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KLAVIS VERGE

Discouraging the (anort}')y

Enjoying your world, are you?
[t must be nice, l)cing so secure in where you are, what you (lo, ancl who you lznow. Most

everyone around you is much the same, I'd imagine.

And you're all such a herd of slleep! Slow and simple and when the knife comes from
behind to catch your throat, all you’u have time to do is squealz, “Baaaa!”

Or mayl}e you're different? Mavln you've got the fortitude to see l)eyon(l the safe illusion.
Or mavl)e you're just a fool, ruslnng in where pagan deities fear to romp. Either way, we need
your sluna .and your heart.

[ am the Ur-Mage Klavis Verge — no doubt you've heard of me!

Eh? What?! Wdl, no matter — you're ignorant to a lot of truths in the universe! I'm here
to educate you. To open your eyes...

Accept this: your world is not your own. At best, it’s a window on
a rea]itv of Migllt and Magic: Enroth. A new world to you, perhaps,

but a land of ]ong tradition. ..now l‘agmg a llarromng danger If it

u)]]apce: beneath tlw horrors now l]1reatemn5 to over-run it, your
world will most assuredly be (lebtroyecl shattered all the way down
to its foundation. Survival of both worlds- your own and Enroth
- clepencls on your actions.

No pressure, tlwugh.

You have the tools before you. You call them by strange
names: “‘computer” and “lzcyl)oar(l." They're no different  §
than the crysta]s and cast runes I've worked with for
centuries. Using them, you can work my kind of magic, J
reaching tl'nrough that window to draw together a party
of adventurers and guide them to victory! There’s no reason
not to.

Except fear.

Decide now your course of action.

Will it be cowardice? Tl]ey're ho]ding a place
for you back in the pen with the rest of the sheep.

Or will it be courage...?




King Roland is Missing

Panic! It's gnawing at everytl'ling, everyone, every-
where. Some say Doomsday is coming to call, that it's
been foretold in the stars. There’s no shortage of men
and women l)uying into that, cowering under the night
sky.

More troul)ling still are the ones loolzing to
those demon stars for twisted guidance. A cult
has [ormed, the Temple of Baa, with a taste for
fear and uncertainty...ancl a hunger for the end of the
world. Their terrible desire has set them to sowing
seeds of disaster across the land.

; It's fertile soil for the Doomsday cult’s
dread. King Roland is missing, Prince Nicolai is
too young to manage the realm, and Queen Catherine
is away in Erathia at‘tending to the funeral of her father.
A council of noblemen runs the show, but there’s notlﬁng
noble in the spiteful infighting between the lords and their 1aclzey
councilmen. While they snipe at cach other for personal gain, the Temple of Baa grows more
deaclly. [ fear the noblemen are positioning themselves to replace King Roland’s reign with a dark
tlleocracy.

Worse, I am tempte(l to believe the rumor that one of the council members may himself be
lligh priest of the Temple of Baa.

You'll have plenty of opportunity to determine that for yourself - because the council is
essential to your journey tllroug}l Enroth. Tlley hold the ]zeys to the mighty Oracle, and tl1ey il
only agree to let you in if you meet their self-serving needs.

Tlley'u want to set tasks for the adventurers in your party, quests that may distract you
from uncovering the evil that gnaws at the land.

If you fail, our worlds die. Never forget that. But if you succeed, the adventurers you guicle
will gain experience and skill.

And they may yet be the ones to restore the Mandate of Heaven.




The Mandate of Heaven

What's this Mandate, exactly?

If you have to aslvz, you may never understand.

Some call it the moral order of the universe, the opposite of the cold terror breeding up
there in those abhorrent stars.

To do what is right, instead of what is to your own advantage.

Sounds simple, doesn’t it? And yet, why do so many rulers resort to force in place of
leaclersllip? Ifa king embraces the moral order and follows it, then he is wortl'ly to rule. If not, he
has no business — no riglmt — to sit on the throne. For he’s lost the Mandate of Heaven.

The Temple of Baa schemes to destroy for all time that pact between the gods above and
the earthly rulers of this land. Their cloomsclay stock-in-trade, monstrosities and disaster, con-
spire to convince the people that King Roland Ironfist has lost the very
same Mandate tl'ley wish to obliterate. The Temp]e followers whisper
that rebellion is the only way to reclaim the favor of the gods. And
rebellion will place the “friendly” neighborhood Doomsday cult in

power, natura.lly.

The Oracle understands this better than anyone. For cen-
turies she has been the link that carries the gods'
mandate. Find her, and she may help you stop

the destruction of precious order, and repair the
damage already done.

Fail, and learn to love chaos...




- July 28,152
My Beloved Catherine,

It is my sincere hope that this letter will |a9 to rest the fears you hav 3
ed for my saFctg and that of my men. As you must undcrstand, thi

Id not be avoided. Both the Kilburn invcstigation and the Blackshiré’
d 1 haven't visited the Northwest

express
tn’pp cou
a “Pointmcnt rcquirc my Persona‘ attention, an
in ages. It troubles me that you should fret over my welfare cluring my t(

\
N\
'
E ;bscncc, however short it will be. So P‘casc, dear, acccpt my Promisc tha
E /wi“ return bg ScPtembcr without mishap.
N / / / After all, what could go wrong? | have five hundred armed men in

LL ) expedition, all of them veterans of the Archibald camPaign. |ama

E ular king travcning in lands no one disPutcs as mine, and we have hea;%
t b news of rebellion or unrest. Many Pcople flock to watch us pass throu
R jeir hamlets and vi”ages, eager to get an admiring glimpsc of their king

a‘«:nd his men. /y
ly ‘ Nothing stands in our way and no dangcrs beset us. Even the ‘//
&monstcrs are scarce. We've seen but a handful of goblins and ogres, ‘//

/&ancl not even one clragor\. Thc only trouble we've had was a Frcak /
[

snowstorm that struck as we entered the vi“age of Rockham. Even tha /
e rccu‘iar as it was - was of little consequence, as the vi“agcrs Put us 4
¢all up for the night in their houses and barns.

Y OF the devils that some say Plaguc towns in the Northwest, we have

\_onlg rumors. We have not 5ct cncountcrcd a soul who claims to have se¢n

one himsch, nor anyone who has found the bodies of Lord Kilburn an
his Rangers. The on|9 devils we have seen are these l"lugc mosquitocs that
love the swamPIands so much. Wretched Pcsts‘. My Placc in histor9 wouid
be assured if 1 could on|9 think of a way to rid the world of such nuisances.

No, Catherine, Lord Kilburn was Probablg slain bg something much
more mundane than devils — Pcrhaps a Pair of dragons ora ]argc band
of highwagmen Either way, we shall resolve his disaPPcarancc in short
order, bringing any human culPrits tojusticc or 5laging any monstérs. |

cannat have my men attacked with imPunityl :
ur fears to rest and believe me whct:w | say
ber. Tell our son Nicolai that | love him, and lﬂ_

THESE LETTERS
ARE THE LAST LINK
WE HAVE TO THE
KING.

Now, once again, Put yo
that 1 will return come Septem
know that 1 love you with all my heart.

//4 Forever Yours,




August T+ 12
Dear Cathcrine,

Due to the snowstorm in Roc\<\'1am, of which 1 wrote you last wcc\c, we have
reached Blackshire one daﬂ behind schedule. By the time you receive this letter we
shall once again be on our way, Fo“owing the leads we discovered while in town.

L Kilburn's cxpedition disaPPcarcd afew dags march west of hcrc, so we shall soon
reach the site of his last stand and bcgin trac\cing the killers.

Blackshire received us cnt\'\usiastica“g, and a few hours’ consideration was
all | needed to select a new town magjistrate. His name is Acton S indler, formal
rcp\accment for my Prcvious magjistrate and old friend Aaron Hampton. 1 have
reason to suspect that Hampton was murdered — Poisoncd to be sPcciFic ~but

there is no time for me to conduct another investigation Persona“g. Instead, | am
\caving Fineous Hogwort"\ behind to look into the matter.

Ordinari\g, I would not involve mgse\g in local criminal matters, but Hampton’s
death fills me with a vague unease. It is Probab\g a much simP\cr matter than that, but
| am nonetheless anxious to learn the results of Hogworth’s inquirg.

In the meantime | am Procccdins with my investigation into Kilburr’s death.

chtcrdag evening, at the inn in Blackshire, | received a letter from a rather nervous ‘
messenger who said he was paid to bring it to me bg a mysterious stranger who “didrt ©
look c‘uitc human.” Pressed for a dcscription, he could on\5 say that the stranger was
very tall and broad shouldered: “You know, BIG — like he barc\g fit into his own bodg.”
And that he wore a hat that could have concealed inhuman ears.

The letter turned out to be a map showing a location near Kilburr’s last-known
camp with the name “Kilburn” circled in red ink. 1 smell a very obvious traP, which cou\d,
of course, conceal a more devious P\an, but | cannot see cxact\g how. Or Pcr\ﬁaps the

stranger is honcst\g trging to hc\P anongmous\g. Either way, no traP set bg man or
monster can overwhelm the Fig"\ting force 1 have with me. Caution will see us t\'\rough

this sa&:\g.

| wi“, of course, write you when we arrive in Edenbrook. You are a‘wags in my
t"\oug\'\ts, and | miss you dcar\g. Please convey a father’s love to Nicolai.




NEVER UNDERESTIMATE THE
COMBINATION OF DEVILS

August 11, 1152

Dear Cathcrinc,

| cannot honcstly say that our triP to Edenbrook was uneventful. As we
aPProachcd the town we encountered a trickle of rcgusccs Flccing Edenbrook that
gradua|19 increased to a flood. When qucstioned, tl'\eg told us that an army of “devils”
had been sPottcd walking and hoPPing toward Edenbrook — a town with no wall and

no standing garrison. | immcdiatc\y increased our pace to reach the town before the

monsters could sack it.

It was well that | did, for our arrival was but hours ahead of the enemy. Exhausted
and i“-PrcParcd to Fight against an unknown enemy, my men nonetheless girdcd
for battle. | ordered archers to the hi“top ovcr\ooking the town, and inFantrg to
hide amongst the houses near the road, with ﬂanking cava‘rg out of sight around
” the hill. Thirtg men on horseback were sent on ahead to lure the enemy into the
4 trap.
,/ it worked. The devils must have lacked even rudimcntar9 disciplinc or
/ intc"igcncc, for thcg immcdiatclg gave chase to my men. The horsemen raced
\ /R past the archers hiding below the crest of the hill, and passed into town with
V . the devils hot on their hce‘s; the bait was taken, the tra sprung. As hundreds
g7, of the most Filthg, vicious, and stupid beasts ever to j’raw breath filled the
road beneath the hi“, | gave the archers the signal.

Arrows rained down upon the devils from above while the inFantrg sprang

\ ™ ‘ from their hiding P\accs to EZr entrance to the town. Before the first sioc\c

|{lof the two armies’ clash Fadcd, the ‘ight cavalry rode around the hi“, charging
into the main mass of devils with lance and sword. Then the battle bcgan in

1
: ' |
,“

earnest, and it was all we could do to hold our lines against the demonic horde.

Though the battle was shor’c, the tales of valor and bravcry are many.

Sir Ragnar rescued Chief Sorcerer Tanir from certain dcath, when he was set [}

upon bg no less than five dcvils, after his fireball spc“ failed. Ragnar chargcd \

into the group swinging wildlg and screaming like a barbarian. His first swing

loPPcd one head clean off while the next skewered an enemy through its black
heart. /

w <

WS-

o




The other three devils uicldy
overcame |’1im, but a recovered Tanir slew all three with his famed “insides out” s

in time to save Sir Ragnar. You'll be haPPH to hear that he is rccovcring nicclg at the House
of Hcaling in Edenbrook and will be out of bed in no time.

S

Unfortunatcly, many were not so luclcy. Otl’rcrs w]’mo survived tl‘le combat itsc“:
contracted a disease our healer says was caused bg the Filthy condition of the devils’
claws. In all, cightg-thrcc men fell in the Fight against these devils. Yet, we have

Providcncc to thank that our fortuitous arrival in Edenbrook’s hour of need Prcvcntcd

the death of hundreds more. The devils suffered much heavier losses - 272 dead.

3 The survivors, - much less than half:, thankfu"g - fled as one, on some sort of unseen

& signal, and we were too exhausted to givc chase. After a short rest here we will hunt
them down and finish them off.

I know you will want to know that I have survived the battle unscathed. | fear h
that what | I‘lavcjust written may be disquicting, but you would never Forgivc me \
for tc"ing you anything but the truth. 1 am cntrusting my advisor Sulman to / \
take care of the detail of inForming the families of the fallen as I have entrusted ‘
him with so many other tl‘u’ngs, including the dclivcry of these letters to you.
He will handle the matter with tact, and can be relied on to select the
spccdicst messengers for my letters!

Etcrna"y,

) 5. 1 will send another letter after we have cau5|'|t up to that demonic
army and dispatchcd it. You and Nicolai should hear from me in about a week.




Y™

' CONFIDENCE 1S :
FNG OERCONORNCE
CAN BE AN EPITAPH..

/@

August 18, 1524

Dear Cathcrinc‘
beforc the sun rose over the battlc o{:

E:dcnbrook, we clcPartcd to givc chasc to the monsters.

douds 5trcamcd over our hcads, very M«: the ones tl’xat clclaycd

us in Rockham, threatening more summer SNOW.- Dauntless, my
riven 59 the i

men Prcsscd on, d
des anc] scnd these fou

desire to avenge

comra | demons back to the He” from
whence theﬂ came.

The devils sccmccl tireless at first, stoPPing onlg for water
and Flceing like clarkncss before the sunrise. We cl'lascd them for

clags, even though tl’)cy sccmcd to be outdistancmg us mi

mile. Qur Forccd marchcs and short rests madc the hot summer
dags nightmarish and conFusing. cheral men were Fc[lcd by the
heat and strain and we had to scnd a small contingcnt of sick men

back to l’idenbrook lest tlncy die from the stress oF the march.

