


















































Helms may be made of soft leather, or 
thick iron. There is armor to suit every 
style and budget, from soft leather to 
scale to heavy chain mail and iron. 
Bracers to protect the elbows and 
shoulders also run the gamut in material 
and price, as do gauntlets and boots . 

Magical Items Department 
Any item, whether it be a weapon, a suite 
ofarmor, an amulet or some other object, 
may possess magic qualities. For 
example, a magic sword can add a few 
points to the skill of the person wielding 
a Sword. You might say a magic sword 
fights its own battle. 

Magical items will have varying at­
tributes. Hold the cursor over the item to 
determine its capabilities. These kinds of 
items are placed on the third shelf. 

Note: any piece of Fighter equipment is 
for Fighters only, and any piece of Mage 
equipment is for Mages only even if the 
item is magical. Mages cannot use 
Fighters ' attributes and vice versa. 

Scrolls, Books and Potions 
In the fourth and last department of the 
Weapon Shop, you can buy special 
magical items: Scrolls, Books and 
Potions. 

Every scroll contains one spell which can 
be read by a Mage as well as a Fighter. 
The spell may belong to any sphere, but 
can be used only once. 

A magic book contains one spell of a 
magic sphere and can only be read by a 
Mage. After reading the book, the Mage 
learns its spell and the magic bound into 
the book disintegrates. The book can be 
read by double-clicking on it. 

Potions hold medicine that restores 
Health or Mana. There are also potions 
restoring Health and Mana simulta­
neously. 

All the Scrolls, Books and Potions can be 
used whenever actions with the Back­
pack are enabled. 

If you select a depattment by left­
clicking, a torch lights up in it and the 
department goods are placed on the 
Shelf. 

Shelf 
In the upper left corner there are six 
windows named «Shelf». Here you can: 
• View the department's items 
• View the price of each item 
• Find out how many identical items 

are available 
• Get information about the item 
• Move an item onto the table 

Viewing Items 
The contents of the selected Shop 
department are automatically placed on 
the shelf. There are two arrows (at the 
top and at the bottom of the shelf), using 
which you can view all the items on the 
shelf. 

If you move the cursor to the arrows, 
their crystal ornaments will start to glow. 
BY left-clicking you may gradually view 
items: the upper arrow scrolls backward, 
the lower arrow scrolls forward. By 
holding the left mouse button down you 
rnaY quickly view all the contents of the 

shelf. 

Price and Quan­
tity of Items 
Every item pictured is 
accompanied with two 
figures: the price of 
the item is written at 
the top, and the 
number of available 
identical items is 
written at the bottom. 

Information about Items 
You can get a hint the usual way (by 
moving and holding the cursor over an 
item). It will contain the name of the item, 
the material it is made of, and its many 
attributes. The weapon attributes are 
Damage and Attack. The Armor at­
tributes are Absorb and Defense. 

The hint for a magic item is about the 
lllagic the item contains. Hints for Books 
and Scrolls name the spells they contain, 
Potion hints state the potions contents, 
and amulet hints reveal the name and 
Properties of the amulet. 

Moving Items onto the Table 
If you like the item and you want to buy 
it, you need to left-click on it, drag it and 
drop it on the Table. If there are many 
such items and you would like to lay 
them all on the table, hold do'"'11 the 
«Shift» button while performing the 
actions described above. 

Table 
The panel situated under the shelf is 
ca lled the «Table». 

ln contrast to the Shelf, which consists 
of an infinite number of cells, the Table 
contains five cells only. Lay the items 
onto the Table if you want to: 
• Let your heroes exchange their items 
• Select items to buy or to sell 

Exchanging Items 
The Shop is the best place for item 
exchange and it is also a fitting-room. 
There is only one hero in the Shop at one 
time. You can move items from his 
Backpack onto the table and call another 
hero . Now you may Jet the new hero wear 
the items from the table or put them in his 
Backpack. 

