










































































Barbarians

Barbarians have the potential to be truly devastating
fighters; however, they also have the potential to be lazy
sluggards. Relying solely on natural talent, the Barbarian has
clubbed his way towards the top.

Archmages

L
Not native to the plains, archmages moved in and promptly J
inserted themselves at the top of the Plains pecking order.
Expensive and hard to control, their magical ability to fly and
constant damage can pulverize [esser creatures. Also, they may

cast a Fireball spell twice in any given combat round.

FORESTS

Accustommed to close fighting in the woods, Forest creatures
are fierce and merciless. Sprites, Gnomes, Elves, Trolls, and
Druids form the Forest clan of monsters and get along 1
exceptionally well.
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Sprites

These flying woodland creatures have one reason for
survival. They fly fast and follow orders well. They also die
easily and find it difficult to (and a crushing blow due to their

diminutive size.
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Gnomes

Dwelling in caves delved below tree trunks, these
underground dwellers make a stolid fighting force. Again, small
in size, they have problems with larger opponents, who can
~ crush [arge numbers of gnomes in a single round.
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Armed with bow and arrow and fleet of foot, Elves are an
effective mid-size fighting force. They can often decimate
otherwise equal opponents with their devastating distance
strike. They may shoot their bow and arrows 24 times per
battle.

Trolls

The best way to describe a Troll is large, slow, and ugly.
They are also mean. They take a [ong, long time to die and are
quite capable of inflicting large quantities of damage upon their
enemies before they get anywhere near death. If not Rilled in a
round of combat, a troll will regenerate to full hit points. If a
troll is Rilled, it will not regenerate.

Druids

Druids have the best aspects of all the forest creatures and
use them perfectly. Cunning and yet relatively easy to control,
Druids may cast Lightning Bolt 3 times in any battle. Druids
make a valuable edition to any fighting force.

CASTLES

Castle creatures are among the most highly trained and
skillful. Consisting of Militia, Archers, Pikemen, Cavalry, and
Knights, Castle creatures are basically trained humans. They
get along fairly well with Plains creatures.

Militia
These dependable fighters are a match for their equivalent
parts in the other classes. Comparisons have been drawn

between Militia and Peasants, and it is true. Militia are
peasants in armor.
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Archers are reasonably durable and can inflict much
damage. Their favorite tactic is to wait in a [onesome comer of
the battlefield, shooting down unfortunate targets. They may
shoot 12 times in any battle.

Pikermen

What they lose by not having the aerial attack of an
Archer, they make up for by unleashing a truly devastating
strike with their bloody pikes. Pikermen are well worth the cost.

Cavalry

The most mobile combat troop short of flying creatures,
Cavalry stampede opponents and cause overwhelming havoc.
Can only be acquired at higher [evels.

Knights

These fledgling ords seek battle and adventure to improve
their worth. They are hard to control, being headstrong at
times, and hard to put down. Though slow, they are quite
powerful. Can only be acquired at higher (evels.

DUNGEONS

Dungeon creatures get along with none but themselves.
They are the Undead class, cursed souls and dangerous spirits.
Their attacks contain elements of the Netherworld and inflict
much pain, but they are risky to retain as the other classes will
complain vociferously. The Dungeon dwellers are Skeletons,
Zombies, Ghosts, Vampires, and Demons.

Skeletons

Age-old animated corpses rambling across the four
continents in search of a final resting place, Skeletons are the

\l\\F' ) [ow end of the Dungeon class.
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i Stronger and more durable than Skeletons, probably because
| ,’7 their corpses were more fresh when they were animated,
’/ Zombies are full of surprises. Though slow, they pack a
. relatively substantial punch. (H
[ Ghosts I]

Skillful combatants and highly mobile, Ghosts are excellent ﬁ
fighters. Any enemy that they kill will join the Ghost troop as 'J

a newly created Ghost if any Ghosts survive after the melee
round is completed. Beware, Ghosts can easily become out of

control. The only drawback about Ghosts is that if the Week of l
the Peasant falls while Ghosts are serving as troops, they
transform into Peasants. Only Ghosts serving in your army or
garrisoning a castle for you will tum into Peasants.

