




































































III. REFERENCE 
REFERENCE 

Currency 
Currency is comprised of: 

a) copper pieces 
b) silver pieces 
c) gold pieces 
d) gems 

10 copper pieces = 1 piece of silver 
10 pieces of silver = 1 piece of gold 
100 pieces of gold = 1 gem 
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REFERENCE 

Weapons 
WEAPON: 

1. SWORDS 

a) BROADSWORD 

COST 

20GP 
A heavy sword, over 3 feet long , with a 
straight, wide, flat blade. 

b) CUTLASS 15GP 
A short, heavy, slightly curved sword 
with a single cutting edge. 

c) GLADIUS 10GP 
A short 2-foot long sword with a wide, 
flat blade. 

WEIGHT 

15 

4 

3 

d) GREATSWORD 55 GP 25 
A 6-foot long, two-handed, heavy sword 
for the strong warrior. 

e) LONGSWORD 14GP 5 
A light, 4-foot long sword with a 
narrow blade. 

f) RAPIER 10GP 
A light, 3-foot long fencing sword with a 
narrow flexible blade. 

2. BLUDGEONS 

a) CLUB 5CP 
A heavy tapered stick, with sharp spikes 
at the thicker end. 

2 
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.. . weapons 

b) FLAIL 15GP 
A heavy club with a chain attached at 
one end, holding a free-swinging 20-
pound iron-studded ball. 

c) MACE 10GP 
A short club-like armor-breaking 
weapon with a spiked metal head. 

d) QUARTERSTAFF 5CP 
A stout pole, 6-8 feet long, tipped 
with iron. 

e) WARHAMMER 3GP 
A shafted weapon with a spiked 
hammer head. 

3. LARGE BLADED WEAPONS 

a) BATILEAXE 
A short, broad double-bladed axe. 

8GP 

b) HALBERD 12GP 
A six-foot long weapon with an axe-like 
blade, beak, and an apical, armor­
piercing spike. 

c) SCYTHE 2GP 
An agricultural implement consisting of 
a pole with a long, curving blade fas­
tened at an angle. 

4. HAND WEAPONS 

a) BLACKJACK 6SP 
A thick leather bag filled with hundreds 
of iron pellets. 

b) CESTUS 10GP 
An iron glove covered with spikes or 
metal studs. 

15 

13 

3 

7 

8 

15 

8 
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c) DAGGER 2GP 

d) 

A short weapon with a sharp, pointed 
blade fastened to a handle. 

GARROTE 1SP 
A thin leather cord, or piano wire, used 
to strangle an opponent. 

5. MISSILE WEAPONS 

a) CROSSBOW 60GP 
A bow fixed transversely on a stock, 
with a trigger mechanism to release the 
bowstring. 

b) THROWING DAGGER 2GP 
A dagger that is specially balanced to 
throw at a target with precision. 

c) LONGBOW 1 Gem 
A large 5-6 foot long bow that can fire 
arrows 210 meters. 

d) SHORT BOW 35GP 
A small 3-4 foot long bow that can fire 
arrows 150 meters. 

e) SLING 5CP 
A short strap with a long string attached 
at both ends, used to hurl stones or 
other missiles. 

f) SPEAR 9SP 
A long, stabbing weapon for thrusting 
or throwing, consisting of a sharp­
pointed iron tip attached to a 
wooden shaft. 

1/2 

15 

3 

2 

1/2 
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REFERENCE 

Armor 

1. SOFT LEATHER ARMOR 9SP 12 
A stiff, cumbersome armor made from the 
hide of an animal or creature. 

2. CURED LEATHER ARMOR 2GP 15 
Made of leather hardened in burning oil and 
shaped into a breastplate and shoulder pro­
tectors. The remainder of the suit is fashioned 
from soft, flexible leather. 

3. BRIGANDINE ARMOR 1 Gem 2GP 35 
Made from small metal plates sewn or riv­
eted to a layer of leather. Stiff and cumber­
some, it does not provide protection at the 
joints which are widely spaced for free 
movement. 
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armor . . . 

