucs#tld and talk to the

* Goto the
L r -
aboust ':uf{i[}afram and talk to the customers
key but needs ;SST One will say that he has the
brazier, pecial type of wood for his .

hol, go to the first

* Go to the lib
: rar) ' i
that the wood rg: am:t find a note which tells you A .
note mention is in the Cave of Fire. Another it gos Ve her the sy
ons a hermit who lives in an oasis fioor and find Alex! 4 SHOW
ers’ Guild in Kaos. the

G0 to the Enchant
iuratﬁ symb0| tg y|0t}’l

L — o the big tavern to the
ho; ‘B?‘ UpS ik to hims he joins you.

S Fight the Enchanters who come to challenge

near | NE T .
Kaos; find the hermit and talk to him.

e Go '
Mintg}t::;fat;?mmy Club (in the City of the
vy d talk to Larry about QUEST. Buy him 2

. éinq the Conjurer's hut at 8'2",5'4". The
onjurer wants the ogre's egg, which Is in a8 cave
in the south pole (6°6",21'3"). il




. . - ¥ T | u!ﬁ r |

at 3'0”, 21'7". Search the
the fountain key.

e fouts ” )
ildings is a ladder; go ﬂawn

: a:idngfsmd the fountain of youth.
the Milk of Youth.

Ring of Division

Find your way to Doggania.

* Enter the castle and pay the guards “1,000 gold
or all that you own,”

* Talk to the regent,

* Go to the ciyie center and talk to the the judge,
the jailer and the prisoner,

* Talk to Fiver about the CITY. Spare his life and
he'll do you a favor later.

* Talk to the jailer again and he will certify that
you have completed the quest,

* Talk to the Regent about your next QUEST.

* Visit the Temple and talk to the priests about
your QUEST,

* Go to the Cathedral and talk to the monk.
Go to the City of Sunrise and Sunset (3', 22).




\ ly
i

* USE the finger bone | . "
| ) .
she'll die and you ¢ nnt;:l: m;ci: Skpffsence; , Talkto the man in the Desert Fortress.
ck of haij = . .-

* Take the lock of hair to the w ; i + Finc dden square in the desert at 23'8",

and SHOW it Woman in Sunset - ‘one Desert city person standing on it

to her. She wil| gi

Key. gIvVe you the Irop an
* Return to the Doggon castle. e from Cathedral to the master
¢ usethe lron Key to open the d ing’

chambers, S e lings ial sand to the blower in the back lab.
* Ask the King about his JOB. o Richi and SHOW the lens to the
* Confront the regent. When you have defeated ; i :

him, take the Milk of Youth from his body. ) the Queen for your reward, and for
* Return to the King and SHOW him the Milk. The

King gives you the Ring of Division. Bl@nd talk to the expert togie.

] iversity town and talk to the expert i
Ring of Advancing il |

; =i ; i T 'd_ down into '
* Go to Richi and enter the castle. ffich o into the IOWERARESEE T
* Enter the throne room and talk to the Queen. buzzle and get the Ring of Advar
* Go to the observatory and speak to the master.
* Go to Shard and speak to the master glass

-Eﬁ'ﬂ.ﬂh SHOW him the specifications for the od and talk to the Nec
. Usgaa?[agﬁﬂ ) .,.-.-:_,__ M‘BSE !:_5"‘-'.-9 Magfcaf Stones: :’fi '5nﬂ'ﬁﬂ-d' GHW" s at

page 71).

a7




SHOW a whip to a Black Pr

. iest and he wi
you where to find the Pit of Despair, will tel|

Goto 21', 8' and ZOOM to find the p

: it of
Despair. SR

Work your way down; into the pit and search the
records room to find clues,

Go to the Necropolis in the great desert; it is
here that Pain was buried.

Just inside the Great Tomb is a locked door. The

Tomb Keeper tells you that to get into the Tomb
you must do something for him.

Find Lucius in the Necromancy section of Magic
B Us.

Go to the Great Ampitheatre at 27", lD“and find
the Head Thespian. Talk to him to get his
mustache.

Take the mustache and SHOW it to Lucius. He
gives you the spell.

