


TAKE THEIR WORDS FOR IT!

"All my life I wanted to do magic. This is as close as I'll ever get. Your other
adventures are great, but this one is outstanding. Best of all -- more to come!"

Nancy, 54, Librarian
Redding, California

"I really enjoy trying to solve this.
It paints such intricate pictures in my mind."

Kevin, 16
Oakridge, Oregon

"ENCHANTER is full of the delightful little touches we have come to
expect from Infocom. It has a developed sense of humor.... ENCHANTER has
a good sense of synergy; this is the ability of an overall narrative to

become more than the sum of its parts -- to totally envelop the user within
it -- and to build story involvement to the point at which the landing gear of a

good adventure leaves the ground, so you can soar into the air of
imagination. Rest assured, Infocom hires only the best pilots around."

CREATIVE COMPUTING magainze

"Great! My son says it's better than ZORK!"
Ira, 46, Marketing Director

Adelphi, Maryland

"A complex, tricky, very ingenious masterpiece of magic and
illusion.... ENCHANTER is one of the deepest and richest adventure games

on the market, and well worth its cost."
PEANUT magazine

"Very good. I think it's your best yet."
Tony, 14

Missouri City, Texas

"Consistent with Infocom's high standard.... This is an impressive start
for a new trilogy and a must for all adventure gamers."

GAMES magazine

"Intriguing, captivating, excellent -- the best game I have
ever played in my life."

Brian, 23
Haverstraw, New York



















































If you truly are the one  
brave enough to face  
unspeakable peril'  
let your wizardly  
powers reveal  
our words' 
 
 
 
Hear us… 
We, the Circle of Enchanters, have foreseen that a ruthless and powerful Evil may one day 
seize this land. 
 
Should that time arrive, we also foresee the coming of age of a young Enchanter, one 
whose heart and wits may triumph over the Warlock's dark necromancy. It is our hope 
that this Enchanter hears our words. 
 
We cannot see your face through the mists of time, but this we know in truth… You are 
promising in magic but have not gained your full skills. That is as it must be, for the 
Warlock would recognize one of the Council of Elders and would sense the presence of a 
more powerful Enchanter. Thus, in your obscurity you may find your way to his lair before 
he know the mortal danger you pose. 
 
Four spells will arm you as you begin your quest. FROTZ shall turn darkness to light. 
NITFOL shall build a bridge of language to all the animals of the land. GNUSTO writes 
magic; by it you shall commit spells to your treasured spell book. BLORB is a spell of 
protection; with it you may guard your most precious possession. 
 
Never forget, young Enchanter, that magic is your only weapon. By your vows to the 
Council of Elders you have cast aside the common protections of sword and armor. 
Therefore you will need many more spells to accomplish your quest. These will be 
revealed to you. Always be alert. 
 
Though your way will be harsh and your steps fraught with danger, remember throughout 
your quest that you are the only hope of this land. We pray that our successors will 
choose wisely and that you will prove yourself worthy of the title Enchanter. 
 
Signed with our mark and cast into the ages…. 
 
The Circle of Enchanters 
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