
















































Appendix B: 

MonstetS of the Four Continents 

Spread ra.rufomo/ across tlie four continents, fearsome 
monsters roam Jreeo/. Tliere are Jive cCasses of monster, Pfa.ins, 
Forests, CastCes, Du"9eons, aru! Hi[[s. Certain dasses dO not get 
aCo"9 weff with otliers, aru! troop morafe pro6fems can flare up 
at a moment's notice. See tlie morafe chart on tlie Quick.­
Reference card for more in-dept.Ii iriformation. Each cCass has 
Jive different monster types, c!ijferi"9 in power aru! a6ility. 
FoCfuwi"9 is a 6rief description of each monster cfuss aru! type. 

PLAINS 

Mosto/ dajenerate aru! desperate humans comprise this 
groupi"9. Survival on tlie pfa.ins fetu15 itself to tlie most crafty 
creatures, not tlie most 6eautijii.L Pfa.ins creatures consist of 
Peasants, Wolves, N onuuls, Bar6arians, aru! Arclittt!l9es. 

Peasants 

Easio/ injfuencecf aru! guided, these hapCess denizens of tlie 
pfa.ins exist a pathetic life. They cfie easio/, dO not Ji91it well 
aru! have no recfeemi"9 features a6out tliem 6ut sheer num6ers. 

Wolves 

Crue(, with voracious appetites, Wolves terrorize Cesser 
creatures. Swift of foot aru! a6fe to 6ite for a minor amount of 
cfuttt!l9e, wolves are 6est kept in fa.r:ge wolf packs wliere tlieir 
num6ers can injfuence tlie tide of a smaCC 6attfe. 

NomadS 

These crafty desert traders are sav119e aru! fierce. Goocf 
Ji91iters, they are somewhat hara to controL They are used to 
tlie free aru! unrestrained lifestyfe of tlie desert. 
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Bar6arians Ii.ave tfi.e potential to 6e truo/ cfevastati"9 
fi9htersi however, tfi.ey afso Ii.ave tfi.e potentia.f to 6e faxy 
slll99arcfs. Reo/i"9 soCefy on natural taCent, tfi.e Bar6arian has 
clu66ed his way towardS tfi.e top. 

Arch!!ta9es 

Not native to tfi.e pCa.ins, archl'M9es moved in and prompto/ 
inserted tfi.emselves at tfi.e top of tfi.e Pfa.ins pecki."9 order. 
Expensive and hare! to controC tfi.eir ftUl9ical a6ility to jfy and 
constant daftUl9e can pulverize Cesser creatures. AlSo, tfi.ey may 
cast a Fire6aa spe[ twice in any 9iven com6at round. 

FORLSTS 

Accustomed to cfose fi9hti"9 in tfi.e woodS, Forest creatures 
are fierce and merciCess. Sprites, Gnomes, Elves, TrollS, and 
DruidS form tfi.e Forest cfa.n of monsters and 9et alo"9 
~ceptiona[y we[. 

Sprites 

These Jf yi"9 woodfa.nd creatures have one reason for 
survival. Tfi.ey jfy fast and fo(fuw orders wefL Tfi.ey alSo die 
easify and Jirnf it difficult to fa.nd a crushi"9 6fow due to tfi.eir 
diminutive size. 

Gnomes 

Dweffi."9 in caves delved 6efow tree trunks, these 
uncfe19round dwelCers make a stolid fi9hti"9 force. A9ain, smalf 
in size, tfi.ey Ii.ave pro6Cems with fa.19er opponents, who can 
crush fa.19e num6ers of 9nomes in a Sif19Ce round. 
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Annea witli 6ow a.rn! arrow a.rn! jfeet of foot, E(ves a.re a.n 
effective mU:!-size Ji91iti"9 force. Tiley can often decimate 
otlielWise equaJ opponents witli tlieir devasta.ti"9 distance 
strike. Tiley ma.y slioot tlieir 6ow a.rn! arrows 24 times per 
6a.ttfe. 