Vamgires

The Aristocracy of the Night, Vampires are formidable
troops. They are a match for the leaders of some of the other
classes. With each attack they land, they heal damage given to
them equal to that which they gave out. They may never
exceed their original hit points. Make sure that they never go
out of control, or the rest of your army will be severely
impacted.
Demons

The Lords of the Dungeons, mayhap because they know
where the Undead souls are hiding, Demons are not Undead

: themselves. They do have one of the most fearsome attacks in
t{"\ the Four Continents in that there is a small chance every tum
B
l\(}

=y —— ¥ ~——————9 L —7)

_1\‘

that they will halve a troop stack, regardless of its composition. /Q
They are most skillful warriors, able to defeat most anything

[L\ . but a dragon. Use them well and with caution.
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Creatures bred in the Hills are tough. Pound for pound, Hill
monsters will cremate any opposing class. Orcs, Dwarves,
Ogres, Giants, and Dragons are from the Hills. They are strong
and proud, so beware!

Orcs

Tall and feral [ooking, Orcs are the best low-end troops a
general could want. Numerous, capable of strong attacks, and
downright nasty, you cannot go wrong with an Orc [egion.

Dwarves

Kept in rigorous shape defending their mountain fomes from
the Orc hordes, Dwarves are able warriors. Small in size, they
deliver an outstanding blow and reqularty decimate larger

creatures.

Ogres

They are big, they are tough, and they are mindless. Ogres
five for destruction and do it well. The only problem Ogres
have is speed, they just cannot move well.
Giants

A Giant could probably beat a Demon if [uck was on his
side. Their fearsome attacks throwing boulders across a field of
battle, 6 times in any given battle, coupled with their crushing

hand-to-hand blows allow Giants to rampage across their
[essers.

DE' ons

The ultimate fighting machine. A Dragon can take more
damage than anything else around. Similarfy, it also doles out
more punishment tﬁanAany other creature. They also can fly
during battle. Even better for them, they are completely

immune to magic. Only the truly mighty can control a flock of \ )

Dragons inan army.
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The Eight Artifacts of Power

Strewn across the four continents, the Artifacts of Power
each have a special ability which can greatly aid a character.
Also, for each item found another section of the Puzzle Map is
recovered. Following is a description of each of the eight mighty
devices.

THE AMULET OF AUGMENTATION

This wondrous item, when finally attained, amplifies the
spell power of any class. A boon to spell-casters everywhere,
especially Barbarians, it is often fiercely guarded.

THE ANCHOR OF ADMIRALTY

Awarded to patrons of the oceanic arts who greatly
contribute to the well-being of mariners, the Anchor of
Admiralty is a symbol recognized by seafarers everywhere.
When acquiring a boat, the rental price will be significantly
discounted for the bearer of this artifact.

THE ARTICLES OF NOBILITY

Handed out by King Maximus himself, the Articles of
Nobility are a reward signifying extraordinary service to the
kingdom through heroic action. The Articles increases the
commission per week a character receives.

THE BOOK OF NECROS

A tome out of legend, the Book of Necros is rumored to
increase the spell memory of any spell-caster. Shrouded in
mystery, the whereabouts of the Book are unknown, although




report of a minor wizard’s rapid rise to power have had fingers
pointing.

THE CROWN OF COMMAND

This phenomenal item appears as a simple gold crown.
Originally crafted for a vanquished (ine of kings, it fas entered
public circulation. When womn, the Crown of Command
effectively doubles the leadership ability of any character class.

THE RING OF HEROISM

A potent bauble, the Ring of Heroism increases all of the
intangible aspects of leadership and heroism. Good [uck becomes
great, impossible odds are beaten, and events suddenly have a
way of ending up profitably for the bearer of the Ring.

THE SHIELD OF PROTECTION

The legendary White Knight once wielded the Shield of
Protection. When he went out to battle, only the surest of
blows could harm him. Altered by modem wizardry, the Shield
now offers protection to the entire army of its bearer.

THE SWORD OF PROWESS

Said to be forged by the gods themselves, whosoever wields
the Sword of Prowess fights [ike a warrior possessed. Likewise,
his companions or followers are also imbued with the Sword’s

arcane power. Damage done is heartily increased with every
blow.

Castles, Towns, and Dwellings

While adventuring across the four continents, you will
encounter many castles, towns, and creature dwellings. Each
edifice has a different function to fulfill

If inhabited, a castle will contain either one of the seventeen
villains or a rag-tag group of marauders who reside there. If
you have siege weapons, battle will commence. If uninhabited,
you may leave behind a troop icon and garrison the castle,
thereby increasing both your current score and weekly income.
When you garrison a castle, you must pay the troops for one
week. Thereafter, they (ive off the castle. If you retum to a
castle and wish to remove the troops, you must continue to pay
them.

