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Ohis Book

The Adventurers’ Guide To Role Playing is written to provide you with an
introduction to this game—covering the general sorts of t}lings one should
know about computer role laying and the Might and Magic system. The other
book, the Player Manual, fxas all the nitty gritty info about how the interface

worlzs, statistical tables, and such.

Role Playing in the World of Might and Magic VII
What is a role playing game? Well, consider this example:

You are a swordsman in a world where magic works and medieval
technology is state of the art. Your king has asked you to deliver a sealed
message to his cousin, a baron who ru?es the mountain territories. The
journey will take several (lays l)y {:oot, and takes you across a deep river

orge, which would be otherwise impassil)le were it not for a narrow
Eri ge. Paclzing food, water, the message scroll, and your sword, you set
off. You travel without event until you reach the bridge,

When you arrive, you find a war party of goblins preparing to cross the ~
l)ridge from the opposite side. They are heavily armed and, as you
know from past experience, no friends of your people. You uietly
duck behind some rocks while you consider your options. Shoucid you
wait for them to pass and continue your journey? Run back and warn
your lzing? Confront the go})lins to find out WKat t}ley're up to? Set
up an ambush? What do you do?

“What do you do?” is the essential question of a role laying game. Players
take on the parts of characters and must decide what t ey do in reaction to
new situations as tl'ley occur—yvery much like improvisational acting. In the
case of Might and Magic VII, the characters involved are lznights, thieves,
wizards, and other adventurers who live in the magical fantasy world of
Erathia. In the game, you control the actions of a group of four characters as
they travel tl'lrougl'l the world.

Ohe Story
An uneasy peace has fallen uf)on Erathia. When the human lzing, Nicolas

Grypl)onl‘leart, died, great battles were fought as the elves, hinterland tribes
and other factions aﬁ made their moves to take advantage of the ensuing
turmoil (This is all resolved in Heroes of Might and Magic® I1I). Things have
settled for the moment, and hopefully for a long time.

No Ionger consumed with running a war, Lord Markham has turned his
attentions to other pursuits. Among them has been the organizin of a great
contest. Scant as it is on information, his invitation has nevertl'ljess proven
an irresistible draw to a certain small, and sligl'lt]y down on its luck, party of
adventurers. Gathering their meager equipment, tlley board the sl'lip provided
by Lord Markham anj set sail to Emeralg Island, the site of this contest.

Ohe Party

Your four characters make up the party and travel togetl:xer as an inseparable
group, o{:{;ering a unified front to the world. By sharing the strengtf

covering the weaknesses of individual members, the party can be quite effective
in facing the widest variety of cl'xauenges. Each character can specialize in a
small area of skills and abilities and count on the others to do what he or she
cannot. Thus the thief can picl:z the locks, the sorcerer can work migl)ty magic,
and both can count on the knigllt's strong sword arm and the archer’s keen
aim to protect them from attaclzing enemies.
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Before you start the game, you will have an o portunity to create your party
Ly ciioosing and moclifying its character members. Each character has their
own race, class, attri]:)utes, and skills as described ]:)elow.

Each character can be from one of the following four races:

Humans

The great generaiists among the four player races, Humans migiit not be
the strongest, fastest, or smartest cl-iaracters, but tl—iey also don’t tend to have
any particular weaknesses. Their pioneering nature has led them to spreacl
their settlements tiirougl'iout the land, mucE to the cliagrin of other races.

Elves

Elves have cievelopeci their culture around values of aesthetic refinement.
While tixey are not the most piiysically powerful of people, Elves do tend
towards iiiglier intelligence and have great l—ian(i/eye coordination. Elves
usuaily live in their own communities built in ilarmony with woodland
settings.

