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OVERVIEW 

1. Forward 

Thank you for purchasing Accessibyte Arcade! The intent of Accessibyte Arcade is to provide 

opportunity for entertainment, learning, and computer skill development in a format that students can 

use easily and accessibly. Each game in Accessibyte Arcade is different, though each contains 

usability for a spectrum of players. Try out each game for yourself and see which is your new favorite! 

Accessibyte arcade is fun for everyone! 

-Accessibyte 

2. System Requirements 

Accessibyte Arcade is intended to be used on a wide variety of Windows computers. If you are 

running a Windows machine, it is likely Accessibyte Arcade will run. If you are in doubt, visit 

www.accessibyte.com and try the Accessibyte Arcade Samurai demo program before purchase. 

Of particular note are the voices which Accessibyte Arcade uses to audibly dictate information. 

Accessibyte Arcade utilizes standard SAPI TTS voices. By default, Windows operating systems 

include SAPI voices, though the quality of these voices is low on operating systems prior to Windows 

7 and Windows 8. Additional, higher-quality, voices are available from various vendors. Search the 

web for “TTS voices” or “SAPI voices” for products from other software companies. 

Important Note:  

If you are experiencing technical difficulties, please report this issue to the IT professional for your 

facility. If you are still experiencing issues contact Accessibyte at sUpport@accessibyte.com.  

3. Outside Accessibility:   

Accessibyte Arcade features built-in accessibility controls, including screen reading capabilities and 

visual enhancements. This design choice was made in order to allow as many users as possible to 

benefit from the software on as many computers configurations as possible. It is recommended that 

outside screen reading or magnification software be disabled while using Accessibyte Arcade. If you 

are using outside accessibility software, Accessibyte Arcade will launch a notification screen which 

will advise that you disable the outside accessibility software. You will be provided with three options:  

1. Disable your outside accessibility software manually, then press escape to continue with 

Accessibyte Arcade.  

2. Press the Enter key to have Accessibyte Arcade disable your outside software for you. If you 

choose this option, when you later choose to exit Accessibyte Arcade from the internal 

Accessibyte Arcade system menus, you will be taken to a screen which notifies you that your 

outside software is being re-launched automatically.  

http://www.accessibyte.com/
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3. Press Alt+F4 to close Accessibyte Arcade altogether. 

4. Registration 

To register Accessibyte Arcade, choose “Registration” from the main menu. You can navigate that 

screen with the mouse or with the tab key. You will be asked to fill in the license number you were 

granted at time of purchase. Your license is good for a single installation, though it can be deactivated 

in order to be used again on another computer. 

5. Updates 

If there is a software Update for Accessibyte Arcade, you will hear a tone at the Main Menu. 

Additionally, after hearing the standard verbal prompt for the Main Menu, you will be verbally notified 

that there is an Update. You will then notice an additional Main Menu option, titled Update, between 

Registration Details and Exit. Pressing the Enter key on this option will close Accessibyte Arcade and 

take you to the Accessibyte Arcade Update website where you can Download the most recent version 

of the software.  

Once the installation file has completed Downloading, open the file and proceed with the installation. 

Your registration details and user settings will not be affected by installing the Accessibyte Arcade 

installation. 

6. Main Menu 

The Accessibyte Arcade title screen is the central hub which consists of options which do the 

following: 

 "Start "-Takes users to the Game Select Menu where various games can be chosen. 

 "Settings" - Various settings can be configured. 

 "Registration" - Registration information can be viewed. 

 "Exit" - Close program. 

7. Quick Settings 

At the Main Menu screen, the F1, F2, F3 and F4 keys can be pressed to cycle between various Quick 

Settings. Quick Settings can be created within the Settings Menu by hold the Control key and 

pressing either the F1, F2, F3 or F4 keys. This is a useful way to quickly chance settings to meet 

various students’ needs. 

8. Settings Menu 

Settings can be selected as an option from the title screen. Pressing escape will return to the Title 

Screen. The Up and Down Arrows navigate between selections. Pressing enter toggles each setting 

between its various options.  

 BG Color: Cycles through the various background colors. 

 Accessory Color:  Cycles through the various accessory colors. 

 Font Color:  Cycles through the various colors for on-screen text. 
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 Font Size: Cycles the size of the on-screen text. As is the nature of large font sizes, 

fewer characters will fit on the screen with large font sizes. 