Item exchange may take place either 
between 2 fighters or between 2 Mages, 
because every item may be used by one 
class only, and cannot be used by the 
other class. 

Any class can ' hold' any kind of items in 
his or her Backpack. 



Buying and Selling Items 
You can move items to buy and sell to 
the Table. In order to differentiate, pay 
attention to the tag col or of an item. If it 
is red, then the item was moved from the 
Shop; if it is green then it was moved 
from the Backpack. 

You can not try items on before you buy 
them. If you change your mind after 
purchasing an item, you can return it, but 
you will be refunded only half the 
original price. 

When you have the items on the table 
that you want to sell or buy, use the 
Control Panel to tell the Shopkeeper. 

Control Panel 
The Control Panel is situated in the 
upper right comer of the Weapon Shop 
Screen and contains 4 buttons: 

The «Cancel» button removes all the 
items from the Table completely. If the 
items were taken from the Shelf, they Wi ll 
be returned there. If they were removed 
from a hero 's Backpack, they wi II be put 
back in place. If an armor or weapon itern 
was removed from the hero's person, it 
will be placed into the Backpack. 

The figure on the «Cancel» button 
shows how much money is at your 
disposal at the given moment. Pressing 
the «Cancel» button before your 
transaction occurs will preserve your 
existing balance. 

Buy 
If Shop items are on the Table and you 
press the «Buy» button, you will buy 
these items. They will move to your 
hero 's Backpack, and the cost will be 
deducted from your account 

The «Buy» button has a figure on it. 
This is the combined price of the item 
that have been prepared for sale. It is 
marked with«-» , because this sum will be 
deducted from your account. 

Sell 
If your items are on the Table and you 
press the «Sell» button, you will sell 
these items to the shopkeeper. Your itel11 
will be moved to the Shop Departments. 

The «Sell» button has a figure on it. This 
is the combined price of the items that 
you have prepared for sale. It is marked 
with «+», because this sum will be added 
to your bankroll. 

£!i1 
fhe «Exit» button will let you exit the 
Weapon Shop and enter the Center 
square. Be careful when pressing the 
«Exit» button when items are on the 
fable. You will not only exit the Shop, 
you will automatically buy and sell these 

items! 

Since the figure on the «Exit» button is 
changed every time an item has been 
purchased or sold, it represents the sum 
of money you will have after completing 
the trade. 

Info Window 
You know the Info Window from the 
"Main Quest Screen". You can see one 
of your heroes, and only this hero is 
allowed to walk into the Shop. The hero 
is armed and dressed as in the previous 
mission. 

There are 4 standard buttons in the 
comers of the Info Window. 

By pressing the two lower arrows you 
can view all the heroes in consecutive 
order. By pressing the button in the 
upper right comer oflnfo Window you 
make the hero 's Attribute Display appear. 

When you look at the Attribute Display, 
you will see the hero's weaknesses and 
strengths immediately. By keeping a 
close eye on the Attribute Display, you 
can quickly monitor changes in the 
hero 's attributes as he dons various 
armors and weapons. 

Every item your hero is wearing will be 
visible in the Info Window. More 
detailed information about the attributes 
of these items is also available. (see the 
"Shelf. Information About an Item" 
section). 

Spell book 
The symbol of magic will be displayed in 
the upper left comer for a Mage. 
Pressing this magic symbol will open the 
Mage's Spellbook, allowing you to view 
the Mage's available spells. Remember 
that, of course, you cannot cast spells in 
town. The Spellbook panel opens above 
the Backpack panel and covers the Table. 

Backpack 
The lower panel is the Backpack of the 
current hero whose portrait is shown in 
the Info Window (see the «Quest» 
section). 

If you have opened the hero's Backpack 
in the Shop, every item in it will be 
displayed with a price. This is the price 
you would get if you sold it. 

Money 
The main hero holds the money; no 
other characters are able to hold it. 

Money is always in the last cell of 
the Backpack. You cannot place it 
in the other cell. 



