














































































































































































































Nunchakas 30 2d3 IH Only K & N 
Wakazashi 60 3d3 IH OnlyK&N Accessories Base Cost Mod Equip Restrict 

Dagger 8 2d2 IH No Cl 
Mace 50 2d4 IH NoS Broach 250 0 2 No restrictions 

Flail IOO IdlO IH NoS Medal IOO 0 2 No restrictions 

Cudgel I5 Id6 IH NoS Charm 50 0 2 No restrictions 

Maul 30 Id8 IH NoS Cameo 300 0 2 No restrictions 

Spear I5 Id9 IH No S, Cl Scarab 200 0 2 No restrictions 

Pendant 500 0 I No restrictions 

Two Handed Necklace IOOO 0 I No restrictions 

Weapons Base Cost Mod Equip Restrict Amulet 2000 0 I No restrictions 

Bardiche 200 4d4 2H No Cl, S, Dr Ring IOO 0 2 No restrictions 

Glaive 80 4d3 2H No Cl, S, Dr 
Halberd 250 3d6 2H No Cl, S, Dr Misc. Items Base Cost Mod Equip Restrict 

Pike I50 2d8 2H No Cl, S, Dr 
Flamberge 400 4d5 2H No Cl, S, Dr, N, Whistle IO 0 No restrictions 

B,Ro Jewel 1,000 0 No restrictions 

Trident 100 2d6 2H No Cl, S, Dr Gem 500 0 No restrictions 

Staff 40 2d4 2H No restrictions Box 10 0 No restrictions 

Hammer I20 2d5 2H NoS Orb 100 0 No restrictions 

Naginata 300 5d3 2H OnlyK&N Horn 20 0 No restrictions 

Coin IO 0 No restrictions 

Battle Axe 100 3d5 2H No Cl, S, Dr, N Rod 50 0 No restrictions 

Grand Axe 200 3d6 2H No Cl, S, Dr, N Wand 50 0 No restrictions 

Great Axe 300 3d7 2H No Cl, S, Dr, N Scroll IOO 0 No restrictions 

Potion 10 0 No restrictions 

Missile 
Weapons Base Cost Mod Equip Restrict 

Short Bow 25 3d2 IM No Cl, S, Dr 
Long Bow IOO 5d2 IM No Cl, S, Dr 
Crossbow 50 4d2 IM No Cl, S, Dr 
Sling I5 2d2 IM No Cl, S, Dr 
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Clues and Hints 

Thu chapter give.1 an.1Wet'.1, Locatwn.1, hint.1, and 

expLanatwruJ of thing.1 that couLd not be eMiLy cate­

gori.zed euewhere in the cLuebook. lncLuded are a Li.dt 

of the award.1, pMdword.1, and Jecondary JkiLu. You 

wiLL auo find Jonie important chart.1 about character 

cLM.1e.1, raced, and Locatwru of Jtat modifier.1 and 

quedt itenu. 
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A Beginner's Quide to 
Clouds of Xeen 

In order to complete all of the quests necessary to win 
Clouds of Xeen, you must first have characters pow­
erful enough to survive the challenges they will face. 
We h?pe that this .section will get you on the right 
track if you are havmg trouble deciding what to do. 

The first thing you should do is open the southeastern 
crate in Joe's warehouse in Vertigo and report back 
to Mayo~ Gunther. The Mayor will award your char­
acters with enough experience to go up a level or two 
in the Trai~ing . C?rounds. Increasing the level of your 
characters is cnhcal for success in Clouds of Xeen. 

The next place we recommend that you visit is the 
~warf ~nes. You can find the Dwarf Mines by leav­
mg Vertigo and following the road until it branches 
right. Take the branch and follow it to the first Dwarf 
Mine. Th.ere are five Dwarf Mines and four Deep 
Dwarf Mines to be explored. The early Dwarf Mines 
have some barrels of liquid in them that will improve 
your characters' statistics as well as many other trea­
sures. Since the Dwarf Mines have no really danger­
ous monsters in them, they make a relatively safe 
starting point for new adventurers. 
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Another good beginning point is the Witch Tower in 
area F4 . The Giant Toads in Toad Meadow are the 
most dangerous creatures you will face in this area 
until you reach the third level of the Witch Tower. 
The Witches on the third and fourth level of the 
Witch Tower are dangerous because they cast spells 
that damage the entire party at once and curse the 
items your characters carry. Before you go to face 
them you should get blessed at the temple on fivesd~y 
or later in the week. A blessing of this strength will 
protect your characters entirely. from the spel~s of the 
Witches . You can get to the witch tower qmckly by 
typing "witch tower" at the mirror in Vertigo. 

