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Shut (F9) 
Use this option to shut open doors or containers. 

Special abilities (FlO) or SPACE BAR 
The final option on the Action menu is different for each 
character as it is their own special ability: 

Berserker - Berserker Rage. 
The Berserker will enter an attacking frenzy. When he is in this 
state, he can do untold damage to monsters. 

Troubadour - Bardish Melody. 
The Troubadour can sing from a selection of up to 8 different 
songs. Each song has a lasting magical effect on the party. When 
a song is sung, a small musical note will appear in the far right 
of the message window below the Action menu. To deselect a 
song, select another song or select the current song to stop 
it playing. 

Melody 

The Thief of Dolik Pass 

Warriors Awakening 

Ballad of Elanor 

Kijam Litany 

Smithy Song 

Adieu Sweet Dullard 
Dance of the Faerie Queen 

March of the Bold Ones 

Assassin - Hide in shadows. 

Effect 

Boosts Party Dexterity 
Boosts Party Strength 
Boosts Party Defence Factor 
Boosts Party Constitution 
Boosts Party Armour Class 
Boosts Party Intelligence! 
Boosts Party Speed 
A Weak Regeneration Spell 

Using this option will turn the Assassin invisible. This means 
that he should be able to sneak up on a monster unawares. The 
Assassin specialises in stabbing people in the back, so he will 
inflict much more damage on a monster if he attacks from behind 
rather than from the front. 

Runemaster - Cast a spell. 
The Runemaster is the only official magic user in the party. He 
can pre-prepare up to 10 different spells in advance, which will 

appear on the spell list screen. The Magic spell system is 
described in a section all of its own. 

G) The Message window. 
Whenever a character does something it will be confirmed in this 
window with a message. During a monster encounter, the 
amount of damage each character has inflicted on a monster will 
be reported here. Messages will be more selective if lots of 
actions are performed at once, e.g during battle some other 
actions like TAKE or PUSH might not be reported on if a lot of 
fighting is in progress. If you've taken an object but did not see a 
message confirming this during a battle, simply look in lhe 
relevant characters inventory to check if they have it or not. 

The right hand side of the message window is used for displaying 
runes indicating any continuous spell effects that are affecting 
that character, e.g antimage, hardish melodies. 

COMBAT MODE 
To survive a Monster encounter, you need to put the adventurers 
into combat mode. If a suitable weapon has been equipped before 
hand, then you simply choose the relevant character and select 
their weapon plinth, (the right hand). The plinth will highlight 
and the character will enter combat mode. You can perform the 
same action on the remaining adventurers to get them to join in, 
or you can select the Rally icon which will automatically put 
everyone else into combat mode. Rally also activates 'Berserker 
Rage' and 'Hide in Shadows' automatically during combat. 

Combat mode is automatically deselected when all of the 
monsters in the location have been defeated. 

You can deselect combat mode during a fight manually by simply 
selecting the highlighted weapon plinth again. Some of the 
options on the Action menu will also deselect combat mode. 

Bare knuckle fighting. 
Note that a character will enter combat mode without an 
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equipped weapon. He will just use his bare fists to fight the 
monsters! (This isn't recommended!) 

THE MAGIC SYSTEM 
Magic is a very important element in the land ofTrazere. The 
Runemaster will use it extensively during the quest, and the 
other adventurers also have access to magic via arcane (magical) 
items. Many monsters can use magic too, so beware! 

The Principles of arcane power 

Note that the availability of spells is NOT restricted in any way to 
the Runemasters level or his experience points total. The only 
restriction is whether the party can afford to buy the runes from the 
Mad Monks or find ingredients from other sources. 

The Runemaster can mix spells if he has the following 
components in his possession: 

An equipped mixing bowl 
Magical Runes 
Magical ingredients 

The Mixing bowl 
On its own, this is just an ordinary mixing bowl, complete with 
its own mixing implement. The Runemaster begins the game 
with one already equipped in this inventory. (This will appear on 
his arcane plinth). Without a bowl, the Runemaster will be unable 
to mix any spells in the dungeon environment. 