On the FiFth c]ay we rcachcd the bitter, barren Iand of Pleasant

Va”cy. If the demons did not turn from their Path soon we would chase
them into the sea. Since we sim | couid not catch them at their tireless
ace, | took a gamblc and trave"cfnorthwest until we rcachcd the o[d trac!e

road that sna\ccd along the western coast, hoPing that when the enemy
rcachcd t[’rc sea, thcy woulcl lacl< any rca] Plan and would Fo"ow thc road.

Again, the enemy Provcd mindlcssly Prcdictablc, and again, | was able

an ambush that Provcd decisive. with a full day’s rest at the narrow
men were able to contrive @ vicious ambush that woulcl

envy. when Fu"y ha|F of the enemy had
ro"ing bou]ders down the clig face and

he ava[anchc we causcd blockecl the road,
in ha f. We concentrated on the

Part o{: the army that ad gct to travcl through the Pass
laclccd lcadcrshij from the front. In minutes
that Portion without a

5 on our side.
vl
\\\\ \
N

to ]ay
ass | had chosen, my
have turncd Arcl’u’balc‘l green with

filed into the pass we attac‘ccd,
showering them with arrows.
demonic arm

splitting the

and thus
we had decimate

singlc los




////y \

The rcmaining army of devils
immcc/iatc/y Fled nort/‘z,

chased bg our arrows and %/
curses. Considcrmg the small n

umber of devils rcmaining -
forty-f/vc or so - and the dhcficu/ty in chasing them any Furthcr,
| declared the mission a success and we spent the nrght cc/cbratmg
our v:ctory.

o) e
¥ e

The cc/cbration, / fcar, was premature. As the mg/':t hours
wore on, my outriders bcgan to return from their scout/ng details
with re orts of an army of devils - numbcring in the t/';ousands!
- travc//ing out of the bad/ands in our direction. | wa

S f:orcccl to
order a retreat: huntcr and Buntcd rcvcrsmg ro/cs.

Cathcrinc, I write this letter to You a'uring one of our
infrequent and brief rest stoPs. Qur pursuers are faster than us
and do not tire as easi/y. My scouts and seers report that the

demons have followed our trail despitc all efforts to shake t/‘rcm,
and t/'zcsc horrib/c summer snowstorms se.
rc/cnt/css{g as the devils t/vcmsc/vcs. | fea

em to pursue us as
us, somehow Stgnaling the enemy our eve

r there is a traitor amongst
ry move.
My dcar, | want Yyou to give this letter to Wi

bur Hump/‘zrcy. He is
to organize an army /argc cnoug/‘: to put these devils c{own, say twenty-
five thousand men, and do it immediate

ly. | also wantyou to call upon Rock/in,
the King of the Dwarves, and

inform him of the situation. He'll come — this
a'angcr affects both our lcingclo

ms, and he also owes me a favor since I came
to his aid during the Succession Wars against my evil brother Archibald.
In the meantime, we will flee east again to seek a fortified location that
can hold off the demonic army until /‘u‘:/P can arrive. | am not going to reveal
the location until we arrive there for

fear these messages will be intcrccPtcd
[)y the enemy. | am having Sulman dis

Patc/v our fastcst messenger with
this message. May Yyou get this soon and act on it sooner. | am
countin

g on you and th/nking ofyou and Nicolaj all
the time.




August 23, 1152

My bc!ovcd,

We reached Castle Kricgspirc a dag ahead of the enemy and
have fortified our Position in anticipation of attack. This is the last

+ ,w message you will receive from me until we are liberated by the army

? \ 3OU and HumPhrcy are Prcparing.

i \’ ) thank the gods that | reserved this particular castle as a
\

future reward for some |oya| knigl‘lt or nobleman. It has been

unused since the Succession Wars, having Formcrly bclongcd toa NN
supporter of my brother. Provisions here are meager — we are counting
on rcsupplg from either Rocklin or you, as we can only hold out for 1 \
two weeks with the available rations . The forces we have here are
barcly adcquatc fora chcnsc, but we should lDQ able to last until your \ p
reinforcements arrive. Hurry! f >

We have spent some time exploring the castle, finding many secret
BY pPoging 5 mang

assages and surprises; perhaps we may even find an escape tunnel!
g prises; perhap Y pe

If the wall is brcachcd, the traPs, Pits, and secret ways will serve us (/

well. 1 hoPc it never comes to that, but it is best to be PrcParcd. |

will be much relieved if the treacherous necromancer who used to

own this castle was Paranoid enough to have dug an escape

tunnel.

Sulman has been a great hclP cluring this entire misadvcnturc,

and he has Promiscd to look into the cause of the snowstorms -

he is, after a", a Master of Air - to see if tl’\cy are divinclg sent. Another

has alrcadg formed over our castle and is even now covering us with snow
and misery. Devils seem to oPcratc better in cold weather. Angway, this sieg

will givc Sulman Plcntg of time to look into the causes. Pcrhaps the traitor,

that is surcly amongst our ranlcs, is also the cause of the storms.




Fear of such a traitor has me 5Iccping Poorly at night
- Prcsuming I could ever s]ccP well in these circumstances. What
would a man have to gain from such trcachcrg? A l’n’gh Post
in the devil hicrarchy? I would like to see that! Wealth? Do
devils even HAVE wealth? What could it be? If there is such
a traitor, | shall catch him and have him ublic|3 strung up
and tortured. To think that he is robaEb hiding under my
/ very nose makes me sick unto death. There is notl’u'ng worse than

\ { { a traitor. Even Archibald would agree!

Wc", no use comPIaining. He will show himself soon cnough,
I am sure. | must go now and finish Prcparations for the siege. Know

\ that if | never see you again, | love you and 1 love Nicolai. And, if

you love me half as much, move as fast as you can to send
reinforcements to our rescue.

Pray for us,

p-s. If 1 should fail to return, tell Nicolai that the Third Eye is
in the Well — — he'll understand when the time is right. It is his birthright
and he will need it if he is ever to be King.




THERE ARE TWO TYPES OF
MAGICIANS: THE QUICK AND THE
ROTTING, MOLDERING,
WORM-FLAVORED FOOD FOR
SPAWNS OF EVLL.




INTRO TO MOUISE &
KEYDOARD
CONTROLS

It doesn’t matter what you call these instruments: crysta] l)a”, computer, the Sery of
Silicon; the Ordered Runes of Binaria, a lzey})oard, the Al)acus of Turing. A rat, a mouse, the
Rodent of Pare. T}ley are Artifacts of Trans-Dimensional Manipulation and, with lznowledge,
you can command them to do your })idding.

At times tllcy will confound you. Like the Protean Wolves of Kriegspire, these artifacts can
and will perform different functions at different times. Such is their nature! But I know how to
tame their wild ways, and I can pass that wisdom on to you.

If you were to consider yourself a puppeteer, you could think of these ol‘»jects as the strings
you pu” and slide to guicle your characters tl'lrougl) Enroth. But to consider yourse]{: a puppeteer

is to do a disservice to those who risk every’clling in joining you on this quest!
Take lleed, pay attention, don’t blink. There won't be a test later.

Just the difference between life and death.




RUNES OF BINARIA

Function

Escape Game Options/Exit Window
Tab Cyc’es Character Selection
(0 Quests
A Attack/Shoot/Pass
Z Quick Reference
C Cast New Spe”
S Cast Readied Spell
R Rest
T Time/Calendar
Spacelmr Activate Object/Searclz Boc]y
N Autonotes
M Map Book
X Jump
Directional Arrows Movement/Turning
Slu)[l + Arrow Run
Control + Left/Right Arrows  Sidestep
Page Down Key Look Up
§ End Key Center Viewpoint
2 Delete Key Look Down
w| Fage Up Key Fly Up
$| Home Key Land
“| Tnsert Key Fly Down
Enter Turn-based mode
+ and - Zoom In/Out Automap
1-4 Select/View Character
5-0 Select/Speak with NPC
F4 Full Screen/Windowed Mode Toggle

R




TOUCH THE KEYS, AND
REACH BETWEEN WORLDS/

KEYDOARD
CONTROL

The Runes of Binaria — or “keyboard,” if you're intent on staying
grounded in your “reality!” — performs many tasks. These are only the
most common; refer to the chart on the left for a full listing.

Touch the A leey to launch an Attack on the nearest monster. See my
advice on combat a hit later in this tome for more details on that! A mouse-click on any
nasty has the same effect.

Cast a readied Spe“ magic that a character has set in place for quiclz use — with the S
lzey. Hold the CONTROL lze_v and click on an object, beast or character to directly cast the speu

on a target.

Set your party in motion — forward, back, left, and rigl'lt — with the Arrow lzeys Using the
SHIFT key will put your party into a run. Using the CONTROL lzey in concert with the LEFT or
RIGHT ARROW lzey will allow your party to sidestep in that direction - useful in combat.

If an ol)ject has potential, the Spacebar will activate it. Bodies of fallen enemies and
friends may be searched in the same fashion. Pressing the Enter leey will alter the flow of time,
changing your party’s action from a free-ﬂowing “real time” adventure to a turn-based combat

system. When your party is in “turn based” mode, tlley will not be able to move, run or ﬂy. You
will only be able to attack characters and monsters, or turn alter your field of view. Pressing
Enter again will toggle your party's actions back to real time.

Touclling the numbers 1 t]‘nrouglx 4 will select the correspon&ing member of your party.
Touch the number a second time to see details about this person's name, slzi]ls, ete. Touching the
numbers 5 and 6 selects one of the followers who may have joined your party for mercenary or
personal reasons. Touch the number a second time to start a conversation.

The View keys and Flying lzeys are positioned accorcling to function. Ignore the Flying
lzeys until you have learned the art - prolvably much later in your travels.

R simply Rests your party, allowing them to recuperate from battle and travel. Your Map
Book is opened with the M key.

With the cult of Baa gaining ground so quiclely, time itself threatens to become your enemy!
Turn this threat to your advantage, using the T lzey to study your Time and Calendar options. It
will require many Quests to restore the Mandate; review your current assignments with the Q lzey

Information is power! Fortunately, it is at your disposal by touc}ling N; important Notes
from your travels are automatica].ly lzept for you ])y this mystic scribe.

Since I can’t be at hand at all times, the Z lzey provides a quiclz reference view of your party.
Dangers lligl'l and low can be avoided l)y Jumping with the X leey.

Your journey is documented on an arcane map that keeps track of your route for you.
Magnify or shrink its view with the + and - leeys.
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MOUSE CONTROL

The Rodent of Parc — or “mouse,” if you prefer — is a slothful familiar, unwilling to so
much as move without your llelping hand. Nonetheless, when instructed })y you, it can and will
scurry back and forth between your world and Enroth to convey your wishes.

Its abilities change with your needs, but you can Llepencl on certain behaviors. Move the
mouse in your world, and a reflection of its motion scampers across your glowing screen. Move
the mouse over an o])ject in Enroth, and writing will appear to describe it. Fountains will be
called fountains, doors will be called doors, and people will be called by their names.

There are two buttons on top of your mouse, to the right and left sides. Press (“Cliclz") the
right button while the pointer is over an object to request information on that item. If the spirits
favor you - and there’s information to share - your request will be grantc(l.

Click the left button while the pointer is over an object, and you can picle the object up! To
(lrop an item while it is in your hand, left-click the ol)]'ect on the grouud. To give the item to one
of your clmracters, left-click over the character’s face you want to give it to. Le{‘t-cliclzing ona
character’s large portrait (the one you get when you re viewing his inventory or statistics) means
you want that character to do sometlling with the item. Ifit's a weapon or piece of armor, your
character will try to equip or wear it. Ifit's a scroll, your character will either read it or cast a spell
fromit. Ifit'sa spel] book, your character will try to learn the spell that book contains.

To drink a potion, piclz it up and left-click on the character’s large portrait. To add an
ingreclient or mix two potions, pic]-z up the ingredient/ potion and rigllt—clicle it over the potion
you wish to add it to. Results are unprec]ictal)le, and may be hazardous to your health.

There is a shortcut to all this. Holcling an item with the mouse and right-cliclzing over a
character’s face means you want that character to do sometlﬁng with the item you're ]wlcling,
and selects l'zimse/)[ as the target automatically. So lmlding a potion and riglit-c]iclzing over a face
would have that character drink the potion. Doing the same
with a healing or protection scroll would cast that spe]l on
the character you're right-cliclzing on.




YOUR

RESPECT YOUR ENEMIES. SAVE
CONTEMPT FOR AFTER THEY ARE

LYING IN PARTS ACROSS THE

BATTLEFIELD.




CHOOSE YOUR ALLIES CAREFULLY/
YOUR CONTINUED EXISTENCE DEPENDS
ON EACH OTHER!




INTRO TO CHARACTER
CREATION

Your gift is the al)ility to reach from your worlcl, and affect the fate of Em‘oth, and l)eyond.
But it’s not your hands that will directly search, conjure and slay in the name of justice. Instead,
all your wisdom and skills will be put to the test in guicling a team of adventurers, drawn from the
best this land has to offer.

“Best” doesn'’t always mean well-mannered, or righteous: there are grim and s]madowy
talents in the land who may serve your goal. You cannot afford weakness of spirit or indecision.
Only your autl'lority can lead this party of characters — good and bad in nature — in restoring
the Mandate of Heaven to the world.

You start out with enougl'l influence to include four characters in your party, drawn from
six classes, each from a different walk of life. At first, your leaclership will only be sufficient to
attract Apprentices. But in time, with discipline and training, you may see your characters grow
to become Experts in their field...or even Masters!

The menace that threatens us all grows stronger with each passing moment. Your party

will be well-advised to build up its skills and power for the hard times ahead.
Very hard times, indeed. ..

CREATE ChARACTER SCREED

Clmnge Portraits Character Portraits

~
Curren t/y

Selected Stat

Class Selection Box Available Skills Box OK Button (Start the Game)
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Adventurers are defined lw what tlwv look li l«. their walk of ki fc and their strtn;’,t]h and
~L lls Dome see llfe as one lné game, a competition of pomt< lost an(l t,amu:[ Tlu point score
allows you to know your characters at every given moment. “Hit” points follow their i injuries,

and tllcrc.[ore reflect their health. “Skill” points reflect their training and experience.