If you win the battle, you may garrison the castle with
some of your surviving legions. This increases your commission
per week and your current score. If the [ord of the castle was a
villain whose contract you held, you will receive a piece of the
Puzzle Map. If the [ord was a villain whose contract you did
not hold, the lord will be set free and will eventually relocate to
a new castle. If you do not garrison a castle, there is a chance
that it will repopulate.

At King Maximus’ castle, the adventurer has two choices,
fie may recruit soldiers or request an audience with the Ring.
The King's Castle is the only place where Militia, Archers,
Pikemen, Calvary, and Knights may be recruited. The supply
of these troops are virtually unlimited, but they are very costly.
As the adventurer gains in rank, the more powerful soldiers will
become available for hire. At an audience, rank is increased if
the adventurer is worthy. Otherwise, the adventurer will be
informed of his current rank status and then be sent on his
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Towns are meeting places and hotbeds of rumor and gs/(.’ - you can deplete the dwelling. It will not be replenished until @o.{\f'h

innuendo. They are also highly useful. In a town, there are five
actions an adventurer may commit.

It is in a town where contracts are gained. A character may
only carry one contract, but it can be exchanged for another.
When you receive a contract, you should track down the F
villain, conquer his troops, and gain a piece of the Puzzle Map. J,
There are five contracts to choose from at any one time.

A town is also a place to rent or cancel the services of a 3

J
l’/é) the proper week recharges the dwelling. Plains creatures dwell ﬁ\u!

in covered wagons, Forest creatures in treefouses, Dungeon

)
I) creatures dwell behind dungeon entrances, which appear to be \"I
/ gated shut, and Hill creatures dwell in caves.

!

boat. If a boat is rented, when you leave the town it will [
appear next to the town. Simply walk into the boat to set sail.

A boat is the only way to travel from one continent to the

other.

Gathering information in a town will lead the adventurer to o
the knowledge of who infabits the local castle and what the H
troops consist of. No other information will be gleaned from a
township.

Towns also sell spells. Each town has one type of spell to l [
sell, the [ocal specialty. From game to game, the spells will
change towns. A chart, which we suggest you photocopy, has
been included at the end of this manual and will help you keep J
track of which spell is taught at which town.

B ina[[y, you may Buy siege weapons at a town. A siege
weapon is vital if you wish to attack a castle. Only one siege
weapon may be held by an adventurer at a time. If a siege
attempt is unsuccessful, the siege weapon will be destroyed. If it
is successful, there is a small percentage that it will be ruined
from battle fatigue.

) o

Creature dwellings are where you can recruit new troops to
add to your army. There are four different dwelling types, one
for each class of monster, except Castle. Castle creatures may
only be recruited at King’s Castle. Dwellings start with a

i .'@ certain amount of one creature. If you recruit heavily enough,
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Rings Bounty Rings Bounty
Castles and Villains Towns and Spells
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Reference Chart Reference Cha
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Azram 30[27 King's Haven [17(21
Cancomar 36[49 Lakeview 17|44 =
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Rookamunga [57/58 Path's End 38|50 o
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Rings Dounty

Reference Chart

Castles:

Conti ti
Azram
Cancomar
Faxis
Irok
Kookamunga
Nilslag
Ophiraund
Portalis
Rythacon
Vutar
Wankelforte

Forestria
Basefit
Duvock
Jhan
Mooseweigh
Quinderwitch
Yeneverre

SRR ibeli
Endryx
Goobare
Hyppus
Lorshe
Tylitch
Xelox

Saharia
Spockana
Uzare
Zyzzarzaz
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Locations:

XY)

30,27
36,49
22,49
11,30
57,58
22,24
6,57
58,23
54,6
40,5
40,41

47,6
30,18
41,34
25,39
42,56
19,19

11,46
41,36
43,27
52,57
9,18
45,6

17,39
41,12
46,43

Towns:

Conti ;

Bayside
Fjord
Hunterville
Isla Vista
King's Haven
Lakeview
Nyre
Path's End
Quiln Point
Riverton
Xoctan

Forestria

Anomaly

Dark Corner
Elan's Landing
Midland
Underfoot
Wood's End

Archipeli

Centrapf
Japper
Overthere
Simpleton
Topshore
Yakonia

Saharia

Grimwold
Vengeance
Zaezoizu

Locations:
X,Y)

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

34,23
58,60
3,37
58,33
58,4
3,8

9,39
13,7
57,57
13,60
5,60
49,8

9,60
7,3
58,48