When you purchase an item, the cost 
will be automatically deducted from 
your hero's total available money, 
whether or not your hero 's Backpack is 
open. 

School of Mages and Fighters 

The School of Mages and Fighters is a 
training center where characters improve 
their knowledge and skills. The skills 
nonnally only acquired through long, 
tiring battle experience can be learned 
very quickly here, but the cost in gold is 
great. 

There are two master instructors at the 
chool: the Mage and the Fighter. Both 

will greet you at the entrance, standing 
next to the Column of Skills. Select one of 
the instructors and move your cur or to 
him. He will address you and then 
gesture toward the Column. 

The gesture of the Mage-instructor will 
summon five symbols of magic spheres 
to appear on the Column: Fire, Water, 
Air, Earth, and Astral. 

The Fighter-instructor will make the five 
base combat skills appear: Swords, 
Bludgeons, Axes, Pikes and Shooting 
Weapon. 

The School Screen consists of these 
three parts: 
• Info Window 
• Control Panel 
• Column of Skills 

Info Window 

Info Window contains the hero's portrait. 
as usual. By clicking on the symbol in the 
upper right comer of the Info Window 
you can look at the attributes table. You 
may estimate your hero 's attributes and 
choose which skill to improve. Two 
arrows at the bottom let you view all your 
characters. 

Control Panel 

There are 3 buttons on the control panel: 
• Practice 
• Talk (when needed) 
• Exit 

fractice 
You should left-click on the «Practice» 
button if you agree to the price of 
instruction indicated on it. Then the 
violet crystal will flash, your hero 's skill 
will improve, and the cost of the lesson 
will be deducted from your bankroll. 

Talk 
If the instructors need to talk with you, 
this button will be available. If you want 
to talk to the instructors, left-click on the 
«Talk» button. 

Exit 
The «Exit» button will return you to the 
Central Square. The figure on this button 
will indicate your remaining money. 

Column of Skills 

Two instructors await your arrival at the 
School. They are standing on either side 
Of the Column of Skills. You know about 
the Column of Skills from the «Character 
Attributes» section. 

If the learner is a Fighter, the Column 
will show the five base combat kills. If 
the pupil is a Mage, the five symbols of 
the magic spheres will appear (see 
section «Character Attributes. Base 
Combat Skills, Skills of Wielding Magic 
Spheres»). 

When you view your characters, the 
Column will turn to either its Fighter or its 
Mage side, depending on what character 
approaches the Column. 

The choice of the skill to improve is made 
on the Column by left-clicking on the 
corresponding symbol and the level of 
instruction is detennined automatically 
for each character. 

Price oflnstruction 
Among the ymbols on the Column, you 
may choose the skill to be instructed in (a 
Combat Skill or a Magic Sphere). Depend­
ing on the character attributes the 
instruction course will be more or less 
comprehensive. If the given skill of the 
character is not developed yet, the 
instruction will be simple and cheap. 

Every completed course improves the 
corresponding skill by one. Every 
sub equent course and improvement will 
be more expensive. The cost of which 
you selected for your hero is indicated on 
the «Practice» button. 



In the center of the Town Square is the 
statue of the Great Mage, the World 
Rescuer. In memory of the terrible 
cataclysms and noble deeds of the Great 
Mages, this statue was erected. So were 
many other statues all over the islands. 

This statue is far more than a landmark, 
however. You can activate the Town 
Menu by clicking on the statue or by 
hitting «ESC». 

The Town Menu offers the following 
options: 
• Load Game 
• Save Game 
• Sound Options 
• End Game 
• Return to Game 
(See Battle Screen Menu). 

Characters and 
Monsters 



NPCs (Non-Player Characters) 

Not every character in the game is a fighting unit; you should not attack everyone. 
From time to time you will run into local people and travelers who may be able to 
assist you with valuable information. 

Mercenaries 

If you feel that the enemy forces will be superior to your forces, you can hire merce­
naries whose attributes have already been set. You can only hire them in the Inn by 
paying for their services for one mission. 

