










































EXPERIENCE: 

Experience counts. Ami lik., all great trutl1s, this one is self-evidently simple, yet 

complex enough to warrant a monk's life of study. Let's consider how to add to your party's 

ongoing experience. 

As your parly explores Enrolh, and meels with strange and unusual creatures wbo 

quickly die screaming, eacb adventurer gains experience. Wben a characte1· gains enougb 

experienct', they become eligib!., to move up a "level" in a system of stah1s and ranking. 

More than an ego-boosl of prestige - all.hough there is that! - a l1igher level nets 

additional slcilJ poinls that can be used to "buy" improvements lo a characlers set of talents. 

i\lore so, a I-uglier ranking adventurer enjoys greater "hit" points (protecting them from 

damage) and spell points (enabling ever more impressive displays of magic). A level 

advancement is achieved by visiting tbe training grounds, and paying for training. 

Mercenary, yes . .. bul you gel wl1al you pay for! 

Tl1e price to increase an adventurer's level is 1000 experience points for every level 

you advance. So, to move up from tl1ird level to fourtb level , a cbaracter "rill need a total 

of 4000 experience points; following on tl1is example, it would cosl 5000 points to advance 

from fourth level Lo fifth. The actual cosl in gold can vaiy from one [raining ground to tbe 

next: shop around if you feel like pinching ingots. 

Individual skills can be improved in the course of your adventw-e by "paying" 

development points to increase an adventurer's skill ran1ing. For example, you can cboose 

lo increase a cbaracters skill with daggers from rank 3 to rank .J.: when tl1e fates roll their 

dice, tbe ranking determines whetber or not a dagger attack is successful. To improve the 

skill ranking of one of your party, view an individual adventurer's ski lls, and click on the 

skill you want them to increase. If your character has tbe development points lo shell out, 

the rank of that clrnracters skill will increase by one. Tbe cosl to buy one rank of skill is 

equal to the rank number you're buying. So in our eclged weapon example, increasing a 

Dagger ski ll from ran1 3 to rank .J. would cost 4 skill points. 

There is anotber way of improving a skill and this is by finding an elusive and 

mysterious teacher. These nomadic inslruclors may agree lo increase an adventurer's skill 

from " ormal" to "Expert", or even from "Expert" to the very l1eady "Master"! A more 

impressive title makes for some special abilities tbat aren't generally tbe same for each skill. 

For instance, a .Masler mace swinger gains tl1e power to stun opponents, while a Masler 

swordsman acbieves a faster attack, and a Masi.er dagger fighter can lrnndle a dagger in both 

l1ands and get in two attacks! S!10uld one of your characters achieve i\laster standing in a 

skill, they gain tbe benefits of Expert slatus, plus any new benefits from being a Master. Try 

nol to let il go lo tbeir heads. 

It 's worth reviewing how certain skill rankings can benefit- or l1inder! - a member 

of your parly. 

Weapon Slcill increases t!1e likelil1ood of an adventurer to score a hit in battle; it ties 

in directly in determining an Expert or J\lasler' s chance of success. Let's say a character is 
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a level 8 Master staff fighter : tl1ey would then bave an 8% cl1ance of stunning a monster 

when tbey l1it it. The same cliarader would also have an "armour class" 8 above nonnal, 

because Experl ran1ing would increase their defence by their skill ranking. 

Armour Skill increases a characters armour class when using a particular lype of 

armour. Personally, I've given up trying lo umlersland the current fashions! Most armours 

reduce tl1e overall "speed" of an adventurer, increasing tl1e lime lo lake certain aclions. 

Being an Expert or Master will reduce dus speed loss, wl1ile skill ranking increases the level 

of protection. There are three types of armour: Plate, Chain, and Leather. Shield usage is 

a specific skill and is nol covered under the general armour categoiy. 

Nagic Skill acts as an influence on eacl1 spell, modifying the effect of its magic : 

greater skill can multiply the damage a spell causes, or increase the lime magic may last. A 

magic skill does nol reduce the time it lakes to casl a spell, or the number of skill poinls it 

costs to conjure the magic ... althougl1 an Expert or Master ranking may award these 

benefits. There are nine schools of magic overall: tl1e four elements {fire, air, earth, and 

water); the priestly magics (spirit, mind, and body); and the extreme and dreadful good/evil 

path of light and dark magic. 

Miscellaneous Skills include the less showy, but ever important abilities tbat will 

support your party in their day-lo-day adventuring and battles. Tbese skills include 

Diplomacy, Learning, Bodybuilding, Meditation, Merchant, Disarm Traps, Identify, and 

Perception . Each of these skills follows tbe same "rules" in regard lo an eminent Expert or 

Master ranking. 

'BALANCE YOUR FORCES: AS 
YOU MIGHT SUSPECT, 

ilJJGIIT AND MAGIC ARE Tl IE 
KEYS TU SUCCESS/' 



SPELLS 

Finally, we gel to tl1e ~uocl sluff 111ag1..:! 1 ,, slred men.liant pre:;ticligitaliun l1ere, I' m 

talking the real dling .. 01 as real a> the unreal can gel. Marvello us things are possib le by 

lapping inlo die Prelernalural bul bew<1re, 1[':; also possible lo u11leash fon.:cs dial will feasl 

on your ::;oul. 

Press C on your keyboard, or left-dick on tbe Casl Spell icon to malerialise tl1e 

currently seleded d1araders sp.:ll bouk The t:..b k<'} wi ll run thrnugb dlJ the .cl1ools uf 

magic sluclied by any sc ledecl ..:lrnrade1 LI,., tJ,., Arrow k.:ys lu d10u:;e a spell, and pres. 

Enler lo casl il. Or use yuu1 111uuse - personally, l like lu use a ral, ils bigger and easier lo 

bold - lo select a spel l (one left.- ,li..,k), ur casl tl (a second left.-click) . 

Right-clicking a spell will ..:on ju.re up• a small lransdimensional window witl1 

information abuu l tbe ,;pell in qut!slic>11 

Mouse-di1.:king Ull tbt! s111all lali ,,[ th .. bollun1 or tlw li.1ok wi ll sel tl1e <'Urren tly 

selected opell lo a p:1i:iculdt advenlure1 o "' 1ead1ed spell " thi. ts tbe magic lield al the ready 

for quick release. Tl1e Spac..,bar wil l also sel tbe readied spell 

The Escape key will Llrn;e yo u1 d1araders spell book, as will a mouse-click ou tl1e 

o nscreen "Quil Spell Buok" bullo11. 

Fire Spells 

Tord1 Light produces a sphert' of ligJ,t arou nd your party. ll only 

works indoors. l 1se il for tbose dark caverns wbere someth ing migJ,l be 

wailing! ll rnsls 1 spell point to casl. Expect it to last one l10ur times 

your adven lurer 's ,;kill rank. Al Experl and .Masler levels, tl1e light 

produced is nolicealily hrigbler. An essentia l spell ! 

