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Chapter 1 
Introduction 

"The thirst for adventure is the vent which Destiny 

offers; a war, a crusade, a gold mine, a new country, speak 

to the imagination ... " 

Ralph Waldo Emerson 

Natural History of Intellect 
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Introduction 
Might and Magi-c VII is New World Computing's latest addition to one of the most 

played and venerated computer role-playing game series of all time. Throughout its 

history, versions of Might and Magic have garnered a respectable stack of "best game" 

awards and a horde of loyal fans won over by its unique style of fantasy/science-fiction 

role play. 

In the game, you'll control a party of four characters in the land of Erathia. Each 

character can be one of nine character classes (Knight, Ranger, Cleric, Paladin, Archer, 

Thief, Druid, Monk, or Sorcerer) and one of four races (Human, Goblin, Elf, or 

Dwarf). Al; you explore the world, your characters will gain new skills and abilities that 

will allow them to face greater and greater challenges. To win the game, you must 

complete the tasks you're given by the developing story line. 

Players of Heroes of Might and Magic III will recognize that the story of Might and 

Magic VII continues from the end of that game. Queen Catherine Ironfist has put an 

end to a plot by the Necromancer's Guild. In the uneasy peace that follows, new 

boundaries have been drawn among the kingdoms of the Elves, Dwarves, and 

Humans. Your party comes into joint rulership of Harmondale, a territory whose 

ownership is in dispute. Your efforts to settle the differences between the interested 

parties leads you into thickening intrigue as old and new players emerge to make a bid 

for ultimate power. 



CHAFTE.R. ONE. 

How to Use This Book 
This book contains a combination of advice and information concerning play 

strategy, and walkthrough clues for all of the game's quests. 

Before you begin, you must create your party of adventurers. Chapter 2 examines 

this process. Chapter 3 contains general advice about adventuring-exploring, combat, 

towns, performing actions, and the like. As you play, your characters gain experience 

that will buy them new levels and skills. Chapter 4 looks at character development. It 
also contains complete spell and skill tables. 

Chapters 5 and 6 cover the land of Erathia. Chapter 5 looks at Erathia as a whole, 

while Chapter 6 is a travel guide to each region in the game. It contains complete 

indoor and outdoor maps, and clues for completing all quests. 

Chapter 7 has full statistics for all of the game's creatures and non-player characters. 

Finally, Chapter 8 looks at all of the various weapons, armor, potions, and other items 

that your party can find or purchase. 

Numbers and Formulas 
Veterans of role-playing games will recognize the way that certain numbers and 

formulas are represented in both the game and this book. For those less familiar with 

these conventions, here are explanations. 

In many places, you'll see entries such as, "the dagger does 3d4+ 7 damage." This 

style is a carry over from the paper-and-pencil role-playing games that predated 

computer role playing. In those games, random numbers are generated using dice with 

four, six, ten, twelve, or twenty sides. The "d" in "3d4" stands for "dice." Therefore, you 

can read the example formula as, "the dagger does an amount of damage equal to the 

number generated by three rolls of a four-sided die, plus seven." 

In the example, "the amulet gives the character who wears it + 5 Accuracy 

and -5 Luck," the "+5" and "-5" represent a bonus and penalty applied to 

the character's Accuracy and Luck attributes. If a character normally has an 

Accuracy of 12 and a Luck of 20, his or her Accuracy is increased to 17 and 

Luck is reduced to 15 after putting on the amulet. 

z 
-1 
0 
\J c 
n 
-1 
0 
z 



Chapter 2 
Party Creation 

You make some of the mosc imponant scrategic decisions 

before you accually start playing Might and Magic VII 
They occur when you create your party of four characters. 

During the party creation phase, you can customize each 

character's race, class, starting skills, and gender. Each 

choice you make will have particular significance during 

the early part of the game and can have far-reaching 

consequences throughout your adventure. 



CHAFTE.R. TWO 

Although your characters will gain new skills and other abilities as the adventure 

develops, it's important to note that you can't drop characters from or add them to your 

party. The party you start with is the party you play with for the entire game. A 

character's race, gender, class, and place in the party lineup are permanently set during 

party creation. 

This chapter discusses the various issues you should think about when creating and 

customizing your party. It starts by describing the various attributes, races, and character 

classes, and finishes by explaining how you can knit these factors together to create an 

effective party. 

When you start a new game, the 

Create Party screen appears. The four 

characters displayed make up the 

default parry, which includes a Knight, 

a Thief, a Cleric, and a Sorcerer. The 

default party is "ready to play," and 

can be used quite successfully. If you 

want to modify the party, or choose 

entirely different characters to play 

with, you do so using this screen. 

A character can be one of four 

races and one of nine character classes. Each character class has two starting skills that 

are permanently set and two that you assign from the Available Skills list. You also can 

add and subtract points from each character's attributes. Points you subtract from a 

character's attributes end up in the bonus points pool. Bonus points can be added to 

any character's attributes. 

After you're done assigning skills and adjusting attributes, you can start the 

game by clicking the "OK" button. 

5 
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Attributes 
Each character has seven attributes- Might, Intellect, Persona/fry, Endurance, Accuracy, 
Speed, and Luck. Attributes are numerical representations of a character's physical and 

mental abilities. The higher a character's attribute rating is, the better he or she is at that 

particular ability. 

For each attribute, a score of 13 is considered "average." Attribute racings above or 

below this value will convey bonuses or penalties, respectively, to applicable character 

actions. You can't avoid starting some of your characters with sub-average atrributes; 

there aren't enough bonus points to go around. 

The key to effectively modifying attributes is to make sure each character is srrong in 

those attributes that best serve his or her class. For example, Sorcerers have little need 

for Personality, bur rely heavily on Intellect. Raise a Sorcerer's Intellect by reassigning 

points from his or her Personality rating. 

Might 
Might affects how much damage a character does in hand-to-hand attacks. High Might 

ratings confer a bonus to the amount of damage inflicted by sword, mace, dagger, spear, 

axe, and staff blows. All characters can benefit from a high Might racing, but those that 

specialize in combat skills will make best use of it. 

Intellect 
Intellect reflects a character's ability to understand the abstract concepts of elemental 

magic spells-those of the Fire, Earth, Air, and Water schools. The character classes that 

use this type of magic-Sorcerers, Archers, Rangers, Thieves, and Druids-gain bonuses 

to their Spell Point total if they have high Intellect racings. Other character classes make 

no use of this attribute. 



CHAFTE.R TWO 

Personality 
A character's personal will and charm is reflected by his or her Personality rating. 

Personality is key to a character's ability with Spirit, Mind, and Body spells. Clerics, 

Paladins, Rangers, Monks, and Druids-the classes that use this "Magic of the Self"-gain 

a bonus to their Spell Point total. Others don't use the attribute. 

Endurance 
Endurance measures a character's physical durability and capability to take damage, so it's 

important for all character classes. High Endurance adds to a character's Hit Point total. 

It also measures how much damage a character can take before it dies. When a character's 

Hit Points are reduced to zero, it becomes unconscious. The character dies when its Hit 

Points are reduced to a negative value equal to its Endurance. Thus, a character who has 

an Endurance rating of 15 will die when its Hit Points are reduced to -15. 

Accurary 
Your characters' eye-hand coordination is represented by their Accuracy ratings. A high 

Accuracy rating will increase a character's chance to hit with hand-to-hand weapons and 

bows. It's particularly useful to classes that specialize in weapon use. 

Speed 
Characters with high Speed ratings will be able to perform more actions in a given time­

frame. Whenever a character performs an action such as casting a spell or performing a 

weapon attack, he or she must recover before performing another action. Having a high 

Speed rating allows a character to recover more quickly. Speed also affects Armor Class. 

Luck 
When characters are hit by magical attacks, they have a chance to take less 

damage based on their resistance to that particular type of attack (see 

Chapter 3). Luck acts as a bonus to resistance. Characters who have the 

Perception skill also use Luck when avoiding damage from traps. 

7 
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Attribute Bonuses 
The formula used to figure attribute bonuses and penalties is the same for all attributes 

as shown on the table below. Thus, a Luck of 15 conveys + 1 to resistance, and a 15 

Speed gives a + 1 Armor Class bonus and reduces recovery time by 1. Attributes can rise 

above 500, but convey no further benefits. 

Table 2-1. Attribute Bonus Table 

/11,;/111/1 \o,, f!o,111, /', ,1,1/11 

0 -6 
3 -5 
5 -4 

7 -3 
9 -2 
11 -1 
13 0 
15 +l 
17 +2 
19 +3 
21 +4 
25 +5 
30 +6 
35 +7 
40 +8 
50 +9 
75 +10 
100 +11 
125 +12 

150 +13 
175 +14 
200 +15 
225 +16 
250 +17 
275 +18 
300 +19 
350 +20 
400 +25 
500 +30 



Race 
Each of your characters can be from one of four races-Human, Elf, Dwarf, or Goblin. 

Race is primarily a factor in figuring a character's starring attributes. Goblins, for 

example, are fast and strong, bur nor as smart as other races. This is reflected in their 

high starting Might and Speed ratings, and low starting Intellect and Personality. Choose 

races for your characters based on how well each race's natural attributes strengthen a 

class' particular skill specialties. 

When you're adjusting character attributes, you will find that some attributes require 

two bonus points to advance them by one. Other attributes advance by two for each 

point spent. This information is shown on the following table. It's important to note that 

the benefits and penalties to each race's attribute advancement are only reflected during 

the pre-game party creation phase. During your adventure, all characters have equal 

opportunities to advance their attribute rating. 

Table 2-2. Race Table 

H11mall Elf Goblin Dwarf 

Attributes Min Start Max Min Start Max Mill Start Max Mill Start Max 

Might 9 11 25 5 58 15 12 § 30 12 I 14 I 30 

lmellect 9 11 25 12 30 5 15 9 11 25 

Personality 9 11 25 9 11 25 5 15 9 11 25 

E11dura11ce 7 9 25 5 58 15 9 11 25 12 § 30 

Accuracy 9 11 25 12 30 9 JI 25 5 15 

Speed 9 11 25 9 11 25 12 I 14 I 30 5 15 

Luck 7 9 25 7 9 20 7 9 20 7 9 20 

Attribute rrt{Uirrs 2 bonus poi11ts to raiH by one. /leJucing below slllrting valw '"'4s 112 point to bon11.s pool 

Attribute raises by 2 for each bo11us poillt spent. Reducing be/mu starting value adds 2 points to bonus pool. 

9 
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Humans 
Humans have the most balanced starting statistics, making them a good choice for 

those character classes that can gain solid combat and spellcasting skills. Thus, humans 

make good Archers, Rangers, and Clerics. They are also solid choices for the Monk and 

Thief classes. Humans start out with a small chance to resist Spirit and Body magic 

attacks. Their resistance against these types of magic is five (see Chapter 3). 

Elves 
Elves have starting bonuses for Intellect and Accuracy, and penalties to Might and 

Endurance. Their Intellect bonus makes them the best users of elemental magic, and 

thus great Sorcerers. You can increase an Elf's Personality to make them into a Druid, or 

their Accuracy to make them into solid Archers. Elves have a starting resistance of 10 

against Mind magic attacks. 

Goblins 
Goblins are strong in Might and Speed, but weak in Intellect and Personality. This 

makes them ill-suited for heavy magic-using classes, but the strongest combatants. The 

only class that can't learn any spell casting skills is the Knight. The Monk and Thief can 
learn some magic skills, but because they can't advance very far as magicians, you can 

play them in a more combat-oriented role as Goblins. Goblins start with a resistance of 

five against Fire and Air magic. 

Dwarves 
Dwarves are the sturdiest race in the game. Their high Might and Endurance potential 

makes them good candidates for fighting characters. If you choose them for this role, 

you'll have to increase their Accuracy. Dwarves start with a resistance of five to Earth and 

Water magic. 



CHAFTEXTWO 

Classes 
Of all the choices you have concerning your party's makeup, the character classes you 

choose will mean the most to its effectiveness in facing the challenges of an adventure. 

Although initial weaknesses in your starting party involving attributes, starting skill, and 

race selections can be overcome during the course of the game, you can seriously 

handicap yourself (or provide yourself with a greater challenge, if you want to look at it 

that way) by choosing the wrong mix of character classes. 

What differentiates one class from another is primarily a matter of what skills each 

can learn and to what level each can advance in the skills they learn. Although it's 

possible to win the game with a party specialized in a small portion of the game's magic, 

combat, and miscellaneous skills, it will be a difficult route to victory. So it's best to fill 

a party with a group of characters that can collectively master the widest range of skills. 

Characters initially gain a skill at the lowest or normal level of expertise. They can 

find teachers who can increase a skill's expertise to expert, master, and then grand master 

level. For each class description below, a skill is listed by the level of expertise the class is 

allowed to attain in it. 

Characters start the game with four skills at normal level-two are preset, and you 

may select the other two from a list of nine skills. The preset and available optional 

skills are different for each class. For more information on individual skills and skill 

advancement, see Chapter 4. 

At some point (as explained in Chapters 5 and 6), you'll have to choose whether 

your party is good or evil. This choice affects skill advancement for some character 

types. In the skill lists that appear with each of the character class descriptions below, 

information that applies to good characters is followed by "(g)" and that which applies 

to evil characters is followed by "(e)." 

I I 
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Knights 
Preset Skills: Sword, Leather 
Starting Skill Choices: Axe, Spear, Bow, Mace, Shield, Chain, Body Building, Perception, Armsmaster 

Combat Skills 
Can't Learn: 
Normal: 
Experc: 
Master: 
Grand Master: 

Magic Skills 

Can't Learn: 
Normal: 

None 
None 
Staff, Dagger, Bow, Unarmed, Dodge 
Axe, Mace, Leather, Chain 
Sword, Spear, Plate, Shield 

Fire, Water, Air, Earth, Spirit, Mind, Body, Dark, Light 
None 

Experc: None 
Master: None 
Grand Master: None 

Miscellaneous Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Meditacion, Idencify Irem, Idencify Monster, Stealing, Alchemy 
Disarm Trap, Learning 
Percepcion, Merchant 
None 
Body Building, Repair Item, Armsmaster 

The Knight character class is by far the most combat-oriented of all classes. Knights are 

the only characters who can't learn magic skills. On the other hand, they have the 

highest potential as hand-to-hand combatants, able to reach the grand master level in 

six skills that increase their ability to use weapons and/or take damage. They start with 

more Hit Points and gain more Hit Points per level than any other class. When less­

durable characters are taken out of action, it's more than likely that your Knight(s) will 

be able to see the party to safety. 

Your Knights will need good Might, Accuracy, and Speed ratings. Don't skimp on 

Endurance, but you can safely minimize their Intellect and Personality. For their two 

optional starting skills, choose from Armsmaster, Shield, or Body Building. Knights can 

become a grand master in. any of these skills. Pick up Spear later, after you have 

advanced their Sword skill. Once a Knight becomes a master in both of these skills, he 

or she can hold a spear in one hand and a sword in the other-a lethal two-weapon 

combination. You also may want to choose the Bow skill. Even though Knights can 

~ only become experts with bow weapons, their high Accuracy scores will make them 

good ranged attackers, particularly during the early game. 



Thieves 
Preset Skills: 
Starting Skill Choices: 

Combat Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Magic Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Miscellaneous Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

CHAFTE..R. TWO 

Dagger, Stealing 
Sword, Bow, Leather, Identify Item, Merchant, Perception, Disarm Traps, 
Dodging, Alchemy 

Axe, Scaff, Spear, Plate 
Shield 
Bow, Mace, Unarmed, Chain 
Sword, Dodge 
Dagger, Leather 

Spirit, Mind, Body, Dark, Light 
Fire, Water, Air, Earth 
None 
None 
None 

Medication, Identify Monster 
Repair Item 
Learning, Body Building, Alchemy 
Perception, Merchant, Identify Item, Armsmaster 
Disarm Trap, Stealing 

The most compelling reason to include a Thief in your party is that they're the only 

class that can become grand masters in Disarm Trap. Until you can develop a character 

capable of casting the master level Earth Magic spell, Telekinesis, Disarm Trap is the 

only way you have of opening trapped treasure chests without damaging your entire 

party. The Thief's other forte is Stealing. By swiping items from shops, you can give 

your characters better equipment than they would otherwise be able to afford. Beyond 

chat, Thieves are good fighters and have the ability to learn rudimentary magic skills. 

When adjusting Thieves' attributes, treat them like a combat-oriented class. 

They'll gain benefits from Might and Accuracy, and have no need for 

Personality. You may be tempted to give chem high Intellect for extra Spell 

Points, but remember that they can't advance far in magic use-an average 

Intellect is fine. Be sure to choose Disarm Trap as a starting skill, and then 

Merchant, Perception, or Identify Item if you have no other characters who 

can excel at these skills. Otherwise, choose Leather or Bow. 
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Monk 
Preset Skills: 
Starting SkilJ Choices: 

Combat Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Magic Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Miscellaneous Skills 

Can't Learn: 
Normal: 
Experc: 
Master: 
Grand Master: 

Dodging, Unarmed 
Staff, Sword, Dagger, Spear, Leather, Body Building, Perception, 
Identify Monster, Armsmascer 

Axe, Mace, Chain, Plate, Shield 
Bow 
Sword, Spear, Dagger 
Leather 

raff, Unarmed, Dodge 

Fire, Water, Air, Earth, Dark, Light 
Spirit (e), Mind (e), Body (e) 
Spirit (g), Mind (g), Body (g) 
None 
None 

Merchant, Medication, Identify Item, Repair Item, Alchemy 
Stealing (g) 
Stealing (e), Disarm Trap (g), Perception, Identify Monster 
Disarm Trap (e), Armsmaster 
Learning, Body Building 

The Monk is the only character that can be genuinely effective at unarmed and 

unarmored combat. Because armor and weapons increase characters' recovery time, the 

empty-handed fighter can get in more attacks in a given period of time. For other 

character classes, weapon use pros outweigh their cons. Monks, however, can gain a 

combination of combat skills that give them a deadly attack and powerful defense. 

This combination requires Staff, Unarmed, and Dodging at the grand master level, 

and Leather at any level. At this point, the Monk can gain the benefits of all these 

skills at once. If you follow the path of evil, Monks can gain the important Disarm 

Trap skill at the master level, making them a potential replacement for a Thief in this role. 

Like other hand-to-hand fighters, Monks will make good use of Might, Accuracy, 

Speed, and Endurance. If you plan to follow the path of good, you shouldn't skimp on 

Monk Personality because they can gain expert-level magic skills. If you don't have a 

Thief in your parry, choose Disarm Trap as a starting skill. Otherwise, select 

Armsmaster and Body Building for the combat advantages they convey-advantages 

your Monk will need to be effective during the early game. 



Paladin 
Preset Skills: 
Starring Skill Choices: 

Combat Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Magic Skills 

Can't Learn : 
Normal: 
Expert: 
Master: 
Grand Master: 

Miscellaneous Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

CHAFTE.R. TWO 

Mace, Spirit 
Sword, Dagger, Axe, Shield, Leather, Merchant, Repair Item, Body Building, 
Armsmaster 

None 
Staff, Unarmed, Dodge 
Axe, Spear, Dagger, Bow, Leather, Chain 
Sword, Plate 
Mace, Shield 

Fire, Water, Air, Earth, Dark (g) , Light (e) 
Dark (e) , Light (g) 
None 
Spirit, Mind, Body 
None 

Disarm Trap, Identify Item, Identify Monster, Stealing, Alchemy 
Perception, Learning 
Merchant, Medicacion, Armsmaster 
Body Building 
Repair I rem 

Paladins can develop a wide range of both magic and combat skills at the master level. 

With careful development, they can be one of the most effective character classes. 

Because they can learn so many different skills, it's also possible to make a Paladin jack­

of-all-trades-master-of-none. You should choose a set of skills from the myriad available 

for your Paladin to specialize in. 

When adjusting a Paladin's starting attributes, consider stealing some points from 

another character to give your Paladin solid Might, Accuracy, Speed, and Personality 

scores. You can minimize their Intellect, but don't reduce their Endurance or 

Luck. They start with Spirit and Mace, so don't choose other magic or 

weapon skills. Because they can reach the grand master level in Shield, give 

them that instead of Leather (be sure to give them Plate at the first opportu­

nity so they can have a complete set of armor). They can also become a grand 

master in Repair Item, so choose that if you want your party to have this 

skill. Otherwise, Body Building or Sword make a good 

second choice. 

15 
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Archer 
Presec Skills: 
Starting Skill Choices: 

Combat Skills 

Can'c Learn: 
Normal: 
Experc: 
Mascer: 
Grand Mascer: 

Magic Skills 

Can'c Learn: 
Normal: 
Expert: 
Mascer: 
Grand Mascer: 

Miscellaneous Skills 

Can'c Learn: 
Normal: 
Expert: 
Mascer: 
Grand Mascer: 

Bow, Air 
Sword, Axe, Spear, Leacher, Fire, Wacer, Percepcion, Armsmascer, Learning 

Mace, Place, Shield 
Scaff, Unarmed 
Sword, Axe, Dagger, Dodge 
Spear, Leacher 
Bow, Chain 

Spirit, Mind, Body, Dark (g), Lighc (e) 
Dark (e), Light (g) 
None 
Fire, Wacer, Air, Earth 
None 

Disarm Trap, Identify Item, Identify Monster, Stealing, Alchemy 
None 
Merchanc, Medication, Body Building, Repair Item, Armsmaster 
Learning 
Perception 

As you might expect, Archers excel at long-range combat. Although all characters can 

and should pick up the Bow skill, the Archer is the one character that can become a 

grand master in it. They also can master the elemental magic skills-Earth, Air, Fire, and 

Water-and Spear for hand-to-hand combat. 

The Archers' main attribute is Accuracy, which will increase their effectiveness with 

bows. They also require Intellect and Speed. Because they can become a grand master at 

Perception, choose this as one of their starting skills. Add Spear for hand-to-hand 

combat to complete the package. Alternatively, you could choose magic skills because 

they're expensive to learn in the game and give you extra starting spells. 



Ranger 
Preser Skills: 
Srarring Skill Choices: 

Combat Skills 

Can'r Learn: 
Normal: 
Experr: 
Masrer: 
Grand Masrer: 

Magic Skills 

Can'r Learn: 
Normal: 
Experr: 
Masrer: 
Grand Master: 

Miscellaneous Skills 

Can'r Learn: 
Normal: 
Experr: 
Master: 
Grand Master: 
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Axe, Perception 
Sword, Dagger, Bow, Leather, Body Building, Disarm Trap, Dodging, 
Identify Monster, Armsmaster 

Mace, Plate 
Staff, Unarmed 
Sword, Spear, Dagger, Shield, Dodge 
Bow, Leather, Chain 
Axe 

Dark, Light 
None 
Fire, Water, Air, Earth, Spirit, Mind, Body 
None 
None 

None 
Merchant, Meditation, Identify Item, Repair Item, Alchemy 
Disarm Trap, Learning, Body Building, Armsmaster, Stealing 
Perception 
Identify Monster 

Rangers can learn a wider variety of skills than any other character class. They can learn 

both self (Spirit, Mind, and Body) and elemental magic skills at the expert level, have 

access to good combat skills, and can learn all of the miscellaneous skills. As you develop 

a Ranger, you should follow the same guidelines for building a Paladin-concentrate on a 

few of their skills. Use your Ranger to fill gaps in your party's skill set. 

Depending on the role you want a Ranger to play, develop his or her attributes 

accordingly. Because they have good combat potential, give them strong Might and 

Accuracy scores. Rangers can gain Spell Point benefits from both Intellect and 

Personality, so avoid reducing these scores. For starting skills, definitely give 

your Rangers the Bow skill-after the Archer, they are the game's best bow 

fighters. They can reach the grand master level in Identify Monster, so you 

may consider giving them this skill depending on your play style (see Identify 

Monster in Chapter 4). Otherwise, Leather or a "gap 

filling" skill are good second choices. 

17 
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Cleric 
Preset Skills: 
Starting Skill Choices: 

Combat Skills 
Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Magic Skills 
Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Miscellaneous 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Mace, Body Magic 
Shield, Leather, Spirit, Mind, Merchant, Repair Item, Meditation, Alchemy, 
Learning 

Sword, Axe, Spear, Dagger, Unarmed, Plate, Dodge 
Staff 
Bow, Leather, Chain 
Mace, Shield 
None 

Fire, Water, Air, Earth, Dark (g), Light (e) 
None 
None 
None 
Spirit, Mind, Body, Dark (e), Light (g) 

Disarm Trap, Identify Item, Armsmaster, Stealing 
Body Building 
Perception, Identify Monster, Alchemy 
Learning, Medication, Repair Item 
Merchant 

The Cleric is the game's "self" magic (Spirit, Mind, and Body) specialist, and can 

reach the level of grand master in either Light or Dark magic depending on whether 

you follow the good or evil path. They also can pick up reasonable combat ability, 

and are the one class capable of reaching the grand master level in the highly desirable 

Merchant skill. 

Personality is the key attribute of the Cleric class. Because they also can fight, they'll 

make good use of Might and Accuracy (notice that they can pick up expert Bow). Be 

sure to give your Cleric the Merchant skill. After that, Learning, Repair Item, or Spirit 

are good choices. Just be sure to get them Shield and/or Chain as soon as you can. 



Druid 
Preset Skills: 
Starting Skill Choices: 

Combat Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Magic Skills 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 

Miscellaneous 

Can't Learn: 
Normal: 
Expert: 
Master: 
Grand Master: 
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Dagger, Earth Magic 
Mace, Leather, Water, Spirit, Body, Meditation, Perception, Alchemy, Learning 

Sword, Axe, Spear, Unarmed, Chain, Plate, Dodge 
Staff, Bow 
Mace, Leather, Shield 
Dagger 
None 

Dark, Light 
None 
None 
Fire, Water, Air, Earth, Spirit, Mind, Body 
None 

Disarm Trap, Body Building, Repair Item, Stealing 
Armsmaster 
Perception, Merchant, Identify Item, Identify Monster 
Learning 
Meditation , Alchemy 

Druids can master all self and elemental magic skills. They can also reach the level of 

grand master in Meditation and Alchemy. These two factors combined make them the 

most versatile magic-using class. As a further bonus, they can also master Dagger, and 

gain expert levels in Leather and Shield. 

Druids can gain Spell Point bonuses from both Intellect and Personality. They aren't 

going to excel at combat, so you can lower their other attributes, but don't go too far 

because they can fight in a pinch. For their optional starting skills, Meditation and 

Alchemy make solid choices. Alternatively, you can replace either with a second magic 

school skill or Learning. 

19 
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Sorcerer 
Presec Skills: 
Scarring Skill Choices: 

Combat Skills 
Can't Learn: 
Normal: 
Experc: 
Master: 
Grand Mascer: 

Magic Skills 

Can'c Learn: 
Normal: 
Expert: 
Master: 
Grand Mascer: 

Miscellaneous 

Can't Learn: 
Normal: 
Experc: 
Masc er: 
Grand Master: 

Scaff, Fire 
Dagger, Leacher, Air, Wacer, Earch, Idencify Icem, Idencify Monscer, Merchant, 
Alchemy 

Sword, Axe, Spear, Mace, Unarmed, Chain, Place, Shield, Dodge 
Bow 
Dagger, Leacher 
Scaff 
None 

Spirit, Mind, Body, Dark (g), Light (e) 
None 
None 
None 
Fire, Wacer, Air, Earch, Dark (e), Lighc (g) 

Disarm Trap, Body Building, Armsmaster, Scealing 
Merchant 
Perception, Repair Item 
Learning, Meditacion, Alchemy 
Identify Item, Identify Monster 

Sorcerers are the only class that can reach grand master level in the elemental magic 

skills. Like the Clerics, they can also reach grand master levels in Dark or Light magic. 

They're also the game's least-powerful combatants. This is okay because elemental spells 

can more than make up for this deficiency. 

Because they're so specialized, you can increase a Sorcerer's Intellect at the expense of 

other attributes. A good Speed rating will allow them to cast spells more 

frequently, and Endurance can make up for their Hit Point deficiency. Sorcerers can 

reach grand master level in Identify Item and Identify Monster. Definitely give them 

Identify Item, and consider giving them Identify Monster depending on whether you're 

going to make use of this ability (see Identify Monster in Chapter 4). You could also 

consider Leather to give your Sorcerer early game survivability, or a second 

magic skill. 
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Composing Your Starting Party 
Taking into account all of the factors described earlier in this chapter, what should your 

parry look like? The most efficient party should contain a mix of characters that give 

you access to the maximum number of skills at the maximum level of expertise. You 

want your party to be able to fight well, cast powerful spells, and deal with a variety of 

other adventure situations. 

Necessary and Desirable Skills 
All character skills will offer some benefit to your characters and party. Some, however, 

are more important. You should have your party start with the skills below or develop 

them as soon as you can. Alternatively, during the adventure, you can hire a non-player 

character with important skills that you're missing (see Chapter 7). 

Disarm Trap 

Many of the game's essential quest items, and most of its stores of gold, are contained in 

chests. Although you can equip your characters out of shops, chests are also valuable 

sources of weapons, armor, and other items. Unfortunately, many chests are protected 

by traps that damage all of your characters. To avoid this damage, you need to develop 

one character with the Disarm Trap skill. For this reason, you will need to have at least 

one Thief (best at the skill), Ranger, Archer, or Monk in your party. 

Perception 

Some items can only be found if your party includes a character with a high enough 

Perception skill. The same goes for secret doors and panels. Although this skill isn't 

absolutely necessary, you'll find it useful to develop one of your characters' Perception 

skill. Archers, Rangers, and Thieves are best at this skill. 
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Identify Item 

When you pick up an adventure item, it is initially unidentified. Unidentified items can 

be used, but you don't have any information about them. You can get them identified 

for you at shops for a price, but it really makes sense for one of your characters to have 

the Identify Item skill. This is more than an issue of convenience. Knowing what your 

items do will allow you to make important equipping decisions and save you all the 

gold you would otherwise spend on identification fees in shops. Sorcerers are best at this 

skill, followed by Thieves. 

Alchemy 

All your characters can mix basic potions, bur Alchemy is needed to mix any potions 

beyond that. Take a look at the potions section of Chapter 8 to see the many benefits of 

complex potion mixing. Druids and Sorcerers are best at Alchemy. 

Merchant 

If your parry doesn't possess the Merchant skill, you'll be severely taken advantage of at 

shops. The Merchant skill greatly decreases what a character pays for shop items and 

services, and increases what the character gets for items he or she sells. Although all 

characters can benefit from having this skill, you can get away with having a single 

Merchant specialist. Just make sure that he or she does all your party's buying and sell­

ing. Clerics can reach grand master level in this skill, and Thieves can master it. 

Eventually, you'll want to have all characters that can learn this skill do so to reduce the 

cost of advancing in levels. 

Class Mix and Skill Assignment 

If your parry is to be effective in a wide variety of adventure situations, it needs to be 

diverse. It makes good sense to have a mix of combat- and spell-oriented characters. It 

also helps to have a mix of characters capable of reaching the master or grand master 

levels in the widest range of skills-particularly in those listed above. 
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You also should pay attention when assigning each character its starting skills. Be 

careful to give characters skills they have good potential in. Avoid giving them ones 

they'll never be truly good at. For example, you can assign a Sorcerer the Merchant skill, 

but you shouldn't because they only hold it at the normal level of expertise. A better 

choice would be Identify Item, in which they can become a grand master. 

Another thing to consider when assigning starting skills is what it will cost for char­

acters to learn skills later in the game. Magic skills, Meditation, and Learning are more 

expensive than other skills. Characters that start with weapon, armor, or magic skills 

begin the game with equipment appropriate for the skill. 

Starting Party Examples 

Here are some examples of well-constructed starting parties. Many different mixes of 

attributes, skills, classes, races, and genders can be effective. A lot depends on your 

individual style of play. The key to making a party work is playing it with its strengths 

and weaknesses in mind. 

One thing to know is that there's a magic fountain located near the game's starting 

location that permanently increases the Luck of characters that drink from it. (See 

Chapter 6, Emerald Island.) Each drink increases Luck +2 up to a maximum Luck score 

of 15. It can be drunk out of eight times and then takes two months to replenish. If you 

wait on the island for a few months (there's no consequence to this), you can raise all of 

your characters' Luck to 15. Doing so allows you to minimize their starting Luck score 

on the Create Party screen. 

When you're playing, your characters will be arranged in a line. Where each charac­

ter is in the line does make a difference. The characters in the middle have a 

clearer shot at targets than those on the edges. You should place characters that are 

effective ranged attackers in the middle positions. Alternatively, you can place 

your best ranged attackers on one edge. This way, in tight quarters (like in a 

corridor) you can press the opposite edge against the wall to clear the way for 

your ranged attackers. 
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Knight/Thief/Sorcerer/Cleric: Modified Default Party 
The default party is very effective, 

but it can be improved. In this 

case, the Sorcerer is moved to a 

central position for a better field 

of fire. He also becomes an 

Alchemy and Identify Items 

specialist. The Sorcerer, Thief, 

and Cleric drop Leather in 

exchange for other skills-just be 

sure to pick up armor skills for 

them as soon as possible. Luck is reduced to take advantage of the luck fountain on 

Emerald Island. 

Knight/Monk/Sorcerer/Cleric 
Although this party shares three 

classes with the default party, it's 

a radical departure. Most notice­

ably, the Thief has been dropped 

in favor of the Monk. This 

change gives you more fighting 

ability. Also, the distribution of 

attribute points is more extreme. 

Magic skills have been chosen 

for the Sorcerer and Cleric 

because they're more expensive to learn than more mundane skills. If playing this party, 

you'll have to make sure to pick up important combat and miscellaneous skills quickly. 



Thief/ Archer I Archer I Cleric 
This party-centered around two 

Archers-specializes in long-range 

combat. The Thief adds a third 

bow to the mix, giving it three 

shooters right off the bat. At 

short range, the Thief and 

Archers engage with dagger and 

spear. Archers can master all four 

elemental magic skills, but you 

should have each concentrate on 
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only two to increase their ability with a smaller set of spells. The Cleric is along to act as 

Healer, Alchemist, and Merchant, and to cast self magic. 

Paladin/Druid/ Archer /Thief 
This party is based on character 

classes that can master effective 

combat and spellcasting 

skills-the Paladin, Druid, and 

Archer. The Thief is along to 

fight, disarm traps, identify 

items, and bargain at shops. If 
playing this party, be sure to 

pick up Body Magic for your 

Paladin on Emerald Island. Have 

him specialize in Body and Spirit magic. Split elemental magic expertise between 

the Druid and Archer. After you acquire good combat spells for your 

Paladin, Druid, and Archer, you'll have a party that is good at long- and 

short-range combat. 
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Chapter 3 
Adventuring 

After you get your new parry set up on the Create Parry 

screen, you're ready for adventure. The next two chapters 

are devoted to general advice for playing Might and Magic 
VII This chapter discusses traveling, dungeon exploration, 

towns, and combat. As you play, your characters will pick 

up experience points that will qualify them to gain abilities 

by advancing their character level. Chapter 4 deals with 

character advancement. 
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Receiving and Completing Qy,ests 
Might and Magic VII is played by 

completing a series of quests. There 

are two types of quests, ones that 

you receive from characters and ones 

that just "exist" in Erathia. 

Character quests are given to you 

in conversations with set characters. 

Set characters are those that appear 

when you enter doors to houses, 

government centers, throne rooms, 

shops, and the like. (An early exam­

ple of a set character is Lord Markham on Emerald Island. See Chapter 6.) 

When you receive a quest, it's a good idea to take notes. Although the game will 

automatically make an entry in your book of quests regarding what you have to do to 

complete a quest, the most complete information will come from the character that 

gives It to you. 

The quests that simply "exist" concern the mysterious obelisks and shrines located all 
over Erathia, and the ArcoMage card game you can play in taverns. For more information 

on these, see Chapter 5. 

Outdoor Adventure 
Your adventure in the Erathian outdoors takes place on square region maps. Each region 

represents an area important to the game's story. When you travel to the edge of a 

region, you are given the option to travel to the next region. If you do so, the game 

automatically takes your party across the unimportant areas and you immediately 

arrive on the next region map. A map showing how the regions connect to 

each other is in Chapter 5. 
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Within a region, you'll find towns, entrances to dungeons and other indoor locations 

mysterious obelisks, and many other interesting places to visit. But you must be careful 

as you explore. The Erathian countryside is a dangerous place, full of wandering creatun 

that won't hesitate to attack you. Each region is discussed in detail in Chapter 6, bur her 

are some hints on how to deal with situations you'll find all over Erathia. 

Towns 

Almost all regions contain towns. Towns usually contain houses, shops, taverns, 

government centers, training halls, and other services. Although it's possible to be 

attacked by hostile creatures in towns, you can generally think of them as places to rest. 

advance, and equip your characters between episodes of adventure. 

Shops and Services 

You can buy, sell, repair, and identify items at shops. Shops also teach new skills. Each 

type of shop deals with a specific type of item, like weapons or potions. Selling items tc 

shops is an important source of gold income. When you sell items, make sure to sell 

them out of the backpack of the character with the best Merchant skill. Have the same 

character make your shop purchases. He or she will get the best prices. To enter magic 

guilds, you must be a member. Memberships are available from characters in many 

houses for a nominal fee. 

Most large towns contain a tavern, temple, and training hall. You can buy food or 

rent a safe room to rest in at taverns, or play a game of ArcoMage if you have a deck of 
cards (rules in Chapter 5.) In the temples you can heal your characters and, by doing sc 

remove any conditions affecting them (see Character Conditions below). You also can 

donate money at temples to improve your reputation (see Reputation below). Training 

halls are discussed in Chapter 4. 

All shops and services teach new skills to characters who can learn them. The skill 

costs listed in the following table are the base costs for this service. Characters 

k with the Merchant skill will spend less. 
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Table 3-1. Shops and Services 

Armor, Gauntlecs, Shields, Helmurs Combat (armor use) 

Learning Books piri t, Mind and Body Magic; Learning 1000 

Guilds of Elemencal Magic Learning Books Fire, Water, Ai r, and Earth Magic; 1000 

Medication 

Alchemist Potions, Potion Ingrediencs Identify Monster, Alchemy 500 

Magic Shops Belcs, Capes, Helmecs, Scrolls, Wands, Boocs Identify !rem, Repair Item 500 

Potions, Rings, Gems, Learning Books 

Temple Heal your characters Unarmed, Dodge, Merchan t 500 

Tavern Food, safe room co resc in Disarm Traps, Steal ing, Perception 500 

Training Hall Train your characrers Body Building, Armsmascer 500 

Houses 

Enter all the houses you find and talk to the people inside. Nor only are house characters 

sources of valuable information, they also may be guild members or teachers. For a price, 

teachers will increase the skill expertise of characters (see Chapter 4). Guild members sell 

guild memberships, which the party needs to enter the Self and Elemental Magic guilds. 

House characters will often give your party quests. 

Banks 

Erarhia contains a network of banks. You can visit them and put gold into an account. 

Your party's account can be added to or drawn from at any bank in Erathia. Bank 

accounts pay no interest. Because you lose all the gold your party is carrying if your 

entire party dies, you can protect yourself from destitution by keeping some funds in 

the bank. Generally, though, it's simplest to keep your money with you and then re-load 

your last saved game if all your characters die 

Town Halls 
Many towns contain a town hall. You can pay fines that you've accumulated from 

failed thievery attempts (see Stealing, below). They also offer bounty hums. 

Bounty hums involve killing a specified creature and then returning to the 

hall by the end of the current month. If you do this, you'll collect a gold 

reward. If you want to do this, make sure to visit a town hall at the beginning 

of the month to give yourself the maximum amount of time to complete the task. 
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Stables and Docks 
~ Most towns contain stables and/or a dock. Both act as a region-to-region transportatio 

system. For a fee, they'll safely deliver you to a new location faster than you would get 

there on foot. This type of travel uses up no food, and the party arrives at its destinatio 

well rested. For a complete destination and time schedule, see Chapter 5. 

Indoor Adventure 
As you explore the Erathian country 

side, you'll come across entrances to 

caves, castles, dungeons, temples, 

and many other indoor areas. Most 

quests are actually performed 

indoors, but really, there's little 

practical difference between the 

indoors and outdoors in terms of 

playing the game. The Inferno spell 

only works indoors. Meteor Shower, 

Fly, Starburst, Sunray, and 

Armageddon only work outdoors. Night and day only occur outdoors, so indoor areas 

don't receive natural light. 

Party and Character Actions 
Moving 

There are many different ways to move your parry around. Here is a look at the rules 

that run the physical universe of Might and Magic VII, and how they can be broken 

J. using various spells. 
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Walking and Running 
Your party can move at one of two speeds-running or walking. Keep this in mind during 

combat, because it determines whether or not you can run away from monsters or catch 

up to ones running from you. The party's walking speed is 384, and its running speed is 

768. These numbers make the most sense if you compare them to the movement speeds 

of different creatures (see Chapter 7). 

By default, the game's keyboard controls are set up so that you run by holding down 

!Shift] while pressing the arrow buttons. Generally, it makes sense to run from location 

ro location, simply because it takes less game time (and real time) to get around. 

Because you'll spend most of your time running, turn on Always Run in the Game 

Options Control menu. When Always Run is on, holding down !Shift] makes you walk. 

You may occasionally find yourself blocked in by non-hostile creatures (like peasants) 

who are just standing in your way, preventing you from moving, or blocking doors. You 

can yell at them (by default, ~) to get them to move out of your way. 

Jumping 
ome barriers and small gaps can be jumped. On the default keyboard configuration, 

press 0 to jump. To give the party forward motion during a jump, you also must be 

running. You can use the Jump spell to increase the height of your jump. To use the 

spell to make a running jump: 

1. Open the spell book of a character that knows the Jump spell. 

2. Make Jump their Quick Spell by clicking on Jump and then press the Set 

Spell button. 

3. Close the spell book. 

4. Make sure that the character is the currently chosen one by clicking on his or 

her portrait. 

5. Run the party in the direction you want to jump using the arrow keys and 

simultaneously press [i) when you reach the place you want to jump 

from. Keep holding the[!) key through the jump to extend its range. 
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Falling and Slipping 
Gravity affects the party and monsters. Monsters don't take damage from falls, but you 

characters do. For every 10 feet that your party falls, each character takes 10 percent of 

their maximum Hit Points in damage. A fall of 100 feet or more will kill your entire 

party. The Feather Fall spell can be used to safely fall any distance. 

If your characters are standing on a steep hill, they'll slip as gravity pulls them dowr 

You can safely descend any surface that has less than a 90° slope by slipping down it. 1 

do this, walk carefully onto the slope and use the arrow keys to stay close to it as you 

slide down. Be careful not to jump away from the slope because you'll fall and possibly 

take damage. If the slope is steep enough, you won't be able to climb back up it, so be 

sure that you really want to go down before stepping off the edge. 

Crossing Water 

Normally, your movement is blocked when you come to the edge of a lake or river. 

However, you can move across water by making a running jump at the shoreline. This 

is a handy thing to remember because it will allow you to ford small streams and reach 

islands near shores. Use this with caution. Your characters take 10 percent of their 

maximum Hit Points in drowning damage every few seconds that they remain on ware 

This can be the death of your party if you fall into water and can't get out, so be carefu 

To safely cross water, use the Water Walk spell. 

Flying 
The Fly spell can only be cast outside, but it allows the party to, well, fly. Although 

there are only a couple of places where flying is necessary (in these cases, a Fly scroll is 

available), it's a very useful ability. Not only can you travel from place to place avoidini 

all natural obstacles, you also can avoid encounters with non-flying creatures. This will 

allow you to access some areas much earlier in the game than you would be able to 

otherwise. All these are compelling reasons to develop a character who can cast Fly 
~ (which requires the Air Magic skill at master expertise). 
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Teleportation 

Erarhia contains many doors and other portals that will teleport your party-often into 

situations of grave peril. It's a good idea to save your game before entering an unexplored 

releporter. The Water Magic spells Town Portal and Lloyd's Beacon allow you to return 

ro positions you have previously visited. Use them to return to places of safety. 