 Font:  Pressing enter on the Font option will bring Up a separate listing of all 

fonts available on your system. Use the Up and Down Arrows to navigate 

through the fonts and press enter once you’ve found the one you’d like to 

use. 

 Voice: A listing of all available SAPI voices installed.  

 Speech Rate: Cycles through the options for how quickly the voice will speak. 

 Speech Pitch:  Cycles through the pitch at which the voice will speak.  

 Music Volume:  Alters ambient background music between Off, Low, Medium, High. 

 Samurai Flash:  Along with audio cues, the Samurai game provides a full screen visual 

flash to signify when the player should act. The screen flash can be 

toggled between on or off with this setting to accommodate players who 

do not do well with bRight or quickly changing levels of illumination.  

 Echo Arrow:  Changes the visual arrows in Echo between Bold, Double, Thin and No 

Tail. 

 FutureBot Voice: Toggles between Normal or Robo settings for the voice used within the 

FutureBot game. While the Robo setting provides immersion within the 

game, it may be difficult for some players to understand. 

 Wizard’s Tower SFX: Toggles the battle sound effects used within Wizard’s Tower. 

 Music Box Colors: Toggles between Multi or System color schemes within the Music Box 

game. Multi will use a variety of colors on a black background, 

regardless of the current Accessibyte Arcade color scheme. System will 

ensure Music Box visuals keep the current Accessibyte Arcade color 

scheme. 

 Exit: I forget what this one does. Try it out…once you’re finished ;)  

9. Advanced Settings 

Accessibyte Arcade contains a hidden advanced options page. Most users will not need these 

settings. It is not recommended you use the advanced options unless you require the features offered 

by advanced settings. If you run into issues after altering advanced settings, clear out all fields within 

the Advanced Settings menu. Pressing escape will exit the Advanced Settings menu and close the 

program. To enter advanced settings, from the Main Menu, hold Shift and Control, then press Space. 

Program to launch on exit: 

This setting allow Accessibyte Arcade to launch an external program on exit. This 

can be useful for students who require specific accessible software to operate 

outside of Accessibyte Arcade. If you require this setting, pate the complete 

directory path, including program name and extension, into the field. 
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10. Using Accessibyte Arcade 

 From the Accessibyte Arcade Title Screen, use the Up and Down Arrows to choose "Start" and press 

enter. 

 Use the Arrow keys to choose a game, then press enter. 

 Press Spacebar will provide a brief description of the currently selected game’s controls. 

 Some games may have sub-menus which allow for various difficulties to be chosen of files to be 

loaded. Use the Arrow keys to navigate and press enter to confirm your selection. 

 From any screen within Accessibyte Arcade, press escape to return to the previous screen. 

 Each game plays differently. Their respective descriptions and controls are listed below. 

11. Canteen 

 The Music Volume setting will alter the volume level of the ambient background sounds during Canteen. 

 

Overview 

Canteen is a game focused on resource management and risk management. Players manage a 

virtual camp concession booth, choosing what to stock and what to sell on each particular game day. 

The goal is to make as much money as possible before the end of one game month. This game has 

no loss condition, so players are encouraged to experiment and have fun. 

 

Controls 

The player will use the Up and Down Arrows, as well as the Enter key on the keyboard. The Arrows 

navigate through menus, and the Enter key confirms a selection. At particular prompts, such as the 

beginning of a game day or the end of a sale, pressing any key on the keyboard will progress to the 

next screen. 

 

Menus 

Open Shop:  

Players choose what items to place on the store shelves from their available stock to sell for the day. 

Three shelves are available, with customers more likely to purchase items on the first shelf than the 

second, and least likely to purchase items on the third shelf. Opening the shop will end the game 

day and proceed to the next. 

 

Buy Stock:  

Players choose what items to purchase using the money they have earned. Candy is free, and will 

always be fully stocked, but all other items must be purchased. Players must have at least enough 

money to buy one item before they try to stock Up. Buying stock will end the game day and proceed 

to the next. 

 

Inventory:  
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Players review how much money they have and how many of each item they have stocked, to help 

them plan for the day. Checking inventory will not end the game day. 

 

Strategy 

Certain items will sell better on particular days. For instance, no one will buy an umbrella when the 

sun is out, but customers will flock to buy them during a rain storm. Players should experiment and 

observe trends in order to maximize their profits. 