If you take the time to complete the Dwarf Mines and 
the Witch Tower, your characters should be about 5th 
to 1 Oth level by the time you are done. A full party of 
5th to 1 Oth level characters is a pretty strong party, 
and you should be able to follow the s_uggestions in 
the "How to Win" article later on in this book. If you 
still don't feel strong enough to survive in Xeen, try 
completing some of the mini quests in Rivercity or 
near Asp for extra experience and gold. 
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Awards 

Vertigo Guild Member 
Nightshadow Guild Member 
Rivercity Guild Member 
Asp Guild Member 
Winterkill Guild Member 
Shangri-La Guild Member 
A party member must purchase membership at each 
Guild before buying spells from that Guild . 
Membership to each Guild can be purchased in its 
town. 

Outstanding Citizen 
You will get this award once you have proven Joe's 
treachery to Mayor Gunther. 

Red Dwarf Badge of Courage 
Mayor Gunther will give this award to your charac­
ters after you have slain the king of the Mad Dwarf 
Clan in the Dwarf Mines. 

Convicted Thief 
This is an award you can earn all by yourself. To get 
it, have a character with no Thievery skill rob the 
Blacksmith. The entire party will be rewarded with a 
year in jail and a black mark on their record. 

# Warzone Wins 
This award is really a record of how many times you 
have won fights in the Warzone. There is a limit to 
the number of times you may use the Warzone. 

Page 210 

Loremaster of Worms 
Loremaster of Lizards 
Loremaster of Serpents 
Loremaster of Drakes 
Loremaster of Dragons 
Taxman Emeritus 
These awards are all available in the Dragon Cave. A 
character must be of sufficient intellect when he rea?s 
the Dragon Lore and Art of Taxation books or he will 
not get the award . 

Rescued Crodo 
Your party will get this award when you 
Crodo from Darzog's Tower. 

rescue 

Found Shangri-La . . . 
Drinking from the fountain in Shangri-La will give 
your characters this award. 

Prince of Thieves 
Legendary (your character's race) 
Sitting in the proper thrones inside the Nort~e~n 
Sphinx will earn these awards. Characters who sit m 
the wrong thrones will receive damage. 

Ghostslayer Extraordinaire . . 
Mayor Randon of Winterkill will grant this title when 
you have freed Winter kill of its curse. 

Rescued Celia 
Rescuing Celia and returning to Derek the Ranger 
will earn this award. 

Helped Orothin . . 
If ou find Orothin's Bone Whistle and return 1t to 

y . h" d him, you will receive t is awar . 

Page 211 



Restored Falista 
Retrieve the alacorn of Falista from the Witch Tower 
to earn this award. 

Turned Seasons 
You must complete the Druid's Quest to get this 
award . Each of the Druids holds an item that is sym­
bolic of his season. You must transport these items for 
the Druids of Summer, Autumn, and Winter in order 
to complete the quest. The quest begins with the 
Summer Druid. 

Helped Carlawna 
Find and return Carlawna's Scarab of Imaging to 
earn this award. 

Helped Falagar 
Find and return Falagar's Crystals of Piezoelectricity 
to earn this award. 

Restored Mirabeth 
Steal the Elixir of Restoration from the Clerics of Yak 
and bring it to Mirabeth to earn this award. 

Helped Danulf 
Find the Faery Wand and return it to Danulf for this 
award . 

Saved Elves 
Find the Holy Book of Elvenkind and return it to 
Tito for this award. 

Civilized One 
Thick bark will grant this title· once you have found 
and destroyed the lair of the Ice Trolls. 
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Helped Captain Nystor 
You will earn this award when you have ruined the 
lair of the Ogres and reported back to the Captain. 

