

































































SrELLS

l:ina”_\, we get to the gwul stutf: magic! No street merchant pru>li(li="il.1lim) lwrc, I'm
ta“\*ing tlw rcal lllin-; .. or as real as lll\' unrcd] can get Mar\‘u”ml,\ ll\in;’: are |u)>_~'i|1|e l))'
tapping into the Preternatural.. .but beware, it's also [|n>.~i|\lv to unleash forces that will feast
on your soul

Press C on your Iec_\'lnmnl, or left-click on the Cast 5[»0“ icon to materialise the
\'lll'l'L‘lltl'\' selected characters >]w” book. The Tab L‘u} will run lllmugll all the schools of
magic studied |)_\ any selected character. Use the Arrow |<cys to choose a >pc”, and press
Enter to cast it. Or use your mouse pcrsmm“‘\, [ like to use a rat, its l\is’g’cl' dl!(l easier to
hold - to select a :pv“ (one Jeft- Ju'lci. or cast it (a second ]c[t—g]iklc).

[\)igllt'Clik‘I\’i“g a :‘[u'” will conjure up:a small transdimensional window with
information about the >pc“ in question

A\’l||l1>(‘"l.likl\"l|lg on lllu smd“ lulv at l!u— |mltnm nl- llu' [muL' \\‘i” set l]w L'urruntl'\
selu‘lu(l =pc” to a lmrhulldl dll\'cnhuu = “chtllt(l 5]“'”“ l|1i> is the magic lwl(l at the I‘t‘cl(l_\’
for quiul\' release. The S]mcul)dr will also set the readied :’pc”

The Escapc leu'\' will close your characters spu“ book, as will a mouse-click on the

onscreen “Quit Sl)e“ Book” button

Fire Spe“s

Torch l,iglnt [n'mlmc,\ a splwrc of ]iglll around your party. It unl)‘
works indoors. Use it for those dark caverns where smnut]]iug mi;llt be
waiiingY [t costs 1 spu“ point to cast. L‘-xpcd it to last one hour times
your .1([\'g-11111|‘g'x"~ >L~i” an’. At E\pcrl aml Master Iu\'cl:‘, lllc Iig‘llt
pnulu(c(] is lll!liL'C.l[\l}' ln'ighlcr, An essentia spcl]!

Flame Arrow fires a :inglc ﬂammg‘ arrow. Don't be taken in 11}' the power of (il'L’,’ this
spc“ is nulnri«ms'y inaccurate, with no more chance of finding its target than a 1'L-g‘ular
arrow. It costs 2 spc” points to cast, and '\'uu'“ have to recover your energy ‘wlAurc you can
use it again. [t works inslanlunmnbly and will do 1 - 8 points of damage (assuming it hits
anylllin;‘!) At Expert level, Flame Arrow costs just 1 point, and can be used again more
qui\'lely; Masters recover more quit L‘[) anx[ |.||1' willmul cost \Y'Iml a l\dl’gdill!

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. ]:\pcrb double the resistance, while
Masters lriplc it.

Fire Bolt Iaunclu-s a burst of fire at a :’inglc target. | c(msitlur it llw ”KNILI [QL‘IiGI‘lL‘”
of the Sorcerer's arsenal. Costing 4 points, it takes awhile to rebuild slrvng‘tll and use it
again. It fires innnc(]idkcl_\', and will deliver 1 - 4 points of nlamagc times a characters skill
mn}“. [E,\pm't.\ are 1'cml'\' to fire again more quic Ll_\', \\*l)ilc Masters recover even faster.

Haste reduces |1)' 25 seconds the time it takes to recover from casting a spc” or

a(tnclcing with a weapon. Beware, for characters \\‘i” lvc wuaL' I-nr six lmm’s a(lcr lllis spc”

wears n”.. [t costs & points to cast, an(l l‘uquircs recovery. It ]nsfs [‘m' 4 minutes p]u.~ 1
ml(lifi(mal minute {.nr every slci” rank a clmra(tcr [m.\. |‘:\|wri,~' ru(]m‘t l[u' recovery time,
\\'l‘nilc a Master's spv” affects the entire party.

Fireball targdets a sin;]c monster, but c\‘p!n(]es to hurt anyone else unu:‘lll in the blast.
What a show! But I:ecp your party at a distance; if tlw_\' stand too close, tlwy will be hurt as
well. This one costs 8 spc“ points, and takes some time to recover. It takes placc
inslanlancuusl,\n and delivers 1 - 6 points of ([mnagc times a characters ~L1” r.‘mL‘, 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 (Iamag‘cs 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 (]dmag‘c p]us 1 additional
damage point for every skill rank. Experts conjure a 10-foot ring, while Masters’ recovery
time is cut 5i»;niFicant|y,

Fire Blast launches streaks of fire in the direction your characters are {.acin;‘ The
bolts aren’t magica”y guided, so a little practice aiming is called for if you want to do
anyl]ling useful! Cost is 15 spc” points, and the caster must rest afterwards. Tt fires 3 bolts
inslant]_v, (Ieli\'ering 4 points of (Imnage p]us an additional 1 - 3 points of Llanmge for each
skill rank. Experts need less rest and send out 5 shots; Masters even less rest and launch 7
shots.

Meteor Shower summons & flaming rocks from the slcy in a 10-foot radius
surrnumling your target. [ 'n]ess _\'nu'rc eager to visit a ]wa]cr _\’nurso”, try not to lw near l]w
victim when using this spc“. Cost is 20, with a pcriml necessary to recoup energy. [t ]mppcns
inslanll_\', and each rock delivers 8 points of damage p]us | additional for every skill rank.
Experts recover {‘aslor and ]wring (lnwn 12, mcL‘s; Masters are |'cml)‘ again more quic]el_\' \\'il]1
16 rocks. This spe” cannot be cast indoors, thank the gutls!

ln[crn() burns all monsters in sig’lll; your party is excluded from ll\e C(lUL’Ollt. An
efficient way to clean out rooms full of weak or moderate sh‘un_glh monsters in one or two
easy castings. Cost to your character is just 25 spe” points, and recovery time is signil"icanl.
That's for 12 points of damage, with an additional point of damage for every skill rank.
Experts’ recovery time is cut somewhat, while Masters take just a quicle breather between
spe”s.