12. Crazy Phrase 

  While Accessibyte Arcade includes Crazy Phrase stories to choose from, it is recommended that 
instructors create new stories pertinent to the students’ needs. 

 

Overview 

Crazy Phrase is a game which presents players with various prompts, each of which will become a 

part of the story. The player is not familiar with the story when providing answers to the prompts. 

When all prompts have been completed, the story is read to the player, often times resulting in 

something crazy! 

These files are located in My Documents>Accessibyte>Accessibyte Arcade>Crazy Phrase. 

 

Controls 

After selecting Crazy Phrase from the Game Menu, a list of stories will present itself. Use the Up and 

Down Arrows to navigate and press enter to load the desired story. Once the story is loaded, the 

player will be presented with a verbal and visual prompt. They should type a word belonging to the 

prompt’s category and press enter. For example, the player may be asked to type their “favorite 

food”, to which they may respond by typing “pistachios”.  

 

Once all prompts have been completed, the story will be read. The player’s answers to the earlier 

prompts will be present through the story. When the story is completed, the player can press enter to 

hear it again or escape to exit back to the story list. 

 

Story Creation 

  Be sure to use basic text editor programs to make word files. Complex programs, such as Microsoft 
Office may not provide consistent results. Notepad is the recommended program to use. 

 Be sure the file is saved in the proper directory, listed below. 

 

1. In order to make your own Crazy Phrase stories, first navigate to the My 

Documents>Accessibyte>Accessibyte Arcade>Crazy Phrase folder. 

2. Within this folder, you will place a new .txt document made with the Notepad program which 

is a standard issue with all versions of Windows. This can be done by either of the following. 

a. Right click, then choose New > Text Document. 
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b. Open Notepad as per usual and saved the file in the My 

Documents>Accessibyte>Accessibyte Arcade>Crazy Phrase folder. 

3. Type your story within the text document. 

4. When you want to enter a prompt, place the word or phrase between < > symbols.  

Examples:  

a. “Zack loves to play <a sport>.” 

b. “<A friend’s name> found a <type of food> on the floor and ate it!” 

5. Continue to do this until the story is complete. 

6. Choose to save the file by navigating to File Menu > Save, or press control + S. 

7. Name the file anything you would like. This file can now be used in Crazy Phrase! 

  

13. Echo 

  Within the Settings Menu, the Echo Arrows option will change the visual arrow represented during 
game play. There are four options to choose in order to best serve the needs of players with low 
vision. 

 Also in the Settings Menu, the Music Volume will alter the volume level of the ambient background 
music during Echo. 

 

Overview 

Echo is a game focusing on memory and repetition. The player will be presented a visual and 

audible presentation of a direction, or series of directions, which they will need to echo after hearing 

a tone. An incorrect keystroke will result in a loss. 

 

Controls 

The player will use the Up, Down, Left and Right Arrows on the keyboard.  

 

Modes 

Each mode of Echo has 10 rounds. If the player presses an incorrect direction, they lose. As the 

game progresses, each consecutive round will become more difficult. The various modes, Easy, 

Medium and Hard, increase the number of directions needing to be pressed during a given round. 

 

Endless Extreme mode does not have a 10 round cap. Instead, the difficulty increases endlessly and 

the player is tested to see how long they can go before eventually losing. Moreover, instead of being 

presented with a random series of directions to press, Endless Extreme will continually add to the 

same series of directions.  
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14. FutureBot 

  Within the Settings Menu, the FutureBot Voice setting will control how FutureBot speaks. The Robo 
setting will cause FutureBot to have a robotic voice, while the Normal setting will remove the robotic 
sound effect. 

 FutureBot has a 120pt limit on text size in order to ensure all necessary text items fit on screen at 
once. This could be the reason the font size seems smaller than your chose size. 

 

Overview / Controls 

FutureBot is a game which asks players to answer various questions in order to calculate their 

future. The questions asked include True or False, Yes or No, Multiple Choice, and Short Answer. 

When the user has answered all of FutureBot’s questions, they will be presented with their future. 

The answers they gave will affect the outcome of their future, so students are encouraged to play 

many times in order to hear many different wacky futures. There are hundreds of questions and 

thousands of answers which will result in countless possible futures. 

For most questions, the player only needs to use the Up and Down arrows to make a selection and 

the Enter key to confirm that selection. Short Answer questions will require the user to type an 

answer before pressing the Enter key to confirm. 