4. CHAIN MAIL 85GP 40 
Made of interlocking metal rings, always 
worn with a layer of fabric padding under­
neath to prevent chafing and cushion the 
impact of blows. Too heavy and uncomfort­
able to wear for extended periods. 

5.SPLINT MAIL 90GP 40 
Armor made from narrow vertical strips of 
metal riveted to a backing of leather and 
cloth padding . Normally worn under 
splint mail. 

6. PLATE MAIL 15 Gems 55 
A combination of chain or brigandine 
with metal plates covering vital , 
unprotected areas. 



.. . shi e lds 

7. FULL PLATE ARMOR 50 Gems 75 
Impressive, gothic-style armor perfectly 
forged and custom fitted. All plates are inter­
locking and carefully angled to deflect blows. 
The surface often has ornate etchings and 
inlaid precious metals. The armor is hot, slow 
to don, and very expensive, but an excellent 
form of protection. • 

REFERENCE 

Shields: 
COST: WEIGHT: 

1. BUCKLER 2GP 
A small shield that fastens to the 
forearm . 

2. MEDIUM SHIELD 8GP 
A shield carried on the forearm and 
gripped with the hand. 

3. GREAT SHIELD 12GP 
A massive, heavy shield nearly reach-
ing from chin to toe, offering the most 
protection of any shield available. It is 
fastened to the forearm. The shield 
hand must grip it at all times. 

3 

10 

15 

• 

34 

REFERENCE 

Spells 
Magic and spellcasting have been an integral part of life in 

Nhagardia throughout the ages. Though its powers are not entirely 
understood, its uses are familiar to many inhabitants of this land, for 
here the art of sorcery is not limited tothe sorcerer. Many spells can 
be bound into objects by a skilled spellcaster. Anyone in posses­
sion of a spellbound object has the power to perform its magic. Yet, 

those who are able to master 
the craft themselves have the 
advantage of countless pow­
ers at their disposal. 

This reference will guide 
the novice spellcasterthrough 
spells for combat, for 
performing technical functions, 
and for counteracting other 
spells. Trying one's hand atthe 
simpler spells before venturing 
into complex and difficult 
spellcasting will lead to early 
successes and , in turn , 
increased knowledge and 
efficiency. 



For the Master Sorcerer (Very Difficult Spells) 

DISARM 
The weapons of the enemy will vanish. 
Components - two lode stones, firethorn , scalding water, 
snake fang 

TELEPORT 
A convenient means of travel, yet difficult to master. Traverse 

space instantaneously to any destination . 
Components - grasshopper, fly , homing pigeon , black rose 

EXPLODE 
Create a fiery blast. 
Components - sulfur, flint , ruby, firefly 

OPEN GROUND 
With this powerful spell , the ground beneath one's enemies will 
open up and swallow them whole. 
Components - mole, volcanic rock, diamond, quartz 

RAIN OF FIRE 

Bring a wall of flame down upon the enemy. 
Components - firethorn, firefly, ruby 

EVOKE DRAGON 
Summon the most feared of all beasts. A very difficult spell , yet 

worth the effort to conjure up this classic . 
Components - The Kilty Emerald , dragon ashes, dragon egg, 
dragon bayne 

RESURRECTION 
For the veteran sorcerer. This spell will restore breath to a 

lifeless form. 
Components: The Gharis Diamond, death shroud, garlic 

INVISIBILl1Y 
The recipient of this spell will enjoy traveling unseen and 
undetected. 
Components - a Cyclops' eye, blindfold , quartz prism 
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Difficult Spells 

DECREASE SPEED 

sp e lls .. . 

I n combat, slowing down an enemy's reaction time with this spell 
will give the spellcaster the upper hand. 
Components - the empty shell of a tortoise [washed ashore] , 
molasses [from a merchant who has frequent need for 
the ingredient] 

INCREASE SPEED 
A quickening of the senses will sharpen a warrior's skills . 
Components - rabbit's foot [see a trapper after a good day] , 

grease [a staple of the blacksmith] 

CREATE DARKNESS 
Shroud the enemy in shadow. 
Components - blindfold [of a prisoner], amethyst [in its natural 
state, or as precious jewelry] 

CREATE LIGHT 
Invoke the light of day. 