Incinerate is one of the strongest direct damage spc”s you may acquire, inﬂicling
massive (lamag‘c on a single target. Onl.\' the strongest of monsters can expect to survive this
spe“. (But if one does, then it's you who has to survive!) 5110“ point cost is 30, recovery is
necessary. [t lmppcns inslanlly, searing 15 points of damage, plus 1 - 15 points extra for

each rank of the caster’s skill. Experts recover more quicL’ly, Masters faster still.

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

Apprentice.




Static C]larg'e targets a sing‘le monster with a jo]t of static u]cclricily. Not much
(lamagc, but it never misses. Cost is 2 points. It is a tiring spe”, requiring rest. [t fires
inslanlly, (lmling‘ | point of (lama;u, plus an atltlilional L& points u( tlama;c (m' every
skill rank. Experts are rcmly to go again more quicL‘l_v, Masters fire at no cost.

Protection from Electricity increases all your characters’ resistance to elcdricity: 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. Expcrts double
the resistance, while Masters lrip]e it.

SparL‘s fires three small balls of liglltnin; that bounce around until ll*ney hit
somcl]\in; or dissipate. It's hard to tell where ll‘h."\' will go, so this spc” is best used in a room
crowded with small monsters, and with most of your party elsewhere. The spc“ costs 4.
Sparlcs do 2 points of (lanmge, plus 1 additional point of (leagc per skill rank. Experts
recover more quiclal_v, and fire 5 balls. Masters are ready to go again even {'astcr, with 7 shots.

Feather Fall slows the spectl of a fall and prevents your party from 1)ein; hurt when
Fal]ing 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 (suc|1 as rocks and arrows) and cuts their potential
(]amdgc lv_v half. A Shield costs 8 spu“ 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.

Lig’lltning Bolt Jisclmrges electricit_\' from the caster’s hand to a singlc target. It
n]ways hits and does solid (lamage. I like to call this one the “Sorcerer’s Darling!" It costs
10 spcll points. It fires inslantly} (loing 1 - 8 points of (]amage for each skill rank. Experts
recover more quicl-zl_\r, Masters faster still.

Jump launches your party into the air at a («)ﬁy-ﬁ\re (lcgrce anglc, lan(ling them
without (lamage a set distance away. It costs the caster only 15 spe“ points and l‘ligher skill
will reduce recovery time. Experts and Masters recover more quiclcly

Impl()sion is a nasty spe“ that affects a single target ]'1}' (leslroying the air around it.
The result is a sudden inrush from the surroum]ing air, a tlmm]erc]ap, and 10 points ()f
(lamagc p]us an extra 1-10 points of (lamagc for every skill rank. It costs 20 points to cast,
and rest is requirecl afterwards. Experts are back to readiness more quiclz]y, Masters faster
still.

Fl_v grants the power of ﬂi;lxl to your characters, 5 minutes airborne for every skill
rank! Only available outdoors, l:]_v inilia“y costs 25 spe” points and slowly drains spcll
points as it remains active. Be careful not to fall from a great lmiglll! Experts can stay up
for 10 minutes per skill 1'anlz, 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 cau_glﬂ in the blast! Cost is 30 spell points, recovery is very signi[icant,
each stars’ (]amage is 20 points plus an extra 1 point of clamage for every skill rank. Experts
reduce their recovery somewhat and get 12 stars; Masters turn back their recovery even

more, and deliver 16 stars. Tt (mly works outdoors.

Water Spells

g}; e : Awaken auhnnalica“y awakens all of your characters from a
" normal s]ccp and (lmmaticall_\' reduces the duration of slccp Spc“s cast

on your characters. Cost is 1 spu” point, some recovery is rcquirct]

|

i _csl afterwards. Awaken will remove 3 minutes of slccp times the caster’s
skill rank. Experts mu]tiply skill rank l])’ hours, while Masters mulliply
them lwy (lays.

Cold Beam targets a singjle monster with a field of extreme cold for an instant. Not
much damage, only 2 to 6 points, but a]ways a hit. Cost is 2 spe” points. Recovery is
required, but with every advance in skill becomes less of a pml)]an 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
resistance for every rank the caster has in Water Magic. Cost is 3 points, recovery is
require(L The Protection lasts for 1 hour per skill rank. Experts double the resistance, while
Masters trip]e it.

Poison Spray sprays 1 shot of poison at monsters (Iirm‘l]y in front of your characters.
Damage is low, but few monsters have resistance to poison, so it's an easy way to make ‘em
su{;fer. Cost in spe” points is 4, recovery is require(l. The effect is 2 points of clamagc, plus
an extra 1 - 2 points of <1amage for every skill rank. Experts recover more quiclel_v and fire
3 shots; Masters are back at it faster with 5 shots.

Water Walk lets your characters walk alon; the surface of water without sinleing, for
5 minutes for every skill rank. Qn]y useful outdoors, this spe“ costs 5 spe” points initia“_v,
but you should never furgel that this magic constantly drains spc” points while active.
Experts stay topsidc for 10 minutes for every skill rank, Masters are afloat for 1 hour per
skill ranlzingh The spe“ drain is the same no matter what level the caster.

Ice Bolt fires a single bolt of ice at a single target. /\I\vays a hit, it does moderate cold
damagc: 1-7 points of (Jamage per skill rank. Cost is 8. Experts and Masters recover more
quiclely.

Enchant Item will attempt to make an or(linaly item magica]. 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 spc“ points. Experts make better magic items.

Acid Burst targets a singlu monster with an acidic bolt that does 9 points of (]amagu
plus 1-9 points per skill rank in Water magic. The spc” costs 15 points to cast and Experts
and Masters will recover faster.

