

























































































Name

The name that you wish to be known by is used whenever another character wishes to refer to you. This
name refers to your Character specifically, as opposed to your Player Name, which refers to you in general
when playing in MP Mode. For example, when giving gold or items, the character name is required. When
healing, your character’s name is needed. Choose your name well since it cannot ever be changed.

Race

This option will list all the Races available with a brief description of each. You might wish to run through
the entire list and see what each description says before choosing a Race, as this will affect what Align-
ment and Guilds you will be able to choose. Each Race also has a set ‘base’ for their Stats and a set amount
of extra points to distribute among the six Abilities.

Sex

This one should be pretty easy for most people. The sexes are equal, and have no advantages over each
other. Some of the sounds in the game are gender-specific, and your appearance to others in the dungeon
will be based on which sex you choose, but other than that, it’s just a matter of preference.

Alignment

The Alignment you choose will affect which guilds you are allowed to join, which items you can use, how
monsters will react to you, etc. As a rule, characters of opposite alignment (Good vs. Evil) cannot travel
with each other, while Neutral characters can accompany either. Likewise, having a companion of a differ-
ent alignment than your own will affect their Bind Level. Choose carefully, as once your character is
created, there’s no turning back!

Class

Class refers to the guilds. A guild is an organization of teachers and students dedicated to a specific way
of life. When a character joins a guild, they must adhere to the restrictions specified by that guild (while
they are acting as a member of that guild) in order to advance in that guild. Restrictions sometimes affect
what items a character can use or wear while they are acting as a member of a specific guild (i.e. Magi’s
guild does not allow its members to use swords). However, guilds are not so restrictive as to not allow their
members to join and act as members of other guilds.

Even though a character can only act as a member of one guild at any given time, one can be a member of
more than one guild. This causes all abilities, spells, and A/D modifications to be shared throughout all
guilds (i.e. an experienced Ninja acting as a new Magi has the fighting abilities they achieved as a Ninja.
However, they may not be able to use the Ninja-specific items while acting as a Magi because of item
restrictions set by the Magi’s guild).
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Once you have chosen your Race and Alignment, this screen will show you the list of guilds with the ones
you can join highlighted. Choosing an available guild will then do one of two things:

1) If the Race you have chosen does not have enough starting Stats to fulfill the requirements for joining
that guild, you will not be able to join and will have to select a different guild.

2) If you do have the Stats to fulfill the requirements for joining, they will be set to the minimum
requirement for that guild, and the screen will advance to the Statistics view with whatever Stat Points
you have left to distribute shown at the top.

Statistics

There are six basic statistics that determine how your character will perform when faced with certain tasks.
Since some Items and Spells require a minimum Stat to use or cast, choosing a race that supports these
Stats can be important. All guilds also require a set of minimum Stats in order to join. Certain items found
in the dungeon may modify a stat while equipped, but the unmodified (natural) Stat is still used in some
circumstances (i.e. the guilds look only at your natural, unmodified Stats when deciding if you may join.
Also, the ability to equip or use an item, along with the maximum spell points a character has, is based on
acharacter’s natural, unmodified Stats). You may raise your natural Stats by using certain items you can
find in the dungeon. The six basic statistics are described below in regard to what effect they have on your
character’s abilities.

Strength (Str)
Your character’s Physical Strength determines your chances of hitting a monster in combat, as well as how
much damage is done when you hit a monster.

Intelligence (Int)

Your character’s Intelligence determines your chances of hitting a monster in combat, the maximum Spell
Points that your character is allowed, your ability to identify an item, and your ability to properly identify
amonster.

Wisdom (Wis)

Your character’s common sense and insight, which affects your chances of hitting a monster in combat, the
maximum Spell Points your character is allowed, your ability to recognize a trap on a chest, your ability to
identify an item, your ability to recognize a monster, and your chances of leaving combat without being hit.

Constitution (Con)

Your character’s “healthiness™ affects the number of Hit Points you receive when you make a level, your
chance of being raised when you die, and your ability to resist special attacks from monsters such as
poison, disease, stoning, aging, paralysis, “breath™ (being fire, cold or other breath types), and
spells cast by monsters.
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Charisma (Cha)

Your character’s beauty and leadership determines your chances of having monsters join and become
your companions, how long a companion will stay with you, and the chance of monsters becoming hostile
towards you.

Dexterity (Dex)

Your character’s speed and agility affect your chance of hitting a monster in combat, your ability to disarm
traps, how long it takes your character to open a chest while in combat, the chances a monster has of
stealing from you, your chances of leaving combat without being hit, and your chances of surprising
monsters when you enter their lairs.

Modifying your Stats

Use the arrows on either side of each Stat listed in order to increase (right arrow) or decrease (left arrow) the
Stat. When creating a character, you are allowed to decrease his or her Stats to that Race’s minimum and
increase them to that Race’s maximum. If you have already chosen a Guild, you will not be allowed to
decrease any Stat below the minimum requirement for that Guild.

If you so choose, you may bypass the Class Screen and go to the Statistics Screen first. This will set your
Stats to your Race’s minimum and allow you to distribute all of the extra Stat Points however you wish to.

When a Stat has reached its natural peak (i.e. it cannot naturally be raised any higher), it will appear in bold
on the character info pane in the game. The natural peak is 5 points above the Race Max for any Stat.

Portrait

The last step in creating a character is choosing a picture for your character. You may use any of the
included Character Sketches, or import your own custom pictures. You may notice as you set different
aspects of your character, that the portrait showing in the display changes. This is to center in on what the
typical appearance of the type of character you are creating would look like. However, it is just a
suggestion...you can use the arrow buttons below the portrait shown to flip through all of the available
portraits and select whichever you wish.

Once you’ve chosen all the details regarding your character, click on Finish. You will be returned to the
Main Game Screen and can start playing!
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