Mercenaries will accompany you through your next mission. After that mission is 
complete, you will have to renegotiate your contracts with them. 

Unlike heroes, mercenaries are divided into classes (bowmen, swordsmen, pikemen, 
etc.), and do not change their attributes. Higher class mercenaries will demand higher 
pay. 

You cannot change the am1or and weapon of mercenaries. During the time they are at 
your disposal they fight with the weapon and armor they had when they were hired. 
As your expedition continues, mercenaries will progre son their own, improving their 
skills and equipment with experience. 

Some unit types, including horsemen and catapults, are only available as mercenaries. 

Mage Mercenaries, like all Mages, distrust and compete with one another. They will 
never appear in a group; they always work alone. 

Heroes 

In contrast to mercenaries, heroes possess unique skills. Every character comes 
equipped with weapon and armor, but you can always buy them new equipment and 
sell their belongings before a mission. 

During the game heroes can be trained and their skills can be developed. Heroes may 
be a Fighter or a Mage. Fighters use any weapon and wear any armor. They can't cast 
spells, but they can use most of the magical items and read magic scrolls. Mages do 
not use weaponry and do not wear armor. Mages fight by casting spells, mostly 
attacking the enemy from a distance. 

Creatures 

So far no one truly knows what happened in the tower of Great Mage Skrakan, but 
rumors have been spreading around Uimoir. They say that some horrible Demon has 
rnade himself at home in Rakh-Uimoir. The threat is not just in his strength and his 
cruelty, but in hi attempt to forcefully introduce new order to meet his terrible needs. 
In ancient times, when life was flourishing, a careless traveler could get into trouble 
encountering wild animals or hostile nonhumans face to face. The Demon chooses 
these creatures for his own vile purposes. 

Nonhumans 

Since the times of yore, nonhumans have dwelled in the darkest and deadliest comers 
ofUimoir in thick forests and impassable mountains. 

It was a rare occasion, but humans did run into nonhumans (Man-eating Ogres, 
Goblins, Ores, and Trolls) on the island from time to time. Legends told of the wicked 
creature 's once magnificent kingdoms, but these stories faded into distant memory. 
The nonhumans slunk about only in remote places, living their miserable lives away 
from human eyes. 

Until recently, that is. Since Uimoir became isolated, nonhurnans have flourished. 
They now openly oppose humans. These days, the bold and filthy creatures go 
where they please and await their hour. Some of them even proclaim proudly that 
they serve the Demon! 

Ogres, goblins and ores have a limited intelligence (from the human point of view). 
For this reason , they are not always aggressive: it is sometimes possible to negotiate 
with them rather than fight. In combat they use clubs, bows, pikes. 



Goblins 

Ore 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Resist 

Peculiarities 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Resist 

Peculiarities 

Ogre 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Troll 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Low 
Pikes, Slings 
Low 
High 
No 
No 

No 

Medium 
Swords, Bows 
Medium 
Medium 
No 
No 

No 

High 
Bludgeon 
Medium 
Medium 
No 
Low 
Weapon Resistant 

High 
None 
High 
Low 
No 
Medium 
Weapon Resistant 

souls and bodies of the fallen under an evil spell can be used for evil purposes. They 
are ummoned by magic and serve whoever summoned them. 

Spirit 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Animals 

High 
Unknown 
High 
Low 
No 
Medium 

Levitation 

This group of creatures has mutated from ordinary animals. Previously harmless 
squirrels, turtles, bats, bees and even snakes have turned into ugly monsters of huge 
ize. The animals fight using their natural weapons: claws, fangs, bites and tings. 

They are not organized very well, but are very aggres ive. 