Town Portal transports the party to the last town l]wy visited. At Apprentice level it
onl_v works outdoors. As a further caution, the chance of Town Portal wnrleing is rather
smal], improve(l ])y your rank n[ Water Magic sl?ill‘ Cost is 25 and recovery is slow. Exper{s
can use this spe“ indoors, 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 sometl)ing, launclling 7 shards of ice in all directions except the caster’s.

Shards will ricochet until tllﬁ‘_\' strike a creature (lning 12 points of (lamage plus 1-2 points




per rank of Water Magic sl.zi“, 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 Expcrts and Masters.

l.loy(l's Beacon lets you place one marker at a location you want to lclepurt back to
in the future. ]ust how far in the future (lepemls on your slei“ and ranlein.:j in Water Magic;
the marker (]ccays in 1 hour times a characters skill rank. Cast Ll()_\l(l's Beacon whenever
you wish to either place a marker or return to one. Cost is 30. Experts can set up to 3
l)eacons, which (leca_v in | (Iay per skill rank. Masters have 5 Beacons, which (lccay in 1

weele per SL‘I“ ranla.

Stun s]aps a monster with magica] force, forcing it to recover
from the spcll before it can do any‘tl'ling else. It also knocks monsters
back a little, giving you a chance to get away while the getting is guod.
Cost is 1 and some recovery required. In e”ecl, Stun adds to a monsters
recovery time, with somewhat greater effect for every skill rank of the

spc”castcr. Experts and Masters are hoth more effective.

Magic Arrow fires a sing]c magic arrow. This spe” is nntoriously inaccurate and has
no more chance of [:in(]ing its target than a regular arrow. [t costs 2 spe” points to cast, and
you’“ have to wait some time hefore you can use it again. [t will do 2 points of (Iamage
(assuming it hits anyihing!), with an extra 1 - 6 (lamage points for every skill rank. At
Expert le\'cl, llw cost is just 1 point, and recovery time is Fastor; Masters can fire again more
quic]cly and without cost.

Protection from Magic increases all your characters’ resistance to magic: 1 point of
resistance for every rank of the caster’s Earth Magic skill. Cost is 3 points, recovery is
rcquire(l. The Protection lasts for 1 hour per skill rank. Experts double the resistance, while
Masters lriple it.

Deac"y Swarm summons a swarm of l)iting, stinging insects to bedevil a single target.
Mmlcratc in its (lamage, the swarm nonullwlcss never misses and tlw (lamage is pllysica[,
mal\‘in; resistance unlil«'ly. Spo” point cost is 4. Damage is 5 points plus an extra 1 - 3
points for every skill rank. Experts and Masters recover more quicle]_\f.

Stone Skin increases the armour class of a character l’vy 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 singlc monster. This spe” can miss:
the chance it'll even hit relies I:eavily on the caster’s rank of Earth Magic skill. Cost is 8
spe“ points and requires recovery. Damage is 1 - & points for every skill rank. The chance
that it will hit is your skill ranleing times 5. Experts and Masters recover more quiclzly.

Stone to Flesh, if cast in time, removes the curse of 1)eing turned to stone from a
character. The caster's skill and rank in Spirit Magic determine how ]ong the dire condition
can be present before the spe“ loses effectiveness. After that, the nnly way to remove the

condition short of Divine Intervention is to visit a temp]e. Stone to Flesh costs 10. Its

effectiveness is based on skill rank times 3 minutes of stone duration. Expurls‘ effectiveness
is their skill rank times hours of stone duration, while Masters extend that to L[a.\'s

Rock Blast releases a magical stone into the \\'nrl&l, a stone that will c,\plmlc either
wlwn it comes into contact \\‘illl a creature or \\'Ilcn cnnu:ll time passes, causing llamagc in
a radius of 20 feet. The rock will bounce and roll until it finds a resting spot. Be careful;
anyone can be mug‘lﬂ in the blast. This :’]w” costs 15 points, and needs time to recover. Its
(Iamagu is between 1 - 8 points per skill rank. Experts recover more quic[\‘l.\', while Masters
are even faster.

Turn to Stone lcm[mruri].\' 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 spc” points. Expcrls
L‘L‘cp lllin;:'s n\(ley for 10 minutes for every skill rank, Masters 20 minutes per skill rank.
Some recovery rc«[uirul.

Death Blossom fires a magical stone far into the air, causing a very pm\'cr[u]
e,\'p]osion with a radius of 40 feet when it lands. This >pu” can nnly be used outdoors, costs
25 points, and requires time to recover. Damage is 20 points, with an extra 1 point for every
sl:i“ rank. Expcrls recover [ﬁslcr, al.tcr causing an e.\plusi\'u radius of 60 l'cct; Masters ncm]
less time to recover, and extend their (lanmge to 80 feet. This :‘pc“ is for the open
cuunln'si(lo, not indoors in your living room parluur.

Mass Distortion increases the \\'uig‘l]i of a singlc target cm)rnmus]y for an instant,
causing si;nil'icanl internal damage cqual to 25% of the monsters hit points [\1115 another
2% per rank of Earth Magic skill. The lvig‘g‘ur tllcy are, the harder lllc)‘ fall. Spc” point cost

« AN . ap N = »/ .
18 3(', ﬂll[l 1s very lll'l]];‘. l_'.\[’lL‘l'tS ﬂllll .\ld:".L'I'S recover more ([LIlL‘I\'l\'.