Pressing the control key will audibly repeat any question that was asked, or the current part of the 

future being read. 

Pressing any key will progress through the various future prompts. 

15. Hangman 

  While Accessibyte Arcade includes Hangman word lists to choose from, it is recommended that 
instructors create new lists pertinent to the student’s classroom material or interests. 

 If a very large size font is used, some words may not fit onscreen. When this is the case, the word 
will automatically be shrunk down in size so it fits the screen in its entirety. 

 

Overview 

Hangman is a classic game with which many players are already familiar. This version of hangman 

provides visual and audible feedback, in addition to customizable word lists. Upon first entering the 

Hangman game menu, a list of words files will be given.  

These files are located in My Documents>Accessibyte>Accessibyte Arcade>Hangman. 

 

Controls 

When the player presses a letter key, a tone will signify the letter as being a letter within the current 

word or being incorrect. Correct letters will be placed within the word above the dividing line so the 

player knows the progress of the current word. Incorrect letters will be placed in alphabetical order 

beneath the dividing line so the player knows what letters have already been used. After 10 incorrect 

letters, the game is lost. Pressing a letter which has already been used, whether correct or incorrect, 

will result in a click tone and a strike will not be given. That would just be mean. 
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When the word is complete, a victory tone will play and the word will be read. At this time the user 

can press the Enter key to progress to the next word. 

 

While a word is still being played, the user can press the Control key to hear the current word 

progress. Each letter will be read, along with “blank” be spoken for letters not yet discovered. 

Similarly, pressing the space bar will announce how many strikes are Left before game over, along 

with what letters have already been used. 

 

Word List Creation 

  Be sure to use basic text editor programs to make word files. Complex programs, such as Microsoft 
Office may not provide consistent results. Notepad is the recommended program to use. 

 Do no use words with spaces, special characters or numbers. 

 Be sure the file is saved in the proper directory, listed below. 

 

1. In order to make your own word lists, first navigate to the My 

Documents>Accessibyte>Accessibyte Arcade>Hangman folder. 

2. Within this folder, you will place a new .txt document made with the Notepad program which 

is a standard issue with all versions of Windows. This can be done by either of the following. 

a. Right click, then choose New > Text Document. 

b. Open Notepad as per usual and saved the file in the My 

Documents>Accessibyte>Accessibyte Arcade>Hangman folder. 

3. Type the first word, then press enter. Do not place a space after the word. 

4. Continue to do this until all words have been typed. 

5. Choose to save the file by navigating to File Menu > Save, or press control + S. 

6. Name the file anything you would like. This file can now be used in Hangman. The word order 

will be randomized during play. 

16. Music Box 

  Within the Settings Menu, the Music Box Colors setting will toggle between Multi or System 
settings. Multi will result in a black background with multiple colors on screen when instruments are 
played. System will result in the currently selected Accessibyte Arcade color and background 
options. 

 

Overview 

Music Box is an open musical playground. There is no winning or losing in this game, only having 

fun! Music Box can be as simple or advanced as the player needs. If the controls seem too daunting 

for a player, they can omit them and only use what comes naturally. It is expected that most players 

will initially only use some of the features Music Box offers, yet slowly graduate into using more 

features and making more advanced music. Lastly, while Music Box does optionally make use of the 

computer mouse, it does so non-visually. Just move the mouse and click to make music! 
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Controls 

 The computer keyboard and mouse will be broken down into six instruments. Think of each row of 

keyboard keys as the keys of a piano, each key playing a different note.  

If these controls initially seem overwhelming, remember that Music Box can also be used in a simple 

manner. Instead of worrying about controls, just press letter keys on the keyboard and have fun! 

 

Instrument 1: Each press of a key will result in a musical note being played. The top 

row of letter keys (QWERTYUIOP[]) are used to play instrument 1.  

Instrument 2:  Each press of a key will result in a musical note being played. The home 

row keys (ASDFGHJKL;’) are used to play instrument 2. 

Instrument 3:  This is the bass instrument. Pressing a key will begin a bass pattern in 

that note. The bottom row of letter keys (ZXCVBNM,./) are used to 

change the bass note. Pressing another key in that row will change the 

note but not the bass pattern. Pressing the Shift key will change the 

current bass pattern. Pressing the Spacebar key will stop the bass 

pattern altogether. 