Components - diamond [in the rough, or refined] , flint [along 
a forest path] 

INNER NOISE 
Those who are distracted from within will lack the concentration 
needed for skilled combat. 

Components - conch shell [washed up on the beach], shark 
tooth [see a seafaring man] 

INNER QUIET 

Clear the mind from all distractions and sharpen all skills. 
Components - cotton [in its natural state], orchid [from the 

outskirts of the forest] 

CURE 
Heal even the most critically wounded in your party. 
Components - pearl of an oyster, a hair of the elusive 

Fraywood unicorn 



.. . sp ells 

HEAT METAL 
Heat armor to a scorching temperature. 
Components - pepper [common in many households], coal 

[from its source] 

FEAR 
Invoke terror in the hearts of one's opponents. There is perhaps 
no greater obstacle to victory as lack of courage. 
Components - amethyst [cut or uncut], feather, ivory hom 

[from a Snow Beast] 

COURAGE 
Summon the bravery of an epic hero for use in your noble quest. 
Components - heart of a desert lion, ruby [uncut or as a holy 

relic 's ornamentation] 

CREATE RAINSTORM 
Open the heavens. 
Components - ice [from the Polar regions] , moss [from the 

forest floor] 

PIERCING SIGHT 
Create the power to see through objects ; the enemy 

cannot hide. 
Components - quartz [find its source] , falcon eyes [see the 

apothecary for unpleasant ingredients] 

YOUTH 
Restore a being to its younger state. 
Components - ginseng [see the "medicine man"], chicken 
egg , pearl of an oyster 

CREATE FOOD 
This important spell will create nourishment for you and 

your party. 
Components - yeast [from a merchant who specializes in its 

use], seeds 
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TRUTH 
Those under this spell have no choice but to speak honestly. 
Components - salt [in its rudimentary form], holy book 
of Eqqus 

Simple Spells 

FRIENDSHIP 
Befriend the unwilling. 
Components - theater mask, tulip [plucked from a flower 

garden] 

OPEN LOCK 
All doors are open to the sorcerer wielding this simple spell . 
Components - mineral oil [a staple of the alchemist] , skeleton 
key [a staple for a member of the Robber's Guild] 

PASSION 
This simple spell will leave a less-than-interested subject be­
witched, bothered and bewildered . 
Components - a rose [worthy of a royal garden], a box of candy 

worth the expense] , silk stockings [basic equipment in a house 

of ill repute] 

BREATHE AIR/WATER 
Breathe comfortably on dry land or at the bottom of the sea. 

Components - vial of ai r, vial of water [from anywhere th roug h­
out the realms] 

FLIGHT 
Gain the power of flight. 
Component - bat wing [found in their cave] 

SWIM/WALK 
The user of this spell will become amphibious, able to traverse 
Thalassy, as well as the terrestrial realms. 
Component - fin of a fish [fresh or from the market] , shoe [from 

someone who can no longer use it] 



LIGHTNING BOLT 
Strike down an opponent. An old standard, but still effective. 
Components - piece of fur , glass rod [see the 
resident alchemist] 

FIND 
These spells will lead you in the right direction when in search 
of traps and hidden objects. 
Components - candle, magnifying glass [to some skilled 
craftsmen, detail is everything], divining rod [found where water 
is a precious resource] 

REVISIBILITY 
This simple yet crucial spell will give the user the power to see 
the portals to the enchanted realms, otherwise unrecognizable 
to the mortal eye. 
Components - quartz [find its source] , bat eyes [see the 
alchemist] 

WARDING SPELL 

This spell counteracts attacks and spells from others. Use it 
to counterattack a combat spell or stop a technical spell from 
performing its function. When cast, it will actually track 
the opposing spell and clash with it, until only the 
stronger spell survives. 
A warding spell may also act as a protector to the user and the 
party. If cast when there is no other spell to oppose it, it will act 
as a defensive shield around the group, keeping it safe from the 
effects of a future spell . 
Component - dragon scale [find an abandoned lair] 

Through the course of the adventure you will discover two 
special spells that you'll need to create and use to weaken Grimnoth 
and eventually destroy his threat. As you meet characters along 
the way you will learn about the components to these two very 
important spells . 
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spe lls ... 