Spirit Spe“s

[ N e Spirit Arrow launches an arrow of pure energy. | [i:lll\' Ll:‘c{ul, but
5 > ! r y- Highly

> " 3 . . .
%, apt to miss unless you slu(]y Spirit skill to an m]m[ualu level! Tt costs 1

spc” point to cast, and '\'uu'” have to wait a short time before you can
use it again. Expccl ittodo1-6 points of tlamagu 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 llilling‘ monsters in hand-to-hand combat
and with missile weapons. A characters bonus to hit is increased lv_\‘ 5, which lasts for 4
minutes, plus an extra 5 minutes for every skill rank. The cost to cast this l)lussin; is 2 :'pc“
points. Expcﬂs' duration is an extra 15 minutes for every skill mnle; Masters casting this
spc” affect all characters at once.
l'[caling’ Touch heals a single character, restoring a small number of hit points: 3 - 7
points based on skill. Cost is 3 spc” points. Recovery is moderate, but each skill rank will
reduce that time. An Expert’s lxcaling mends 5 - 11 hit points, while a Master ]mmla;cs Z
- 13,
Luclc_\’ Ddy lum]mmri]_\‘ increases a siuglc characters Luck statistic l)} 10, plus an
extra 2 for every skill rank. This lasts for 1 hour for every skill rank, costs 4 spv” points,

and requires a recovery time. Experts add an extra 3 points of luck for every skill rank.
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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 Spiril A\\a;ic determine how long the dread condition can be present before the
point of no return. After that, the on|_\' way to remove the condition short of Divine
Intervention is to visit a lcmplu. Remove Curse cost is 10, and time is spent recovering. Its
effectiveness is based on skill ran king times 3 minutes of cursedness. Experts’ effectiveness
is their skill rank times hours of cursedness, while Masters can extend that to (la_v,\x

Guardian z\ngel sets up a compact with the Higlwr owers to resurrect your
\:lmractcrs. Should ll\ey (1iU, tlw_v“ be returned to life with 1 hit point and dc]n»ﬂml at the
Jast lcmp]u you visited. The price for this service is half of the gold your characters have with
them at the time of death. Cost is 8, recovery time is si;ni[imnl. Experts ln'ing back all
characters at half their hit points at time of death. Masters arrange it so all characters return
with full hit points. The cost in ;l‘l(] doesn't clmnge.

Heroism increases }))' 5 the damage that a character does with a successful attack.
This costs 10 spe” points, and the caster must rest; it lasts for 4 minutes, with an extra 5
minutes for every skill rank. Expcrls get an extra 15 minutes for every skill an‘, Masters
affect all the characters in your party.

Turn Undead forces all Undead Monsters in siglll of the spc“caslur to flee. Tlu‘y'”
be back when the spe” runs out: 3 minutes, p]us an extra 3 minutes for every skill rank.
Cost for this scattering is 15. Experls and Masters will recover faster.

Raise Dea(l, if cast in time, restores a character to life. The caster’s skill and ranl\‘ in
Spirit Magic determine how lung the character can be worm food hefore the point of no
return. After tlml, the oul_v way to revive the corpse short of Divine Intervention is to visit
a Lcmplc. 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 lld)’. Experts can
make the spc“ work for one hour n( death times llleir slzill mnle, while Masters can cxteml
that to Jays.

Shared Life combines the life force of your characters and redistributes it between
them as evcnly as pussil‘nle. All current hit points are totalled, and 1 extra hit point is added
for every skill rank. The cost for this averaging is 25, the recovery time is very sig‘niﬁcant.
Experts add 2 extra hit points for every skill rank, Masters add 3 extra.

Resurrection, if cast in time, removes the era(licale(l condition {mm a character. The
caster’s skill and rank in Spirit Magic determine how lun; the character can he dead before
the point of no return. After that, the onl_\' way to revive the corpse short of Divine
Intervention is to visit Tcmplc Stone. Resurrection cost is 20, is the most cx[musling spc”
recounted so far. Tts effectiveness is based on skill rank times 3 minutes of eradication.
Experls can revive a character who has been eradicated for one hour times the caster’s skill

an‘s, wllilc Masters can cxicn(l ll]al‘ to Llil)’i.

Mind Spells

Meditation lempm’arily increases a single characters per:‘nnalil_\'
and intellect statistics lw_\' 10, p[us an extra 2 for every skill rank. This
will last for 1 hour for every skill rank and carries a cost of 1 :'pc” point.
Experts add an extra 3 points, while Masters affect the entire party.

Remove Fear removes the fearful condition from a character if this spc” is cast in
time. The caster's skill and rank in Mind Magic determine how long the character can be
paralysul l))‘ fear before the point of no return. After that, the unl'\' way to lift the curse
short of Divine Intervention is to visit a lcmplc. Remove Fear cost is 1, recovery time is
1'equirml. Its effectiveness is based on skill rank times 3 minutes of lwing‘ afraid. Experts can
revive a character who has been fearful for one hour times the caster’s skill ran L, while
Masters can extend that to (lays,

Mind Blast fires a holt of mental force guaranteed to hit any target and (lamag'e that
monsters nervous system. Expect 5 points of L[amage, with an extra 1 - 2 points for every
slzi“ rank. Cost is 3 spc“ points, recovery time is moderate. Expcrls and Masters are
progrcssively faster to recover.

Precision lempomrily increases a singlc characters Accuracy statistic lvy 10, with an
extra 2 for every skill rank. This lasts for 1 hour for every skill rank. Cost is 4 spe“ points.
Experls add an extra 3 per rank to ;\ccumcy, while Masters extend the spc” to the entire
party.

Cure Paral_vsis, if cast in time, removes pamlysis from a character. The caster’s skill
and rank in Mind Magic determine how lung a character can be immobile hefore the point
of no return. After that, the unly way to get him moving short of Divine Intervention is to
visit a lcmplc. Cure R’u'al‘\'sis cost is 5, and requires recovery. [ts effectiveness is based on
skill rank times 3 minutes of |mra]_vsis. Experts can revive a character who has been
paralyse(l for one hour times the caster’s skill rank, while Masters can extend that to llays.

Charm calms a single largclcd creature and removes any hostile fcclings it has towards
your characters, an effect that lasts for 3 minutes for every skill rank. If this creature takes
any (lamage, it will imnwt]ialc]y become hostile again. So be nice. Cost is 8 points, recovery
time is modcratc. E\pcrls double the effect’s (Iumlinn, while Masters qumlmple it.

Mass Fear causes all creatures in the spe”castcr's line of sigllt to flee in (car, a
Co\vax'(”y condition Iasling 3 minutes for every skill rank. If a creature takes Llanmgc while
under the influence of this spc”, the spe“ will be broken. Mass Fear will not work on
Undead creatures. This spul] costs 10 points. Expcrts and Masters recover more quicHy
than Apprentices.