Bees 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Squirrels 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

High 
None 
Low 
High 
No 
No 

Flying, Poisonous bites 

Low 
None 
Low 
High 
No 
No 

No 



Bone Snakes 

Bats 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Turtles 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Low 
None 
Low 
Medium 
No 
High 

No 

Medium 
Sound Waves 
Low 
Very High 
No 
No 
Flying, Distant Attacks 

Medium 
None 
Medium 
Low 
No 
No 
Poisonous Bites 

Dragons 

In the times of yore, dragons lived in the mountains. Many centuries have passed 
since when they were seen last. The dragon egg left behind hardened in the stone 
and remained o for centuries. The day finally came when evil spells reached the 
cave and the baby dragons hatched. But they resemble their noble parents by 
appearance only. They have taken in all the evil will and now personify evil. It is very 
important to remember that Dragons can use magic. 

Dragons 

Attack 
Weapon 
Absorb 
Speed 
Magic 
Magic-Protect 

Peculiarities 

Demon 

Medium 
Breathes Fire 
High 
High 
High 
High 

Flying 

Nobody knows anything about the Demon; the very fact of his existence has not yet 
been proven. But in such cases it is best to be wary of the unknown evil. 

Demon 

Attack Unknown 
Weapon Unknown 
Absorb Unknown 
Speed Unknown 
Magic Unknown 
Magic-Protect Unknown 

Peculiarities Unknown 

--------------------------
Note: Many times there may be creators of the same type of monsters that may differ 
substantially in Body, Agility and Mind. Some of them can even cast magic spells. A 
more dangerous type of the same monster differs from a weaker type by its color. -.. _______ _________________ _ 



Magic 

The Magic of Rage of Mages draws energy from the five Spheres. When conjuring 

8 spell, the Mage uses energy of a certain phere and the success of using magic 
directly depends upon the Mage's Skill. In order to reflect the differences between 
the spheres, each was given the name of the five base elements: Fire, Air, Water, 
Earth and Astral. 

ISphere of Fire 

The Magic of the Fire Sphere contains 
mostly destructive spells, creating all 
types of heat and flame: Firebolts and 
fire obstructions. 

Sphere of Water 

The Magic of the Water Sphere also 
contains mostly combat spells. These do 
not cause immediate damage, but take 
time to be activated. The spell Poison 
Cloud, for example creates a poisonous 
fog. This fog will only damage units 
which are in the cloud. Water in any state 
can be controlled by magic of the Sphere 
of Water. 

Sphere of Air 

Air spells affect ethereal and light fluxes. 
When using them, the Mage not only 
exercises direct power but also resorts to 
ruses and indirect tactics. With the 
Sphere of Air, Light and Lightning, 
illusionary and visual effects are at the 
Mage's disposal. 

Sphere of Earth 

l'he Magic of the Earth Sphere may tum 
an enemy unit into a stone statue and 
Bend it a meteor storm. It is also able to 
decrease damage caused by non-magical 
attacks . 

Sphere of Astral 

Since the beginning of the Island era, the 
Mages knew about the existence of 
Astral Sphere but could hardly use it. 
But every cloud has a silver lining' the 
great cataclysm that fractured the world 
into islands had many tragic conse­
quences, but it also brought the mysteri­
ous Astral Magic with it. 

So far the Sphere of Astral has remained 
unexplored, even though it is the most 
powerful magic on the islands. Its spells 
not only have a powerful external effect, 
they also change the inner essence of 
things, allowing incredible transforma­
tions. Astral Magic can enable Mages to 
teleport their physical bodies, to change 
their attributes, and much more. 

It is very difficult to protect against such 
spells. It is also very difficult to learn 
Astral spells -- the training is so danger­
ous that it can even cause death to the 
pupil. That is why there are very few 
Mages who have mastered this Sphere. 



Spells 

The number of spells is practically infinite, limited only by the abi lity and the imagina­
tion of the Mage. Rage of Mage contains a lim ited number of spells that are u ed 
most frequently in the Islands. 

Sphere of Fire / f1 ,, t . .., . :. 