Lllcla your roclent — um, mouse ona era;tu to glmmc that a(lvultuwl (llr&.d;lv Tlu
UP or DOWN ARROW kcv moves from one character trait ( :1:1“ name, and so on) to an-

otlwr, allowmg, you to ltaa}non the per[ut warrior or mage. And runcm])ex that rig sht- Llulemg

any'tlnng with your rat alum mouse — conjures a window of information almul that item.

Portrait puts a (au toa Jmladcr P 1;] ~omctl1m; \wlll pu~ona11tv you 1l ln seeing it a

lot. Use the rodent to scroll tlnou sh available pictures for your portrait.

Clas= Icon/Name vi<i}1lv diiplav: 11e<e (lctalls almut your cllaractcr

Name gives you a chance to get pu-onal with your character. Click in the name field to
rename your characters. 1 advise you not to call your l\mgllt~ ‘Flower,” l)ev hate that.

Class Selection is where you decide on your character’s walk of life. Le ‘t-cllclemg any
class applies it to a character.

Availal)le Slzills can ]w c]m:pn witl‘n your m(lcnl as wcll

Bonus Points are a way to enhance a character plavmd favorites is (langenmh ) lw a(lnlmé

or sulwtragtmg points to a partmulat :lelll. Ltﬂ-kll\.lelll.\_, l]u ‘+’ an(l ” buttons on tllc screen
adds and subtracts points.

’ d it, ti | le the right choi
OK means you re ready to commit, time to move on, hope you made the rig 1t choice.

Touch the Enter lzc_v, or left—cliclz this button.




CHARACHRER CREATICON
INFO

Time to give some tlwught to who you invite to your party...

Knig’}lts are the workhorses of the {ighting class, coming onto the scene with the largest
selection of weapons and armor; no choices are closed to them if tlwy advance enough in skill.
We're tauaing serious hardware! Being the toughest warriors, Knig]xts l)egin with the greatest
number of hit points and gain the most hit points when tlley advance in level. Knjghts can be
promotecl to Cavalier status (gaining two hit points per level) ; and again to become an all-out
Champion, (gaining another two hit points per level). Knigllts have no mind for magic, and
may never learn spe”s or the Meditation Skill.

Clerics are adventurous, spe“-casting llo]y men who are mediocre figlltcrs. Their magic is
most powerful in the areas of lwa]ing and defense. Clerics can learn from the Mirrored patlls of
the Light and Dark magics, and the awesome spe“s available in those realms. For weapons,
however, Clerics can only choose the mace, staff, or bow. T]wy do a little better with armor: only
Plate is forbidden to them. With much (liligence and stu(]y, Clerics can ascend to Priest (gain-
ing one hit point and spell point per level), and cvcntual]y Iligl'l Priest (gaining another spe”
point and an extra hit point).

Sorcerers are students of Elemental magic, concentrating on offensive and utilitarian
magic. Downrigllt rotten {:ig}xters, tlley‘re barcly able to use the dagger, the staff, or the bow
egecﬁvely. Forbidden shield and all but leather armor, tlwy also have the lowest hit points of all
the classes. They’(] be tllorougl'lly patlletic if not for the tremendous offensive spe]ls tl)ey com-
mand, and their access to the Mirrored paths of Ligllt and Dark magic,

the most power{ul wizardry in the land. With much spe”-casting
CONSIDER INVITING A CLERIC
TO JOIN YOUR PARTY:
NOTHING WRONG WITH HAVING
PRAYER ON YOR SIE/

experience, Sorcerers can be transformed into Wizards (gaining one

hit point and one spe“ point per level) and then to Archmages (gain-
ing another spell point and another hit point).

Paladins cross the line between Knight and Cleric, performing
both roles we“, but not as well as either of the more focused classes
alone. Like K.nights, Paladins can learn to use any type of weapon or %
armor; tl1ey simply don’t have as many choices to l)egin with. Paladins
begin with the Spirit realm of magic, and can later learn to use the Clerical
Mind and Bocly realms. ley are, lmwevcr, restricted from leaming the powers
of the realms of Light and Dark, as well as the Elemental magics. Paladins who
remain true to their cause may achieve the rank of Crusader (gaining
one hit point and one spe“ point per level) and ultimately ascend to
Hero (gaining anotller hit point an(l speﬂ point per level). & ,
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Archers are another type of l’lybricl (ol‘n, let us lament the true original!), in this case, of
K.night and Sorcerer. Archers may learn to use any type of weapon, although their specialty is —
surprise! — the bow. Their cliscipline prevents their use of shield or plate armor. An Archer’s
talent for speu-casting l'aegins with the Air realm of magic, and may cventually grow to take in all
the Elemental realms. The realms of Ligllt and Dark magic, l'lowever, are l)eyon(l their grasp.
Archers can focus themselves to become Battle Mages (gaining one hit point and one spe”
point per level), and eventually may aspire to Warrior Mages (gaining another hit point and
speu point per level).

Druids combine the best of Sorcerer and Cleric classes. They have few hit points, and
make poor ﬁghters; their arsenal is limited to staff, dagger, and l)ow, and their armor is limited to
leather or shield. On the p]us side, t11ey can build a heck of a circle of rocks, and can use both
Sorcerer and Clerical magic: that unique mix allows them to cast certain spells no other class
can. They cannot, however, learn Ligllt and Dark magic. To make up for that, Druids may })egin
their Apprenticesllips with the Learning skill. A Druid can grow to become a Great Druid
(gaining one hit point and one speu point per level) and eventuaﬂy to an Arch Druid (gaining
another spell point and another hit point per level).

The character’s class — whether Druid or Knight or what have you — gives them unique
abilities born of long tradition. But it's the individual skills learned al()ng the way that real]y
make an adventurer special.

Just as in your worl(], a(lvantage can be gaincd in one of two ways: worlzing atit, or l)ri])er_v.
“Development Points” are the currency that allows a character to gain access to ever-greater
talents.

Simply sheuing out development points will net a charactera l'ligllcr skill ranlzing, improv-
ing his al)ility with a weapon, a speﬂ, or in any number of skills.

The other, perllaps more morauy satisfying, option is to search out a teacher whose lessons
can improve a character’s skill in one of many clisciplines.

Enroth is filled with dangers and marvels, and so there are many skills which lwlp a
character survive this land.

e

Weapons skill allows your character to use a particular weapon and increases the chance
a character has of scoring a hit. If you become an Expert in a weapon skill, you will gain certain
combat aclvantages when using your weapon. Masters gain even more ac]vantages. You cannot
become an Expert or Master on your own no matter how many ranks you have; you must find
a teacher to elevate you to that status.

Staffs are two-handed poles equauy good for offense and defense. Expert ranleing with the
staff will increase the character’s armor class and Master ranlzing will allow them to occasiouall_v

stun their opponents.




Sword skill covers most types of blades longer than
a knife. Expert swordsmen gain a quiclzer attack while Master

swordsmen may wield any one-handed sword in their left hand and another weapon

in their right.

Daggers don’t do the kind of clamage that a sword or an axe can deliver.
But their quicle attacks can sometimes let a character get in two slices for every,
one move made by a slower opponent. Expert dagger flghterq can wield a dagger in
their left hand while using another weapon in their ugllt Master dagger ﬁg})ters have a chance o{
lzlllmg a surpnsecl opponent with a :.mg]e blow.

Axes are rather slow on the attack, but do a lot of damage when tlley hit. Expert axe
figllters gain more speed in their attacks while Master axe figllters can deliver tremendous dam-
age.

Spears make their point })y inclu(]ing all po]e weapons with blades attached to the business
end. Versatile, they can be used one- or two—l'lande(], but they work better with two hands.
Expert ranlzing with the spear will increase a character’s armor class, and Master ranl:zing will
boost clamage caused.

Bow skill targets both bows and crosshows. Expert marksmen gain a speecl increase with
their weapon, while Masters fire two arrows with every attack.

Mace skill covers all blunt trauma weapons: batons, ﬂails, the general whack-in-the-head
arsenal. Expert mace swingers do extra damage with their weapons, while Master mashers can
stun opponents.

—rte——

Armor skill allows your character to use a type of armor and increases a character’s armor
class. If a character is not skilled with a particular type of armor, he cannot wear it. All armors
carry a penalty by slowing down a character; Master and Expert skill in armor reduces this clrag
for all types of armor. There are three kinds of armor: Plate, Cl1ain, and Leather.

Leather armor is the lightest armor available. vaiding less protection than chain or
plate armor, it also slows a character down the least.

Chain armor provic]es more protection than leather and less than plate; t}xus, it also slows
a character down more than leather.

Plate armor delivers the most gong for your gol(l: it affords the most protection, but also
the greatest reduction in speed.

Shield skill directly improves a character’s armor class while a shield is equipped. Expert
and Master shield ran]zing increase this defensive bonus.
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Magic skill is used to cast each spc“, just as a pincll of nig‘lltmot is used to flavor a
cauldron brew. Skill in a particu]ar school is require(l before its spc“s can be learned. Magic skill
can mu]tiply, motlify, or alter time for a given speu. There are nine schools of magic, including
the four elements (Fire, Air, Earth, and Water), the priestly magics (Spirit, Mind, and Bucly) and
the good/evil patl1s of Light and Dark. Experts and Masters have the power to conjure greater
spe”s of any magic.

Fire magicisa good way to burn a bad guy, and also includes speus llaving to do with spce(]
and pain.

Air magic tends to be defensive and informational in nature, and includes spcl]s of accu-
racy and ﬂigllt.

Water magic is equal]y useful for defense and offense, and concentrates on spc“s that
move or change things.

Earth magic is defensive and includes spc”s that protect, bind, and strengtlmn.

Spirit magic concentrates on spc”s of life and death. Live forever, ln-ing back the dead,
slow or accelerate aging.

Body magic cures disease, dissolves poisons, and gcncmlly heals and enchants.

Mind magic charms and confuses.

Light magic includes some of the strongest spclls in the land. Light magic cannot be
chosen ]Jy l)egirming characters; it must be learned and mastered (Juring your travels.

Dark magic comprises some of the most power[u] magic in Enroth. Spells of darkness
can have spectacular results, but generally carry a price. Dark magic cannot be chosen by begin-

ning cllaracters; it must be coveted and invoked (luring your travels.

——mea—
Miscellaneous skills include diverse abilities that will support your party in their day-to-
(lay a(lvent’uring and general slaying of monsters fmm ]‘tcy(m(l.

]dentify gives meaning to items and equipment: you can't use sometlling until you know
what it is! This skill will automa[ica“y idcntif_v an item if your character’s skill level is lligll
enougll. Special items may need an Expert or Master in this skill to pmperly identiry them.

Merchant skill ]wlps adjust prices in your favor, whether ]mying or se”ing. Remember:
lmy low, sell l’ligll.

Repair skill allows your characters to fix broken equipment. The lligher the skill level, the
better the qualil‘y of item your character can p]ay l]andyman on. Expert and Master ranleings
allow characters to repair comp]ex items and artifacts.

Boclyl)uilding skill pumps your character up, acl(ling hit points (lircct]_v to totals.

Meditation adds spell points directly to your relaxed character’s totals.




Perception sharpens your character’s chance of noticing a trap: catch it in time, and the
clamage it causes can be reduced or even avoided. A lliglwr perception skill equals a chance to
escape stronger traps; Expert and Master ranleings allow a character to notice and escape differ-
ent types of traps.

Diplonlacy is like llaving a politician in your pocl\’ct! [t alters your reputation in your
favor. Got a 10 skill ranleing in Diplomacy? Talk to a nobleman, and your reputation goes up l)y
10; talk to a goHin, and it goes down l)_v 10. Your character fits in e\'erywllere!

Disarm Trap skill is the pcrfcct thing for when you can't remember where you left your
lzeys: all chests will open automatically, but you may get hit l)y a trap. The more skill you l1ave,
the better your chance to disarm any trap before it goes off.

Learning skill increases the experience your character receives. Every rank of skill in-
creases the experience bonus your character receives. r:xperts double and Masters triple this

l)onus; learn enough to do the math and you'l] see how this can add to your a(lvantagc.
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INTRO TO GAMLE
SCREENS

Everyone but the Cyclops of Dark Moor will tell you: there’s more than one way to look at
the world. That's never been truer than from your unique perspective.

The luminous glass in your possession affords multiple views of Enroth and the situation
of the adventurers who have sworn on in your service. I've made some notes to help you under-
stand what may at first appear as unfamiliar territory. Don't worry, you'H recognize the lzey

elements soon enough.

Then it'll be your own world you'll have trouble recognizing!

MAID ADVENTURE SCREEN

Automap

Guardian Angel spe” Fly spe// Zoom-Out Compass

S e

\ Zm)m~1n

L NPC Fo//owers

Turn Based !
Mode Indicator Active Party Spells:
Feallmr Fa.;l,
Protections from
Liglxlning, ire,

Co/d, Poison, &
Magic

Water Walk

spell
NEz

Timing Gem _|_

B()()ks .
= Quests, f’\’ otes,
Maps, Events

ppim——

Gold
i | b M
I\‘f ey l/‘ '- A .\ = a0 | F"OJ
/ Hit Points Spel/ Points/ \ \ Game Options
Bless spe” Stone Skin spc” Cast Spe” Rest Qm'clz Reference
Heroism spe” Shield spe”

Haste spe”




The Adventuring’ Window is where everytl'xing llappens: movement, monsters, combat
interaction. The Turn Mode Indicator appears if you've switched from real-time to turn-based
adventuring. Guardian Angel, Flying‘, and Walk on Water Icons will materialize to remind
you when your party has been blessed by these powers, and fade away as those magics clissipate.
Active SpeH Icons are a visual reference to the currently active “party” spells‘ The Hit Point
Bar and Spell Point Bar monitor an adventurer’s health and magical power.

Left-click your mouse on Cast Spe“ to cast a new spe“; on Rest to give your party a
chance to make camp and rest; on Quic]a Reference to review arcane notations helpful in
managing your party; and on Game Options for direct access to the mechanical l)riclge that
spans from your world to mine.

Keep your eye on Food and Gold so you know how much your party has of each. A left-
click will open any volume in your portal)le lil)rzuy: review the goals of your quests in the Quest
Book; study the lznowleclg‘e you've acquirecl in the Notes Book; see the world as you've explored
it in the Map Boolz; and manage your time in the pages of the Events Book.