Invisible Movement 

Invisibility, a master-level Air Magic spell, allows you to sneak past monsters. This can 

make some impossible situations easy. It does, however, have its limitations. Your party 

becomes visible when it attacks, so you can't use Invisibility and kill monsters. 

Stealing 
Characters with the Stealing skill can attempt to pilfer items from shops and rob non­

hostile creatures. To have the active character attempt to do this, [Qfil}click on the item 

you want to steal (in shops) or on the creature you want to steal from. The chance of 

success depends on several factors. 

Stealing is Easier: 

• the higher the character's Stealing skill 

• the higher the Stealing skill's expertise level (major factor) 

• the better the party's Reputation 

the lower the cost of the item you're attempting to steal 

• the weaker the creature you're trying to steal from 

Stealing is Harder: 

• if you have failed a steal attempt from the shop or creature before 

• the more often you've tried to steal in the current region 

• if you're trying to steal from a tough creature 

• the more valuable the item you're trying to swipe 

• if the item is a weapon 
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Stealing Success/Failure 

If you succeed in stealing from a shop, you get the item. If you succeed in stealing from 

a creature, then you have a chance of getting a random reward: 

40%: 

30%: 

30%: 

Table 3-2. Random Reward for Successfully Stealing from a Creature 

Nothing 

An item carried by the creature (or gold if the creature carries nothing) 

Gold = (Stealing skill) x (Skill Rank) , Skill Rank is: normal = 2, 
expert =4, master = 6, grand master = 10 

If you fail to steal from a shop, there's a chance that you will get the item you were 

trying to steal, but you always get kicked out of the shop and can't enter it again for 24 

hours. If you fail to steal from a creature, then the creature will look upon you with 

disfavor. In either event, you're also assessed a fine. The amount of the fine depends on 

the toughness of the creature or value of the item-the tougher the creature or the more 

valuable the item, the higher the fine. 

You must pay your fine at a town hall before you can safely enter a castle. If you try 

to enter a castle while you have a fine, the castle guards will automatically take the fine 

from the money you're carrying and your bank account. If you don't have enough gold 

to pay the fine, you're party will be thrown in jail to pay for your crimes. 

Because the punishments for failing to steal are so high, it's a good idea to save yow 

game before making a steal attempt. If you reload the game and fail more than a couple 

of times, your character probably doesn't have the skill needed to succeed. You can try 

again later if the character gets a higher Stealing level, or if your party's Reputation 

improves. 

Disarming Traps 

Several treasures are stored in containers protected by traps. Each uap has a difficulty nurn 
her associated with it. For the trap to be disarmed, the character opening the chest 

(the active character) must have a Disarm Trap skill level higher than the trap's 
difficulty. If the character doesn't have sufficient skill, the trap goes off, damaging 

the entire party. Unfortunately, there is no way to know ahead of time what the trap': 
difficulty is. This is a good reason to develop a character with grand master Disarm 

Trap, which will give them the ability to bypass all traps 100 percent of the time. 

Once you've set off a trap, it's disarmed. You may open the previously 

trapped container safely. 
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Finding Hidden Items and Secret Doors 
The Perception skill is not actively used, rather it's applied automatically. Hidden items 

will be revealed only if you have a character with a high enough level of Perception. 

How high Perception needs to be for you to see a given item is preset in the game. 

Having a Perception grand master gives you a 100 percent chance of seeing all hidden 

items. Perception can reveal hidden doors, levers, and buttons. If they're revealed, you'll 

see them highlighted in red. 

Drinking from Wells 
You can have your characters drink from the wells located around Erathia. Most of these 

will have some effect on your characters-usually beneficial, but sometimes not. Each 

well's effect is explained in Chapter 6. 

Combat 
How effective your party is at combat is mostly dependent on your characters' attrib­

utes, combat skills, magic skills, and equipment. Regardless of how you play the game 

or develop your party, almost all of the challenges you face will require you to fight and 

defeat enemy creatures. 

The rules that govern Might and Magic VII combat are really quite simple. When 

you approach hostile creatures, they will attack you. Some creatures have missile attacks 

and can attack you from a distance. Those that don't have missiles must be near your 

parry to attack. Creatures with ranged attacks will try to engage you from a distance. 

Others will charge your party until they can attack. Your characters make ranged attacks 

with bow weapons and spells, and make hand-to-hand attacks with spells, empty fists, 

or held weapons. 

How often your characters or creatures can attack or east a spell depends on 

their Recovery rating. The lower a combatant's Recovery rating is, the more 

often they can attack. For each creature, this number is set. For your charac­

ters, Recovery depends on their combat skills, Speed, and equipment. 

Missiles from bow and spell attacks fly through the air toward their targets. 

If a target creature moves out of the way of the flying missile, the attack will miss. 

Hand-to-hand and missile attacks that reach their targets have a chance to do 

damage based on the target's Armor Class. Spell attacks that reach their targets do 

damage based on the target's resistance to that type of spell. 
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Most creatures will retreat if they take a large amount of damage. How much damag1 

they can take depends on their AI type. Creatures with Normal AI will retreat if they 

take 80 percent damage. Aggressive creatures will run if they take 90 percent damage. 

Suicidal creatures will never run, and Wimp creatures will run away as soon as hostilitit!! 

ensue. AI Type, Recovery, Armor Class, and other combat-related stats are listed for eac 

creature in Chapter 7. 

"To Hit" Formula for Weapons 
Whether a character's hand-to-hand attack does damage depends on his or her Attack 

Bonus and the target's Armor Class. For bow attacks, range is also a factor. Spell attack 

automatically hit targets they reach. 

Table 3-3. Range Multiplier for Ranged Attacks 

Shore 0 ro 40 feet 

Medium 40 ro 100 feet 1.5 

Long 200 ro 320 feet 2 

The Range Multiplier for all hand-to-hand attacks is 1. Formula calculation: 

1. attack number = (attack bonus x 2) + target Armor Class + 30 

2. defense number = (target Armor Class + 15) x Range Multiplier 

3. A random number between 1 and attack number is calculated. 

4. If (random number -1) is greater than or equal to defense number, then the 

attack hits. 

Damage and Resistance 
Spells do Air, Fire, Water, Earth, Body, Spirit, Mind, Dark, or Light damage dependin~ 

on what school of magic they belong to. Weapon attacks do Physical damage. If a 

attack hits its target, the target has a chance to take less damage from the attac 

if it has resistance to the type of damage the attack does. Some creatures are 

immune to certain types of damage, while others have attacks that do Energy dam 

age. No creatures or characters have resistance or immunity to Energy attacks. 
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If a character has resistance to a particular type of attack, he or she has a chance to 

rake half, quarter, or eighth damage from that attack. This is figured as follows: 

1. If the character has no resistance to the attack type, he or she takes full damage. 

2. Otherwise, a resistance check is made: Resistance number= Resistance+ 

Luck+ 30 

3. A random number is determined between 1 and the Resistance number. 

4. If the random number greater than 30, then the character resists the attack, 

otherwise he or she takes full damage. 

5. If the character resists, then a second resistance check is made. If it fails, then 

half damage is dealt. 

6. If the second resistance succeeded, then a third check is made. If it succeeds, 

then eighth damage is delivered. If it fails, then the damage is quarter. 

Real Time vs. Turn Based 
Pressing [Return] toggles the game between real-time and turn-based modes. In turn­

based mode, the game marks time in rounds. Each round has an attack phase and a 

movement phase. During the attack phase, each character and creature performs any 

acrions they are able to. How many actions a combatant can perform depends on the 

recovery time of each action. For example, a character with a high Speed using a light­

weight dagger might get two attacks in a round, whereas a character swinging a much 

slower axe might get only one. After all attacks are performed, then combatants get a 

chance to move a short distance. 

Which mode is best for conducting combat depends on the situation. Turn-based 

mode slows down the pace of the game so that you can make calculated decisions and 

precisely target attacks. Also, you can adjust your characters' equipment and even 

pass around items between each attack. On the downside, you can't move while 

your enemies are attacking. In real-time mode, you can dodge enemy missiles 

and spells, but they can dodge yours, too. 

Real-time mode is great for charging enemies to engage them with hand­

ro-hand fighting specialists. It's also good if you want to run away from 

nearby enemies so you can engage them with ranged attacks. If you want to 

perform a series of precise actions, turn-based mode is better. In most battles, 

you'll toggle between the modes as needed. 
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Character Conditions 
Your characters can be affected by a wide variety of conditions. These include, spells, 

some monster attacks, and drinking from wells, among other things. For example, they 

can become Drunk, Insane, Weak, or even Dead. Characters can be brought back to 

normal by healing them at temples or by having the correct healing spell cast on them. 

Generally, you should try to keep your characters in Good condition. If you don't 

have a character who has a strong mix of Mind, Body, and Spirit spells, and/or has the 
Alchemy skill, make sure you know the location of the closest temple. Condition­

affected characters will greatly weaken your party. There's an exception: Characters tha 

don't use magic can gain benefits from being Insane. This condition reduces the 

Personality and Intellect attributes used by spellcasters, bur increases Endurance and 

Speed, and doubles Might. 

The following table shows how various conditions affect character attributes. The 

numbers listed are percentages. 

Table 3-4. Condition Effects on Attributes 

(' ' ii I /' I " I" " 'I'', ti /1,,I (/fl/ 

Good {normal) 100 100 100 100 100 100 100 -

Afraid J20 50 50 100 50 120 100 Remove Fear 

Asleep 100 100 100 100 100 100 100 Awaken, resring 

Cursed 100 100 100 100 100 100 100 Remove Curse 

Dead 100 100 100 100 100 100 100 Raise Dead 

Disease I 60 100 100 60 60 60 100 Cure Disease 

Disease 2 30 60 60 30 30 30 100 Cure Disease 

Disease 3 10 30 30 10 10 10 100 Cure Disease 

Drunk 50 25 25 50 10 20 200 Resting 

Eradicated 100 100 100 100 100 100 100 Resurreccion 

Insane 200 10 10 150 JOO 120 JOO Cure lnsani ry 

Poisoned J 75 JOO JOO 75 75 75 100 Cure Poison 

Poisoned 2 50 75 75 50 50 50 100 Cure Poison 

Poisoned 3 25 50 50 25 25 25 100 Cure Poison 

Paralyzed 100 JOO JOO 100 JOO JOO 100 Cure Paralysis 

Stoned JOO JOO JOO JOO 100 100 100 Stone ro Flesh 

Unconscious 100 100 JOO 100 100 100 100 Resting, Hit Poincs abm~ 

Weak JOO 100 100 100 100 100 100 Cure Weakness, resring 

Zombie 100 1 I JOO 50 50 100 Temple 
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Good is the normal state characters are in when they're not affected by conditions. 

• Asleep characters wake after resting or being attacked. 

Cursed characters automatically fail attacks and spells 50 percent of the time. 

• Weak characters lose Hit Points over time. Their attacks do half damage. 

Poisoned and Diseased characters lose half their Hit Points the first time they 

rest after receiving the condition. 

• You can transform a Dead character into a Zombie by casting Reanimate on 

them. Zombies have half the Hit Points they would have when Good, and don't 

regain Hit or Spell Points 

during rest. 

Resting and Food 
Ir's important to have your characters heal and rest (also known as camping) at least 

once every 24 hours. If they don't, they'll become weak. Resting and healing restores 

losr Hit Points and Spell Points, and cures many conditions. Your characters can only 

resr in a safe place where no hostile creatures are nearby. Make sure that where you 

choose to camp will remain safe for eight hours. If hostile creatures chance upon your 

sleeping party, you'll have to face them with a single character until the others are 

awakened by being attacked or the Awaken spell is cast. 

Table 3-5. You can only heal and rest if you have enough 

Food Use by Terrain Type food to make camp. How much food is needed 
f111d/I/ 

Grass: 

Dirr: 

Road: 

Inside: 

Snow: 

Marsh: 

Was rel and: 

Dessert: 

I //(/rl I I/ 

I 

2 

2 

2 

3 

3 

4 

5 

depends on what terrain the party is standing on 

when you choose to camp. If you don't camp, food 

is used up at the rate of 1 unit per day. Table 3-5 

shows food use when healing and resting, by 

terram type. 

)> 
CJ 
< rn z 
-1 c 
7J 
z 
Cl 



Ff\IMA·5 OFFICIAL 5Tf\ATE.GY GUIDE. 

When you travel from one region to another on foot, food is used up. When you 

reach the edge of a region map, a display tells you how many days it takes to travel tc 

the next region. During such travel, food is used at 1 unit per day. If you have enoug 

food for the journey, your characters will arrive well rested as if they have camped. 

Otherwise, they'll arrive weak. 

Reputation 
Your party's Reputation affects how much it costs to purchase goods and services, anc 

your chance of success at stealing from shops and creatures. The game keeps track of 

separate Reputation value for each region of Erathia. This means that you can comm 

all sorts of vile acts in one area without it affecting what people think of you in anocl 

Likewise, the great deeds that you've accomplished won't mean anything to shopkeep 

in a place you've never visited before. 

The game thinks of your Reputation as a number. The higher your Reputation, tl 
more despised you are. The lower it is, the more liked you are. While you can't know 

exactly what your Reputation value is, you can estimate it based on the label shown c 

the Quick Reference screen. Table 3-6 gives the value associated with each label, whil 

Table 3-7 refers to how actions affect your Reputation. 

Table 3-6. Table 3-7. Action Effects on Reputation 

Reputation Value 
I /1• /1'(," ; .. 

Succeed ac Scealing: +I 

Hared: 25 or above Fail ac Stealing: +2 

Unfricnclly: 6 co 24 !Gil a Peasanc: +2 

Neutral: -5 co 5 Kill a Guard: +2 

Fricnclly: - 24 co -6 Complece a Quesc: -5 co -10 

Liked: -25 or below Donating ac a Temple: - 1 (only five rimes per region} 



Chapter 4 
Character & Party 

Development 

When the game begins, your characters are weak neophytes, 

barely able to survive an encounter with a couple of sewer 

rats. By game's end, they'll face and defeat mighty dragons, 

packs of titans, and hordes of mighty warriors. This chapter 

looks at how your parry becomes more powerful through 

character development. 
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As you play through the adventure, your characters gain experience points by completi1 

quests and defeating creatures. The tougher the quest or creature, the more experienc( 

points it is worth. Experience points gained by your party are distributed evenly amor 

all characters that aren't incapacitated (dead, stoned, or eradicated). Once a character 

gains enough experience points, he or she becomes eligible to train for the next 

character level at a training hall. At each new level, a character's Hit and Spell Point 

maximum values go up, and they gain Skill Points. 

You spend Skill Points to advance the levels of a character's skills. Once a character 

has a skill at a high enough level, he or she can learn that skill at a higher expertise lei 

(expert, master, or grand master) if the expertise level is attainable by his or her charm 

class. Holding a skill at a higher level and expertise gives a character many benefits (see 

Skills below). 

Each character class has four ranks: a starting rank, first promotion, and a second 

promotion-one for the path of light and one for the path of dark. Ranks are gained b· 

completing promotion quests. Gaining a higher rank increases how much it costs for 1 

character to train to the next level. Promoted Characters do, however, receive more Hi 
and Spell Points per level then they did at lower ranks. Higher ranks give characters 

access to new skills and allow them to learn existing skills at higher expertise levels. 

Characters can gain temporary or permanent bonuses to their attributes and other 

personal statistics by consuming potions, or from drinking from fountains and barrelsl 

that you'll find throughout Erathia. A character's attributes and skill levels also can be 

increased by various items worn and wielded. 

Wands, scrolls and potions give all characters the ability to use magic. Spellcasting 

characters can use learning books to add new spells to their spell books. Once a spell i' 
inscribed in his or her spell book, a character can cast it repeatedly. 

Gaining Character Levels 
As characters go up in character level, they require an increasing amount of1 

experience points to gain new levels. The cost to train them also goes up. I 

What it costs to train a character from one character level to the next 

depends on the character's current level and rank. To successfully complete1 

the game, you will have to develop your characters to level 50-70. c 
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The formula for experience points needed for the next level is: 

Experience needed= Experience needed for current level+ (current level x 1,000) 

This works out accordingly: 

Table 4-1. Experience Needed For Level Advancement 

/, ,! /, "'' /,(, Ii" ' I \, 1 1/, / 

l 1000 

2 3000 

3 6000 

4 10,000 

5 15,000 

6 21,000 

The formula for cost of training is: 

Training Cost = Hall Base Cost x current level x rank 

Hall Base Cost can be from 10 to 80 gold. Rank is 1 for starting rank, 2 for first 

promotion, and 3 for second promotion. If the training character has the Merchant skill, 

Training Cost can be reduced to a minimum of one-third of the Hall Base Cost (for cost 

reduction formula, see "Merchant" under the "Miscellaneous Skills" section below). 

At each level, a character gets a bonus to its Hit Point and Spell Point maximums. 

These figures are calculated based on the formula below. Attribute Bonus is the bonus 

gained from Endurance for Hit Points, and Personality and/or Intellect for Spell Points. 

When a character is promoted, his or her Spell and Hit Point maximums are recalculated: 

Hir/Spell Point maximum = (Points per rank x level) + Attribute Bonus + starting value 

Table 4-2. Spell and Hit Points by Level 

Starting Values Hit Points Per Level Spell Points Per Level 

Class Hit Spe Base First Secon Base First Se co 
Points Points Promotion Promotion Promotion Promotion 

Knight 40 0 5 7 9 0 0 0 

Thief 35 0 4 6 8 0 1 

Monk 35 0 5 6 8 0 1 

Paladin 30 5 4 5 6 2 3 

Arr her 30 5 3 4 6 2 3 

Ranger 30 0 4 5 6 0 2 3 

Citric 25 10 2 3 4 3 4 5 

Druid 20 JO 2 3 4 3 4 5 

orrtrtr 20 15 2 3 3 3 4 6 
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~ Skill Development 
>.J 
•;, Your characters each start with four skills and can gain new ones by learning them at 

II shops. Each skill has a skill level and expertise level. While the effects of level and 

expertise are different for each skill, the higher they are, the better the character know 

the skill. Skill level is raised by spending Skill Points earned when characters gain new 

character levels. The Skill Point Cost to reach a new skill level is equal to the skill leve 

you're paying for. For example, to raising a character's Alchemy skill level from 4 to 5 

costs 5 Skill Points. 

To reach a given level of skill expertise, the character must find and pay the proper 

Teacher in one of the many houses scattered around Erathia. Each Teacher teaches on' 

skill at one level of expertise. Further, each Teacher will only teach the skill expertise r' 

characters who meet the proper rank, character class, skill expertise, and skill level 

reqwrements. 
Table 4-3. Skill Expertise 

Normal None. This is the expertise levd of a newly learned skill. 

Expert Hold this skill at normal expertise ac levd 4 or greater. 

Master Hold this skill at expert expertise at level 7 or greater. 

Grand Master Hold this skill at mastet expertise at levd I 0 or greater. 

Each time your characters go up a level, they gain Skill Points according to the 

following formula: 

Skill Points gained= (New Level+lO) + 5 
Any fractions are rounded down, so at levels 1 through 10, a character gains 5 

points, and 6 points at levels 11 through 20. 

As you play, it becomes very apparent that Skill Points are the scarcest 
1 

resource in the game. To succeed, you'll have to spend them wisely. Early 01
1 

figure out which characters you want to have what skill at what level, and sri' 

to the plan. There is, for example, no reason to spend your points developing" 

Leather and Chain for a single character because a character can only wear o 

type of armor at a time. It's better to have each character specialize in one tyf
0 

of armor. Likewise, there are skills that you should only develop for one of yo
1 

( 
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characters. For example, Stealing is used by only one character at a time, so you don't 

gain any benefits for having multiple Stealing specialists. Rather, give it to one character 

and have them do all of your Stealing. 

You almost certainly won't have enough Skill Points to develop strong specialists in 

all of the available skills, nor do you need to. It's better to play to the strength of your 

characters' classes than to try to make up for their deficiencies. Sorcerers can only gain 

Bow at normal expertise, so it is inefficient to spend a lot of points boosting this skill to 

give them a decent long-range attack. Those points are better spent on, say, Fire Magic, 

in which Sorcerers excel. 

That doesn't mean that you shouldn't give the Bow skill to your Sorcerers. In some 

cases, it's good to give skills to your characters and then develop them lightly or not at 

all. Bow gives your characters a long-range attack that they can use even after they've 

run our of Spell Points, wand blasts, and scrolls. Other undeveloped skills that give 

significant benefits to any character include Learning, Perception, and Merchant. Magic 

specialists should get weapon and armor skills so they can use these items. Likewise, 

characters that can use magic, but specialize in other skills (like the Thief and Monk) 

should pick up some magic skill so their Spell Points don't go to waste. 

If your party seems to be handling its current quests well, you may consider saving 

up your Skill Points and using them as needed. For example, you could raise a character's 

Fire Magic and Earth Magic skills to expert level 4, and hold onto 18 Skill Points so you 

can raise one of the skills to 7 when you find a Master Teacher. 

Weapon Skills 
Before a character can use a particular type of weapon, it must possess the skill to use 

that weapon. Different skills have different effects at different levels of expertise. When a 

weapon skill adds to a character's Attack Bonus, their chance to hit with that particular 

type of weapon is increased. Damage Bonuses increase the amount of damage a weapon 

does when it hits. Recovery Bonuses decrease the time between when a character 

attacks and when they can make another action. 

ome weapon skills allow characters to use two weapons. Each dual-weapon 

attack is treated as a single attack and recovers at the rate of the slower weapon. 

Damage, Attack, and Recovery Bonuses for both weapons are added together, so 

dual-weapon attacks have a high chance to hit and inflict massive damage when they do. 

45 
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If a character doesn't have a weapon, then it attacks with its hands and feet. The 

Unarmed skill enhances a character's ability to fight without a weapon. This skill doe 

come into play unless a character isn't holding a weapon. The character can still use a 

bow, and can have a staff if he or she has the Staff skill at grand master level. 

Armsmaster Bonuses affect all weapon and unarmed attacks. 

Armsmaster 
Normal: 

Expert: 

Master: 

Grand Master: 

Axe 
Normal: 

Expert: 

Master: 

Grand Master: 

Bow 

Skill level reduces Recovery time for all weapon and unarmed attacks. 

Skill level is added to Attack Bonus. 

Skill level is added to Damage. 

All previous bonuses are doubled. 

Skill level is added to Attack Bonus. 

Skill level reduces Recovery rime. 

Skill level is added to Damage. 

There is a chance that a target's Armor Class is halved. 

Normal: Skill level is added to Attack Bonus. 

Expert: Skill level reduces Recovery time. 

Master: Bow fires rwo arrows for each attack. 

Grand Master: Skill level is added co Damage. 

Dagger 
Normal: Skill level is added to Attack Bonus. 

Expert: Can hold a dagger in the left hand (dual weapon) . 

Master: Skill level equals chance to do triple Damage. 

Grand Master: Skill level is added to Damage. 

Mace 
Normal: Skill level is added to Attack Bonus. 

Expert: Skill level is added to Damage. 

Master: Skill level equals chance to stun target. 

Grand Master: Skill level equals chance to paralyze target. 

Spear 
Normal: 

Expert: 

Master: 

Skill level is added to Attack Bonus. 

Skill level is added to Damage. 

Spear can be held in one hand. 

Grand Master: Skill level is added to Armor Class. 
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Staff 
Normal: Skill level is added to Attack Bonus. 

Experr: Skill level is added to Armor Class. 

Masrer: Skill level equals chance to stun target. 

Grand Master: Staff is usable with Unarmed skill. 

Sword 
Normal: Skill level is added to Attack Bonus. 

Experr: Skill level reduces Recovery time. 

Master: Sword may be used in left hand (dual attack). 

Grand Master: Skill level is added to Armor Class. 

Unarmed 

Normal: Skill level is added to Attack Bonus. 

Experr: Skill level is added to Damage. 

Master: Double skill level is added to Attack Bonus and Damage. 

Grand Master: Skill level equals chance to evade incoming attacks. 

Annor Skills 
As with weapon use, a character must possess the proper armor skill before they can use 

a particular type of armor. Leather, chain, and plate armor are worn on the body, and 

shields are held in the left hand. Each piece of armor adds a Recovery penalty that 

increases the time it takes a character to Recover from their actions. Expertise effects can 

reduce or eliminate this penalty. 

The Dodging skill comes into play only if the character is wearing no armor, with 

che notable exception that Monks with grand master Dodging can gain the benefits of 

the skill while wearing leather armor. 

Chain 
Normal: Skill level is added to Armor Class. 

Expert: Recovery penalty is halved. 

Master: Recovery penalty is eliminated. 

Grand Master: Physical damage is reduced to two-thirds. 

Dodging 
Normal: 

Expert: 

Master: 

Skill level is added to Armor Class. 

Double skill level is added to Armor Class. 

Triple skill level is added to Armor Class. 

Grand Master: Monks can use Dodging with leather armor skill. 47 
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Leather 
Normal: 

Expert: 

Master: 

Grand Master: 

Plate 
Normal: 

Expert: 

Master: 

Grand Master: 

Shield 

Skill level is added to Armor Class. 

Recovery penalty is eliminated. 

Double skill level is added to Armor Class. 

Skill level is added to Earth, Air, Water, and Fire Resistances. 

Skill level is added to Armor Class. 

Recovery penalty is halved. 

Physical damage is halved. 

Recovery penalty is eliminated. 

Normal: Skill level is added to Armor Class. 

Expert: Recovery penalty is eliminated. 

Master: Double skill level is added co Armor Class. 

Grand Master: Gives protection as the Shield spell. 

Miscellaneous Skills 
Alchemy 

All characters can mix simple potions by combining an empty potion bottle and a 

reagent (potion ingredient). The Alchemy skill allows characters to mix potions with 

other potions to create complex, compound (a.k.a. "layered'), white, and black potions 

you try to mix potions without the appropriate Alchemy expertise, the potions blow 

you lose the ingredients you're mixing, and the party takes damage. A complete list c 

potion mixing recipes is in Chapter 8. 

To mix a simple potion, get an empty bottle and a reagent in a character's backpa( 

pick up the reagent and then right-dick it over the bottle. To mix two potions, picl 

up one and right-dick it over the other. Each potion ingredient has a powe 

level. When you mix ingredients, the character's Alchemy skill is added tot 

power of the resulting potion. 

Alchemy is one of those skills that you only have to have one character 

develop. Just make sure to mix potions in that character's backpack. 

Normal: Character can combine simple potions into complex potions. 

Expert: Character can mix compound potions from complex potions. 

Master: Character can mix white potions from compound potions. 

Grand Master: Character can mix black potions from white potions. 
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Body Building 
The Body Building skill adds to a character's Hit Point maximum. How much is different 

for each character class. Base Hit Points used in the formulas below are available for each 

character class in the Spell and Hit Points by Level table earlier in this chapter. 

Normal: Hit Point Bonus = Base Hit Points x skill level 

Expert: Hit Point Bonus = 2 x Base Hit Points x skill level 

Master: Hit Point Bonus = 3 x Base Hit Points x skill level 

Grand Master: Hit Point Bonus = 5 x Base Hit Points x skill level 

Identify Item 

When you pick up new equipment, it is unidentified. When you right-dick on identified 

items, information about them is displayed; no information is displayed for unidentified 

items. You can use unidentified items, but you must guess their effects based on what 

you see when you use them and/or how they affect your characters' statistics. Although 

you can pay a shop to identify items for you, it can save a lot of time and money to 

develop a character with this skill. 

Each item has an Identifj!Repair rating that is used to calculate the success of Identify 

!rem attempts. To succeed at identifying an item, a character must have an Identifj Item 
Power higher than the item's Identify/Repair rating. Chapter 8 contains a complete list 

of items with their Identify/Repair ratings. 

Normal: 

Expert: 

Master: 

Identify Item power = skill level 

Identify Item power = 2 x skill level 

Identify Item power = 3 x skill level 

Grand Master: All identifying attempts succeed. 

Identify Monster 

When you right-dick on a creature, a display appears containing information about it. 

If you have no character with the Identify Monster skill, all you'll see is a bar displaying 

how much damage the creature has taken. The Identify Monster skill increases how 

much information is displayed if the character has a high enough Identify Monster 

power. The tougher the creature is, the higher the character's Identify Monster 

power must be. 
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Consider not developing this skill in your parry, because Chapter 7 contains grand 

master Identify Monster statistics for all creatures in the game. If you do develop the 

skill, do so for only one character. 

Normal: 

Expert 

Master: 

Grand Master: 

Learning 

Identify Monster power = skill level. Hit Points and Armor Class are displayed. 

Identify Monster power= 2 x skill level. Attack Type and Damage are displayed 

Identify Monster power = 3 x skill level. Creature's spells are displayed. 

100% Success. Resistances are displayed. 

The Learning skill increases the number of experience points a character receives whefi 

you complete quests or kill monsters. Experience points are increased for each level of 
expertise as shown below. After you've acquired basic skills and equipment for your 

characters, you should give them Learning as soon as you can afford to. Even if you 

never spend Skill Points to increase the skill's level, it'll give them a 10 percent bonus t 

their experience points, allowing them to train for new character levels more often. 

In the formulas below, "EP" means "Experience Points," and is the amount of 

experience points the character would receive without the skill for a quest or killing a 

monster. "Total EP" is how many they receive with the skill. 

Normal: Total EP = (EP x skill level x .01) + EP 

Expert: Total EP = (EP x skill level x .02) + EP 

Master: Total EP = (EP x skill level x .03) + EP 

Grand Master: Total EP = (EP x skill level x .OS) + EP 

Disarm Trap 

As mentioned in Chapter 2, the ability to open trapped chests without taking damage 

vital to your party's success. You can do this using the master level Earth Magic spell, 

Telekinesis, but you'll be far into the game before you can develop a character able co 

cast it. So generally, it's a good idea to develop a character with Disarm Trap. 

Each map has a Trap Value (listed in Chapter 6) that represents how diffi. 
cult it is to disarm all of the traps on that map. To disarm a trap, a character 

must have a Disarm Trap power higher than the current map's Trap Value. You 

only need to develop this skill for one of your characters. Just make sure that 

character is the active one when you go to open a chest. 

Normal: 

Expert: 

Master: 

Grand Master: 

Disarm Trap power = skill level 

Disarm Trap power = skill level x 2 

Disarm Trap power = skill level x 3 

All disarming attempts succeed. 
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Meditation 

The Meditation skill adds to a character's Spell Point maximwn. How much is added is 

differem for each character class. Base Spell Points used in the formulas below are available 

for each character class in the Spell and Hit Points by Level table earlier in this chapter. The 

~ell Point Bonus is added to the character's Spell Point maximum. 

Normal: Spell Point Bonus = base Spell Points x skill level 

Expert: Spell Point Bonus = 2 x base Spell Points x skill level 

Master: Spell Point Bonus = 3 x base Spell Points x skill level 

Grand Master: Spell Point Bonus = 5 x base Spell Points x skill level 

Merchant 

The Merchant skill reduces the cost of items purchased at shops and the cost of shop 

services like repairing items or training for new levels. It also increases how much you 

ger when you sell items to shops. In the formulas below, Merchant Factor represents the 

character's Merchant skill level and expertise and Value is the true value of the item or 

service (see Chapter 6 for the cost of services, and Chapter 8 or right-dick on identified 

irems for item values). Shop Multiplier represents how much a shop will try to overcharge 

you for an item, and is different for each shop as listed in Chapter 6. 

Note that characters with grand master Merchant skill always gee the best price, so 

the formulas don't apply to them. You should also know that the selling price for an 

item is set by the Merchant skill of the character whose inventory you're selling it from. 

Normal: Merchant Factor = skill level 

Expert: Merchant Factor = 2 x skill level 

Master: Merchant Factor = 3 x skill level 

Grand Master: Character buys and sells at item or service value. 

The formula for buying an item or service is: 

Cose= ((Value x Shop Multiplier) x (100 - Merchant Factor)) + 100 

The formula for selling an item to a shop is: 

Adjusted Cost = Value + (Shop Multiplier + 2) 

ell Price= ((Adjusted Cose x (100 - Merchant Factor)) + 100 
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Perception 

The Perception skill gives your players a chance to see concealed features like secret 

doors, hidden treasures, and trapped Floor Tiles. Each map has a Perception Value (list1 

in Chapter 6). For your party to see hidden features on a map, a character in the party 

must have a Perception power higher than the map's Perception Value. Perception also 

gives a character a chance to avoid damage from exploded traps. 

Normal: Perception power = skill level 

Expert: Perception power = skill level x 2 

Master: Perception power = skill level x 3 
Grand Master: All hidden features are revealed. Perception Power = 10,000 

The formula for avoiding trap damage is: 

1. A random number is generated between 0 and (20 +Perception power). 

2. If the Random Number is greater than 20, then the character avoids the damage 

Repair Item 

Various attacks will break items your characters are carrying. The item becomes useles< 

until repaired. Although you can have items repaired at shops for a cost, characters wi 
the Repair Item skill can fix broken equipment in the field. To have a character attern1 

to repair an item, place the item in that character's inventory and then right-dick on r 

Each item has an Identify/Repair rating that's used to calatlate the succ.ess of Repair Item 

attempts. To succeed at repairing an item, a character must have an Repair Item power higher char 

the item's Identify/Repair rating. Chapter 8 contains a complete list of items with their 

Identify/Repair racings. 

Normal: 

Expert: 

Repair Item power = skill level 

Repair Item power = 2 x skill level 

Repair Item power = 3 x skill level 

All repair attempts succeed. 

Stealing 

Stealing is dealt with in complete detail in Chapter 3. Characters with 

the Stealing skill can pilfer items from shops and pick the pockets of 
non-hostile creatures. 

Normal: 

Expert: 

Stealing gives a chance to succeed at stealing attempts. 

The effect of the skill is doubled. 

Master: The effect of the skill is tripled. 

Grand Master: The effect of the skill is quintupled. 
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Magi,c Skills 
There are nine schools of magic-Earth, Air, Water, Fire, Spirit, Body, Mind, Dark, and 

Light. To cast the spells of a given school, a character must possess the applicable magic 

chool skill. Some spells are harder to learn than others. To learn the harder spells, the 

character must know the magic school skill at a high enough level of expertise. Expertise 

~so increases the effectiveness of spells when they are cast. This effect is different for 

each spell. 

Spells of the Air Magic School 

Normal Level Air Magic Spells 

W'IUlrdEye 

Feather Fall 

This spell reveals the location of creatures and other features on the Automap (the overhead 

map in the upper right corner of the main adventure view). Creatures are only shown after 

you have come close enough to see them, but other map features are revealed even if they 

exist in unexplored portions of the map. 

Spell Point Cost: 1 

Normal: Causes Automap to reveal location of creatures. Duration is one hour 

per point of caster's Air Magic skill. 

Expert: Location of treasure is shown. 

Master: Other points of interest are indicated. 

Grand Master: Casting cost is zero. 

Feather Fall is useful for getting to the bonom of pies or jumping off bridges and cliffs. 

Spell Point Cost: 2 

Normal: Slows your party's rate of fall so it doesn't take damage from falls. 

Duration is five minutes per point of caster's Air Magic skill. 

Expert: Duration is 10 minutes per point of skill. 

Master: Duration is one hour per point of skill. 

Grand Master: Faster Recovery rate. 



54 

FR.IMA'5 OFFICIAL5TR.ATE.GY GUIDE. 

Air Resistance 

iJ 
Cast Air Resistance before going into battle with creatures whose attacks deal Air dam 

Spell Point Cost: 3 

Normal: Increases all of your character's resistance to Air Magic by one per 

point of caster's Air Magic skill. Duration is one hour per point of 

skill. 

Expert: 

Master: 

Grand Master: 

Sparks 

Resistance increase is doubled. 

Resistance increase is tripled. 

Resistance increase is quadrupled. 

[l] 
Sparks has a very low Recovery rate and can damage several creatures at once. The spark 

missiles bounce around, so it's most effective in confined spaces. 

Spell Point Cost: 4 

Normal: Fires three small balls of lightning that bounce around until they hi1 

something or dissipate. Each spark does 2 points of damage plus 1 

caster's Air Magic skill. 

Expert: Faster Recovery. Five sparks are cast. 

Master: Even faster Recovery. Seven sparks are cast. 

Grand Master: Fastest Recovery. Nine sparks are cast. 

Expert Level Air Magic Spells 

Jump 

Tips on using the Jump spell are in Chapter 3. 

Spell Point Cost: 5 

Expert: Your party makes a high leap, taking no damage from the jump. 

Master: Faster Recovery. 

Grand Master: Even faster Recovery. 

Shield is best cast when facing large numbers of creatures that fire arrows and 

other missiles that do Physical damage. 

Spell Point Cost: 8 

Expert: Incoming missiles do only half damage. Duration is ont 

hour plus five minutes per point of caster's Air Magic 

skill. Spell only works outdoors. 

Master: Duration is one hour plus 15 minutes per point of skill 
Grand Master: Duration is one hour per point of skill. 
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lighh1i11g Bolt 

Thi~ spell 's missile is very fast, making it difficulc to avoid. It does good damage for its 

casting cost. 

Spell Point Cost: 10 

Expert: Fires a bolt of lightning at a single target. Damage is 1-8 per 

point of caster's 

Master: 

Grand Master: 

Air Magic skill. 

Faster Recovery. 

Even faster Recovery. 

Master Level Air Magic Spells 

/11visibility 

[t] 
Use of Invisibility is covered in Chapter 3. 

Spell Point Cost: 15 

Master: Makes the party invisible to creatures. Duration is 10 minutes per 

point of caster's Air Magic skill. If the party speaks or attacks, the spell 

is broken. Invisibility can't be cast when creatures are nearby. 

Implosion 

Fly 

Grand Master: Duration is one hour per point of skill. 

Implosion has a high Spell Point Cost compared to the damage it does, but it always hits. 

Spell Point Cost: 20 

Master: Creates a thunderclap implosion around a single target by destroying 

its surrounding air. Damage is 10 points plus 1-10 per point of caster's 

Air Magic skill. 

Grand Master: Faster Recovery. 

This is the game's best mobility spell. Its use is discussed in Chapter 3. 

Spell Point Cost: 25 

Master: Your party can fly for the duration of the spell, which is 1 hour per 

point of caster's Air Magic skill. For every five minutes the party is 

in the air, an additional Spell Point is drained from the caster. 

Grand Master: No Spell Point drain. 



FRIMA'S OFFICIALSTRATE.GY GUIDE. 

Grand Master Level Air Magic Spell 

Starburst 

This spell creates a wide area of destruction, so make sure that you target a creature far 

away from your parry and any other target you don't wanr to damage. 

Spell Point Cost: 30 

Grand Master: Calls 20 stars &om the heavens that smite and burn creatures in a lill) 

area around the target creature. Each star does 20 points of damage 

plus 1 per point of caster's Air Magic skill. Only works outdoors. 

Spells of the Body Magic School 

Normal Level Body Magic Spells 

Cure weakness 

Heal 

This spell removes the Weakness condition from affected characters. Weakness also can ~ 

removed by resting and healing, bur if you can't rest because you've run our of food, Cure 

Weakness makes a great substitute. 

Spell Point Cost: 1 

Normal: U cast in time, removes effects of Weakness on target character. Worl 

if target character has been affiicted by Weakness for less than three 

minutes per point of caster's Body Magic skill. 

Expert: Works for one hour per point of skill. 

Master: Works for one day per point of skill. 

Grand Master: No time limit. 

When your party is in hostile territory, it can't regain lost Hir Points by resting, 

it must regain them through the use of potions, items, and spells like Heal. 

Spell Point Cost: 
....... ~'-('mb_::, __ _J Normal: 

2 

Restores lost Hit Points to a single target. Damage heal 

is 5 points plus 2 per point of caster's Body Magic skill 
Amount healed is 5 plus 3 per point of skill. Expert: 

Master: Amount healed is 5 plus 4 per point of skill. 

Grand Master:Amount healed is 5 plus 5 per point of skill. 
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Body Resistance 

Hann 

Cast this spell when going into battle with creatures that can cast Harm or Harnmerhands, 

and whose attacks can poison their targets. 

Spell Point Cost: 3 

Normal: Increases all of your characters' resistance to Body Magic by one per point 

of caster's Body Magic skill. Duration is one hour per point of skill. 

Expert: Resistance increase is doubled. 

Master: Resistance increase is tripled. 

Grand Master: Resistance increase is quadrupled. 

Harm's missile travels at medium speed and is a good combat spell for lower-level characters. 

Spell Point Cost: 4 

Normal: Inflicts magical damage directly on target creature. Damage is 8 plus 1-

2 per point of caster's Body Magic skill. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Expert Level Body Magic Spells 

Regeneration 

Cure Poison 

This spell is great to cast on your characters when you're going on extended adventures far 

from temples. It greatly increases their ab iii ty co survive a long string of battles. 

Spell Point Cost: 5 

Expert: Target character heals one Hit Point per minute while the spell is 

active. Duration is one hour per point of caster's Body Magic skill. 

Master: Heals three Hit Points per minute. 

Grand Master: Heals 10 Hit Points per minute. 

There are many attacks that will poison your characters. The Poisoned condition is greatly 

debilitating, so make sure that you can heal poisoned characters using potions, or the 

Cure Poison spell. 

Spell Point Cost: 8 

Expert: If cast in time, cures the effects of poison on a character. Works if 
target character has been poisoned for less than one hour per point of 

caster's Body Magic skill. 

Master: Works for one day per point of skill. 

Grand Master: No time limit. 57 
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Hammerhands 

Hammerhands only works on unarmed combatants, so it's best case on Monks with hign 

Unarmed skill levels. 

Spell Point Cost: 10 

Expert: Gives unarmed combatant a bonus to hit, and causes Unarmed attad 

to do Body damage equal to the normal Physical damage of the attac 

Master: Faster Recovery rate. 

Grand Master: Spell affects entire party. 

Master Level Body Magic Spells 

Cure Disease 

Disease greacly reduces a character's attributes and prevents chem from healing normally, 

you should make sure you can cure disease with potions or the Cure Disease spell. 

Spell Point Cost: 15 
Master: If cast in time, removes the effects of disease on target character. Wo: 

if character has been diseased for less than one day per point of caste 

Body Magic skill. 

Grand Master: No time limit. 

Protection from Magic 

ffi 
This is one of the most generally useful protection spells. Case it when going into battle 

against creatures with special attacks. 

Spell Point Cost: 20 

Master: Grants entire party immunity to attacks' effects chat cause Poisonini 

Disease, Stoning, Paralysis, and Weakness. The spell will negate om 

such attack per point of caster's Body Magic skill. Duration is one~ 

per point of Body Magic skill. 

Grand Master: The spell grants immunity to Death and Eradication attack effects . 

..,...~~~ho._ Flying Fist 

A.11•""--

The Flying Fist is a slow-flying missile char does a good deal of damage when 

ic hies. 

Spell Point Cost: 25 

Master: Fires a powerful magical force at a single target. Damage 

delivered is 30 plus 1-5 per point of caster's Body Magic 

Grand Master: Faster Recovery rate. 
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Grand Master Level Body Magic Spell 

Power Cure 

This spell can bring your party back into a battle from the edge of defeat. It also allows you 

to adventure for long periods of time in hostile areas where resting is impossible. 

Spell Point Cost: 30 

Grand Master: Restores lost Hit Points of all party members at once. Hit Points 

restored are 10 plus 5 per point of caster's Body Magic skill. 

Spells of the Dark Magic School 

Normal Level Dark Magic Spells 

Rta11imate 

Toxic Cloud 

AI; a desperate measure, you can cast this spell on a dead character. Zombified characters 

don't regain Hit Points normally and can't cast spells, so you should heal them at a good 

aligned temple as soon as possible. 