Troffs 

Tlie 6est wa.y to describe a. Troff is fur9e, sfow, a.rn! U9o/· 
Tiley a.re a.fso mean. Tiley take a. fo"9, fo"9 time to die a.rn! a.re 
quite capa.bfe of inflicti"9 fur9e quantities of datfUl9e upon tlieir 
enemies 6efore tlley 9et a.nywliere near cfeatli. If not kilied in a. 
rourn! of com6a.t, a. troff wiff rf9enerate to Ju.ff Ft.it points. If a. 
troff is kilied, it wiff not rf9enerate. 

DruidS 

DruidS lia.ve tlie 6est aspects of a.ff tlie forest creatures a.rn! 
use tliem peifectfy. Cunni"9 a.rn! yet refutivefy easy to controC 
DruidS ma.y cast Li91itni"9 BoCt 3 times in a.ny 6a.ttfe. DruidS 
make a. va.(ua.b[e edition to a.ny .fi91itif19 force. 

CASTLE.S 

Castfe creatures a.re a.mo"9 tlie most lii9 lifr trained a.rn! 
skiClfuL Consisti"9 of Miatia, Arcliers, Pikemen, Cava.Cry, a.rn! 
Kni91its, Castfe creatures a.re 6asica.ffy trained liuma.ns. Tiley 
9et a.fo"9 fa.irfy weff witli Pfuins creatures. 

Mi(itia 

Tliese cfependa6fe .fi91iters a.re a. ma.tcli for tlieir equiva.fent 
parts in tlie otlier cfusses. Comparisons lia.ve 6een drawn 
6etween Mi(itia a.rn! Peasants, a.rn! it is true. Miatia a.re 
peasants in armor. 
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Arcliers are reasonab!J durab[e and can irifHct mucli 
dal11.a9e· Tlieir favorite tactic is to wait in a Conesome comer of 
tlie 6attfejieUf, sliooti119 down utefortunate tar9ets. They may 
slioot 12 times in any 6attfe. 

Pikemen 

Wliat they Cose 6y not liavi119 tlie aerial attack of an 
Arclier, they make up for 6y unCeaslii119 a tru!J devastati119 
strike witli tlieir 6Cooc!y pikes. Pikemen are we(( wortli tlie cost. 

Cavalry 

Tlie most mo6iCe com6at troop sliort of flyi119 creatures, 
Cavalry stampede opponents and cause overwlielmi119 liavoc. 
Can on!J 6e acquired at liiglier feve!S. 

Kni1Jlits 

Tliese Jfed9fi119 CordS seek 6attCe and adventure to improve 
tlieir wortli. They are Ft.arc! to controC 6ei119 liead5tro119 at 
times, and Ft.arc! to put down. Tlioll91i sfow, they are quite 
poweifuL Can on!J 6e acquired at litglier fevels. 

DUNGEONS 

Du119eon creatures 9et aCo119 witli none 6ut tliemselves. 
They are tlie Undea.d cfass, cursed souls and da.119erous spirits. 
T lieir attacks contain eCements of tlie N etlierworUf and irifTic.t 
mucli pain, 6ut they are risk.y to retain as tlie otlier cfasses will 
compfain vociferous!J. Tlie Du119eon c!wclTers are Sk.eCetons, 
Zom6ies, Gliosts, Vamvires, and Demons. , 

sk.eCetons 

~e-oUf animated corpses ram6li119 across tlie four 
continents in searcli of a final resti119 pface, Sk.efetons are tlie 
Cow end of tlie Du119eon cfass. 
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Zombies 

Stronger a.ncf more dura.6fe tlia.n Sufetons, pro6a.6fy 6ecause 
their corpses were more fresh. when tlley were a.nima.td., 
Zombies a.re Juff of surprises. Tft.olJ9ft. sfow, tlley pack a. 
refa.tivefy su6sta.ntia.l puncft.. 

Gft.osts 

Skillful com6a.ta.nts a.ncf ft.i9Ft.fr mo6ife, Gft.osts a.re exc,e([ent 
.fi9Ft.ters. Any enemy tlia.t tlley Riff wi[ join tile Gft.ost troop as 
a. newfy created G Ft.ost if a.ny G Ft.osts sutvive after tile mefee 
round is compfeted. Bewa.re, Gft.osts ca.n easify 6ecome out of 
contra( The onfy dra.w6ack a.6out Gft.osts is tlia.t if the Week of 
tile Peasa.nt fa.fls wft.ife Gft.osts a.re setving as troops, tlley 
transform into Peasants. Onfy Gft.osts setving in your a.rmy or 
9a.rrisoning a. castfe for you wiff tum into Peasants. 