Flame Arrow fi1·es a single Oaming arrow. Don ' t be taken in by tl1e power of fire; tbis 

spell is notoriously inaccurate, willi no more cliance of finding ils Largd tlian a regular 

arrow. ll cosls 2 spell poinls lo casl , and you ' ll have lo recover your energy before you can 

use it again . fl works inslanlaneously, aml wi ll du I 8 points o f damage (assuming it hits 

anytbin g!) At Experl level. 1-1,,me Anti\\ rnsb jusl l point, and can be used again more 

quickly; Masters recover more quickly a nd fire witl10ul cost \X' l1al a bargain! 

Protection from Fire increa,;cs all your .:l1araclers' resislance lo fire: l point of 

resistance for every rank uf tl,., ..:a,;le1 's f-ire to. \aeic skill Lost is 3 poinls and tl1e caster mu:;l 

recover. TJ,e effects lasl for l bour per ski ll rank . Ei..perts double tl1e resislance, wbile 

Maslers lriple it. 

Fire Bolt launcbes a bursl of fire al a single largel. 1 con sider it tl1e "Old Reliable" 

of tbe Sorcerer's arsenal. Costing 4 poinls, il lakes awl1Je lo rebulld slre11g tl1 and use il 

agai n. ll fires immediately, and wi ll deliver ] - 4 points of damage limes a clrnracters skLIJ 

rank. Expeti:s are ready to fire again more quickly, wl,ile Masters recover even faster. 

Haste reduces by 25 seconds tlie lime il lal•es lo recover from casting a spell or 

a llacking wilb a weapon . Beware, fur cl1araclers wJJ be weak for six l10urs af-ler lbis spell 
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wears off. Tt costs 5 points lo casl, and requires recovery. Tt lasts for 4 minutes plus 1 

additional minute for every ski ll rank a character has . Experts reduce the recovery time, 

while a Master 's spell affects the en! ire party. 

Fireball targets a single monster, but explodes lo hurl anyone else caught in the hlast. 

What a sl10w! But keep your party at a distance; if t l1 ey sland too close, tl1ey will he hud: as 

well. Tl1is one costs 8 spell points, and takes some lime to recovet·. It takes place 

inslanlaneously, a nd delivers 1 - 6 poinls of damage l imes a cl1araclers sk ill rank, lo all 

within a 10 fool radius. An Expert's recovety 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'L bum your party. Its cosl is 10 points, with a significant 

recovety time. Tts effect is immediate, and it causes 6 poinls of damage plus 1 additional 

damage point for every skill rank. Experts conjure a JO-fool ring, whi le Masters' recove1y 

time is cut significa ntly. 

Fire Blast launches streaks of fire in the direction your cbaracters are facing. Tl1e 

bolts aren't magically guided, so a little practice aiming is ca lled for if you wanl Lo do 

anything useful! Cosl is 15 spell points, and the casler musl rest afterwards. ft fires 3 bolts 

instantly, deliverin g 4 poinls of damage plus an additional l - 3 points o f damage for eacl1 

skill rank. Experts need less resl and send out 5 sl1ols; Masters even less rest and launch 7 

sl10ls. 

Meteor Shower summons 8 Oam ing rocks from die sky in a 10-foot radius 

sutTOLmding your target. Un less you're eager to visit a bealer yourself, hy not to be near the 

victim when using this spell. Cost is 20, witb a period necessary lo recoup energy. [t bappens 

instantly, and eacb rock delivers 8 points of damage plus ] additional for eve1y skill rank. 

Experts recover fasler and bring down l 2 rocks; Maslers are ready again more quickly with 

16 rocks. Tl1is spell cannot be cast indoors, tbank the gods! 

Inferno burns all monslers in sig l1t; your party is excluded from tbe cookout. An 

efficient way to clean out rooms full of weak or moderate slreng tl1 monsters in o ne or two 

easy castings . Cost lo your cbaracler is just 25 spell points, and recovery lime is signiHcanl. 

Tlial's for 12 points of damage, witb a n additional point of damage for every skill rank. 

Experts' recove1y time is cut somewhat, while Masters talw jusl a quick breatber between 

spells. 

Incinerate is one of lbe slrongesl direct damage spells you may acquire, inflicting 

massive damage on a single largel. Only tbe strongest of monslers can expect to survive tl1is 

spell. {But if one does, tben it's you wbo bas to survive!) Spell point cost is 30, recove1y is 

necessary. It happens inslantly, searing 15 points of damage, plus 1 - 15 points extra for 

each rank of the caster 's skill. Experls recover more quickly, J\llaslers Casler still . 

Air Spells 

--- . Wizard Eye reveals tlrn loca lions of monslers and characters on 

~ '": ' ' your group 's automa p. It lasts for 1 ho ur and it costs one spell point to 

casl. Experts and Masters will learn more on casting tbis spell than an 

Apprenlice. 
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Static C'1arge targets a single monster witb a jolt of static electricity. Not much 

damage, bul it never misses. Cost is 2 points. It is a tiring spell, requiring rest. ll fires 

instantly, dealing 1 point of damage, plus an additional 1 - 5 points of damage for every 

skill rank. Experts are ready to go again more quickly, ./l•lasters fire at no cosl. 

Protection from Electricity increases all your cl1aracters' resistance lo electricity: 1 

point of resistance for every rank of tl1e casler's Air Magic skill. Cost is 3 points, t.be caster 

must recover after using il. The Prot.eclion lasts for 1 110ur per skill ran!~. Experts double 

tl1e resislance, while Masters lriple il. 

Sparks fires tbree small balls of lightning that bounce around until they hit 

something or dissipate. It's bard to tell where they will go, so this spell is best used in a room 

crowded with small monsters, and wit.h most of your parl:y elsewhere. The spell costs 4. 

Sparks do 2 points of damage, plus 1 additional point of damage per skill rank. brperts 

recover rnore quickly, and fire 5 balls. Masters are ready to go again even fasler, witl1 7 shots. 

Featber Fall slows the speed of a fall and prevents your party from being hurt when 

falling more than ten feel. The cosl for tl1is spell is 5 points, and recovery takes time. It 

lasls 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 (such as rocks and arrows) and cuts their potential 

damage by half. A Shield costs 8 spell points, and be careful where you use it, as it takes 

lime to recover. It lasls 5 minutes for every skill rank. Experts' Shields last 15 minutes per 

skill rank, while a Master's version affects the entire party. 

Lig'1tning Bolt discharges electricity from tl1e caster's hancl to a single target. It 

always bits and does solid damage. I like to call this one the "Sorcerer's Darling!" It costs 

10 spell points. It fires instantly; doing 1 - 8 points of damage for each skill rank. Experts 

recover more quickly, Masters faster still. 

Jump launches your party into the air at a forty-five degree angle, landing them 

without damage a set distance away. It costs the caster only 15 spell points and higher skill 

will reduce recovery time. Experts and Masters recover more quickly. 