Return to the Necropolis and SHOW the spell to
the Tomb Keeper.

Enter the Tomb and find your way through the

maze. The Ring of Bile isina vault at the end of
the maze.

= 99

¢ Variation
" r.gastern corner of the great Desert
‘utu's Tower.

e top and find the Mad Enchanter

casts a spell on you, locks you up In
\nd leaves. Fiver shows up and lets you

1 it until you find
h ﬁgyp?fhzﬁ?ﬁ:gi;n and nature of
ber of Variation.

'y and exit the tower.
aladin Keep in Cathedral.

ew Spar




Ring of Intuition

Go to the City of the Mind.

* Talk to the Sorcerer
about your QUEST.

Go to the city of Oxbridge.

in the Academy Garden

Go to the Sorcerers' Guild and talk to an insane
Sorcerer about your QUEST, and his JOB.

If you search in his desk you will find a note.

Go to each house in town until you find another
insane Sorcerer. Talk to him about about
CLASS.

* Go to Thieves Haven.

* Go to the inn and talk to the innkeeper about
CLASS.

s Go upstairs and talk to the thief from Oxbridge.

* Fight the thief and get a map.

e Return to the house in Oxbridge aﬂd.S-HGW. the
map to the second insane Sorcerer.

t islan he city (at
s at night to an island west of the city 1at
; ?g'g’nﬁ?";ﬁﬁmh the island by ZOOMING

until you find a ladder.

- 101

Talk to the people of Oxbridge about their CITY,

4 incane Sorcerer in his cella :
insane s

| retrieve the lost Orb. s
, the third sorcerer and SHOW him the

s Lo dge and SHOW it to
(ey back to Oxbridge and SH( i
'Ilgérér-'(:at the Guild). Buy the dove

= mountain in the degertnaaf L
Do ?& 30'3",11'8"). Look for a cave




great Fen Ho. Talk to him about

you -
* Gotothe rQUEsT,

Protector City and enter the Citadel

* Gointo the dark forest and find a talking bear

Who lives in a hut at 33'8" 1075+
fora whila. 8",10°5". Talk to him

Return to the Citadel and give the

honey to the
Protectors. Get a contract. » o

* Return to Fenopolis and SHOW the contract to
Fen Ho.

* Return to the island at 0'7",19'2" and find the
cave which contains a maze. Work your way
through the maze to the Tree chamber. Search
the tree for a leaf.

* Return to Thieves' Haven and SHOW the leaf to
Keef.

e (o to the cathedral and fight Yoppa for the
Ring.

Ring of Calling

e Talk to Slice at the Guild of Pieces in Division
(he's standing in front of the podium).

e Go to the cave at 30'1", 5'4" and talk to the old

man.

/ma
e

pirate Hole at (30',18") and search

5 until you find a note:

cnia and talk to the merchant in the

ore about his CITY.

5 pirate flags by defeating pirate ships at

to Magicnia and USE your 5 pirate flags

General Store.
‘hhe tavern in Division and talk to the
ate. SHOW him your half of the map.

g his half of the map;

i er
| sell it to you, answ
n either buy it or

sks if you will bu?r
er YES and he wil
he will just huff. You ca
him for it.

n you have both
 the location of t
to the location on th
ken ship. Find the €

tal ball. to the old man in the

- ctystal ball : ~ALLING.
%:zuernHt: f‘h“::ilw;ive.-mu the RING OF CALLING.

pieces of the map you'll

he sunken ship.

e map and 700M on the
hest that contains the




Ring of Thought

* Read the tome give
: nt IR
City of the Mindg, O You by the priest In the

. Tﬁ!k to all the pi:iests. Search the bookshelves
nearlthe F_:’erfectmn expert and find 3 scrap of
Paper which mentions a goblet and a skull.

* Go to the locations mentioned on the note and
get the goblet and the skull.

* Visit Bob at 3'5",22'2", and SHOW him the
note.