PJl-FireArrow 
A firebolt resembling an arrow in shape. Lt reaches the target very quickly and infl ict 
a little damage. 

ireball 
Fire charge, round in shape. Just like a Fire Arrow, a Fireball flies to the target, and 
explodes when it hits it. The Fireball inflicts damage not only to the target it hits, but 
also to everything within a certain radius. 

ire Wall 
A Fire Wall is instantly created along the line perpendicular to the line between the 
Mage and the point of the cast spell and is not moving. Characters may walk through 
it only at their peril. 

A Fire Wall has more significance as a defensive weapon. Upon retreating, you may 
use Fire Wall to impede your pursuer's progress. 

In time the Fire Wall goes out by itself. 

Fire Sacrifice 

A Fire Sacrifice can inflict a lot of damage to all characters and objects within a certain 
range, but the Mage also pay a high price: self-inflicted critical damage. 

Protection from Fire 
Increases target 's resistance to spells of the Fire Sphere. Such a spell may be cast by a 
Mage or may be an attribute of an item. 

Sphere of Water 

This spell increases the Health level using the Sphere of Water. A Mage's comrades 
will be very grateful when this spell is used. 

This low temperature area operates as a kind of magic cloud. A character who enters 
the Freezing Cloud will lose Speed accordjng to the potency of the spell. As the 
character return to normal Speed, he or shell will begin to freeze and damage will 
occur. This can happen even after the character leaves the Freezing Cloud. Once the 
spell has run its course, Health will be restored unless the character reenters the 
Freezing Cloud. A character who re-enter the Freezing Cloud wi II incur additional 
damage until the spell is over. 

oison Cloud 

A magic cloud of poisonou fumes. A character in the Poison Cloud is poisoned. As 
with the Freezing Cloud, a character cannot escape of the effects of the spell just by 
leaving the area of the Poison Cloud. Once the poison has run its course, hea lth will 
be slowly restored, unless the character re-enters the Poison Cloud. A character who 
re-enters the Poison Cloud will incur additional damage unti l the spell dissipates. 

cid Stream 

The area of an Acid Stream is cone-shaped; every character within this conical area 
receives substantial acid damage. 

rotection from Water 

Increases a target's resistance to Water pells. Such a spell may be cast by a Mage or 
may be an attribute of an item. 



Sphere of Air 

The Light spell increases light level within a limited area '. A more potent spellcaster 
will be able to achieve increased brightness for a longer time. 

All the creatures of darkness within the range of the spell slow down and their Sight 

range is diminished. 

fliightning , . . . . . . 
A Lightning bolt will hit the target at a Mages b1ddmg. As the hghtnmg hits its 
victim, it will cause damage by a high-voltage electncal charge. 

Prismatic S ra 
Prismatic Spray is not a single lightning bolt but a gr?up ~f~p t~ five multi-colored 
bolts, fired by the Mage. lt can hit several enemy umts w1thm Sight range. 

This is a pell that may be cast on a single character only. An op.tic~l .effect is created, 
which makes the character invisible. The character ceases to be mv1s1ble when he or 
she does something besides simply moving (attacking, for example). 

rotection from Air 
Increases resistance to the spells of Air. Such a spell may be cast by a Mage or may 

be an attribute of an item. 

Sphere of Earth 
t ' f .:. tf'~ . . ~ 

Shield 
The spel 1 spawns an egg-shaped shell which can reduce the power of incoming 
physica l blows as armors do. When damage is inflicted, the shield absorbs a part of it. 
In time, the shield gradually disappears . Mages can cast this spell on themselves 
only. 

Stone Wall 

A Stone Wall is instantly created along the line perpendicular to the line between the 
Mage and the point of the cast spell. A Stone Wa ll is absolutely impassable. lt can 
block a passage, create an obstruction or provide protection. In time, the Stone Wa ll 
disappears by itself. 