Implosion is a nasty spell that affects a single target by destroying the air around it. 

The result is a sudden inrusb from t.he surrounding air, a tbunderclap, and 10 points of 

damage plus an extra 1-10 points of damage for every skill rank. It costs 20 points to cast, 

and rest is required afterwards. Experls are back to readiness more quickly, Masters faster 

st.ill. 
Fly grants t.he power of fligbt to your characters, 5 minutes airborne for every skill 

rank! Only available outdoors, Fly inilially costs 25 spell points and slowly drains spell 

points as it remains aclive. Be careful nol lo fall from a great heigl1t! Experls 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 nol to get caught in the blast! Cost is 30 spell points, recoveiy is very significant, 

each stars' damage is 20 points plus an exlra 1 point of damage for eveiy skill rank. Experts 

reduce their recovery somewhat. and gel 12 stars; Masters turn hack tl1eir recovery even 

more, and deliver 16 stars. lt only works outdoors. 
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Water Spells 

Awaken automatically awakens all of your characters from a 

normal sleep and dramatically reduces the duration of sleep spells cast 

on your cbaraclers. Cost is l spell point, some recovery is required 

af-t.erwards. Awaken will remove 3 minutes of sleep limes the caster's 

skill ranl~. Experts multiply skill rank by bours, while Masters multiply 

tl1e111 by days. 

Cold Beam largels a single monster wit.h a field of extreme cold for an inst.ant. ol 

much damage, only 2 lo 6 points, but always a hit. Cosl is 2 spell points. Recovery is 

required, but witb every advance in skill becomes less of a problem. Experts recover faster, 

and Masters cast without cost. Now that's an education t.hat pays off! 

Protection from Cold increases all your characters' resistance lo Cold: 1 point. of 

resistance for every rank the caster has in Water i\lagic . Cosl is 3 points, recoveiy is 

required. Tbe Protection lasts for 1 hour per skill rank. Experts double the resistance, while 

Masters triple it. 

Poison Spray sprays 1 shol of poison at monslers directly in front of your characlers. 

Damage is low, but few monsters l1ave resistance lo poison, so it's an easy way to make 'em 

suffer. Cost in spell points is 4, recovery is required. The effect is 2 points of damage, plus 

an extra 1 - 2 points of damage for every skill rank. Experls recover more quickly and fire 

3 shots; Masters are back al it. fast.er with 5 shots. 

Water Walk lets your characters walk along tbe surface of water witl10ul sinking, for 

S minutes for every skill rank. Only useful outdoors, tbis spell costs 5 spell points initially, 

but you should never forget that this magic constantly drains spell points while active. 

Expeds stay topside for 10 minutes for every skill rank, Masters are afloat for 1 hour per 

skill ranking. The spell drain is the same no maller wl1at level tl1e caster. 

Ice Bolt fires a single bolt. of ice at a single target. Always a hit., it does moderate cold 

damage: 1-7 points of damage per skill rank. Cost is 8. Expeds and Masters recover more 

quickly. 

Enchant Item will allempl to make an ordinary item magical. Tl1e 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. Expeds make better magic items. 

Acid Burst targets a single monster with an acidic bolt tbat. does 9 points of damage 

plus 1-9 points per skill rank in Waler magic. The spell costs 15 points to cast and Experts 

and Masters will recover faster. 

Town Portal transports tbe party to the last town they visited. Al Apprentice level it 

only works outdoors. As a further caution, the chance of Towi1 Port.al working is rather 

small, improved by your rank of Waler Magic skill. Cost. is 25 and recovery is slow. Experts 

can use this spell indoors, and Masters can choose the town. 

Ice Blast fires a ball of ice in tbe direction the caster is facing. !he ball will shatter 

when it hits something, launching 7 shards of ice in all directions except tbe caster's. 

Shards will ricochet. until tbey strike a creature doing 12 poinls of damage plus l-2 poinls 
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per rank of Water Magic skill, or meJL. Beware tbat tbe ricocbet can bit your party, even 

wben the sliards don't start out in their direction. It costs 25 points, and requires recovery 

lime, which is less for Experls and Maslers. 

Lloyd's Beacon lets you place one marker al a location you wanl lo teleporl back to 

in Ll1 e future. Just l1ow far in tl1e future depends on your skill and ranking in Water Magic; 

tbe marker decays in 1 bour times a characters skill rank. Cast Lloyd's Beacon whenever 

you wish lo eitber place a marker or relurn lo one. Cost is 30. Experls can sel up to 3 

beacons, wbicb decay in 1 day per skill rank. Maslers bave 5 Beacons, wl1icb decay in l 
week per skill ran1. 

Earth Spells 

Stun slaps a monster witl1 magical force, forcing it to recover 

from tl1e spell before it can do anytbing else. l t also knocks monsters 

back a little, giving you a cbance to gel away wliile the gelling is good. 

Cost is ] ancl some recovery required. In eHecL, Stun adds lo a monsters 

recove1y time, witb somewlrnt greater effect for evety skill rank of the 

spellcaster. Experts and Masters are botb more effective. 

Magic Arrow fires a single magic arrow. Tbis spell is notoriously inaccurate and bas 

no more chance of finding ils larget tban a regular arrow. Tl costs 2 spell points to cast, and 

you'll l1ave to wait some time before you can use it again. It will do 2 points of damage 

(assuming il hits anything!), witb an extra 1 - 6 damage points for every skill rank. At 

Expert level, tbe cost is jusl 1 point, and recovety time is fasler; Maslers can fire again more 

quickly and witbout cost. 

Protection from Magic increases all your characters' resistance to magic: 1 point of 

resistance for eve1y rank of tbe caster's Eartb Magic skill. Cost is 3 points, recovery is 

required. Tbe Protection lasls for 1 hour per skill rank. Experts double the resistance, wbile 

Masters triple it. 

Deadly Swarm summons a swarm of biting, stingi ng insects to bedevil a single target. 

Moderate in its damage, tl1e S\varm nonelbeless never misses and the damage is pbysical, 

making resistance unlikely. Spell poinl cosl is 4. Damage is 5 poinls plus an extra 1 - 3 

poinls for every ski ll rank. Experts and Maslers recover more quickly. 

Stone Skin increases tbe armour class of a cbaracter by 5 for 4 minutes, plus an extra 

five minutes for every skill rank. Cost to cast is 5. Experts up the time limit lo an extra 15 
minutes for eve1y skill rank. Maslers extend the power to affect your entire party. 

Blades fires a rotating, razor-thin metal blade at a single monsler. This spell can miss: 

tbe cbance it'll even l1it relies heavily on the caster's i·an1 of Eartl1 Magic skill. Cost is 8 

spell points and requires recovery. Damage is 1 - 5 points for eve1y skill rank. The chance 

that it will lut is your skill ranking times 5. Experls and Masters recover more quickly. 