Feeblemind removes the a])i]ily of a target to cast spcns until this spc“ wears off;
Feeblemind will last for 5 minutes per each skill rank of the spc“caster. Cost is 15 points.
Experts recover from casting more qui(lc[y, Masters faster still.

Cure Insanity removes the taint of insanity from a character if this spe“ 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 unl'\' way to return sanity short of
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Divine Intervention is to visit a lump]c. Cure Insanity cost is 20, its recovery time is
si;nil-icant. Its effectiveness is based on skill rank times 3 minutes of insanity. lfxpurls can
restore a c[m racter \\'In) lms Imcn allnclec(l [lm' one lmur times {Iw caster’s sl\’i” mn]\-ing, \\'llilu
Masters can extend that to (1(1)'5.

Psyc‘]\ic Sl)ncl\' targets a singlc creature with min(l-lldmdging magic; 12 points of
(Iama;u, p]us anextra 1 - 12 points for every 5lcil| rank. Cost is 25. l\‘ccu\'my time (lcpeml:’
on your level of expertise; Exporls and Masters have the an]\'antagu

TcleL'inesis lets your characters a\\‘inl traps la_\f manipu[atin; u])iccts - 5\\'iLC|1L‘>’, cllcsls.
doors — from a safe distance. The distance and strengill of Telekinesis is determined ]1_\' a
characters skill in Mind Magic. Cost is 30, and it is u\lmusiing‘. Expert'’s Telekinetic power

is based on doubling their skill rank in strength, Masters on tripling them.

Bo(l_v Spclls

. g 7z Cure “"calcncss, if cast in time, removes weakness from a
character. The caster’s skill and rank in Bmly Magic determine how Iong‘
the a character can be debilitated before the point of no return. After
that, the mll)’ way to get sh'cng‘tll back is to rest. Cure Weakness’ cost is
1, its recovery time is moderate. Its effectiveness is based on skill rank times 3 minutes of
weakness. Experts can revive a character who has been weakened for one hour times the
caster’s skill mnleing, while Masters can extend that to Ja'\'s.

First Aid restores 5 hit points on a singlc target: Cost is 2, recovery moderate and
reduced for every level of skill. Experts heal 7 points of (lamag’c, Masters heal 10.

Protection from Poison increases all your characters’ resistance to Poison: 1 point of
resistance for every rank of the caster’s Bm])’ Magic skill. Cost is 3 points, recovery time is
moderate. The Protection lasts for 1 hour per skill rank. E:\‘pcrls double the resistance,
while Masters lriplc | &

Harm slams a single creature with comp]elc]_\' reliable ma;ical (lanmge. 8 points of
(lamage are g‘uarantec(l, with an atl(]i[iunal 2 points of clanmgc for every sL‘i” rank. Cost is
4, recovery is nominal. Expcrls and Masters recover faster.

Cure Wounds heals 5 hit points on a sing]c target, p[us an extra 1 - 2 points of
lwnling for every skill rank. Cost is 5 spu” points, some recovery is roquirul. Expert and
-\'ldsters recover [ﬂftel‘.

Cure Poison, if cast in time, removes the toxic condition from a character. The skill
and rank in Bnd,\' Magic determine how lnng’ the a character can be puisuncJ hefore the
point u{ no return. ;\{'ler l]mt, the nnl_\' way to purge the system short of Divine Intervention
is to visit a lcmple. Cure Poison cost is 8, its recovery time is signi{‘icanl. [ts effectiveness
is based on skill rank times 3 minutes of Iwin_g' pnisoucd. Expcrls can cure a character who
has been POiSUl]L’(I for one hour times the caster’s skill an‘, while Masters can extend that
to (]a_vs.

Spee(l tcmpnrari].\‘ increases a singlc characters Spec(l statistic I\y 10, with an extra 2

for every skill rank. Cost is 10, with a moderate recovery time. Experts increase the Spee(l

statistic l)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 le.\' Magic determine how long a character can be infected before
tlw point m( no return, .'\l-ter t]ml, the ouly cure slwﬂ of Divine Intervention is to visit a
tcmplc. Cure Disease cost is 15 and requires some recovery. [ts effectiveness is hased 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 tempnraril_v increases a single characters Endurance statistic lv_\r 10, with an
extra 2 for every skill rank. Cost is 20. Experts increase the Endurance and Migllt of a
character 1)_\' an extra 3 for every skill rank, while Masters can increase the Endurance and
Might of all characters in the party at once.

Flying Fist cannot miss and it pummels an opponent with 30 points of damage, plus
an extra 1 - 5 of (Iamagc for every skill rank. Cost for this lmmmcring is 25 spcll points,
and the caster needs some time for recovery, tlmu;ll less if you are Expert or Master.

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

au(l I\’Iasters recover more quiclzly

Lig'llt Spells

Create Food makes food, but onl_\' works if you have less real food
llmn lllc spe” creates. For a cost o( 20 spc“ points, you can create one
cln_v worth of food plus your Li;lﬂ magic skill divided 1))' 10. Recovery
time is moderate. Experts double the skill effect; Masters triple the skill
effect.

Golden Touch converts a single item in your inventory into gol(], with a worth equal
to 40% of the items actual value. For every rank of Lig]ﬂ Magic skill, there is better chance
that this spo” will succeed. Take care, for if the spc” [ai]s, the item is broken. Cost is 25,
recovery takes time. l:-xpcrls will make a conversion worth 60% of the items \'alue; Masters
will net a value of 80%.

Dispel Magic removes all llelp{ul spe“s on all monsters in siglll. This bit of h'icl:er_v
costs 30 spe” points; recovery is moderate and mitigaletl somewhat hy the caster’s spe”
rank. Expcrts and Masters recover faster.