Spells On will tell you what long-term magic your party has in effect. Look to the NPC
Window for Followers who have joinecl your party, for profit or pride. Stucly the Automap as it
leeeps track of your surmun(lings. Night/ Day reminds you of the difference between the sun and
moon (it’s easy to lose track!) Your Compass tells you which direction you're [acing (})ut not if
it's the riglmt direction!)

AS YOUR MAIN WINDOW ON ENROTH,
YOU WILL BE SEEING THIS VIEW A
LOT. NEVER FORGET, THOUGH:
WINDOWS LOOK BOTH WAYS.
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CHARACTER INFO
SCREEN

Total Experr'enco Skill

Name . Clasw Earned Points
| X \ N

F:: e TTa

N ztian the gorazrzr ‘;’\' s o e datn o
T T O L L =

Character

Statistics

== T eSS

Where two numbers are given far a Character’s statistics, the
,eﬁ number is the current level (as affccled’ [>_u spc”s, rest,
elc.) anfl llm rig’ll numl’cr is l]m permanent or nornm/ /ewl‘

While viewing details about a particular character, a rigllt—clicle of the mouse on any statis-
tic will provicle a detailed (]escription of that attribute. Move between each of your characters
using the TAB lzey, or l)y clicleing the onscreen buttons. Stop lueing so personal and go back to
the adventure at hand })y touclling the ESCAPE lecy, or clic]eing the EXIT button.

Unused Hand-to-hand bonus to hit

Hand-to-hand

Damage

Rﬂ "gL’t‘l

u‘eapun 170" us

to hit

+Ra ngcz’l weapon

le mage

N Spoll

resistances



INVENTORY SCREEN

Equipment shows you what your selected character calls his or her own. The Equippecl
Character displays what the well-dressed character is wearing, wielcling, and brandishing at any
given moment.

A character’s inventory contains the sum of their material goods: what tl'ley l)uy, find, or
win l)y hard contest and can carry. Deadlier weapons can replace weaker ones, new armor can
take the place of battle-worn robes. Artifacts are available for study, and everytlling can be shared
between members of your party. Remember your character is limited to items he/she has the skill
to use.

A left-click on an inventory object piclzs it up; a second click clrops it. Use an item l)y first
picl:z'mg it up (left-click), and then right-c]iclzing it over one of the character portraits. Iclenti{y or
repair ol)jects l)y right—c]iclzing on them while in a pacle.

Equip an item — that is, make it available for your character to use as a weaporn, amulet,
armor, or shield — lvy first piclzing it up (le&-clicla) ; then le{tﬂ:lic]eing the item over the full
{igure image of your character.

Give an item to another character by le&-clic]zing on a character’s face.

Books or notes can be read l)y picleing up and right-cliclzing them over a character portrait

or le{‘t-cliclzing the ol)ject over the inventory figure. Spells from spell books may be learned in the
same fashion as books and notes are read.

Finally, to stop Leing so materialistic and get back to the adventure touch the ESCAPE
lzey or click the EXIT button.

| Equ ipped
Character

Accessory

Details

3 o
Character Character Invantory Awards Exit Button
Stats Skills
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EXPLORING ENROTH

A spectacular display of magic will gain you admirers, a ferocious command of gleaming
weapons will net an impressive Body count. Neither will feed your party, arrange for transporta-
tion, or carry out any of the dozens of other person-to-person negotiations that can make or
break your quest. It's not just who you know, it's how you deal with them!

FAME ADD REPUTATION

The party of adventurers you build share Fame and Reputation togetlmer equa.Hy. Fame is
simply how many people in the realm have heard of you. It is never lost or diminished once
gainecl. Hope, you must, for Fame such as mine!

The Reputation of your party rises and falls as you Complete your quests. KiHing innocent
viﬂagers will not earn you any respect from the local authorities, but might improve your chances
of spea]zing with some shadier characters.

Reputation can a]ways be improvecl l)y liberal donations to the local temple. And, as time
passes, your Reputation adjusts itself closer to zero, as people {orget the events of your past.

BUYING ANO selling

From my obscured glimpses of your “reality," your world is a materialistic one, so you're
comfortable with the concept of l)uying and selling . Enroth sup-

ports its own brand of capitalism, and you may find bargains by

VE LIFE TO ITS FULLEST: i > dene o
YOR CHARA LEARN followmg these guu,ral rules.

When entering any place of business, it's a good idea to
start tlaings off ]Jy strilzing up a conversation with the resident
merchant: a shoplzeeper, l)anlzer, Lartencler, trainer or what have
you. A left mouse-click on their image is all it takes for them
g to reveal tlle services tlley can offer.

All you need to do is put the pointer over an item
h. toinspirea local shoplaeeper to make a sales pitch, includ-

A details on the items such as: type, armor, damage, de-
scription and value. Note that value and price are dif-
Il ferent. Prices are influenced by the Merchant Skill of
¥ the character doing the sl‘lopping. A very skilled charac-
7 ter can leave a shoplzeeper crying in his cash-box; a lack
of skill makes a character (and thus you) pay througlm the
prol’)oscis.

Left-click on an item to l)uy it; its cost in go]cl will be
B deducted from your riches. Don’t waste a Lusy merchant’s
. time trying to }Juy an item if your character doesn’t have
enougl'x gold, or enoug}\ room in her paclz to carry it away.
Either instance will force a sl'noplzeeper to ring up “no sale!”
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Many merchants will also I)uy items, freeing up space in your adventurers’ haclzpaclzs, and
drumming up extra gold should your party be short. Shopkeepers will only barter over their
particular stock in trade: don't expect to sell off magica] trinkets to a weapons dealer.

Se"ing an item opens the selected character’s l)aclzpaclrz. A right-cliclz on an item in a
character’s inventory will reveal what is known about the ol)ject. Passing the mouse over the
ol)ject will prompt the merchant to tell you how much he is willing to pay forit. Le{'t-cliclzing will
conduct the transaction.

On occasion, your adventures can reward your party with a weapon or other item that
can’t be rea(li]y identified. Some merchants can llelp with this mystery, usuaﬂy at a cost of 50
gold. C}loosing to identify an item opens the presently selected character’s l)aclzpaclz. Passing the
mouse over the object will prompt the merchant to tell you what he'll take to iclentify it. A left-
click will deduct this cost and provi(le you full information about the item.

Like hearts and bones, objects in use })y your party can be broken. Sometimes tlley can also
be fixed, but merchants know you're in a bind: tlley 'll charge you a percentage of an item’s usual
price to repair it. As part of a shopleceper's repair service, your selected character’s baclzpaclz is
opene(l s0 a broken item can be chosen for mending. Again, pass the mouse over the broken item,
and the merchant will examine it and give an estimate. Lelr't—cliclzing will accept his services.

When you've comp]ete(l your transaction, left-click the EXIT button at the lower right of
your scry-screen or press the ESC on your runes to return to the real business of aclventuring!

The variety of merchants and services in the various towns and cities should fit most of
your needs.

Blaclzsmitlls se” am] repair weapons, l)ut not au Smitlls sell the same tools of clestruc-
tion. Sllop around for the most clcvastating l)argain.

Armories handle sales of shields and armor, and will also negotiate to repair such items.

Magic Shops and Apothecaries offer potions and miscellaneous arcane items. For a
price, they may be able to repair certain mystic artifacts.

General Stores put a pricetag on the junlz other sllop]zeepers are too proucl to sell. If
you're hard up for gold, tlwy i buy your wares at unfair prices; if you're starving, they'll always
have something to fill your party’s bellies, often for more than you want to pay.

Like your own reality equivalcnt, Banks in Enroth are establishments for Lzeeping your
gold safe while you're off 1ilcrally saving the world. Entering a bank will automatically provicle
you with the option to deposil or withdraw money. Left-click on the associated button and enter
the desired amount.

The teacher at a Spc“ Guild has just one tl1ing to talk about: spells, and lots of them! So
long as the selected character in your party is a member of the gui_ld, and does not know all of the
speHs the gui]d has to offer, the guild’s spe” book bookshelf will appear on your screen. Passing
your mouse over a spel] book tells you the precise speu it contains and its cost. On behalf of your
character, you can then left-click on any new spell you want to purclmase for them.
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A character in your party lae]onging to the Thief or Mercenary Guilds can spealz toa
teacher at the appropriate guil(l to acquire new skills in these s]]adowy areas. The instructor will
present a list of his available teacllings, with a price for each. Left-click on the skill to learn it and
pay the price.

Temples offer a chance to give of _vourseu — or, at least, of your party’s hoard of golcl.
This is one case where cllarity is go()(l for more than your soul. Generous donations can net
l]ea]ing or magica] boons for your adventurers. Talk to the ]10]_\' man on duty for details.

Taverns rent rooms, ancl se” foocl and (lrinle. Your party needs rest to recover &om travel
and l)at’tle, and a Tavern’s typical 8-hour ovcmigllt isa good way to recuperate.

A visit to a house of Training obtains just one kind of service: acivancing the skill level of
your party’s characters. The resident trainer will tell you if your selected character’s performance
in the field has earned enougll experience points to move up a level. If so, the trainer will tell you
what it costs, and will gla(ﬂy take your golcl to advance your adventurer. Evcry level you train

gives your character more skill points to spend.

Stables and Docks are where to go when you need more in the way of transportation than
your party’s blistered feet. Prices and schedules vary, so speale to the local stablemaster or hoat-

man.

Local City Councils are a]wa_vs in need of able adventurers to take on a variety of (langer-

ous quests.

FOLLOWIERS & TRAIDERS

Almost every character you meet in Enroth (at least those not lool.zing to kill your party
outrig}lt) can be persuaded to join up with your adventurers. As you meet a new cllaracter, a
JOIN button will appear on-screen. Click this with your mouse pointer and the character will
either reject your invitation, or state his price and what skills he will L)ring to your party. Signing
on a new character will l)ring their image into one of the two windows below your automap.

Inviting along certain followers can have a negative side effect. If their reputation is for
evil, for example, that darkness could extend over your party and affect your future dealings and
negotiations.

If you can find them, Wanclering Trainers can be a boon to your party, imparting Expert or
even Master level training to anyone in your party who qualil:ies to learn their particular skill. By
and large, a Trainer will school anyone to become an Expert, but will often place unusual restric-
tions on when t]1ey will share the secrets of a Master. You'd expect a character’s slzill, or {ame, or
reputation to be the major factors, but some Trainers will hold onto their Master lessons because
of the time of montll, the ]ocation, or even the weather! (C]early, wandering does little for their

social skills.)




COMDAT : & RECCOVERMN

There's notlling wrong with giving peace a chance. But in these dark times in Enroth,
you may very well be dead by the time you first say “Hello”.

This is not to say that you should revel in violence. What you go t}lrougll to restore the
Mandate to this land may very well sicken you with the stench of blood and the screams of pain.
But lilverty demands eternal vigilance, and justice sometimes requires a wiuingness to stand firm

and fight.
ACTTACKING

A timing gem next to your portrait’s head warns you of the presence or absence of mon-
sters. When it is green, it usua]ly means that there are no monsters present - relial)ility is
reduced when used indoors. A yeﬂow color will indicate a definite monster presence, but some-
what distant from the holder of the gem. When the gem is red, well, stop loolzing at the gem

because sometlning mean is very close!

Time is perllaps the most important factor to bear in mind as you
go into battle.

THE BEST DEFENSE
15, FRANKLY, TO RN
AWAY.

On the one hand, time works against you:
every character in your party moves at an indi-
vidual pace, and that internal clock - or “counter”
- regulates every’ching from the specd of their
attack to their comeback from injury.

Each of your characters’ counters run in-
depcnclently from other characters’ counters and
monsters’ time counters. When a character takes
an action, like swinging his sword or casting a
speu, his/her timing gem will go dark, inc]icating
he is recovering from his last action and is too
l’)usy to take another one. For example, an at-
tack with a clagger thrust migllt cost 40
"ticks”, meaning that until that time goes
l)y, the character will be unable to act. Af-
ter the time has passe(l, the timing gem will
1ight up again, meaning that this character can
per[:orm another action.
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A monster’s attack can take ticks off a character’s counter, slowing their getting back “in
the green”. A character who is moving - perlxaps backing away - before his gem is green will find
his recovery time slower. A running character faces an even greater time penalty. As I said, every
character in your party is different. Those who are inl’lcrently faster can take action and lose less
time on their counter; tlwy're ready to go again in a shorter period. Experts and Masters of
certain skills can generally expect spee& bonuses that reduce the time it takes them to take
actions.

Time can also be made to work for you. Your keyboar(]'s Enter lzey shifts the cllronologi-
cal forces from real-time (when everything around you is llappening all at once ina dizzying blur
of action and menace), to a more manageal)le “turn-based” situation. In turn-based com})at,
moments become frozen in time. Your party’s adversaries become immobilized as you plan your
character’s attack actions, and then unleash those actions on your enemies. Don't mistake this
for luaving the upper hand! For in return, your adventurers then become momentarily paralyze(l
as your foes are given their turn at aggression. Touch Enter at any time to restore the rush of
real-time adventure.

To send a c}xaracter into the fray of l)att]e, {‘irst se]ect him/l’xer and tllen touch A on your
lzeyl'aoar(l or use the mouse and left-click on a monster. In the case of the lzeyl)oard, your adven-
turer targets the nearest monster; with the mouse, he swings at the enemy you choose. Should
the foe be nearl)y, your character will swing his weapon. If the enemy is far and your character is
armed with a bow, he will shoot to kill. But if your character can't fire, he instead dodges and
passes on that chance to attack.

Each character has a “quiclz combat” move that can be immediately unleashed on a mon-
ster with a left-click of the mouse.

Steel and muscle are only half the battle: magic is the balance, and its {ar-ranging power
can very well tip the scales of combat in your favor. Touch S on your lzeyl)oard to cast a selected
character’s “readied speﬂ," a most-favored bit of magic lzept at the fore for quicle effect. If it isa
weapon spen, it will be unleashed at the nearest monster. Should it require a sul)ject - like a
l‘lealing spell - your mouse pointer will become a crosshair. Click the crosshair on your spell
target for the magic to become real.