Liberated Pagoda 
You will have earned this award once you have dri ­
ven the Ninjas from Kai-Wu's sacred Pagoda. 

Fisherman's Friend 
Slaying the three Water Dragons in area D3 will 
please Medin and earn you the award. 

Helped Arie 
Find and return the Scroll of Insight to Arie to earn 
this reward. 

Freed Ligono 
Find and return Ligono's skull to earn this award. 

Helped Glom 
Destroy the lair of the Cyclops and return to Glom to 
get this award . 

Helped Halon 
Bring an Ever Hot Lava Rock to Halon to earn this 
award. 

Princess' Favorite 
Retrieve the Princess Roxanne's tiara from the 
Robbers of Rivercity to earn the Princess' favor. 

Appeased Barok 
Retrieve Barok's pendant from the Sorceresses of 
Rivercity to win this award. 

DEFEATED LORD XEEN 
Slay Lord Xeen and win the game to earn this award. 
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Character Classes 

Class HP~' Attacks ~') Skill Spells 

Knight 10 5 Arms Master No 
Paladin 8 6 Crusader Yes 
Archer 7 6 None Yes 
Oeric 5 7 None Yes 
Sorcerer 4 8 CaJuwaphy Yes 
Robber 8 6 Thievery No 
Ninja 7 5 Thievery No 
Barbarian 12 4 None No 
Druid 6 7 Direction Sense Yes 
Ranger 9 6 Pathfinding Yes 

·~ HP gained per Level. 
r,,.~ Number of Levels to gain an attack. 

Character Races 

Race HP Mod Resistances Thievery 
Fire Elec Cold Pois Ener Magic 

Human 0 7 7 7 7 7 7 0 
Elf -2 0 0 0 0 5 5 10 
Dwarf 5 5 5 20 5 0 5 
Gnome -1 2 2 2 2 2 20 10 
Half-Ore 2 10 10 10 0 0 0 -10 
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Race SP/Level Modifiers Skills 

Human None Swimming 
Elf Sorcerer +2 None 
Dwarf Sorcerer -1, Cleric -1 Spot Secret Doors 
Gnome Sorcerer +l, Cleric +l Danger Sense 
Half-Ore Sorcerer -2, Cleric -2 None 

The information listed above will be very helpful in 
creating characters and determining which Races and 
Classes will make the most effective adventurers. 
Paladins, Archers and Rangers are considered sec­
ondary magic users and receive half the normal spell 
points per level. Robbers initially have a Thievery 
base of 30 plus 2 points per level. Ninjas initially have 
a Thievery base of 15 and gain 2 points per level. All 
other characters gain 2 points per level providing 
they possess the Thievery skill. 
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Skill 

Arms Master 

Astrologer 

Body Builder 

Cartographer 

Crusader 

Danger Sense 

Secondary Skills 

Effect 

Increases chance to hit during 
combat. 

Increases a Druid's and Ranger's 
capacity to use magic by +2 Spell 
Points/Level. 

+ 1 Hit Points/Level. 

One Party member must possess 
this skill to enable the auto- map­
ping feature. 

Allows entrance to King 
Burlock's castle. All Party mem­
bers who wish to enter the castle 
must possess this skill. 

Allows a magical knowledge of 
monsters lurking in the immedi­
ate area. 

Direction Sense Grants knowledge of which com­
pass heading the party is facing . 

Linguist 

Merchant 

Mountaineer 
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Allows the character to under­
stand foreign languages ~ 

Allows the party to obtain sup­
plies at reduced cost. 

Two Mountaineers in the party 
allow passage through moun­
tains. 

Navigator 

Pathfinder 

Prayer Master 

Prestidigitator 

Prevents the party from becom­
ing lost. 

Two Pathfinders in the party 
allow passage through dense 
forests. 

Increases a Cleric's and Paladin's 
capacity to use magic by +2 Spell 
Points/Level. 

Increases a Sorcerer 's and 
Archer's capacity to use magic by 
+2 Spell Points/Level. 

Spot Secret DoorsDetection of whether or not a 
wall directly in front of the party 
can be bashed down. 

Swimming 

Thievery 

Allows the party to travel in shal­
low water. All Party members 
who wish to travel on water must 
possess this skill. 