Mixing bowls can be bought from any Artificer if the Runemaster 
manages to lose or sell the one he has. 

D 
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(A) Magical Runes. 
There are 16 Runes available in the game, which are broken 
down into two different types: 

(i) Director Runes. 
These indicate the direction that the spell should travel in. There 
are four of these rune available: 

Forward - The spell's effects are targeted at the floor 
tile immediately ahead. 

Surround -The spell's effects are aimed at the eight 
floor tiles immediately surrounding the caster. 

Missile -The spell's effects are placed in a missile 
and are aimed at a particular location. 

Continuous -The spells effects continue to act on the 
target location until it is dispelled or the party leaves 
the room. The spell is recast on that location 
approximately every four seconds. 
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(ii) Effecter Runes 
These indicate the effect of the spell on the target. There are 

twelve available: 

Damage - Will inflict damage. 

Healing - Will heal. 

Dispel - Will stop any continuous spells and remove 
magical protection from a character or monster. 

Speed - Will increase speed. 

Paralyse - Will paralyse. 

Antimage - Protects from magic. 

Thrall - Your willing servant! 

Make Weapon - Creates a mystic weapon. 

Teleport - Gives teleport capabilities. 

Regeneration - Will automatically regenerate 
lost hit points. 

Disrupt- A very powerful Damage spell that can 
result in immediate death 

Vivify- Resurrect the dead! 

(B) Magical ingredients 
On its own, a rune will do nothing. Each rune needs to be paired 
off with the cotTect spell ingredient(s), (e.g Missile required 
one Wing of Bat) for it to work. To know which ingredients go 
with which runes, see the Magic eye for further details. 

The Eight ingredients 
There are eight different ingredients in the game. Some can only 
be bought from an Apothecary, whilst others can be found within 
dungeons. To add ingredients to the Runemasters ingredients 
store, select the bag of ingredient which should be in the 
Runemasters inventory and equip it. The bag will disappear and 
the ingredients will now have been added to the Runemasters 
personal store. 

Note that when you pick up ingredients in Dungeons they are NOT 
referred to by the same name, e.g Dragon tooth will be described as 
a Bag of Ugly Teeth. The names are cryptic clues to the real 
ingredients identity. 

The ingredients available are: 

Wing of Bat Brimstone 
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Mandrake Crystal 

Dragon Tooth Hedjog Venom 

Nightshade Phoenix Claw 

You will find that the Runemaster will run out of particular 
ingredients. When this happens, any spells that require those 
ingredients will not be able to be mixed. A message saying 
"Ingredients Low" will warn you of this (on the spells in use list) 

when you attempt to mix them. 

(C) The Magic Eye 
Select this eye with the pointer. A separate screen will be 
displayed which will show the Runes and which ingredients 
they require. To go back to the Spell mixing screen, press the 

select button. 

Magic Eye screen 

(D) The Spell Scroll 
Selecting this scroll will bring up the spells in use screen, but 
with a few extra icons on the right hand side. 

ii 
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The Spell Scroll 

To use any of the icons, a pre-prepared spell must have already 
been selected for the icon to refer to. 

e.g click on a spell number which has a spell on it, (it will 
change colour to indicate that it is selected). 

(i) Information scroll 
This will tell you what the spell is and what ingredients are 
used in it 

(ii) Re-mix 
Once you've mixed a spell once, you don't want to go through the 
same process every time. Simply select the spell and click on 
remix to mix more casts of that spell. The relevant ingredients 
will be automatically taken off the ingredients that the 
Runemaster has each time a spell is re-mixed. 

(iii) Delete a spell 
Select a spell then select this icon to delete that spell from the 
spells in use list. 

You can change the order of the spells by selecting the spell you 
wish to move and then selecting the new number you want to 
assign it to. 

(E) Mix Spell 

When you're happy with all of the elements that you wish to put 
in the spell, you should select this icon to mix the spell. 
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(F) Empty Bowl 

If you've mixed a spell that you're not happy with, then selecting 

this icon will ditch the ingredients from the bowl. 