Dwarves

Another race, Dwarves, keep to themselves in mountain settlements. The
generations spent perfecting their mining and stoneworizing crafts have given
members of the Dwarven race naturaily liigiier levels of strength and
endurance. They also tend to have weaker eyesigiit and to move at a slower,
more deliberate pace.
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Goblins

Malzing a reiatively more recent appearance in Erat}lia, the Goblins have
quicizli' established themselves and control vast regions of the wild
hinterlands. They are a warrior race possessed of great strength and s eeci,
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but as such have not spent a great eal of energy developing either their
intellectual frotential, nor their sense of civility. In other worcls, t}iey tend
to rub people the wrong way.

(Classes

Each character in your party has a vocation, or class. There are nine to
choose from.

Knight
Knigl'its are specialists at {ighting. Tliey excel at the use of weapons,
Farticularly the sword and sFear, and can wear any armor. While tiiey cannot

earn to cast magic speils ot any sort, they can learn a wide variety of other
martial and a(iventuring skills.

S orcerer

Sorcerers are specialists in the use of the elemental magics of Earth, Air,
Fire, and Water, which gives them a gooti range of powerful offensive
capal)iiities. Since tiley are little concerned with milita pursuits, they tend
to be less durable than other cl’xaracters, and can o y figlit with staves,
daggers an(i l)ows, and can only wear leather armor.

Thief

Thieves excel at stealing, cietecting and disarming traps, and other
underworld skills. While tiiey are not specialists at combat, tiiey can hold their
own in a {‘igl'lt, and are able to use a Wige range of weapons and armor. As tlley

ecome more experienced, tiiey can learn the rudiments of elemental magic
speu casting.

Monk

Monks train themselves in the arts of unarmed combat and self-
(ievelopment. Tiiey can deliver powerful blows with their fists and can ciocige
attacks with great success. At iiigl'ier levels of acivancement, monks can learn

the fundamentals of Mind, Spirit and Bociy magic.
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Paladin

Paladins are warriors in the service of a holy order. Their skills combine
those of fighters and lloly men. Tluey can use all weapons and armor, and can
also cast the spells of Mind, Spirit and Body magic. At the llighest levels,
tlley can also dabble in Ligl)t and Dark magic.

AI'C}‘ICI'

Archers specialize in the use of rangecl weapons—l)ows and crosshows.
While they can use other hand-to-hand weapons, they are best with the two-
handed spear, which is goocl because tl—ley can't carry a shield. Nor can they
use armor heavier than chain mail. Tl’ley can use Elemental magic, and at

lmigl'ler experience levels, Dark and Ligl‘lt magic.

Ranger

Rangers are individualistic woodsmen, and jacles-of—aﬂ-tracles. Tlley can use
any weapon except the mace, can wear any armor save plate, and can learn all

magic except for Light and Dark. Beyon that, tlley can learn all other skills.

Druid

Druids are priests of naturalistic orders who concentrate on the leaming of
magic. They can cast all magic types except for Light and Dark spells. Like
sorcerers, they tend to be a bit agile, and can use only a few weapons,
tlwuglm, unlike sorcerers, they can use shields and maces.

Cleric

Clerics specialize in the learning of magic of the self—Mind, Spirit and
Body. They do possess martial abilities, but may only wield staves, bows, and
maces. Tlley can wear leather or chain armor, and can carry a shield.

Attributes

Each character has numerical values that describe how strong, fast, smart,
charismatic, and lucky they are. These statistics are called attributes. The
higher the number of the attribute, the greater the trait in the character.

Might
Migl'xt is a measure of a character’s raw strength. It mostly comes into play

when figurinf1 the clamage done in hand-to-hand attacks, so this is a lzey
attribute for 'ghters.
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Endurance

A character’s endurance reflects how ph sica toug}] the character is. It
affects how much damage he or she can ta[:e. Wﬁll(:‘ this is important for all
characters, it is particularly important for [igllters.

Intellect

This indicates a character’s abilit[\lr to reason and understand complex
ideas. Intellect affects how many spe Jpoints (a measure of magical energy)
sorcerers, archers, rangers, thieves and druids have.