Stone to Flesh, J cast in lime, removes the curse of being lurned to slone from a 

cl1aracter. The caster's ski ll and rank in Spirit Magic determine l1ow lon g tbe dire condition 

can be present before tl1e spell loses effectiveness. After that, tl1e only way to remove tl1e 

condition short of Divine Intervention is lo visit a temple. Stone lo Flesh cosls 10. Its 
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eHecliveness is based on skill rank times 3 minules of stone duration. Expeits' eHectiveness 

is their skill ran1 times l10urs of stone duration, while Masters exlend tbat lo days. 

Rock Blasl releases a magical stone into the world, a slone that will explode either 

wben il comes into contacl witl1 a creature or when enougb lime passes, causing damage in 

a radius of 20 feet. Tbe rock will bounce and roll until il finds a resting spot. Be careftJ; 

anyone can be caught in the blast. This spell costs 15 poinls, and needs bme to recover. lls 
damage is between 1 - 8 poinls per skill rank. Experls recover more quickly, wbile Maslers 

a re even faster. 

Turn to Slone lemporarily lurns a target to stone for 5 minutes for every skill ran1. 

Tl1ese stone statues are invulnerable to any sort of attack. Cosl is 20 spell points. Experts 

keep Ll1ings rocky for 10 minules for every skill ran1, Maslers 20 minules per skill rank. 

Some recove1y required. 

Deatb Blossom fires a magical slone far into tl1e air, causing a very powerful 

explosion with a radius of -±0 feet wben it lands. This spell can only be used outdoors, costs 

25 poinls, and requires lime lo recover. Damage is 20 poinls, wilb an extra 1 point for every 

skill rank. Experls recover fasler, afler causing an explosive radius of 60 feel; Masters need 

less time lo recover, and exlencl tbeir damage lo 80 feel. This spell is for the open 

cmu1hyside, not indoors in your living room parlour. 

.Mass Dislorlion increases the weight of a single target enormously for an inslanl, 

causing significant internal damage equal lo 25% of tbe monsters hil poinls plus anod1er 

2% per ran1 of Eartl1 Ma;jic skill. The bigger they are, Lbe l1arder tl1ey fall. Spell point cost 

is 30, and is ve1y tiring. Experts and Masters recover more quickly. 

Spirit Spells 

Spirit Arrow launches an arrow of pure energy. Highly useful, but 

apl lo miss unless you study Spiril skill Lo an adequate level! It costs l 
spell poinl lo cast, and you'll bave to wail a sl1orl time before you can 

use il again. Expect it to do 1 - 6 poinls of damage on your foe. At 

Expert level, your recove1y will be faster. At Masler level, it can be cast 

al no cosl. 

Bless cbaraclers lo increase their chance of hilling monslers in hand-Lo-hand combat 

and witb missile weapons. A cbaracters bonus lo bit is increased by 5, wbicb lasls for 4 

minutes, plus an extra 5 minutes for eve1y skill rank. Tl1e cost to cast this blessing is 2 spell 

poinls. Experts' duralion is an exlra 15 minules for eve1y skill rank; Masters casling this 

spell affect all cbaraclers al once. 

Healing Toucb beals a single cl1aracter, reslori.ng a small number of bit points: 3 - 7 

points based on skill. Cost is 3 spell points. Recovery is moderale, but eacl1 skill rank will 

reduce lhal time. An Expert's healing mends 5 - 11 hit poinls, wbile a Masler bandages 7 

- l3. 
Lucky Day lemporarily increases a single cl1araclers luck slalislic by l 0, plus an 

exlra 2 for eve1y skill rank. Tl1is lasts for 1 hour for eve1y skill rank, costs -± spell poinls, 

and requires a recoveLy lime. Experls add an exlra 3 poinls of luck for every skill rank. 
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laslers spread the luck around lo all lhe cl1aracters in your party. 

Remove Curse, if cast in lime, removes a curse from a cbaractcr. The caster's skJl 

and rank in Spirit Magic determine bow long the dread condition can be presenl before lhe 

point of no relurn. After tlrnt, d,e only way lo remove the condition shorl of Divine 

Intervention is to visit a temple. Remove Curse cost is 10, and time is spenl recovering. Ils 

effectiveness is based on skill ranking limes 3 minules of cursedness. Experls effectiveness 

is their skill rank limes hours of cursedness, whJe Masters can extend that lo days. 

Guardian Angel sels up a compact with Ll1e Higber Powers lo resurrect your 

characters. Should tl1ey die, tl1ey ' ll be returned to life with 1 hil point and deposited at the 

last temple you vLited. The price for this service is ba1f of the gold your cl1aracters bave witb 

them al the lime of death. Cosl is 8, recove1y lime is significant. Experls bring back all 

characters al lialf their hit poinls al lime of death. Masters arrange il so all characters relurn 

witb full bit points. Tbe cost in gold doesn't cliange. 

Heroism increases by 5 tbe damage that a character does with a successful attack. 

This cosls 10 spell points, and the easier must rest; ii lasts for 4 minutes, wilb an extra 5 

minutes for every skill rank. Experls gel an. extra 15 minutes for eve1y skill rank, Masters 

affect all the characters in your parly. 

Tum Undead forces all Undead Monsters in sight of the spellcasler lo flee. They'll 

be back wben Uie spell runs oul: 3 minutes, plus an extra 3 minutes for eve1y sl~ill rank. 

Cosl for this scallering is 15. Experts and Masters will recover fasler. 

Raise Deacl, if cast in lime, restores a cbaracler to life. Tbe casler's skill and rank in 

Spirit Magic detennine how long tl1e cl1aracter can be worm food before the point of no 

relurn. After that, the only way lo revive the corpse short of Divine Intervention is to visit 

a temple. Raise Dead cosls 20. Its effectiveness is based on skill rank limes 3 minutes of 

death. Tl1is magic will leave your character in a weak condition for a full day. Experts can 

make tl1e spell work for one bour of Jeal], times 11,eir skill rank, wl1ile Masters can extend 

that lo days. 

S l1ared Life comlJines tbe life force of your characters and redistributes il between 

them as evenly as possible. AJI current !,it poinls are totalled, and 1 extra !,it point is added 

for every skill rank. The cost for this averaging is 25, tlie recove1y time is ve1y significant. 

Experls add 2 extra hit points for every skJl rank, Masters add 3 exlra. 

Resurrection, if casl in lime, removes tl1e eradicated condition from a character. The 

caster's skJl and rank in Spirit Magic determine how long tbe cliaracter can be dead before 

the poinl of no return. After tl1al, the 01Jy way to revive tbe corpse short of Divine 

Inlervenlion is lo visit Temple Stone. Resurrection cosl is 20, is the most exhausting spell 

recounted so far. Tts effectiveness is based on skill rank limes 3 minutes of eradication. 