Note that once you've ditched a spell you cannot retrieve the 
ingredients. They are lost forever. 

(G) The Mixing Window 
This is where you make your spells. To do this you need to know: 

How to mix a simple spell 

Please note that for the purposes of this section, spells have been 

divided into 'simple' and 'complex' types. 

In a New Game, Runemasters only have three Runes in their 

possession: 

MISSILE, DAMAGE 
and HEAL 
With these Runes, they are able to mix a few simple spells 

together ready for use. At the start of the game, your Runemaster 

will already have 5 spells ready and waiting to be used. Each one 

can be cast 25 times before they will run out. 

The spells are: 

1. Missile Damage 
This spell is aimed by the Runemaster at a monster. It will fire a 

bolt of energy at the target which will inflict damage when it hits. 

2. Missile Damage Damage 
A variant on the spell above, but it deals inflicts more damage. 

3. Heal 
This is a spell which will heal the Runemaster when cast. 

4. Missile Heal 
This allows the Runemaster to aim a healing spell at 

someone else. 

5. Missile Damage Missile Damage 
This is similar to the first spell, but once the first part (Missile 

Damage) has hit the target, a second Missile Damage will be 

triggered from the target travelling out in the same direction. 

You also need to know how to mix a spell together. With only 

three runes at the start, it is best to show you how one of the 

spells above would be created if you had done it. By following 

this example, you will create a new spell (number 6) which will 

actually be the same as spell 4. 

HOWTO MAKE A MISSILE 
HEALING SPELL 
Before we do anything else, ensure that the mixing window says 

spell 6. If it doesn't, select the spell scroll and select number 6 

(which should be blank) first. Click anywhere outside the spell 

scroll to close it. 

Select the MISSILE Rune (the rune that looks like an Arrow). 

You will see the Rune appear in the left hand side of the mixing 

window and its name appear in the bottom left hand comer of 

the screen. 

Now select a WING OF BAT (the first ingredient in the 

ingredient store). The ingredient will appear on the right hand 

side of the mixing window and the name will be displayed 

beneath the name of the rune in the bottom left hand comer of 

the screen. 
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Spell mixing 

screeri 

Click on the Missile Rune in the mixing window and the Missile 
Rune will now appear in the bottom left hand comer of the 
screen. You will see the hand mix the two together in the bowl. 

You have now made a MISSILE. 

This isn't a finished spell. You have only created the first 

component. 

The same process applies to making the HEALING component. 
Select the HEALING Rune, then select the Hedjog Venom 

ingredient to go with it. 

Simply follow the same process as described for MISSILE. 

i.e select RUNE (will appear left hand side of window) 
select INGREDIENT (will appear on right hand side of 
window) Click on RUNE in window (Symbol now appears in 

bottom left hand of screen) 

You now need to mix MISSILE and HEALING together. Select 
the mixing bowl to mix them. The spell has now been added to 
the Spells in Use list. To see it there, click on the Spell Scroll. 

Note that you have only created 1 cast of this spell. Once you 
have cast it, you might as well delete spell 6 as you already have 

this spell in one of the other slots. 

Any spells that don't make any sense (i.e those that don't follow 
the rules of spell mixing) will be tipped out of the mixing bowl 
in the mixing window on the spell mixing screen. 

To cast the spell, select the leave spell screen icon 

Select the Runemaster in the dungeon and either select his 
special ability (i.e CASf SPELL) by clicking on the Action menu 
or press FlO. The Spells in use list will appear on screen. Move 
the pointer over the number of the spell you wish to cast and 
press the select button. For this MISSILE spell we should aim it 
one of your other party members, so position the cursor over the 
floor tile that the character (the target) is standing on and 
press the select button. 

Alternatively, whenever in the Dungeon simply press the correct 
spell number by pressing the number keys 1 - 0. The Runemaster 
will automatically be selected and will be ready to cast the spell. 