Personality

Personality reflects a character’s charm and strength of will. Tt affects the
number of spell points for clerics, paladins, rangers, monks and druids.

Accuracy

Accuraci: is a measure of l'xancl/eye coordination, and affects how often a
character hits what he or she aims at in combat. This is important for ﬁghters
and archers, particularly for bow use.

Speed
A character’s speed 1:a.tin%1 affects how quiclaly they perform actions—like
how often tlley can cast spells and swing weapons.

Luck

Luck is a subtle factor that ties into many things. It most visil)ly affects how
much damage characters take from traps an how resistant they are to
magical attacks.
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Hit Points

Hit points represent how much damage a character can take. How many
each has is ciepenc]ent on his or her level, class and endurance. When a
character is hit i)y a sword, gets blasted i)y a spell, or falls off a cliff the
damage is reflected as a reduction of hit points. If a character runs out of hit
points, he or she can become unconscious or die.

Spell Points

Spei] points indicate how much magicai energy a character has. Each speil
costs a certain amount of speli oints to cast. The more powerful a speil, the
l'iigiler its cost. A character's spe ] point maximum is i)aseg on ciass, ievel, and
bonuses based on personality and/or intellect.

Armor Class

Armor class indicates how difficult a character is to hit. Many factors
affect armor class, but primarily it is an indication of what type of armor is
i)eing worn.

Skills

Some actions require that characters possess certain skills before tiiey can
periorm them. Eagi-n character starts the game with four skills—which skills
depemis on their class. New skills can be learned from teachers found
tilrougimut the land. Each character’s skill has a skill level (a numerical
vaiue) and expertise level (normal, expert, master or rand master). Skill and
expertise advancement are described in Character ACF

Weapon Skills

In order to use a weapon, a character must possess skill in that type of
weapon. Thus, in order to use a broadsword, saber or rapier, a character has
to have the Sword skill. The weapon skills are Sword, Staff, Dagger, Axe,
Spear, Mace and Bow. The Unarmed skill is used l)y characters when tiiey

ave no weapon in hand.

Armor Skills

As with weapon skills, characters must have the proper armor skill before
tl'ley can don a particular item of protective gear. The armor skills are
Leatiier, Ciiain, Piate, and Shield. Docige skill increases the armor class of
unarmored characters. No particular armor skill is needed to wear helmets,
boots, cloaks or gauntiets.

vancement.

8

N

”\

il

Magic Skills
Each siell is part of a particular school of magic’s lore. In order to cast a

speii, a character must possess the matcixing magic skill. The skills are Fire
Magic, Earth Magic, Water Magic, Air Magic, Botiy Magic, Spirit Magic,
Mind Magic, Ligl'lt and Dark magics.

Miscellaneous Skills

Alcllemy: Allows a character to mix complex magic potions.

Arms Master: Improves a character’s genera] abilities with weapons.
Body Building: Increases a character’s hit points.

I(lentify Item: Allows a character to know what an item does.

Identify Monster: Characters with this skill can gain l:znowiedge about the

creatures tiley face.

Learning: Gives a character an experience point bonus (see Character
Advancement) :

Disarm Trap: Gives a character a chance to remove traps without setting

them off.

Meditation: Increases a character’s spell points.
Merchant: Improves a character’s dealings with si’xoplzeepers.

Perception: With this slzi.u, characters can sense traps, hidden doors and
treasures, and tiiey take less (iamage from traps when ti'ley go off.

Repair Item: Allows a character to repair ciamageci equipment.

Stealing: Characters with this skill can piiier items from silops and peop]e.

W
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i Magic

Magic is a l')ig part of playin the game. Your characters can learn spells and .

cast tliem, dri otions, ancf use items enchanted with magical properties.
Magic effects can tll:) tlxings like cast bolts of li litning at monsters, give the party
special knowledge of their surroun(iings, give jiarac’cers protection against harm,
heal disease ancF cause damage.