Experts can revive a cliaracler who l1as been eradicated for one hour limes the easier' s skill 

ranks, wl1ile Masters can extend that to days. 
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Mind Spells 
i\leclitalion temporarily increase, a single cl,aracters personality 

and intellect slatislics by 10, plus an exlra 2 for every skJl rank. This 

will lasl for 1 hour for evc1y skill rank and carries a cosl of 1 spell poinl. 

Experts add an exlra 3 points, wl1ile i\lasters affecl tl1e enlire party. 

Remove Fear removes tl1e fearful condition from a character if tl1is spell is cast in 

time. The caster's skJl and rank in Mind Magic determine ],ow long the charach!r can be 

paralysed by fear before the poinl of no return. Afler tlrnt, the only way lo lift the curse 

sl10rl of Divine Tnlervenlion is lo visil a temple. Remove Fear cost is l, recovery time is 

required. Its effectiveness is based on skill rank limes 3 minutes of being afraid. Expeits can 

revive a character who has been fearful for one l10ur limes the caster's skill rank, while 

Masters can extend dial lo days. 

Nind Blast fires a boll of mental force guaranteed lo hit any target and damage dial 

monsters nervous syslem. Expect 5 points of damage, with an extra 1 - 2 points for eve1y 

skill rank. Cost is 3 spell points, recove1y l:ime is moderate. Experls and Masters are 

progressively faster to recover. 

Precision temporarily increases a single characters Accuracy slalistic by 10, with an 

exlra 2 for eve1y skill rank. T],b lasts for 1 hour fm eve1y sl~ill rank. Cost is 4 spell points. 

Experts add an extra 3 per rank lo Accuracy, whJe Masters extend the spell to tl1e enlire 

parly. 

Cure Paralysis, it casl in time, removes paralysis from a cl,aracter. The caster's skill 

ancl rank in i\lind Magic determine how long a characler can be immobile before the point 

of no reh1rn. After tbat, tl1e only way to get him moving short of Divine 1ntervention is to 

visil a temple. Cure Paralysis cos! is 5, and requires recove1y. lts effectiveness is based on 

skill rank times 3 minules of paralysis. Expe1ts can revive a characler wbo l1as been 

paralysed for one hour times lhe caster's skill rank, whJe Masters can extend that to days. 

Cl1anm calms a single targeted creature and removes any hostile feelings it l1as lowarcls 

your characters, an effect 11,al lasls for 3 minutes for every skJl rank. If this creature lakes 

any damage, il will immediately become l10stile again. So be nice. Cosl is 8 poinls, recove1y 

lime is moderate. Experls double the effect's duration, wl1ile i\lasters quadruple it. 

Mass Fear causes all creatures in tbe spellcasler' s line of sight lo flee in fear, a 

cowardly condition lasting 3 minutes for every skill rank. [fa creature takes damage wlule 

under tbe influence of tl1is spell, the spell will be broken. Mass Fear will not work on 

l1ndead creatures. Tbis spell coots 10 points. Experts and Masters recover more quickly 

tban Apprentices. 

Feeblemind removes die abJily of a largel lo casl spells unLJ this spell wears off; 

Feeblemincl will lasl for 5 minutes per eacl1 skJl rank of the spellcasler. Cosl is 15 points. 

Experts recover from casting more quickly, Masters fasler still. 

Cure Insanity removes die lainl of insanity from a cl1aracler if this spell is casl in 

lime. Tbe caster's skill and rank in Mind Magic determine how long a character can be 

whacko before the poinl of no relurn. Aft.er U1al, die only way lo relurn sanily sborl of 
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Divine fntervenlion is to visil a Lemple. Cure Insanity cosl is 20, its recovery time is 

significant. lls effectiveness is based on skill rank times 3 minutes of insanity. Experts can 

reslore a cbaracler who bas been al lacked for one l1our times tbe caster 's skill ranking, while 

Masters can extend that to days. 

Psychic Shock targets a single creature witb mind-damaging magic: 12 points of 

damage, plus an extra 1 - 12 poinl,; for every skill rank. Cost is 25. Recovety lime depends 

on your level of expertise; Experts and Maslers have the advantage. 

Telekinesis lets your cbaracters avoicl lraps by manipulating objects - switd1es, chests, 

doors - from a safe distance. Tbe distance and strength of Telekinesis is detetmined by a 

characters skill in Mind f\lagic. Cool i,; 30, and il is exhausting. Expert's Telekinetic powe1· 

is based on cloubling their skill rank in slrengLh, Masters on lripling them. 

Body Spells 
Cure Weakness, if cast in time, removes weakness from a 

cbaracter. Tl1e casler's skill and rank in Body Magic determine how long 

the a characler can be debilitated before tbe poinl of no relum. After 

that, the only way to gel strength back is to resl. Cure Weakness' cost is 

1, ils recove1y lime is moderale. Its effecLiveness is based on skill rank Limes 3 minutes of 

weakness. Experts can revive a cliaracler wbo has been weakened for one l1our limes the 

caster's skill ranking, while Maolers can extend that to days. 

First Aid reslores 5 l1it poinls on a single target: Cosl is 2, recovery moderate and 

reduced for every level of skill. Experls heal 7 points of damage, .Maslers heal 10. 
Protection from Poison increases all your cl1araclers' resislance to Poison: l point of 

resislance for evety rank of the caster's Body t>lagic skill. Cost is 3 points, recove1y time is 

moderate. Tbe Protection lasts for 1 110ur per skill rank. Experts double tl1e resistance, 

whJe Masters triple il. 

Harm slams a single crealure with completely reliable magical damage. 8 points of 

damage are guaranteed, \Vith an acldilional 2 points of damage for eve•)' skJl rank. Cost is 

,J,, recovery is nominal. Experts and Masters recover fasler. 

Cure Wounds heals 5 l1il points on a single Larget, plus an exlra l - 2 points of 

bealing for evety skill rank. Cost is 5 spell points, some recove1y is requirecl. Experl and 

1'-lasters recover faster. 

Cure Poison, if cast in time, removes the toxic condition from a characler. Tl1e skill 

and rank in Bocly Magic deLermine 110w long the a characler can be poisoned before Lhe 

point of no return. After tbaL, the only way Lo purge the system sl10rl of Divine Inlervention 

is Lo visit a temple. Cure Poison cost is 8, its recovet)' time is significanl. I Ls effectiveness 

is based on skill rank times 3 minutes of being poisoned. Experts can cure a character who 

has been poisoned for one hour Limes Ll1e casler 's skill rank, while Maslers can exlend d1a L 

Lo days. 

Speed Lemporarily increases a single cl1aracters Speed slatistic by 10, with an eld:ra 2 

for every skill rank. Cost is 10, wiLb a moderate recovery time. Experts increase the Speed 
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statistic by an extra 3 for eve1y skill rank, while Masters can haste all characters in the party 

at once. 