Spell Point Cost: 10 

Normal: Creates a zombie out of a lifeless target creature. Zombie will have 20 

Hit Points (up to its normal maximum) per point of caster's Dark 

Magic skill, and will fight against creatures hostile to the party until it 

Expert: 

Master: 

Grand Master: 

is re-slain or until the party leaves the map. 

Zombie gets 30 Hit Points per point of skill. 

Zombie gets 40 Hit Points per point of skill. 

Zombie gets 50 Hit Points per point of skill. 

The Toxic Cloud missile flies at medium speed and does good damage when it hits. 

Spell Point Cost: 15 

Normal: A poisonous cloud flies away from the caster towards the target. 

Damage is 25 plus 1-10 per point of caster's Dark Magic skill. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 
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Vampiric weapon 

Characters wielding a weapon affected by Vampiric Weapon are very hard for creatures to ~ 

Spell Point Cost: 20 

Normal: Enchants a weapon with Vampiric ability. Damage inflicted on crea­

tures struck by the weapon is given to its wielder as extra Hit Points 

(up to his or her normal Hit Point maximum). Enchantment lasts foi 
one hour per point of caster's Dark Magic skill. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Enchantment is permanent. 

Shrinking Ray 

[I] 
This spell is great for casting on excremely cough creatures that would otherwise be coo 

powerful for your parry co deal with. 

Spell Point Cost: 25 

Normal: Reduces the size of a target monster. Shrunken monsters deal only lu 

their normal damage. Duration of effect is five minutes per point of 
caster's Dark Magic skill. 

Expert: Monster does one-third normal damage. 

Master: Monster does one-quarter normal damage. 

Grand Master: Can be cast on a group of monsters. 

Expert Level Dark Magic Spells 

Shrapmetal 

Shrapmetal missiles fly fast and far, and strike over a large area. 

Spell Point Cost: 30 

Expert: Fires a blast of hot jagged metal in front of caster that damages any 

creatures that get in its way. Five metal fragments do damage equal~ 

6 plus 1-6 per point of caster's Dark Magic skill. 

Master: Faster Recovery rate. Seven fragments are fired. 

Grand Master: Fastest Recovery rate. Nine fragments are fired. 
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Control Undead 

When you case chis spell on an undead creature, ic will become your ally and fight against 

any creatures chat are hostile co you. This can greatly decrease the forces attacking you. Noc 

only will the controlled creature cease fighting you, so will any creatures chat turn co fight it. 

Spell Point Cost: 35 

Expert: Takes control of an undead creature's mind. While spell lasts, creature 

will attack monsters hostile to the party. Duration is three minutes per 

point of caster's Dark Magic skill. Spell is not broken if party attacks 

the controlled creature. 

Master: Faster Recovery rate. Duration is five minutes per point of skill. 

Grand Master: Fastest Recovery rate. Spell lasts until party leaves the map. 

Pai11 Reflection 

Like Shrinking Ray, chis spell makes cough creatures much easier co deal with. 

Spell Point Cost: 40 

Expert: This spell is cast on a target character. If a creature attacks and damages 

the character, it receives damage equal to the amount delivered. 

Duration of effect is one hour plus five minutes per point of caster's 

Dark Magic skill. 

Master: Affects entire party. 

Grand Master: Duration is one hour plus 15 minutes per point of skill. 

Master Level Dark Magic Spells 

Sacrifice 

[I] 
This spell only works on NPC hirelings. NPCs char are following you as pare of a quest 

can't be affected. 

Spell Point Cost: 45 

Master: This spell slays a single NPC party hireling. The caster's spell and Hit 

Points are restored to maximum, and all adverse and magical aging 

effects are removed. Casting this spell will greatly reduce the party's 

Reputation. Slow Recovery rate. 

Grand Master: Moderate Recovery rate. 
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Dragon Breath 

Armageddon 

This spell can deal a huge amount of damage and has a fast missile. 

Spell Point Cost: 50 

Master: The caster exhales a cloud of toxic vapors that target a single monste1 

and damages all nearby creatures. Damage is 1-25 per point of caster' 

Dark Magic skill. Slow Recovery rate. 

Grand Master: Moderate Recovery rate. 

This spell can greatly reduce the difficulty of battles in harder regions by greatly woundi11j 

or killing all of its wandering creatures. Easier regions can be completely depopulated. Th 

spell kills peasants like flies, so be ready for the blow to your Reputation. 

Spell Point Cost: 55 

Master: This spell inflicts massive damage to all creatures on the map, includ· 

ing the party. Damage delivered is 50 plus 1 per point of caster's Dad 

Magic skill. It can only be cast three times a day, and only outdoors. 

Grand Master: Can be cast four times a day. 

Grand Master Level Dark Magic Spell 

Sou/drinker 

This spell heals your parry and deals massive damage, making it one of the most effeccivi 

combat spells in the game. 

Spell Point Cost: 60 

Grand Master: This spell sucks life from all creatures in sight and transfers their life 

energy to your parry in the form of Hit Points. These points are 

qistributed evenly among the party members. Damage (and healin~ 

25 plus 1-8 per point of caster's Dark Magic skill. 
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Spells of the Earth Magic School 

Normal Level Earth Magic Spells 

Stun 

iJ 
This spell causes a creature to recover as if they've performed an action, thus preventing 

them from attacking you. It's best used by a low-level spellcaster to keep a creature from 

attacking while your fighters deal their blows. 

Spell Point Cost 1 

Slow 

Normal: Delivers a stunning blow that does no damage, but knocks back the 

target monster and forces it to recover before performing any actions. 

Expert: Stronger effect. 

Master: Stronger effect. 

Grand Master: Strongest effect. 

By reducing the number of times a creature attacks you, chis spell reduces the damage your 

parry cakes in combat. 

Spell Point Cost: 2 

Normal: Halves movement speed and doubles Recovery time for a single target 

creature. Duration is three minutes per point of caster's Earth Magic skill. 

Expert: Duration is five minutes per point of skill. 

Master: Creature slowed to a quarter of regular speed. 

Grand Master: Creature slowed to an eighth of regular speed. 

Earth Resistance 

Cast this spell when you're going into battle with creatures whose attacks do Earth damage 

or whose attacks can Stone their targets. 

Spell Point Cost: 3 

Increases all of your characters' resistance to Earth Magic by one per point 

of caster's Earth Magic skill. Duration is one hour per point of skill. 

Expert: Resistance increase is doubled. 

Master: Resistance increase is tripled. 

Grand Master: Resistance increase is quadrupled. 
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Deadly Swarm 

This spell's missile flies slowly, but it is wide, so it's difficult for slower creatures to dodge 

It deals fair damage for its casting cost. 

Spell Point Cost: 4 

Normal: Summons a swarm of insects that bite and sting a single target crea· 

ture. This attack is Physical, making resistance unlikely. Damage is 5 

plus 1-3 per point of caster's Earth Magic skill. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Expert Level Earth Magic Spells 

Stone Skin 

[I] 
This spelJ is useful in almost any combat. Use it to protect characters with broken armor 

who have low Armor Class ratings. 

Spell Point Cost: 5 

Expert: Increases the armor class of a target character by 5 plus 1 per point a 

caster's Earth Magic skill. Duration is one hour plus five minutes per 

Blades 

point of skill. 

Master: Duration is one hour plus 15 minutes per point of skill. 

Grand Master: Duration is one hour plus one hour per point of skill. 

This spell has a wide, fast missile and does good damage for its casting cost. 

Spell Point Cost: 8 

Expert: Fires a rotating metal blade at a single target. Damage is 1-9 per po~ 

of skill. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Stone to Flesh 

This spell removes the Stoned condition from characters. Characters in this 

condition can't perform actions or receive experience. 

Spell Point Cost: 10 

Expert: If a character is turned to stone, this spell will turn them bad 

Master: 

Grand Master: 

to flesh if it's cast in time. Works if character has been turned 

stone less than one hour per point of caster's Earth Magic 

Works for one day per point of skill. 

No time limit. 
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Master Level Earth Magic Spells 

Rock Blast 

Ttltki11esis 

You can't target this spell. Its missile flies straight ahead and then bounces off walls and other 

obstacles until it hits a creature or your party. It's best used for attacking monsters around 

corners. Be careful, the missile can travel a long way, making its path very unpredictable. 

Spell Point Cost: 15 

Master: Releases a magical stone into the world that rolls and bounces around. 

When it hits a creature or comes to rest, it explodes, doing 1-8 points 

of damage per point of caster's Earth Magic skill. If the party is nearby, 

its members will take damage. 

Grand Master: Faster Recovery rate. 

If you don't have a character with a solid Disarm Trap skill, this spell will allow you to open 

crapped chests without taking damage. You also can use it to press buttons, pull levers, and 

pick up items from a distance. 

Spell Point Cost: 20 

Master: Allows you to manipulate objects at a distance. 

Grand Master: Faster Recovery rate. 

Death Blossom 

This spell does damage over a large area. It automatically targets the closest monster in 

front of you, so be careful not to get caught in the blast radius. 

Spell Point Cost: 25 

Master: Fires a magical stone into the air that explodes, showering the area 

around its target with shrapnel. Damage is 20 points plus 1 per point 

of caster's Earth Magic skill. Can only be cast outdoors. 

Grand Master: Faster Recovery rate. Damage is 20 plus 2 per point of skill. 

Grand Master Level Earth Magic Spell 

Mass Distortion 

This spell has the most effect against monsters with plentiful Hit Points. 

Spell Point Cost: 30 

Grand Master: Enormously increases the weight of a target creature, causing it 

massive internal damage. Damage is 25 percent of monster's health 

plus 2 percent per point of caster's Earth Magic skill. 
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Spells of the Fire Magic School 

Normal Level Fire Magic Spells 

Torch Light 

~-~-...., It can be diffi.culr ro see in dark dungeons. Use Torch Lighr ro see whar's going on, 

particularly in batcle. 

Spell Point Cost: 1 

'---'=-'---' Normal: Increases the radius of light surrounding the party. The effect is only 

Fire Bolt 

visible when it's dark. 

Expert: Brighter light. 

Master: Brightest light. 

Grand Master: Faster Recovery. 

This spell's best feature is irs low casring cosr, which makes ir useful ro low-level characcen 

and in drawn-our battles againsr weaker crearures. Its missile is fast. 

Spell Point Cost: 2 

Normal: Launches a burst of fire at a single target. Does 1-3 per point of cascc 

Fire Magic skill in damage. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Fire Resistance 

Cast this spell when going into battle against creatures that do Fire damage or cast Fire 

Magic spells. 

Spell Point Cost: 3 

Normal: Increases all of your characters' resistance to Fire Magic by one per 

point of caster's Fire Magic skill. Duration is one hour per point of s 

Expert: Resistance increase is doubled. 

Master: Resistance increase is tripled. 

Grand Master: Resistance increase is quadrupled. 
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While Fire Aura is affecring a weapon, the weapon does irs normal damage and an added 

amount of Fire damage. The gain to your parry's roral damage ourpur will be especially felr 

while your characrers are srill at lower characrer levds. 

Spell Point Cost: 4 

Normal: 

Expert: 

Master: 

Grand Master: 

Causes a weapon with no special abilities to burn with magic fire. The 

weapon does 1-6 points of Fire damage in addition to its normal dam­

age. Duration is one hour per point of caster's Fire Magic skill. 

Weapon does 2-12 points of Fire damage. 

Weapon does 3-18 points of Fire damage. 

Weapon does 3-18 points of Fire damage permanently. 

Expert Level Fire Magic Spells 

HllSte 

Fireball 

Hasre allows your parry ro ger more attacks in during combar. Make sure you have a safe 

place ro resr afrer the spell wears off. 

Spell Poinr Cost: 5 

Reduces Recovery time for party actions. Duration is one hour plus 

one minute per point of caster's Fire Magic skill. Party will be weak for 

six hours after spell wears off. 

Master: Duration is one hour plus three minutes per point of skill. 

Grand Master: Duration is one hour plus four minutes per point of skill. 

This spell is very effecrive against clustered targets, bur musr be used with caution because 

its missile explodes as soon as it hi rs anything, including nearby walls and trees. 

Spell Point Cost: 8 

Expert: Launches a fireball at a single target that hits and then explodes to 

damage anyone nearby, including your party, if it's too close. Damage 

is 1-6 points per point of caster's Fire Magic skill. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 
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Fire Spike 

[I] 
Because your characcers are immune co Fire Spike mine damage, you can deal a Joe of 

damage co monscers by geccing chem co pursue you chrough minefields. A nocable feacure 

of chis spell is char you can bounce ics missiles around corners. 

Spell Point Cost: 10 

Expert: Drops a fue spike on the ground that waits co explode until a creatun 

passes nearby. Fire Spikes last one minute or until triggered. Damagt 

is 1-6 per point of caster's Fire Magic skill. Caster can have a maximu: 

Master: 

Grand Master: 

of 5 spikes. 

Caster can have 7 spikes. Damage is 1-8 per point of skill. 

Caster can have 9 spikes. Damage is 1-10 per point of skill. 

Master Level Fire Magic Spells 

Immolation 

This spell does ics damage every couple of combac rounds. Ir's only effeccive againsc 

creacures near you. 

Spell Point Cost: 15 

Master: Surrounds your party wich a very hot fue that is only harmful to othet 

The fue lasts one minute per point of caster's Fire Magic skill. Damagi 

delivered is 1-6 per point of skill. 

Grand Master: Duration is increased to 10 minutes per point of skill. 

Meteor Shower 

This spell aucomarically cargets the nearest creature in front of you. Because ic affeccs a 

large area, be careful not co be caughc in ics blasc. 

Spell Point Cost: 20 

Master: Summons a barrage of flaming rocks that strike in a large radius aroUI 

your target. Sixteen rocks are summoned, each doing 8 poincs of dam· 

age plus one per point of caster's Fire Magic skill. Only works outdoo 

Grand Master: Faster Recovery. Twenty rocks are summoned. 

Inferno 

This spell is greac if your parry can afford co take che damage. Because Infern 

weakens your characters, it's best used against groups of creatures char it wiU 

kill outright. 

Spell Point Cost: 25 

Master: 

Grand Master: 

Burns everyone in sight, including party, for 12 damage plw 

per point of caster's Ftre Magic skill. Only works indoors. 

Faster Recovery. 
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Grand Master Level Fire Magic Spell 

lnrinerate 

This spell's missile flies fast and does excellent damage. 

Spell Point Cost: 30 

Grand Master: Does massive fire damage to a single target. Damage is 15 plus 1-15 

per point of caster's Fire Magic skill. 

Spells of the Light Magic School 

Normal Level Light Magic Spells 

Light Bolt 

0 
For its casting cost, this spell does poor damage, except when cast against undead creatures. 

Spell Point Cost: 5 

Normal: Fires a bolt of light at a single target. Damage is 1-4 per point of cast-

er's Light Magic skill. Undead creatures take double damage. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Destroy Undead 

Dispel Magfr 

This spell does excellent damage against undead creatures. 

Spell Point Cost: 10 

Normal: Calls upon the power of Heaven to undo the magic that animates an 

undead target creature. Damage is 1-16 per point of caster's Light 

Magic skill. Only works on undead creatures. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Some creatures can cast helping spells like Shield on their allies. Dispel Magic removes 

these effects. Casting it doesn't remove your party's own helpful effects. 

Spell Point Cost: 15 

Normal: Removes spell effects from all creatures within sight of the party. 

Recovery time is reduced by caster's Light Magic skill. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 
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Paralyze 

[I] 
If you successfully case this spell on a creature, you're pretty much guaranteed chat you'll 

have time to kill it before it unfreezes. 

Spell Point Cost: 20 

Normal: Temporarily prevents a target creature from attacking or moving. 

Duration is three minutes per point of caster's Light Magic skill. 

Paralyzed creatures may be attacked without breaking the spell. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Expert Level Light Magic Spells 

Summon Elemental 

Light Elementals are fast and have a good missile attack. Summoning a few can greatly 

increase your party's damage output. 

Spell Point Cost: 25 

Expert: Summons a Lesser Light Elemental to fight for the party that will 
remain until it's killed or the spell dissipates. Duration is five minuta 

per point of skill. Caster may have only one Elemental summoned at 

any time. 

Master: Duration is 15 minutes per point of skill. Caster may summon up to 

three Elementals. 

Grand Master: Summons a Greater Light Elemental. Caster may summon up to five 

Elementals. 

Day of the Gods 

It's more effective co raise low character attribute scores than co raise higher on 

(See the Attribute Bonus Table in Chapter 2.) Take chis into consideration wh~ 

deciding whether or not co cast chis spell. 

Spell Point Cost: 30 

Expert: Increases all attributes of all of your characters by three 

times the caster's Air Magic skill. 

Master: Spells are cast at four times skill level. 

Grand Master: Spells are cast at five times skill level. 



CHAFTE.R FOUR 

Master Level Light Magic Spells 

Prismatic Light 

This spell does more damage than the Fire Magic Inferno spell, and it doesn't damage your 

party. This makes it a great spell to use against large numbers of creatures. 

Spell Point Cost: 35 

Master: Delivers 25 points of damage plus 1 per point of caster's Light Magic 

skill to all creatures in sight. Can't be cast indoors. 

Grand Master: Faster Recovery rate. 

Day of Protection 

iJ 
The ultimate protection spell. 

Spell Point Cost: 40 

Master: Simultaneously casts Feather Fall, Wizard Eye, and the Air, Body, 

Earth, Fire, Mind, and Water Resistance spells on all your characters. 

Spells are cast at four times caster's Light Magic skill. 

Grand Master: Spells are cast at five times skill level. 

Hour of Power 

[I] 
Hour of Power gready increases your characters' damage output and survivability in combat. 

Spell Point Cost: 45 

Master: Simultaneously casts Haste, Heroism, Shield, Stone Skin, and Bless on 

all your characters at four times caster's Light Magic skill. 

Grand Master: Spells are cast at five times skill level. 

u11ray 

00 
This spell's missile flies very fast and does fantastic damage. 

Spell Point Cost: 50 

Master: Focuses the rays of the sun on a single target. Damage is 20 plus 1-20 

per point of caster's Light Magic skill. Only works outdoors. Slow 

Recovery rate. 

Grand Master: Moderate Recovery rate. 
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Grand Master Level Light Magic Spell 

Divine Intervention 

This is the ultimate healing spell. Unfortunately, it's aging side effect limits its general use· 

fulness {see Aging near the end of the chapter). Use it in cases of emergency or if you have 

easy access to Rejuvenation potions-like if you have a Druid with grand master Alchemy~ 

your party. 

Spell Point Cost: 5 5 

Grand Master: Heals the party of all damage, restores lost Spell Points, and removes 

all adverse conditions. May only be cast three times a day and ages 

caster 10 years. Recovery time is shortened with higher levels of Light 

Magic skill. 

Spells of the Mind Magic School 

Normal Level Mind Magic Spells 

Remove Fear 

This spell removes the Afraid condition from a character. Afraid is also removed when you 

rest and heal your party. 

Spell Point Cost: 1 

Normal: If cast in time, removes effects of fear on a target character. Works if 

character has been affected by fear for less than three minutes per po~ 

of caster's Mind Magic skill. 

Expert: Works for one hour per point of skill. 

Master: Works for one day per point of skill. 

Grand Master: No time limit. 

Mind Blast 

This spell does low damage to its targets. Ir's the only normal level damage spell 

available in the Magics of the Self (Body, Mind, and Spirit Magic). Many creatut 

are im~une or resistant to Mind damage, so be careful who you cast it on. 

Spell Point Cost: 2 

Normal: 

Expert: 

Master: 

Grand Master: 

Fires a bolt of mental force at a single target causing 3 

points of damage plus 1-3 per point of caster's Mind Magi; 
skill. 

Faster Recovery rate. 

Faster Recovery rate. 

Fastest Recovery rate. 



CHAFTE.R. FOUR. 

Mind Resistance 

Jtltpnthy 

Cast this spell on your party before you go into battle with creatures whose attacks do 

Mind damage. 

Spell Point Cost: 3 

Normal: Increases all of your characters' resistance to Mind Magic by one per 

point of caster's Mind Magic skill. Duration is one hour per point of skill. 

Expert: Resistance increase is doubled. 

Master: Resistance increase is tripled. 

Grand Master: Resistance increase is quadrupled. 

This spell tdls you what a creature is carrying. Cast it if this is a factor in your decision 

whether to attack the creature or not. 

Spell Point Cost: 4 

Normal: Caster reads target's mind to find out what items and how much gold 

it possesses. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Expert Level Mind Magic Spells 

Cha mi 

Charmed creatures stop fighting you. You can use this spell to remove some creatures from 

combat while you deal with their allies. 

Spell Point Cost: 5 

Expert: Removes any hostile feelings a target creature has for the party. Effect 

of spell is removed if the creature takes any damage. Duration is five 

minutes per point of caster's Mind Magic skill. 

Master: Duration is 10 minutes per point of skill. 

Grand Master: Spell lasts until party leaves map. 

Curt Paralysis 

Paralyzed characters can rake no actions, so you really want to remove this condition 

from them as quickly as possible. 

Spell Point Cost: 8 

If cast in time, cures effects of paralysis on target character. 

Works if the character has been Paralyzed for less than one hour per 

point of caster's Mind Magic skill. 

Master: Works for one day per point of skill. 

Grand Master: No time limit. 
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Berserk 

This spell won't prevent a creature from attacking your parry if your characters are the 

closest creatures. Cast it on the roughest creature near the back of a group of enemies for 

maximum effect. 

Spell Point Cost: 10 

Expert: Causes target creature to go mad with battle lust and attack the 

nearest creature. Duration is five minutes per point of caster's Mind 

Magic skill. 

Master: Duration is 10 minutes per point of skill. 

Grand Master: Duration is one hour per point of skill. 

Master Level Mind Magic Spells 

Mass Fear 

Cure Insanity 

This spell only works on creatures that you can see in the main view and who are at less 

than medium range (approximately 50 feet). 

Spell Point Cost: 15 

Master: All creatures within sight flee from the party while the spell lasts or 

until they take damage. Duration is three minutes plus five minutes 

per point of caster's Mind Magic skill. Doesn't affect undead crea 

Grand Master: Duration is five minutes per point of skill. 

This spell removes the Insane condition from affected characters. This condition is rarer 

than others, bur you still want to be prepared for it. 

Spell Point Cost: 20 

Master: If cast in time, removes effects of Insanity on a target character. Worli 

for one day per point of caster's Mind Magic skill. 

Grand Master: No time limit. 

Psychic Shock 

This is a reasonable direct-damage spell with a very fast missile. 

Spell Point Cost: 25 

Master: Delivers a powerful attack directly at the mind of a target 

creature. Damage is 12 points plus 1-12 per point of casrc 

Mind Magic skill. 

Grand Master: Faster Recovery rate. 
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Grand Master Mind Magic Spell 

Enslave 

This spell is like Berserk, except that the affected creature won't attack you. Many very 

cough creatures are affected by Enslave, including Dragons. 

Spell Point Cost: 30 

..__ __ _, Grand Master: Caster takes control of target creature's mind for 10 minutes per point 

of caster's Mind Magic skill. Affected creature will fight monsters hos­

tile to the party. The spell is not broken if the party deuvers damage to 

the creature. It has no effect on undead creatures. 

Spells of the Spirit Magic School 

Normal Level Spirit Magic Spells 

Dtttct Life 

Bltss 

This spell duplicates the effect of the normal and master levels of the Identify Monster skill. 

Spell Point Cost: 1 

Normal: Allows you to see the Health Points of opponents as an exact number 

when you right-cuck on them. Duration is 10 minutes per point of 

caster's Spirit Magic skill. 

Expert: Duration is 30 minutes per point of skill. 

Master: Duration is one hour per point of skill. 

Grand Master: Opponent spells are displayed. 

This spell is particularly effective when cast on a low-level party, but is always a good Spell 

Point investment before entering a challenging battle. 

Spell Point Cost: 2 

Normal: Increases target character's chance to hit opponents with hand-to-hand 

and missile attacks. Bonus to hit is 5 plus 1 per point of caster's Spirit 

Magic skill. Duration is one hour plus five minutes per point of skill. 

Expert: Affects entire party. 

Master: Duration is one hour plus 15 minutes per point of skill. 

Grand Master: Duration is one hour plus one hour per point of skill. 
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Fate 

,,. 

Turn Undead 

The bonus conveyed by chis spell only affects a single attack. Therefore, it's best to casr i 

immediately prior to combat so chat your first strike has an increased chance to hir. 

Spell Point Cost: 3 

Normal: If cast on a character, character's chance to hit is increased. If cast on 

monster, monster's chance to hit is decreased. Bonus or penalty is 20 

plus 1 per caster's Spirit Magic skill. Duration is five minutes or un 

target attacks. 

Expert Bonus or penalty is 20 plus 2 per point of skill. 

Master: Bonus or penalty is 20 plus 4 per point of skill. 

Grand Master: Bonus or penalty is 20 plus 6 per point of skill. 

This spell acts like the Mind Magic Mass Fear spell except chat it affects undead creatur 

It only affects the creatures directly in front of you. 

Spell Point Cost: 4 
Normal: Causes all visible undead creatures to flee for the duration of spell, 

which is three minutes plus one minute per point of caster's Spirit 

Magic skill. 

Expert: Duration is three minutes plus three per point of skill. 

Master: Duration is three minutes plus five per point of skill 

Grand Master: Faster Recovery rate. 

Expert Level Spirit Magic Spells 

Remove Curse 

The Cursed condition gives your characrers an automatic 50 percent chance to fail any 

attack or ocher action. Remove it as quickly as possible. 

Spell Point Cost: 5 

-~~~-:;'_~---' Expert: If cast in time, removes the effects of curses affecting a character. 

Master: 

Grand Master: 

Works if character bas been Cursed for less than one hour per poin1 

caster's Spirit Magic skill. 

Works for one day per point of skill. 

No time limit. 



Prtstrvation 

iJ 
If Preservation is cast on a character, chat character will not die even if it takes massive 

damage. This allows you to heal the character by resting rather than using more extreme 

measures. This spell is useful when you have a weaker character that's always dying on you. 

Spell Point Cost: 8 

Heroism 

Expert: Preservation delays death due to massive Hit Point loss. The character 

will instead become unconscious. If Hit Points are still too low when 

the spell wears off, a gravely wounded character will die. Duration is 

one hour plus five minutes per point of caster's Spirit Magic skill. 

Master: Works on entire party. Duration is one hour plus five minutes per 

point of caster's Spirit Magic skill. 

Grand Master: Duration is one hour plus 15 minutes per point of skill. 

This spell greatly increases the damage output of your weapon-using characters. 

Spell Point Cost: 10 

Expert: Increases the damage party members do on successful attacks by 5 plus 

1 per point of caster's Spirit Magic skill. Duration is one hour plus five 

minutes per point of skill. 

Master: Duration is one hour plus 15 minutes per point of skill. 

Grand Master: Duration is one hour plus one hour per point of skill. 

Master Level Spirit Magic Spells 

~irit Lash 

iJ 
This spell is among the most effective of the Self Magic direct-damage spells. 

Spell Point Cost: 15 

Master: This spell damages a target creature by attempting to weaken the link 

between its body and soul. Damage is 10 plus 2-8 per point of caster's 

Spirit Magic skill. The creature must be very close for the spell to 

work. 

Grand Master: Faster Recovery rate. 
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Raise Dead 

Shared Life 

Only cast this spell after you have found a safe place to rest or, in a pinch, if you have good 

healing spells or potions. You'll have to rest and heal the newly raised character or cast Cure 

Weakness on them to bring them to full health. 

Spell Point Cost: 20 

Master: If cast in time, raises a dead character back to life. Works if character 

has been dead for less than one day per point of caster's Spirit Magic 

skill. Raised characters will be weak. 

Grand Master: No rime limit. 

This spell won't raise character Hit Points above their normal maximum Hit Points. Use 

when you have one or two characters that have taken a lot of damage while the rest of yo 

party has remained relatively unscathed. 

Spell Point Cost: 25 

Master: Creates a pool of Hit Points and then distributes them equally amo 

your characters. Pool size is equal to total Hit Points of all living (nm 

stoned, dead, or eradicated) party members plus 3 per point of caster 

Spirit Magic skill. 

Grand Master: Pool size is total Hit Points plus 4 per point of skill. 

Grand Master Level Spirit Magic Spell 

Resurrection 

[1J 
This spell works on dead and eradicated characters. The Recovery time for the camr is 

long (10 or more combat rounds), much longer than for any other spell. Make sure char 

you're in a safe place before you cast it. 

Spell Point Cose 30 

Grand Master: Brings a character back to life after their body has been destroyed. 

Resurrected characters will be weak. Spellcaster takes a long rime co 

recover, but this is speeded by increased Spirit Magic skill. 
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Spells of the Wiiter Magic School 

Normal Level Water Magic Spells 

Au1akm 

Poison Spray 

The one drawback o. f t:his spell is c:hat c:he caster must be awake to cast it. Cast it as soon as 

you can if your party is ambushed when resting. 

Spell Point Cost: 1 

Normal: Wakens party from normal (resting) sleep, and will waken them from 

magical sleep if they have been thus asleep for less than three minutes 

per point of caster's Water Magic skill. 

Expert: Works for one hour per point of skill. 

Master: Works for one day per point of skill. 

Grand Master: Same as Master. 

IJ 
At higher levels ofWater Magic expertise, t:his spell fires multiple missiles, making it very 

difficult to avoid. It doesn't do great damage, but it does have good range and can hit 

multiple targets. 

Spell Point Cost: 2 

Normal: Sprays poison at creatures in front of party. Damage is 2 points plus 

1-2 per point of caster's Water Magic skill. 

Expert: Faster Recovery rate. Fires three shots of poison. 

Master: Faster Recovery rate. Fires five shots. 

Grand Master: Fastest Recovery. Fires seven shots. 

!11iter Resistance 

Cast t:his spell before going into battle against creatures t:hat can inflict Water damage. 

Spell Point Cost: 3 

Normal: Increases all of your characters' resistance to Water Magic by one per point 

of caster's Water Magic skill. Duration is one hour per point of skill. 

Expert: Resistance increase is doubled. 

Master: Resistance increase is tripled. 

Grand Master: Resistance increase is quadrupled. 
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Ice Bolt 

This spell is the Water Magic equivalent of the Fire Magic Fire Bolt spell. le does slightly 

higher damage and costs twice as much to cast. 

Spell Point Cost: 4 

Normal: Fires a bolt of ice at a single target. Damage is 1-4 points per point 

caster's Water Magic skill. 

Expert: Faster Recovery rate. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Expert Level Water Magic Spells 

~ter~lk 

This is the lowest-level spell that increases your mobility. It's particularly useful for reach' 

islands. Just make sure you reach land before the spell runs out. 

Spell Point Cost: 5 

Expert: Allows your party to walk on water without taking damage. Duratio 

is 10 minutes per point of caster's Water Magic skill. One additional 

Spell Point is drained from caster every 20 minutes while in contact 

with water. 

Master: 

Grand Master: 

Duration is one hour per point of skill. 

No Spell Point drain. 

Recharge Item 

This spell is useful for replenishing charges on wands. Just make sure you cast it on an ilt' 

before all of its charges are depleted. Items with charges disappear when completely dis­

charged. 

Spell Point Cost: 8 

Expert: Recharges any magical item that uses charges. Each time the spell is 

cast, the item maximum number of charges is reduced by 50 percem 

minus 1 percent per point of caster's Water Magic skill. 

Master: Charge loss is 30 percent minus 1 percent per point of skill. 

Grand Master: Charge loss is 20 percent minus 1 percent per point of skill. 
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Acid Burst 

il 
This spell's missile is a bit slow, bur it does do good damage for its cost. 

Spell Point Cost: 10 

Expert: Fires a jet of caustic acid at a single target. Damage is 9 plus 1-9 per 

point of caster's Water Magic skill. 

Master: Faster Recovery rate. 

Grand Master: Fastest Recovery rate. 

Master Level Water Magic Spells 

Enchant Item 

Town Portal 

let Blast 

This spell permanently gives a random magical property to a non-magical item, increasing 

both its gold value and usefulness. 

Spell Point Cost: 15 

Master: Enchants a normal item with magical powers. The chance of success is 

10 percent per point of caster's Water Magic skill. Enchantments are at 

level 3 (see Chapter 8). May not be cast on weapons or quest items. 

Target item must have a gold value of 450 or greater. 

Grand Master: Enchantments are level 4. Can enchant weapons with a value higher 

than 250 gold. 

This spell is great for returning to a town to take advantage of irs services. For example, 

you can return to sell off items when your characters' backpacks are full. 

Spell Point Cost: 20 

Master: Teleports party to central fountain of any town that it has visited. 

Chance of success are 10 percent per point of caster's Water Magic 

skill. Can't be cast when hostile monsters are nearby. 

Grand Master: Works when hostile monsters are near. 

This spelJ's grenade-like missile is great for damaging groups of creatures hiding around 

corners. As an added bonus, it won't damage your party like other area-effect spells. 

Spell Point Cost: 25 

Master: Fires a ball of ice in the direction the caster is facing. The ball shatters 

when it hits something and launches seven shards of ice in all directions 

except toward the caster. The shards ricochet until they hit something or 

melt. Each shard does 12 points of damage plus 1-3 per point of caster's 

Water Magic skill. 
Grand Master: Faster Recovery rate. Ball shatters into nine shards. 81 
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Grand Master Level Water Magic Spell 

Lloyd's Beacon 

[I] 
This ultimate teleportation spell requires some planning to use. You must set a beacon 

before you can use the spell to releport. 

Spell Point Cost: 30 

Grand Master: Allows you to place a marker at a location that you would like to telepa 

the party back to. Cast the spell to set a beacon or to teleport to one pn 

viously placed. You may have up to five beacons at any one time. Beaam 

remain in place for one week per point of caster's Water Magic skill. 

Other Character Development Issues 
Equipment 
One of the main ways that your characters develop new abilities is through equipment 

you find and purchase. In the latter part of the game, the equipment your characters 

carrying will have a greater effect than attribute or character level increases on their 

abilities. To succeed, you must constantly upgrade your characters' equipment as you 

acquire new and better items. 

Make sure to match items to your characters' classes. Thar Platinum Ring ofWim 

(+5 to wearer's Intellect and Personality) won't do your Knight any good, for example 

The same goes for items that convey bonuses to skills. The character using such items 

must possess the skill before it gets the bonus. 

Items that confer Resistance Bonuses should go first to characters that don't have 

resistance to the type of damage they offer protection against. This is because a chararu 

must have some resistance to a damage type before they receive any benefits from ther 
Luck attribute when damage resistance is calculated. 

In many cases, it makes sense to have your characters carry items char cl: 

only use periodically. A Sorcerer who normally wears an amulet that enhalli 

her Fire Magic spells might swap it our with an amulet that enhances her 

Identify Item skill when she has to use that skill. 
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Barrels and Fountains 
carrered around Erathia, you'll find barrels full of liquid that may be colored or have 

some other characteristic. A character can drink the contents of a barrel to gain bonuses 

roan attribute or resistance racing. A barrel can be drank from once and then it's empty. 

Barrels become replenished when the map they are on respawns (as explained in Chapter 

5). The barrels' effects are represented in Table 4-4 below. 

Fountains can be found in villages and towns. Table 4-4. Barrels 

Drinking them can have all sorts of beneficial or 

dmimental effects on your characters. Some 

founrains require that certain conditions are met 

before they will have an effect. A complete list of 

founrains is supplied for each region in Chapter 6. 

Aging 
.'tfight and Magi-c VII can take many game years 

(nor real years!) to play. Your characters age as time 

passes. Some creature attacks and spell side effects 

( /1,1.,1!1 ,,(' 

Red 

Orange 

Blue 

Green 

Yellow 

Purple 

White 

Steaming 

Ftosry 

Shocking 

Dirry 

///,,· 

Increases Mighc 

Increases lncellect 

increases Personality 

Increases Endurance 

Increases Accuracy 

Increases Speed 

Increases Luck 

Adds to Fire Resistance 

Adds co Water Resistance 

Adds co Air Resistance 

Adds to Earth Resistance 

will magically age your characters. Magical aging can be removed using the Black 

Rejuvenation Potion. Natural aging can't be reversed. 

Your char~er's age affects its attributes by lowering or raising them to a percent of 

their normal v . The numbers in the table below are the percentages applied to 

character attributes w they reach a given age. For example, a character with a Might 

of 100 will see it diminish to 75 when he or she turns 50. The same character will see 

rheir Intellect of 50 raise to 75. 
Ali characters' birthdays are on the first day of the year. 

Table 4-5. Aging Effects on Attributes 

1r1 t1
1
111r1 !'~f () / 4) 1~( '"l(J <)l) /~, /IHI I 1 'I 1,, /'ill, 

Might 100 75 40 19 

lncellecr 100 150 LOO 10 

Personaliry 100 150 100 10 

Endurance 100 75 40 10 

Accuracy 100 100 40 JO 

Speed 100 100 40 10 

Luck 100 100 100 100 



Chapter 5 

Erathia 

This chapter and the next contain walkthrough information 

for Might and Magic VIL This chapter looks at Erathia as a 

whole, describing the main adventure story line you must 

follow to win. 
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e action takes place in various regions of the Erathian continent. These appear as 

numbered squares on the following map. Chapter 6 provides a detailed look at each 

'on, with complete indoor and outdoor maps and walkthroughs for all main line, 

ndary, and promotion quests. 

Main line quests advance the game's primary story. Secondary quests give your party 

aperience and gold, but completing them isn't absolutely necessary to advance. 

C.Ompleting promotion quests conveys advanced rank on your characters. Because rank 

arries with it access to new skills and allows characters to learn existing skills at higher 

levels of expertise, you'll probably need to complete the promotion quests associated 

with c:he character classes in your party. This holds true particularly for your magic-

ming characters, who need higher rank to gain more powerful master and grand master 

spells. 

Map of Erathia 
Your adventure takes place on the continent of Erathia. Because the game doesn't allow 

you co travel to all areas of the land, only those regions relevant to quests are represent­

ed. These lie within the square areas on the following map. You may travel between 

regions on foot, or via boat, carriage, teleporter gate, or travel spells such as Lloyd's 

Beacon or Town Portal. 

To travel on foot, you must walk on the roads between regions: walk to the edge of a 

region map where a road connects it to another region. For example, to reach the 

Tularean Forest from Harmondale, you must walk to the north edge of the Harmondale 

region map; to reach the Barrow Downs, walk to the south edge. 

Tunnels connect the Barrow Downs to Mount Nighon, and Mount Nighon to the 

Land of the Giants. The tunnel from the Barrow Downs connects Stone City (at the 

Barrow Downs) to Thunderfist Mountain (at Mount Nighon). A similar tunnel runs 

from Thunderfist Mountain to a mine entrance on the surface of the Land of 

the Giants. 

After you visit the Land of the Giants, a teleporter gate between it and 

Harmondale becomes active. The Pit is accessible via the Hall of the Pit, in 

Deyja. You reach Celeste via the teleporter in the Bracada Desert. The door to 

the Pir and the teleporter to Celeste become active once you've chosen 

either rhe Path of Light or the Path of Dark. 
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Once you leave Emerald Island, you can't return. The Shoals is accessible only duri 

~.J the final main line quest; you need wetsuits to reach it. 

15 
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Traveling by Boat or Carriage 
In mosr rowns and villages, you'll find stables and/ or a boat dock from which you may 

travel from region to region. The following table shows the schedule for boat and car­

riage rravel. Such travel is faster than going on foot, and uses no food. 

On Sundays, for example, you may travel from the J.VC. Corral in Harmondale to 

me Arena. There you may participate in gladiatorial combat against a variety of crea­

rures. (Winning Arena battles is part of one of the Knight promotion quests, described 

fully in the next chapter.) 

As with other services, the cost of either mode is affected by your characters' 

Merchanr ability and your party's Reputation, as explained in Chapter 3. 

Table 5-1. Carriage Schedule 

! Hannondale Erathia Tularcan Deyja Bracada Taralia 

~ J.V.C Royal Hu's Faithful Cryscals Dry 

I Corral Steeds Stallions Steeds Caravans Saddles 

llir Doti112tion I Destinarion I Desrinacion '.! Desci nation I Destinarion 2 Destination I Destination I Destirtation 1 

Mon Ennhia Ta tali a Deyja Av Ire - Erathia Erathia -

2 days 2 days 3 days 3 days 3 days 3 days 

Tilt Tulman Harmondalc - Deyja l larmondale Tularean Harmondale Erathia 

2 days 2 days 2 days 2 days 2 days 5 days 2 days 

ltd Ernchia Tacalia Bracada Avlee - Erathia Erarhia -

2 days 2 days 3 days 3 days 3 days 3 days 

Thu Tularcan Harmondale Deyja Harmondale - Tularean - Erathia 

2 days 2 days 3 days 2 days 2 days 2 days 

Fri Erathia Tacalia - Av lee Deyja Erathia Erathia -
2 days 2 days 3 days 2 days 3 days 3 days 

Sa Tularean Harmondale Bracada Harmondale - Tularcan Harmondale Erathia 

2 days 2 days 3 days 2 days 2 days 5 days 3 days 

/Sun 
Arena - - Dcyja - - Erathia -

4 days 2 days 3 days 

Avlee 
Plush 
Coaches 

Destirtacion I 

-

Tularean 

3 days 

Deyja 

5 days 

Tularean 

3 days 

-

Tularean 

3 days 

Deyja 

5 days 
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Tabk 5 -2. Boat Schedule 

Rq;on Emcnld Island Erathia Tulaiean Bracada Even mom Tatalia Avlee 
Origin Lady Lady Sea Enchantress Sacred Narwhalc Wind 

Margarec Catherine Spricc Sails Runner 
Day Dcstinacion I Dcstinacion I Destination 2 Destination I Destination 2 Dcscinarion l Destination I Destination I Destiruicion ! 

Mon Harmondale Av Ice Bracada Tatalia - Tacalia Tacalia Bracada Tularean 

7 days 4 days 6 days 4 days 4 days 4 days 4 days 4 days 

Tue Harmondale Ta tali a Av lee - - Erathia Erathia - -
2 days 2 days 3 days 2 days 4 days 

Wed Harmondalc Bracada Bracada Tatalia Tacalia Bracada Tularcan - - I 

7 days 6 days 6 days 4 days 4 days 4 days 3 days 

Thu Harmondale Tacalia Avlcc - - Erathia Tacalia 

7 days 2 days 3 days 2 days 5 days 

Fri Harmondale Avlee - Tatalia Ta1alia Av lee Tularean - -
7 days 4 days 4 days 4 days 5 days 3 days 

Sac Harmon dale Ta1alia Av lee - - Tularean Tularean Erathia Erathia 

7 days 2 days 3 days 6 days 5 days 2 days 4 days 

Sun Harmondale - - Emhia - - - - -
7 days 6 days 

Using the Town Portal Spell 
You may use the master Water Magic spell, Town Portal, to instantly teleport to a to~ 

you've visited already. It deposits you at the central fountain. The spell won't take you 

villages, however. 

Town Portal Destinations: 

Mount Nighon 

Harmon dale 

Celeste 

The Pit 

Steadwick (in Erathia) 

Pierpont (in the Tularean Forest) 
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The Obelisks rn 
There are 14 obel~ks scattered around Erachla, one per region, with the exceptions of ~ 
the hoals and Emerald Island. Click on each obelisk to receive part of a hidden mes- 1 
~e; this is transcribed into your Autonotes. Once you've gathered all 14 message parts, :I 
they line up to reveal the following cryptic phrase when read up-to-down, left-to-right: )> 

pirates five one survive hide their gold under the sand white flower 

witching hour bloom upon a haunted land 

After you receive this message, you can find a large treasure on Evenmorn Island. If 
rnu're present at the large circle of stones at the stroke of midnight, a white flower will 

appear in the center of the circle. Click on the flower to reveal a treasure chest full of 

gold and excellent equipment. 