Slow is a spe” | [rcqucnll_\' used as a child. When cast for 35 spc“ points, it will halve
a monsters spee(l and double its time to recover. The effect lasts for one minute for each
skill rank of Lig‘llt magic. Experts and Masters will recover more quiclzl_v.

Destroy Undead unly works on those Hasplwmies, callin;‘ upon the power of the Gods
to undo the evil magic that extends their unnatural lives. 16 points of (lamage, p]us an extra
1 - 16 points of damage for every skill rank. Cost is 40. Recovery time varies, ])cing shorter
for Experts and Masters.

l)ay of the Gmls simullaneuusl_\’ casts Power, McLlitaliun, S])L‘L‘Ll, Lucl:_\' 1,)ay and




Precision on all your characters, and Guardian :\ng;el for one easy cost of 45 spc“ points.
Ain’t magic convenient? The spc“ lasts one (lay, and its effect is to cast all those spells at
twice the caster’s Light Magic skill to the characters’ statistics. An exhausting spell! Experts
cast all six spe“s at 3 times Ligllt Magic skill, Masters at 4 times.

Prismatic Lig‘llt can unly be cast indoors, and inflicts Llamagc on all creatures in
siglll: 25 points of (lamag’c with an extra 1 point for every skill rank. Cost is an affordable
50 spe” points. Recovery time is shorter for Experts and Masters.

Hour of Power simu]laneously casts Haste, Heroism, Shield, Stoneskin, and Bless
on all your characters, a(l(]ing twice the slvellcastel"s Ligllt Magic skill to their statistics.
Cost is 55, recovery is significant. Expcrls cast the block o{ spc”s at 3 times Liglﬂ Magic
skill. Masters make it happen at 4 times.

Paralyse disables a monster for 1 minute for every skill ranl-ziug. Para]_\'sul monsters
may l)e h‘eely attacked witlmut l:ear UF reprisal. Not (air, perllaps, l)ul salishfiné. Cost is 60,
recovery is moderate. Experts and Masters will recover faster.

Sunray is the second most (levastaling spe“ you may acquire. Harnessing the ligllt of
the sun and concentrating it on one pal]wtic creature, Sunray metes out 20 points of
alamage, with an additional 1 - 20 points for every skill rank. Tied (Iirectly to that distant
source, Sunray unl_\v' works outdoors and tluring‘ the day. Cost is 130. Experts and Masters
recover more quiclely.

Divine Intervention calls upon the heavens to heal your characters of all (lamage,
restore your spell points, and remove all adverse conditions. This is available once per ([ay,
nn])’ (luﬁng the rising or setting of the sun, and the go(]s exact a price on the spcllcasl‘er,
aging him 10 years in addition to a spell point cost of 70. A great deal of recovery time is
needed, tlmug’h less with each rank of skill. Experts can call upon Divine Intervention twice

per tlay, Masters three times.

Dark Spells

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

monster or NPC, (lcpcn(ling on their m'ig!inal hit points and the caster’s

| skill in Dark magic. Don't try to use this on a (lisinlugralul friend; it

will only work on a visible corpse. It costs 20 :‘pe” points to cast.
Experts and Masters can reanimate corpses with lligllcr hit points.

Toxic Cloud creates a poisonous cloud of noxious gases in front of the spe“caster and

sends it 5]0\\'1_\' away from your characters, (lcaling out 25 points of tlanm;c, plus an extra 1

- 10 points per skill rank. The cloud remains intact until :‘Ometl)ing runs into it. It costs

30 spe“ points to conjure. Rccm'ery time is necessary, tlmugll less [ur Expurls 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. Experls’ curses last 2 minutes per skill ranle, while

Masters’ last 4 minutes per point.
Sllrapmetal fires a 3-shot blast of hot, iag‘;e(l metal in front of the caster, strilzing
any creature that gets in the way and in”icting 6 points of L]amagc, IVIus an extra 1 - 6

r . . ~ . = » v -
[‘IUlllls 0{ pain per Sl(’l“ ranlc. Cost is DO, recovery 1s llllllll‘lla]. IZXPL‘I'[S recover [dS’.L‘I‘, E\l]l]

2 O fe— S2 ) Ge——

unleash 5 shots per casting. Masters recover even faster, and set loose 7 shots at a time.

Shrinking Ray reduces even the g‘mmlcsi of monsters to more manag’ca]\lc sizes.
Apprcnticcs will reduce a creature to one half of its normal size, and this shrunken monster
will OHI)’ deal out one half its normal Janm;e. This effect lasts for 5 minutes per rank of
the spe“caslcr's skill, carries a cost of 60. Experts shrink monsters Iv)' two-thirds (lwtll size
and (]ama'-;‘c), while Masters quarter a heast’s size and Llamagc.

Day of Protection simu]lﬂncously casts Protection from Fire, Elcclricil_v, Col(l.
Poison, an(l Magic on a” your c]mracters, plus Fealllur Fa” aml \‘('izanl Eye. Tlle statistics
added equdl 2 times the ::pc“(asterys skill rank. This spe“ costs 70, and lasts for one (la_\r.
Experts add 3 times the 5pc“ms{crvs skill rank, Masters add 4 times in statistic increases.

Finger of Death attempts to immcdialely s]a)' a sing‘lc creature 1))’ stripping its soul
from its Im(l_\'. Clmrmin;. Finger of Death has a 3% chance per skill rank in Dark Magic
of wurl\‘in;. Cost is 80, recovery time is moderate. Experts get their chances llp])ctl to 4%;
Masters improve their odds all the way up to 5%.

Moon Ray heals your characters and damagcs all monsters in si;llt. For every skill
rank, this spe” delivers 1 - 4 points of (lama;e to your enemies, and restores an equal
number of hit points to all characters in your party. This is the nnly spe” that harms all
monsters in siglll and aids your party. Moon Ray is restricted to wan’ing outdoors and in
the mm)uligjllL Cost is 90. Rccnvmy is l'CL[Ui]'L‘Ll, dl(!llgll less (ur Expcrls and Masters.