It's also possi]a]e to choose the target of your character’s readied speu ]3y CTRL-clicleing
with your mouse. In this case, left-click the mouse on a target while holding down the CON-
TROL lzey on your leeyl’)oard.

Refer ahead to my treatise on magic for the spell-casting you can set loose in combat.




RESTING & RECOVERY

Battle, injury, or just the (lay-to—clay stress of surviving in a land torn Ly strife will take a
severe toll on your party. Their overall health and magical potential (reflected in their hit and
spell points, respectively) can become dangerously depleted. Rest - R on your keyboard - is the
cheapest way to replace what has been lost. As long as your characters have food and can rest
undisturbed for 8 hours, tlley will regain all their hit and speH points.

Your party will be unable to rest as long as there are monsters in the area. Refer to your
timing gem; it should be green, indicating no monsters close by, in order for your party to rest.
A word about that timing gem, it is notoriously unreliable indicator of danger when used in-
doors. Sometlling to do with the aura of l)uildings R

If you insist on (lriving your party to the brink of exhaustion, tl'ley'u gladly accommodate
you l)y wearing themselves out. After 24 hours without rest, your characters will complain of
weariness and become weak. This puts them at a disaclvantage when using combat and many
other skills. There are magical means available to cure this wealzness, but t}ley are temporary.

While your party is resting, your window into Enroth becomes focused on their recupera-
tion. If you are approaclw(] and attacked l)y monsters while asleep, you will be at a severe
clisa(lvantage until all your characters awaken to deal with the assault. The best way to avoid
Leing attacked while you slccp is to pass the nigllt in an inn.

Your adventurers are vigorous men and women, and t}ley need to eat regularly to lzeep up
their strengtIL While not given to snacleing between meals, food is consumed every time your

party sleeps. If the cupl)oar(l runs bare, your characters will be unable to benefit from sleeping,
and will not get their hit points and spcll points restored from rest.

There are two ways of using the rest screen. You can select “Rest & Heal 8 hours” to rest
until you are llealed, or you can “Wait Wi ithout Healing" by selecting one of the three buttons
under that heacling. If you choose to rest and 1lcal, a number will appear next to the apple icon
in that section. This number indicates the amount of food you will use for sleeping on the
terrain you've chosen to camp on. Certain terrain, like snow and desert, cost more food to camp
on to simulate the difficult conditions of

traveling tllrough such inllospital)lc regions. If

you select wait without healing, you will use no

food, but remember that your characters need to

“rest and lleal" every 24 ]wurs, or tlley will

become weak. Whichever way you c]n)osc, ress-
y) P

ing Esc or Exit slzips the animation and puts

you back in the game.

Whic ; Fainuc Eic f_';_.,,.‘,

Amount offaocl needed to rest 8 Iwurs,
restoring all hit and spe” points.
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EXFERIENCE

Experience counts. And like all great truths, this one is self—evi(lcntly simple, yet complex
enough to warrant a monk’s life of study. Let’s consider how to add to your party’s ongoing
g ) EuLp going

experience.

As your party explorcs E11r0t11, and meets with strange and unusual creatures who quic]ely
die screaming, each adventurer gains experience. When a character gains cnougl] experience,
tlley become eligible to move up a “level” in a system of status and ran].zing. More than an ego-
boost of prestige — althouglm there is that! —a lnigher level nets additional skill points that can
be used to “})uy" improvements to a character’s set of talents. More so, a l]igller ranleing adven-
turer enjoys greater “hit” points (protecting them from damage) and spell points (enabling ever
more impressive displays of magic). A level advancement is achieved lwy visiting the training
grouncls, and paying for training. Mercenary, yes...l)ut you get what you pay for!

The price to increase an adventurer’s level is 1000 experience points for every level you
advance. So, to move up from third level to fourth level, a character will need a total of 4000
experience points; fouowing on this example, it would cost 5000 points to advance from fourth
level to fifth. The actual cost in gold can vary from one training groun(l to the next: slwp around
if you feel like pincl‘ling ingots.

Individual skills can be improvecl in the course of your adventure By “paying” devclopment
points to increase an adventurer’s skill ranleing. For examplc, you can choose to increase a
character’s skill with claggers from rank 3 to rank 4: when the fates roll their dice, the ran ing
determines whether or not a dagger attack is successful. To improve the skill 1‘anlzing of one of
your party, view an individual adventurer’s skills, and click on the skill you want them to in-
crease. If your character has the development points to shell out, the rank of that character’s skill
will increase by one. The cost to l')uy one rank of skill is equal to the rank number you're l)uying.
So in our edged weapon example, increasing a Dagger skill from rank 3 to rank 4 would cost 4

skill points.

There is another way of improving a skill ranleing, and this is l)y f'mding an elusive and
mysterious teacher. These nomadic instructors may agree to increase an adventurer’s skill from
“Normal” to “Expert”, or even from “Expert” to the very heady “Master”! A more impressive
title makes for some special abilities that aren’t genera”_v the same for each skill. For instance, a
Master mace swinger gains the power to stun opponents, while a Master swordsman achieves a
faster attack, and a Master (lagger figlltcr can handle a (laggcr in both hands and get in two
attacks! Should one of your characters achieve Master standing in a skill, they gain the benefits
of Expert status, plus any new benefits from l)cing a Master. Try not to let it go to their heads.




It’s worth reviewing how certain skill ran]zings can benefit— or hinder! — a member of your party.

Weapon Skill increases the likelihood of an adventurer to score a hit in battle; it ties in
clirectly in cletermining an Expert or Master’s chance of success. Let's say a character is a level 8
Master staff ﬁgl)ter: tliey would then have an 8% chance of stunning a monster when tl'ley hit it.
The same character would also have an “armor class” 8 above normal, because Expert ranlzing
would increase their defense l)y their skill ranlzing a

Armor Skill increases a character’s armor class when using a part-icular type of armor.
Personally, I've given up trying to understand the current fashions! Most armors reduce the overall
“speed" of an adventurer, increasing the time to take certain actions. Being an Expert or Master
will reduce this spee(l loss, while skill ranl:zing increases the level of protection. There are three
types of armor: Plate, Cl‘nain, and Leather. Shield usage isa speci{ic skill and is not covered under
the general armor category.

Magic Skill acts as an influence on each spell, moclifying the effect of its magic: greater
skill can multiply the clamage a spell causes, or increase the time magic may last. A magic skill
does not reduce the time it takes to cast a spell, or the number of skill points it costs to conjure
the magic...although an Expert or Master ran]zing may award these benefits. There are nine
schools of magic overall: the four elements (f‘ire, air, earth, and water); the priest]y magics (spirit,
mincl, and lw(ly); and the extreme and dreadful gooc{/evil path of ligllt and dark magic.

Miscellaneous Skills include the less sl’xowy, but ever important abilities that will support
your party in their clay-to-clay adventuring and battles. These skills include Diplomacy, Learn-
ing, Boclybui.l(ling, Mcclitation, Mcrchant, Disarm Traps, Iclentify, and Perception. Each of

these skills follows the same “rules” in regarcl to an eminent Expert or Master rmllzing,

BALANCE YOUR FORCES: AS YOU
MIGHT SUSPECT, MIGHT AND MAGIC
ARE THE KEYS TO SUCCESS/
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Finany, we get to the goocl stuff: magic! No street merchant presticligitation here, I'm tal]zing
the real tll'mg ... or as real as the unreal can get. Marvelous things are possil)le l)y tapping into the
Preternatural...but beware, it’s also possi]sle to unleash forces that will feast on your soul.

Press C on your lzeyl)oard, or left-click on the Cast Spell icon to materialize the currently

selected character’s speu book. The Tab laey will run tln'oug]'l all the schools of magic studied ]:)y

any selected character. Use the Arrow lzeys to choose a spell, and press Enter to cast it. Or use
your mouse - personally, I like to use a rat, its l)igger and easier to hold - to select a speu (one left-
click), or cast it (a second left-click).

Right-cliclzing a speu will conjure up a small transdimensional window with information
about the speH in question.

Mouse-cliclzing on the small tab at the bottom of the ook will set the currently selected

spe“ toa particular adventurer’s “readied spell": this is the magic held at the reacly for quiclz
release. The Spacebar will also set the readied spell.

The Escape lzey will close your character’s speH l)oolz, as will a mouse-click on the onscreen
“Quit Spell Book” button.

FiRE spells

Torch Ligl‘lt produces a spl’xere of ligl'lt around your party. It

on.ly works indoors. Use it for those dark caverns where somet}ling

might be waiting! It costs 1 spell point to cast. Expect it to last one
hour times your adventurer’s skill rank. At Expert and Master levels,
the ligl‘lt produce(l is noﬁcably l)rigllter. An essential speu!

Flame Arrow firesa single Haming arrow. Don't be taken in l)y
the power of fire; this speu is notoriously inaccurate, with no more chance of finding its target
than a regular arrow. [t costs 2 spe” points to cast, and you'H have to recover your energy before
you can use it again. [t works instantaneously, and willdo 1 -8 points of damage (assuming it
hits anything!) At Expert level, Flame Arrow costs just 1 point, and can be used again more
quiclzly; Masters recover more quiclaly and fire without cost. What a })argain!

Protection from Fire increases all your characters’ resistance to fire: 1 point of resistance
for every rank of the caster’s Fire Magic skill. Cost is 3 points and the caster must recover. The
effects last for 1 hour per skill rank. Experts double the resistance, while Masters triple it.

Fire Bolt launches a burst of fire at a single target. | consider it the “Old Reliable” of the
Sorcerer’s arsenal. Costing 4 points, it takes awhile to rebuild strength and use it again. [t fires
imme(liately, and will deliver 1 - 4 points of clamage times a character’s skill rank. Experts are
ready to fire again more quiclaly, while Masters recover even faster.

Haste reduces l)y 25 seconds the time it takes to recover from casting a spell or attaclzing with
a weapon. Beware, for characters will be weak for six hours after this spell wears off. It costs 5 points
to cast, and requires recovery. [t lasts for 4 minutes plus 1 additional minute for every skill rank a
character has. Experts reduce the recovery time, while a Master’s spell affects the entire party.
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Fireball targets a single monster, but explocles to hurt anyone else caught in the blast.
What a show! But lzeep your party at a distance; if tlley stand too close, tl‘ley will be hurt as well.
This one costs 8 spe” points, and takes some time to recover. It takes place instantaneously, and
delivers 1 - 6 points of (lamagc times a character’s skill rank, to all within a 10 foot radius. An
Expert’s recovery time is faster, a Master’s faster still.

Ring of Fire generates a 5-foot ring of fire around the party, that damages all monsters it
contacts and doesn’t burn your party. Its cost is 10 points, with a signi{icant recovery time. Its
effect is immediate, and it causes 6 points of (lamage plus 1 additional clamage point for every
skill rank. Experts conjure a 10-foot ring, while Masters’ recovery time is cut significantly.

Fire Blast launches streaks of fire in the direction your characters are facing. The bolts
aren't magica”y guide(l, so a little practice aiming is called for if you want to do anytlling useful!
Costis 15 speﬂ points, and the caster must rest afterwards. It fires 3 bolts instantly, delivering 4
points of clamagc plus an additional 1 -3 points of (lamage for each skill rank. Experts need less
rest and send out 5 slmts; Masters even less rest and launch 7 shots.




Meteor Shower summons 8 ﬂaming rocks from the slzy in a 10-foot radius surmuncling
your target. U nless you re eager to visit a healer yourself, try not to be near the victim when using
this speu. Cost is 20, with a periocl necessary to recoup energy. [t happens instantly, and each
rock delivers 8 points of (lamage plus 1 additional for every skill rank. Experts recover faster and
l)ring down 12 rocks; Masters are ready again more quic]:zly with 16 rocks. This spell cannot be
cast indoors, thank the gods!

Inferno burns all monsters in sight ; your party is excluded from the cookout. An efficient
way to clean out rooms full of weak or moderate strengtll monsters in one or two easy castings.
Cost to your character is just 25 spell points, and recovery time is signi[:icant. That's for 12
points of (lamage, with an additional point of damage for every skill rank. Experts’ recovery time
is cut somewlmt, while Masters take just a quiclz breather between spells.

Incinerate is one of the strongest direct (lamage Spells you may acquire, inﬂicting massive
damagc ona single target. Only the strongest of monsters can expect to survive this spe". (But
if one does, then it's you who has to survive!) Spen point cost is 30, recovery is necessary. [t
happens instantly, searing 15 points of damage, plus 1 - 15 points extra for each rank of the

caster’s skill. Experts recover more quiclzly, Masters faster still.

AR spells

Wizard Eye reveals the locations of monsters and characters
on your group's automap. It lasts for 1 hour and it costs one speu
point to cast. Experts and Masters will learn more on casting this spe“
than an Apprentice.

Static Cl-narge targets a smg]e monster with a jolt of static elec-
trluty Not much clamage, but it never misses. Cost is 2 points. [tis a tiring spell requiring rest.
It fires mstantly, dealmg 1 point of damage, plus an additional 1 - 5 5 points of damagc for every
skill rank. Experts are ready to go again more quiclzl_v, Masters fire at no cost.

Protection from Electricity increases all your characters’ resistance to electricity: 1
point of resistance for every rank of the caster’s Air Magic skill. Cost is 3 points, the caster must
recover after using it. The Protection lasts for 1 hour per skill rank. Experts double the resis-
tance, while Masters triple it.

Sparlzs fires three small balls of ligl'xtning that bounce around until they hit something or
dissipate. It's hard to tell where tliey will go, so this spell is best used in a room crowded with
small monsters, and with most of your party elsewhere. The spe“ costs 4. Sparlzs do 2 points of
damage, plus 1 additional point of damage per skill rank. Experts recover more quicle]y, and fire
5 balls. Masters are ready to go again even £aster, with 7 shots.

Feather Fall slows the spee(l of a fall and prevents your party from l)eing hurt when faning
more than ten feet. The cost for this spe“ is 5 points, and recovery takes time. It lasts for 5
minutes for every Air Magic skill rank. Experts get the duration up to 10 minutes per skill rank,
while Masters rate 1 hour per skill rank.