Spell Pedestals 

IJ You can find spell pedestals scattered around Erathia. When you click on 

them, they cast a protective spell on your party. All pedestal spells are cast at 

grand master level 5. 

Table 5-3. Spells Cast by Pedestals 

! 11r/1, 1 /t (/Ill ,/,,II( Ir 

Beige Hasce 

Blue Wacer Resistance 

Brown Earth Resistance 

Green Shield 

Yellow-Green Air Resistance 

Grey Srone Skin 

Dark Purple Mind Resistance 

Lighc Purple lmmolarion 

Dark Red Fire Resistance 

Lighc Red Body Rcsiscance 

Orange Heroism 

Whice Day of che Gods 
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Attribute Games 
Burning braziers are found in various regions. Each tests a particular attribute. When 

you click on one, and if the active character holds the tested attribute at a high enou~ 

level, that character gets skill points. There are four different braziers-Games, Contests, 

Tests, and Challenges. Exactly what attribute each brazier tests is randomly determined 

each time a map respawns (as explained in the next chapter). 

Each character can win each attribute game once for each attribute. 

Tab/.e 5-4. Attribute Games 

[}] lIJ [}] Lil 
Type Game Contest Test Challenge 

(Blue Flame) (Brass Brazier) (Orange Aame) (White Flame) 

Score Needed 
to Win 25 50 100 200 

Skill Poincs 
Won 3 5 7 10 

Story Line 
This section ties together the story behind the main line quests, and lays out the who! 

adventure. If you're the kind of person who hates to know the end of a movie before 

you see it, stop reading here. Instead, refer to the information in the next chapter 

you get stuck. 

The story comprises four distinct sections. In the first, you must secure your 

party's place as Harmondale's leaders. In the second, you must resolve the war 

between the Elves and Humans. In the third, depending on how you resolve( 

the war in part two, you must prove yourself to either the leaders of the lighr 

the leaders of the dark. In the fourth section, you embark on a final mission ro 

seal the fate of the world. 

What follows is just the basic story. The next chapter contains specific inforl111 

90 tion for completing each quest. 
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Section One: The New Rulers of Harmondale 
four party begins on Emerald Island, as contestants in Lord Markham's great scavenger 

hum. To win, you must scour the island to find the items on your list and return them 

m che contest judge in Emerald Island Village. The winners will receive the deed to 

Harmondale Castle. 

After you win the contest, you may board the ship on the south end of the island 

and rravel to Harmondale Castle. Before you can call the castle yours, however, you first 

musr evict its current occupants-Rats, Bats, and Goblins. After you accomplish this, 

l'OU meet the castle butler at the local tavern, On the House. He tells you that you must 

hnd someone co fix your castle, and suggests the Dwarves in Stone City. 

Scone City is located in the Barrow Downs, on a bluff high over the plains and 

rivers. To reach it, either navigate the teleporter gates in the Barrows dungeons or cross 

co the region's northwestern land mass and climb the steep mountain road toward the 

region's center. 

In Stone City, find Hothfarr IX, the Dwarven king, at the east side. He says he'll 

help you rebuild your castle, but first you muse prove yourself by rescuing some of his 

miners from the Red Dwarf Mines, in the Bracada Desert. Medusas have overrun the 

mines and turned the miners to stone. Hothfarr gives you an elixir that will unfreeze 

chem. 

o it's off to the Red Dwarf Mines, near the northeastern edge of the Bracada Desert 

region. You must fight your way past the Griffins guarding the mine entrance. Medusas 

and Oozes wait inside. Fortunately, the Medusas are in the mine's lower levels, and the 

frozen Dwarves are in the upper level. If your characters are coo weak co kill che Oozes, 

rou can run past these tough-but-slow monsters co reach the seven frozen Dwarves. 

When you return to Hothfarr, he agrees to fix your cascle. This ends the first section 

of the main line adventure. 

Section Two: The Elf-Human "War 
'X'hen you enter Harmondale after rescuing the Dwarves for Hothfarr, the game 

stares a timer called the "war clock." Once it starts, a series of timed events take 

place regardless of whether you participate. You must accomplish a lot of things 

l'ery quickly to take full advantage of the experience and gold opportunities. 

Complete all the secondary and promotion quests you can and train your 

characters as high as possible before returning to Harmondale. 
91 
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When you do go back, make a beeline to your castle. In the throne room (directly 

north of the front door and behind the fountain), two diplomats await you-Lady Ellen 

Rockway, representing the Humans, and Alain Hani of the Elves. Both deliver invita­

tions from their rulers (Queen Catherine of Erathia and King Eldrich Parson of the 

Tularean Forest, respectively). 

Now you have an inkling of why Lord Markham gave up Harmondale so easily. le 
lies in disputed territory: both Humans and Elves lay claim to it. Over the next couple 

of game months, your party can decide who has ultimate control of the land. Althou~ 

this decision is of little consequence later in the game, you can gain the trust of both 

Elves and Humans, and gain Harmondale for yourself. Beyond giving you a sense of 

satisfaction, this course of action also gains you the most experience points and gold. 

Leave the castle and go ro the Tularean Forest as quickly as possible (probably takiJ¥ 

a carriage from the J.V.C. Corrals). When you reach the Tularean Forest, visit King 

Parson in his castle in Pierpont. He'll ask you ro enter Fort Riverstride in Erathia and 
steal plans to the fort. He'll give you a month ro complete this mission, but don't run 

off to Erathia just yet. Instead, go ro the Tularean Caves, at the northeastern corner of 
the Tularean Forest region. Rescue the Erathian agent, Loren Steel, from the caves. T~ 

go ro Erathia. 

If you travel there by foot via Harmondale, you'll pass right through Riverstride For 

at Erathia's eastern edge. Get the plans for King Parson. You'll find them on the lower 

level, behind a painting of Queen Catherine. Access the lower level via a secret door it 

storage room (the one full of crates). 

Yes, you just betrayed Queen Catherine, but as long as you don't tell her, she'll nei 

know. Go meet her in Castle Gryphonheart, on the hill overlooking the rown of 

Steadwick. She asks you ro rescue Loren Steel, and gives you a month to do it. Becall)! 

you've done this already, you can collect your reward immediately. Now return to 

the T ularean Forest. 

If you enter the Tularean Forest two to three months after the war clock srar. 

a messenger approaches to say a battle is raging between the Elves and Hum • 

They fight over an artifact-Gryphonheart's Trumpet. During the battle, rhear: 

fact lies in a chest directly in front of the entrance ro the Tularean Caves. As C 

soon as you learn of the battle, run ro the Caves and retrieve it. 
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Giving the trumpet to either Queen Catherine or King Eldrich decides the war in 

&ior of either the Humans or the Elves. Your third option is your best course of action, 

lowever: 

On the eastern edge of the Harmondale region you' ll find Judge Grey's hut. Judge 

Gre)· i the arbiter the Elves and Humans have agreed will mediate their dispute. If you 

him rhe trumpet, neither side wins control of Harmondale. It becomes an inde­

f'Odenr state-under your control. In terms of the future story line, it doesn't matter 

therher your party comprises lords of Harmondale under the Elves or the Humans, or 

d Harmondale is independent. You do gain extra experience points for giving the trum­

f'I co the arbiter, however. 

If your timing is off and you miss the battle in the Tularean Forest, the Humans col­

rhe trumpet and win the conflict by default. And you lose out on the experience. 

Judge Grey dies four months after the war clock starts. There's nothing nefarious in 

chis: he dies of natural causes. The next time you enter Harmondale after this event, a 

m enger approaches to say you must choose a new arbiter to replace him. 

Two new ambassadors await you back at Harmondale Castle. Ambassador Wright 

rtpre enrs the Wizards of Bracada and puts forth their arbiter candidate, Judge 

Fairweather. Ambassador Scale from the Necromancers of Deyja pleads the case for their 

Qlldidate, Judge Sleen. You must choose Judge Grey's replacement from these judges. 

Judge Fairweather awaits you in the Familiar Place tavern in Bracada; Judge Sleen is at 

rhe nobish Goblin tavern in Deyja. Retrieve the arbiter you've chosen from his tavern 

md escort him to Judge Grey's former home on Harmondale. 

In choosing Judge Sleen, you choose the Path of Dark. When you return him to the 

ubirer's hut, you'll view a cutscene wherein the Elves and Humans go to war. This 

rYes the Necromancers, because they go to the field of battle and muster an undead 

mny from the corpses. Sleen sends you to talk to the Necromancer leader, Archibald 

lronfis t, who awaits you at the Pit. 

If you choose Judge Fairweather, you choose the Path of Light. The Elves 

md Humans come to an agreement about their territorial boundaries and a new 

peace settles over the land. Fairweather sends you to talk to Gavin Magnus in 

Castle Lambent, in the cloud city of Celeste. 

This ends the second section of the adventure. 
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Section Three: Proving Your Worth to the Path of Light 
From this point, the story follows one of two courses, depending on whether you ch 

the Path of Light or the Path of Dark. When you choose the Path of Light, you uavel 

to Celeste via Bracada's newly active teleporter. Celeste stands on a cloud floating higt 

over Bracada. (Don't fall through the gaps in the city floor. It's a long way down.) M· 
your way to Castle Lambent at the north end of the city. 

When you talk to Magnus, he tells you that, before you can proceed, you must p 

one last test by walking the Wizard's Path. This involves entering the Walls of Mist (a 

dungeon in Celeste) through the front door and leaving through the back door. You 

may not kill any of the creatures there, hostile or not. Because the dungeon is full of 

dangerous Genies, your party must be pretty tough to survive. This is a good place w 

have the Invisibility spell available. 

In any event, you must find the three keys you need to open the back-door exit. 

After you succeed at the Wall of Mists, return to Magnus. He tells you to talk to h~ 

four advisors, in the houses at Celeste's northeast corner. To advance the story to the 

next stage, you must complete quests for each of them: get two parts of an altar piea 

for Resurectra; kill a clan of Vampires in Tatalia for Crag Hack; collect some 

Necromantic soul jars for Sir Caneghem from Castle Gloaming in the Pit. After you 

carry our these tasks, Robert the Wise asks you to kill the chief Path of Dark advisor 

the Pit. 

Crag Hack's task is the easiest of the three. To accomplish it, travel to Tatalia and 
find the Wine Cellar in the region's largest village. Under the cellar is a crypt full of 

Vampires. To complete the quest, kill them all and return to Crag Hack. 

Resurectra asks you to retrieve two parts of an altar piece for her. One lies in the 

Temple of Light in Celeste. There are no hostile monsters in this temple, so the tasl 

easy. The piece lies in a chest in the northernmost temple chamber. 

The other piece lies in the Temple of Dark, in the Pit. To get there you musr 

el through the Hall of the Pit and enter the Pit itself There you'll face Gargoy 

and undead creatures. The Pit is an underground city full of hostile undead rui: 

Necromancers. The city is made up of four sections you may access through a 

sequence of teleporter jumps. The temple lies near the third teleporter jump. 

Vampires and Clerics of the Moon guard the Temple of Dark. The altar piece ' 

under the main altar (dick a button behind the main altar to move it aside). 



While you're in the Pit, you may as well retrieve the soul jars for Sir Caneghem. rn 
You'll find them in Castle Gloaming. Its entrance lies near the Pie's fourth teleporter. ?'J 
The castle contains a series of teleporter gates. You'll find the jars at the end of a hallway ~ 

near rhe first teleporter. To reach them, you must face more Necromancers and - · 1 

\'ampires. When you have the jars and the two altar pieces, return to Sir Caneghem and :I 
Resurecrra in Celeste. Now you can accept Robert the Wise's quest. )> 

Robert wants you to return to the Pit and kill his Path of Dark counterpart, Tolberti. 

Tolberri 's house is in the first part of the city (before any teleporter jumps). You'll face 

him alone, but he's a Blaster Guy-the game's toughest creature: prepare for a long bat­

tle. Tolberci's ability to cast Power Cure and Hour of Power on himself means he can 

·ome back to full strength from near-death. To defeat him, your party must be able to 

mflicr and sustain massive amounts of damage. 

When you return to Robert the Wise after killing Tolberci, he sends you to talk to 

Resurecrra in Castle Lambent. This ends the third section for the Path of Light . 

Section Three: Proving Yourself to the Path of Dark 
The Path of Dark follows a similar series of events. The difference is you must prove 

1ourself ro the forces of dark rather than the forces of light. Because your party is evil, 

the guardians of the Pit are friendly to you and the residents of Celeste are hostile. 

After installing Judge Sleen in Harmondale, you travel to see Archibald in Castle 

Gloaming, in the Pie. Before you can talk to his advisors, you must pass a gauntlet simi­

lar ro rhe Walls of Mist. The dark test lies in the Pit's Breeding Zone. You're allowed to 

~II rhe creatures blocking your way. After completing this test, you may talk to 

Archibald's advisors in the first section of the Pie city. They are Kastore, Dark Shade, 

\faximus, and Tolberti. 

Before you can cake on Tolberti's quest, you must complete quests for Kastore, Dark 

hade, and Maximus. Kastore wants you to retrieve the same altar pieces Resurectra 

21ks of a Path of Light party. The difference is the Temple of Light is for you a 

hostile place guarded by Angels and Clerics of the Sun, and the Temple of Dark 

1 full of allies who let you pass unchallenged. 

Dark Shade sends you to clear out Clanker's Lab, on the islands off the coast 

of the Tularean Forest. To complete his quest, travel to the islands using the Fly 

or Water Walk spell, and then clear all the Gogs, Golems, and Floating Eyes 

~om inside the lab. Then return to Dark Shade. 
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Maximus, like Sir Caneghem, wants you to retrieve soul jars. The ones he wanes, 

however, lie in Thunderfisc Mountain, on Mount Nighon. This dangerous dungeon is 

full of Minotaurs, Warlocks, and Floating Eyes. You'll find the soul jars in a chest in the 

Warlocks' living quarters. Take them to Maximus. 

After you complete these three quests, Tolberti sends you to Celeste to kill Robert 

the Wise. Robert is a Blaster Guy, so make sure you're ready to face him. After you kiU 
him and return to Tolberti, Tolberti tells you to go see Kastore in Castle Gloaming: 

while you were off assassinating Robert the Wise, Archibald relinquished leadership of 
the Necromancers and fled to Clanker's Lab. 

This ends che third section of the Path of Dark story. 

Section Four: Endgame 
The endgame for both the Path of Dark and the Path of Light requires the same chin 

The only difference is who sends you on the end quests and what is done with the ice 

you retrieve. If you're following the Path of Light, you report to Resureccra. On the P 
of Dark, you deal with Kastore. 

Either way, you learn that the leaders of Celeste and the Pit are not of this world. 

They arrived in a spaceship that crashed off the coast of Avlee. The survivors disagreed 

about what to do next. Their original mission had been to build the Gate of the 

Ancients that would act as a portal from Erathia to the rest of the universe. After the 

crash, some of the crew wanted to complete this mission. Others wanted to rule Era 

for their own glory. The finish-the-mission camp went off to set up base in Celeste. 

rest went to the Pit. 

Before they left their ship, the Lincoln, each side set a trap to prevent the other fro 
gaining control of the ship. Each side needs champions to gain control of the ship on 

behalf-your party. 

To finish the game, you must complete two final casks. First, you muse kill 
the leader of the Devils, Xenofex. His fortress, the Hive, lies in the Land of 
Giants. If you've been to that region before, you can use the teleporter from 

Harmondale. Otherwise, you must go through the runnels that run from the 
Barrow Downs and Mount Nighon. Kill Xenofex so he and his Devils won't 

interfere as you retake the Lincoln for your leader. 
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When you arrive in the Land of the Giants, a messenger from Archibald Ironfist 

mrercepts you. The message comes with a blaster, and tells you Xenofex holds 

'irchibald's brother, Roland Ironfist, prisoner. Archibald wants you to save Roland so 

Queen Catherine will remove a death sentence she has decreed for Archibald's part in 

Roland's abduction. You must save Roland in any case, because he has the key to 

Xenofex's chambers. You'll find him imprisoned in a hanging cage inside the Hive. After 

mu reuieve him and his key, go after Xenofex and kill him. Return to Resurectra or 

Kasrore. Now you'll embark on the game's final mission: retrieve the oscillation over­

thruster from the Lincoln and return it to your leader. 

The Lincoln lies on the ocean floor off Avlee's coast. To get there, you'll need the 

environmental suits your leader gives you. Before your party members can don these, 

they must remove all armor, amulets, and rings. Further, while they're underwater, they 

can'r cast spells. Obviously, this makes getting to the Lincoln difficult: you must fend off 

macking sharks without armor or spells while you search for the ship. 

To reach the ship, go to Avlee, don your suits, and then head west off the shore. 

~ben you reach the edge of the region, you'll be asked if you want to go to the Shoals. 

The Lincoln lies on the ocean floor near the center of the Shoals map. Enter the ship 

through either of its two hangars, located about two-thirds of the way down its length. 

Be prepared for action: as soon as you enter, a large number of Droids attack. Unless 

rnur party is amazingly rough, you'll probably need to flee. Find a safe place, remove 

1·our suits, and put all your best equipment back on. 

Many of the doors here, including the one to the control room with the oscillation 

ovmhruster, open only after the ship's power is restored, so doing so is your first course 

of action. After that, retrieve the oscillation overthruster and get out. Return to your 

leader: Resurecrra will build the Gate of the Ancients and thus end the Silence by bring­

ing Erathia into contact with the greater universe. Kastore uses the oscillation over­

chruster to build a machine that replicates blasters. Thus armed, his forces are 

unsroppable and take control of Erathia. In either case, the game ends. 
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Chapter 6 
Regions of Erathia 

This chapter looks at Erathia region by region. Each region's 

section contains complete indoor and outdoor maps for all its 

adventure areas, lists of all shops and houses, and walkthrough 

information for all game quests. Quests are listed with the 

region where you receive them. Many main line quest descrip­

tions refer heavily to Chapter 5 's Story Line section. 
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use they're the first two regions you encounter, Emerald Island and Harmondale are 

and second here. After that, each region is covered alphabetically, starting 

Avlee. 

ap Characteristics 
e events in Might and Magi.c VII take place on either indoor or outdoor maps. Some 

, such as Fly, can be cast only outdoors, and others, such as Inferno, only indoors. 

Enrering a map for the first time triggers a timer that controls that map's "respawn" 

that is, the rate at which the creatures you've killed and treasures you've taken are 

lenished. Quest-related creatures and treasures are exempt from respawn. The map is 

Cleaned up," as well: loose items, such as those you drop on the ground, are removed. 

t maps respawn after two years. 

1 umbers listed with each map reflect how hard it is for characters to use their 

cepcion, Disarm Trap, and Stealing skills there. As you learned in Chapter 4, a 

acrer must have a Disarm Trap Power or Perception Power higher than a map's Trap 

~ue or Perception Value to apply these skills. Applying the Stealing skill is more 

mplicared. Each map has a Stealing Value from 1 to 10, reflecting how tough it is to 

orm this skill on that map. The higher the number, the harder it is to steal there. 

Chaprer 3 provides details.) 

!Emerald Island 
our adventure starts on Emerald Island. The Dragon Cave and Temple of the Moon lie 

11thin this region. Lord Markham is conducting a scavenger hunt you must win before 

u can leave the island. The prize is the deed to Castle Harmondale. After you 

complete Lord Markham's contest, you may leave for Harmondale via the 

boar on the island's southern coast. Once you leave, you can't return. 
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Trap Value: 

5 Steal Value: 
Perception Value: 

3 Creatures: 

2 

Dragonflie~ 

Swordsmen. 
Human Pea.sann 

Emerald Island Locations 

The Lady Margaret Your ship. Leave the island here after you complete Lord Markham's Con 

The Knight's Blade Weapon shop 

Two Palms Tavern Tavern 

Erik's Armory Armorer 

Carolyn Weathers Memberships: Air Guild, Fire Guild 

Fountain Temporary + 50 Fire resistance 

Lord Markham Quest: Find Lost Contestants 

Island Training Grounds Training ro level 5 

Initiate Guild of Spirit Levels 1-4 Spirit spells 

Initiate Guild of Air Levels 1-4 Water spells 

Initiate Guild of Body Levels 1-4 Body spells 

Initiate Guild of Fire Levels 1-4 Fire spells 

Emerald Enchammenrs Magic shop 

The Blue Boccie Alchemist 

Fountain +2 Luck. Max Luck 15. Works eighc times. Replenishes after cwo moml 

Pedestal Hasce 

Healer's Tent Temple 

Fountain Heal +5 Hit Poinrs 

Fountain Replenish + 5 Spell Poinrs 

Fountain Gives I 000 gold if you have Luck over 14 and less than 200 gold. 

Roger Tellmar Memberships: Spirit Guild, Air Guild 

Temple of the Moon (map below) Quesc lcems: Longbow, Fancy Hae, Temple Tue 

Aruibuce Game 

Dragon's Lair (map follows) Quest Items: Longbow, Contestant's Shield 

Pedestal Fire Resistance 

Ped es cal Day of the Gods 

Cannon Fires Death Bloom at ship north of island. 

Abandoned Tent Quest lcems: Red Potion, Seashell 
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Qµests 
Lord Markham's Contest (Main Line) 

You undertake this quest automatically when the game starts. 

Margaret the Docent, an NPC, joins your party as soon as you step onto the island. 

Speak with her to learn that Lord Markham's contest is a scavenger hunt. To win, you 

muse acquire and take the following items to the contest judge (area 3): a Red Potion, 

longbow, Seashell, musical instrument (Lute), fancy hat (Wealthy Hat), and a Floor 

Ttle from the Temple of the Moon. You must finish this quest before you can leave 

Emerald Island and continue the game. 

As you find items, take them to the contest judge. These subquests are your main 

!Ources of experience points on the island, so take the items to the judge as you find 

them, rather than deliver them all at once. This way you'll get experience points for 

finding the easier items and can use them to train your characters to higher levels before 

going after the harder items. 

After you retrieve all the items, Lord Markham gives you your prize-the deed to 

Casde Harmondale. Now you may leave the island for Harmondale by way of the boat 

vou arrived on. 

Red Potion 

You should have no problem finding a Red Potion. In fact, there's a good chance one of 

your party members already has the ingredients. Widowsweep Berries (its reagent) grow 

ll'iid on the island's shores and hillsides. You'll find red reagents and empty potion bot­

tles in a chest inside the abandoned tent (area 8), as well. 

Longbow 

There are two Longbows on the island. Sal Sharktooth, an Adventurer in the Temple of 

the Moon (area 6), has one. The other lies on the floor just inside the 

entrance to the Dragon's Lair (area 7). Although they're perilous to recover, 

vou should get both-one to give to the judge and one to keep. 

Seashell 

You'll find Sally wandering near the Dragon's Lair (area 7). If you talk to her, 

she offers to sell you a Seashell for 100 gold. Another Seashell lies in a box 

inside an abandoned tent (area 9). A swarm of hostile Dragonflies guarding the 

cenc renders this task difficult. 
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Musical Instrument 

~ Ailyssa the Bard wanders in front of the Two Palms Tavern. Talk to her and ask her 

102 

about her Lute. She offers to sell it to you for 500 gold. Buy it. 

Hat 

You'll find a Wealthy Hat in the Temple of the Moon's Barracks (area 6). Or trade a Rfll 

Potion for one with the party of Swordsmen near the temple entrance. 

Floor Tile 

A Floor Tile lies in the secret Library chamber in the Temple of the Moon (area 6). 

Find the Missing Contestants (Secondary) 

A group of contestants has gone missing on the island. Lord Markham (area 3) offers 

you a reward to find out what happened to them. This quest is optional, but you 

should complete it for the gold and experience. To do so, take the Contestant's Shield, 

located just inside the Dragon's Lair (area 7), to Lord Markham. 

Pro or Con (depending on your outlook) 

Later in the game, Mr. Malwick's associates will ask you to steal an item from an ally. ff 

you don't, mercenaries descend on Harmondale. To clear them out, you must attack 

their headquarters. Either way, you'll have to complete an extra quest. This makes c:he 

game harder, but you do get extra gameplay. 

Other Notable Features and Events 

Mr. Malwick 
One of the peasants wandering around area 5 is an agent with a secret agenda. Talk ro 

him, and he offers you an Alacorn Wand of Fireballs in exchange for an unspecified 

later favor. 

Pros 

The wand allows you to use Fireballs in combat-virtually your most powerful arrack 

for a long time into the game. It's a valuable item you can sell for gold. 

Cons 

You must use the wand carefully: it deals indiscriminate damage that can kill yo[ 

characters. 
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Abandoned Tent 

An abandoned tent at the northwest corner of the island holds four chests that 

wnrain, among other things, Red Potion ingredients and a Seashell. You can use both to 

,omplete Lord Markham's contest. 

The best way to fight the swarm of Dragonflies guarding the tent is to approach from the 

rop of the area 5 hill and engage them from long range with bows and spells. If you back 

away, you can draw off a few Dragonflies so you don't have to fight them all at once. 

bzdoor and Dungeon Areas 

Temple of the Moon 

The Temple of the Moon (area 6) is a small, abandoned temple infested with Bats, Rats, 

and Spiders. Inside you can pick up three items for Lord Markham's contest-a Fancy Hat, 

a Longbow, and a Floor Tile. 

Fig. 6-2. The Temple of the Moon 
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Entrance and Caves 

To reach the Temple Hall (T3) you must pass through the caves between it and the 

entrance (area Tl). As you travel, clear out the Bats, Rats, and Spiders both along the 

main path and in the side caverns. This way, they won't sneak up from behind during 

the big battle at the Temple Hall. 

Temple Hall 

The Temple Hall (T3) contains large numbers of Rats and Bats. If you repeatedly run 

up to the entrance and then backpedal, you should be able to draw out a few creatures 

at a time and deal with them in the hall outside. Fire Bolts fire again and again down 

the halls at the hall's west end. Avoiding them is a matter of timing and running. 

Barracks 

To enter the Barracks (T4), you must press the wall button outside the door. Inside are 

a couple of Adventurers-Sal Sharktooth and a Swordsman. If you didn't attack the 

Swordsmen in the Library, Sal won't attack you; go check out the five chests of drawers 

at the west end of the room. Inside one, you'll find the Wealthy Hat you need for Lord 
Markham's contest. 

Equip your characters with the best items from the chests and then attack Sal. Kill 
him and take the Longbow you find on his body (also an item you need for the comest). 

Library 

Press the wall button to open the Library door (T5). Two swordsmen are searching rhe 

library. If you attacked Sal in the Barracks, they will attack. Otherwise, you can walk b) 
them and check the bookshelves to pick up magic scrolls. A secret door at the northeast 

corner of the Library (click on the wall to open it) admits you to a secret, Rat-guarded 

chamber. Inside, you'll find more bookshelves to search-and the Floor Tile you need for 

the contest. 

Dragon's Lair 

The Red Dragon in this cave is virtually impossible to beat with your starting party. 

Fortunately, the items you want-a Longbow (fulfills a requirement of Lord 

Markham's contest) and a Contestant's Shield (for the "Find the Missing 

Contestants" quest)-lie next to the cave entrance. 
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As soon as you enter the cave, go into turned-based mode (press [Return]). During 

ur movemenc phase, go forward into the cave until you can reach the bow and shield. 

ck them up, turn around, and leave the cave. Because the Dragon should be preoccu­

oo battling some Rats, there's a good chance you can finish before it notices you. 

Fig. 6-3. Dragon's Lair 
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Trap Value: 
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Dragon's Lair Locations 

Scarring locacion of Red Dragon 

Harmondale 
The castle you win in Lord Markham's contest is located in Harmondale, and this 

makes Harmondale your home turf. A war involving Elves, Humans, Necromancers, 

111d bands of mercenaries (all of this takes place in New World Computing's 

rum-based strategy game, Heroes of Might and Magic III) has caused many 

r rricorial borders to be redrawn. Not everyone is happy with the results. 

When the game begins, Queen Catherine, the Human leader, rules 

Harmondale; the Elves lay claim to those lands, as well. As you learned in 

Chapter 5, the early part of the game revolves around your party proving itself 

~orchy to rule Harmondale and settling the Human-Elf dispute. After this 

happens, the focus shifts to Celeste or the Pit, depending on whether you 

,hoose the Path of Light or the Path of Dark. 
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Fig. 6-4. Harmondale 
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6 Trap Value: 4 
Steal Value: I 

7 Perception Value: 

8 
Creatures: Goblins, 

Swordsmen. 
Human Peasants 

Harmondale Locations 

1 rd \/Iii( \,,:,. 

I Adept Guild of Air Air Magic Spells 

l Initiate Guild of Body Body Magic Spells 

I Initiate Guild of Mind Mind Magic Spells 

I Initiate Guild of Water Water Magic Spells 

I Initiate Guild of Spirit Spirit Magic Spells 

I Initiate Guild of Earth Earth Magic Spells 

I Fountain + 2 Accuracy, permanently. Works once. 

I Water Guild Troughs Poison 

2 Bank of Erarhia Bank 

2 Philters and Elixirs Alchemist 

2 Basic Principals Training hall 

2 Orco's Oddities Magic shop 

2 Wirhersmyche's Home Teachers: Expert Scaff, Expert Leather I 
2 Krewlen Residence Teachers: Expert Identify Item, Expert Repair Item 

2 Temper Residence Teacher: Master Fire Magic. Quest: Find the ArcoMage Player 

2 Mist Manor Teachers: Expert Dodging, Expert Unarmed 
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Harmondale Locations Continued 

Fountain 200 gold if have less chan 200 in parcy and I 00 in bank 

Ped es cal Stone Skin 

Pedestal Shield 

Amibuce Game On hill south of town gate 

On che House Tavern; Quescs: Find Signer Ring, Talk to Dwarf King 

The Peasant's Smichy Armorer 

Tempered Steel Weapon shop 

Bowes Residence Memberships: Air Guild, Fire Guild 

Casde Harmondale (map follows) 

IJ WelNin Cathedral Temple. Quest: Find Lantern of Light 

Harmondalc Townhall Townhall, Bouncy Hunts 

Mark Manor Teacher: Grand Master Bow; Quest: Master Archer 

Hillsman Residence Teacher: Expert Body Magic; Membership: Body Guild 

Stillwater Residence Teacher: Expert Spirit Magic; Membership: Spirit Guild 

Torrent's Teacher: Grand Master Water Magic 

Skinner's House Teachers: Master Disarm Trap, Expert Stealing 

Signal Fire For "Call che Goblins" event 

Hume Re idence Membership: Mind Guild. Quest: Monk Initiate 

Farswell Residence Memberships: Water Guild, Earch Guild 

Kern Residence Teach er: Expert Earth Magic 

Weider Residence Teachers: Expert Perception, Grand Master Identify Monster 

Chadric's House Teachers: Grand Master Sword, Experr Axe 

Fountain + I 0 Might, temporary 

Grognard's Camp Goblin camp after complering "Call che Goblins" evenr 

Signal Fire For "Call tbe Goblins" event 

Signal Fire For "Call the Goblins" event 

JO Obelisk 

11 Goblin Fort Sec Other Notabk Features and Events below 

12 Shrine Teleporcs to the Land of the Giants after you visit that region 

13 Arbiter's Hut (See description.) 

14 White Cliff Caves (map follows) Quest Item: ArcoMage Deck 
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Clear Harmondale of Goblins (Main Line) 

After completing Lord Markham's contest on Emerald Island, you're deposited in from 

of Castle Harmondale (area 3). The first time you go to the castle door, a Bueler greets 

you and tells you the castle is infested with Goblins. To complete this quest, enter me 
castle and kill all the Rats, Bats, and Goblins inside. 

Rats attack as soon as you enter. Clear out the entrance hall (Castle Harmondale, 

HI) before you continue, because more Rats wait down the left and right corridors. 

Small groups of Goblins lurk in each corner of the first-floor corridor. Clear them our, 

then dear out the creatures in the first-floor rooms. 

Find the Butler at the On the House tavern (area 2) to complete the quest. 

Repair the Castle (Main Line) 

After you complete the "Clear Castle Harmondale of Goblins" quest, you meet the Burle 

at the On the House tavern. He tells you Castle Harmondale needs repairs, and thar you 

should go talk to the Dwarves about this. To complete this quest, talk to Hothfarr IX in 

Stone City (Burrow Downs region) and complete the quest he gives you ("Rescue the 

Dwarves"). Then you'll be able to enter the Castle Harmondale throne room. 

Talk to Queen Catherine and King Parson (Secondary) 

After you complete "Repair the Castle," you meet with ambassadors from the ElvesaiL 

Humans in the Harmondale Castle throne room (Castle Harmondale, H2). They ask 

you to travel to Castle Gryphonheart in Erathia and Castle Naven in the Tularean 

Forest to talk to Queen Catherine (Human) and King Parson (Elf) , respectively. 

Queen Catherine sends you on the "Rescue Steel" quest and "King Parson" gives ) 

the "Steal the Plans to Riverstride" quest. You can perform these quests only until the 
point where you choose the Path of Dark or the Path of Light. 

Choose a New Arbiter (Main Line) 

The next time you enter Castle Harmondale's throne room after Judge Grey dies, you 

meet with two more ambassadors. It's fallen to you to choose a new Arbiter in the dir 

pute between the Humans and Elves. The ambassador from the Wizards of Bracadi 
want you to choose Judge Fairweather; the ambassador from the Necromancers of 

Deyja want you to choose Judge Sleen. Fairweather waits for you at the Familiar 

Place in Bracada; Sleen is at the Snobish Goblin in Deyja. To complete this quest. 

you must travel to either tavern, pick up the judge there, and escort him to the 

1 08 Arbiter's Hut (area 13). 
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If you choose Judge Sleen, you choose the Path of Dark; choose Judge Fairweather 

md you choose the Path of Light. To play both paths using the same party, save your 

game before installing either judge in the Arbiter's Hut. 

After you complete this quest, Judge Fairweather sends you on to talk to Magnus in 

Cdesre. Judge Sleen sends you to talk to Archibald in the Pit. 

Recover the Signet Ring (Secondary) 
In the On the House tavern (area 2), Davrik Peladium asks you to retrieve a Signet 

Ring Bandits stole from him. It's located in the Bandit Caves in the Erathia region. 

In che caves (Bandit Caves, B2), one of two chests contains the Signet Ring quest 

nem-but only after you receive the quest from Peladium. Before that, it contains only 

normal ueasure. Return the ring to Peladium in the tavern to complete the quest. 

Bandits guard the area around the cave. Inside you'll encounter Bandits and Thieves. 

If you take care not to engage all these creatures at once, you should be able to finish 

rh1s quest early in the game. 

Fmd the ArcoMage Player (Secondary) 
Darron Temper, in the Temper Residence (area 2), asks you to find out what's become 

of his brother Elron, who went off to the White Cliff Caves (area 14) to practice the 

-\rcoMage card game. 

Oozes living in the caves have devoured Elron. To complete this quest, you must go 

ro the White Cliff Caves, retrieve Elron's ArcoMage Deck, and return to the Temper 

Residence. Darron Temper rewards you and tells you to keep the deck, which you need 

to play ArcoMage in the taverns. (See "Win the ArcoMage Tournament" in the Erathia 

region section.) 

Troglodytes and Oozes infest the White Cliff Caves. Fortunately, they're as willing to 

hght each other as they are to fight your party; as you travel in the caves, often 

1uu can walk away from battles between these creatures. 

Look at the White Cliff Caves map and note that the ArcoMage Deck lies 

in a side runnel (White Cliff Caves, W2). To avoid the most trouble, run to the 

deck, grab it, and retrace your steps back out. Oozes are much slower than you, 

so you can run right past them. If you have trouble fighting them, it may be 

because only spells or weapons that do magical damage can harm them. 
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Find the Lantern of Light (Secondary) 

At the WelNin Cathedral (area 3), Tarin Withem asks you to find the Lantern of Lighr. 

which lies in the Barrows dungeon, in the Barrow Downs region. You must retrieve rhe 

lantern and return it to Withem to complete the quest. 

The lantern is indeed located in the Barrows (Barrow II, Bl , in the middle chest). 

Take care not to attack the Zombies in that section of the dungeon and you'll have a 

much easier time: they won't attack you unless you attack them first. This isn't true of 
the Rats, however. When you battle them, make sure your spell attacks don't damage 

the Zombies. 

Find the Perfect Bow (Promotion: Master Archer) 

After you complete the Warrior Mage promotion quest for Steagal Snick in Avlee, 

Laurence Mark of Mark Manor (area 3) gives you the Master Archer promotion quesr. 

He asks you to retrieve the Perfect Bow from the Titan's Stronghold in Avlee. 

The bow you seek lies in a chamber west of the main entrance (Titan's Stronghold, 

T2). Unless your party can take on the large number of Titans and Dragons guarding 

this dungeon, it's wise to enter it only after you gain the Invisibility spell. The corridon 

are very wide, so you'll probably be able to squeeze past the monsters on your way ro 

T2. Save your game before entering the stronghold. 

You'll find the how's performance somewhat less than perfect before you take it ba 
to Mark. When you do, he makes some adjustments to it and returns it to you a mudi 

better weapon-your reward for gaining the rank of Master Archer. 

Kill the High Priest of Baa (Promotion: Master) 

If you're following the Path of Light and have completed the "Visit the Sire of Powerrr 

the Barrows" quest, you can return to Bartholomew Hume to receive the second Monl 

promonon quest. 

You'll find the High Priest of Baa in the Temple of Baa at Avlee. Although Devils 

lurk in the temple, you can save yourself a lot of trouble by making a beeline for the 

High Priest. If you don't open the doors on the way, you can save your strength for 

the major battle in the altar hall (Temple of Baa, B4), where you confront numer 

Clerics of the Moon. 

After you clear the room, check the High Priest's body: he has the Cloak of cir 

Sheep-a powerful Artifact. Then return to Bartholomew Hume to complete the qu 
He promotes your characters to the rank of Master Monk. 
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V'tsit the Site of Power in the Barrows (Promotion: Initiate) 

Bartholomew Hume, in the Hume Residence (area 6), is in charge of giving Monks the 

Initiate rank promotion. He tasks you to find a "site of great natural power" somewhere 

the Barrows dungeon, in the Barrow Downs region. What you seek lies in Zokarr's 

Tomb, in a pare of the Barrows guarded by Wights and Ghouls. 

To complete the quest, you must go to the pool at Zokarr's Tomb (B 16) and click on 

dinvater. Bartholomew appears and grants you the promotion. If your party is weak at 

mis point, you needn't open the four doors around the pool. The chamber beyond 

,omains more Ghouls and Wights. 

Other Notable Features and Events 

The Arbiter's Hut 

Whenever Judge Grey, Judge Sleen, or Judge Fairweather occupies the Arbiter's Hut, 

uu can visit the Arbiter to check on your progress. He provides hints about your next 

i:ourse of action. 

One conversation option is, "I lost it." If you recovered a quest item and somehow 

01t track of it before you could give it to the person who wants it, the current Arbiter 

~ill locate it for you. These features are provided to ensure chat not knowing what to 

do. or losing a crucial item, doesn't prevent you from finishing the game. 

The Mercenaries Collect a Debt 

This event happens only if you took the Alacorn Wand of Fireballs from Mr. Malwick 

n Emerald Island. If you did, you'll recall chat he gave you the wand in exchange for 

an unspecified future favor. 

The next rime you enter Harmondale (within six weeks after you choose the Path of 

Dark or the Pach of Light), you'll receive a message from the Mercenary Guild on 

Tat~ia giving you two weeks to visit the guild. If you do, its representative 

\iles Srandey requests chat you steal a tapestry. If you chose the Pach of 

Dark, this tapestry lies in Castle Gloaming, in the Pit. If you're following the 

Path of Light, you must steal a tapestry from Castle Lambent, in Celeste. You 

have two weeks to accomplish this. 

If you fail either to reach the guild or steal the tapestry in the allotted time, 

1 horde of Goblins and Swordsmen attacks Harmondale. All town shops and 

1ervices will dose until you rid the area of these hostile forces. Of course, steal-

ing either tapestry turns your allies against you. If you steal the Lambent tapestry, the 1 J J 
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creatures in Castle Lambent, Celeste, and Bracada become hostile. Upsetting your dark· 

path allies upsets the creatures in the Pit, Castle Gloaming, the Hall of the Pit, and 

Deyja. Either way, your allies won't forgive you for a month. 

The easiest way to deal with the Mercenary Guild invasion is simply to kill all hosrik 

Goblins and Swordsmen in Harmondale. After that, the region returns to normal. 

Call the Goblins 
A Goblin spy walking around your town says that, if you light the Signal Fires (areas 5. 

8 and 9), fighters from Erathia will appear to help you fight the Goblins at the Goblin 

Fort (area 11). In truth, however, these fires will call more Goblins. This new force 

appears at area 7, lead by a Goblin Lord called Grognard. If you kill him, you'll find 

Grognard's Cutlass on his body. 

The Goblin Fort 
A large army of Goblins occupies the area around the Goblin Fort (area 11). This arm1 

is dangerous, particularly early in the game, before you've built up your characters. Yo~ 

can deal with them handily, however, by turning their own weapons against them: 

The fort contains four powerful spell launchers that fire off salvos of Death Blosson: 

Fire Ball, Fire Bolt, and Sparks. If you charge through the Goblin army into the fore, 
you can reach the launchers without taking much damage. Eliminate the few Goblins 

inside, and then repeatedly click the buttons that activate the spell launchers. The 

spectacular multiple spell blast curs an impressive swath of destruction. 

Indoor and Dungeon Areas 

Castle Harmondale 

Castle Harmondale is your party's home. The castle itself changes form twice during' 

game. Before you can enter the thick of the main line adventure, you first muse clear 
the castle of hostile creatures and arrange for repairs (finish the "Clear Castle 

Harmondale of Goblins," "Repair the Castle," and "Rescue the Dwarves" quests). · 

this, the throne room (H2) becomes operational; then you can receive che 'Talk ro 

Queen Catherine and King Parson" quest and, later, the "Choose a New Arbiter" q 
During this first upgrade, you also gain access to the castle prison. You can scorr 

items in the castle without fear of losing them, for the Castle Harmondale map n 

respawns. You also can rest in the castle without using any food. 
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After you choose the Path of Light or the Path of Dark and complete the appropriate 

proving-ground quest ("Run the Wall of Mists" or "Run the Breeding Zone"), your 

~lies complete repairs on your castle. This o,pens up the shops near the throne room 

IDd the second floor. Rooms on the second floor contain barrels and chests. The library 

holds the Basic Cryptography quest item for the Monk Ninja promotion quest. 

Trap Value: 
Steal Value: 
Perception Value: 

2 
10 
2 

Creatures: Rats, 
Bats, 

Goblins 

Fig. 6-5. Castle Harmo11daLe 
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c 

White Cliff Caves 
Enrer these caves to recover the ArcoMage Deck for the "Find the ArcoMage Player" 

quest. You'll need the deck to finish the "Win the ArcoMage Tournament" quest. 

The caves are full of Troglodytes and Oozes. These creatures would just as soon fight 

each other as your party. Exploit their enmity: if you just want to get the ArcoMage 

Deck, you can run in, retrieve it, and run back out without engaging in any battles; to 

clear out the caves and get its treasures, wait until the Oozes kill the Troglodytes before 

going to grab loose items and open chests. Remember, only magical damage can harm 

Oozes. 

Fig. 6-6 White Cliff Caves 
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Av lee 
~vlee is part of the Elf Kingdom under the rule of King Parson of the Tularean Forest. 

lc's also the home turf of the Faerie King, who lives in the Hall under the Hill, and a 

Titan enclave, at the Titan's Stronghold. The Temple of Baa is tucked away in the hin­

terlands at the region's south edge. 

In game terms, this region is mostly about completing promotion quests. You can 

find a Golem part for the "Build a Golem" quest, get the Perfect Bow for the Archer 

~lasrer promotion, talk to the Faerie King to be promoted to Ranger Hunter, and kill 

the High Priest of Baa to become a Monk Master. To reach the outer islands (areas 2-4) , 

·ou' ll need the Fly or Water Walk spell. 