Dragon Breath is the most power{:u] (lamag'ing spc” you may acquire. [t empowers
the spe”caster to exhale a cloud of toxic vapours that targets a single monster, but also
dama;&s all other creatures within a 10-foot radius. Cost is 100, (]cli\'cring 1 - 25 points
of Llamagc for every skill rank. Recovery time is signi[icanl, but less for Experts and Masters.

z\rmage(]clon is the town killer, innictin; 50 points of&lamage p]us 1 point of (lamagc
for every rank of Dark Skill your character has to every creature on the map, inclunlin; all
your cl]aracters. It can unl)' lw cast once per (la_\’, aml on]'\' ouh[nurs, \\'itlmut cost in spell
points. Quite exlmustin;, rca“y. Experts can use 1'\1‘nmgc(l(]ﬂn twice per (la_v, while Masters
can unleash it 3 times in one 24-hour pcrio(l.

Dark Containment is a mystery even to me. | have glilnpsc(l it but once. Little more
is known about this po\vm{ul, albeit mysterious, spe“‘ Learning its secrets is not for the

weak, or tlw faint of llcnrl.”




FIRST QUEST
WALKTHROUGH

You've heen confronted with a great deal in a short time, with a great ordeal yet to
come. Are you up to facing the clm”engc? The rcsp(,)nsil)i[it_\'? On]y you know that answer,
and you better be honest with ynursc”. Because out there in the real world — Enroth, not
that mundane illusion you call “home!” — it’s going to be you m”in; the shots. And once
you've gal]wrcd a party of adventurers, it’s their lives on your head if you take a left turn
into the wrong (lungeon,

[ won't be there to hold your hand. At best, the advice here is a su[mnling [ can (lnl_\'
share the lznm\'lcdgc to take you to the next level. What I offer here is a small ;‘limmcr of

clair\'oyancc to gui(le you in your first steps into a strange, new land.

‘EVERY MAN WANTS TO KNOW

THE FUTURE TIL 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 laegins their journey {-acing' the South Gate of the city of New Surpigal. All
you possess are the meagre weapons and spc”s your adventurers have lwmug‘lﬂ and food for
at lw:‘l a |_c\\' le.\'s. You \\'i“ arrive with llw lenm\'|mlgc u[ your immctlialc past: mere lmurs
hefore, you drove away a p.u'lc of g‘ulw[ins from their filth-ridden camp, a Llcal]ﬂmp where the
monsters Slag'c(l il]eir alldclcs on ignorant lm\'elcrs. .*\mung l]u- Imncs you l‘uun(l a ]mn(l[u[
of gulcl, King Roland’s m'ig‘ina] five letters...and on the l)(nl'\v of a traitor named Sulman,
one other, far darker, piece of uvrruslmmlcncc.

This vile conspiracy — hetween the Tcmplc of Baa's King of the Devils and this
murdered fool Sulman — is nnly the merest hint of the menace facing the very soul of
civilisation. But you can take (ul\'anlagu of their scheming with some cunning of your own.
Tlli:’ lasl ]cllcr l'clalcs \\']wrc llw traitor is to go [m‘ llis 1'c\var(l, aml l]w \\'unl l\c must spcaL‘
to claim it for his own. Go to the Lnncl_\' Knig‘])l Tavern, and seek out Andover Pothello.
Talk to him about the letter, and he’ll give your party a li(])’ sum of gold. It's blood money,
yes, but you can wash it clean ]1)’ using it to finance the start of your g()ml cause.

Gold always burns a hole in my robe: I'm quicl\’ to spcml it! Don’t be frivolous in your
purclmscs, but T suggest now would be a g‘on(l time to visit the local armour slmp and outfit
your characters with some protective gear. Start a conversation with the armorer : eager for
business, he'll be quiuL‘ to speak of the services he can offer your party.

Pass your mouse pointer over any item in slncL’, and the eager armorer will talk price;
a 1'igl1l—ulicle on the item will pm\'i(lc more information on llw item, and a Ie[{—c]icl\’ will
make the purclmsc. Click once too often and ynu'” be out of gold 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) plalc armour. Once an adventurer has purclmsu] some
armour, it becomes part of their persmm] inventory. View an inventory Iw)’ first selecting a
character; then click a second time to conjure up a magical view filled with detailed
information about your adventurer. Click the third button from the left to delve into their
pcrsuna] inventory of gom]s and supplies. Equip their armour — that is to say, make it
available for them to use as protection — lwy first piclcing it up (left-click); then left-click
the item over the full l.igm'c image of your character.

With evcxﬁl\ing now in position for your adventure to lruly lwgin, this is an excellent
time to preserve the condition of your party! The unique nature of your interaction with
Enroth allows you the pri\'i|ege of freozing a moment in time and ]mlnlin; it Safel)' within
your Silicon Scry. Should a terrible misllap befall your adventurers, it is possiHe to reclaim
that moment and once more continue the quest for the Mandate from that point. Save the
status of your adventure l)_\' (li\.'lcing the Disk button on your main adventure view: this
materialises a small window pm\'inlin; several mechanical operations to L‘eep you connected
to Enroth. Click the button that pmclaims “Save Game” (the SOLlS treat us as such
play{lﬁngs! ; slots will appear before you in which you must type a name that identifies this
moment. Once this is (Ionc, click t]w check lmx, or press the ENTER L‘c'\' to continue. It's

wise to use this power frcqucnl])’...a”wil l'espnnsilv]y!

Explnre New Sm'pigal's other s|mps am] (liﬁtmcliuns, but don't get too dislracte(l from

the cause at hand. And take care not to wander into the wilderness quite yet. There are




Jangers just over the city line that your party is, for the moment, almost certainly ill-
cquipch 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
tlml you so \visely sa\!e(l. (You were wise about it, weren't yuu?) Once more c|iyle the Dislz
button, and from there choose “Load Game” to select from your preserved moments.