Potions 
Several potions can be purchased or discovered during the 

course of the game. They have no names, but a character with a 
very high magic ability will be able to deduce their purpose. An 
educated guess can be made by a character with only an average 
magic ability. In any case, use caution when dealing with these 
powerful elixirs - they are dangerous in the hands of someone 
unfamiliar with their powers. Many are pOisons, antidotes, healing 
medicines, or potions to increase skills . All are potentially harmful 
if not handled properly. 

The task set before you is great. And your skills as a sorcerer 
will be crucial to your success . Use your knowledge of 
magic wisely. • 





IV. APPENDIX 
The Face Paint Program 

I 
f you want to create a face for your 

hero, or use a scanned image of 

yourself, you can do so using the 

face paint program that comes with the 

game. The face paint and construction 

program is a separate program in and of 

itself. However, after the face paint and 

construction program is installed, the 

faces you create and save can be auto-

mati cally accessed in the character gen-

eration program. You will even be able to 

scan PCX images into the program so 

you can use your own likeness for your 

game hero . 

The face paint program has a simple interface. There's an actual game size of the 
character portrait in the upper left hand corner of the screen. Facial features appear in the 
long, narrow window at the left of the screen. The center of the screen is dominated by a 
zoomed-in view of the character portrait. To the right are the five icons that operate the 
program, and in the bottom right corner is the color palette. Colors can be scrolled through 
and selected by clicking on the arrow keys. 

The face paint and construction program has complete on-screen documentation, 
instruction , and help options. The program is very simple to use and runs from five icons. 
They are: 

m ~~~~ on-screen 
following areas: 

documentation , instructions, and help on the 

General- Select instructions on the following sub-items: A) about the face paint 
program; B) specific keystrokes to use; C) view credits 

File-Select instructions on the following sub-items: A) loading faces; B) saving faces; 
C) deleting faces; D) importing PCX files; E) quitting the program 

Library-Select instructions on accessing the following facial features: heads, ears, 
eyes, noses, mouths, hair, shoulders, and gear (helmets, crowns, hats, etc.) 

Edit-Select instructions on: A) saving bits (hand drawn pixels on the portraits) ; B) 
clearing a picture that you want to start over on; C) pulling facial features forward without 
having to start over; D) removing facial features from your face; E) dragging facial features 
to a new position on a face; F) deleting bits (hand drawn pixels) from your portrait; G) 
determining whether your hand drawn bits should be layered below or above your facial 
features; and H) rubbing out certain hand drawn bits from your portrait. 
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... the fac e paint pl'ogram 

Color- Select instructions on the following sub-items: A) iden­
tifying the specific color of a pixel in your character portrait in the on­
screen color palette; B) switching between brushes; and C) instruc­
tions on translating a specific color in a portrait to another desig­
nated color on the palette. 

a=;~;:a COMPUTER 

lit:=iI Lets you do the following : 

Load Face-Load a previously saved face so you can 
make changes. 

Save Face-Saves a face that you've completed to the charac­
ter generation system. 
Delete Face- Deletes a face you no longer want to work on. 

Import Face-Imports a PCX file of a digitized likeness. 

Quit-Quits the program. 
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~~~ FACE 

Eiiiiiii The face icon is the heart of the face paint and 
construction program. The icon lets you load the 
following facial features: heads, ears, eyes, noses, 

mouths, hair, shoulders, and miscellaneous head gear. By select­
ing particular features from each category you can begin to 
construct a full face. Scroll through the various features that appear 
for each category on the left side of the screen. When you select a 
feature it appears in both portrait windows-the small one in the 
upper left corner and the large one in the center. Remember that its 
best to construct a face by selecting the shoulders first and 
the head second. 