Fig. 6-7. Avlee 
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6 

6 

6 

6 

7 

7 

7 

7 

7 

7 

7 

8 

9 

Avlee Locations 

The Hall under the Hill (map follows) Quest: Give Faerie Pipes to Johann Kerrid; 

Apple Residence 

Kaine's 

Tempus' House 

Fountain 

Obelisk 

Quest Actions: Give Johann Kerrid letter to Faerie King; 
encer che Faerie Mound. 

Teacher: Grand Master Alchemy 

Teacher: Grand Master Medication 

Teacher: Grand Master Body Magic 

+ 25 Hit Points, permanent; works once 

Chest Contains Golem's Left Arm for "Build Golem" quest. 

Shrine Quesc Action: Place scame for "Place carues on hrines" quesc. 

Temple of Baa (map below) Quest Accion: Kill High Priesc of Baa. 

Snick House Quest: Sabotage the Red Dwarf Mine Lift. 

Ravenha.ir Residence Teacher: Expert Wacer Magic; Membership: Body Guild 

Fearherwind Residence Teacher: Master Mind Magic; Membership: Mind Guild 

Jillian's House Teacher: Grand Master tafF 

lnfernon's House Teacher: Master Cha.in; Sells: Wine; Buys: Glass Boccies 

Greenstorm Residence Teacher: Mascer Air Magic 

Deerhuncer Residence Teacher: Expert Axe, Expert Leather 

Temple ofTranquiliry Temple 

Swifrfoot's House Teacher: Master Identify Monscer 

Avlee Gymnasium Training hall 

The Knocked Bow Weapon shop 

Avlee Outpost Armorer 

Fountain + 20 Wacer Resistance, temporary 

Fountain + 2 Endurance, permanent; works once 

Paramount Guild of Mind Mind Magic spells 

Paramount Guild of Body Body Magic spells 

Holden Residence Teacher: Expert Spear, Expecc Perception 

Brighcspear Residence Teacher: Master Armsmascer 

Plush Coaches Scabies 

Fountain 200 gold if have less chan 200 in parry and I 00 in bank 

The Porced Pixie Tavern 

Halls of Gold Bank 

Wind Runner Boat 

The Ti can's Stronghold (map follows) Quest lcem: Perfect Bow 

Druid Temple Quest Action: Visit cliree (3) Druid Temples 
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QJlests 

Give the Faerie Pipes to Johann Kerrid (Secondary) 

ou ger this quest from the Faerie King in the Hall under the Hill dungeon (location 

Hll. lf you have the letter from Johann Kerrid to the Faerie King, the Faerie King will 

e you the Faerie Pipes. Take these to Kerrid in the T ularean Forest town of Pierpont. 

~cage the Red Dwarf Mines Lift (Promotion: Warrior Mage) 

l!~ Snick in area 6 asks you to seal off the lower level of the Red Dwarf Mines in 

Bracada by sabotaging the machinery thac runs the lift (Red Dwarf Mines, R2). He 

£11·es you a Worn Belt which you muse install in the Lift Control Panel (Red Dwarf 

\lines, R3). 

To reach che control panel you have to get past the Oozes on the top level , go down 

the lift, and then fight Medusas on your way to the control panel. Run around the 

upper level before you go down-there are many Stone to Flesh and Cure Paralysis 

roiions scattered about which will be helpful when you face the Medusas. 

Once you've installed the Worn Belt, you have one game hour to get out of the 

~wer level. For more details, see Red Dwarf Mines below. After you're done, return to 

nick for your promotion reward. 

find the Perfect Bow (Promotion: Sniper) 

This quest is exactly like the quest given to you by Laurence Mark (Harmondale, area 

l. excepr that you muse be on the Path of Dark instead of the Path of Light. Once 

rou're on rhe Path of Dark and have completed the Red Dwarf Mines lift sabotage, 

~~ Snick will ask you to find the Perfect Bow and return it to him. For detail on 

now co accomplish this quest, see Find the Perfect Bow (Promotion: Master Archer) in the 

Harmodale section above. 

Indoor and Dungeon Areas 

The Hall Under the Hill 
This dungeon, also known as the "Faerie Mound," is fairly easy to clear out 

nee you know the secret to getting inside (see H 1 description). Once you're 

n, you face Dragonflies-the creatures you fought on the Emerald Island out­

door map. By the rime you get to this region, your party should be tough 

enough ro beat these guardians handily. 

11 7 
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Fig. 6-8. The Hal/ Under the Hill 

HI 

H4 

Faerie Mound 

Trap Value: 
Steal Value: 

12 
10 

Perception Value: 12 
Creatures: Dragonflies 

Hall Under the Hill Locations 

Hl Encrance 

H2 Faerie Mound 

H3 Underground Foresr 

H4 Hidden Keyhole 

H5 Treasure Room 

SD Sec.rec Doors 

When you first enter the Hall Under the Hill, all you'll see is a round chamber withi 

large mound in the center. To enter the rest of the dungeon, you must circle the mour.. 

three times. The third time you go around, a small tunnel appears on the north sidea 

the mound. 

When you enter the tunnel, the Faerie King greets you. If you've received the "Em 

the Faerie Mound" Ranger promotion quest from Ebednezer Sower in the Tularean 

Forest, the Faerie King will promote your characters to Hunter. If you have Johann 

Kerrid's letter to the Faerie King (from Kerrid in the Tularean Forest), he'll take it anc 

give you the Faerie Pipes in exchange for all your food. 

After you deal with the Faerie King, you can move to the center of the mounc 

A button there activates an elevator platform that lowers you into the dungeon. 

About halfway down, you can jump off and enter a small room with a chest con· 

taining a Faerie Ring of Air Magic. 

Underground Forest 

As you enter this area, Dragonflies attack. (A Queen Dragonfly has a key on her 

body you'll need for the keyhole at location H4.) 
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When the Faerie King took all your food, he told you there was food in the dun­

eron. He meant the fruit trees growing in this underground forest. Click on them, and 

they'll give you an apple. Feed one to a character to increase your party's food by one. 

Hidden Keyhole 

Click on a small secret panel on the north wall of this small corridor to reveal a small 

:hole. Make sure the character holding the key from H3 is the active character, then 

dJCk on the keyhole to open the stairway to H5. 

The Titan's Stronghold 

ihat can you say about a dungeon full of Titans and Dragons? This dungeon is quite 

diallenging. Unless your party is ultrapowerful, you should sneak around in here using 

the Invisibility spell. The halls are wide enough that you should be able to sneak past 

the creatures wandering around. 

Except for the monsters' toughness, there's really nothing tricky about this dungeon. 

The Perfect Bow you need for the "Find the Perfect Bow" Master Archer promotion 

quest lies in the small chamber at T2. If you feel like you can explore the remaining 

dtambers, do so. The treasure in the stronghold is excellenr. 

Fig. 6-9. Titan's Stronghold 

c c 
Trap Value: 
Steal Value: 

32 
10 

Perception Value: 32 
Creatures: Dragons 

Titans 

T2 Chest containing che Perfect Bow 

C Chesc(s) 

I 19 



120 

FRIMA·5 OFFICIAL 5TRATE.GY GUIDE. 

The Temple of Baa 

The main reason to enter this temple is to complete the Master quest, "Kill the High 

Priest of Baa," you accepted from Bartholomew Hume in Harmondale. The High Priest 

is in B4, on the upper platform. Take the spiral walkway just east of B2 and then head 
straight for B4 to reach him. 

Entryway 

The spiral pathways east and west of the entrance lead to two long corridors running to 

B3 and B4. If you cast Wizard Eye, it will seem that there are a lot of hostile creacures 

on the staircases, but in fact they're far below you in the pit beneath the paths. 

If you stay on the paths, you won't have to face the Clerics and Devils in the pie. [f 

you do go down there, an elevator near the pit's center will carry you back to the upper 
level. 

Prison 

To open the doors to the east, west, and north chambers, press buttons on the pedestal 

in the center of the room. Each chamber contains a Devil. 

High Priest's Chamber 

The High Priest of Baa starts on the upper platform in this room full of Clerics. If you 

kill him, search his body. He has the Cloak of the Sheep-a powerful Artifact. 

Fig. 6-10. The Tempie of Baa 
Trap Value: 
Steal Value: 

22 
10 

Perception Value: 22 
Creatures: Clerics of the Moon 

Spiders 
Devils 

Temple of Baa Locations 

Bl Enuance 

62 Encryway 

B3 Prison 

64 High Priest's Chamber 

B Barrel(s) 

c Chest(s) 

SD Secret Doors 
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The Barrow Downs 
The Barrow Downs is at the heart of the Dwarven kingdom ruled by Hothfarr IX from 

rone Ciry (area 7). Stone City is located on a high plateau overlooking the plains 

below. There are many ways to reach the series of high bridges leading to the city. The 

easiest for an early game party approaching from Harmondale is to cross the river bridge 

U5t west of area 5 and then climb the mountain path on the other side. This will get 

1ou ro a high bridge just north of Stone City. You must visit Hothfarr early in the game 

to .isk him ro fix Castle Harmondale. (Talk to the Dwarf King quest received in 

Harmondale). He'll give you the Rescue the Dwarves quest-the last quest in the first 

·rion of rhe main story line. 

Fig. 6-11. The Barrow Dowm 

5 

6 

7 

Trap Value: 10 
Steal Value: 5 
Perception Value: 10 

g Creatures: Gogs 
Ghosts 

10 Gargoyles 
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Barrow Downs Locations 

1 Barrow X (map follows) See Barrow Dungeons 

2 Haunted Mansion (map follows) Quesc Action: Clear ouc Haunced Mansion Quesc lcem: Angel Scacue Painting. 

3 Founcain + 25 Fire Resistance, temporary. 

3 Houses Rumors. 

4 Shrine + 10 Might and Endurance, permanent. Works once each characcer. 

5 Miners Only Tavern. 

5 Houses Rumors. 

6 Barrow IX (map follows) See Barrow Dungeons 

7 Stone Cicy (map follows) Quest: Clear our the Troglodytes Quesc Action: Talk to Dwarf King. 

8 Obelisk 

9 Arcribure Contesr 

10 Chest Quest !rem: Golem Chest. 

11 Barrow VII See Barrow Dungeons. 

Initially, the only way to get to the Mount Nighon region is through the Nighon 

Tunnels that connect Stone Ciry to Thunderfist Mountain. The Nighon Tunnels map· 

discussed with the Mount Nighon region. After visiting there, use the Town Portal spd 

to reach the town in Mount Nighon. 

Quests 
Rescue the Dwarves (Main line) 

After you clear Castle Harmondale of Goblins, the Butler sends you on the Talk to rhe 

Dwarf King quest. To complete this quest, you must travel to Stone City (area 7) and 

talk to Hothfarr IX in his throne room (Stone City, S8). Hothfarr says he will repair 

your castle if you prove yourself to him by rescuing some of his miners trapped in rhe 

Red Dwarf Mines (Bracada Desert, area 11). 

The entrance to the mine is guarded by several Griffins who are pretty rough, con· 

sidering how early in the game you must complete this quest. Don't tackle the enrire 

flock at once. Instead, draw a few away at a time to break up the battle into several 

smaller conflicts. If even a few Griffins cause you too much trouble, you should speru: 

some time doing easier quests to gain experience. 

After you enter the mines, avoid going to the lower level unless you think you 

handle a large number of Medusas. The Dwarves you need to rescue are on the u 

level. If you aren't strong enough to face the first level's Oozes, they are easily avoi · 

by running. Just grab the seven Dwarf Statues (Medusa-stoned Dwarves) and leart 

Return them to Hothfarr, and he'll reward you by agreeing to fix Castle Harmon 
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!lear out the Troglodytes (Secondary) 

~ Burnkindle (Stone City, S7), asks you to help the Dwarves by clearing out the 

Troglodytes in the Stone City mines. This quest is fairly straightforward . Take the ele­

mor at Scone City, S3, down to the mines. If you get into trouble while hunting 

Troglodytes, run back to the elevator, rake it to the main city and rest at the tavern (S6) 

near the entrance (SS). 

After you've cleared out the mines, return to Spark's House for your reward. 

Intloor and Dungeon Areas 

Xiine City 

~one City is half-dungeon and half-town. The two sections are blocked from each 

ocher by the elevators at S3. To complete the Obelisk puzzle and win the ArcoMage 

Tournament quest, it's important to know that Stone City contains an Obelisk and a 

uvern where you can play ArcoMage. 

:-·Jormally, the Dwarves are friendly to you. If you run up the stream at the north 

d of area S 10, a guard will stop you from entering S 11. If you do enter the treasure 

m, the Dwarves will become hostile to you for one month. 

Fig. 6-12. Stone City 
Trap Value: 12 
Steal Value: 7 
Perception Value: 12 
Creatures: Dwarves, 

Dwarven Peasants 
Troglodytes 

12 ) 
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Stone City Locations 
I ,,1 \,/11/r \,,•, 

SI Gate co che Nighon Tunnds See the Mount Nighon region section. 

S2 Obdisk -

S3 Eleva co rs Lead co Scone City mines level. 

S4 War College Training Hall 

S5 Enuance Leads co che Barrow Downs, area 7. 

S5 Urthsmice Residence Membership: Earth Guild 

S6 Mineral Wealth Bank 

S6 Grogg's Grog Tavern 

S6 The Polished Pauldron Armorer 

S6 The Balanced Axe Weapon shop 

S7 Potent Potions & Brews Alchemist 

S7 Delicate Things Magic shop 

S7 Spark's House Quest: Clear out rhe Troglodytes 

S7 Gizmo's Teacher: Expert Repair lcem 

S7 Master Guild of Earth Earth Magic spells 

SB Hothfarr's Truone Room Quest: Rescue the Dwarves 

S9 Thorinson Residence Teacher: Expert Body Building 

S9 Seline's House Teacher: Grand Master Spear 

S9 Keenedge Residence Teacher: Master Axe 

S9 Thain's House Teacher: Expert Merchant 

S9 Welman Residence Teacher: Expert Earth Magic 

SIO Temple of Srone Temple 

SI I Treasure Room Entering cums Dwarves hostile 

B Barrels -

c Chests -

Haunted Mansion 

The Haunted Mansion is a large house full of undead creatures, and it's a location 

important to two quests. The Knight Cavalier promotion quest (Clear out the Haum 

Mansion, received from Fredrick Org in Erathia) is completed by clearing our all of 
mansion's creatures. 

One of the paintings needed for Ferdinand Visconri's, Collect Three Paintings 

quest (received in Tatalia) is also in the mansion. Click on the Angel Statue Po 

to remove it from the wall. 
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Fig. 6-13. Haunted Mansion 

H5 Trap Value: 24 
Steal Value: 10 
Perception Value: 24 
Creatures: Ghosts 

Ghouls 
Wights 

Haunted Mansion Locations 

HI Em rance 

H2 Master Bedroom 

H3 Master Bedroom 

H4 Library 

H 5 Fire Bolt Trap 

c C hesr(s) 

Masrer Bed.coo ms 

Each of these rooms contains a bed. The bed frames contain switches that open hidden 

doors on the south walls of the bedrooms. The Angel Statue Portrait is located in H2. 

Library 

\ bookcase on the west side of the library has a switch disguised as a book (the one 

ucking out of the shelf). This switch opens a door on the library's north wall. 

Fire Bolt Trap 

The switch on this wall launches a Fire Bolt from the launcher on the north wall. The 

creatures in this dungeon are not affected by the bolt. Basically, it's there ro 

burr trespassers like your characters. 

Barrow Dungeons 

The Barrow Dungeons are actually 16 mini-dungeons connected by teleporter 

gates. In all of the Dungeons except for Zokarr's Tomb, you'll find a control 

panel like the one in Fig. 6-14. On either side of each control panel are two 

releporrer gates. Each gate has two destinations. The left control panel lever 

.:omrols the destination of the left gate, and the right lever controls that of the 

nght gate. 
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Each control panel has a diagram to help with Barrow Dungeon navigation. Every 

Barrow Dungeon has a number identified by the number at the center of the diagram. 

The pair of numbers on either side of the panel show you where the teleporter will rake 
you when its control lever is in the up or down position. 

At the beginning of the game, the diagrams are covered by panels. To open the 

panels, you need the three Barrow Keys located in Barrows VII, IX, and X. The control 

panels in these dungeons only have a lever on the left side. On the right side is a key­

hole that takes a Barrow Key. Each key opens a third of the panels. The right side 

teleporters of VII, IX, and X take you outdoors to the Barrow Downs map. 

In Barrow VI, the down position of the left lever (marked with an "ankh") sets the 
left teleporter to take you to Zokarr's Tomb. You can complete two promotion quests 

there-the Archdruid quest (Put Zokarr's Bones in Zokarr's Tomb, received in the 

Tularean Forest) and the Initiate quest (Visit the Site of Power in the Barrows, received 

in Harmondale). The Lantern of Light quest item needed to complete the Find the 
Lantern of Light quest received in Harmondale is located in Barrow II. 

Each Barrow Dungeon is shown with a shot of its teleporter control panel. The 
Barrow Dungeons Lo:ations table covers Zokarr's Tomb and all of the numbered BarrO'i 

Dungeons. 

Fig. 6-14. A Barrow Dungeon Teleport Control Panel 
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Barrow Dungeons Locations 
!1(,/ !>1111'.!,11!1 \1111' 

Bl Barrow Ir Room wirh Lantern of light. Item is in middle chest. 

B2 Barrow TV Button opens door ar B3. 

B3 Barrow IV Door opened by B2. 

B4 Barrow VII Burton ac back of altar opens floor ar BS. 

BS Barrow Vil Trap door opened by B4. 

BG Barrow Vll witch Box. Click ro open. Lever inside opens B7 
and closes B 5. 

B7 Barrow VII Door opened by BG. 

BS Barrow VII Chesr wirh Barrow Key 

B9 Barrow lX Bookcase. Click co reveal passage to BI 0. 

BIO Barrow IX Chest wirh Barrow Key. 

Bil Barrow X Chesr wich Barrow Key. 

Bl2 Barrow X.ll Click on door co open B 13. 

BL3 Barrow XII Click on door to open Bl 2. 

BL4 Zokarr's Tomb Exit 

BIS Zokarr's Tomb Sarcophagus for Archdruid quesr 

BIG Zokarr's Tomb Medirarion Pool for Monk Initiate quesr 

T All Teleporcer 

E All Elevator 

SD All Secret Door 

c All Chesc(s) 

TR All Particularly good treasure 

127 
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Barrow I 

TR 

Barrow II 

SD SD 

T 

Bl/C 

Trap Value: 
Steal Value: 
Perception Value: 10 
Creatures: Wights 

Bats 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: Zombiet, 



T 

Barrow IV 

B2 

CHAFTEX SIX 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Ghouls 

Rats 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Skeletons 

Bats 
129 
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BarrowV 

Barrow VI 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: Skeletom 

Ran 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: Zo 



Barrow VII 

Barrow VIII 

CHAFTEF 5 1X 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Gogs 

Rats 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Wights 

Rats 
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Barrow IX 

BarrowX 

BlO Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Gogs 

Bats 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: 



Barrow XI 

Barrow XII 

T 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Zombies 

Bats 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Skeleton, 

Bat 
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Barrow XIII 

c 

Barrow XIV 

0 

1 34-

Trap Value: 
Steal Value: 

10 ' 
IO 

Perception Value: IO 
Creatures: Ghouls 

Bats 

Trap Value: 
Steal Value: 
Perception Value: I 
Creatures: Ghoubi 

Ball 



wXV 

1.okarr's Tomb 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Zombies, 

Rates 

Trap Value: 10 
Steal Value: 10 
Perception Value: 10 
Creatures: Wights, 

Ghouls 
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The Bracada Desert 
The Bracada Desert is ruled by the group of Wizards that run the School of Sorcery 

(area 6). Three parts of the main line story take place in this region. The Dwarves you 

need to find for the Rescue the Dwarves quest (received at the Barrow Downs) are in 

the Red Dwarf Mines dungeon (area 11). After Judge Grey dies, Judge Fairweather, ~1 

Path of Light arbiter, can be found in the Familiar Place tavern. 

Finally, after you choose either the Path of Light or the Path of Dark, the teleporm 

gate at location 4 becomes active, allowing you ro reach the Path of Light capital of 

Celeste. 

Fig. 6-15. The Bracada Desert 

Trap Value: 12 

Steal Value: 6 
Perception Value: 1.2 

Creatures: Gole111 
Griffins 

Human Peasam 
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Bracada Desert Locations 

Tavern. Quesc Accion: Gee Judge Fairweacher for Choose New Arbicer ques 

Amibu1e Concesc On ridge sou ch of Familiar Place 

Guild of Illuminacion Lighc Magic spells 

Mas1er Guild of Water Wacer Magic spells 

Gate to Celesce Teleporcer co Celeste region 

Edmond's Ampules AJchernisc 

Anifms & Antiques Magic shop 

Alashandra's House Rumors 

Pedercon Residence Teacher: Master Staff 

Applebee Manor Teacher: Experc Learning 

School of Sorcery (map follows} Quests: Build a Golem. Find che Book of Divine lncervencion. 
Quest Items: croll of Waves. 

Enchancress Boar 

LightsWorn Residence Teachers: Experc Lighc Magic, Master Mediracion 

Rowan's House Quesc: Win ac the Arena 

Brand's House Teacher: Grand Master Plate 

Hollyfield Residence Teacher: Experc Body Building 

weer Residence Quesc: Recuro che Heare of che Foresc co che Oldesc Tree. 

Stone House Teachers: Experc Dodging, Experc Unarmed 

Warcr.hed Residence Teacher: Experc Alchemy. Membership: Water Guild 

Founrain Wishing Well. See Other Notabk Features and Events. 

Obelisk Locaced in canyon wesr of houses. 

Benson Residence Teacher: Mascer ldencify Item 

Teleporter Cluscer See Other Notabk Features and Events. 

Red Dwarf Mines (map follows) Quesr Accions: Rescue che Dwarves, Sabocage che Red Dwarf Mines Life. 

Brigham's House Teacher: Grandmascer Merchanc 

Gayle's Teacher: Grandmascer Air Magic 

Chesc Quesc Item: Golem's Head 

Crysral Caravans Scabies 

Temple of Lighc Temple 

Zimm's House Rumors 

Ii Tdeporter Cluscer Descinations See Other Notabk Featurts and Events. 

Teleporrer All of chese celeporc you back co area I 0. 
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Quests 

Build a Golem (Promotion: Wizard) 

You receive this quest from Thomas Grey at the School of Sorcery. To prove your parry· 

worthiness for the promotion, you must build a Golem from parts located in chests 

scattered around Erathia. To build the Golem, you need a head, chest, left arm, right 

arm, left leg, and right leg. While you're on this quest, a Golem travels with you as an 

NPC. When you find a part, talk to the Golem and he'll assemble the parts for you. 

When you're done, return to Thomas Grey. After you complete the quest, a friendly 

Golem will appear in Castle Harmondale. 

Grey warns you about a head that was placed in the wilderness as a prank by one of 

his students. This is the Abby Normal Head, which can be found just north of the 

Bracada Desert Teleporter Cluster (area 1 O). This head is there to throw you off the 

track. You don't need it for anything. The real Golem head is located at the base of the 
towers at area 12. You'll need to Fly to get to it. See the maps for the regions listed in 

the table below for the locations of the other parts. 

Golden Part Locations 

Head Bracada Dcscrr 

Chest Barrow Downs 

Right Leg Deyja 

Lefr Leg Deyja 

Right Arm Tatalia 

Lefr Arm Av lee 

Find the Book of Divine Intervention (Promotion: Archmage) 

You can attempt this quest only after you've completed the Build a Golem quest and 

chosen the Path of Light. To receive it, talk to Thomas Grey at the School of Sorce~. 

He'll ask you to retrieve the Book of Divine Intervention from the Breeding Zone 

located in the Pit. 
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To reach the book, you'll have to run a long gauntlet of hostile creatures. In Deyja, 

Harpies guard the entrance to the Hall of the Pit (Deyja, area 2). In the hall, you'll find 

more Harpies, teamed up with Gargoyles and Zombies. Fortunately, you don't have to 

travel far through the Pit on your way to the Breeding Zone (the Pit, area 3); it's full of 

Ghosts, Necromancers, and Liches. The Breeding Zone contains Fire Elementals, Gogs, 

md Behemoths. Because it's difficult to rest in either the Pit or the Breeding Zone, give 

rourself a place to rest by clearing out the relatively easy Hall of the Pit. 

Once inside the Breeding Zone, avoid the north part of the dungeon and head 

directly westward toward the chamber where the book is. Press the button at Z2 and 

then the button at Z3 to open up the secret chamber at Z3, where the book is stored 

llllide a chest. Bring it back to Thomas Grey to complete the quest. 

Return the Heart of the Forest to the Oldest Tree (Promotion: Lord) 

To do rhis quest, you must have finished the Enter the Faerie Mound quest for 

Ebednezer Sower in the Tularean Forest, and be on the Path of Light. Visit Lysander 

weer (area 8). He'll ask you to find a gem called the Heart of the Forest and to bring 

the gem to the oldest tree in the forest. 

The Heart of the Forest is located in the Mercenary Guild in Tatalia. This dungeon 

well compartmentalized by doors, so you can choose your fights. The entry hall is 

~ded by Bandits, which should make for a relatively easy battle if your party is tough 

enough ro face the real challenge-the large group of Swordsmen located in the north­

asrern barracks chamber (Mercenary Guild, G3). On the north wall of this room is a 

rec door disguised as a bookcase. Click on it to reveal a small hidden chamber (G4) 

1·irh a chest. The gem is in it. 

The oldest tree is located in the middle of the southernmost of the two islands off 

rheshore of the Tularean Forest (Tularean Forest, area 5). You'll recognize it from the 

ocher trees on the island because it has leaves, and it'll be the only tree nor 

shooting missiles at you. Once you return the Heart of the Forest to the 

oldest tree, the angry trees in the Tularean Forest won't attack you for the rest 

ofrhe game. Return to Sweet to complete the quest. 
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Wm at the Arena (Promotion: Champion) 

Leda Rowan at area 8 will give you this quest only if you're on the Path of Light and 

have already finished the Clear Out the Haunted Mansion quest for Fredrick Og in 

Erathia. She'll send you co win five Knight-level battles at the Arena. You can only read 

the Arena by carriage from the J.V:C. Corral in Harmondale (Harmondale, area 2). Go 
to this stable on any Sunday to catch a coach to the Arena. 

After arriving at the Arena, and before entering combat, cast as many combac-boosr· 

ing and protection spells as you have. When you're ready, turn around and click on rhe 

central door co start a conversation with the Arena Masters. Choose Knight-level 

combat. When combat begins, you'll be at the center of the Arena surrounded by 

extremely rough monsters. Which monsters you face is randomly determined, but ar 

Knight level, don't be surprised if you face Dragons, Titans, Droids, and other high­

level creatures. 

After you win, be sure to collect your gold prize at the central door. Because you're 

only allowed one battle per visit to the Arena, you'll have to leave the Arena (by one oi 
the doors to the side of the center door) and return to Harmondale. Keep showing up 
at the J.V.C. Corral on Sunday until you've racked up your five wins. Then return ro 

Rowan to finish the quest. 

Other Notable Features and Events 

Wishing Well 

The well at area 8 conveys a random effect each time a character drinks from ir. Beca 

the well costs 100 gold to use and there's a very good chance that your character will~ 

hurt or become cursed, insane, or zombified, it's a good idea to avoid using this well. 

Each of the effects in the following list has an equal chance of occurring. 

• Insanity 

• +20 Earth Resistance, temporary 

• 50 points Body Magic attack 

• Zombie 

• +250 gold 

• +20 to random Attribute, temporary 

• Cursed 
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Tdeporter Cluster 
~area 10 is a group of teleporter gates maintained by the School of Sorcery as a means 

rransporrarion. The boxes in the following diagram correspond to the locations of the 

egares. The letters correspond to the marked jump points on the Bracada Desert 

shown earlier. Gate "C" will teleport you to a random, usually dangerous, point on 

Ille map. The two gates marked "H" take you to the same location in front of the 

Tmiple of Light (area 13). 

Fig. 6-16 Teleporter Cluster 

Indoor and Dungeon Areas 

~Dwarf Mines 
•ll quests take place in this two-level mine. You receive the Rescue the Dwarves main 

quest from Hothfarr IX in the Burrow Downs. To complete this quest, you must 

imieve the seven stoned Dwarves from the top level and return them to Hothfarr in 

ne City. The other quest, Sabotage the Red Dwarf Mine Lift, is the Archer Warrior 

llge promotion quest received from Steagal Snick in Avlee. For that quest, you 

usi insrali the Worn Belt he gives you on the lift control panel on the 

er level. 

14-1 
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The lift separates the upper and lower mine levels. The upper level is infested with 

Oozes, and the lower with Medusas. Remember as you're going through this dungeon 

that Medusas can only be hurt by Physical damage, and Oozes are only damaged by 
magical attacks. 

Fig. 6-17. The Red Dwarf Mines 

The Lift 

Trap Value: 10 
Steal Value: JO 
Perception Value: 10 
Creatures: Oozes 

Medusas 

Red Dwarf Mines Locatiom 

RI Entrance 

R2 The Life 

R3 Life Concrol Panel 

D Dwarf Statue 

c Cart(s) 

This elevator is operated by pulling a lever. If you stand on the lift platform and face 

south, you'll see the lever sticking out of one of the wooden support beams. 

Lift Control Panel 

On the north wall of this chamber is a cluster of moving machinery. To use Steagal 

Snick's Worn Belt, just make sure it's in one of your characters' inventories and then 

click on the machinery. You'll know that you've sabotaged the lift if the belt has 

vanished from your inventory. You must run back to the lift and get back up co rhe 

upper level before the Worn Belt breaks-after one hour of game time (abour six 

minutes in real life). After that, the lift won't operate. You should save your game 

before you sabotage the lift. This is one of the few places in the game where yow 

party can get inescapably stuck. 
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The School of Sorcery 

e from office of the School of Sorcery is friendly to both Light and Dark parties. If 
u pass the guarded door at S5, however, the school guardians will attack you. They 

ur~ready numerous, and are capable of increasing their numbers-the Sorcerers can 

mon elemenrals ro help them. 

You can receive rwo Sorcerer promotion quests from Thomas Grey at S4-the Wizard 

t, and Build a Golem. Also, you can receive the Find the Book of Divine 

terrencion quest for Archmage promotion. 

The Dark Monk promotion quest for the Ninja rank, Decipher the Encrypted 

~II. rakes you here to get the Scroll of Waves at S8. After you recover it, you can go 

10 finish the quest by getting the Shadow's Mask from the Hidden Tomb on Erathia. 

Value: 20 
Value: 10 

eption Value: 20 
atures: Sorcerers 
Water Elementals 

Golems 

\chool of Sorcery Locations 

\!ember Library 

Information Desk {eric swarrel) 

Thomas Grey 

Guarded Door 

A Switch 

Four witches 

Che>t wich croll of Waves quesc item 

Door 

Door 

Door 

TM witches 

Bmel(s) 

Can(s) 

Fire Bolr and Lighcning Trap 

Fig. 6-18. The School of Sorcery 

Sl2/ C/ B 

S7 

S8/ B 

S2 SI 
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Member Library 

If you have purchased a school membership from the information desk at S3, you win 
find learning books and scrolls on the east and west bookshelves. Each rime you pur­
chase a membership, these shelves will replenish themselves once a week, for six monclli 

Information Desk 

To purchase a school membership, talk to the sorcerer manning the desk. Behind the 
desk is a cabinet. Open the cabinet and pull the revealed switch to open the door ar i 

A Switch 

In the southwest corner of this bunk room, there is a switch on the floor. Press it ro 

open the door to the chamber connected to the south wall. 

Four Switches (S7), and Two Switches (S12) 

Looking directly at the panel (S7), the four switches, from left-to-right, do the follo\lilt 

• Drops a locked door at S9 

• Opens the door at S 11 

• Nothing 

• Drops a locked door at S 10 

If you've dosed the doors at S9 and S 10, they can only be unlocked by pulling the let 
switch at 512. 

Celeste 
Celeste is the capital of the Path of Light leaders, so it is important to both the Lighr 
and Dark story lines. If you're following the Path of Light, this is where you'll receire 

main line quests for the rest of the game. The Path of Dark also brings you co Celesu 
when you go to complete the Kill Robert the Wise quest. 

Celeste is a city built on clouds. As you're walking around, you'll see the sky 

through holes in the city floor. Falling through these holes will drop you co the 
Bracada Desert from a fatal height. For this reason, save your game frequently .. ~ 

an additional safeguard, maintain a Feather Fall spell while visiting this city. 
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5 

5 

5 
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Fig. 6-19. Celeste 

5 

Trap Value: 
Steal Value: 
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40 
10 

Perception Value: 40 
Creatures: Sorcerers 

Angels 
Roes 

Light Elementals 

Celeste Locations 
\i111/1 \1i/1 

Teleporcer ro Bracada -

Trial of Honor T rai 11ing hal 

Armor of Honor Armorer 

The Hallowed Sword Weapon ~hop 

Material Weal th Bank 

The Blessed Brew Tavern 

Wall of Mists (map below) Quest Action: Light Proving Grounds. 
Quest Items: Four Lich Jars (for Find Four Lich Jars). 

Fountain +25 Attributes, Hit Poinrs, and Spell Points, temporary 

House Devine Quest: Purify the Temple of Moon Alcar 

Morningstar Residence Teacher: Master Light Magic 

House Winrerbrighc Membership: Air Guild 

Crag Hack Quest: Clear Our the Vampires in Tatalia 

Resurectra Quest: Ger rhe Light and Dark Temple Altar Pieces 

Robert the Wise Quest: Kill Tolberti. Quest Action: Kill Robert the Wise. 

14-5 
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Celeste Locatiom Continued 
I', \,,,,{! \11r1, 

5 Sir Caneghem Quesr: Find the soul jars in Cascle Gloaming. 

5 Obelisk -

6 Empty Houses -
7 Hall of Dawn Town hall 

8 Castle Lambent {map follows) Quests: Light Proving Grounds, KiU Xenofex. Quest fcem: Tapestry (for the Mercenan 
Collect a Dcbc event). Membership: Light Gui ld . 

8 Lady Carmjne Quest Action: Gee Dagger from Lady in Red 

9 Phials of Faith Alchemist 

9 Paramount Guild of Afr Air Magic spells 

9 Esoteric Indulgences Magic shop 

9 Guild of Enlightenment Light Magic spells 

9 Temple of Light (map follows) Temple. Quest item: Alcar Piece. 

10 Empty Houses -

Quests 

Light Proving Grounds (Main line) 

This quest is only available if you're on the Path of Light. After you've installed Judge 

Fairweather in the Arbiter Hut in Harmondale, he sends you to talk to Gavin Magnus 

in Castle Lambent. Gavin Magnus is in the castle throne room. When you talk ro hur. 

he cells you that you must traverse the Wall of Mists (area 3). To do chis, you musren~ 

the front door and exit through the back door. Along the way, you're not allowed ro E 
any of the creatures in the dungeon. 

Inside the Wall of Mist entry chamber are three releporrer gates chat link to three 

mini dungeons. You must recover a key from each of these areas and then use them re 

activate the three locked pillars at the north end of the entryway. After you do chis, !hi 

large door north of the pillars will open, allowing you to reach the exit door. 

The easiest way to deal with this dungeon is to use the Invisibility spell to run pai1 

the hostile Genies and Air Elementals. If you don't have this spell, and find yourself rJ 

ing dangerous amounts of damage, gather one key and then leave the dungeon thro~ 

the entrance. Rest and then go back for the next key. If you do this, you can kill ~ 

tures just as long as you don't kill anything on your last trip from the entrance to 

the exit. 

After you get through, go to Magnus. Part of his reward is a Light Guild mem-

bership. The houses at the north end of area 5 will now contain the Path ofLighr 

advisors, Crag Hack, Resurecrra, Sir Caneghem, and Robert the Wise. 

.. 
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Ow Out the Tatalia Vampires (Main Line) 

bi can only receive this quest if you're following the Path of Light and have completed 

Light Proving Grounds quest (Crag Hack area 5). After you complete that quest, 

nus will cell you to go talk to your advisors, including Crag Hack. Hack will ask 

ioo ro uavel co Tatalia and clear out the group of Vampires that has been terrorizing 

ralia. 

Of me three Path of Light quests given to you by the advisors, this is by far the easiest. 

The Vampires are located in the Wine Cellar dungeon in the western Tatalia village. 

There's no trick to this quest. Just go to the Wine Cellar and kill all of the Bats, Ghosts, 

Sccrornancers, and Vampires inside. Return to Crag Hack to complete it. 

lttrieve Soul Jars from Castle Gloaming (Main Line) 

ou can do this quest only if you're on the Path of Light and have completed the Light 

Proving Grounds. Sir Caneghem, one of Magnus' advisors, asks you to steal some 

nccromaric soul jars from Castle Gloaming in the Pit. Because this quest and part of 

Rtsureccra's Get the Light and Dark Temple Altar Pieces quest both take you to the Pit, 

u might as well do both of these tasks on the same expedition. 

Reaching Castle Gloaming is the most difficult part of this quest. To get there, you 

ust run the same gauntlet of monsters described in the Find the Book of Divine 

ten•encion quest description under The Bracada Desert above. As for that quest, clear 

r the Hall of the Pit so you have a place to rest safely. This quest brings you more 

dctply into the Pit, so you'll have to use the Teleporter Jump Loop described under the 

~ Other Notable Features and Events. 
Jump through the teleporter three times to reach the Castle Gloaming area. Once 

ibcre, retrieving the soul jars is pretty much a matter of fighting your way to where they 

ur (the chest at Castle Gloaming, G 1) . By taking a direct route, you can avoid a lot 

the castle guardians, but still, there's no getting around the fact that 

bg!uing hordes of Necromancers, Liches, Ghosts, and Vampires is hard. You 

an use Turn Undead to good effect here to take some of the heat out of the 

ttles. 

Grab the jars and return to Sir Caneghem to complete this quest. You can 

ilso give him the Soul Jars from Thunderfist Mountain (see Mount Nighon) . 

147 



14-8 

FR.IMA·5 OFFICIAL5TR.ATE.GY GUIDE. 

Get the Light and Dark Temple Altar Pieces (Main Line) 

Like the last two quests, you must complete the Light Proving Ground quest to receive 

this one. Resurectra (area 5) asks you to visit the Temple of Light in Celeste and the 

Temple of Dark in the Pit and retrieve two halv.es of a key and bring them back to her. 

These "keys" are actually two parts of a broken altar, each identified as "Altar Piece" in 
your inventory. 

First, the hard part. The Temple of Dark is located in the Pit, which is very danger· 

ous to a Path of Light party as explained in the last quest description. Getting the Alm 
Piece from the temple is a relative breeze compared to getting tO the temple, which is 

located two Teleporter Jump Loop hops into the Pit. The Altar Piece is hidden under 

the altar directly across from the temple entrance (at Temple of Dark, D3). On the flcxx 

behind the altar is a button. Click the button tO reveal a panel hidden under the alcar. 

Under that panel is the Altar Piece. 

There are Vampires and Clerics of the Moon guarding the area around the Alrar, bill 
you can run past them, go into turn-based mode when you reach the altar, grab the 

Altar Piece, and run back our in real-time mode, taking minimal damage. 

The Altar Piece in the Temple of Light is located in its dungeon at L6. Because 

you're following the Path of Light, the creatures in this temple won't oppose you. For 

derails on how tO get into L6, see Sun, Moon, Star Chamber under Temple of Light 

Kill Tolberti (Main Line) 

Before Robert the Wise (area 5) will give you this quest, you have tO complete the chili 

preceding quests-Clear Out the Taralia Vampires, Retrieve Soul jars from Castle 

Gloaming, and Ger the Light and Dark Temple Altar Pieces. Robert will ask you co 

return tO the Pit and kill his Path of Dark counterpart, Tolberti. Tolberti's home is at 

the Pit, area 4, and is a small dungeon called the "Small House." Tolberti's house is 

exactly the same as Robert the Wise's Small House, so refer tO that map for details. 

Like Robert, Tolberti is a Blaster Guy, the single roughest creature in the game. Blasrer 

Guys have very fast attacks (low Recovery rime) that can Eradicate their targets. Thl'f 
also can cast grand master Hour of Power and Power Cure. For tips on fighting 

Tolberti (or Robert the Wise if you're following the Path of Dark) see The Small 
House later in this section. 
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\X'hen you kill Tolberti, search his body. He'll have a Control Cube and a Blaster. 

en you pick up the Blaster, all of your characters gain the Blaster skill at normal 

el, allowing them to use this weapon. Bring the Control Cube back to Robert the 

1se ro finish the quest. 

ner you complete the Kill Tolberri quest, Robert tells you to go see Resurecrra in 

de Lambent. You'll find her in the castle throne room. She sends you to kill 

nofex, the king of the Demons. Xenofex's headquarters is Colony Zod (Land of the 

wus, area 3). If you've never been to the Land of the Giants before, you must take the 

Long Route from Celeste to Colony Zod 
\/,i;• l/01f1/1 ( 1.1!1/!1' 

Bracada None 

The Barrow Downs Cogs, Choses, Gargoyles 

Scone Cicy (Barrow Downs, area 7) Troglodyces 

Nighon Tunnels (from Scone Cicy, SI) Cogs 

Thunderfist Mouncain Minotaurs, Floating Eyes 

Tunnel to Eofol Medusas, Behemoths 

Land of che Giants Titans, Devils, Dragons 

Colony Zod (Land of the Giants, area S) Devils 

If you have been to Mount Nighon and have the Town Portal spell, you can teleport 

Mount Nighon and enter the above chain at Thunderfist Mountain. If you've 

rrady been to rhe Land of the Giants, you can teleport between the shrine in 

Harmondale (Harmondale, area 12) and the shrine in the Land of the Giants (Land of 

e Gianrs, area 4). 

In any evenc, the first rime you enter the Land of the Giants after receiving this 

u c, you receive a message from Archibald Ironfist. He tells you that his 

rother, Roland is Xenofex's prisoner, and that you must free Roland to get 

the key ro Xenofex's chamber. Archibald also will give you a blaster. You 

~ould now have two of these weapons. 

Once in Colony Zod, you must fight many Devils, get past the control 

nel door at C4, and rescue Roland from his cage at C3. After you rescue 

m, the door at C2 will be open. Before you go up however, be sure to open 

the che ts on the lower level. They contain two more Blasters. Now you can 

equip your entire parry with these weapons. 
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In Xenofex's chamber (C6), you have to fight a large group of Devils. Xenofex is 

among them. Beat them and return to Resurectra in Celeste. She'll reveal to you the 

secret of the Ancients. 

This quest is the second-to-last main line quest and is quite tough. Before you go, you 

should build up your characters' toughness by completing other quests. After you kill 
Tolberti, you'll gain the Blaster skill. It is worth advancing this skill before you go to kill 
Xenofex. After clearing out Colony Zod, you can equip your entire party with Blasters. 

Retrieve the Oscillation Overthruster (Main Line) 

This is the final quest of the game. Before Resurectra will give it to you (she's still in the 

Castle Lambent throne room), you must complete the Kill Xenofex quest. To finish du! 

quest and win the game on the Path of Light, you must go to Shoals, enter the Lincoln 

retrieve the Overthruster, and return to Resurectra in Castle Lambent. 

The Shoals is an underwater region off the west shore of Avlee. To reach it, you'll 

need the four Wetsuits located in the two chests on either side of the Castle Lambenr 

throne room door. To wear these suits, you must remove every item of equipment, 

including rings and amulets. Wetsuits offer no Armor Class protection, but do protea 

you from drowning damage. While wearing a Wetsuit, you can't equip a bow or shield 

but you can hold a weapon (like a Blaster). 