Ennugll wandcring! There's time for that after you've saved the world! Visit the City
Council. Tl\e_\"” have a quest waiting — llmy always o sumvtlling to test your mettle.
Talk to the Clerk about Goblinwatch, the Abandoned Keep southwest of town that the
Council would like to put back into use. Preventing that urban renewal are the goblins and
other evils that have taken up residence. If you can clear the beasties out, your party is
welcome to whatever llwy find inside.

The clerk will pm\'i(]e a ]ze_\' to Goblinwatch: on to it! Bravery counts: walk rigllt up
to the front door and walk on in. (Attitude doesn’t hurt at a time like this!) There’s clangjer
just ahead: now would be the perf‘ud time to preserve your lwart}"s situation...just in case!

Take a rig]ﬂ...[o“ow 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 figllter will do all in their power to strike a Iei”ing blow. If your strategy
is to unleash magic on the lwast, first select the magician — click the character and then
CONTROL-click the rodent-devil with your mouse. If their readied spe“ is a destructive
one, that rat is one step closer to dead.

Leave the rodent’s corpse ]wllin(], 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 — lfiglﬂ for your
party's life, if need be just make sure you find the scroll that contains a secret pattern of
16 buttons. This solution opens a special door: you find it I)y procee(ling from the front of
the leeep Jirect]y t]n'ougll 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‘u_\’l)oar(]: 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 dangor — to be found in its dank walls. New Surpiga] holds another (Iungcon (to the
norlllwesl) worth your attention, as well: look on the map ['ve pm\'i(le(l you. And when
you're rea(]y, the rest of the world waits to the West...but it doesn’t wait long: the Temp]e of
Baa is moving fast!

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

adventurers gatller an increasing number of points, tlw_\v have the rig'ﬂ — even the
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cerlain]y. T]wre, learnenl men will e\’alualc aml consider and ponti(icalc and — \\'c”. the
important llling is that, with cnmlg]\ points, a character in your party can increase their
mnleing [or one or more sL’i“s. le l\iglwr tlw rank, llw lwllcr t[m guarantee n|. SUCCess,
whether that skill be for polilics, ]mrlcring, or L‘i”ing‘. Hmm...hard to tell those apart,
sometimes. In any case, visit the Training Clruumls, speale with the trainer, improve your
party's stamling...aml their chances.

Remember, this is the very shortest of looks ahead in your adventure! There may be
twists an(l turns along tlle way | cannot pre(lid, an(’] you alone will lmvc to deal with. Or die
trying.

What lies ]wyoml that first horizon no man can say...

TECHNICAL SUPPORT

If you have followed all the steps recommended in the documentation and still can't get the game to work
pmpur‘\‘, don't panic, our team of technicians is there to ]w||v

United I\'illg'llulll Ubi Soft Entertainment Lid.

Tel : +44-181-944-9000 Vantage House

E-Mail : tec I\.ﬂl]v[n'l(‘/l ubisoft.co.uk 1 Weit R“s"l

Technical |u-|p Hints and lips is open from 9.30 - 5.30 Mon - F Wimbledon

London SW19 SUX

Holland / Belgium

Ubi Soft Entertainment

30, Avenue de Roodebeek

B-1030 Brussels

Hotline is open from 9.00 - 12.30 and from 14.00 - 18.00 Mon-Fri
I

LIMITED WARRANTY

Ubi Soft guarantees to the original buyer of the product that the compact disc (CD) supplied with this product shall not

show any fault during a normal-use period of ninety (90) days from the invoiced date of purchase
Please return any defective product to

UbiSoft Entertainment Ltd
Vantage House
| Weir Road
Wimbledon
London

SW19 8UX

together with this manual and your registration card if you have not already sent it to us. Please state your full name and
address (including postcode), as well as the date and location of purchase. You may also exchange the product at the place of

Bhirchase,

This software program, manual and packaging are protected hy copyright and all rights are reserved by Ubi Soft
Entertainment. Documentation should not be copied, reproduced, translated or transferred, in whole or in part and in whatever

form, without prior written agreement of Ubi Soft Entertainment

THIS SOFTWARE PROGRAM, THIS CD AND ITS DOCUMENTATION ARE SOLD AS THEY STAND
QUTSIDE THE GUARANTEE PERIOD OF NINETY DAYS CONCERNING ANY MANUFACTURING DEFECT OF
THE CD, Ubi SOFT ENTERTAINMENT WILL NOT EXTEND ANY OTHER GUARANTEE CONCERING THIS
PROGRAM, THIS CD NOK ITS DOCUMENTATION, BE IT WRITTEN OR VERBAL, DIRECT OR IMPLIED,
INCLUDING BUT WITHOUT LIMITATION OF THE ABOVE, GUARANTEE AND CONDITIONS OF
MARKETING AND USE FOR SPECIFIC PURPOSES EVEN THOUGH THE COMPANY MAY HAVE BEEN
INFORMED OF SUCH USE. SIMILARLY, YOU SHALL BE ENTIRELY RESPONSIBLE FOR ANY RISKS
RELATIVE TQ UTILISATION, RESULTS AND PERFORMANCE OF THIS SOFTWARE PROGRAM, OF THIS CD
AND THE DOCUMENTATION. Ubi SOFT ENTERTAINMENT SHALL IN NO EVENT BE LIABLE TO YOU OR A
THIRD PARTY FOR INDIRECT OR CONSECUTIVE DAMAGES, NOR SPECIFIC DAMAGES RELATIVE TO THE
OWNERSHIP THE USE OR THE WRONGFUL USE OF THIS PRODUCT AND, WITHIN THE LIMITS
PROVIDED BY LAY, DAMAGES IN CASE OF BODILY INJURY, EVEN IF Ubi SOFT HAS BEEN INFORMED OF
SUCH POSSIBLE DAMAGES OR LOSSES. THE BUYER WHOLLY ACCEPTS THAT, IN CASE OF LEGAL CLAIM
(CONTRACT, PREJUDICE, OR OTHER) THE LIABILITY OF Ubi SOFT ENTERTAINMENT SHALL NOT EXCEED
THE PRICE VALUE ORIGINALLY PAID FOR THE PURCHASE OF THE PRODUCT
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