Shield slows missile attacks (sucll as rocks and arrows) and cuts their potential clamage l)y
half. A Shield costs 8 spel] points, and be careful where you use it, as it takes time to recover. It
lasts 5 minutes for every skill rank. Experts’ Shields last 15 minutes per skill rank, while a
Master’s version affects the entire party.

Lightning Bolt Jiscllarges electricity from the caster’s hand to a single target. [t always
hits and does solid damage. [ like to call this one the “Sorcerer’s Darling!" It costs 10 spell
points. [t fires instantly, cloing 1 - 8 points of Jamage for each skill rank. Experts recover more
quiclzly, Masters faster still.

Jump launches your party into the air at a [ody-five (legrec angle, landing them without
damage a set distance away. It costs the caster only 15 spell points and lligher skill will reduce
g Y Y Bl :
recovery time. Experts and Masters recover more quiclz y.

Implosion is a nasty spcll that affects a single target })y (lestroying the air around it. The
result is a sudden inrush from the surrounding air, a tlmnclcrclap, and 10 points of (lamage plus
an extra 1-10 points of clamage for every skill rank. It costs 20 points to cast, and rest is rcquirecl
afterwards. Experts are back to readiness more quiclzly, Masters faster still.

F]y grants the power of ﬂigllt to your characters, 5 minutes airborne for every skill rank!
iny available outdoors, Fly initia]ly costs 25 spell points and slowly drains spell points as it
remains active. Be careful not to fall from a great l)eight! Experts can stay up for 10 minutes per
skill rank, while Masters wing it for an entire hour per skill rank.

Starburst calls 8 stars from the heavens to smite and burn your enemies in a 20-foot
radius. Try not to get caug]mt in the blast! Cost is 30 spel] points, recovery is very significant, each
stars’ clamage is 20 points plus an extra 1 point of c]amage for every skill rank. Experts reduce
their recovery somewhat and get 12 stars; Masters turn back their recovery even more, and
deliver 16 stars. It ()nly works outdoors.

Awaken automa’cically awakens all of your characters from a
normal slcep and (lramatically reduces the duration of slecp spe]ls cast
on your characters. Cost is 1 spel] point, some recovery is require,
afterwards. Awaken will remove 3 minutes of sleep times the caster’s
skill rank. Experts mul’ciply skill rank by hours, while Masters multi-
ply them l)y c/ays.

Cold Beam targets a single monster with a field of extreme cold for an instant. Not much
clamage, only 2 to 6 points, but a]ways a hit. Cost is 2 spe“ points. Recovery is require(l, but with
every advance in skill becomes less of a prol’;lem. Experts recover faster, and Masters cast without
cost. Now that's an education that pays off!

Protection from Cold increases all your characters’ resistance to Cold: 1 point of resis-

tance for every rank the caster has in Water Magic. Cost is 3 points, recovery is required. The
Protection lasts for 1 hour per skill rank. Experts double the resistance, while Masters triple it.




Poison Spray sprays 1 shot of poison at monsters clirectly in front of your characters.
Damage is low, but few monsters have resistance to poison, so it’s an easy way to make ‘em suffer.
Cost in speu points is 4, recovery is required. The effect is 2 points of damage, plus an extra 1 -
2 points of clamage for every skill rank. Experts recover more quiclaly and fire 3 shots; Masters
are back at it faster with 5 shots.

Water Walk lets your characters walk along the surface of water without sinlzing, for 5
minutes for every skill rank. Only useful outdoors, this speu costs 5 speu points initia“y, but you
should never {orget that this magic constantly drains spell points while active. Experts stay
topsicle for 10 minutes for every skill rank, Masters are afloat for 1 hour per skill ranlzing. The
spell drain is the same no matter what level the caster.

Ice Bolt fires a single bolt of ice at a s'mgle target. Always a ln't, it does moderate cold
damage: 1-7 points of damage per skill rank. Cost is 8. Experts and Masters recover more
quic].z]y.

Enchant Item will attempt to make an ordinary item magical. The chance of success
increases with the caster’s skill in Water magic. Unless the caster is a Master, weapons cannot be
enchanted. Cost to cast is 10 spell points. Experts make better magic items.

Acid Burst targets a single monster with an acidic bolt that does 9 points of clamage p]us
1-9 points per skill rank in Water magic. The speH costs 15 points to cast and Experts and
Masters will recover faster.

Town Portal transports the party to the last town tl1ey visited. At Apprentice level it only
works outdoors. As a further caution, the chance of Town Portal worlzing is rather smaH, im-
provecl L)y your rank of Water Magic skill. Cost is 25 and recovery is slow. Experts can use this
speu incloors, and Masters can choose the town.

Ice Blast fires a ball of ice in the direction the caster is facing. The ball will shatter when
it hits sometlling, launc}ling 7 shards of ice in all directions except the caster’s. Shards will
ricochet until tlley strike a creature cloiug 12 points of (1amage p]us 1-2 points per rank of Water
Magic skill, or melt. Beware that the ricochet can hit your party, even when the shards don't start
out in their direction. It costs 25 points, and requires recovery time, which is less for Experts and
Masters.

Lloyd's Beacon lets you place one marker at a location you want to teleport back to in the
future. Just how far in the future (lepencls on your skill and ranlzing in Water Magic; the marker
decays in 1 hour times a character’s skill rank. Cast Lloycl's Beacon whenever you wish to either
place a marker or return to one. Cost is 30. Experts can set up to 3 beacons, which decay in 1

(lay per skill rank. Masters have 5 Beacons, which clecay in 1 week per skill rank.




€ARCTD spells

Stun slaps a monster with magical force, forcing it to recover

from the spell before it can do anyt]‘ling else. Tt also knocks monsters
back a little, giving you a chance to get away while the getting is gooa.
Cost is 1 and some recovery required. In effect, Stun adds to a monster’s
recovery time, with somewhat greater effect for every skill rank of the
spcllcaster. Experts and Masters are both more effective.

Magic Arrow fires a single magic arrow. This spell is notoriously inaccurate and has no
more chance of fincling its target than a regular arrow. [t costs 2 speu points to cast, and you'“
have to wait some time before you can use it again. [t will do 2 points of clamage (assuming it hits
anytl'ling!), withan extra 1 -6 damagc points for every skill rank. At Expert level, the cost is just
1 point, and recovery time is faster; Masters can fire again more quiclzly and without cost.

Protection from Magic increases all your characters’ resistance to magic: 1 point of resis-
tance for every rank of the caster's Earth Magic skill. Cost is 3 points, recovery is required. The
Protection lasts for 1 hour per skill rank. Experts double the resistance, while Masters triple it.

Dea(lly Swarm summons a swarm of }Jiting, stinging insects to bedevil a single target.
Moderate in its clamage, the swarm nonetheless never misses and the damage is physical, malzing
resistance unlilzely. Spe]] point cost is 4. Damage is 5 points p]us an extra 1 - 3 points for every
skill rank. Experts and Masters recover more quic]ely.

Stone Skin increases the armor class of a character by 5 for 4 minutes, plus an extra five
minutes for every skill rank. Cost to cast is 5. Experts up the time limit to an extra 15 minutes
for every skill rank. Masters extend the power to affect your entire party.

Blades fires a rotating, razor-thin metal blade at a single monster. This speﬂ can miss: the
chance it'll even hit relies ]wavi]y on the caster’s rank of Earth Magic skill. Cost is 8 speu points
and requires recovery. Damage is 1 - 5 points for every skill rank. The chance that it will hit is
your skill ranlzing times 5. Experts and Masters recover more quiclzly.

Stone to Flesh, if cast in time, removes the curse of l)eing turned to stone from a
character. The caster’s skill and rank in S pirit Magic determine how 1ong the dire condition can
be present before the spell loses effectiveness. After that, the only way to remove the condition
short of Divine Intervention is to visit a temple. Stone to Flesh costs 10. Its effectiveness is
based on skill rank times 3 minutes of stone duration. Experts’ effectiveness is their skill rank
times hours of stone (Juration, while Masters extend that to clays.

Rock Blast releases a magica] stone into the wor](l, a stone that will explode either when
it comes into contact with a creature or when enougll time passes, causing ({amage in a radius of
20 feet. The rock will bounce and roll until it finds a resting spot. Be careful; anyone can be
caug})t in the blast. This spe“ costs 15 points, and needs time to recover. Its clamage is between
1 - 8 points per skill rank. Experts recover more quiclzly, while Masters are even faster.



Turn to Stone temporarily turns a target to stone for 5 minutes for every skill rank.
These stone statues are invulnerable to any sort of attack. Cost is 20 speu points. Experts lzeep
t]1ings roc]zy for 10 minutes for every skill rank, Masters 20 minutes per skill rank. Some
recovery required.

Death Blossom fires a magical stone far into the air, causing a very powerful explosion
with a radius of 40 feet when it lands. This spell can only be used outdoors, costs 25 points, and
requires time to recover. Damage is 20 points, with an extra 1 point for every skill rank. Experts
recover faster, after causing an explosivc radius of 60 {eet; Masters need less time to recover, and
extend their damage to 80 feet. This spel] is for the open countrysi(le, not indoors in your living
room par]or.

Mass Distortion increases the weigllt ofa single target enomlou:ly for an instant, caus-

ing slemﬁgant internal (lamage equal to 25% of the monster’s hit points pluc another 2% per
rank of Earth Magic skill. The lnggel t}n.y are, the harder t}lev fall. *pe“ point cost is 30, and is

very tiring. Experts and Masters recover more Lll\.l?l y.
g p q

SPIRIT svells

Spirit Arrow launches an arrow of pure energy. Higllly useful,
but apt to miss unless you study Spirit skill to an a(lequate level! Tt
costs 1 spe” point to cast, and you'u have to wait a short time before
you can use it again. Expect it to dol1-6 points of clamage on your
foe. At Expert level, your recovery will be faster. At Master level, it

can be cast at no cost.

Bless characters to increase their chance of l1itting monsters in hand-to-hand combat and
with missile weapons. A character’s bonus to hit is increased ]w , which lasts for 4 minutes, p1u<
an extra 5 minutes for every skill rank. The cost to cast this })lessms is 2 spe“ points. Experts’
duration is an extra 15 minutes for every skill rank; Masters casting this spe” affect all charac-

ters at once.

Healing Touch heals a single character, restoring a small number of hit points: 3 - 7
points based on skill. Cost is 3 speu points. Recovery is moderate, but each skill rank will reduce
that time. An Expert’s healing mends 5 - 11 hit points, while a Master I)andages k3

Luc]zy Day temporarily increases a single character’s Luck statistic I)y 10, plus an extra 2
for every skill rank. This lasts for 1 hour for every skill rank, costs 4 spe" points, and requires a
recovery time. Experts add an extra 3 points of luck for every skill rank. Masters sprea(l the luck
around to all the characters in your party.

Remove Curse, if cast in time, removes a curse from a character. The caster’s skill and
rank in Spirit Magic determine how ]ong the dread condition can be present before the point of
no return. After that, the only way to remove the condition short of Divine Intervention is to
visit a temple. Remove Curse cost is 10, and time is spent recovering. [ts effectiveness is hased
on skill ranleing times 3 minutes of cursedness. Experts’ effectiveness is their skill rank times
hours of cursedness, while Masters can extend that to (lays.




Guardian Angel sets up a compact with the Higller Powers to resurrect your characters.
Should tlley die, theyyll be returned to life with 1 hit point and depositec] at the last temple you
visited. The price for this service is half of the golcl your characters have with them at the time of
death. Cost is 8, recovery time is significant. Experts ])ring back all characters at half their hit
points at time of death. Masters arrange it so all characters return with ][u// hit points. The cost
in gold doesn’t cllange.

Heroism increases l)y 5 the (lamage that a character does with a successful attack. This
costs 10 speu points, and the caster must rest; it lasts for 4 minutes, with an extra 5 minutes for
every skill rank. Experts get an extra 15 minutes for every skill rank, Masters affect all the
characters in your party.

Turn Undead forces all Undead Monsters in sigllt of the spc“caster to flee. T]wy'n be
back when the spell runs out: 3 minutes, plus an extra 3 minutes for every skill rank. Cost for
this scattering is 15. Experts and Masters will recover faster.

Raise Dea(l, if cast in time, restores a character to life. The caster’s skill and rank in
Spirit Magic determine how long the character can be worm food before the point of no return.
After that, the only way to revive the corpse short of Divine Intervention is to visit a temple.
Raise Dead costs 20. Its effectiveness is based on skill rank times 3 minutes of death. This magic
will leave your character in a weak condition for a full day. Experts can make the spc“ work for
one hour of death times their skill rank, while Masters can extend that to days.

Shared Life combines the life force of your characters and redistributes it between them
as cvenly as possil)le. All current hit points are totaled, and 1 extra hit point is added for every
skill rank. The cost for this averaging is 25, the recovery time is very significant. Experts add 2
extra hit points for every skill rank, Masters add 3 extra.

Resurrection, if cast in time, removes the eradicated condition from a character. The
caster’s skill and rank in Spirit Magic determine how Iong the character can be dead before the
point of no return. After that, the (m[y way to revive the corpse short of Divine Intervention is
to visit Temple Stone. Resurrection cost is 20, is the most exllausting spe“ recounted so far. Its
effectiveness is based on skill rank times 3 minutes of eradication. Experts can revive a character
who has been eradicated for one hour times the caster’s skill ranlzs, while Masters can extend
that to days.

MINO spells
AT e
o ity and intellect statistics I)y 10, plus an extra 2 for every skill rank.

Meditation temporarily increases a single character’s personal-

This will last for 1 hour for every skill rank and carries a cost of 1 spe”
point. Experts add an extra 3 points, while Masters affect the entire
party. "l ' s

Remove Fear removes the fearful condition from a character if this spe“ is cast in time.
The caster’s skill and rank in Mind Magic determine how long the character can be paralyzccl ljy
fear before the point of no return. After that, the onl_v way to lift the curse short of Divine

[ntervention is to visit a tcmple. Remove Fear cost is 1, recovery time is required. Its effective-

B




ness is based on skill rank times 3 minutes of i)eing afraid. Experts can revive a character who
has been fearful for one hour times the caster’s skill rank, while Masters can extend that to (iays.