Learning and Casting Spells

Your characters each carry individual spell books. When ’tliey learn spells,
they write them in their sp:i_lylsoolz. Spells are learned from special items called
learning books. Each leaming book contains one spell. Suci is the nature of
the transference of magical lznowle(ige that a book can only be used once. The
l-znowledge imprints itself on the reader and then is gone. Once a spell is
transferred to a character’s spell l)oolz, l'iowever, the character can cast that spell
without it vanisl'iing because the spell is now powere(l directly l)y the character.

Each spell costs a certain number of spel.l points to cast. A character can only
cast a spell if he or she has the points to spen(i. Spell points can be regaine(l
l)y the ci]rinlaing of potions and l)y resting.

Potions and Scrolls

All characters can drink potions to receive a variety of magical benefits. For
example, a potion migllt heal lost hit points, increase a character’s migllt, or
act as an antidote to poison. Drinlzing a potion requires no particular skill.
Characters with the Alcliemy skill can mix potions from various potion
reagents found tllrougliout the game.

Scrolls also require no particular skill to use. Each scroll contains a single
spell and is imiued with the power to cast it. To cast a scroll spell a
cl:iaracter simply reads it. Once a scroll is read, it is used up and (iisappears.
Scrolls and potions can be found as part of treasure or purcliased from sl—xops
that deal in magical goods.

Magic Items

Many items in the game have been enchanted to give them special properties.
A magic sword miglit give its user a better chance to hit, or a piece of armor
miglit ive its wearer greater resistance to fire. Wands can be clfarge(i up with
magicej power, making them able to fire off spell effects, like casting fireballs
or rays of l:reezing cold. Very powerful items, called artifacts, are rare, valuable
and are usually one-of-a-kind.
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(Combat

Erathia is a place full of peril which often takes the form of hostile people
and creatures with whom you will JErequently have to do battle. Attacks in
battle can be broken down into three types: hand-to-hand, ranged and spell
attacks. Hand-to-hand attacks are made at close range using open fists or
with weapons like swords, clubs, spears, and maces. Range(i attacks use
weapons that fire proiectiles like bows and crosshows at distant targets.
Characters can only make ranged attacks if nol)ociy is ciirectly in front of
them. Spell attacks are made at either close or far range using spells cast from
spell books, wands, or scrolls.

Whether or not a given attack hits its intended target depends on a number
of tllings. At very long range, it may be possil)le to simpl)y move out of the
way of a rojectile as it is nying tl'n-ougli the air. Characters with the Doclge
skill can do the same tlling with all attacks regardless of range. A character’s
armor can also protect them from the impact of projectiles or blows. Finally,
characters have magic resistance which protects them from the damaging
effects of spells that hit them. Magic resistance can be increased l)y a number
of tllings inclu(iing racial characteristics, potion and spell effects, an
magic items.

Pllysical clamage is taken in the form of a reduction of hit points. A sword
strike, for example, migl'it do 15 points of damage when it hits. This means
that the creature that was hit by the blow now has 15 less hit points than
before. If a character runs out Of'l’lit oints, tliey either become unconscious
or die. Attacks may also produce other ill effects like paralysis, disease or
poisoning.

Healing of physical damage can be accomplished l)y resting. When
characters get a good nigllt’s sleep, tliey regain lost hit and spefl points.
Other damage may require the use of hea ing potions or spel s. There are
also healers lg

ocated tlirougl'iout Erathia that can heal damage for a fee.
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(Enemies

In its journeys, your party will encounter all manner of peoples and creatures
wi.uing to do Eattle— anatic temple guar(lians, bloodthirsty bandits, vicious
raiding parties, unfathomable monstrosities, and uncountable creatures out
for a meal. While you will have to discover for yourselt what waits for you out
tllere, here are a {ew tli'mgs you should know about the opponents you will

tace.

Animals

While most wilderness creatures have learned to laeep to themselves for their
own goocl, there are notable exceptions. Bats, rats, and sii(lers, for example,
can attack in great numbers. You will often find them in abandoned l)uil(lings
and other cavernous places.