How to mix a complex spell 

Complex spells contain more than one Director Rune and more 
than one Effecter Rune, as opposed to the simple spells that only 
have one of each. 

e.g Heal, Antimage, Surround, Paralyse, Continuous, 
Damage, Missile, Damage 

All of the spell components are effective in the order in which 
they are arranged in the spell. The above spell would do the 
following: 

(a) Heal -The caster heals himself (regains some of his lost 
hit points) 

(b) Antimage -The caster gives himself temporary immunity 
from magic. This will stop working if a dispel is cast on 
the caster. 
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(c) Surround - the area of influence for the remainder of the 
spell is transferred from the caster to the eight surrounding 
floor locations. 

(d) Paralyse -A paralysis spell is cast on each of the surrounding 
eight locations. 

(e) Continuous -Any further effects from the remainder of the 
spell will have a continuing effect on the eight locations unless 
dispelled or the party leaves the room then returns. 

(f) Damage -The caster is now surrounded by continuous 
damage spells. They will be able to walk through them due to the 
earlier Antimage effect 

(g) Missile - Further components of the spell are fired away from 
each of the eight locations in directions directly away from the 
centre of the casters location. 

(h) Damage -The missiles will cause damage on explosion. 

THE RULES OF SPELL 
MIXING 
There are only a couple of restrictions on the components that a 
runemaster can include in any spell. 

(i) The combination of FORWARD, SURROUND and 
SURROUND, FORWARD are not permissible unless separated 
by a MISSILE rune. 

(ii) No more than two MISSILE runes can exist in any one spell. 

(iii) The sequence of runes SURROUND, MISSILE, 
CONTINUOUS is not allowed, even if padded out with 
other runes. 

Don't worry about having to remember these, as you won't be 
allowed to mix a spell if you have broken any of the rules. 
It is important to note that arcane monsters have exactly the 
same magical capabilities that a Runemaster can have. This 

means that they won't always cast damaging spells. At times, 
they will cast spells that are beneficial to other monsters in the 
room (healing, teleportation etc). It is possible for your party 
members to be affected by these pells if they manage to get in 
the way, just as it is possible for your damage spells to affect 
your own characters if they are not adequately protected. 

EXAMPLE SPELLS 
To get you underway, a few very handy spells are listed below 
which you will find useful during the game. Note that to mix 
these spells you will need more ingredients than you start off 
with and a number of Runes that will have to be bought from the 
Mad Monks. 

Missile, Dispel, Paralyse 
This is useful against monsters. It will remove any magical 
protection and then paralyse the monster, enabling your 
character the luxury of being able to attack it without fear of 
it retaliating. 

Missile, Speed, Teleport 
This will double a characters combat reaction speed and then 
enable him to teleport into the thick of combat. 

Missile, Surround, Vivify, Healing 
This will literally save a few lives! Vivify allows the caster to 
resurrect dead party members. It will al o heal them. 

Spells that begin with the Missile component have to be aimed 
by the caster. If Missile is included in the spell but is not the 
first component, then you don't need to aim. 
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QUICK START AND 
BEGINNERS TIPS 
INTRODUCTION 
The term 'click on' is u ed throughout these instructions. To 
click on something you must move the on screen cursor (via 
either mouse or keyboard) over the object/item/option that you 
require and lhen press your select button to complete the move. 

Directions are referred to using the abbreviations N, S, E, W for 
orth, South, Ea t and West. 

NEW GAME 
We assume that you have loaded the game and are on the 
loading screen with lhe options "Fl to Load Save Game" or 
"Press any key for New Game". You should press any key to start 
a New Game. 

You will be presented with the character selection screen. You 
must first select your band of four characters. Just click on "OK" 
to accept the four on offer. (Once you are used to the game 
system you should start again and create your own characters, as 
explained in the main manual). 

Having selected a New Gan1e, you will first see a summary of 
recent events. Click anywhere to continue. The next thing you 
will see is Aunt Sushiana. Read what she has to say and then 
click in the message window. Four options will appear. Each one 
has a number next to it. Don't worry about any of lhe options for 
now. Instead, click on the large X in the bottom right hand 
corner of the main creen. 