Mind Blast fires a bolt of mental force guaranteed to hit any target and ciamage that
monster’s nervous system. Expect 5 points of clamage, with an extra 1 - 2 points for every skill
rank. Cost is 3 speu points, recovery time is moderate. Experts and Masters are progressively
faster to recover.

Precision temporarily increases a singie character’s Accuracy statistic ].')y 10, with an extra
2 for every skill rank. This lasts for 1 hour for every skill rank. Cost is 4 speu points. Experts add
an extra 3 per rank to Accuracy, while Masters extend the spell to the entire party.

Cure Paralysis, if cast in time, removes paraiysis from a character. The caster’s skill and
rank in Mind Magic determine how long a character can be immobile before the point of no
return. After that, the only way to get him moving short of Divine Intervention is to visit a
temple. Cure Parai_vsis cost is 5, and requires recovery. lts effectiveness is based on skill rank
times 3 minutes of paralysis. Experts can revive a character who has been para]yzeci for one hour
times the caster’s skill rania, while Masters can extend that to (iays.

Charm calms a single targeteci creature and removes any hostile ieeiings it has towards
your c]iaracters, an effect that lasts for 3 minutes for every skill rank. If this creature takes any
(iamagc, it will immeriiately become hostile again. So be nice. Cost is 8 points, recovery time is

moderate. Experts double the effect’s duration, while Masters qua(iruple it.

Mass Fear causes au creatures in t}ie speucaster's line of Sig}lt to ﬂee in iear, a cowar(ily
condition iasting 3 minutes for every skill rank. If a creature takes (iamage while under the
influence of this spell, the spe“ will be broken. Mass Fear will not work on Undead creatures.
This spen costs 10 points. Experts and Masters recover more quicizly than Apprentices.

Feeblemind removes the ai)ility ofa target to cast spells until this speli wears off; Feeblemind
will last for 5 minutes per each skill rank of the spe]]caster. Cost is 15 points. Experts recover

from casting more quiclziy, Masters faster still.

Cure Insanity removes the taint of insanity from a character if this speil is cast in time.
The caster’s skill and rank in Mind Magic determine how long a character can be whacko before
the point of no return. After that, the on]y way to return sanity short of Divine Intervention is
to visit a temple. Cure Insanity cost is 20, its recovery time is signiiicant. Its effectiveness is
based on skill rank times 3 minutes of insanity. Experts can restore a character who has been
attacked for one hour times the caster’s skill ranlzing, while Masters can extend that to (iays.

Psycliic Shock targets a single creature with min(i-ciamaging magic: 12 points of dam-
age, pius an extra 1 - 12 points for every skill rank. Cost is 25. Recovery time depemis on your
level of expertise; Experts and Masters have the acivantage.

Telekinesis lets your characters avoid traps i')y manipulating oi)jects — switches, chests,
doors —from a safe distance. The distance and strengtii of Telekinesis is determined l)y a character’s
skill in Mind Magic. Cost is 30, and it is exhausting. Expert’s Telekinetic power is based on
nioul)iing their skill rank in strengtli, Masters on tripling them.




BOOY SPELLS

Cure Wealzness, if cast in time, removes weakness from a char-
acter. The caster’s skill and rank in Body Magic determine how long‘
the a character can be debilitated before the point of no return. After
that, the only way to get strengtla back is to rest. Cure Weakness’ cost is
1, its recovery time is moderate. Its effectiveness is hased on skill rank

t1mes & mmutes of wealznes» Experts can revive a character who has been weakened for one
hour times the caster’s skill ranlzmg, while Masters can extend that to (lays

First Aid restores 5 hit points on a sing gle target: Cost is 2, recovery moderate and reduced
for every level of skill. Experts heal 7 points o{ damage, Masters heal 10.

Protection from Poison increases all your characters’ resistance to Poison: 1 point of
resistance for every rank of the caster’s Bocly Magic skill. Cost is 3 points, recovery time is
moderate. The Protection lasts for 1 hour per skill rank. Experts double the resistance, while
Masters triple it.

Harm slams a single creature with comp]ete]y reliable magica.l clamage. 8 points of dam-
age are guaranteed, with an additional 2 points of clamage for every skill rank. Cost is 4, recovery
is nominal. Experts and Masters recover faster.

Cure Wounds heals 5 hit pointson a single target, p]us an extra 1 - 2 points of healing for
every skill rank. Cost is & spell points, some recovery is require(l. Expert and Masters recover
faster.

Cure Poison, if cast in time, removes the toxic condition from a character. The skill and
rank in Bocly Magic determine how l(mg the a character can be poisoned before the point of no
return. After that, the only way to purgde the system short of Divine Intervention is to visit a
ternple. Cure Poison cost is 8, its recovery time is significant. Its effectiveness is based on skill
rank times 3 minutes of l)eing poisoned. Experts can cure a character who has been poisoned for
one hour times the caster’s skill rank, while Masters can extend that to days.

Speed temporarily increases a single character’s Speecl statistic l')y 10, with an extra 2 for
every skill rank. Cost is 10, with a moderate recovery time. Experts increase the Speed statistic
1)y an extra 3 for every skill rank, while Masters can haste all characters in the party at once.

Cure Disease, if cast in time, removes the diseased condition from a character. The
caster’s skill and rank in Bocl_v Magic determine how long a character can be infected before the
point of no return. After that, the only cure short of Divine Intervention is to visit a temple.
Cure Disease cost is 15 and requires some recovery. Its effectiveness is based on skill rank times
3 minutes of disease. Experts can cure a character who has been diseased for one hour times the
caster’s skill rank, while Masters can extend that to (lays.

Power temporarily increases a single character’s Endurance statistic l)y 10, with an extra
2 for every skill rank. Cost is 20. Experts increase the Endurance and Might of a character lay an
extra 3 for every skill rank, while Masters can increase the Endurance and Might of all charac-
ters in the party at once.
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F]ying Fist cannot miss and it pummels an opponent with 30 points of clamage, plus an
extra 1 - 5 of 1amage for every skill rank. Cost for this 11ammering is 26 speﬂ points, and the
caster needs some time for recovery, tllough ess if you are Expert or Master.

Power Cure restores hit points to all characters in your party at once: 10 points of
l'lealing, plus an extra 2 for each skill rank. Cost is 30, recovery is quite significant. Experts and

Masters recover more quiclzly.

LightT sPeLLs

Create Food makes food, but only works if you have less real
food than the spel] creates. For a cost of 20 speH points, you can create
one day worth of food plus your Ligl]t magic skill divided l)y 10. Re-
covery time is moderate. Experts double the skill effect; Masters triple
the skill effect.

Golden Touch converts a single item in your inventory into gold, with a worth equa] to
40% of the item’s actual value. For every rank of Ligllt Magic sleill, there is better chance that
this spell will succeed. Take care, for if the speH {ails, the item is broken. Cost is 25, recovery

takes time. Experts will make a conversion worth 60% of the item’s value; Masters will net a

val ue O[ 8()%

Dispel Magic removes all helpfu] spe”s on all monsters in sigllt. This bit of tric]eery costs
30 spell points; recovery is moderate and mitigate({ somewhat })y the caster’s speu rank. Experts

and Masters recover faster.

Slow is a spe" [ {Tequently used as a child. When cast for 35 spe“ points, it will halve a
monsters speecl and double its time to recover. The effect lasts for one minute for each skill rank
of Light magic. Experts and Masters will recover more quiclzl_v.

Destroy Undead only works on those l')laspllcmies, caﬂ'mg upon the power of the Gods to
undo the evil magic that extends their unnatural lives. 16 points of damage, plus anextral-16
points of clamage for every skill rank. Cost is 40. Recovery time varies, being shorter for Experts
and Masters.

Day of the Gods simultaneously casts Power, Meditation, Speecl, Luclzy Day and Preci-
sion on all your characters, and Guardian Angel for one easy cost of 45 spe“ points. Ain't magic
convenient? The speH lasts one (lay, and its effect is to cast all those speHs at twice the caster’s
Ligllt Magic skill to the characters’ statistics. An exhausting spell! Experts cast all six spells at 3
times Ligl':t Magic skill, Masters at 4 times.

Prismatic Ligl‘lt can only be cast indoors, and inflicts clamage on all creatures in sigl'lt: 25

points of damage with an extra 1 point for every skill rank. Cost is an affordable 50 spell points.
Recove.rv time is shorter for Experts and Masters.

Hour of Power simultaneously casts Haste, Heroism, Shield, qtoncslzm, and Bless on
all your characters, a(ldmg twice the spelluaster s L1g11t Magic skill to their statistics. Cost is 55,
recovery is significant. Experts cast the block of speus at 3 times Lig]’lt Magic skill. Masters
make it happen at 4 times.




Paralyze disables a monster for 1 minute for every skill ranking. Paralyzed monsters may
be [reel_v attacked without fear of reprisal. Not fair, perlmps, but satis{ying. Cost is 60, recovery

is moderate. Experts and Masters will recover faster.

Sunray is the second most clevastating spe” you may acquire. Harnessing the ligllt of the
sun and concentrating it on one pat]uctic creature, Sunray metes out 20 points of (lamage, with
an additional 1 - 20 points for every skill rank. Tied clirectly to that distant source, Sunray only
works outdoors and during the ({a_v. Cost is 130. Experts and Masters recover more quiclzly.

Divine Intervention calls upon the heavens to heal your characters of all (lamage, restore
your spe” points, and remove all adverse conditions. This is available once per (lay, only cluring
the rising or setting of the sun, and the gods exact a price on the speﬂcaster, aging him 10 years
in addition to a speu point cost of 70. A great deal of recovery time is needed, tlwug]l less with
each rank of skill. Experts can call upon Divine Intervention twice per clay, Masters three times.

OARK SPcLLs

e Reanimate will allow the caster to “raise from the dead” any

monster or NPC, Llepen(ling on their original hit points and the caster’s
skill in Dark magic. Don't try to use thison a (lisintegratc(l friend; it
will only work on a visible corpse. [t costs 20 spe” points to cast.
Experts and Masters can reanimate corpses with higller hit points.
creates a poisonous cloud of noxious gases in front of the spc“caster and
sends it slow]y away from your characters, (lealing out 25 points of damage, plus an extra 1 - 10
points per skill rank. The cloud remains intact until sometlling runs into it. It costs 30 spe]l
points to conjure. Recovery time is necessary, tl1oug]1 less for Experts and Masters.

Mass Curse curses all monsters in the sigllt of the caster for 1 minute per skill rank. Cost
is 40, recovery time is moderate. Experts' curses last 2 minutes per skill ranlz, while Masters’ last
4 minutes per point.

S}lrapmetal fires a 3-shot blast of hot, jaggctl metal in front of the caster, strilzing any
creature that gets in the way and inﬂicting 6 points of (lamagc, plus an extra 1 - 6 points of pain
per skill rank. Cost is 50, recovery is minimal. Expcrts recover faster, and unleash 5 shots per
casting. Masters recover even faster, and set loose 7 shots at a time.

Sl‘nrinlzing’ Ray reduces even the grandcst of monsters to more managea]ale sizes. Ap-
prentices will reduce a creature to one half of its normal size, and this shrunlzen monster will
only deal out one half its normal (lamage, This effect lasts for 5 minutes per rank of the spe“caster's
slzill, carries a cost of 60. Experts shrink monsters l’)y two-thirds (l)Otl] size and (lamage), while

’ .
Masters quarter a beast's size and Llamage.

Day of Protection simu]taneous]y casts Protection from Fire, Electricity, C o](l, Poison,

and Magic on all your characters, p]us Feather Fall and Wizard Eye. The statistics added equal
2 times the spellcaster’s skill rank. This spe“ costs 70, and lasts for one day. Experts add 3 times
the speucaster's shill ranlz, Masters add 4 times in statistic increases.




Finger of Death attempts to immediately s]ay a single creature })y stripping its soul from
its l)ocly. C}]arming. Finger of Death has a 3% chance per skill rank in Dark Magic of worlaing.
Cost is 80, recovery time is moderate. Experts get their chances uppecl to 4%; Masters improve
their odds all the way up to 5%.

Moon Ray heals your characters and clamages all monsters in sight. For every skill rank,
this spell delivers 1 - 4 points of (lamage to your enemies, and restores an equal number of hit
points to all characters in your party. This is the only spe“ that harms all monsters in sig]wt and
aids your party. Moon Ray is restricted to worlziug outdoors and in the moon]igllt. Cost is 90.
Recovery is requirecl, tlu)ug}l less for Experts and Masters.

Dragon Breath is the most power['ul damaging speu you may acquire. It empowers the
spel]caster to exhale a cloud of toxic vapors that targets a single monster, but also damagcs all
other creatures within a 10-foot radius. Cost is 100, delivering 1 - 25 points of damage for every
skill rank. Recovery time is significant, but less for Experts and Masters.

Armag‘ecl(lon is the town killer, inﬂicting 50 points of clamage p]us 1 point of (lamagc for
every rank of Dark Skill your character has to every creature on the map, inc/ua]ing all your
characters. It can on]y be cast once per (lay, and on]y outdoors, without cost in spe” points.
Quite exhausting, reall_v. Experts can use Armageddon twice per day, while Masters can unleash
it 3 times in one 24-hour period.

Dark Containment is a mystery even to me. | have glimpsed it but once. Little more is

known about this powerful, albeit mysterious, speu. Lcaming its secrets is not for the wealz, or
the faint of heart...




FIRST QULEST
WALKTHROUGH

You've been confronted with a great deal in a short time, with a great ordeal yet to come.
Are you up to {acing the c}lallenge? The responsil)ility? Only you know that answer, and you
l better be honest with yoursel{. Because out there in the real world — Enrot11, not that mundane
illusion you call “home!” — it’s going to be you caﬂing the shots. And once you've gathered a
party of adventurers, it’s their lives on your head if you take a left turn into the wrong dungeon.

I won'’t be there to hold your hand. At best, the advice here is a schooling. I can only share
the lznowledge to take you to the next level. What I offer here is a small glimmer of clairvoyance

to guicle you in your first steps into a strange, new land.