Stone Curse 

The victim of the stone curse temporarily turns into stone. Simultaneously, the 
character's Defense attribute is decreased and its Absorb attribute is substantia lly 
increased. 

eteor Storm 

This spell causes a meteor storm in a wide area. Stones fa ll randomly to earth, 
inflicti ng substantial damage. 

rotection from Earth 

Decreases the power of Earth spells that have been cast on protected creatures. Such 
a spell may be cast by a Mage or may be an attribute of an item. 



Sphere of Astral 

BBless 
The Bless spell may be cast in combat. It increases chances of inflicting the most 
damage on the enemy . 

• Haste 
The spell increases the speed of movement of the target character. 

This spell summons the spirits out of human and non human corpses. It has to be cast 
on a decaying body. It is impossible to summon a spirit out of fresh meat or a heap of 
bones. The spirit joins the command of the Mage-character who summoned it. 

The instant transfer of the spellcaster from one point in space to another. The 
maximum range of the transfer depends on the skills of the caster. 

Keyboard 
Controls 



ESC 
Fl 
Fll 
<->or<I> 
<Q>or<B> 
<Space> 
TAB 
<H> 
<L> 
<M> 
<A> 
<G> 
<D> 
<C> 
<S> 
<T> 
<R> 
ALT+ <Left Click> 
CTRL +<Left Click> 
SHIFT+ <Left Click> 

CTRL+<l..9> 
<1..9> 
ALT+<l..9> 

SHIFT+ <1 .. 9> 
<W> 
<F> 
Gray<+>,<-> 
CTRL+ FS ... F8 
FS ... F8 
ALT+ Gray<+>,<-> 
ALT+<S> 
ENTER 
ALT+F4 

Battle screen menu 
Controls help 
Smoothing on/off 
Open/close inventory 
Open/close Spellbook 
Open/close Backpack and Spell book 
Status/picture mode in info panel 
Show all hit points on/off 
Flying Damage on/off 
Move 
Attack 
Guard 
Defend 
Cast 
Swarm (move & attack) 
Stand ground 
Retreat 
Force move 
Force attack/swarm 
Force add/remove unit to/from selec-

tion 
Save group selection 
Restore group selection 
Restore group selection with screen 

centering 
Add group to selection 
Change wimpy mode 
Change formation mode 
Change game speed 
Set shortcut keys for spell casting 
Shortcut cast a spell 
Demo recording starting & ending 
Save a screenshot 
Send a message in a Multiplayer game 
Exit game 

Credits 
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Nickolay Kozlov 
Alexey Borzykh 
Alexander Corabielnikov 

WRITER 
Anna K.Jimenkova 

MUSIC 
Igor Krasilnikov 

SOUND 
Andrew Drazhnikov 
Mike Matveev 
Alex Dmitriev 

SPECIAL THANKS 
Ami Com Computer House 
Denis Bystrouev 
Alexander Valensia-Kampo 
Tatyana "Babushka" Kuznetsova 
Raj Naidu 
Alexey Sviridov 
Alexander Dmitrevsky 

Buka 
ASSOCIATE PRODUCERS 

Dmitry Zakharov 
Oleg Beloborodov 
Igor Oustinov 

SPECIAL THANKS 
Angelika K.Jimova 
Marina Ravun 
Konstantin Mironovich 

~ 

Monolith Productions 

PRODUCER 
Matt Saettler 

TRANSLATION 
Nival 
Daniel Bernstein 

GAME TEXT 
Benny Kee 
Matt Saettler 

Matt Saettler 
MANUAL 

MANUAL TEXT 
Matt Saettler 
Benny Kee 

MATERIALS PRODUCTION 
Patti Kail 

Featuring the Voice Talent of 
Dave White 
Jock Blaney 
Kate Meyer 
Kate Fleming 
John Anderson 

Audio Cutting and Editing 
James Ackley 

Recorded at 
Steve Mitchell Productions, Seattle, WA 

MARKETING 
Jenni Gant 
Camille Ball 
Paul Butterfield 
Joel Reiff 

Product Acquisitions 
Daniel Bernstein 
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