Vampires 

The Aristocracy of the Ni9ft.t, Vampires a.re formwfe 
troops. Tiley a.re a. ma.ten for the Ceaaers of some of the other 
cfa.sses. Witft. ea.cft. a.ttack tlley fa.~ tlley flea.( cfuttla9e 9iven to 
them equa.f to tlia.t wft.icft. tlley 9a.ve out. Tiley may never 
exceed their ofi9ina.l Ft.it points. Ma.Re sure tlia.t tlley never 90 
out of controC or tile rest of your a.rmy wiff 6e severefy 
impacted. 

Demons 

The Loras of the Dungeons, ma.ylia.p 6ecause tlley know 
where tile Undea.d soulS a.re Ft.iding, Demons a.re not Undea.d 
themselves. Tiley do ft.ave one of the most fearsome a.tta.cks in 
tile Four Continents in tlia.t there is a. sma.ff cha.nee every tum 
tlia.t tlley wi[ lia.lve a. troop stack, r~a.n:ffess of its composition. 
Tiley a.re most skillful wa.niors, a.6fe to defeat most a.nytft.ing 
6ut a. dr£190n. Use them we[ a.nd witft. caution. 

- 54 -



Creatures 6mf in the HiCfs are toU9fi· Pouru:f for pouru:f, Hi[( 
monsters wiff cremate any opposi"9 cfass. Ores, Dwmves, 
09res, Giants, aru:f Drel9ons are from the Hiffs. They are strot19 
aru:f prow:C so 6ewa.re! 

Ores 

Taff aru:f feral fooki"9, Ores are the 6est fow-eru:f troops a 
9eneral coufd want. Numerous, capa.6Ce of stro"9 attacks, aru:f 
downfi9Ft.t nasty, you cannot 90 WTOfl9 witfi an Ore ~ion. 

Dwatves 

Kept in fi9orous sh.ape deferu:!ift9 their mountain fiomes from 
the Ore fiorc:Ces, Dwatves are a.6(e warriors. Sma.ff in size, they 
cfeliver an outstaru:!ift9 6fow a.ru:f r~ufa.rly decimate fa.19er 
creatures. 

09res 

They are 6i£J, they are toU9fi, aru:f they are miru:fCess. 09res 
live for c:Cestruction aru:f do it weff. The ono/ pro6Cem 09res 
ft.ave is spwC they just cannot move we[ 

Giants 

A Giant coufd pro6a.6o/ 6eat a Demon if luck was on his 
side. Their fearsome attacks tfirowift9 6oufders a.cross a jlefd of 
6attle, 6 times in any 9iven 6attle, coupCed" witfi their crushift9 
fiaru:f-to-fiaru:f 6fows aCCow Giants to rampel9e a.cross their 
Cessers. 

Dr£190ns 

The ultimate .Ji9fitift9 ma.cfiine. A Drel9on can take more 
MfnCl9e th.an anytfii"9 else arouru:f. Simifa.rly, it a.Cso doles out 
more punishment than.any other creature. They a.Cso can fly 
cfurift9 6attle. Even 6etter for them, they are completeo/ 
immune to fnCl9ic· Ono/ the truo/ mi£Jfity can control a jfock of 
Drel9ons in an army. 
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Tfie Ei9fit Artifacts of Power 

Strewn a.cross the four continents, the Artifacts of Power 
ea.ch ft.ave a specia.C a.6ility wfiicfi can 9reato/ aid a character. 
Also, for ea.cfi item fouru:f another section of the Pu.u!e Map is 
recoverecf. FolCowift9 is a c:Cescription of ea.ch of the ei£Jfit mi£Jfity 
devices. 

THE AMULET OF AUGMENTATION 

Th.is woru:frous item, when jina.ffy attainecf, amplifies the 
speff power of any cfa.ss. A 6oon to speff-casters everywhere, 
especiaffy Bar6aria.ns, it is often fierceo/ 9uarcfecf. 