Tlle Unclead

Raised l)y powers of necromancy, slzeletons, liCl‘lES, zoml)ies, and other
creatures raised from the dead serve the dark purposes of their masters. Many
sEells do not affect the undead. Others are (lesigne(i specil'ically to oppose
t

em.

Fantastic Creatures

Spirits summoned from ethereal realms, monsters animated ]:f' magic, and
creatures of mytl'r and legen(l abound. All must be cautiously ealt with for
tliey often possess special powers and immunities.
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Drag‘ons

Giant, tlying, armored, intelligent, aggressive re tiles that breathe great
Eouts of tire, cold or pure energy. Tlley don’t like to be disturbed. Be sure you

ave a very goocl reason if you do so.

Other Characters

You will find that many who oppose you will have the same powers and
abilities as your party members. Some will be quite powertul and, in fact, will
be some of your deadlier opponents.

(Exploring Erathia

The continuing game story is revealed as the party explores the land of
Erathia. It is important to talk to people you meet and to explore the towns,
castles and villages you find. By cioing these tl'xings ou find out about events
ha pening around you. While some people will reall,y have little to say, many
mﬁ have important lznowle(lge. Some will ask you to do tllings for them;
these tasks are called quests. Completing uests is a major part of the game.
Some quests are Sma(ll tl'iings and completing them l)rings small rewards.
Others cause bold clianges for your characters and the story.

Another type of place to
explore is ca l)e(l a
(lungeon. Dungeons are
places like aianclone(i
temples, enemy strong-
liol(l[;, ruined castles, and
other al;ovegrouncl or
subterranean lairs. Tl’ley
are places full of peril and
rewards. You are lilzely to
encounter large numbers
of hostile creatures and
ciangerous traps. You will
also find secret stores of

items.
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Promotion

CharaCter Ad\’ancement Each character class has different ranks. Characters start off at

the lowest rank and can be promoted to higher levels. Acllieving a
l'xigher rank allows the character to learn new skills, to learn skills
at higl’xer levels of expertise, and increases the number of spell and
hit points they receive at new experience levels. Promotions are

achieved By completing special quests.

= As you play, your characters develop. As they aclvance,
\ characters will receive new skills and become better at the skills
they alreacly possess. Tl’ley will also get more speu and hit points.
Characters receive experience points for doing things like [izilling
monsters and com leting quests. Once a character gains enough
experience points, ﬁe or she can train to advance a level by visitin
a trainingcI ﬁll Gainingfl nevi level givel::llia cl'laract(—.l‘: m(i:e speﬁ
points and hit points. They also gain skill points that they can ‘

spend on increasing their abilities with thep skills they possess. me Seas 0f
Consider the following example.

Gwendoleth the Archer is a new character with no ‘ (Erathia

experience points. She needs to gain 1000 points to quali{:y
for her next level of training. She kills a bunch of spiders and
rats, gaining 500 experience points, and then the party finds
an amulet that Edgar the Jeweler asked them to find for him.
They give the amulet to Edgar and everyone in the party

receives 500 experience points.
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Gwendoleth now has enoug}l points for the next level. The B
party visits the local village training hall where she pays for ~N
training. As a result, she gains three hit points and one more
spell point which will allow her to take more damage and cast
more speus. She also receives five skill points which she
spencls on advancing her Bow skill (improvin her accuracy
with the weapon) and on her Fire Magic slziﬁ (malzing her
Fire Magic speﬂs more e{:fective).

Jearning New Skills and Skill Expertise

| Each skill can be learned at different levels of expertise.
Characters initiauy learn skills at the basic or normal level. Normal
level skills are taugllt at various shops and guilcls found
throug}mut the game. Master teachers can teach characters to
advance their skill knowledge to hig}ler expertise levels—expert,
master and grand master. Aciieving higher expertise in a skill gives
characters extra benefits when tl'ley use that siill.
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