Travel to Avlee, don your Wetsuits, and head west over the water. You may have IO 

jump at the shoreline to actually get in the water. When you reach the west edge of tlx 

map, you'll be asked if you want to go to the Shoals. 

On the Shoals map, you'll be underwater. Swimming works very much like flying. 

While underwater, however, you can't cast spells. This makes the Sharks in the area 

extremely dangerous. Shark attacks can make your characters afraid. Although you'll be 

unable to cast the Remove Fear spell, you can use the potion, so bring some of these~~ 

On your way to the Lincoln, be sure to open the chest next to the sunken ship aol 

get the Temple in a Bottle. This item is used to access the secret NWC level. 

Enter the Lincoln through one of the hangars (Lincoln, Ll). Once inside, you'll 

immediately be under attack from several Droids. Go into turn-based mode andp1 

all of your characters' equipment back on. Next, run to a safe place (L2 is a good 

choice). Cast any protection spells you have. If you have Lloyd's Beacon, rhis is 

perfect place to use it. Set up a beacon at L2. This way, if you get into trouble, 

can teleport out to a safe spot (like in Celeste), recuperate, and then return to your 

spot on the Lincoln. 
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The Oscillation Overthruster is located in the bridge (LS). To get there, you muse 

r rum on the power at L2 so that the ship doors will function. Then, fight your way 

rhe front of che ship. Click on the portal of stars near the center of the bridge to 

rher rhe Oscillation Overthruster. Return to Celeste and talk to Resurectra to build 

e Gare of the Ancients and win the game. 

Indoor and Dungeon Areas 

!Jstle Lambent 

f.asde Lambent is the headquarters of the Path of Light leaders. If you're playing the 

th of Light, you'll need to come here to receive many of your main line quests. If the 

lercenaries Collect a Debt (Harmondale), and you've decided to deal with it by steal­

, rhe rapescry from your allies, you'll find it in the treasure room at C4. Entering this 

rricred area will make all of the castle residents hostile toward you. If, as a Path of 

Ughr player, you anger the castle, it will remain hostile to you for one month before 

rrruming co normal. 

:\s a Pach of Dark player, there's no particular reason to come to the castle-unless 

u're just looking for a tough battle and some treasure. 

Fig. 6-20. Castle Lambent 

Trap Value: 
Steal Value: 

24 
10 

c4;c;s Perception Value: 24 
Creatures: Sorcerers 

Angels 
Golems 
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Castle Lambent Locations 

C l Entrance 

C2 Pool (lowered al L9) 

C3 Courryard 

C4 Treasure Room 

C5 Bridge 

C6 Bridge Control Room 

C7 Antechamber 

CB Throne Room 

C9 Pum p House 

C IO Pool (lowered at L9) 

SD Secret Door 

c Chest(s) 

B Barrel{s) 

Courtyard and Antechamber 

If you're following the Path of Light and try to go though the west and east doors of tlx 

courtyard, or the east door of the antechamber, you'll be stopped by a guard. If you co 

tinue into the chambers beyond you'll anger the castle residents. 

Treasure Room 

The tapestry you need for the Mercenaries Collect a Debt event is hanging on the eas1 

wall of this room. To reach it, raise the bridge at CS by pulling the lever on the south 

side of the bridge control room at C6. 

Pump House 

At the north end of this room is the pump that fills the pools at C2 and ClO. If you 

turn off the pump by pulling the lever on its side, the pools lower to reveal the secret 

doors hidden beneath them. 

Walls of Mist 
If you're on the Path of Light, you must complete the Light Proving Grounds fl1Jll 

line quest by entering at Wl and leaving at W3 without killing any creatures. If 
you're on the Path of Dark, you can do the Retrieve Soul Jars from the Walls of 
Mist promotion quest to attain the rank of Lich Sorcerer. The jars you're looking 

for are in the chest at W3. 



Fig. 6-21. Walls of Mist 

Wll 

Wl2 

WI 

WIO 

B 
W9 

Teleporters and Pedestals 
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Trap Value: 20 
10 Steal Value: 

Perception Value: 20 
Creatures: Air Elementals 

Genies 
Sorcerers 

Walls of Mist Locations 

WI Entrance 

W2 Telcporrers and Pedestals 

W3 ExirWay 

W4 GaceA 

W5 Trap Door {Key A) 

W6 Lever and Burrons 

W7 Lever and Burtons 

WS Gare B 

W9 Chest wirh Key B 

WIO GarcC 

WI! Founrain Gare 

Wl2 Chesr wirh Key C 

E Elevaror 

B Barrel(s) 

~ lhe center of this large chamber are three teleporter gates that link between the 

:hamber and gates at W4, W8 and WlO. The west gate links to W4, the center to W8, 
md the east to WlO. In each of these small dungeons is a key that unlocks 

me pedestals at the north end of the W2 chamber. Once you've unlocked all 
L~ree pedestals, the north wall opens up to allow you access to W3. 

Key A Dungeon 

Key A is located beneath the trapdoor at WS. At both W6 and W7 are three 

lultons and a lever. Press the center button at each location and then pull 

.nher of the levers. W5 will open to reveal a shallow chamber. Inside is a chest 

comaining Key A. 
15) 
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Key B Dungeon 

There's no real trick to this one. Just go up the elevator to reach the small room at W9. 
Key B is in a chest there. 

Key C Dungeon 

To get this key, go down the elevator and get to the fountain gate at Wl 1. In each of 
the rooms to the north and south of this area are two fountains. Press the buttons in 

front of all four fountains to drain the fountain at the east end of the room and reve~ a 

pit. Jump into the pit to reach Wl2, where there is a chest containing Key C. 

The Small House (both Robert the Wise's House, and Tolberti's House) 

This small dungeon is used to represent Robert the Wise's house if you're playing the 

Path of Dark, and Tolberti's House if you're playing the Path of Light. You enter the 

Small House to complete either the Kill Robert the Wise or Kill Tolberti quest as 

appropriate. Fig. 6-22. The Small House 

Trap Value: 
Steal Value: 

40 
10 

Perception Value: 40 
Creatures: Blaster Guy 

(Robert the Wise 
or Tolberti) 

H2 

H3 

Small House Locations 

Hl Enrrance 

H2 Scarring Position of Blaster Guy 

0 

H3 Chesr. Conrains: Day of Gods, Body Resistance, 
and Resurrection scrolls. 

__ ..1-.---- HI 

0 
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ming Robert the Wise (or Tolberti) 

rer Guys, like Robert the Wise and Tolberti, are armed with Blasters. Blasters are 

:memely fast weapons, so in combat, Blaster Guys can usually get in two or three shots 

emy one that your characters can make. This means Blaster Guy attacks can eradi­

Jie their targets. Robert the Wise will make short work of your party if you don't have 

recrion from this attack. 

The best protection spell for fighting a Blaster Guy is grand master Protection from 

!agic, because it makes your characters immune to eradication. If they can't eradicate 

ur characters, Blaster Guys aren't all that rough. Body and Earth Resistance also will 

p. If you don't have access to these spells, there are two Protection from Magic scrolls 

ecdy inside the entrance (H 1). Although scroll spells are cast at master and not grand 

llUSter level, they'll still give you some protection. You'll probably find the scrolls at H3 
ful, roo. 

One technique for killing Robert the Wise involves the Invisibility and Sparks spells. 

r iron your party before entering the house. Stalk Robert until he moves into a cor­

ner and then run up to him to pin him there. Touching Robert will dispel your 

visibility, so combat will ensue immediately. Use the corner to funnel multiple spark 

iles into Robert. Because the spell has a short recovery time, you should be able to 

!eon the damage quickly, killing him in just a few rounds. 

After Robert (or Tolberti) is dead, search his body. On it is the Control Cube quest 

cm and a Blaster. 

Temple of Light 
Whether you're following the Path of Light or the Path of Dark, you'll have to enter the 

Temple of Light to recover the Altar Piece at L6. To open the door to L6, you need to 

10ive the puzzle at the Sun/Moon/Star Altar Chamber (L7). If you're playing 

die Path of Dark, you'll have the further complication of having to deal 

rnh attacks from the hostile temple guardians. On the Path of Light, you can 

•~k through the temple freely as long as you don't anger the guards (G) or 

mack anyone. 

I 5 :5 
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Fig. 6-23. Tempk of light 

L6 

LI 

L2 

L3 

L4 

LS 

L6 

L7 

B 

c 
G 

Sun/Moon/Star Altar Chamber 

Trap Value: 
Steal Value: 

30 
IO 

Perception Value: 30 
1 

Creatures: Clerics of the Sun 
Monks 

Angels 

Temple of Light Locations 

Entrance 

Hidden tairs (open when you approach) 

Narrow Passages 

Accesses co Narrow Passages 

Tomb (rhe east door is impassible) 

C hest with Altar Piece quest item 

Sun/Moon/Scar Altar Chamber 

Barrel(s) 

C hest(s) 

G uard 

There are three alcoves at the north, west, and east sides, respectively, of the upper Im' 

of this two-story chamber. In each chamber are three switches marked with the symboil 
of the sun, the moon, and the stars. To open the door to L6, pull down the sun swirdi 
in the west chamber, the moon switch in the north chamber, and the star switch in clit 

east chamber. Then click on the big star altar on the floor at the chamber's center. 



• 
CHAFTE.R. SIX 

Deyja 
;ia is the aboveground part of the Necromancers' kingdom. The true heart of their 

mirory is far underground in the Pit. You can reach the Pit by traveling from Deyja 

ough the Hall of the Pit. Deyja is a region particularly rich in magic skill teachers 

md is important to several promotion quests. 

Fig. 6-24. Dryja 

Oicst 

Shadowrunner's House 

Foesrryke Residence 

Wiseman Residence 

'\ighicrawler Residence 

Fdbum's House 

The nobish Goblin 

Fairhful Sceeds 

!Wcsml 

Fountain 

Founciin 

2 

3 

4 

Deyja Locations 

Trap Value: 
Steal Value: 

12 
5 

Perception Value: 12 
Creatures: Harpies 

Zombies 
Goblin Peasants 

Contains Golem L.eli: Arm for rhe Build a Golem quesc. 

Teacher: Master Scealing 

Teacher: Master Body Building 

Teacher: Experc Medicarion 

T cacher: Experc Dark Magic 

Teacher: Grand Mascer Mace 

Tavern. Quest Action: Get Judge Sleen for Choose New Arbiter quest 

Scabies 

Heroism 

200 gold if less rhan 200 in parry and I 00 in bank. 

+ 2 lncellecr, permanenc. Works once per charaaer. 

Shrine + I 0 Mind, Earrh and Body resiscance, permanem. Works once per charaaer. 

William Secag's Tower (map below) Quest: Imprison Alice Hargreaves. Quesc Action: Rescue Alice Hargreaves. 

Warch1ower 6 (map below) Quesc Accion: Move rhe Wacchcower 6 Coumerweighc 

Anribuce Concesc 
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Deyja Locations Continued 
I 1.1 \., 1/c \ur, 

8 Avalanche's Teacher: Grand Master Earth Magic 

8 Pumam Residence Teacher: U:arning Expert 

8 Fountain + 5 Fire resisC111ce, perrnancn t. Works once per character. 

8 Obelisk -

9 Falk Residence Quescs: Find Map co Evenmorn, Defile Grand Temple of the Sun Alrar 

9 Undershadow's Home + 50 Endurance, temporary, when you "Drink Tea." Quesr: Ger lady Carmine's Knife 

9 Slicer's House Teach er: Master Sword 

9 Nevermore Residence Teacher: Grand Master Chain 

9 Karrand Residence Membership: Spirit Guild 

9 Cleareye's Home Teacher: Grand Master Percepcion 

9 Botham's House T cacher: Expert Armsmascer 

9 Temple of Dark Temple 

9 Master Guild of Spirir Spirit Magic spells 

9 Death's Door Magic shop 

9 The Blackened Vial Alchemist 

9 Fountain + l 0 Fire resisC111ce, temporary 

9 Fountain + I 0 Personalicy, temporary 

9 Fountain Drunk 

9 Pedescal Heroism 

JO Chest Contains Golem Right Leg for Build a Golem quest 

Quests 

Imprison Alice H argreaves (Promotion: Villain) 

Before William Setag will give you this quest, you must have completed the Slay 

Wromthax quest for Sir Charles Quixote (Erathia) and be on the Path of Dark. e(Jf 

asks you to kidnap Alice Hargreaves from Castle Gryphonheart in Erathia. 

Castle Gryphonheart is a dangerous place for a Path of Dark party. The castle is 

guarded by Champions of the Sword-rough and extremely fast opponencs. You'll~ 

face less formidable Archers and Soldiers. There's no getting around a big battle w1~ 

the group of Champions guarding the entrance, but you can avoid a lot of bardei 
heading directly to Alice's door (Castle Gryphonheart, G2). Kidnap her by di 
on her door and starting a conversation. Leave the castle, return to Setag's holll 

and you're done. 
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!ind Map to Even.morn (Promotion: Priest) 

)Jedalus Falk (area 9) will promote your characters to Cleric Priest if you can recover 

\fap co Evenmorn Island and bring it back to him. The map is located in a chest 

de the Tidewater Caverns (Tidewater Caverns, T2) on the small island off the west 

t ofTatalia (Tacalia, area 4). To get to the island, you must cross a long stretch of 

ter. The obvious way to do this is by using the Water Walk spell, but you can also use 

. potions of Water Breaching, or hire a Water Master NPC. 

The Tidewater Caverns themselves are pretty straightforward. Inside you'll find 

Thieves, Ghosts, and Skeletons. To complete the quest, open the chest at location T2, 

cab rhe map, and return to Falk. While you're on the island, you should make sure to 

kup the Golem Right Arm for the Build a Golem quest(Bracada Desert). 

After you've brought the map to Falk, the boats in Erathia, the Tularean Forest, and 

talia will sail for Evenmorn Island on Sundays. This is the only way to reach the 

&land. 

Ddile Grand Temple of the Sun Altar (Promotion: Priest of Dark) 

Daedalus Falk will give you chis quest after you've completed the Find Map to 

enmorn quest and have chosen the Pach of Dark. He asks you to travel to Evenmorn 

hlmd and defile the altar at the Grand Temple of the Sun. 

To get to Evenmorn Island, you must sail on Sunday from Erachia, the Tularean 

rore c, or Tatalia. When you get off the boat on Evenmorn, fight your way to the 

Grand Temple of the Sun (Evenmorn Island, area 6) through the Ghosts, Gargoyles, 

md kelecons opposing you. Enter the temple. To get to the altar at S2, you'll have to 

bghc some Monks and Clerics of the Sun. After chat, run up to the altar in the center of 

die room, and click on its top surface. You'll know you've defiled it properly if the top 

i the altar turns dark. Return to Falk in Deyja, and you're done. 

Get Lady Carmine's Knife (Promotion: Assassin) 

ou musr be on the Pach of Dark and finish the Steal Lord Markham's Vase 

Erarhia) quest before Seknit Undershadow (area 9) will give you chis quest. 

He'U promote your characters to the rank of Assassin if you bring him the 

knife carried by Lady Eleanor Carmine of Celeste. He also asks you to kill her, 

but rhis isn't necessary. He'll take che knife as proof of your accomplishment. 

159 
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Lady Carmine is in Celeste, the Path of Light capital. To get there, you must enrer 

Celeste through the Gate to Celeste teleporter (Bracada Desert, area 4). Lady Carmine 
be found walking around in front of Castle Lambent (Celeste, area 8). You'll recognize hi: 
because she is wearing a red dress. 

It's possible to get the knife without fighting a single battle in Celeste. Before you seer 

though the Gate to Celeste, cast the Invisibility spell on your party. This spell allows you 

to reach Carmine without fighting any of the Sorcerers, Roes, or Angels along the way. Ii 
you have a character with a high enough Stealing skill, you can pilfer the knife from her. 

You might have to try more than once co get the item (see Stealing in Chapter 3). If you 

succeed, run back to the teleporter and leave Celeste. 

If you don't have the spell and/or the skill, you can run past the Celeste guardians. 

They are tough (Angels, Sorcerers, Roes, and Light Elementals), but you have a !or of 

room to maneuver. Kill Lady Carmine and then search her body for the knife. If you ha1. 

Fly or Feather Fall, escape Celeste by jumping through one of the holes in the ciry floor 

back co the Bracada Desert. 

Indoor and Dungeon Areas 
Hall of the Pit 
This small dungeon connects Deyja to the Pit. Regardless of the path you're on, you shoulc 
have no problems with the creatures inside. It's mostly useful as a place to go when you necc 

to recuperate from the more heated action in the Pit. 

Fig. 6-25. The Hall of the Pit 

DH4 
H3/ 

H2 

Trap Value: 
Steal Value: 

18 
10 

Perception Value: 18 
Creatures: Harpies 

Gargoyles 
Zombies 

Hall of the Pit Locations 

H2 Teleporrer to H3 

H3 Teleporrer to H2 

H4 Entrance (connects to the Pir, area I) 

SD Secrer Door 

E Elevator 
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illiam Setag's Tower 

ill1am Setag's Tower at area 5 acts like a house unless you're on the Rescue Alice 

trgreaves quest. On that quest, you must enter the tower and fight the Champions of 

word guarding it to reach Alice's room at 52. William Setag (a Master of the 

rd) srands in front of the door. Kill him and search his body for a key that opens 

· 's door. The Master of the Sword at 53 is worth killing because he holds the 

in's Blade-a really useful sword. 

Fig. 6-26. William Setag's Tower S2 

E 

c William Setag's Tower Locations 

SJ Entrance 

52 Door to Alice Hargreave's Room 

53 Bedroom 

SD ecrer Door 

E Elevator 

C Chcsr 

SD 
c----i1 

S3 

Value: 20 
Steal Value: 10 
Ferception Value: 20 
Creatures: Champions of the Sword 

Rats 
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Watchtower 6 

Watchtower 6 is an outpost maintained by the Necromancers to guard the road from 

Deyja to Erathia. It's a very difficult dungeon to clear out because it's guarded by many 

creatures with powerful ranged attacks. The Thief Spy quest, Move the Watchtower 6 

Counterweight, is the only quest that involves the tower. 

Fig. 6-27. Watchtower 6 

c 

c 
E 

WI 

W2 

W3 

W4 

W5 

E 

c 
c 

Elevator Tower 

Trap Value: 22 
Steal Value: 
Perception Value: 
Creatures: 

Necromancers 

Liches 

Earth Elementals 

Front Enrrance 

Counterweight Concrol 

Side Encrance 

Elevaror Tower 

Stairway (conneccs lower and upper In 

Elevaror 

Chest 

The elevator at the center of this rower connects the watchtower's upper and lower il'I· 
els. The top of the rower is completely exposed to attacks from the creatures massed ic 

the rooms to the north, south, east, and west. There are two pillars to the north and 

south, respectively, of the elevator platform. Each pillar has a button on the side facm~ 

the platform. The north pillar button lowers the elevator. The south pillar's burron 

causes a bridge to extend from the elevator tower to one of the side rooms or rerra 

a bridge that's already extended. Which bridge is extended or retracted with each 

button push is determined randomly. 
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Erathia 
rhia is che capital region of the human domain. Queen Catherine lronfist's Casde 

~honhearr is here, overlooking the rown of Steadwick. Catherine's forces garrison 

n Riversrride, which guards the eastern mounrain path from Elf and Bandit attacks. 

7 

10 

11 

12 

13 

Trap Value: 
Steal Value: 

8 
3 

Perception Value: 8 
Bandits 
Griffins 

Human Peasants 

Creatures: 

Erathia Locations 
\,11111 \0:1' 

The Erathian Sewers (map follows) 

The Erathian Serers (map follows) 

Castle Gryphonheart (map follows) 

Master Guild of Body 

Paramount Guild of pirir 

Adepr Guild of Mind 

Pedesral 

Eversmule Residence 

Dirtl1moore Residence 

Cardron Residence 

Thrush Residence 

Hcarrsworn Home 

Julian's Home 

Havesr Residence 

Org House 

Quixote Residence 

Quests: Steal Lord Markham's Vase, 
Move the Watchtower 6 Counterweight. 
Teacher: Grand Master Dagger, Expert Stealing. 

ame as 1 

Quescs: Rescue Loren Steel. 
Quest Action: Imprison Alice Hargreaves. 
Quesc Items: Roland and Archibald lronfist Paintings. 

Body Magic spells. 

piri r Magic spells 

Mind Magic spells 

Heroism 

Membership: Spirir Guild 

Teacher: Expert Mace. Membership: Body Guild 

Membership: Mind Guild 

Quesr: Bring Lener to Lord Markham 

Teacher: Expert Body Magic 

Teacher: Expert Mind Magic 

Teach er: Mace Expert. 

Quest: Clear our Haunted Mansion. 

Quest: Slay Wromthrax, Rescue Alice Hargreaves. 
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Erathia Locations Continued 
111.I \,{1!/i ,\011, 

4 Barnes Home Quest: Wio the ArcoMage Tournament 

4 Griffin's Resr Tavern 

4 Bank of Eratbia Bank 

4 House of Solace Temple 

4 Lady Catherine Boar 

4 Royal Steeds Stables 

4 Pedesral Day of the Gods 

4 Fountain 200 gold if less than 200 in parry and 100 in bank. 

4 Founcain +2 Might, permanent. Works once per character. 

5 LaraseUe Residence Weapon Artisan (see Chapter 8, Ore) 

5 Sourbrow Home Armor Ore Smith (see Chapter 8, Ore) 

5 Agraynd Residence Item Ore Smith (see Chapter 8, Ore) 

5 Ravenhill Residence Teacher: Expert Sword 

5 Wolverton Residence Teacher: Ex.pen Shield 

5 Lead Transformations Alchemist 

5 Her Majesty's Magics Magic shop 
I 

5 Queen Catherine's Smithy Armorer I 

5 Tbe Queen's Forge Weapon shop I 
5 ln Her Majesty's Service Training hall 

5 Sreadwick Town Hall Town baU I 
5 Fountain +20 Body Resisrance, temporary 

5 Fountain Cure Disease I 

6 Obelisk -

6 Blayze's Teacher: Grand Masrer Fire Magic 

7 Wain Manor Teacher: Grand Master Dodging 

7 Dreamwrigl:u Residence Teacher: Master Spirit Magic 

7 Norris' House Grand Master Unarmed 

7 Fountain + 10 Accuracy, temporary 

8 The Bandit Caves (map foUows) Quest Item: Signer Ring 

9 Fort Riverstride (map follows) Quest !rem: Riverstride Plans 

10 Tbe Eracb.ian Serers (map follows) Same as 1 

11 Gareth's Home Teacher" Grand Master Repair Item 
I• 

11 Forgewrighr Residence Teacher: Master Plare 

11 Amibure Contest Located just east of ten cs 

12 Shrine +I 0 Luck, permanent. Once per character. 

13 Tbe Hidden Tomb (map follows) Quest !rem: Shadow's Mask 

16+ 
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Q!tests 

Rescue Loren Steel (Main Line) 

ou can receive this quest from Queen Catherine (Castle Gryphonhearr, G6) before the 

:Human War is resolved (see Story Line in Chapter 5). She commands you to travel 

rhe Tularean Forest and rescue her agent, Loren Steel, from the Elves-and gives you 

c monch ro complete the task. 

Steel is located deep in the Tularean Caves, a dungeon with a large number of special 

lcarures (see Tularean Caves under Tularean Forest). Nthough the Elven Warriors and 

roglodyres who guard rhe cave aren't particularly tough, you'll probably find the 

1'1'1'erns to be quire dangerous considering rhar you can only receive this quest before 

rour parcy is very rough, during the early to mid part of the game. You should enter 

ind exit che cave through the entrance thar connects to the outdoors (C3), rather than 

11SCthe one rhar connects to Castle Navan (Cl). If you go through the castle, you will 

iul'e to fight your way pasr Dragonflies, Elven Warriors, and Elven Archers. 

:\nocher of this quest's challenges is its shon time limit. It will take you 20 to 22 

am to travel on foor from Castle Gryphonheart to the Tularean Caves and back. Make 

sure ro take care of any training, equipping, and resting tasks before you go visit 

C..uherine to receive rhe quest. You also can save time by using coaches. Nthough there's 

oodirect coach line from Erathia to the Tularean Forest, you can get to either destina­

non from Harmondale. 

~y Wromthrax (Promotion: Crusader) 

ir Charles Quixote in area 4 will grant you the rank of Crusader if you go and kill the 

dragon, Wromrhrax in Taralia. Wromrhrax's Cave is at rhe norrhern edge of Taralia 

Tatalia, area 2). To ger there, you have to cross an area heavily patrolled by groups of 

Trolls. Wromthrax is the only creature you have to face in the cave, but he is a 

Blue Dragon-a rough creature for a low-level party to face. Blue Dragons 

macks do Water damage, and they're immune to Water and Body 

ipells-keep chis in mind when fighting Wromthrax. 
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During this quest, Quixote travels with you. As soon as you kill Wromthrax, 

Quixote awards you your new rank. 

Rescue Alice Hargreaves (Promotion: Hero) 

After you've chosen the Path of Light and completed the Slay Wromthrax: quest, you 

can receive this quest from Sir Charles Quixote at his house (area 4). Hargreaves is 

being held prisoner at William Serag's Tower (Deyja, area 5). 

Travel to Deyja and enter the rower. Just inside the entryway (Wl) are some 

Champions of the Sword. After you deal with them, take the elevator up to the top 

floor. Willaim Setag (a Master of the Sword) is just north down the hall at the rop of 

the elevator. Kill him and search his body for a key. The key opens the door to Alice's 

room (W2). Click on the door to start a conversation with her. She'll join your parry.11 
an NPC. Bring her back to Quixote to finish the quest. 

Steal Lord Markham's Vase (Promotion: Rogue) 

Bill Lasker, located in the Erathian Sewers (enter at 1, 2, and 10) tests you by requirin, 

that you steal a vase from Lord Markham's Manor (Tatalia, area 9). The Manor is a 

small dungeon with only a few rooms. The vase you want is located over the fireplace 

M3. To get there, you'll have to anger the guards by passing through the west door in 

M2. Because you'll have to fight the Champions of the Sword guarding M2 anyway. 

you might as well take them on alone before you go through the door. 

If you just grab the vase by clicking on it, your party will be hit by a trap. You can 

avoid it by using the Telekinesis spell, bur otherwise, you should be rough enough ro 

take the trap damage if your party was tough enough to get to the vase in the first pba 

Just make sure that you're not almost dead before you take the vase. Return to Lasker 
receive the promotion. 

Move the Watchtower 6 Counterweight (Promotion: Spy) 

Bill Lasker will give you this promotion quest if you've completed his Steal Lord 

Markham's Vase quest and are on the Path of Light. To complete this quest, you'll h'1l 

to go to Watchtower 6 at Deyja (Deyja, area 6) and lower the counterweighrthm 

used to raise and lower the rower's gate. 
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After you enter the tower, make your way to the top of the elevator shaft at W 4. At 

:ne mp are two pillars to the north and south of the elevator platform, respectively. 

uch [ime you click the south pillar button, a random bridge extends or retracts to the 

rth, soum, east, or west. As soon as you reach the top of the elevator, turn to face the 

um pillar and go into turn-based mode. You'll be able to repeatedly click the button 

mril [he south bridge extends. Run across it to W2. If you do all of this efficiently, 

rou'll avoid the brunt of the missile attacks launched by the Necromancers, Earth 

8ememals, and Liches from their protected positions surrounding W4. 

In me second floor chamber above the front entrance (Wl) is a button that controls 

:Ile position of the tower counterweight. Click this button (W2), make your way back 

the elevator at W 4, leave the tower, and return to Lasker. 

Oear Out Haunted Mansion (Promotion: Cavalier) 

fredrick Org (area 4) will award your characters the rank of Cavalier if they kill all of 

~e undead creatures in the Haunted Mansion (Barrow Downs). There's nothing tricky 

ibou[ mis quest, unless you tackle it before your party can fight the Wights, Ghouls, 

md Ghosts that inhabit the mansion. 

The area outside the mansion is patrolled by a small group of Ghosts. If you kill 

~em all before entering the mansion, you'll have a safe place to rest-you can simply 

ve me mansion via the front door if you get into any trouble. There are a lot of crea­

:ures in me mansion, but it's well compartmentalized by a series of doors. The safest 

;i1· ro campaign through it is to clear out the rooms one at a time. Go into the back 

ueas of the mansion through the secret doors one of the master bedrooms (Haunted 

\!ansion, H2, or H3). You have to kill all of the mansion denizens before Org will 

1ward you your new rank. 

Bring Letter to Lord Markham (Secondary) 

·orbert Thrush (area 4) is a collector of historical items. He knows that 

lord Markham in Tatalia (Tatalia, area 9) has Parson's Quill and would like 

rou ro retrieve it for him. Thrush gives you a letter to deliver to Markham 

Lord Markham's Manor, Tatalia, area 9). To complete this quest, simply travel 

to Lord Markham's Manor and talk to Lord Markham in his throne room 

Lord Markham's Manor, M4). He'll take the letter and give you Parson's 

Quill. Bring the quill back to Thrush and you're done. 
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Wm the ArcoMage Tournament (Secondary) 

Gina Barnes (area 4) sends you out to win the Erathian ArcoMage Tournament. To do 
this, you must win a round of the ArcoMage card game in every tavern in the game 

except for the one on Emerald Island. There's one tavern in every region except for the 
Land of the Giants and the Shoals. The Barrow Downs has two taverns-one outdoor 

(Barrow Downs, area 5) and one in Stone City (S6). 

Before you can play ArcoMage, you must have a deck. There's one in the White Cliff 
Caves dungeon (Harrnondale, area 14). If you go get it, you might as well complete che 

secondary Harmondale quest, Find the ArcoMage player, which has the ArcoMage 

Deck as its quest item. In the caves next to the deck is a message scroll, Remains of a 

Journal. This scroll contains some hints about ArcoMage strategy. 

Your Side 

Fig. 6-29. ArcoMage Game 

Played Cards 
Opponent Side 

Although the game is played differently in each tavern, some rules and the basic 

game play are the same for all games. ArcoMage is a two-player game. Each player 
has a tower protected by a wall, and a store of three resources-bricks, gems, and 
beasts. Each resource has a generator. Bricks are generated by a player's quarry, 

by his or her magic, and beasts by his or her zoo . ArcoMage cards can affect your 

tower, generators, and resources. 
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The goal of each ArcoMage game is to build your rower to a certain size, build up 

11r of your resources to a certain level, or destroy your enemy's tower. Each player starts 

iuh different wall and rower sizes, starting resources, and generator strength. Also, the 

llli'er size and the quantity of resources needed to win are differenc at each tavern. 

ArcoMage Victory and Starting Conditions - Location Starring Tower/Wall Victory Tower/Resource Quarry/Bricks Magic/Gems Zoo/Beascs 

'.t:fit House Harrnondale 15/5 30/100 2/1 2 211 2 211 2 

,.Gffin1 Resr Erarhia 20/5 50/150 2/7 2/7 2/7 

!lnmld Inn T ularean Foresr 20/5 50/150 2/7 2/7 2/7 

-It 1nob1sh Goblin Deyja 25/ 10 751200 3/8 3/8 3/8 

~rPlace Bracada 25/ 10 75/200 3/8 3/8 3/8 

'"If' Grog Scone City 50/50 100/300 5120 3/10 5/20 

".i=Blc:5>cti Brew Celeste 30/15 100/300 4/ 14 4/14 4/ 14 

-~ l1D1pyrt Lounge The Pit 30/ 15 100/300 4/14 411 4 4/ 14 

1c uughmg Monk Evenmorn Island 20/ 10 150/400 5/30 5/30 5/30 

::r:une's Folly Mount Nighon 20/ 10 200/500 1/16 1/1 6 1/ 16 

~ma's Only B racada Desert 20/50 100/300 116 116 5/30 

1e I oyal Mercenary Taralia 10/20 125/350 3/15 1/5 2/1 2 

lePcmed Pixie Av Ice 10/20 125/350 3/15 1/5 2/ 10 

Players take turns. At the start of a turn, generators produce a quantity of resources 

~u~ ro their strength. Then the player can play or discard a card. Cards cost resources 

· play. Red cards use bricks, blue cards use gems, and green cards use beasts. A card's 

rosr is the number on its lower-right corner. To play a card from your hand, click on it. 

!frou want to discard a card, right-dick on it. Some cards allow you to play them and 

~en la a ain but unless p y g OU la y p y one of them la 'p y p asses to y our o pp onent. 

The message scroll, Remains of a Journal, gives you pretty good basic advice 

ror playing. Read it, and go play a few hands at a couple of taverns. There's 

no consequence to losing a game, so play to develop a basic strategy. To fin-

h rhis quest, you only have to win one game at each tavern, no matter how 

many times you lose. After you've won at each tavern, return to Gina Barnes 

md she' ll reward you with experience and a chest full of really good 

rreasure-including some artifacts. 
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Indoor and Dungeon Areas 

Castle Gryphonheart 

Castle Gryphonheart is the home of Queen Catherine, the ruler of the human king­

dom. The castle is important to several quests in the game. After you've completed rhe 
Rescue the Dwarves quest, and before the Human-Elf conflict is resolved, you can ger 
the Rescue Loren Steel quest from Queen Catherine (GS). Alice Hargreaves, the NPC 
you must kidnap for William Setag's Imprison Alice Hargreaves quest (receive in Deyja 
is at G2. You'll also find two of the three paintings you need for Ferdinand Visconri's 

Collect Three Paintings quest. A portrait of Roland Ironfist hangs at G3, and his broili· 
er Archibald's portrait is at G6. 

Fig. 6-30. Castle Gryphonheart 

c 

Trap Value: 12 
Steal Value: 10 
Perception Value: 12 
Creatures: Archers 

Champions of the Sword 
Soldiers 

Castle Gryphonheart Locations 
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If you've chosen the Path of Dark, Castle Gryphonheart's creatures will be hostile to 

mu. Orherwise, they'll only attack you if you go past the guards into the north or south 

de wings. 

The Hidden Tomb 
llarc of rhe rather complex Monk Ninja promotion quest, Decipher the Encrypted 

:roll, rakes you to the Hidden Tomb (area 13). After you've deciphered the scroll using 

die croll of Waves (see Decipher the Encrypted Scroll under the Pit, below), go to the 

:omb location. Before you get the Scroll of Waves, you won't be able to see the tomb 

mrrance, but afterwards, the following control panel is visible. 

Fig. 6-31 The Hidden Tomb Door 

North 
Center 

South 

To open the door, click the buttons in this order: north, east, south, west, 

md cenrer. If you mess up, just start over again with north. 

By rhe time you can get the Ninja quest, your party's level should be high 

enough rhat the small number of Vampires and Liches inside the tomb should 

be no obstacle. The sarcophagi inside are chests containing treasure. The 

hadow's Mask you need for the quest is inside the sarcophagus at T2. 
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Fig. 6-32. The Hidden Tomb 

c T2 

0 

c 

The Bandit Caves 

Tl 

I 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: 

24 
IO 
24 

Vampires 
Liches 

Hidden Tomb Locations 

This small cave system houses the headquarters of the gang of Bandits that prey on till 

elers in the Erathian region. If you've received the Recover the Signet Ring quest from 

Davrik Peladiurn in Harmondale, you'll find the ring in the chest at B2. 

Fig.6-33. The Bandit Caves 

B2 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: Thi 
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&athian Sewers 

~ Lasker, the head of the thieves' guild, hides out in the Erarhian Sewers. You can find 

at El. Lasker teaches expert Stealing and grand master Dagger. You also can receive 

:wo Thief class promotion quests from him-the Thief Rogue promotion, Steal Lord 

!.irkham's Vase, and the Path of Light Thief Spy promotion, Move the Watchtower 6 

Fig. 6-34. The Erathian Sewers 

El/ C 

Ell 

Trap Value: 
Steal Value: 

10 
10 

Perception Value: 10 
Creatures: Thieves 

Rats 

Erathian Sewers Locations 

El Bill Lasker (north door) 

E2 Sliding Bridge Puzzle 

E3 Teleporcer 

E4 Lever Room 1 

E5 Lever Room 2 

E6 Blade Trap 

E7 Tcleporter 

EB Exie co Erathia acca 2 

E9 Mechanical Bridge 

EIO Poison pray Trap 

Ell Exie to Erathia acca 10 

El2 Exie to Erachia area 1 

El3 Mechanical Bridge 

El4 Tclcporcer Destination 

El5 Blade Trap 
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The sewers have three exits in the Erathia region (1, 2, and 10) as noted in the rable 
They're guarded by packs ofThieves and Rats, and have several traps. These dangers 

make this dungeon challenging for low-level parties. If your party isn't very advanced, 

be careful to avoid the highly damaging Poison Spray and Blades traps at E6, ElO, and 
E15. Also, avoid trouble by being careful not to fall off the bridges and catwalks-che 

largest groups of creatures lurk in the pits below. 

Sliding Bridge Puzzle 

To reach Bill Lasker at El, you can jump from E5 onto one of the platforms in E2 and 
then use the Jump spell to reach the hallway at the north edge of the room. You also 

can pull the levers at E4 and E5 to move platforms in E2 until they form a bridge. E4 
and E5 each have a row of three levers. Pull all three levers in E4 and then the lefr and 
middle levers in E5. (The right lever in E5 returns all of the blocks to their original 

positions.) 

The blocks should form a bridge with only a couple of small, easily jumped gaps. 

The teleporter at E7 will transport you to the south end of the bridge at E3. 

Mechanical Bridges 

The bridges at E9 and E13 are raised by clicking the buttons located just inside the 
south doors. 

Teleporters 

The teleporter at E7 sends you to E3, which then sends you onto the platform on me 
south side of E2. If you stand on this platform facing south and click on the archwar. 

you get teleported to El 4 on the other side of the wall. 

Fort Riverstride 

This outpost is manned by Queen Catherine's troops. Its mission is to protect her king­

dom's western frontier against Bandit and Elf raids. Only one quest involves the fort. U 

you visit the Elf King, King Parson, during the Elf-Human war (see Story Line in 

Chapter 5), he'll ask you to steal the plans to Fort Riverstride. These plans are srored 

a hidden compartment behind a portrait of Queen Catherine hanging in F2. 



Fig. 6-35. Fort Riverside 

Fort Riverstride Locations 

fl Hidden Encrance {under fort) 

F: Secret Companmenc (contains Riverstride plans) 

,; Front Entrance 

;, Secret Door co Lower Level 

fl Poison Spray Launcher 

Fireball Trap 

Barrcl(s} 

Chest(s} 

D Secret Door 
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Trap Value: 
Steal Value: 

8 
10 

Perception Value: 8 
Creatures: Soldiers 

Swordsmen 
Archers 
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Secret Compartment 

This secret compartment contains the Riverstride Plans scroll you need for King 
Parson's Steal the Plans to Fort Riverstride quest. It's hidden behind the portrait of 
Queen Catherine that hangs on this chamber's west wall. To open it, click on the 

portrait. 

Poison Spray Launcher 

The fort protects the road that leads into Erathia from the east. This road passes 

through a tunnel in the fort. The lever on the wall at FS fires the Poison Spray spell in 

the runnel. This special effect has no effect on the game whatsoever. 

Evenmorn Island 
You can only reach this island by boat after you've completed the Find Map to 

Evenmorn quest (Deyja). After that, the boats in Erathia, the Tularean Forest, and 
Tatalia will sail for the island on Sundays. 

Fig. 6-36 Evenmorn Island 

6 Trap Value: 16 
Steal Value: 5 

7 2 Perception Value: 16 
Creatures: Soldiers 

8 3 Skeletons 

9 
Gargoyles 

Ghosts 

5 4 
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Evenmorn Island Locations 

The Laughing Monk Tavern 

Pedestal Body Resistance 

Pedestal Mind Resistance 

Pedestal Day of the Gods 

Grand Temple of the Moon (map follows) Quest Action: Purify Grand Temple of the Moon Altar. 
Quest Item: Eagle Sratuerte. 

Caverhill Residence Teacher: Master Merchant. Membership: Water Guild. 

Crane Residence Teachers: Master Dodging, Master Unarmed 

Fountain Drinking from well releports you ro area 9 

Circle of Srone End of Obelisk quest 

Shrine +I 0 Accuracy and Speed, permanent. Once per character. 

Grand Temple of the Sun (map follows) Quest Action: Defile Grand Temple of the Sun Altar 

Druid Temple Quest Action: Visit Three Druid Temples 

Paramount Guild of Water Water Magic spells 

Smithson Residence Teachers: Grand Master Shield, Grand Master Learning 

Obelisk 

Fountain Drinking from well teleports you to area 4 

The Cleric promotion quest, for both the Path of Dark and the Path of Light, takes 

ou ro Evenmorn Island. The Priest of Dark promotion requires you to enter the Grand 

Temple of the Sun (area 6) and defile its altar. Similarly, the Priest of Light quest 

requires you to go into the Grand Temple of the Moon (area 2) and purify its altar. Two 

f die three statues you need for the Place Statues on Shrines quest (received in the 

Tularean Forest) are located in the temples-one in each. 

After you've visited all 14 obelisks in Erathia (see Obelisks in Chapter 5), you can 

1~ir rhe circle of stones at area 5 to receive a special treasure. If you're there at the 

1rroke of midnight, a flower appears at the center of the circle. Click on it 

ro receive 100,000 gold and some excellent treasure. 
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Fig. 6-35. Grand Temple of the Moon 

Grand Temple of the Moon Locations 
\tJ/1 I 

Enrrance 

Secret Chamber with chest containing Eagle Statuette 

Trap Door 

Cell 

Button thar opens M4 
Altar 

Button that locks M3 
Drawer 

Chest(s) 

Secret Door 

Trap Value: 18 
Steal Value: 10 

1 

Perception Value: 18 
Creatures: Wights 

Clerics of the Moon 
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Grand Temple of the Moon 
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The altar (M6) for the Purify Grand Temple of the Moon Altar quest is located in the 

:nam temple directly north of the entrance (Ml). The Eagle Statuette needed for the 

, ace Statues on Shrines quest is right next to the entrance in a secret chamber (M2) 

xessible by the eastern stairs. 

Mtar 

To purify the altar, click on its top surface. Ir turns a lighter color. You can do this only 

ivou've received the Purify Grand Temple of the Moon Altar quest from Rebecca 

Devine in Celeste. 

Trap Door and Cell 

Urou walk on the upper platform east from the entryway, the trap door at M3 will 

open, dropping you into the cell at M4. The button at MS opens the cell door. If you're 

:rapped inside, you can get out by using the Telekinesis spell to activate the button (or 

uu could teleport our using Town Portal or Lloyd's Beacon). Ar the north end of the 

.di, on the east wall, is a small, hidden panel. Open the panel by clicking on it, and 

'Ou'U find a scroll of Telekinesis. In fact, each time you click on the panel, you'll get a 

n~w scroll. All of the scrolls you get in this fashion disappear when you leave the temple. 

You can jump over the trap door, but it's difficult to gauge because the trap is hidden 

no matter how high your Perception is. The button at M7 locks the trap door so you 

can walk over it freely. 

Drawer 

This chamber contains a writing desk with a drawer. If you open the drawer by clicking 

on it, you'll find it full of Learning Books. 
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Grand Temple of the Sun 

As with the Grand Temple of the Moon, the altar (S2) and the statuette (S5) you need 

to get to are located near the front door of the Grand Temple of the Sun. 

Fig. 6-38. Grand Temple of the Sun 

c 

C/B 

S5/B 
C/B 

Sl 

Altar 

SD 

Trap Value: 
Steal Value: 

18 
10 

Perception Value: 18 
Creatures: Clerics of the Sun 

Monks 

C/B Grand Temple of the Sun Locations 

SI Entrance 

S2 Alrar 

S3 fireball Trap 

S4 Door Puzzle 

S5 Chest wirh Knight cacuecte 

B Barrel(s) 

c Chesr(s) 

SD Secret Door 

To defile the altar for the Defile Grand Temple of the Sun Altar quest, simply click on 

the altar's top surface. It'll rum a dark color. 