THE ANCHOR OF ADMIRALTY 

Awarcfecf to patrons of the oceanic arts wfio 9reato/ 
contri6ute to the weff-6eift9 of mariners, the Ancfior of 
Acfmiralty is a sym6ol reco9niw:f 6y seafarers everywhere. 
When ac41uirift9 a 6oat, the rental price wiff 6e si9nifica.nto/ 
c:fiscountecf for the 6earer of th.is artifact. 

THE ARTICLES OF NOBILITY 

Hancfecf out 6y Kift9 Maximus fiimse~ the Articles of 
N o6ility are a rewarc:f si£Jnifyifl9 ext.raonfinary setvice to the 
kift9dom tfiroU9fi heroic action. The Articles increases the 
commission per week a character receives. 

THE BOOK OF NECROS 

A tome out of ~emf, the Book of N ecros is rumorecf to 
increase the speff memory of any speff-caster. Sfiroucfecf in 
mystery, the wherea.6outs of tfie Book are unknown, a.ltfioU9fi 
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report of a minor wizard's rapid rise to power fia.ve Fuul .fi"9ers 
pointif19. 

THE CROWN Of COMMAND 

Tliis phenomena( item appears as a simpfe gollf crown. 
Origina[y craftd for a varuiuislied" Cine of k.i"9s, it lias entered 
pu6fk circufation. Wlien worn, tlie Crown of Command 
effectivef)t cfou6fes tlie Ceadersliip a6i(ity of any cfia.racter cfass. 

THE RING Of HEROISM 

A potent 6au6fe, tlie Rif19 of Heroism increases aff of tlie 
inta"9i6[e aspects of Ceadersliip and lieroism. Good fuck 6ecomes 
great, impossi6fe odds are 6eaten, and events surtaenf)t fia.ve a 
way of endif19 up profita6o/ for tlie 6earer of tlie Rif19. 

THE SHIELD Of PROTECTION 

Tlie ~eru:fary Wliite Kni91it once wiefded tlie Sliiellf of 
Protection. Wlien lie went out to 6attfe, onf)t tlie surest of 
6fows coullf Fta.rm liim. Altered 6y modem wiza.rcfry, tlie Sliiellf 
now offers protection to tlie entire army of its 6earer. 

THE SWORD Of PROWESS 

Said to 6e forged 6y tlie gocfs tliemsefves, whosoever wie&Ls 
tlie Sword of Prowess .fi91its (ike a wanior possessed. Likewise, 
liis companions or foffowers are afso im6ued witli tlie Sword's 
arcane power. Danttl9e cfone is lieartio/ increased witli every 
6fow. 

- 58 -

Appendix D: 

Wliife adventuri"9 across tlie four continents, you wi[ 
encounter many castfes, towns, and creature dweffi"9s. Eacli 
edifice lias a different fenction to felfi((. 

If inlia6ited, a castfe wi[ contain eitlier one of tlie seventeen 
vi[a.ins or a r09-Ul£J group of marauders who reside tliere. If 
you fia.ve siege weapons, 6attfe wi[ commence. If uninlia6itec{, 
you may feave 6eliind a troop icon and garrison tlie castfe, 
tliere6y increasi"9 6otli your current score and weekly income. 
Wlien you garrison a castfe, you must pay tlie troops for one 
week. T liereafter, tliey five off tlie castfe. If you return to a 
castfe and wisli to remove tlie troops, you must continue to pay 
tliem. 

If you win tlie 6attfe, you may garrison tlie castfe witli 
some of your survivi"9 ~ions. Tliis increases your commission 
per week and your current score. If tlie ford of tlie castfe was a 
viaa.in whose contract you liellf, you will receive a piece of tlie 
Puzzfe Map. If tlie [ore{ was a vi[a.in whose contract you did 
not hollC, tlie fore{ wiff 6e set free and wi[ eventuaay refoca.te to 
a new castfe. If you cfo not garrison a castfe, tliere is a cfia.nce 
tfia.t it wi[ repopufate. 