Cure Disease, if casl in time, removes the diseased condition from a character. The 

caster's skill and rank in Bocly Magic determine how long a character can be infected before 

tbe point of no return. After that, tbe only cure sl10rt of Divine Intervention is to visit a 

temple. Cure Disease cost is 15 and requires some recove1y. lLs effectiveness is basecl on skill 

rank times 3 minutes of disease. Experts can cure a character who has been cliseased for one 

hour Limes the caster's skill rank, while Masters can exlend thal lo days. 

Power temporarily increases a single characters Endurance statislic by 10, with an 

extra 2 for every skill rank. Cost is 20. Experts increase tl1e Endurance and Might of a 

cbaracler by an exlra 3 for every skill rank, while Maslers can increase the Enclurance and 

Might of all characlers in Lhe parly al once. 

Flying Fist cannot miss and it pummels an opponenl with 30 points of clamage, plus 

an extra 1 - 5 of damage for every skJl rank. Cost for thie hammering is 25 spell points, 

and the caster needs some lime for recovery, Lhough less if you are Expert or Masler. 

Power Cure reslores hit points Lo all characters in your party al once: 10 poinls of 

healing, plus an extra 2 for eacb skJJ rank. Cost is 30, recovety is quite significant. Experts 

and Masters recover more quickly. 

Light Spells 
Create Food makes food, but only works if you have less real food 

than the spell creates. For a cost of 20 spell points, you can create one 

day worth of food plus your Light magic skJJ divided by 10. Recovery 

lime is moclerate. Experts double tbe skJJ effect; Masters triple the skill 

effect. 

Golden Touch converts a single item in your inventoty inlo gold, with a worth equal 

lo .J,0% of the items actual value. For eve1y rank of LigbL Magic skJl, Lhere is better chance 

that tl1is spell will succeed. Take care, for if the spell fails, the item is broken. Cost is 25, 

recovery takes time. Experts will make a conversion worth 60% of Lhe items value; Masters 

will net a value of 80%. 

Dispel Magic removes all helpful spells on all monsters in sight. This bit of trickery 

costs 30 spell poinls; recovety is moderate ancl mitigated somewhat by t11e caster's spell 

rank. Experts and Masters recover faster. 

Slow is a spell l frequently used as a chiJcl. Wben cast for 35 spell points, it will halve 

a monsters speed and double its time to recover. Tbe effect lasts for one minute for each 

skill rank of Light magic. Experts and Masters will recover more quickly. 

Destroy Undead only works on those blaspl1emies, calling upon the power of the Gods 

Lo undo the evil magic tbaL exlends their unnatural lives. 16 poinls of damage, plus an exlra 

1 - 16 points of damage for eve1y skill rank. Cost is 40. Recovety lime varies, being shorler 

for Experts and Masters. 

Day of Lhe Gods simultaneously casts Power, Meditation, Speed, Lucky Day and 
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Precision on all your characlers, and Guardian Angel for one easy cosl of .J.5 spell points. 

Ain't magic convenient? The spell lasls one day, and its effed is to casl all tl1ose spells at 

twice the caster's Light Magic skill lo tbe characters' statistics. fu1 exhausling spell! Experts 

cast all six spells al 3 times Ligbl Magic skill, Maslers al 4 times. 

Prismatic Light can only be cast indoors, and inflicts damage on all creatures in 

sight: 25 points of damage with an extra 1 point for every skill rank. Cost is an affordable 

50 spell points. Recovery lime is shorter for Experts and Masters. 

Hour of Power simultaneously casls Haste, Heroism, Sl1ielcl, Sloneskin, and Bless 

on all your characters, adding twice tl1e spellcaster's ligbt Magic skill to their statistics. 

Cost is 55, recovery is significant. Experts cast d1e block of spells at 3 times light Magic 

skill. Masters make it happen al 4 limes. 

Paralyse disables a monsler for 1 mi.nule for every skill ranking. Paralysed monsters 

may be freely attacked without fear of reprisal. Not fair, perhaps, but satisfying. Cost is 60, 

recovery is moderate. Experts and Masters will recover faster. 

Sunray is the second most devastaling spell you may acquire. Harnessing die light of 

lhe sun and concentraling il on one palhelic creature, Sunray meles oul 20 poi.nls of 

damage, witl1 an additional l - 20 poinls for every skill rank. Tied directly to that distant 

source, Sunray only works outdoors and during the day. Cost is 130. Experts and Masters 

recover more quickly. 

Divine lntervent-:ion calls upon the heavens to l1eal your characters of all damage, 

restore your spell points, and remove all adverse conditions. This is available once per day, 

only during the rising or setting of tbe sun, and the gods exact a price on tl1e spellcaster, 

aging him 10 years in addition to a spell poinl cost of 70. A great deal of recovery time is 

needed, tbough less witb eacb rank of skill. Experts can call upon Divine Inlervenlion lwice 

per day, Masters tbree times. 

Dark Spells 
Reanimate will allow the caster to "raise from the clead" any 

monster or NPC, depending on their original hil points and the caster's 

skill in Dari, magic. Don'l lry lo use this on a disinlegraled friend; it 

will only work on a visible corpse. It costs 20 spell points lo cast. 

Experts and Masters can reanimate corpses with bigl1er bit points. 

Toxic Cloud creates a poisonous cloud of noxious gases in front of the spellcaster and 

sends it slowly away from your characters, dealing out 25 points of damage, plus an extra 1 

- 10 poinls per skill rank. Tbe cloud remains intact until something runs i.nlo il. It costs 

30 spell points to conjure. Recove1y time is necessary, tbough less for Expeits and Masters. 

Mass Curse curses all monslers in the sight of tl1e caster for 1 minule per skill rank. 

Cost is 40, recovery time is moderate. Experts' curses last 2 minules per skill rank, while 

Maslers' lasl 4 minutes per point. 

Shrapmetal fires a 3-sbot blast of bot, jagged metal in front of tbe caster, striking 

any crealure tbat gets in tbe way and inflicting 6 points of damage, plus an extra 1 - 6 

points of pain per skill rank. Cosl is 50, recove1y is minimal. Experls recover faster, and 
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unleasl1 5 sbots per casting. Masters recover even faster, and set loose 7 sbots al a time. 

Shrinking Ray reduces even the grandest of monslers to more manageable sizes . 

Apprentices will reduce a creature lo one l1alf of ils normal size, and this shrunken monster 

will only deal out one half ils normal damage. This effect lasls for 5 minutes per rank of 

the spellcaster's skill, carries a cost of 60. Experts shrink monsters by two-tbirds (botb size 

and damage), while Masters qi1arler a beast's size and damage. 

Day of Protection simultaneously casts Proleclion from Fire, Electricity, Cold, 

Poison, and Magic on all yoUl' cl1araclers, plus Feather Fall and Wizard Eye. The slalislics 

added equal 2 limes the spellcaster' s skill rank. Tb is spell costs 70, and lasts for one day. 

Experts add 3 times tbe spellcaster ' s skill rank, Masters acid -! times in statistic increases. 