You will now see another screen with 3 options. Once again 
ignore all of them, except for the last one. Press 3 on your key­
board or move the on screen pointer over the 3 and press the 
select button to enter the vaults. 

To complete the quest in Imperia, you must explore the dungeon 
and destroy the traitor Ti-Mann Mochun, who ha murdered the 
Emperor (the Assa sins father). This dungeon is only two level 
deep and should prove to be a good introduction to beginner . 

Don't feel intimidated by the empty threats of Ti-Mann Mochun. 
He senses your power and fears your success. Click anywhere to 
load in lhe first dungeon and prepare for action! 

EXPLORING 
Firstly, you should read the ign that is fixed to the pillar near the 
entrance that your party just came through. Select LOOK from 
the menu bar displayed in lhe lower half of the screen, (the 
LOOK option will change colour to show you that it is ready and 
waiting for something to look at). Now select the floor tile that 
the pillar stand on. The sign will be displayed in the middle of 
the screen for you to read. When you're ready, click anywhere to 
remove it. 

ote that to manipulate any objects or furniture, you must select 
the relevant option from the menu, then click on the floor tile 
that the target stands on, not the target itself. 

Try choosing LOOK then selecting a floor tile beneath the 
ornamental furniture which stand nearby. You will be told lhat 
you find " ... no treasure". Any furniture found within a location 
might be hiding objects. It's best to search them all. (When 
looking, all objects are referred to as "treasure"). 

Note that all of these actions have been peiformed by the Berserker 
as he is the current party leader. You can get each party member to 
do a different action by selecting a different character. To do this, 
click on the figurines in the bottom left hand corner of the screen. 
The base plinth of each character will highlight to show that they 
are now selected. You can get one to look at the sign, then another 
to look at the fu,rniture and another to open either of the S doors if 
you wish. 
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To leave the room, click on the dark floor tile on the very edge of the 
location to the S (behind either door). The whole party will attempt 
to march out of the room. Fortunately this particular door doesn't 
require a key, so the door will open and let them through. 

DOORS 

Many doors require keys before they open. If you try to walk 

through a locked door your party will come to a halt. Try 
selecting OPEN from the Action Menu and you will be told 
which key you need to open it. Now all you must do is find the 
right key! It could be anywhere on the level, or it might even be 

on another level or in another town! When you have the right 
key you must equip it so that it is ready to be used. Look at the 
items around the isometric 3D display. In the NW corner of the 
screen you will see a knapsack standing next to a dragon. Select 
the knapsack to see the Inventory screen for your current 

character. The boxes below hold each item in his possession. If 
you had a key you would firstly select it and then select the icon 
to the right which looks like two crossed swords. This icon will 
equip the key ready for use. Selecting the large green X icon will 
take you back to the dungeon. One of the plinths will now hold 
the key. Simply use that character to open the door and the key 

will be used automatically. 
Note that once used, keys will disappear. 

MAPPING 
When in the corridor, click on the Dragon who sits in the top 
left hand corner of the screen. This will put up on screen a map, 
showing you that you're now in a corridor. It will also tell you 
where you are and what dungeon level you are on. Here you will 
be in Imperia - Level 1. Note that the game is 'paused' whilst the 
map is on screen. To turn off the map, pres your select button. 

TAKING OBJECTS 
Now have a look at the furniture in this corridor. If you're lucky, 
you will " .. find treasure'', so now try and take it by electing the 

Take option from the Action Menu and then clicking on the floor 
tile that the furniture stands on. You will be told what it is you 

have taken. Select the knapsack to see the new object in your 
inventory. Don't worry if you didn't find anything this time, 
because you will find plenty later on! 

MOVING 
It's time to move on, so click anywhere along the dark exit tiles 
to the south and your party will move on. You will now be at a 
crossroads. The E, Wand S exits are doors. Select Open and try 
opening the S door. You will be told that it is locked with an 

Azure key. The W door is also locked, so you only have one 
choice but to go through the E door. 

Of course, it wasn't going to be long until you come across your 
first group of monsters and here they are, hungry for a fight. 