A character must possess this 
skill to be able to pick locks on 
chests and doors. 
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Mirror Words 

The following is a list of words that can be typed at a 
magic mirror to transport your party somewhere. 
One of the words, "Showtime", will play the endgame 
(although it will not count as a win). There are no 
hints in the game that tell you about the words 
"Shangri-la" and "Count Du Money", however we 
have included them here along with "Showtime" so 
that you can try them out. "Shangri-la" will take you 
to the town of Shangri-la at the bottom of the Volcano 
Cave. "Count Du Money" will take you to one of the 
treasure rooms in the Dragon Cave. If you have no 
magical means of transporting yourself out of these 
places, or are unwilling to use Mr. Wizard, you will 
have to fight your way out. 

Asp 
Barbaric Mountains 
Castle Basenji 
Castle Burlock 
Cave of Illusion 
Count Du Money 
Darkstone Tower 
Darzog's Tower 
Deep Mine Alpha 
Deep Mine Omega 
Deep Mine Kappa 
Deep Mine Theta 
Desert of the Sphinx 
Dragon Lair 
Dragon Tower 
Ever Blossom Orchard 
Fairy Forest 
Forest of the Walking Dead 
Gargoyle Range 
Jouster's Savannah 
Land of the Giants 
Lava Lake 
Lifeforce Lagoon 
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Magic Delta 
Mine 1 
Mine2 
Mine3 
Mine4 
Mine 5 
Mount Firestone 
Newcastle 
Nightshadow 
Ogre Hills 
Pitchfork Creek 
Red Dwarf Range 
Red River Basin 
Rivercity 
Shangri-la 
Showtime 
Toad Meadow 
Tower of High Magic 
Troll Forest 
Vertigo 
Warzone 
Winter kill 
Witch Tower 

Temporary Statistics Modifiers 

Accuracy 
Armor Class 
Armor Class 
Cold resistance 
Electricity resistance 
Elemental resistance 
Endurance 
Energy resistance 
Fire resistance 
Hit Points 
Hit Points 
Hit Points 
Hit Points restored at 
Intellect 
Level 
Level 
Luck 
Magic resistance 
Mental statistics 
Might 
Might 
Personality 
Physical statistics 
Poison resistance 
Speed 
Spell Points 
Spell Points 
Spell Points 

+50 at B3, xO, y4. 
+5 at F3, xl2, y 12. 
+30 at A3, x3, yl4. 
+50 at A4, x12, yl4. 
+50 at D3, x15, y4. 
+20 at E3, x9, y14. 
+50 at Cl , x2, y4 . 
+50 at Al, x7, y6. 
+50 at E2, x14, y3. 
+25 at F3, x7, y7. 
+ 100 at Asp, x8, y3. 
+250 at Al, x4, y 12. 
Vertigo, xl4, y 17. 
+50 at B3, x15, y4. 
+5 at F3, xO, y 1. 
+ 10 at Nightshadow, x7, y 7. 
+60 at F3, xl, y7. 
+50 at C3, xl5, yO 
+20 at D3, x8, y,9. 
+20 at D2, x3, y8 
+50 at W mterkill, x6, y 11. 
+50 at C3, xO, yO. 
+10 at C3, xl5,yl0. 
+50 at F3, xl4, y6. 
+50 at E2, x3, y4. 
+25 at E3, x8, y6. 
+100 at Rivercity, xl4,yl8. 
+250 at A4, x3, y3. 
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How to Win 

Return the Alacorn of Falista to Valia in area F4. You 
can find the Alacorn on Level 4 of the Witch Tower. 
This will give the Crusader skill to all the characters 
in your party. You will need the Crusader skill to get 
into Castle Burlock. If you already have a Paladin in 
your party this step will be unnecessary. 

Visit Mirabeth, the Mermaid, in area D4 to get the 
stone to the Temple of Yak. Use the stone to get into 
the Temple and steal at least five King's Megacredits. 

Purchase the Deed to Newcastle in area C4 from the 
Taxman for 50,000 gold. 

Go to Castle Burlock and spend your Megacredits 
on an improvement to Newcastle. Return to 
Newcastle to inspect your castle and get the stone to 
the Tomb of Terror. 