Door Puzzle 

There are three buttons on this room's west wall. Press the middle button and then 
press the button on the pedestal at the room's center to open the door to the norili 
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Land of the Giants 
11ans, Devils, and Dragons wander the Land of the Giants, making it the most danger­

us ourdoor region in the game. Although areas 6 and 7 are safe havens, the routes to 

cry other location on the map are fraught with peril. Traveling invisibly through this 

~ion is highly recommended. The region's creatures are numerous, have highly damag­

~ ranged attacks, and are hard to kill. Regardless of whether you can cast Invisibility, 

11ring the many spell pedestals in areas 5 and 6 greatly increases your chances of 

iillVival. 

Archibald lronfist will contact you the first time you enter the region. He gives you a 

)asrer and asks you to save his brother Roland, who's imprisoned in Colony Zod (area 

'.This is part of the Kill Xenofex main line quest you receive in either Celeste or the 

:1r. The other quest that takes place in this region is the Path of Dark Druid Warlock 

auesr, Retrieve a Dragon Egg (receive in Mount Nighon). The egg you're looking for 

:m be found in the Dragon Caves at area 2. 

i\frer you've visited the Land of the Giants, the shrine at area 4 will releport you the 

nrine at Harmondale. (Harmondale, area 12). 

Fig. 6-39. The Land of the Giants 

2 

8 

Trap Value: 40 
Steal Value: 5 
Perception Value: 40 
Creatures: Dragons 

Titans 
Devils 
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Land of the Giants Locations 
1 .. , \,, .;, \1111' 

I The Dragon Caves (map follows} Entrance co Dragon Caves, D3. 

2 Tbe Dragon Caves (map follows) Entrance co Dragon Caves, DI. Quesr [rem: Dragon Egg. 

3 Colony Zod Quesr Acrion: Kill Xenofex 

4 Shri ne Teleporrs co Harmondalc, area 12 

4 Aruibure Challenge -

5 pell Pedesrals Fire Resisrance, Air Resisrance, Warer Resisrance, Heroism, lmmolauon 
Shield, Srone Skin, Mind Resisrance, Body Resisrance 

6 Lasirer's House Teacher: Grand Masrer Armsmasrer 

6 Pedesrals Day of rhe Gods, Hasre, Earth Resistance 

6 Founrain Wishing Well (see Other Notabk Features and Events). 

7 Tunnel ro Eofol Map shown under Mo11nt Nighon 

8 Obelisk -

Other Notable Features and Events 

Wishing Well 

It costs 5,000 gold each time one of your characters drinks from the well at area 6. Ea.:: 

time one does, one of the effects on the table below is randomly generated. Although 
there's a better than even chance that something good will happen, the potential nega· 
rive effects are so nasty that it's probably wisest to avoid using this well. 

Land of the Giants Wishing Well Effects 

• Eradicated 

• Removes effect of magical aging 

• +5,000 Experience 

• Dead 

• +50 Air Resistance, temporary 

• + 50 Fire Resistance, temporary 

• Stoned 

• + 10,000 gold 

• + 10 Skill Points 

• -50 Armor Class, temporary 



Indoor and Dungeon Areas 

e Dragon Caves 

CHAFTER. SIX 

ragons have made their homes in these two small caves. The treasure inside is 

ediocre, except for that found on the bodies of the Dragons themselves. The cave at 

llt.12 concains Dragon Eggs needed for the Retrieve a Dragon Egg quest (Mount 

·1ghon). 

0 3 

I 

Fig. 6-40. The Dragon Caves 

Dl 

The Dragon Caves Locations 

Trap Value: 40 
Steal Value: 10 
Perception Value: 40 
Creatures: Dragons 

D 1 Enuance from che Land of the Gian ts, area 2 

0 2 Chamber with Dragon Eggs 

0 3 Encrance fro m che Land of the Gian cs, area 1 

C Chest 
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Colony Zod 

Xenofex, the king of the Devils, makes his headquarters in Colony Zod. The main line 
quest, Kill Xenofex, is the only quest that brings you to this dangerous dungeon. The 
three chests in Colony Zod each contain a Blas~er. These weapons, plus the one char 

Archibald gives you when you first arrive in the Land of the Giants, are enough co our· 

fit your entire party. 

Fig. 6-41. Colony Zod 

Passage to Xenofex's Chamber 

Trap Value: 40 
Steal Value: 10 
Perception Value: 40 
Creatures: Devils 

Colony Zod Locatiom 

Cl Entrance 

C2 Passage to Xenofex's Cham~ 

C3 Roland's Cell 

C4 Control Panel 

C5 Elevator Puzzle 

C6 Xenofex's Chamber 

c Chest 

E Elevator 

This passage won't appear until you've rescued Roland at C3. 

Control Panel 

This panel controls the invisible force field blocking the way to C3. Click all four but· 

tons on the control panel to lower the force field. 

Roland's Cell 

Roland lronfist is inside one of the small cages hanging from the ceiling. Click on 

the cage to release him. He'll give you the key to Xenofex's Chamber. 
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Bevator Puzzle 

This round room is three levels tall. You reach the second level by taking the elevator at 

~e north end of the room. From the second level, you can reach the elevator on the 

;ourh end of the room and the two small chambers to the east and west. Each of the 

:hambers contains a pedestal with a button on it. Click both buttons to unlock the 

lllurh elevator. This elevator brings you co the third level-Xenofex's Chamber. 

Xenofex's Chamber 

Xenofex (a Devil Captain) is in this chamber with a large force of Devil guards. To 

auer the chamber from C5, you need the key that Roland gave you. Make sure the 

:harmer carrying it is the active character and then click on the door. 

Mount Nighon 
ftrhom the Lloyd's Beacon or Town Portal spells, the only way to reach the Mount 

\ighon surface is through underground tunnels connecting to Stone City in the Barrow 

Downs and to the Land of the Giants. The first time you travel to this region, you must 

~ from Srone City, through the Nighon Tunnel, and then through Thunderfist 

\lounrain to the surface. The route to the Land of the Giants goes through Thunderfist 

\lounrain and the Tunnels to Eofol to an exit on the surface (Land of the Giants, 

Mea 7) . 
Fig. 6-42. Mount Nighon 
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8 

7 

Trap Value: 20 
Steal Value: 7 
Perception Value: 20 
Creatures: Warlocks 

Roes 
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Mount Nighon Locations 
/,, .. \' '" \"" 

I The Maze (map follows) Quest Items: Haldar's Remains, Angel Scaruerce 

2 Obelisk -

3 Thunderfisc Mountain (map follows) To Thunderfist Mountain, T2. Quest lcem: Soul Jars. 

3 Hollis' House Teachers: Expert Identify lcem, Expert Identify Monster 

3 Roggen Residence Membership: Fire Guild 

3 Elzbet's House Teacher: Master Alchemy 

3 Pedestal Heroism 

3 Fountain +50 Spell Points 

4 Thunderfist Mountain (map follows) To Thunderfist Mountain, Tl l. Quest Item: Soul Jars. 

5 Shrine +I 0 Personality and Intellect, permanent 

5 Amibuce Challenge -

6 Dusk's House Quest: Find Haldar's Remains 

6 Anwyn Residence Teacher: Master Learning. Quest: Retrieve a Dragon Egg 

6 Silk's House Teacher: Grand Master Disarm Trap 

6 Whitesky Residence Teachers: Expert Mind Magic, Expert Meditation 

6 Elmo's House Teacher: Expert Stealing 

6 Evander's Home Grand Master Body Building 

6 Arcane Items Magic shop 

6 Fortune's Folly Tavern 

6 Applied lnscrucrion Training hall 

6 Paramount Guild of Fire Fire Magic spells 

6 The Blooded Dagger Weapon shop 

6 The Tannery Armorer 

6 Offerings and Blessings Temple 

6 Pedestal Fire Resistance 

6 Fountain +2 Skill Points. Works once per character. 

6 Fountain +2 Personality, permanenc. Works once per character. 

6 Fountain +50 Intellect and Personality, temporary 

6 Fountain +20 All Resistances, temporary 

7 Thundetfist Mountain (map follows) To Thunderfist Mountain, T3. Quest Icem: Soul Jars. 

8 Thunderfisc Mountain (map follows) To Thunderfist Mountain, Tl 0. Quest Item: Soul Jars. 

8 Aznog's Place Teacher: Master Dagger 

8 Hawthorne's Place Teacher: Expert Scaff 

8 Lanshee's House Teacher: Master Bow 

8 Nddon Residence Teacher: Master Leather 

8 Pedestal Air Resistance 

8 Fountain Heals 50 Hie Points 
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Quests 
lttrieve a Dragon Egg (Promotion: Warlock) 

\lier you complete the Visit Three Druid Temples quest for Anthony Green in The 

iilarean Forest, and are on the Path of Dark, you can receive this Druid promotion 

~esr from Tor Anwyn in Mount Nighon (area 6). He sends you out to retrieve a Dragon 

, from the Dragon Caves in the Land of the Giants (Land of the Giants, area 2) . 

Finding an egg is no problem. There are several on the floor in the Dragon Caves 

Dragon Caves, D2). The problem is the thick groups of Dragons that inhabit your 

fil ths ro the caves and the caves themselves. It's possible to do the entire quest while 

ml'isible, which is highly recommended. Before you enter the Land of the Giants-from 

~ther the shrine teleporter from Harmondale (Harmondale, area 12) or through the 

funnel to Eofol-cast Invisibility on your party. You'll also find Wizard Eye, Torchlight, 

md Fly useful. Remember to cast them before you cast Invisibility, because casting 

spells while invisible immediately dispels the effect. 

Because the Dragon Caves are higher than the maximum flight altitude of the Fly 

opell, you'll have to walk at least part way. The line of snow going uphill from the Land 

of the Giants area 5 will bring you directly to the cave you're interested in. If your party 

invisible, just run to D2 and get an egg. Otherwise, you'll have to deal with several 

Dragons on your way in. 

After you get an egg, return to Anwyn. He'll give you the promotion and a Baby 

Dragon that travels with you as an NPC. The Baby Dragon regenerates Spell Points for 

any Druid in your party and provides bonuses to their magic skills. 

Find Haldar's Remains (Secondary) 

Mazim Dusk (area 6) asks you to find the lost remains of his brother, Haldar. The 

remains are contained in a small jar, Haldar's Remains, located in the Maze 

1area 1). The Maze is a very dangerous dungeon full of Minotaurs, Hydras, 

and Warlocks. Unfortunately, there's no real shortcut to get to Haldar's 

Remains (Maze, M4). Use the map to figure out a good route through the 

labyrinth, get the remains, and get back out through the secret door at M2. 

Return to Dusk to finish the quest. 
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Indoor and Dungeon Areas 

Thunderfist Mountain 

The Soul Jars needed for the Retrieve Soul Jars from Thunderfist Mountain quesc (che 

Pit) are the only quest items located in this large and very dangerous dungeon. 

However, it's important to remember that the only foot path to Mount Nighon and 

The Land of the Giants goes through Thunderfist. To reach Mount Nighon, you mlllt 

enter the Nighon Tunnels from Stone City in the Barrow Downs, then follow che 

tunnel to Thunderfist. The Tunnel to Eofol connects Thunderfist to the Land of che 
Giants. 

The tough monsters that wander Thunderfist Mountain make it quite difficulc co 
"clear out," so you should avoid doing this until your party is quite strong. Forrunareh 
you can save yourself a lot of trouble by avoiding the dangerous central areas of the 
dungeon, and using entrance and exit points that are near each other (such as T9 to 

TIO, and T2 to Tl). 

Fig. 6-43. Thurukrfot Mountain 

Tl 

T6 

Trap Value: 20 
Steal Value: 10 
Perception Value: 20 
Creatures: Warlocks 

Minotaurs 
Beholders 

Thunderfist Mountain Locanot 

Exie co Mount Nighon, ma l 

T3 Exie co Mount Nighon, m:i • 

T4 Fireball Trap 

T5 Library 

T6 Chese with Soul Jars 

17 Rock Blast Trap 

TB Lava Pit 

T9 Nighon Tunnels (map fol l-Oltll 

TIO Exit to Mount Nighon, m:i 

Tll Exit to Mount Nighon, im 4 

TR Particularly good rrcasurr 

c Cbest(s) 

SD ecret Door 
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S'tghon Tunnels 
\.sexplained above, these tunnels connect Stone City to Thunderfist Mountain. Both 

~e Warlocks and Dwarves inside are your allies against the Gags, so this dungeon isn't 

~cularly dangerous. That is, unless you anger your allies. Zokarr's Skull is at N4, 

•tiich you need to complete the Archdruid promotion quest, Put Zokarr's Skull in 

Zokarr's Tomb (Tularean Forest). 

Trap Value: 16 
Steal Value: 10 
Perception Value: 6 
Creatures: Dwarves 

Warlocks 
Gogs 

Fig. 6-44. Nighon Tunnels 

N4 

Nighon Tunnels Locations 

N2 

N3 Exit to Thunderfist Mountain, T9 

N4 Zokarr's Skull, Zokarr's Axe 

189 



190 

FRIMA'5 OFFICIAL STRATEGY GUIDE_ 

Ledge 

The quickest route to N3 requires you to scale this ledge. If you don't have the Jump 
spell, you can climb the sloping west wall at the ledge's base and then fall down ro rhe 

ledge from a position on the wall slightly above.it. 

Tunnel to Eofol 
This tunnel connects Thunderfist Mountain, Tl, to the Land of the Giants, area 7. 

After you reach the Land of the Giants, you can reach that region by using the Shrine 

teleporters that connect it to Harmondale. Because these don't work until you've visited 

the region, you'll have to run the Tunnel to Eofol at least once. Basically, the tunnel isa 

long gauntlet of Medusas and Behemoths. Other than that, it's notable for its lack of 
other features. The loose piles of gold are quite large, but most of the scattered ueasure 

is of low value. 

Remember that Medusas are immune to magical attacks and are capable of Sroning 

or Paralyzing your characters. Many of the tunnel passages are too narrow for the 

Behemoths to pass through, allowing you to avoid fighting many of them. 

Fig. 6-45. Tunnel to Eofol 

Trap Value: 20 
Steal Value: 10 
Perception Value: 20 
Creatures: Medusas 

Behemoths 

Tunnel to Eofol Locatiom 

Land of the Giants, area 7 
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The Maze 

The Maze is home to a large clan of Minotaurs, but also is heavily infested with Hydras 

md-ro a lesser degree-guarded by Warlocks. The Angel Statuette, one of the statues you 

need for the Place Statues on Shrines quest (Tularean Forest) , is here as well as Haldar's 

Rrmains for the Find Haldar's Remains quest (Mount Nighon). 

Fig. 6-46 The Maze 

MS 

Ml 

One-Way Door 

This secret door only opens from the east side. 

Minotaur Chapel 

Trap Value: 
Steal Value: 

24 
10 

Perception Value: 24 
Creatures: Minotaurs 

Warlocks 
Hydras 

The Maze Locations 

Ml Enuance 

M2 One-Way Door 

M3 Minotaur Chapel 

M4 Chest with Haldar's Remains 

M5 Chest wi th Angel Statuette 

This chamber is guarded by several Minotaurs. If your characters drink from 

the pools on the east and west walls of the room, they'll get a temporary Body 

Resisca.nce bonus. Characters can drink from these pools multiple times until 

their Body Resistance reaches 260. This is a good place to set up a Lloyd's 

Beacon. 
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The Pit 
This underground city is the capital of the Path of Dark leaders. As a Path of Dark pla1· 
er, this is where you receive the quests mentioned in Chapter 5, Proving Yourself ro the 

Path of Dark. After you've installed Judge Sleen as the new Harmondale Arbiter, you'll 

receive your remaining main line quests in the Pit. 

Three Path of Light main line quests-Retrieve Soul Jars from Castle Gloaming, 

Gather the Light and Dark Temple Altar Pieces, and Kill Tolberti-bring you to this 

region, as does the Path of Light Sorcerer Archmage promotion quest, Find the Bookoi 
Divine Intervention. 
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Fig. 6-47. The Pit 

Trap Value: 
Steal Value: 

40 
10 

Perception Value: 40 
Creatures: Liches 

Vampires 
Necromancen 

Goblin Peasants 

The Pit Locations 
\I 1'1 \,,1, 

Entrance Connects co the Hall of the Pie 

Shields of Malice Armorer I 
Blades of Spire Weapon shop 

The Breeding Zone (map follows) Quest Action: Dark Proving Grounds. 
Quest lrem: Book of Divine lnrervencion. I 

Kasrore Quest: Ger the Light and Dark Temple Altar Pieces 
i 

Maxim us Quest: Retrieve Soul Jars from Thunderfisr Mounratn 

Dark Shade Quest: Lower the Shield in Clanker's Lab 

Tolberti Quest: Kill Roberr the Wisc I 
Empey House - I 
Perdition's Flame Training hall I 
The Vampyre Lounge Tavern I 
Frozen Assets Bank I 
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The Pit Locations Continued 

Darkenmore Residence Teacher: Masrer Dark Magic. 
Quesr: Ger Soul Jars from che Wall of Mises 

Sand Residence Qucsr: Decipher chc Encrypred Scroll 

Pie Teleporrer See Ocher Norable Fearures aod Evenrs, below 

10 Pie Teleporrer See Ocher Norable Fearures and Evenrs, below 

II Infernal Temprarions Alchemisr 

II Eldrich Influences Magic shop 

II Guild of Nighc Dark Magic speUs 

II Paramount Guild of Earch Earch Magic spells 

12 Pir Teleporrer See Ocher Nocable Feacures and Eveocs, below 

13 Hall of Midnighc Town hall 

I~ Temple of Dark (map follows) Temple. Quesr !rem: Alcar Piece 

14 Obelisk 

15 Pie Teleporrer See Ocher Norable Fearures and Evencs, below 

16 Castle Gloaming Quescs: Dark Proving Grounds, Kill Xenofex, 
Gee che Phase Modularor. Quesc Icem: Soul Jars. 

Quests 

Dark Proving Grounds (Main Line) 

lJter you've chosen the Path of Dark by making Judge Sleen the new arbiter in 

Harmondale, he tells you to go talk to Archibald Ironfist in Castle Gloaming. Archibald 

in his throne room (Castle Gloaming, G7). He asks you to prove yourselves to his 

1drisors by making your way through the Breeding Zone from the entrance (Zl) to the 

aidZ7). 

The Breeding Zone (area 3) is full of Gogs, Behemoths, and Fire Elementals. Each 

ame you enter the dungeon, the map respawns, replenishing itself with new 

m.rures. Because of this, you can't follow a tactic of clearing out the 

dungeon a section at a time, leaving to rest, and then re-entering to tackle the 

nm section. You must make it through in one try. It's possible to run past most 

of [he Elementals and Gogs, who tend to keep their distance and use ranged 

macks, so your main obstacle will be the large groups of Behemoths that 

block some of the passageways you must move through. Still, be sure to cast 

Fire Resistance to protect yourself from Gog and Fire Elemental missiles. 

?J 
rn 
Cl 
0 z 
(Ji 

0 
-n 
rn 
?J 

~ 
:r 
)> 



FRIMA'5 OFFICIALSTRATE.GY GUIDE. 

Make your way from the entrance to the bridged pit at ZlO. You must go through 

the passage at the west of the pit, but there's a group of Behemoths at the bottom. A 

good way to deal with them is to rain Spark spell missiles down on them from the 

bridge. Use Feather Fall to drop into the pit. Proceed to the control panel at Z9 and 

lower the wall at Z8 by pressing all three of the control panel's buttons. Then go to Z' 
extend the bridge there by clicking on the west fountain, cross the bridge, and press rhc 

button on the wall at Z6 which unlocks the exit at Z7. 

You must jump from a bridge (Z5) into another pit to proceed. The corridor 

between you and the exit is full of Behemoths (between 16-20). A couple of them are 

conveniently waiting directly under the bridge for you to drop Sparks on, the resr youri 

just going to have to fight your way past. After you've reached the exit, return ro 

Archibald to finish the quest. He'll reward you and the four Path of Dark 

advisors-Kastore, Dark Shade, Maximus, and Tolberti-will appear in the house in area 

4 of the Pit. 

Retrieve Soul Jars from Thunderfist Mountain (Main Line) 
You can receive this quest from Maximus (area 4) after you've completed the Dark 

Proving Grounds quest. He asks you to get some Soul Jars from the Warlocks. The 

Warlocks he's referring to are the ones in Thunderfist Mountain (Mount Nighon, areai 

3, 4, 8, and 7). 

This quest is difficult because you must travel through a large part of Thunderfist 

Mountain to get to the Soul Jars (Thunderfist Mountain, T6). Although you'll havero 

contend with Warlocks and Beholders along the way, the Minotaurs are particularly 

hard to deal with because some of them have a special attack that causes instant death 
The Body Resistance and Preservation spells will give you some protection, but the best 

of all is Protection from Magic cast at grand master level because it provides immunin 

to instant death effects. 

Thunderfist Mountain has several entrances. The one that brings you in closesi 

to T6 is located at Mount Nighon, area 4, which opens up on Thunderfisr 

Mountain, Tl 1. Between Tl 1 and T6 is the Warlocks' headquarters, which is 

mostly inhabited by Warlocks that are much less dangerous than the dungeon's 

other creatures. Head souch to T6, get the Soul Jars, and get back out through 

Tll. Return to Maximus to complete the quest. 
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Get the Light and Dark Temple Altar Pieces. (Main Line) 

\Ou can only get this quest from Kastore (area 4) after you've completed the Dark 

!Wving Grounds. The quest is very similar to the identically named quest given to Path 

oiLighr parries by Resurectra in Celeste. You must retrieve two Altar Pieces, one from 

the Temple of Light in Celeste and one from the Temple of Dark in the Pit. 

Because you're allied with the Temple of Dark {area 14), getting its Altar Piece is no 

~roblem. Just walk in and click the button on the ground behind the altar at D3. The 

~tar will move aside to reveal a panel. Under the panel is the Altar Piece. 

Getting the Altar Piece from the Temple of Light in Celeste (Celeste, area 9) is much 

more difficult. To start, you must fight your way through the Angels, Roes, and 

lorcerers that guard Celeste just to get to the temple entrance. The Altar Piece is 

00.red inside a chest at location L6. For details on how to get into L6, see Sun, Moon, 

~tar Chamber under Temple of Light earlier in this chapter. Other than that, there is no 

iCCrer to getting through the temple. It's well guarded, and the Angels in particular are 

~uice rough. There is a lot of room to maneuver, so you can simply run past creatures to 

ll'Oid barding them. 

Once you have the Temple of Light Altar Piece, get out of the temple. If you have 

Feather Fall or Fly, you can jump through a hole in the Celeste floor to fall back to the 

Bracada Desert. Return to Kastore with both Altar Pieces, and you're done. 

Lower the Shield in Clanker's Lab (Main Line) 

Dark Shade (area 4), will only give you this quest after you've completed the Dark 

Proving Grounds quest. The Necromancers want to take over Clanker's Lab (Tularean 

Forest, area 1), but it has a shield generator that prevents them from teleporting in. 

Dark Shade asks you to enter the lab and lower the shields. 

The lab's island location requires that you have the Water Walk or Fly spell, or 

that you have potions of Water Breathing to reach it. The lab itself is 

guarded by Cogs, Golems, and Beholders. After you enter, proceed around 

the main corridor, craveling counterclockwise from the entrance (Clanker's 

Lab, Ll). Enter the library at L6 and open the secret door to the south using 

the book button located on the nearest shelf Open the door to L5 by 

pressing the button at L4. Inside LS is a control panel with an eye symbol 

.hove it. When you click on the control panel, the eye should turn black. The 

shield is now turned of£ Return to Dark Shade. 
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Kill Robert the Wise (Main Line) 

You can only receive this quest from Tolberti (area 4) after you complete the previous 

three quests for Dark Shade, Maximus, and Kastore. Tolberti tells you to go kill his Path 
of Light counterpart, Robert the Wise, and bring back the Control Cube he carries. To 
reach Robert, you must re-enter Celeste and enter his house (Celeste, area 5), which is 

represented by the mini-dungeon, the Small House. Robert, a Blaster Guy, is me onh­

occupant of the house. For information on how to deal with him, see the quest nmes 

for Kill Tolberti under Celeste, earlier in this chapter. 

After you've killed Robert, search his body for the Control Cube. you'll also find a 

Blaster. Return to Tolberti for your reward. 

Kill Xenofex (Main Line) 

After you complete Kill Robert the Wise, Tolberti sends you to talk to Kastore in rhe 

Castle Gloaming throne room (Castle Gloaming, G7). When you go to Kastore, he 

sends you to Kill Xenofex, the leader of the Devils. After Kastore gives you me quest. 

it's exactly the same as the Kill Xenofex quest described in detail in the Celeste region 

quest notes. Follow the clues there. Once you've killed Xenofex, return to Kasrore co 

receive the game's final quest. 

Get the Oscillation Overthruster (Main Line) 

This is the game's final quest. Kastore asks you to retrieve the Oscillation Overthrusrer. 

which he needs to build the Heavenly Forge. The Heavenly Forge can replicate Blasren. 

which Kastore (and you) will use to rule the world. The Overthruster is on me Lincol 
located underwater on the Shoals. To reach the Shoals, you'll need the four Wersuirs, 

which are located in the chests directly outside the Castle Gloaming throne room. This 
quest is exactly the same as the Path of Light quest of the same name described under 

Celeste. Look there for clues on completing it. 

After you retrieve the Overthruster, return to Kastore. You've won the game. 

Get Lich Jars from the Walls of Mist (Promotion: Lich) 

Halfgild Wynac in area 8 will promote you to Lich if you retrieve four Lich Jan 
from the Walls of Mist in Celeste. After you've received the quest from him, tlte 

chest at W3 in the Walls of Mist will contain the jars you need. To retrieve them 

you must perform the same actions at outlined in the Light Proving Grounds 

quest description under Celeste. 
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However, there are a few differences. For one, you must fight your way from the 

Teleporter to Bracada (Celeste, area 1) to the entrance to the Walls of Mist (area 3). 

Tius run is short and lightly guarded. Although the Path of Light player must not kill 

mnhing in the Walls of Mist, you have no such compunction. The final difference is 

~at the Sorcerers in the dungeon will be hostile to you. 

Once you reach W3, open the chest. Inside you'll find four individual Lich Jars. 

Gil'e one to each of your characters and return to Wynac. He'll promote your characters 

ro Lich. Any sorcerers in your party will actually become Liches, and gain immunity to 

Body and Mind spells and resistances to all other magic except Spirit. Liches also must 

:my their Lich Jar with them; if they don't, resting will only revive 50 percent of their 

Hit and Spell Points. 

Decipher the Encrypted Scroll (Promotion: Ninja) 
fou can receive this quest from Stephan Sand (area 8) after you're on the Path of Dark 

md have completed the Visit the Site of Power in the Barrows quest. Sand gives you a 

roll rhar contains an encrypted message and tells you that you need the third word 

~Titten on the Scroll of Waves scored in the School of Sorcery (Bracada, area 6) to 

Jccrypt it. 

Your first stop on this quest is the School of Sorcery. The Scroll of Waves is located 

on the bookshelf at S8. When you read it, you'll find that the third word on it is 

"parrem." Though you don't need it, instructions for applying the Scroll of Waves key 

word to the encrypted message are written down in the Basic Cryptography scroll found 

m the library of Castle Harmondale. Essentially, what you do is form a key phrase by 

repeating the key word ("pattern") over and over again until the key phrase is longer 

rhan the cipher text. Then you take the key and match up its letters, letter -by letter 

~hile ignoring spaces in the cipher text. Then you convert the letters to numbers 

I: A, 2 = B, 3 = C, etc.) and add matched key and cipher text letters 

together, subrract 26 from any sum higher than 26 and then reconvert the 

resul ts back into letters. The letters you get are the deciphered text. 
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Key: p atte rnpat ter npat te rnpatt ernpat ter npat 
Cipher: y iupj xckox nmw henv ik eoiuyl pwzmjh usv vayy 
Message: I have found the torob of master kelwin and have 

Key: Ternpat ter npat tern pat ternp. At te rnpat 
Cipher: xjvisfx nmw qeey zwga xjm htlsi. Jn ex fchub 
Message: deduced the code from his notes. It is north 

Key: tern patte rnpa tte rnpatt. Er npa tt ernp att ern 
Cipher: yfkh iponm osiu uhi usduyl. Rq xec cm igbu bhx yzs 
Message: east south west and center. My job is done and the 

Key: patt ernp. Atte rnpa. 
Cipher: tfvn uswt. Hi ii disl. 
Message: debt paid. Good luck. 

After you get the Scroll of Waves, the entrance to the Hidden Tomb in Erathia 

(Erathia, area 13) becomes visible. Use the code to open the door to the Hidden Tomb 
(see Hidden Tomb earlier in this chapter). Inside the sarcophagus at T2 is the Shadow 

Mask. Get that and return it to Sand to complete the quest. 

Other Notable Features and Events 

Pit Teleporters 

The Pit is divided into four areas connected by the teleporter gates at 9, 10, 12, andr 
which are connected in a loop. Gate 9 sends you to 10, 10 to 12, 12 to 15, and 15 ba 
to 9. To go through a gate, walk to the end of the tunnel leading up to it. 

Indoor and Dungeon Areas 

Castle Gloaming 

Castle Gloaming is the headquarters of the Path of Dark leaders. As a Path of Dark 
player, you'll come here to receive many of your main line quests. The Dark Proving 

Grounds, Kill Xenofex, and Get the Oscillation Overthruster are all received at the 
throne room. If the Mercenaries Collect a Debt event happens to you, the tapesm 

you need is here. 

If you're playing the Path of Light, the Retrieve Soul Jars from Castle Gloam[ng 

quest takes you here. 

The castle is split into three sections connected by rivers of lava. You can cross th 

lava using the boats at G2, G3, and G6. 



Fig. 6-48. Castle Gloaming 
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G2 
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U.11 Boats 

Trap Value: 
Steal Value: 
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24 
10 

Perception Value: 24 
Creatures: Necromancers 

Ghosts 
Vampires 

Lich es 

Castle Gloaming Locations 

GI Entrance 

G2 Lava Boat 

G3 Lava Boat 

G4 hest containing oul Jars 

G5 Tapestry 

G6 Lava Boat 

G7 Throne Room 

c Chcst(s) 

To operate a lava boat, click on its tiller. The boat at G2 goes to G3. The boar 

nG3 goes to G6, and G6 returns to G2. 

The Breeding Zone 

This dungeon is used by the Path of Dark leaders to rest the worthiness of their 

ICIV3nts-you, if you're following the Path of Dark. Path of Light players on 

!heArchmage Sorcerer promotion quest, Find rhe Book of Divine 

lmervenrion (Bracada Desert), will find what they're looking for in here. 
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Fig. 6-49. The Breeding Zone 

Z7 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: Fire Elementals 

Cogs 
Behemoths 

Breeding Zone Locations 

ZI Entrance 

Z2 South Button Chamber 

Z3 North Button Chamber (Book of Divine lnrervenrion) 

Z4 Blades Trap 

Z5 Extendable Bridge 

Z6 Button (unlocks Z7) 

Z7 Exit 

ZS Movable Wall 

Z9 Wall Control Panel 

ZIO Bridged Pit 

Zl I Secrer One-Way Door (opens from west side only) 
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Button Chambers 

lhe button at Z2 opens the small chamber north of Z3. The button in Z3 opens the 

;harober south of Z2. The chest at Z3 contains the Book of Divine Intervention. 

Extendable Bridge 

This bridge is extended by clicking on the fountain in the room's southwest corner. 

Wall Control Panel 

The wall at Z8 is actually a large mechanical door that divides the dungeon into north 

md south sections. To lower it, press all three buttons on the control panel at Z9. 

Temple of Dark 

fou'll have to visit the Temple of Dark whether you're playing the Path of Dark or the 

Path of Light because both sides receive the main line quest Get the Light and Dark 

Temple Altar Pieces. The main difference is that the temple guardians are automatically 

nosrile to a Path of Light parry, and only hostile to a Path of Dark parry if it ventures 

mco restricted zones or attacks a temple creature. 

Fig. 6-50. Temple of Dark 

B/C 

SD 

Trap Value: 
Steal Value: 
Perception Value: 

30 
10 
30 

Creatures: Vampires 
Clerics of the Moon 

Temple of Dark Locations 

DI Em ranee 

D2 Fountain Passage 

D3 Alrar 

D4 Poison Spray Traps 

D5 Library 

D6 Poison Spray Traps 

D7 Chesc wich Angel's Ring 

c Chest(s) 

B Barrel(s) 

SD Secrec Door 

G Guard 
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Fountain Passage 

The surface of this fountain is actually an illusion that covers the passageway leading ro 

the east. 

Altar 

There's a button on the floor behind this altar. Click it and the altar will move aside to 

reveal a panel. Beneath the panel is some treasure and an Altar Piece. 

The Shoals 
The Shoals is the underwater region where the Ancients' technology driven spaceship. 

the Lincoln, crash landed. To reach the Shoals and travel it safely, your characters need 

to be wearing the Wetsuits they receive when they get the game's final quest, Ge[ [he 

Oscillaton Overthruster. Spellcasting and normal weapon use aren't permitted 

underwater. The only weapons your characters can wield underwater are Blas[ers. 

There are two features of interest in the Shoals: the Lincoln, where the Overthruster 

is located, and the chest containing the Temple in a Bottle-your key to the secre[ level. 

the Strange Temple. 
Fig. 6-51. The Shoals 

Trap Value: 2 
Steal Value: 0 

2 Perception Value: 2 1 
Creatures: Sharks I 

The Shoals Locations 

Chesr wirh Temple in a Borde 



Indoor and Dungeon Areas 

The Lincoln 

CHAFTEX51X 

befits the last major dungeon of the game, the Lincoln is a very dangerous place. 
rhen you first enter it, your characters will be wearing Wetsuits. Make sure to change 
cm inco something more adventure-worthy quickly-because Wetsuits offer no Armor 

Gass protection. Also, their use requires you to remove all other equipment. 

The Lincoln has a main power system that must be activated before almost all of the 

·acors and doors will function. In fact, only the door marked "ED" and the elevators 

marked "EE" work before you turn on the power at L2. 

The Oscillation Overthruster is in the swirling pool of stars at LS. After you get it 

by clicking on the pool of stars), the ship's defensive systems become active and flood 

~e main hold (L7), hangar access (LS), and hangar (Ll) with Spark missiles. 

Fig. 6-52. The Lincoln 
Lincoln Locations 

ED Ll 
LI Hangar (entrance) 

L2 Engineering 

L3 T cleporrer co L9 

L4 Bridge Door 

L5 Pool of Scars (con rains Oscillation Overrhruster) 

L6 Bridge Door 

L7 Main Hold 

LB Hangar Access 

L9 Tcleporcer co L3 

LIO Armory 

ED Emergency Door 

EE Emergency Elevator 

Trap Value: 40 
Steal Value: 10 
Perception Value: 40 
Creatures: Droids 

20) 
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Engineering 

This area is three levels high. The emergency elevator at the south end of the room 

connects the hangar access corridor (LS) to the second engineering level. The comrol 

panel that rings the shaft in the middle of the room turns on the ship's power. To do 

this, click on the panel on the south end of the ring. Afterwards, all the doors and 
elevators will function. 

Bridge Doors 

The doors at L4 and L5 have buttons next to them. Click these buttons to open the 
doors. 

Armory 

Along the west wall of this room are three panels that open when you click the bunoru 

on the walls next to them. Behind the panels are a Blaster and two Blaster Rifles. Two 

more Blasters are on the floor at the south side of the room. 

The Strange Temple 
To enter this secret level, get the Temple in a Bottle from area 2 and then use the bo 
like a potion. Although the temple does contain a Blaster Guy or two, it's mostly full or 

peasants whose names often correspond to the names found in Might and Magic Vl!J 
list of credits. The larger part of the dungeon bears a striking likeness to the New Work 
Computing office complex. 

Fig. 6-53. The Strange Temple 
Trap Value: 
Steal Value: 
Perception Value: 
Creatures: Blaster Guy 

Human Pea.sanll 

Strange Temple Locations 

Tl Entrance 

T2 Switches 

T3 Alcac 

T4 Teleporcer co T5 

T5 T eleporc Descinacion from l 

T6 T deporter co T 4 

T7 Blasccr Guy 

TS Potion Machines 
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.Itches 

nis bank of switches open doors throughout the smaller dungeon area, giving access to 

re rooms with treasure. 

IJm 

lie door just north of the altar opens when you click on the altar. 

~cion Machines 

nese chests dispense empty potion bottles for 50 gold each. 

Tatalia 
ir~ia is a frontier region of the human kingdom and is governed by your early 

~efactor, Lord Markham. One main line quest takes place here, the Path of Light, 

"lear Out the Tatalia Vampires quest (Celeste). 

Fig. 6-54. Tatalia 

10 

Trap Value: 16 
5 

16 
Archers 

Trolls 
Human Peasants 

Steal Value: 
Perception Value: 
Creatures: 

Tatalia Locations 

Obelisk 

Wromthrax's Cave (map follows) Quest Action: Slay Wromrhrax 

Altar Quest Action: Visit Three Druid Temples 

Tidewater Caverns (map follows) Quest Iccm: Map to Evenmom Island 
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Tatalia Locations Continued 

4 Alloyed Armor and Shields Armorer 

4 Alloyed Weapons Weapon shop 

4 Chest Quest Item: Golem Right Arm 

5 Breman Residence Teacher: Grand Master Mind Magic 

5 Riversrone House Teacher: Expert Spirit Magic 

5 Srormeye's House Teacher: Expert Air Magic 

5 Greydawn Residence Teacher: Expert Spear - 5 The Loyal Mercenary Tavern 

~ 5 The Depository Bank 

5 Narwhale Boat 

5 Pedestal Scone Skin 

6 Wine Cellar (map follows) Quest Action: Clear Out the Tatalia Vampires 

6 Visconti Residence Quest: Collect Three Paintings 

6 Sampson Residence Membership: Mind Guild 

6 Calindra's Home Buys: Enrothian Wine. Sells: Sand. 

6 Fist's House Teacher: Grand Master Dagger 

6 Redding Residence Teacher: Expert Fire Magic 

6 Rotham's House Teacher: Master Mace 

6 Arin Residence Teacher: Expert Sword 

6 Brother Bombah's Teacher: Master Body Magic 

6 The Order ofTacalia Temple 

6 Dry addles Scabies 

6 Stable Troths Disease 

6 Fountain +2 Speed, permanent. Works once per character 

6 Fountain +20 Air Resistance, temporary 

6 Pedestal Heroism 

7 Taren's House Teacher: Expert Disarm Trap 

7 Moore Residence Teacher: Master Repair Item 

7 Tricia's House Teacher: Expert Chain 

7 Steele Residence Teacher: Expert Armsmaster 

7 Everil's House Teacher: Grand Master Stealing 

8 The Mercenary Guild (map follows) Quest Item: The Heart of the Forest 

8 Isram's House T cacher: Master Shield 

8 Wcldric's House Teacher: Expert Plate 

8 Stonecleaver Residence Teacher: Grand Master Axe 

8 Vander's Blades and Bows Weapon shop 
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Tatalia Locations Continued 

The Missing Link Armorer 

Training Essentials Training hall 

Fountain +20 Armor Class, temporary 

Lord Markham's Manor (map follows) Quest Item: Vase. 
Quest Action: Bring Lener co Lord Markham 

10 brine Quesr Action: Place Sracues on Shrines 

Quest 

Collect Three Paintings (Secondary) 

.rdinand Visconti (area 6) asks you to collect three paintings for him-portraits of 

lDland and Archibald Ironfist and one of an Angel Statue. The Angel Statue Portrait is 

':.lllging in the Haunted Mansion in the Barrow Downs. It's on the wall in the master 

xdroom at H2. Roland and Archibald's paintings are in the far more dangerous Castle 

uryphonheart, at G3 and G5 respectively. To recover these pictures, you'll have to fight 

uur way through most of the castle passageways past several very tough Champions of 

~eSword. 

Indoor and Dungeon Areas 

Wromthrax's Cave 

1r Charles Quixote in Erathia sends you on the Paladin Crusader promotion quest, 

~ay Wromthrax. Wromthrax, a Blue Dragon, lives in this cave. This dungeon is really 

u r a large chamber for you to fight Wromrhrax in. 

Fig. 6-55. Wromthrax's Cave 

Trap Value: 20 
Steal Value: 10 
Perception Value: 20 
Creatures: Wromthrax 

W2 

Wromthrax's Cave Locations 
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Wine Cellar 
~ A clan of Vampires is hiding in the cellar of this small house located in the center of d1t 

·~ larger Tatalia village. The Clear Out the Tatalia Vampires quest (Celeste) brings you ro 

208 

this small dungeon. To complete the quest, you must slay all of the creatures in the 
cellar. 

Fig. 6-56. Wine Ce//,ar 
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C6 C5 

The Tidewater Caverns 

Trap Value: 26 
Steal Value: 10 
Perception Value: 26 
Creatures: Vampires 

C I 

C2 

C3 

C4 

C5 

C6 

c 
SD 

Bats 
Necromancers 

Wine Cellar Locations 

£nuance 

Wall Panel 

Altar Swiech (opens door co C4) 

Treasure Room 

Wall witch (opens door co C6) 

Cell 

Chest 

Secret Door 

The local pirates have dry-docked a ship in these natural caverns and turned them im 

a base of operations. The main reason to enter these caverns is to get the Map to 
Evenmorn Island from the chest at T2. This is the quest item for the Cleric Priest 

promotion quest, Find Map to Evenmorn Island (Deyja). If you're having uouble 
with the creatures in the caverns, don't jump off the ship's deck. Many Skelernns 

and Ghosts patrol the area below. 



Fig. 6-57. The Tidewater Caverns 

The Mercenary Guild 
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Trap Value: 18 
Steal Value: 10 
Perception Value: 18 
Creatures: Ghosts 

Thieves 
Skeletons 

Tidewater Caverns Locations 

Tl Entrance 

T2 Chesc wich Map co Evenmorn Island 

C Chest(s) 

B Barrel(s) 

SD Secrec Door 

:vou receive the Mercenaries Collect a Debt event in Harmondale, you'll be sent to 

kw the leaders at the Mercenary Guild. If you meet their demands to steal a tapestry 

!rom your allies, you must get the tapestry and return here. You also cari find the Heart 

(the Forest quest item needed for the Ranger Lord promotion quest, Return the Heart 

;rhe Forest to the Oldest Tree (Bracada Desert). 

Fig. 6-58. The Mercenary Guild 

c 
Gl 
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Trap Value: 22 
Steal Value: 10 
Perception Value: 22 
Creatures: Bandits 

Archers 
Champions of the Sword 

Lord Markham's Manor 

Mercenary Guild Locatiom 

GI Entrance 

G2 Barracks 

G3 Chest wi ch rhe Heart of che Forest 

G4 Poison Trap 

GS Trapped Door 

c Chesc(s) 

B Barrd(s) 

SD Secret Door 

Lord Markham's Manor is normally a safe place, as long as you don't go past the gwrdi 
at M2 and M6. Unfortunately, the Rogue promotion quest, Steal Lord Markham's \'asc 

(Erathia), takes you right past M2. You also must come here to complete the Deliveri 
Letter to Lord Markham quest, also received in Erathia. 

Fig. 6-59. Lord Markham's Manor 

M3/C 

M4 c 

I 

M2 
M6 

Ml 

Bedroom 

There's a button on the east 
side of the desk in the south­
west corner of this room. Click 
the button to open the door at 
the north end of the room. 