At Kif19 Maximus' castfe, tlie adventurer lias two chokes, 
lie may recruit sollfiers or request an audience witli tlie Ri.f19. 
Tlie Kif19's Castfe is tlie onf)t pface wliere Mifitia, Arcliers, 
Pikemen, Calvary, and Kni91its may 6e recruited. Tlie suppo/ 
of tliese troops are virtuaff)t unfimitec{, 6ut tliey are very costo/. 
As tlie adventurer gains in rank, tlie more poweifuC sollfiers wi[ 
6ecome avaifa6fe for liire. At an audience, rank is increased if 
tlie adventurer is wortliy. Otlierwise, tlie adventurer wi[ 6e 
informed of liis current rank status and tlien 6e sent on liis 
way. 
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Towns are meetitt9 pfu.ces and hotbeds of rumor and 
innuernfu. They are afso hi£Jhfy useful. In a town, tfiere are five 
actions an ru!venturer ma.y commit. 

It is in a town wfiere contracts are 9ainecl. A character ma.y 
onfy c.any one contract, 6ut it can 6e excfiatt9ed for another. 
Wfien you receive a contract, you shou[c( track down tfie 
viffain, conquer his troops, and 9ain a piece of tfie Puu.fe Map. 
Tfiere are five contracts to choose from at any one time. 

A town is afso a pface to rent or ca.nee( tfie services of a 
&oat. If a &oat is rented, wfien you leave tfie town it wiff 
appear next to tfie town. Simpfy wafk into tfie &oat to set saiL 
A &oat is tfie onfy way to trave[ from one continent to tfie 
otfier. 

Gatfieritt9 information in a town wiff fead tfie ru!venturer to 
tfie know~e of who infia6its tfie foe.a[ castfe. and wfiat tfie 
troops consist of No otfier information wiff 6e 91fanecl from a 
township. 

Towns afso seff spdfs. Each town fias one type of speff to 
se(C tfie foe.a[ speciaCty. From 9ame to 9ame, tfie spe([s wiff 
cfiatt9e towns. A cfiart, which we StJ99est you photocopy, fias 

6een inc(udd at tfie end of tliis manua[ and wi[ fie(p you keep 
track of wliicli speff is tatJ91it at wliic.li town. 

Fina[fy, you may 6uy sif9e weapons at a town. A sif9e 
weapon is vita[ if you wisli to attack a castfe.. Onfy one sif9e 
weapon may 6e fiefr{ 6y an ru!venturer at a time. If a sif9e 
attempt is unsuccessful, tfie sif9e weapon wiff 6e destroyed. If it 
is successfa.C tfiere is a sma.[[ percent!l9e tfiat it wiff 6e ruinecl 
from 6attfe. f ati£Jue. 

Creature c!weffitt9s are wfiere you can recruit new troops to 
aM to your army. Tfiere are four different c!weffitt9 types, one 
for eacli cfu.ss of monster, except Castfe.. Castfe. creatures may 
onfy 6e recruited at Kitt9' s Castfe.. Dweffitt9s start witli a 
certain amount of one creature. If you recruit lieavify enotJ91i, 
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you can cfepfe.te tfie c!weffitt9· It wi[ not 6e repfe.nislied unti( 
tfie proper week recfiar9es tfie c!weffitt9· Pfains creatures c!weff 
in covered WU9ons, Forest creatures in treehouses, Dutt9eon 
creatures c!we[ 6eliind c!utt9eon entrances, wliicli appear to 6e 
9ated sliut, and Hiff creatures c!weff in caves. 
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l\in!(s :0ount,g 
Castles and Villains 

Reference Chart 

Villains Listed by Increasing Difficulty 

Continentia 
Azram 3027 
Cancomar 36 49 
Faxis 22 49 
lrok 11 30 
t<.ookamunga 57 58 
Nilslag 22 24 rro~p~h~ir~au~n~d~--f6~5~7:t--t--t~t--+--+~t--+--+--i~+--l----i~-l----l---+~-l---~~ 

t~P~or~ra~l~is~;===~5~8~2~3t=~==+==~=~==t==~=±==t=j==±==t=j==±==t=i==±=j ~ 
1 Rythacon 54 6 w t'vv~ut,ta~r..:...:..c.:...._~f,4~0f5::-f----l~+--+---l~+--+--+~+--+---+~l----+--1-~l---..!-___J__Jg 
liiw~a~n~k~el~w~r~te:--t4~0t4~It--+-+~t--t---t~t-+--+---11---+--l----11----l----l-----l~-l---- ~ 
rF~o~r~e~st~r~ia:--~t""'t""'t--+-f~t--t---t~+--+--+---11---+--l----11----l----l-----l~-l---~ ~ 
f-'i:s~a~se~n~1t~~---t4~7~6;;--t---ll--+--+---l~+--+--+~+---l-----+~i-----l---+~i----1--1_J ~ 