Instrument 4: This is the sound effects instrument. Instead of each key playing a 

different note of the same instrument, each key will play a different sound 

effect. The number row keys (1234567890-=) will be used to play 

instrument 4.  

Instrument 5: This is the drum pattern instrument. Pressing a key will change the 

current drum pattern being played. The Numpad keys (123456789) will 

alternate between drum patterns. Pressing the Numpad 0 key will stop 

the drum pattern from playing. Pressing the Numpad + key will change 

the current drum set. Pressing the Up and Down arrow keys will change 

the speed of the drum and bass patterns. Note: You may need to press 

the Num Lock button if the drums are not playing as you expect. 

Instrument 6: This is the pad instrument. Clicking the left mouse button will play the 

currently selected pad sound one time. Clicking the right mouse button 

will play the currently selected pad sound repeatedly. Moving the mouse 

left or right before clicking will change the pitch. During play, moving the 

mouse up or down will change the volume of the pad being played. 

Rolling the mouse wheel up or down will navigate between the selection 

of pad instruments. More ambient pads may sound best when looped 

with the right mouse button while other sounds, such as piano, may 

sound better when clicked with the left mouse button. 

Changing Instruments:  Each instrument listed above can have a variety of sounds it plays. This 

ranges from pianos to vibraphones and everything in between! Trying 

different sound combinations can lead to great musical discoveries! 

Pressing the F1 key will change the sound of instrument 1. 

  Pressing the F2 key will change the sound of instrument 2. 

  Pressing the F3 key will change the sound of instrument 3. 
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17. Radio 

 

Overview 

Radio is a game which tests the auditory discrimination abilities of the player, in addition to logical 

binary problem solving. As the game is played, static builds up on either the left or right side. This 

static is represented both visually and audibly, coming out of either the left or right speaker. The goal 

is to prevent the static sound from building by pressing the Left or Right arrow key, whichever 

corresponds to the direction from which the static is coming. 

 

Controls 

The Left and Right Arrows will allow the player fight back the static. If the static grows louder from 

either direction, the player should repeatedly press the arrow key which corresponds with the 

direction from which the static is coming. Pressing the key too rapidly, however, can result in 

overcompensation, causing the static to build on the opposite side. 

 

Modes 

Endless Extreme is the only mode. Within Endless Extreme, the difficulty increases endlessly and 

the player is tested to see how long they can go before eventually losing. A score is given upon the 

end of the round. The user can also use the Music Select option to choose various songs to 

accompany their play. 

18. Samurai 

 Within the Settings Menu, the Samurai Flash option will disable the visual flash of the Samurai prompt. The 
audio prompt will still be active. 

Also in the Settings Menu, the Music Volume will alter the volume level of the ambient background music 
during Samurai. 

 

Overview / Controls 

Samurai is a game which tests the player's patience and reflex. Ambient background sounds, 

playing for varying lengths of time, will eventually interrupted by an audible samurai shout and a 

visual flash on the screen. At that time, the user should press any key. If the user does not react 

quickly enough, they will lose the round. Similarly, if the user reacts too quickly and presses the key 

before the prompts, they also lose.  

 

Modes 

Each difficulty shortens the allowable reaction time before and after the prompts. Each difficulty is 

divided into 10 rounds, each increasing in difficulty from the last. If they player does not successfully 

pass all 10 rounds, an announcement will dictate how far they progressed.  
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Endless Extreme mode does not have a 10 round cap. Instead, the difficulty increases each round 

as per usual, and the player is tested to see how many rounds they can go before eventually losing.  

 

Multiplayer allows for two people to play against each other. Player One presses any key on the 

keyboard, while Player Two clicks any button on the mouse. If either player reacts before the prompt, 

they lose. Whichever player reacts first after the prompt wins. There is a total of 5 rounds per each 

multiplayer game, after which the winner is announced. 

19. Wizard’s Tower 

 Within the Settings Menu, the Wizard’s Tower SFX option will toggle the sound effects heard during battle. 

 

Overview 

Wizard’s Tower is game focused on skill and strategy. Players choose a difficulty and a character 

class, then battle their way through the tower. The tower contains 10 rooms, each containing a set of 

enemies. The player and enemies will take turns combatting one another until either group is 

defeated. On the player’s turn, they choose a move and an enemy target for that move. Each move 

costs Action Points (AP). When the player has no more AP, their turn is over and the enemies will 

attack. If the player successfully defeats a floor of enemies, they will be given a choice of new 

moves. The new move that is chosen by the player will be available for them to use on subsequent 

floors of the tower. If the player loses all of their Health Points (HP), they lose. 