COMBAT 
(If you like, select Pause now then read the following section so 
you are prepared for what you must do to survive the monsters 
here) 

Immediately Press Fl to select your Berserker, press FlO or 
Spacebar to send him into "Berserker Rage" then hit the Rally 
key (ENTER) to thro~ everyone into combat mode. The 

Berserker will wade into the monsters and begin attacking and 
the others should do the same. Some of the monsters might 
teleport around the room, so be careful. If they do, then the 

remaining party members will fight them as long as they are still 
in combat mode. 

51 



52 

When the others are fighting it is best to make use of the 
A sassin's ability to "Hide in hadows" - this make him 

invisible to monsters. The Troubadour should play a "Bardish 

Melody" (he has only one, ''March of the Bold One "at the start. 
This is a weak continuous regeneration pell). 

THE RUNEMASTER 
The Runemaster isn't the best fighter in the world, but he does 
have the ability to create and cast magic spells. Fortunately, he 
is armed with 5 pre-prepared spells and some of them are 

attacking spell (like MISSILE DAMAGE) that you should use 
during combat. 

Select the Runemaster from the figurines in the bottom left hand 
comer of the screen. His plinth ba e will change colour. Now 

look at the options in the Action Menu. Select Cast Spell and you 
will be presented with a list that can hold up to ten different 
spells. The game ha al o paused at this point so you don 't need 
to worry about the battle raging on for the moment. 

Thi spells in use list shows that you have spells 1 to 5 already 
mixed and ready to be cast. Each spell can be used 25 times 
before they expire. Unfortunately, the spells are made up of some 
odd looking symbols that you are unlikely to understand yet. 
These symbols are runes, and the best way to learn what they are 
is to have a quick look at the Runema ters spell mixing screen. 
Once we've done that, we will return to this list and actually 
cast a spell. 

Quickly move the pointer outside the list and press the select 
button. The li twill disappear. ow look to the bottom right 
hand comer of the screen. There are a couple of other plinths 
here. The furthest one holds a mixing bowl. elect thi bowl. 

The spell mixing screen will now load in. This is where you will 
learn to create your own spells later on. For now, look in the 
top right hand corner. You will see the same strange symbols as 

tho e that appeared on the li t we looked at a moment ago. To 

learn what these are, you must select the magic eye, which is on 
the left hand side of this screen. This will display another creen 
which will tell you what the symbols are. 

As you can see they are MIS ILE, DAMAGE and HEALING. The 
ingredients needed for these are shown next to them. ow we 

should go back to the list. Pres your elect button to leave this 
screen, then choo e the icon in the very bottom right hand 
corner of the spell mixing screen to return to the dungeon. 

The battle will resume. Quickly elect Cast Spell and the list will 
appear again. ow look at the first five spell again. We can now 
understand what they mean. 

1. MISSILE DAMAGE 
2. MISSILE DAMAGE DAMAGE 
3. HEAL 
4. MISSILE HEAL 

5. MISSILE DAMAGE MISSILE DAMAGE 

Any spell with DAMAGE in them are meant for use in combat 
on monsters. Those with HEAL should be used on your party 
during or aft.er a fight. 

Select the first spell from the list by either moving the pointer 
over the number and pressing your select button, or by pressing 
the required number from your keyboard. 

Either way the list will disappear and your Runemaster will raise 
his arms. You need to aim this spell so move the pointer over a 
mon ter and press the select button to cast the spell. Ensure that 
there is a clear and unobstructed path between you and the 
monster when you cast the spell else it might hit something (or 
someone) else! Unfortunately the mon ters don't oblige and 
stand sti ll for very long o you must be quick to aim ancf ea t. 

If you are successful the spell will hit the mon ter. Depending 
on how strong it i ·, the monster will either survive the pell 
but take damage, or it will be vanquished and disappear in a puff 
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of smoke. By this time, the other monsters hould have been 
destroyed by your fellow party members. If not, then try casting 
another spell. All other aspects of spell casting and magic are 

explained in detail in the main manual. 