~ PENCIL ERASER 
~ Lets you edit character portraits by: 

Save Bits- After you've constructed a face , you 
may decide to touch up portions of it by using the brush and the 
color palette. If you have touched up the face, remember to save the 
bits you 've painted after you 're finished . 

Clear-Clears a face and lets you start over from scratch. 

Pull Forward-Lets you pul l a facial component ahead of a 
previously selected facial feature. For example, if you've selected 
a head and then decided to add shoulders to it, you don't have to 
start over. You can lay the shoulders over the head and then pull the 
head forward over the shoulders. 

Remove-Lets you remove a facial component from a face 
you're bui lding. 

Drag-Lets you drag a facial component to a different position 
on the face. 

Delete Bits-Lets you clear all of the bits that you've painted on 
a face with the brush and palette. 



Bit Layer-Lets you determine whether you want the bits you've 

painted to be below the facial components you laid on the face 

or above them. 

Rub Out-Lets you rub out specific bits without erasing 
all of them. 

COLOR ICON 
The color icon lets you : 

Identify-Lets you select any pixel in a characters 

portrait and have it identified in the color palette. 

Brush 2-Lets you change to a different brush. 

Translate-Lets you identify a particular color shade in the 

portrait and translate all instances of that color to a new color that 

you designate in the color palette. 

It is recommended that you use a mouse to operate the face 

paint and construction program. However, a joystick and keyboard 

can be used as well. The joystick acts in the same manner as the 

mouse. You can move the brush with the keyboard using the up and 

down arrow keys as well. The F1-F5 keys activate the five 

respective icons. 

the face paint program ... 
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LIMITED WARRANTY 

Neither MICROPROSE SOFTWARE, INC., nor any dealer or distributor makes any 
warranty, express or implied , with respect to this manual , the disk or any related item, their 
quality, performance, merchantability, or fitness for any purpose. It is the responsibility solely 
of the purchaser to determine the suitability of the products for any purpose. Some states do 
not allow limitations on implied warranties or how long an implied warranty lasts, so the above 
limitation may not apply to you. 

As a condition precedent to the warranty coverage provided below and to ensure 
identification, the original purchaser must complete and mail to MicroProse Software, Inc ., 180 
Lakefront Drive, Hunt Valley, Maryland 21030, within 30 days after purchase, the Registration/ 
Warranty card enclosed in this product. To the original purchaser only, MicroProse Software, 
Inc. warrants the media to be free from defects in material for 90 days. If during the first 90 days 
after purchase a defect in media should occur, the software may be returned to MicroProse 
Software, Inc., who will replace the media at no charge. If at any time after the initial 90 day 
period your media becomes defective, the media may be returned to MicroProse Software for 
replacement at a reasonable service charge. 

In no case will MicroProse Software, Inc. be held liable for direct, indirect or incidental 
damages resulting from any defect or omission in the manual, or other related items and 
processes, including , but not limited to, any interruption of service, loss of business, anticipated 
profit, or other consequential damages. Some states do not allow the exclusion or limitation of 
incidental or consequential damages, so the above limitation or exclusion may not apply to you. 

This warranty gives you specific legal rights, and you may also have other rights which 
vary from state to state. 

IMPORTANT: The above warranty does not apply if the you make any unauthorized 
attempt to modify or duplicate the product, or if the product has been damaged by accident 
or abuse. 
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COPYRIGHT NOTICE 

Copyright ©1992 by MicroProse Software, Inc. 
All rights reserved . 

This manual and the computer programs and audiovisuals on the accompanying floppy 
disks, which are described by this manual, are copyrighted and contain proprietary information 
belonging to MicroProse Software , Inc. No one may give or sell copies of this manual or the 
accompanying disks or of listings of the programs on the disks to any person or institution, 
except as provided for by written agreement with MicroProse Software, Inc. No one may copy, 
photocopy, reproduce , translate this manual or reduce it to machine readable form , in whole or 
in part, without the prior written consent of MicroProse Software, Inc. Any person/persons 
reproducing any portion of this program, in any media, for any reason , shall be guilty of 
Copyright Violation , and shall be subject to civil liability at the discretion of the copyright holder. 
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