Finger of Deatl1 attempts lo immediately slay a single creahire by stripping its soul 

from its body. Cbarming. Finger of Deatb l1as a 3 % chance per skill rank in Dark Magic 

of working . Cost is 80, recovery time is moderate. Experts get tbeir cbances upped to -!%; 

J\lasters improve tl1eir odds all the way up to 5%. 

Moon Ray heals your characlers and damages all monsters in sight. For eve1y skill 

rank, this spell delivers l - ,I. poinls of damage to your enemies, and restores an equal 

number of bit poinls to all cbaracters in your party. This is Lhe only spell tbat harms all 

monsters i.n sight and aids your party. Moon Ray is restricted to working outdoors and in 

tl1e moonlight. Cosl is 90. Recove1y is required, Lhougb less for Experls and Masters. 

Dragon Breath is tbe most powerful damaging spell you may acquire. Il empowers 

tbe spellcaster to exl1ale a cloud of loxic vapours tbal targels a single monster, but also 

damages all other creatures wil11in a 10-foot radius. Cost is 100, clelive1-ing 1 - 25 points 

of damage for every skill rank. Recovery time is significant, but less for Experts and Masters. 

Armageddon is tbe Lown killer, in!licting 50 points of clamage plus 1 point of damage 

for every rank of Dark Skill your cbaracter has to eve1y crealure on tbe map, including all 

your cl1aracters. It can only he casl once per day, and only outdoors, without cost in spell 

points. Quite exhausting, really. Experts can use Am1ageddon twice per day, while Masters 

can unleash it 3 limes in one 24-hour period. 

Dark Containment is a myste1y even to me. I have glimpsed it but once. Little more 

is known about tl1is powerful, allieit mysterious, spell. Learning its secrets is not for the 

weak, or the fainl of beart ... 
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FIRST QUEST 
WALKTHROUGH 

You've been confronted wit.h a great deal in a short lime, with a greal ordeal yel lo 

come. Are you up to facing the challenge? Tbe responsibility? Only you know that answer, 

and you better be bonest with yourself. Because out tlJere in tJ,e real world - Enrotli, nol 

tbat mundane illusion you call "home!" - it's going to be you calling the shots. And once 

you've gathered a party of adventurers, it's their lives on your head J you lake a left turn 

into tl1e wrong dungeon. 

I won ' t be tbere to hold your band. At best, the advice bere is a scbooling. r can only 

share tbe knowledge to take you to tl,e next level. What I offer bere is a small glimmer of 

clairvoyance lo guide you in your firs! steps into a strange, new land. 
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'EVER\ ' MAN IVANT.S TO KNOIV 
THE FUTURE ... UNTIL lfE SEES lr'/IAT CRUEL 

DESTINYT//E FATES HAVE IN STORE! SOME GO 
MAD WfTH FEAR ... OTllER.\' WITHER AND DIEAS 

THEY ARE DEPRlVED THE TJIRTLL OF 
SURPRISE! I HAVE LOOKEDAHEADATIVIIAT 

YOU CAN EXPECT TO FACE ... BEIVARE THE 
JIEAVY PRICE 

OF KNOWING TOO MUCH!' 

Your pa1ty begin;; their journey facing tbe South Gale of the city of Iew Sorpigal. All 

vou possess are tbe meagre weapons and spells your adventurers have brought and food for 

:,[ besl a few days. You will arrive witb tbe knowledge of your immediate pasl: mere l10urs 

before, you drove away a pack of goblins from Lbeir filtb-ridden camp, a dealblrap where the 

monsters staged their atlacks on ignorant travelers. An10ng tbe bones you found a handful 

of gold, King Roland's original five letters ... and on the body of a traitor named Sulman, 

one otJ.1er, far darke1; piece of conespondence. 

This vile conspiracy - between the Temple of Baa 's King of the Devi ls and tl1is 

murdered fool Sulman - is only tl1e meres[ bint of tbe menace facing tl1e very soul of 

civilisation. But you can Lake advantage of tl1eir scheming with some cunning of your own. 

T l1is lasl letter relates where the lraitor is lo go for his reward, and the word be must speak 

lo claim il for his own. Go lo tbe Lonely Knight Tavern, and seek oul Andover Polbello. 

Talk lo l1im about the letter, and be'll give your pa1ty a tidy sum of gold. It's blood money, 

yes, but you can wash it clean by using it to finance tbe starl of your good cause. 

Gold always burns a bole in my robe: l'm quick lo spend il! Don'L be frivolous in your 

purchases, bul T suggest now would be a good Lime lo visil the local armour shop and outfit 

your cl1araclers <vitb some protective gear. Start a conversalion witb the armorer : eager for 

business, he'll be quick lo speak of Lhe services he can offer your parly. 

Pass your mouse pointer over any ilem in slock, and Lbe eager armorer will talk price; 

a right-click on the ilem wi ll provide more information on the ilem, and a left-click will 

make tl1e purcbase. Click once too often and you'll be oul of gold before you know it! Some 

of your cbaraders arc ill-suitecl to certain types of proleclion: sorcerers, for example, can 

not use (so don' t wasle money on) plate armour. Once an adventurer l1as purchased some 

armour, it becomes parl of their personal invenlory. View an invenlo1y by first :ielecling a 

cbaracter; then click a second time to conjure up a magical view filled with detailed 

infonnation about yoll1' adventurer. C lick the tbird button from t.be left lo delve into Lheir 

personal inventory of goods and supplies. Equip their armour - that is to say, make it 

available for them lo use as proleclion - by first picking il up (left-click); then left-click 

Lhe item over tbe full figure image of your cl1aracter. 

\'Xlith eve1ylbing now in position for your advenh1re to tru ly begin, tl1is is an excellent 

time lo preserve tbe condition of your party! Tl,e unique nature of your inleraclion with 

Enrolli allows you the privilege of freezing a moment in lime and bolding il safely within 

your Silicon Scry. Sbould a terrible mishap befall your adventurers, il is possible to reclaim 

that moment and once more continue tbe quest for the Mandate b:om that point. Save tbe 

status of your advenlure by clicking the Disk bullon on your main adventure view: tl1is 

materialises a small window providing several mechanical opera lions Lo keep you connected 

to Enrotb. Click the button d1al proclaims "Save Game" (tbe gods treat us as such 

playtbings!); slots will appear before you in which you must lype a name that identifies this 

moment. Once tbis is done, click tl1e cl1eck box, or press the ENTER key lo continue. l l's 

wise Lo use this power frequently ... albeil responsibly! 

Explore ew Sorpigal's other sbops and distraclions, but don't get loo distracted from 

the cause at hand. And take care nol to wander inlo the wilderness quite yet. There are 
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dangers just ove1· the city line tl1al your party is, for tl1e moment, almost certa inly Jl­

equipped to deal witk .. let alone survive. ShotJd you ignore my words and e:qierience 

destruction and hurnJialion first hand, you can restore your parly lo one of the earlier limes 

that you so wisely saved. (You were wise ahoul il, weren't you?) Once more click Lhe Disk 

button, and from tbere cl1oose " Load Game" to select from your preserved moments. 