 

Controls 

The player will use the Up and Down Arrows, as well as the Enter and Spacebar keys. The Arrows 

navigate through menus, the Enter key confirms a selection, Spacebar will give info on a currently 

selected menu item, and Control will audibly repeat the current text prompt. At particular prompts, 

such as move damage or the player’s victory being announced, pressing any key on the keyboard 

will progress to the next screen. 

 

Gameplay 

Player’s Turn:  

Players choose what action they will take against their enemies. Once an action is selected, the 

player will then choose which enemy the action will be used against. The player can press the 

Spacebar on either an action or enemy in order to gain more information. Such information includes 

the damage, effect and AP cost of a particular action, or the current health and status of a specific 

enemy. The player may also choose the Condition action in order to check their current HP, AP and 

status effects. When the player has no longer has enough AP to perform any actions, they should 

choose “End Turn”, at which point the enemies will attack. Any remaining AP will be carried over to 

the player’s next turn. 

 

Enemy Turn: 
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During the enemy turn, each enemy will either attack the player, inflict the player with a status 

ailment or buff another enemy. If the player’s HP reaches 0 during the enemy turn, it’s game over. 

When the enemy turn has ended, the player’s turn will be announced. 

 

Room Completion 

When the current group of enemies has been defeated, the player will be asked to choose from a list 

of two new moves. The player can only choose one of these moves, so they must choose wisely. 

The player can press the Spacebar on a particular move in order to learn more about it. Once the 

player has confirmed their choice, they will be taken to the next room in the tower. When all 10 

rooms of the tower have been completed, the game has been won. 

 

Character Classes 

Warrior 

The Warrior has high attack and high defense, though such strong actions have a high AP cost. For 

example, the Warrior may eventually learn the powerful Crush move, which will defeat most enemies 

in a single turn. This move has a high AP cost, which means the player is then open to multiple 

attacks from the enemy before they can act again. Luckily they will be able to withstand those 

multiple hits due to their high defense. 

 

Rogue 

The Rogue is a class built around many tricky maneuvers and efficient AP spending. Many Rogue 

moves use less AP than the moves of the Warrior or Mage, allowing for a variety of moves to be 

used each turn. For example, the Rogue may do well using the Slice and Soften moves against an 

enemy with high defenses. An enemy with high defense may only take 1 damage from any attack 

move, regardless of its AP cost. Knowing the move Slice does a 1 damage for the cost of 1 AP, the 

player can still do multiple points of damage against such an enemy during their turn. Softening that 

enemy will lower its defense and cause Slice to become even more powerful. 

 

Mage 

The Mage has low defense but powerful spells. Such spells include Healmo and Healwind, which will 

restore HP the Mage has lost. Another powerful spell is Feast, which provides additional AP and lets 

the Mage perform many actions in a single turn. 

 

Joker 

The Joker is a unique class in that move choices are completely randomized, allowing the Joker to 

draw from moves belonging to the other classes. For example, the Joker may eventually learn the 

Warrior-only Crush, the Rogue-only Slice, and the Mage-only Healmo moves. Since the move 

choices are randomized, the player may be given an advantage or disadvantage, depending on the 

choice of moves they are given. This will create a unique and interesting way of playing through the 

tower. 
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Strategy 

Wizard’s Tower offers players many choices spread across multiple difficulties (Easy, Medium and 

Hard) and character classes (Warrior, Rogue, Mage, etc.). As such, the player will likely play 

Wizard’s Tower many times in order to learn which strategies work best for them. Each character 

class has its own set of moves, though the player must choose which moves to learn and which to 

discard on any given play through.  

The array of enemies the player will encounter also adds to the variety of Wizard’s Tower. Ranging 

from Slime to Living Armor, all the way to The Wizard, himself! Each enemy will have its own set of 

moves to use against the player. Each room of the tower draws upon a randomized group of 

enemies specific to that floor, so the challenge is never the same twice. 

Combining difficulty, character class, and enemy groups, Wizard’s Tower provides a new challenge 

each time it is played. Players are encouraged to take further advantage of this variety by 

experimenting and having fun on each play through. Good luck on your adventures! 
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