Steal at least five Megacredits from the Tomb of 
Terror and return to Castle Burlock. Pay for another 
improvement to Newcastle, then visit Newcastle to 
pick up the Golem stone. 

If you don 't have at least five Megacredits left at this 
point, y ou can visit the Golem dungeon for the last 
five. Save these Megacredits for later use. 

Explore the Cave of Illusion and find the key to the 
Tower of High Magic. The key can be purchased for 
300 gems on the fourth level of the Cave. 

Use the Key to get into the Tower of High Magic. 
The key to Darzog's Tower is in a chest on the fourth 
level of the Tower of High Magic. 
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Once you have the key to Darzog's Tower, use it to 
pay him a visit. Crodo is locked up in the Tower, and 
you must free him. 

Return to Castle Burlock after y ou have freed Crodo 
and visit Artemus, the King's adviser. Artemus will 
give you a permit to dig a dungeon at Newcastle. 
Walk around the corner from Artemus and pay for 
another improvement to Newcastle. 

When you have paid for the last improvement to 
Newcastle, return there and search the Newcastle 
dungeon for the Xeen Slayer sword. This sword is the 
only weapon that can hurt Lord Xeen. 

Climb Darzog's Tower until you reach the clouds. 
Castle Xeen sits on a cloud that cannot be reached 
without the teleport spell. There is a sign on the cloud 
around Darzog's Tower that says Xeen ~9N. Stand 
on the sign's square and, facing north, teleport 9 
squares. Your party will be on the edge of the cloud 
Castle Xeen rests upon. 

Play the four games of the Cloud Carnival and trade 
in your winnings for a Genuine Lord Xeen Cupie 
Doll. You will need the Doll to get into Castle Xeen. 

Once inside Castle Xeen, be sure to turn off all of the 
traps before you try the central stairs that lead to 
Xeen. When you finally face Lord Xeen, remember 
that the only weapon that can hurt him is the Xeen 
Slayer sword. 

Although slaying Lord Xeen and examining the mir­
ror will win the game, continue to play after you have 
won. You will want to have strong characters when 
you go and visit the Darkside. 
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Prophecy of the Clouds 

Golem, Terror, and Yak it's told 
have credits for King to hold. 

The Clerics of Yak you must outwit 
Taxman then must have his bit. 

Five for your keep is not too dear 
since Taxman gives stone to fear. 

Conquer terror and then you'll see 
illusion holds Magic's key. 

Five more will raise your castle's walls 
Taxman opens Golem's halls. 

Highest magic holds solution 
Darzog's dark convolution. 

A secret room in tower drear 
holds the land's lost overseer. 

Though evil wizard has been beat 
you can't yet Lord Xeen defeat. 

Advisor will a dig permit 
five coins more you must submit. 

Taxman becomes a faithful vassal 
Xeen's bane lies under castle. 

In clouds above 'island tower 
waits Lord Xeen his final hour. 

Only the sword Xeen's life can take 
All his plans of war unmake. 
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Darkside 
To the people of the land of Xeen, the Darkside of 
Xeen is the other side of the world. To the people at 
New World Computing, Darkside is the other half of 
World of Xeen, a game that combines Clouds of Xeen 
with Darkside of Xeen. Both Clouds and Darkside 
are stand alone games that can be finished without 
having both games. If both games are combined on 
the same hard disk, however, they will merge into one 
huge world. This will permit your characters to travel 
between both sides of Xeen as though they were one 
game. World of Xeen will have its own special 
endgame that cannot be completed without travelling 
to both sides of the world. 

You may have noticed that there are two Dungeons 
and two Towers that are inaccessible in Clouds of 
Xeen. The Southern Sphinx, Darkstone Tow er, the 
Dragon Tower, and the Dungeon of Death cannot be 
entered without a visit to Darkside because the stones 
and keys for these places are on Darkside. Above 
both of the towers are clouds that cannot be visited 
until you get into the towers below them. 

There are two ways to get to Darkside once you have 
installed Darkside of Xeen on your hard drive. The 
first is to step into one of the pyramids that can be 
found here and there in the Land of Xeen. The sec­
ond is to take the portal in Shangri-La to Darkside. 
Neither of these methods will work if Darkside of • 
Xeen is not on your hard drive! 
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