t;o~u~vo~c~k~====~3~0tl~8t=~~=+==~=~==t==~=~==t=j==±==t=j==±==t=J==±=j ~ 
I Jhan 4134 w 

tri;M<ro~o~se~w~e"'ig~h:--t2~5t3~9t--+---t~t--+--+~l---+--+---l~-l----l----l~+--l----+~.!--J ~ 
lrg~uT.in~d~e~rw~ittc~h:-f,4~2fo5~6t--t---t~l--+--+~l---+--+---1~-l----l-----l~.l----l-----+~.1--J ~ 
~Y~en~e~v~err~e;;-~f.,~9f.1~9t---t---t~l--+--+~l---+--+---l~-l-----l------l~.l----l---1~.l--J ~ 
IAIA;;:c~hT.ip~e~li~a~---f'-"f'-"j----ll--+--+---l~+--+--+~+---l-----+~i-----l---1-~i----l--1-_j & 
lr.:;:;;::;~:--~-t;~;-;::t----ll--+--+---l~+--+--+~+---l-----+~i-----l---+~i----+--1_J ~ 
"7E~n~d~ry~x~~-t:J~l~4~6T--+--t~t---t---+~+-+---+~1---+---l-~1---l--l---J~l-_J ~ 
1 Goobare 41 36 t'J:;-;;;:;-;:;;-;-;::--~-t:;-;;.t;~~t--+--t----ll--+--+---l~+--1-----l~.l----l-----+~.l----l---1__J~ 
"Ir~Iy~p~pu~s~~--t;4~3f.2~7;t--t---t~t--t--+~+--+--+~l---+---+---11----l----l-----l~l-_J ~. 
1 Lorshe 52 57 .. 

Tylitch 9 18 
Xelox 45 6 
Saharia 
Spockana 17 39 
Uza re 41 12 
Zyzza rzaz 46 43 
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Bayside 
f jord 
11 u n te rville 
Isla Vista 
King's Haven 

Yakonia 
Saharla 
Grimwold 
Vengeance 
Za ezoizu 

l\in!(s :0ount,g 
Towns and Spells 

Reference Chart 

Adventure Spells Combat Spells 

41 58 
46 35 
12 3 ../ 
57 5 
17 21 
17 44 
50 13 
38 50 
14 27 
29 12 
51 28 

34 23 

3 8 

9 39 
13 7 -
57 57 
13 60 
5 50 

49 8 

9 60 
7 3 

58 48 
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Reference Chart 

Castles: Locations: Towns: Locations: 
(X,Y) (X,Y) 

c~mtimrntia c~mtin~ntia 
Azram 30,27 Bayside 41,58 
Cancomar 36,49 Fjord 46,35 
Faxis 22,49 Hunterv:ille 12,3 
Irok 11,30 Isla Vista 57,5 
Kookamunga 57,58 King's Haven 17,21 
Nils lag 22,24 Lakeview 17,44 
Ophiraund 6,57 Nyre 50,13 
Portalis 58,23 Path's End 38,50 
Rythacon 54,6 Quiln Point 14,27 
Vu tar 40,5 Riverton 29,12 
Wankelforte 40,41 Xoctan 51,28 

E2r~stria E2restria 
Basefit 47,6 Anomaly 34,23 
Duvock 30,18 Dark Corner 58,60 
Jhan 41,34 Elan's Landing 3,37 
Mooseweigh 25,39 Midland 58,33 
Quinderwitch 42,56 Underfoot 58,4 
Yeneverre 19,19 Wood's End 3,8 

Archi:u~lia Archi:u~lia 
Endryx 11,46 Centrapf 9,39 
Goo bare 41,36 Japper 13,7 
Hyppus 43,27 Overthere 57,57 
Lor she 52,57 Simpleton 13,60 
Tylitch 9,18 Topshore 5,50 
Xe lox 45,6 Yakonia 49,8 

Saharia Saharia 
Spockana 17,39 Grim wold 9,60 
Uzare 41,12 Vengeance 7,3 
Zyzzarzaz 46,43 Zaezoizu 58,48 
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