EVERY MAN WANTS TO KNOW THE
FUTURE..UNTIL HE SEES WHAT CRUEL DESTINY
THE FATES HAVE IN STORE! SOME GO MAD
WITH FEAR..OTHERS WITHER AND DIE AS THEY
ARE DEPRIVED THE THRILL OF SURPRISE! I
HAVE LOOKED AHEAD AT WHAT YOU CAN
EXPECT TO FACE .. BEWARE THE HEAVY PRICE

OF KNOWING TOO MUCH!




Your party })egins their journey facing the South Gate of the city of New Sorpigal. All you
possess are the meager weapons and speHs your adventurers have l)rougllt and food for at best a
few days. You will arrive with the ]enowle(lge of your immediate past: mere hours before, you
drove away a paclz of golalins from their filth-ridden camp, a cleathtrap where the monsters staged
their attacks on ignorant travelers. Among the bones you found a handful of gold, King Roland’s
original five lel’ters...and on the body 0{ a traitor named Sulman, one otlwr, {ar (larlzer, piece o{

correspon(le nce.

This vile conspiracy — between the Temple of Baa’s King of the Devils and this murdered
fool Sulman — is unl_v the merest hint of the menace facing the very soul of civilization. But
you can take advantage of their sc}xeming with some cunning of your own. This last letter relates
where the traitor is to go for his reward, and the word he must spealz to claim it for his own. Go
to the Loncly I(lligllt Tavern, and seek out Andover Potbello. Talk to him about the letter, and
he'll give your party a tidy sum of gold. It's blood money, yes, but you can wash it clean })y using
it to finance the start of your good cause.

Gold always burns a hole in my robe: I'm quiclz to spen(l it! Don't be frivolous in your
purc]]ases, but I suggest now would be a good time to visit the local armor shop and outfit your
characters with some protective gear. Start a conversation with the armorer : eager for business,
he'll be quiclz to spealz of the services he can offer your party.

Pass your mouse pointer over any item in stoclz, and the eager armorer will talk price; a
right-cliclz on the item will provicle more information on the item, and a left-click will make the
purcllase. Click once too often and you'll be out of golc] before you know it! Some of your
characters are ill-suited to certain types of protection: sorcerers, for example, can not use (so
don’t waste money on) p]atc armor. Once an adventurer has purchased some armor, it becomes
part of their personal inventory. View an inventory ])y first selecting a character; then click a
second time to conjure upa magica] view filled with detailed information about your adventurer.
Click the third button from the left to delve into their personal inventory of goods and supplies.
Equip their armor — that is to say, make it available for them to use as protection — ]:)y first
pic]eing it up (left-click); then left-click the item over the full {igure image of your character.

With every’ching now in position for your adventure to truly ])egin, this is an excellent time
to preserve the condition of your party! The unique nature of your interaction with Enroth
allows you the privilege of freezing a moment in time and l]olding it safely within your Silicon
Scry. Should a terrible mishap befall your adventurers, it is possil)le to reclaim that moment and
once more continue the quest for the Mandate from that point. Save the status of your adven-
ture l)y clicleing the Disk button on your main adventure view: this materializes a small window
providing several mechanical operations to lzeep you connected to Enroth. Click the button that
proclaims “Save Game” (the gods treat us as such play’chings!); slots will appear before you in
which you must type a name that identifies this moment. Once this is done, click the check box,
or press the ENTER lzey to continue. It's wise to use this power frequent]y...all)eit responsil’)ly!
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Explore New Sorpigal's other slwps and distractions, but don’t get too distracted from the
cause at hand. And take care not to wander into the wilderness quite yet. There are (langers just
over the city line that your party is, for the moment, almost certainly ill-equipped to deal with.. let
alone survive. Should you ignore my words and experience destruction and humiliation first
hand, you can restore your party to one of the earlier times that you so wisely saved. (You were
wise about it, weren't you?) Once more click the Disk l')utton, and from there choose “Load
Game” to select from your preserved moments.

Enough wan(lering ! There’s time for that after you've saved the world! Visit the City
Council. Tl)ey'll have a quest waiting — tl'ley always do — something to test your mettle. Talk
to the Clerk about Golalinwatc}l, the Abandoned Keep southwest of town that the Council would
like to put back into use. Preventing that urban renewal are the gol)lins and other evils that have
taken up residence. If you can clear the beasties out, your party is welcome to whatever tlwy find
inside.

The clerk will provicle a lacy to Goblinwatch: on to it! Bravery counts: walk rig]mt up to the
front door and walk on in. (Attitucle doesn’t hurt at a time like tl'xis!) There's (langer just ahead:
now would be the perfect time to preserve your party’s situation...just in case!

Take a right...fouow the corridor ahead. Try not to scream when the giant rat attacks!
Show the abomination no mercy. Click the first of your characters to attack, and then click the
monster itself! A {ig}xter will do all in their power to strike a lei”ing blow. If your strategy is to
unleash magic on the beast, first select the magician click the character — and then CON-
TROL-click the rodent-devil with your mouse. If their readied spen is a destructive one, that rat
is one step closer to dead.

Leave the rodent’s corpse behind, continue down the corridor, and let your imagination
run wild as to what's in those 12 vaults in the room ahead. Could be treasure...but it could also
be poison...or even more rats! Search the room — {:ig}lt for your party’s life, if need he — just
make sure you find the scroll that contains a secret pattern of 16 buttons. This solution opens
a specia] door: you find it l)y proceeding from the front of the leeep (Jirectly through the door in
front of you; from that point make a left. Open the door using the scroll pattern — and, if you're
smart, use your power to save this moment in time — and get back to New Sorpigal.

Your adventurers are no doubt wounded! So, when you get back to town, have them rest
on the street: there’s no shame in that. Click the Rest button on your window into Enroth, or
touch R on your l:zeyboarcl: either will allow your party a chance to recuperate. In the morning,
go back to the City Council and get your reward from the clerk. Hint: use the fountains in town
for “special surprises’ .

You haven't finished with the Abandoned Keep, you know: there’s more treasure — and
danger — to be found in its dank walls. New Sorpigal holds another dungeon (to the northwest)
worth your attention, as well: look on the map ['ve provi(lecl you. And when you're reacly, the rest
of the world waits to the West...but it doesn't wait long: the Temple of Baa is moving fast!




The experience your party faced in the Keep is measured })y a form of what might be called
“points.” (The higher powers like to treat us mere mortals like game pieces!) As your adventurers

gather an increasing number of points, they have the riglat even the rcsponsi})ility — to
present those at a Training Center. There’s one in New Sorpigal, ccrtainly. There, learned men
will evaluate and consider and pontificate and — well, the important t11ing is that, with enough
points, a character in your party can increase their ranlzing for one or more skills. The higlwr the
ranlz, the better the guarantee of success, whether that skill be for politics, bartering, or leilling.
Hmm...hard to tell those apart, sometimes. In any case, visit the Training Grounds, spea]c with

. . ’ - .
the trainer, improve your party s stan(lmg...an(l their chances.

Rememl’)er, this is the very shortest of looks ahead in your adventure! There may be twists
and turns a]ong the way | cannot preclict, and you alone will have to deal with. Or die trying.

What lies l)cyon(l that first horizon no man can say...




Prol)lenl:

AIISWCI‘Z

Solution:

1

)
)
)
)

= W o

~N O O

I)I‘OIJlCl‘n :
An swer:

Solution:

L.

)
)
)
)

= W o

P l‘Ol’)lC m:

Answer:

Solution:

Trouble Shooting

After I install the game and go to play, the lzeyl)oar(l and mouse lock up to the point
where I must restart the computer.

The prol)lcm is that DirectX 5 didn’t install on your system.

In order to install DirectX 5 from the CD, do the [o"owing:

Put the CD in the CD-ROM drive.

Press the START Button on the Windows95 task bar.

Go to RUN.

Type your CD-ROM drive letter followed IJy \_SETUP\DirectX. Example if your
CD-ROM drive is D you would type D:\_SETUP\DIRECTX

Press OK.

Now you will see the “DirectX Setup” window. Click on the “Reinstall DirectX” button.
At this point, DirectX setup may prompt you about your video and/or audio drivers.

Follow the recommendations and restart the computer as promptch

[ have installed the game, but when I launch it I just geta black screen. I can hear the
sound effects but I can't see anything.

This is most lilzely a prol)lem with your video drivers. DirectX 5.0 may not contain
complete video drivers for every video card on the market.

Here is an easy way to see if your primary (lispla_v driver is DirectX compatil)lez

Go to your Control Panel

In the Control Panel go to Add/Remove Programs.

Double click on the DirectX Drivers in the list box.

This will l')ring up a small list box called DXSetup. This box will display all the
DirectX components for your System and indicate whether or not they are DirectX
5.0 certified. Look for an item called Primary Display Adapter and Direct Draw. If it
is not listed as Certified you will need to get upclated drivers that are Direct X 5.0
compati})le. Most manufacturers have released up(latcd video and audio drivers that
are compati})le with DirectX 5.0 and have them available on their web site. You can
find many links to hardware sites l)y going to our support web site at http://
www.3do.com/customerservice.

——ee——

I have installed the game, but when I launch the game | don't get any sound effects. 1
can see the game on the screen and I can hear the music but the sound effects are gone.
This is most lilzely a pro]alem with your audio drivers. DirectX 5.0 may not contain
Complete audio drivers for every audio card on the market.

Please refer to the above Question and Answer to find out if your audio driver is
DirectX compatil)le. If is not compatil)le please follow the lnstaﬂing DirectX from
the CD from above.
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THE 3DO COMPANY LIMITED 90-DAY WARRANTY
The 3DO Company ("3DQ") warrants to the original consumer purchaser of this 3DO

software pro&uct that the compact disc on which the unclerlying computer program is recorded is
free from defects in materials and workmanship under normal, recommended use and service for
ninety (90) days from the date of purcliase. The 3DO software program recorded on such a
medium is sold on an "as is" basis, without any warranty or condition of any kind, and 3DO
shall not be liable for any losses or clamage of any kind or nature resulting from the use or
inaliility to use such program.

3DQO's entire lialyility and the original consumer purcl’iaser's exclusive remecly for breach
of any warranty (express or implieci) shall l')e, at 3DO's option, either: (a) to replace, free of
cliarge, this 3DO software procluct, or (b) to return to the original consumer purcliaser the price
pai(i for this 3DO software protiuct. The prece(iing warranty shall not be applical)le and 3DO
shall not be ol)ligate(i to replace this 3DO software procluct or to return any such sum to the
original consumer unless this 3DO software procluct is returned within the 90-(iay warranty
periocl, postage pre-pai(i with prooi of purcliase to The 3DO Company, 600 Galveston Drive,
Redwood City, CA 94063, Attn.: Customer Support Dept., and the prececling warranty shall
be void if any defect in this 3DO software prociuct arises tllrougll accident, negligence, use in
any application for which this 3DO software prociuct was not (lesigne(i or intended, modification
without the prior consent of 3DQ0, any cause external to the procluct (e.g., lieat), or l)y any other
cause unrelated to defective materials or worlamansliip.

Except for the limited express warranty set forth above, all other representations, warran-
ties, conditions, terms or other ol)ligations, whether expresse(i or implie(i, inclu(ling, but not
limited to, any implied warranties of mercliantal)ility and/or fitness for any particular purpose
regar(iing this 3DO software protiuct (relating to either the compact disc, the software or other-
wise) are excluded to the maximum extent allowed l)y law. N otliing in this warranty shall affect
any of the original consumer purcliaser's statutory n'glits.

3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or
any related or affiliated entity) any other lialJility in connection with this 3DO software protluct.
IN NO EVENT SHALL 3DO BE LIABLE FORANY INCIDENTAL, CONSEQUEN-
TIAL (INCLUDING LOSS OF PROFITS), SPECIAL AND/OR OTHER DAMAGES
OF ANY KIND OR NATURE RESULTING FROM THE PURCHASE, POSSES-
SION, USE OR INABILITY TO USE THIS 3DO SOFTWARE PRODUCT, EVEN
IF 3DO HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES OR
LOSS. IN ANY EVENT 3DO'S ENTIRE LIABILITY TO THE ORIGINAL CON-
SUMER PURCHASER SHALL BE LIMITED TO THE AMOUNT ACTUALLY PAID
FOR THIS 3DO SOFTWARE PRODUCT.

3DO has endeavored to ensure that the end user manual and promotional materials
regar(ling this 3DO software pro«iuct accurately reference the procluct. However, because of
ongoing improvements and upclating of 3DO software products, 3DO cannot guarantee the
accuracy of printecl materials after the date of pul)lication, and 3DQO disclaims any loss, lial)ility
and/or clamages, whether in contract, tort or otherwise, arising out of or resulting from the
manual and promotional materials, inclucling, without limitation, any loss or lial)ility resulting
from clianges, errors or omissions with respect to any of such items.
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Hints and Tips
(900) 225-5336

Need he]p finisl‘l'mg the game? Can't solve that quest the

lord sent you on or just want some advice on how to beat a map?
You can get all that and more on the 3DO Hint Line.
Dial 1-900-CALL-3DO (1-900-255-5336) for pre-recordecl

hints, tips, and clues.

Calls to the Hint Line cost $0.00 per minute for recorded hints and tips.

lfyou are under 18 years ufage, you must get your parents' permission

Imfure ca”ing.

CUSTOMER. SUPPORT

Having a pml)lem getting your game running? Not getting any sound? Problems with
DirectX? Visit our website at www.3do.com to get late-breaking news and information, answers
to Frcquent]y Asked Questions (FAQ's), links to hardware manufacturers’ web sites, and the
latest procluct upclates.

Do you want to ask a specific technical question? You can use the online email form
available at our web site.

If you would prefer to call us, our Customer Support phone number is (650) 261-3454..
Our hours of operation are Monday through Friday, 9:00am - 12:00 noon and 2:00pm -
5:00pm, Pacific Time.

You can also send us a fax at (650) 261-3419.

If you prefer U.S. mail, please use the following address:

Customer Support

The 3DO Company
600 Galveston Drive
Redwood City, CA 94063

3DO Direct Sales - (800) 336-3506
World W7icle Wel) - http://www.3clo.com
Customer Support E-Mail Address - customer-support@3do.com
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