Enough wandering! There's time for that after you've saved Lhe world! \'isil the City 

CouncJ. They'll have a qucsl wailing - tl1cy always do - something lo lesl your mettle. 

1alk lo the Clerk ahoul Gohlinwalcl1 1 the Abandoned Keep soulhwesl of town Lhat the 

CouncJ would like to put hack into use. Preventing tl1at urban renewal are tbe goblins and 

otber evils that bave taken up residence. If you can clear the beasties out, your patty is 

welcome lo whatever tl1ey find inside. 

The clerk will provide a key lo Goblinwalch: on to il! Bravery counts: walk right up 

lo the fronl door and walk on in. (Attitude doesn't hurt at a time like this!) Tl1ere 's danger 

just abead: now would be the perfect time to p1·eserve your party's silualion ... just i.n case! 

J;,ke a right. .. follow the corridor ahead. T1y nol to scream wben the giant rat allacks! 

Sl10w the abomination no mer y. Click the first of your characters lo allack, and Lhen click 

the monster ilself! A fighter will do all in their power to strike a killing blow. Tf your strategy 

is lo unleash magic on the beast, firsl select the magician - dick the cbracter - and then 

C01 TROL-click the rodenl-devJ with your mouse. If their readied spell is a deslruclive 

one, Lhat rat is one slep closer lo dead. 

Leave the rodent's corpse behind, continue down Lhe corridor, and let your 

imagination nm wild as to wl1al's in those 12 vaults in the room abead. Could he 

lreasure ... but it could also be poison ... or even more rats! Search Lhe room - f1ght for your 

party's life, if need be - jusl make sure you find the scroll thal contains a secret pallern of 

16 buttons. This solution opens a special door: you find it by proceeding from the front of 

tl1e keep directly through the door in front of you; from tbat point make a left. Open Lhe 

door using the scroll pal tern - and, if you' re smart, use your power to save dus moment 

in lime - and gel back lo Tew Sorpigal. 

Your adventurers are no doubt wounded! So, wben you gel back to lown, bave tbem 

resl on the sheet: there's no shame in Lhat. Click the Rest button on your window into 

Enroll1, or Louch Ron your keyboard: either will allow your party a cl1ance to recuperate. 

In tbe morning, go back lo the City Council and get your reward from the clerk. Ilinl: use 

the fountains in town for "specia l surprises". 

You l1aven' t hnisl1ed 1vilb the Abandoned Keep, you know: there's more treasure -

and danger - lo be found in its dank walls. l\'ew Sorpigal bolcls another dungeon (to the 

norlbwesl) worth your attention, as well: look on the map I've provided you. And wben 

you're ready, the rest of the world wails to tbe Wesl...but it doesn't wail long: the Temple of 

Baa is moving fast! 

The experience your party faced in the Keep is measured by a form of what might be 

called "points." (Tbe higher powers like lo lreal us mere mortals like game pieces!) As your 

adventurers gather an increasing number of points, they liave tl1e rigl1t even tbe 

responsibility - to present tl1ose al a Training Centre. There's one in ew Sorpigal, 
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certainly. There, learned men will evaluate and consider and pontifica te and - welJ, the 

impodanl thing is that, witl1 enough points, a character in your parly can increase their 

ranking for one or more skills. The higher the rank, tbe bcller the guarantee of success, 

whether that skill be for politics, bartering, or kJJing. H mm ... bard lo tell tl10se apait, 

sometimes. In any case, lrisit the Training Grounds, speak with d1e trainer, improve your 

pa1ty's standing .. . and their cl1ances. 

Remember, tlus is the very shortest of looks ahead in your adventure! There may be 

twists and turns along Lhe way I cannot predict, and you alone will have lo deal with. Or die 

trying. 

Wl1al lies beyond that fu·st horizon no man can say .. . 
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Entertainment. Documentation Phou ld nol he o..·opied, reprocluced, lransl.tted or transferred, in whole or in part and in wha tever 

f ... mn. witlwul prior written J~reemenl of l 'h1 Sufi Enll'rtainmenl 

Tll lS SOFT\X'AR[ PROGRA.\I, TlllS CD AND ITS DOCUME'ITATIO ' ARE SOLD AS TllEY STAND. 
OCTSIDE THE GUARA'-IT[[ PERIOD'- r NI En' DAYS CONCER'-11'-IG \"<Y ,\l.\Nl'FACTL'RI G DEFECT Or 
TllE CD, l"b; sorr [. TERT.\IN.\l["<T \X'lLL OT EXTE D .\NY OTll[R Gl ·\R,\\/T[[ CONCERl\/G TlllS 
Pl<OGRAM, llllS CD '<Ok ITS DOCl".\l[NTATIOl'<, BE IT \X'RlITE LR \'ERBAL, DIRECT OR IMPLIED. 
l\/CLUDl "IG BllT \X'ITllOl'T Ll.\11TATIOI\ OF TllE ABO\'[, Gl'ARANTEE AND CONDITIONS OF 
MARKETl'-10 AND CS[ roR Sl'[ClrtC Pl'RPOS[S EV[N TllOl 'G H Tll [ COMPANY \IAY llA\'E BEE 
11\f' RMED or Sl'Cll 11::.L SIMIL\RLY. YOI' SllALL B[ E TIRED' RESPO 'SIBLE f'OR ANY RISKS 
RELATIVE TO l'TILISATION, RESl .LT:3 ,\t\D P[RFORMANCE or TI ll S SOFT\X'\R[ PROGRAM, OF TI ll S CD 
A. DTllE oocnt[t\TATIOi\ l 1hi sorr E'\TERTAINMENT SllALL IN 0 E\'ENT BE LIABLE TO YOL' ORA 
TI llRD PA.Rn' FOR l '-IDIRECT OR CONSECl1T l\'E DAMAGES, NOR SPECll' IC DAMAGES RELATIVE TO TI IE 
0\X''-l[RSlllP. Tit[ l 1SE OR Tll[ \X'RONGf'trL L1SE or TlllS l'RODl'CT A ' D. WITlllN Tll[ LIMITS 
PROVIDED BY L\\X', DAMAGES IN CASE OF BODILY I ' )l ' RY. EVE . 1r l 1hi sorr I !AS 1l[[1 I FOR~l[D or 
Sl "Cll POSSIBLE DAMAGES OR LOSSES. TI I[ BtrYER W'llOLLY ACCEPTS TllAT. l 'J CASE OF LEGALCLAl~I 
!CONTRACT. PRE)l 'DICE, OR OTll ERJ TllE LIABILln' OF l·b, SOFT ENTERTAI. .\\ENT SllALL NOT EXCEED 
Tit[ PRICE VALl'E ORIGINALLY PAID FOR Tit[ Pl1RCI IASE or Tll[ l'RODl 'CT 

59 



60 