* Go to the Celestial City. Stand between the
temples (at 26'3",15'4") and Zoom. Go down
the ladder.

e Talk to the priest. When he asks you a riddle,
SHOW him the Sorcerers' Symbol.

e Go down the ladder and SHOW the WHIP to the
second priest.

e SHOW the SKULL to the third priest.
. ' ider and SHOW the GOBLET to

» Go down the iaezder B0l RN

the fourth priest. |

SHOW the RUBY to the fifth 1




e Find your way to the s
econd |
POBOPS and use the Twiste
locked door.

evel of the
d Key to open the

* Find the Powerlord's Diary on the floor

* Fight the Powerlord's righ
t-hand-
the Crowned Key. ght-hand-man and get

* Use the key to enter the War Room. Fight
Abattoire (the Powerlord), his personal body-
gu'ards, and his Dragon (we hope you're up to
this!). Get the key to the crypt.

e Journey to 13' 2", 1'7" and fight your way past
the undead monsters to level 3 where you'll find
Motarin.

e Fight Motarin. Defeat him and the Ring of Blood
IS yours.

Ring of Mutation

e Go to the Enchanters’ Guild in Thieves' Haven
and talk to the Guildmaster about your QUEST.

e Go to the Enchanters’ Guild in Magicnia and
talk to the Guildmaster about your QUEST.
id in Richi and talk to

hanters' Gui
e Go to the Encha QUEST.

the Guildmaster about your

4o each of the inns and SHOW the PICTURE
e upstairs maid. When you find the right

e, she will transform into the Ring of Muta-

s of Perfection

o the library in Oxbridge and talk to the
rt on perfection about your QUEST,

to the Library of Perfection and find a note
it the Ring of Perfection.

to Cathedral and talk to the monk about your

[EST. Search the shelves near him and find a
ik about the Chamber of Perfection.

o the Celestial City.
ng the day, talk to the Sun priest in the
ple of the Sun about your QUEST.
\{brary about your QUEST.
o find his factory pass.
the factory at the graveyard

o to Blood and find =
f‘!heﬂfi?ﬁ Ifyou have the factory pass the

rds will let you I P
k to the Factory Master and get SMBANING

ution.

0 a man in the
h the shelves




* Return t_-::- the Temple of the Sun
embalming solution to the priest 4

* Go to the third f|
cor. Use
chest and get the sun genzhe key to open the

d give the

* At night, goto the T
: emple of
to the Moon Priest about ngg‘? Moon and talk

* Go to Sparta and SHOW
the M et
request to the Marshall, SO ISt

* Return to the marshall and talk to him again.

* Return to the Temple of the Moon and find the
foam pool. Search it to find the moon gem.

e (Go to the Chamber of Perfection.

. F!ezzik is in the chamber of perfection. SHOW
him the Moon gem and the Sun gem.

» Fight Fezzik for the Ring of Perfection.

Endgame

e Talk to the priests in Cathedral about

QUEST.
e Goto 20, 11' and visit Mr. gelmont. Talk to

him about your QUEST.

L - 109

___-A'

your

desert fortress until
der of Mesa.

se and SHOW him

and search the
e log of the four

& o

s

o H?.-Belmant’s hou

Dcardina bank vault in the

Ba
Holy Seal is in the ban

the Bandi 18", Fight, bribe
he Bandit Hole at 30’,18'. Fight,

eak your way in t0 the back and SHOW

ndit 1D card.

is the treasure room g

if you helped him bac

n and get the Holy Seal.

t Mr. Belmont on the way out.
aven and USE the Holy
you must have ALL

andit |

dit hole treasury

uard, and he'll let
k in Speed.

to the fount of he
| in the entrance.
EN RINGS! _

il attack you. He is pos-

e isiis thare and will SHASRYERS S S
, sed lby Void; defeat him and you hﬂe?ﬁtgﬂ

4 LI a_gm B ]
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RETURNS AFTER Waf
vl sites 11 ninﬁ\gARRANTY - To replace defectiye

SR ; L {gﬂ' day wa"ant eri
send the original cartridge to Electrunicyﬁﬁts!r}:dgfei:xmﬁﬂ'
Enclose a statement of the defect, your name. e
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Electronic Arts Customer Warranty
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