A RALLYING CRY 
If, during battle, one member loses hit points very quickly (his 
stack of skulls shown next to his figurine in the bottom left 
comer of the screen goes down suddenly), select that character 
and hit RALLY to summon help from the others. They should 
hopefully reach him in time if there is room. 

AFTER THE FIGHT 
Once the battle is over there are a number of things to do. 
Firstly, the Runemaster should try casting any MISSILE HEAL 
spells at his fellow adventurers if they need to regain any hit 
points. If he is in need of healing, he should cast the HEAL spell. 
This doesn't need to be aimed becau e it will only heal the caster. 
Secondly, if you killed any monsters, they might have left behind ; 
bags of gold. Select someone to pick up one of the bags and they 
will collect all of the available bags in the room for you. This is 

your only source of money in the game. 

You can now wander around the dungeon for a bit, Berserker 
Raging, Rallying or casting a few spells whenever you get into a 
fight. The only way you'll get to complete the entire game i to 
learn how to use all of the features available to your party of 
adventurers. If you like, play the game as you read the main 
manual, pausing U1e action whenever you need to think. 

PLAYING TIPS FOR 
BEGINNERS 
Keep the Runema ter out of fights (physical combat, OT spell 

casting) in the early stages until he has a few good damaging 
spells to use. Later on when he becomes more powerful, he could 
tum into the most important member of the party! 

SA VE regularly. If you're particularly paranoid, save after every 
few battles. 

Dying isn't the end of the game, as long as one character 
survives. He can take the bones with him to the regeneration pad 
somewhere in Imperia - Level 1 or alternatively he can find a 
Holy Temple elsewhere in the land and get the dead resunected 
for free. The only down side to dying is that when you are 
brought back to life, your luck points will be down to 0 if you 
are resurrected in a Temple. Other methods of resurrection can 
award a few luck points once the character is alive again. 
Luck points must be increased before you go back to the quest 
in hand. 

If you find a Golden Helm, give it to the Troubadour and get him 
to equip it. Every time a battle is in progress put him into combat 
mode as normal and then select the helm on his arcane plinth for 
magical intervention! 

Despite the fact that a map is drawn for you (by Elliot the 
Dragon), you will still need to make a note of where entrances 
and exits are and where you found particular keys etc. It is best 
to map the game on graph paper. 

Try and ensure that your party go up in levels at about the ame 
rate. Don't let just one member do all of the fighting. Share the 
responsibility around el e you will end up with an unbalanced 
party of very weak and ve1y trong adventurers. 

Avoid banner encounters early on until your party has battled 
through a few dungeon levels. You can get lots of experience 
points quickly if you win a banner encounter, but your party can 
also get massacred if they wade in without much combat 
experience! Naturally, there will be times when you have to fight 
a banner to gain a pass. 
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If Imperia is occupied by enemy forces, find a way to get in 
(either with a pass or by bribing the guard). You will be 
recognised and an uprising will free the city. 

Those who seem insane have their uses, and tho e who seem 
dead do too! 

GOOD LUCK! 
To succeed will require great skill and cunning, and only those 
who maintain the balance between the way of the word and the 
ancient art of sorce1y will emerge as living legends. 

TECHNICAL SUPPORT 
Should you experience any difficulties with this product, please 
contact our Technical Services Department: 

Technical Services, 
Mindscape International Ltd, 
P1iority House, 
Charles Avenue, 
Maltings Park, 
Burgess Hill, 
West Sussex. 
RH15 9PQ. 

Tel: 0444 239600 (between 09:30 and 16:30 Monday to Friday) 
Fax: 0444 248996 









Troubadour and Runemaster as they enter the mys­

terious Empire Of The Moon. 
Your quest - vengeance for the murder of the 

Assassin's father, the Emperor of Jmperia. Track 

down the Sorcerer Ti-Mann Mochun, once the 
Emperor's aide, now your deadly enemy. 

But watch your backs - the lands of the East are 

filled with Assassins and WarriotS just waiting to 
fulfil their villainous ambitions! StrangetS will be 

well noticed in these parts ... 
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