Ml Entrance 

Ml Guarded Door 

M3 Room with Vase 

M4 Lord Markham's Throne 

MS Bedroom 

M6 Guarded Door 

c Chesr(s) 

B Barrel 

M5/C 

Trap Value: 
Steal Value: 
Perception Value: 
Creatures: Champions of the Swonl 

Swordsmen 
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The Tularean Forest 
Tularean Forest is the capital region of the Elf kingdom ruled by King Parson from 

tie avan. The islands off the west shore are controlled by a rogue Necromancer, 

.JOker. The Tularean Forest itself is ancient and magical. The Trees of the forest will be 

. : and mack you until you complete the Return the Heart of the Forest to the 

est Tree quest. 

Fig. 6-60. The Tularean Forest 

2 

3 
4 

5 

Trap Value: 
Steal Value: 

8 
3 

Perception Value: 8 
Creatures: Trees 

Elven Warriors 
Soldiers 

Tularean Forest Locations 

Amibuce Challenge 

Obelisk 

Doces Residence Teach er: Mascer Percepcion 

Blueswan Home Teacher: Grand Master Identify lcem 

Anchony Green Quest: Visit Three Druid Temples 

Sta Spritt Boac 

Hu's Scallions rabies 

Fountain 200 gold ifless than 200 in parry and I 00 in bank 

The Oldest Tree Quest Action: Return the Heart of the Forest ro the Oldest Tree 

Tularean Caves (map follows) Quest Acrion: Rescue Loren reel 21 I 
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Tularean Forest Locations Continued ->.: ·-~ Miyon's Home T cacher: Grand Master Leather 

7 Surerrail Home Teacher: Expert Bow 

7 Silverpoint Residence Teacher: Master Spear 

7 Bith Residence Teacher: Expert Chain 

7 Benjamin's Home Teacher: Grand Master Spirit Magic 

7 Sronewright Residence Teacher: Master Earth Magic. Membership: Earth Guild. 

7 Weatherson's House T cacher: Expert Merchant 

7 Black House Teacher: Expert ldemify Monster 

7 Orrin House Teacher: Expert Dagger. 
Quests: Place Statues on Shrines, 
Put Zokarr's Bones in Zokarr's Tomb. 

7 Sower Residence Quests: Enter the Faerie Mound, Collect I 0,000 in Bounties 

7 Kerrid Residence Buys: Griffin Feathers. Sells: T ularean Wood. 
Quest: Deliver a Letter to the Faerie King. 

7 Willowbark Home Teacher: Expert Alchemy 

7 Fiddlebone Residence Teacher: Expert Disarm Trap 

7 Adept Guild of Earth Earth Magic spells 

7 Adept Guild of Water Wacer Magic spells 

7 Master Guild of Fire Fire Magic spells 

7 Master Guild of Air Air Magic spells 

7 Natural Magic Magic shop 

7 The Bubbling Cauldron Alchemist 

7 Pierpont Town Hall Town hall 

7 Narure's Srockpile Bank 

7 Nature's Remedies Temple 

7 The Proving Grounds Training hall 

7 Buckskins and Bucklers Armorer 

7 Hunter's Lodge Weapon shop 

7 Emerald Inn Tavern 

7 Fountain +50 Earth Resistance, temporary 

7 Pedestal Earth Resistance 

8 Whitecap Residence Teacher: Expert Water Magic. Membership: Water Guild 

8 Windsong Residence Teacher: Expert Air Magic. Membership: Air Guild 

8 Treasuresrone Residence Teacher: Expert Fire Magic. Membership: Fire Guild. 

8 Pedestal Shield 

8 Shrine +I 0 Fire and Air Resistance, permanent. Works once per charact<: 
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Q!lests 

xeal the Fort Riverstride Plans (Main Line) 

Ii you visit King Parson (Castle Navan, N6) during the Elf-Human War (see Story Line 

.'! Chapter 5), he'll ask you to steal the plans to Fort Riverstride in Erathia and bring 

~em co him within a month. 

This quest can only be completed during the mid to early part of the game, so you'll 

?robably find the Swordsmen, Soldiers, and Archers that guard the fort to be tough 

opponents. You can avoid several battles by entering the fort through the Hidden 

Entrance accessible next to the river char runs under the fort. To gee to the high ledge 

nexr co this door, you will need either the Fly spell or two Jump spells. If you use the 

lump spells, position yourself under the door facing the steep embankment leading up 

10 it. Case Jump twice in rapid succession, pressing yourself against the embankment 

becween each jump. This can be a bit tricky, so you should probably save your game 

before attempting it, especially if you're using scrolls to accomplish the cask. 

The Riversrride Plans scroll you need is hidden behind the painting of Queen 

Grherine at Fort Riverstride, F2. Click on the painting to reveal the scroll sitting in its 

concealed chamber. 

The real challenge in this quest is getting the scroll back to Parson within the allot­

ted cime. It rakes 10 days, each way, to travel from the fort to Castle Navan. That 

doesn't leave a lot of time for dallying about. Make sure that you've taken care of any 

ume-consuming business, like training or learning skills, before you go visit Parson. 

Visit Three Druid Shrines (Promotion: Great Druid) 

.\mhony Green (area 4) sends you out to visit three druid shrines in Taralia, Evenmorn 

I land, and Avlee, respectively. These shrines are the ones that look like small 

tonehenge stone circles with a water-filled altar in the center. To visit a shrine, 

rou must click on its altar. The temple locations are noted on the Tatalia, 

Erenmorn Island, and Avlee region maps. To reach Evenmorn Island, you 

must first complete the Find Map to Evenmorn Island quest (Deyja). Before 

rhar quest is completed, there's no way to get to the island. Afterwards, you 

c.m reach it by boat. 

21 ) 
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Put Zokarr's Skull in Zokarr's Tomb (Promotion: Arch Druid) 

Before Anthony Green will give you this quest, you must be on the Path of Light and 

have completed the Visit Three Druid Shrines quest. By the time you receive this quest. 

your party should be tough enough that it won't be difficult to complete. Green asks 
you to find the Skull of a former Dwarf king, Zokarr, and put them in Zokarr's Tomb. 

First, you must recover Zokarr N's Skull from its location in the Nighon Tunnels. 
N4. You reach the Nighon Tunnels from the lower level of Stone City in the Barrow 
Downs. After that, return to the Barrow Downs, encer the Barrow Dungeons, and bring 

the Skull to the sarcophagus in Zokarr's Tomb (B 15). Click on the tomb to put the 

skull inside. Return to Green and you're done. 

Enter the Faerie Mound (Promotion: Hunter) 

Ebednezer Sower (area 7) sends you to find the secret of entering the Faerie Mound in 

Avlee. To complete this quest, you must enter the Hall under the Hill in Avlee and rail 
to the Faerie King. When you enter chis dungeon, it first appears to be nothing more 

than a large chamber containing a grassy mound (Hall under the Hill, H2). To reach 

the Faerie King, simply circle the mound three times. A short tunnel going in to the 

mound will appear. When you enter it, the Faerie King will appear to you and reward 

you with the rank of Hunter. To leave the hall, you must travel to the end of the cunn 

and go down and then up the elevator there. 

Collect 10,000 in Bounties (Promotion: Bounty Hunter) 

You must complete the Enter the Faerie Mound quest and be on the Path of Dark 
before Ebednezer Sower (area 7) will give you this quest. To complete it, you must col· 

leer 10,000 gold in bounty rewards from any combination of town halls. As explained 

in Chapter 3, each town hall offers a bounty on a specific creature each month. To 
collect the bounty, you must visit the hall, find out what the bounty creature is, go kill 

one or more of those creatures, and return to the hall before the end of the month.~ 

tougher the creature, the more· the bounty reward. The earlier in the month you goanii 

check in at a town hall, the longer you have to complete the task. 

After you've collected enough bounty reward money, return to Sower ro tece~ 

your promoaon. 
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Deliver a Letter to the Faerie King (Secondary) 

~hann Kerrid asks you to deliver a letter to the Faerie King in the Hall under the Hill. 

·o reach the Faerie King, follow the directions for the Enter the Faerie Mound quest 

lOOVe. When you talk to the king, he'll take the letter, and give you Faerie Pipes to 

:rrurn to Kerrid. He'll also take all of your food. You can buy more food in Avlee or 

:ake ir from the fruit trees located deeper in the Hall under the Hill. 

To finish the quest, bring the pipes back to Kerrid. 

Place Statues on Shrines (Secondary) 

Thom Lumbra (area 7) asks you to find three statuettes and place them on shrines 

.ocated in the Bracada Desert, Tatalia, and Avlee. The Knight Statuette is in the Grand 

Temple of the Sun (Grand Temple of the Sun, S5) , and the Eagle Statuette is in the 

Grand Temple of the Moon (Grand Temple of the Moon, M2). Both temples are on 

henmorn Island. To obtain a boat to reach the island, you must first complete the Find 

the Evenmorn Island Map quest (Deyja). The Angel Statuette is in the Maze (The 

\laze, MS) in Mount Nighon. All these dungeons are very tough, so your party will 

~eed to be very tough before you go get the statues. 

After you get the statues, carry them to the shrines indicated on the Bracada Desert, 

Taralia, and Avlee maps. To place the statues, click on the shrine altars. The Angel 

utuerce goes in the Bracada shrine, the Eagle Statuette goes in the Tatalia shrine, and 

1he Knight Statuette goes in the Avlee shrine. After you place the statuettes, return to 

Lumbra for your reward. 

Indoor and Dungeon Areas 

Cascle Navan 
King Parson rules the Elven kingdom from Castle Navan. During the Elf-Human 

War (see Chapter 5) , he'll give you the Steal the Fort Riversrride Plans 

quest. The castle isn't involved in any other game quests. If you're on the 

Pach of Dark, the castle creatures will all be hostile to you. Otherwise, you 

have ro pass one of the guards into a restricted zone or attack a friendly creature 

ro rum the castle against you. 

21 5 



~-
1 . ... . 
~= CA ·-

216 

FR.IMA'5 OFFICIAL5T R.AT E.GY GUIDE. 

Fig. 6-61. Castle Navan 

N I G 

Castle Navan Locations 

NI Encrancc 

N2 Elevaror 

N3 Door co T ularcan Caves Passage 

N4 Door 

NS Passage from the Tularean Caves, C l 

NG King Parson's Throne Room 

N7 Library 

c Chesc(s) 

B Barrel(s) 

G Guard 

Trap Value: 12 
Steal Value: 
Perception Value: 
Creatures: Elven Warrion 

Elven Archeis 
Dragonflies 
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The Tularean Caves 

ren Steel, the agent who Queen Catherine sends you to rescue (Rescue Loren Steel, 

:ithia) is being held prisoner in these caves. The caves are full of Elven Warriors, 

werns, and Troglodytes. All of these creatures will be hostile to you, but they also 

reach other. If you take advantage of this fact, you can fight most of your battles in 

1s dungeon against small forces of pre-wounded foes. 

Fig. 6-62. The Tularean Caves 

cs c 

-C9 

]ump Blocks 

Trap Value: 8 
Steal Value: 10 
Perception Value: 8 
Creatures: Elven Warriors 

\1,_ l 

C l 

C2 

C3 

C4 

C5 

C6 

C7 

CB 

C9 

c 

Wyvems 
Trogloydytes 

The Tularean Caves Locations 
'\1111.. ~ 

Exit co Castle Navan, N5 

Push Block Trap 

Entrance to rhc T ularean Forest, area 6 

Jum p Blocks 

Invisible Bridge 

Burron (rums on C7) 

T hree Teleportcr Gates 

T hree Elevarors 

Loren Steel 

Chest(s) 

Ir possible to reach the door on the west side of this room by jumping 

:rum block to block across the pit in the center of the room. 

lmisible Bridge 

This pie is crossed by a north-to-south invisible bridge directly in front of the 

uth doorway. 

Three Teleporter Gates 

On che east side of this room are three teleporter gates. You must press the 

~unon at C6 to activate them. The southernmost gate will teleport you to C8. The 

rher two will releport you to random locations in the dungeon. 2 17 



218 

f'RIMA'5 OFFICIALSTRATE.GY GUIDE. 

Loren Steel 

Steel's cell is at the top of this ramp. Click on the door to release him. 

Clanker's Lab 

The Path of Dark main line quest, Lower the Shields in Clanker's Lab, brings you rn 

this rough dungeon late in the game. Although the quest doesn't require you to clear 
dungeon our, you should consider ransacking the labs at L7 and L3-they're loaded 11i 

high-level potion treasures, including a good number of Black Potions. 

L7 

L9 

Trap Value: 
Steal Value: 
Perception Value: 

28 
10 
28 

Creatures: Go gs 
Golems 

Beholders 

Fig. 6-63. Clanker's Lab 

c 

L3 

Clanker's Lab Locations 

One-Way Door (opens from ease only) 

Lab One 

L4 Cell Door 

L5 Shield Conrrol Panel 

L6 Book Swiech 

L7 Lab Two 

L8 Blade Trapped Hall 

L9 Room wirh Pie 

c Chesr(s) 
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W>Two 

\lien you enter this lab, the chamber at the east end of the room opens, freeing the 

fol Eye Beholder inside. This Evil Eye is carrying Clanker's Amulet-a powerful artifact. 

f.dl Door 

~swirch on the corridor wall next to this door opens it. 

gue1d Control Panel 

\r the norrh end of this room is a panel with an eye over it. If you're on the Lower the 

~ields in Clanker's Lab quest, you can turn off the shields by clicking on the panel. 

The eye should go dark when you do this. 

Book Switch 

The door at the south end of this room is opened by a switch disguised as a book on 

rh~ bookshelf You can identify the book because it'll be sticking out from the top shelf. 

B~de Trapped Hall 

\X'hen you step on hidden plates in this hall, two Blade spell missiles will fire down the 

liall. You can avoid them by hugging the north or south wall. 

Room with Pit 

This room is actually two floors connected by the pit in the center. The three chambers 

1r the north end of the room contain chests. The chests in the northwest and northeast 

chambers have particularly good treasure. To open the chamber doors, press the button 

on me south wall of the upper floor, jump down the pit, and then go back up the stairs 

ro the upper floor. 
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Chapter 7 

Creatures and NPCs 

This chapter contains a discussion of all of Might and Magic 

VII's creatures and non-player characters (NPCs). Creatures 

are all the monsters and humanoids that you'll encounter as 

you travel around Erathia. When you talk to some creatures, 

they'll offer to hire themselves into your party. Creatures you 

hire are NPCs. NPCs traveling with your party confer certain 

benefits to you. The specific benefits gained depends on the 

NPCs occupation. In exchange for their services, NPCs typi­

cally charge an up-front hiring fee and then take a percentage 

of any gold you find. They don't participate in combat and 

don't receive attacks. 
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Creature Attributes 
Hit Points and Armor Class 
heh creature has Hit Point and Armor Class ratings. For your characters, creature Hit 

foinr ratings indicate how much damage they can take. Unlike your party members 

Ibo merely become unconscious at zero Hit Points, creatures die when their Hit Points 

rach zero. Creatures regain lost Hit Points when your party leaves the current map. 

Annor Class functions the same for creatures as it does for your characters. 

Experience 
f.ach rime your party kills a creature, it gains experience points equal to the creature's 

Experience rating. Experience is divided among the ambulatory members of your party. 

Treasure 
When you search the bodies of slain creatures, you may or may not find gold or items. 

The amount of gold found on each creature, and the chance of it having an item, is 

mred in the creature tables that follow. When you search a slain creature with gold, the 

1111ounr of gold your party receives is determined randomly. Treasure items are listed 

ritli a percent chance that searching a creature will turn up an item of a given type and 

bel. In other words, if a creature has "1Od10 gold, 10% Level 4 Ring" listed as their 

ucasure, searching them will give you between 10 and 100 gold, and there's a 10 

pcrcenr chance that you'll get a random, level 4 ring. See Chapter 8 for an explanation 

of irem levels. 

Fly 
ror rhis attribute in the creature table, a Yes indicates that a creature can fly and a 

No indicates it can't. You have to be particularly careful when approaching or 

6ghting flying creatures because they can move over terrain obstacles to 

ipproach you from unexpected angles. If you're being attacked by flyers, be 

mre to look up occasionally to keep track of those attacking from above. 

Movement Limit 
When you enter a new map, the creatures that live there start at a spawning 

wtion set by the map's designer. They stay there until your party nears, at 

which point they're activated. Activated creatures begin to wander an area 
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surrounding their spawning location. How far they can move from this point is set by 
their Movement Limit, which may be short, medium, long, or free. Creatures can't rw· 

el through closed doors or teleporter gates. Activated creatures with a free Movement 

Limit may move anywhere on the currem map they can reach. 

Speed 
Each creature has a Speed rating of 100 to 400. The higher the rating, the faster the 
creature moves. When creatures become hostile, their Speed doubles. For example, if 
your party has a Speed of 384 when walking, it will be 768 when running. This mearu 

that most creatures will be able to catch up to your party if you retreat from chem, 

unless you run. 

AI Type 
As explained in Chapter 3, creatures may run away from the party when they receive a 

certain percentage of damage. At what point a creature will flee is determined by its Al 

(Artificial Intelligence) type. 

Table 7-1. Al 1Jpe 

I/ /1/'' ///,,1 

Wimp Creature will run away from the parcy if ic becomes hostile. 

Normal C reature will run when its Hie Poinrs are reduced to 20%. 

Aggressive C reature will run when its Hie Poin rs are reduced co I 0%. 

Suicidal C reature will fight co the death. 

Recovery 
Each creature has a Recovery rating that determines how often the creature can perform 

attacks or other actions. For comparison, your party members have a base Recovery rar 

ing of 60 when making dagger attacks, and 90 when making sword attacks. These bast 

Recovery rates can be reduced by spell, attribute, and skill effects. 

Targeting 
Some creatures have particular enmity against characters of a given class, 

race, and/or gender. Others have attacks that strike more than one charact11 

at once. These features are indicated under each creature's Targeting accofrl. 

ing to the following key. 
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Targeting Key 

None ...... . Crearure has an equal chance of rargering each characrer. 

2-4 .. Crearure's arracks rargec rwo, three, or four parry members ar once. 

A ............................................... Archer 

C ...• .. • ... ......... . •.....•... . •..•..•. . . . ...... Cleric 

D ...•..•. . ... . ....... . ..... .. ................... Druid 

E ................... .. ...... . . ... ...... . ... . ..... . . Elf 
G ... . ......... .. ........ . ... .. .... . ....... .... .. Goblin 

H ............. . ............................ . ... Human 

K .. ... ......• .. ...... ................. . . . ....... Knighr 

M . . . .. ....... . ......... .. .. ... .. ..... ...... .. . .. Monk 
0 .... .......... . .. . ............ . . . . .... .. .... ... Female 

P . . ... . ....... .. .. .... .... . .. ...... .. . ... .... .. . Paladin 

R ........ .. .... . .. . .. . . . . . ... . . . ... .. .... .. ... .. Ranger 

S .. . .........• ... .. ... ..... ... ........ ... ....... Sorcerer 

T ............• .. ..... ... . .. . .. . . ................. Thief 

W .. ........ .. .... .. .................... . ..... . .. Dwarf 

X .... . .. . .. .. •. .... . .. . ... .•.. . ... . ..... . •. ... .... Male 

Lrearures may have up to four attack types: a default attack, a secondary attack, and 

ne or rwo spell attacks. Secondary and spell attacks have an attack percentage listed 

far indicates how frequently the creature performs them. If a creature performs a spell 

mack that has a duration (like Shield), it will wait until the spell has dissipated before 

:JSting it again. During this time, the percent chance that the creature had for casting 

~e spell attack will be added to the chance that the creature will perform its default 

mack. Each spell attack is listed with the type of spell cast, and the expertise and skill at 

il'hich the creature casts it. 

An attack's type refers to what kind of damage the attack does and therefore what 

Kind of resistance characters will apply against it. For example, if a creature's attack does 

Fire damage, a character's Fire resistance score will give them a chance to take 

reduced damage. Your characters have no resistance against Energy attacks. 

Creatures with missile attacks can use them at either long or hand-to-hand 

range. Creatures without missile or spell attacks must close to hand-to-hand 

range before attacking in combat. 

Bonus Attack Effects 
~me creatures have bonus attack effects that have a chance of affecting your 

,haracrers. When one of these creatures hits with a normal attack, a check is 

made against the struck character's appropriate resistance statistic. If the 
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character fails to resist against the attack, the effect is immediately applied. A complete 

list of the various attack effects that may be applied to characters can be found in 

Chapter 3 in the Character States section. 

Some creature attacks have a chance to steal or break items carried by the target 

character. The Break Armor and Break Weapon bonus attacks target the character's cur· 

rently equipped armor or weapon, while the Break Item bonus targets a random item lr 

or she carries or has equipped. The chance that a given item breaks is determined b)·J 

Material Toughness rating (see the next chapter). The Steal bonus attack removes a ran­

dom item from the target character's backpack. If a creature steals an item from you. 

you will find it on the creature's body after you kill ir. 

Special Actions or Attacks 
Some creatures may perform special actions or have attacks with special characcerisria. 

Shots :x2 and Shots x3 

The missile attacks of creatures with the Shots x2 or Shots x3 special attack fire mulrif& 
projectiles when they make ranged attacks. These projectiles are fired in a spread pat· 

tern, which makes them more difficult to dodge in real-time combat. Creatures with 

multi-shot attacks make them five percent of the time. 

Explode 
Creatures with the Explode special blow up when they die, damaging all nearby crea­

tures and party members. This tactic can be particularly dangerous to your parry when 

these creatures perform gang attacks, because the death of one creature can set off a 

chain reaction. 

Summon 

Some creatures can summon reinforcements. Five percent of the time, creatures with 

this special action will call an ally rather than perform other actions. 

Resistance Ratings 
Like your characters, monsters may have resistance to various types of magial 

attack damage. For each creature, resistance ratings for each type of arrack ~ 

listed as either a number or as Immune. Creatures with resistance ratings of 
have no resistance to that type of attack. An Immune resistance rating ma1 

that the creature will receive no damage from that form of attack. 
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Uiherwise, the numbered resistance rating is applied by the following formula: 

I. The creature's resistance raring against the particular type of arrack is added to 30. 

2. A random number is determined between 1 and the value from the previous step. 

J. If the random number is greater than 30, then the creature has successfully resisted the arrack. 

Otherwise rhe creature rakes full damage. 

4. If the creature resisted, it gets a second resistance check. If it fails rhar, ir cakes half damage. 

If rhe creacure succeeds on the second check, ir gets a third check. If the creature succeeds, it 

cakes one-eighth damage, otherwise ir rakes one-quarter damage. 

Creature Tables 
Ange/,s 

Angel 

Hie Points: 180 
Armor Class: 25 
Experience: l ,200 
Treasure: 50d20 gold, 5% Level 4 Sword 
Fly: Yes 
Movement Limit: Free 
peed: 250 

Al Type: Aggressive 
Recovery: 60 
Targeting: None 
Special Acrion: None 
Anack Bonus: None 

twit Attack% Type DttmAge Missile 
I Physical 2D8 + 10 No 
2 
SµU 1Jpe Att4ek% 
1 
2 

Level 8 Master Light Bolt: 
Level 8 Master Dispel Magic 

Angel Lord 

Hie Points: 400 
Armor Class: 3 5 
Experience: 3,000 

30% 
20% 

Treasure: 75d20 gold, I 0% Level 5 Sword 
Fly: Yes 
Movement Limit: Free 

peed: 275 
Al Type: Aggressive 
Recovery: 50 
Targecing: None 
Special Action: None 
Attack Bonus: None 

Attack 
I 
2 

Anack% Type 
Physical 

DamAge M:_im_·1e __ _, 
2d8 + 15 No 

SpeU 1jpt Att4ck% 

I Level 12 Master Lighr Bolt 30% 
2 Level 12 Masrer Day of Protection 50% 

Fire: 
Air: 
Water: 
Earch: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Rnistanres 

20 
20 
20 
20 
30 
15 
30 
Immune 
10 
20 

30 
30 
30 
30 
40 
15 
40 
Immune 
10 
20 

n 
7'J rn 
~ 
c 
7'J rn 
(Jl 

)> 
z 
CJ 
z 
v 
n 
(Ji 
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Hit Points: 700 
Armor Class: 45 
Experience: 5,600 
Treasure: 100d20 gold, 15% Level 6 Sword 
Fly: Yes 
Movement Limit: Free 
Speed: 300 
Al Type: Suicidal 
Recovery: 40 
Targeting: 2 
Special Acrion: None 
Arrack Bonus: None 

Attack 
1 
2 

Alt4ck% 1jµ Dmn4gr Missile 
Physical 2d8 + 20 No 

Sprll 7jpr 
1 Level 16 Grand Master Light Bolt 30% 
2 Level 16 Grand Master Hour of Power 50% 

Archers 
11 n her 

Hit Points: 35 
Armor Class: 14 
Experience: 171 
Treasure: 3d20 gold, 5% Level 1 Bow 
Fly: No 
Movement Limit: Shorr 
Speed: 140 
Al Type: Normal 
Recovery: 90 
Targeting: AR 
Special Acrion: None 
Arrack Bonus: None 

It Alt.iick% 1jµ Dmnagr 
l Physical 2d6+2 Yes 
2 10% Fire 3d6+2 Yes 

Spell Type ~ 
I 

2 Level 4 Normal Shield 50% 

I/ O II' 11111 II 

Hie Points: 93 
Armor Class: 16 
Experience: 551 
Treasure: 6d20 gold, 5% Level 2 Bow 
Fly: No 
Movement Limit: Shorr 
Speed: 150 
Al Type: Aggressive 
Recovery: 90 
Targeting: AR 
Special Action: None 
Arrack Bonus: None 

Attack Alt4ck% 1jpe ~ Missile 
1 Physical 2d6+3 Yes 
2 10% Fire 4d6+3 Yes 

SpeO 1jµ 
1 Level 4 Expert Lightning Bolt 20% 
2 Level 8 Expert Shield 50% 

Fire: 40 
Air: 40 
Warer: 40 
Earth: 40 
Mind: 50 
Spirit: 15 
Body: 50 
Light: lmmune 
Dark: 10 
Physical: 20 

Raistllnces 
Fire: 5 
Air: 5 
Water: 5 
Earth: 5 
Mind: 10 
Spirir: 10 
Body: 10 
Lighr: 0 
Dark: 0 
Physical: ~ 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Lighr: 
Dark: 
Physical: 

Rnistanees 
10 
10 
10 
10 

15 
10 
15 
0 
0 
10 



I lite 1lr1 h1' r 

Hit Points: 171 
Armor Class: 22 
Experience: I , 131 
Treasure: I Od20 gold, I 0% Levd 3 Bow 
Fly: No 
Movement Limir: Shorr 
Speed: 160 
AI Type: Aggressive 
Recovery: 80 
Targeting: AR 
Special Action: None 
Arrack Bonus: None 

It Attack% 1j/N Misti# 
Physical 3d7+3 Yes 

2 15% Fire 4d7+3 Yes 

Spe/J 1j/N Ana&% 
I Levd 8 Expert Lighming Bole 20% 
2 Level 12 Masrer Shield 50% 

Bandits 
Robb1'r 

Hit Points: 30 
Armor Class: 12 
Experience: 144 
Treasure: 3d20 gold, 5% Level I Leather 
Fly: No 
Movement Limit: Long 
Speed: 200 
Al Type: Normal 
Recovery: 1 00 
Targeting: E 
Special Action: None 
Attack Bonus: None 

It Attack% ~ ~ Misti# 
Physical 2d4+1 No 

2 

Spe/J r;p,_ Alttld'6 
I 

2 

R11irla 

Hie Points: 61 
Armor Class: 14 
Experience: 336 
Treasure: 5d20 gold, 5% Level 2 Leather 
Fly: No 
Movement Limir: Long 
Speed: 220 
Al Type: Aggressive 
Recovery: 90 
Targering: E 
Special Action: None 
Arrack Bonus: None 

~ 
Physical 2d4+5 

2 

Spe/J 

2 

No 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirir: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirir: 
Body: 
Light: 
Dark: 
Physical: 

CHAFTE.R SE. VE.N 
/Wistllnm 

15 
15 
15 
15 
20 
JO 
20 
0 
0 
15 

~ 
Resis11111m 

5 
5 
5 
5 
10 
10 
10 
0 
0 

5 

/Wistllnces 

10 
10 
10 
10 
15 
10 
15 
0 
0 
10 

n 
?J rn 
~ 
c 
?J 
rn 
(Jl 

)> 
z 
CJ 
z 
v n 
(Ji 
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FRIMA·S OFFICIALSTRATE.GY GUIDE. 
/J1111t!it 

Hit Points: 114 
Armor Class: 16 
Experience: 704 
Treasure: I Od20 gold, 10% Level 3 Leather 
Fly: No 
Movement Limit: Medium 
Speed: 240 
Al Type: Aggressive 
Recovery: 80 
Targeting: E 
Special Action: None 
Attack Bonus: None 

Altack% 7jpe A1tt«lr 
1 Physical 2d4+10 No 
2 
Spell 
1 
2 

Bats 

Hit Points: 9 
Armor Class: 5 
Experience: 39 
Treasure: None 
Fly: Yes 
Movement Limit: Free 
Speed: 280 
AI Type: Normal 
Recovery: 50 
Targeting: None 
Special Action: None 
Attack Bonus: Disease I 

Gi11111 B111 

Id3 No 
2 

Spni ~_,, . ._~~~~~~~---""-'---..;..;....---' 

2 

l't1111pirc B111 

Hit Points: 
Armor Class: 
Experience: 
Treasure: 
Fly: 

21 
8 
96 
5% Level I Ring 
Yes 

Movement Limit: Free 
Speed: 300 
Al Type: Normal 
Recovery: 50 
Targeting: None 
Attack Bonus: Disease J 

A1tt«lr D'1iiiiijj 
I ld3+2 
2 

Spr/J 
1 
2 

Miiiili 
No 

.A.awH6 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Rnistllncn 
15 
15 
15 
15 
20 
10 
20 
0 
0 
15 

Rlsillll1lns 
0 
0 
0 
0 
0 
0 
0 
0 
0 
0 

~ 

0 
0 
0 
0 
0 
0 
0 
0 
0 
0 



l11fel'110 8111 

Hie Poincs: 35 
Armor Class: 10 
Experience: 171 
Treasure: 5% Level 2 Ring 
Fly: Yes 
Movemenc Limit: Free 
Speed: 320 
Al Type: Aggressive 
Recovery: 50 
Targeting: None 
Special Action: None 
Arrack Bonus: Disease 1 

Attack Alt4Ck% 1jpt 
I Physical 
2 15% Fire 

Sptli Tjpt 
I 
2 

Behemoth 

Hie Poincs: 337 
Armor Class: 35 
Experience: 2,475 
Treasure: 50d l 0 gold 
Fly: No 
Movement Limit: Long 
Speed: 250 
Al Type: Normal 
Recovery: 80 
Targeting: 2 
Special Action: None 
Arcack Bonus: Break Armor 

I 
2 
SptU 
I 
2 

1jpt 
Physical 

D""'4(t Missile 
2d3+2 No 

3d2 Yes 

96 

Jio 1111 g Bt•he 111 o th 

Damagt Missik 
3dl0+20 No 

Behemoth 

Hie Poincs: 540 
Armor Class: 50 
Experience: 4,200 
Treasure: l OOd 10 gold 
Fly: No 
Movement Limit: Medium 
Speed: 260 
Al Type: Aggressive 
Recovery: 70 
Targeting: 2 
Special Action: None 
Arrack Bonus: Break Armor 

Attack Attack% 1jpt Dttm4 Missik 
I Physical 4dl0+30 No 
2 

Spell Typ_t 
1 
2 

CHAFTcR 5c VE_N 
&sistances 

Fire: 0 
Air: 0 
Water: 0 
Earth: 0 
Mind: 0 
Spirit: 0 
Body: 0 
Light: 0 
Dark: 0 
Physical: 0 

&sistances 

Fire: 30 
Air: 30 
Water: 30 
Earth: 30 
Mind: Immune 
Spicic: 0 
Body: 30 
Light: 15 
Dark: 15 
Physical: 20 

Rrsistances 

Fire: 40 
Air: 40 
Wacer: 40 
Earth: 40 
Mind: Immune 

piric: 0 
Body: 40 
Light: 15 
Dark: 15 
Physical: 25 



FR.IMA'5 OFFICIAL STRATEGY GUIDE_ 
A 11< ieut Behemoth 

Hit Points: 977 
Armor Class: 80 
Experience: 8,07S 
Treasure: 200d l 0 gold 
Fly: No 
Movemenc Limit: Short 
Speed: 300 
Al Type: Suicidal 
Recovery: 60 
Targeting: 3 
Special Action: None 
Arrack Bonus: Break Armor 

A1t11ek 
I Physical Sd I 0+40 No 
2 
Spell 
l 
2 

Blaster Guy 

Hit Points: 880 
Armor Class: 80 

Blaster Guy 

Experience: 7,200 
Treasure: None 
Fly: No 
Movemenc Limit: Free 
Speed: 240 
Al Type: Suicidal 
Recovery: 40 
Targeting: None 
Special Action: Shot x2 
Arrack Bonus: Eradicate 

Att«k 
l 

Att«k96 7jpe lJiiiiiijt Missile 
Energy SdS Yes 

2 

SptJI 
l 

2 
Level l S Grand Master Power Cure 33% 
Level lS Grand Master Hour of Power 33% 

Champions of the Sword 
/11iti11tt• of' the S11•ort! 

Hit Points: 280 
Armor Class: 4S 
Experience: 2,000 
Treasure: l Od 100 gold, l 0% Level 4 Plate 
Fly: No 
Movemenc Limit: Long 
Speed: 2SO 
Al Type: Normal 
Recovery: 80 
Targeting: XK 
Special Action: None 
Arrack Bonus: None 

Att«k 
Physical 4dS+20 No 

Level 3 Normal Heroism 
33% 
33% 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

&sis1411llS 
so 
so 
so 
so 
Immune 
0 
so 
lS 
lS 
30 

Roistancn 
60 
60 
60 
60 
Immune 
60 
60 
Immune 
Immune 
60 

Resistam:ts 

20 
20 
20 
20 
30 
10 
30 
s 
s 
20 



Cha111pio11 of tlu S111ord 

Hie Points: S40 
Armor Class: 6S 
Experience: 4,200 
Treasure: 20d I 00, I 0% Level S Plate 
Fly: No 
Movement Limit: Medium 
peed: 300 

Al Type: Aggressive 
Recovery: 70 
Targeting: XK 
Special Action: None 
Arcack Bonus: None 

tldclr Att4clt% 7jpe Damage Missik 
I Physical 4dS+30 No 
2 

SpeU 
I 
2 

7jpe 
Level 6 Expert Bless 
Level 6 Expert Heroism 

l'rl11ster of the Sword 

Hie Points: 880 
Armor Class: 8S 
Experience: 7,200 

Anatlt% 

33% 
33% 

Treasure: 40d! 00 gold, 30% Level 6 Place 
Fly: No 
Movement Limit: Shorr 
Speed: 3SO 
Al Type: Agressive 
Recovery: S 
Targeting: XK 

pecial Action: None 
Arcack Bonus: None 

Attack AttJclt% 7jpe Damagr Missik 
I Physical 4dS+40 No 

2 
Spell 
I 

Type 
Level 9 Master Bless 

Amrclr96 
33% 

2 Level 9 Master Heroism 33% 

Clerics of the Moon 
At·o!yte of the Moo11 

Hie Points: 40 
Armor Class: I 0 
Experience: 200 
Treasure: Sd I 0 gold, S% Level 2 Mace 
Fly: No 
Movement Limit: Medium 

peed: 160 
Al Type: Normal 
Recovery: 90 
Targeting: CP 

pecial Action: None 
Arrack Bonus: None 

Attaclr 
1 

Attack% 

7jpt 

"(ypr 
Physical 

DamAgt 
2d4 

2 

Spell 
I Level 4 Normal Toxic C loud 

2 

Yes 

Arr.u-lr% 
30% 

CHAFTE.R. 5E. VE.N 
IWistrmrn 

Fire: 30 
Air: 30 n Water: 30 
Earth: 30 ?J 
Mind: 40 rn Spirit: 10 

Body: 40 

~ Light: s 
Dark: s 
Physical: 30 c 

?J 
rn 
(Jl 

)> 
Rnistan«s z 

Fire: so CJ Air: so 
Water: so 
Earth: so z 
Mind: 60 v Spirit: 10 
Body: 60 n 
Light: s (Jl 
Dack: s 
Physical: so 

Rnisttmcn 
Fire: s 
Air: s 
Water: s 
Earth: s 
Mind: s 
Spirit: 0 
Body: s 
Lighc: 0 
Dack: lmmune 
Physical: 10 
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FR.IMA'5 OFFICIAL5TR.ATE_GY GUIDE_ 
C/,.,.ic of' th<' Moo11 

Hir Poincs: 100 
Asmor Class: 15 
Experience: 600 
Treasure: !OdlO gold, 5% Level 3 Mace 
Fly: No 
Movcmenr Limir: Medium 
Speed: 180 
AJ Type: Normal 
Recovery: 90 
Targeting: CP 
Special Action: None 
Arrack Bonus: None 

Attarlt Anarlt% Type Damage Missik 
1 Physical 2d4+4 Yes 
2 

SµO Type .Altird% 
1 Level 7 Expert Toxic Cloud 30% 
2 Level 7 Expert Bless 10% 

Priest of tht' ~loo11 

Hir Points: 180 
Armor Class: 25 
Experience: 1,200 
Treasure: 20d10 gold, IO% Level 4 Mace 
Fly: No 
Movement Limit: Medium 
Speed: 200 
Al Type: Aggressive 
Recovery: 80 
Targeting: CP 
Special Action: None 
Arrack Bonus: Eradicate 

Attaclt Attaclt% Tjpt Da""'le 
I Physical 2d4+8 
2 

Spell Tyµ 
1 Level 10 Master Shrapmecal 
2 Level 10 Grand Masrer Power Cure 

Clerics of the Sun 
Acolyte of th1· S1111 

Hie Points: 40 
Asmor Class: I 0 
Experience: 200 
Treasure: 5d 10 gold, 5% Level 2 Cape 
Fly: No 
Movement Limit: Medium 
Speed: 160 
Al Type: Normal 
Recovery: 90 
Targeting: CP 

pecial Action: None 
Arrack Bonus: None 

2 

Tyµ 

Type 
Physical 

Level 4 Normal Light Bole 

Missik 
Yes 

Attaclt% 
30% 
33% 

Mmile 
Yes 

Attaclt% 

30% 

Fire: 
Afr: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Resist11nce1 

10 
10 
IO 
10 
10 
0 
IO 
0 
Immune 

15 

Rrs1stana1 

I5 
I5 
I5 
I5 
15 
0 
15 
0 
Immune 
20 

Rrsut11ncts 

5 
5 
5 
5 
5 
0 
5 
Immune 
0 
IO 



Cfrric of tht• S1111 

Hie Points: 100 
Armor Class: 15 
Experience: 600 
Treasure: lOdJO gold, 5% Level 3 Cape 
Fly: No 
Movement Limit: Medium 
Speed: 180 
Al Type: Normal 
Recovery: 90 
Targeting: CP 
Special Action: None 
Arrack Bonus: None 

Attaclr Attack% ~ D111N1p Missile 
I Physical 2d4+4 Yes 
2 
'f'tl/ 

I 
2 

~ 
Level 7 Expert Mind Blase 
Level 7 Expert Bless 

Priest of thl' S1111 

Hie Points: 180 
Armor Class: 25 
Experience: 1,200 

.A'"'*\16 
30% 
10% 

Treasure: 20d 10 gold, I 0% Level 4 Cape 
Fly: No 
Movemenr Limit: Medium 
Speed: 200 
Al Type: Aggressive 
Recovery: 80 
Targecing: CP 
Special Action: None 
Attack Bonus: None 

Alt4ck Att.rclr% 'Jj~ 

Physical Yes 
2 

sµu 
l Level 10 Normal Light Bolr 30% 
2 Level I 0 Grand Master Power Cure 33% 

Devi/,s 

Hit Points: 180 
Armor Class: 25 
Experience: 1,200 
Treasure: None 
Fly: No 
Movemenr Limit: Medium 
Speed: 200 
Al Type: Suicidal 
Recovery: 60 
Targecing: None 
Special Accion: None 
Ana ck Bon us: Disease 2 

An.rck An.rck% ~ D4mAge Mistile 
1 Physical 2d6+8 Yes 
2 

Spell ljp_t 
1 Level 6 Expert Fireball 20% 
2 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

CHAFT E.R 5E. VE.N 
Rmst41lm 

10 
10 
10 
10 
10 
0 
10 
Immune 
0 
15 

Raistanca 
15 
15 
15 
15 
15 
0 
15 
Immune 
0 
20 

Rmst41lm 
Immune 
20 
20 
20 
Immune 
25 
20 
20 
20 
20 

~ 

n 
?\) 

rn 
~ c 
?\) 

rn 
(JI 

)> 
z 
CJ 
z 
v 
n 
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FR.IMA'5 OFFICIAL 5TR.ATEGY GUIDE_ 
Devil lVi1rrior 

Hie Points: 400 - Armor Class: 35 

>.'.tJ 
Experience: 3,000 
Treasure: None ·- Fly: No 

Ct) Movement Limir: Medium 
Speed: 250 
Al Type: Aggressive 
Recovery: 50 
Targering: None 

pecial Action: None 
Arrack Bonus: Disease 3 

Attack Att<uk% 1Jpt Dama gr 
I Physical 2d6+14 
2 

S~/J 7jpe 
1 Level 8 Experr Fireball 
2 Level 8 Masrer Mereor Shower 

De1•il Ci1pti1i11 

Hie Poincs: 700 
Armor Class: 45 
Experience: 5,000 
Treasure: None 
Fly: No 
Movemenr Limir: Shorr 
peed: 300 

Al Type: Aggressive 
Recovery: 40 
T argering: None 

pecial Acrion: None 
Arcack Bonus: Drain SpeU Points to 0 

Attack% 7jpe DamAge 
Physical 2d6+ 20 

7jpt 
1 Level 12 Mascer l ncinerace 
2 Level 12 Master Meteor Shower 

Dragons 
Green Drilgo11 

Hie Poincs: 880 
Armor Class: 60 
Experience: 7,200 
Treasure: 25d I 0 gold + Level 6 item 
Fly: Yes 
Movemenr Limit: Long 
Speed: 240 
AI Type: Aggressive 
Recovery: 70 
Targeting: 2 
Special Action: None 
Attack Bonus: None 

Attack Anack% 7jpe Damage 
Air 12d8 

2 

Spe/J Tjpt 
I 
2 

MisJik 
Yes 

Attack% 
20% 
15% 

MisJik 
Yes 

Attack% 

20% 
15% 

Yes 

Attack% 

Fire: 
Air: 
Warer: 
Earrh: 
Mind: 
Spirir: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earth: 
Mind: 
Spirir: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earch: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Rnista"'es 
Immune 
30 
30 
30 
Immune 
25 
30 
30 
30 
30 

&tisranres 

Immune 
40 
40 
40 
Immune 
25 
40 
40 
40 
40 

Resisttmm 

50 
Immune 
50 
50 
50 
15 
Immune 
30 
30 
50 



Blue /Jr11go11 

Hi1 Points: 1,080 
Armor Class: 80 
Experience: 9,000 
Treasure: 300d 10 gold + Level 6 item 
Fly: Yes 
Movement Limit: Medium 
peed: 260 

Al Type: Aggressive 
Recovery: 65 
Targecing: 3 
pecial Action: None 

Arcack Bonus: None 

Attack Attack% Ty~ IM""'f' --1 Wacer 14d8 Yes 
2 
Spell Type An.d96 
1 
2 

Hir Points: 1,300 
Armor Class: 1 00 
Experience: 1 1,000 
Treasure: 400d 10 gold + Level 6 item 
Fly: Yes 
Movement Limit: Shorr 
peed: 300 

Al Type: Aggressive 
Recovery: 60 
T argeri ng: 4 

pedal Action: None 
Arrack Bonus: None 

Att1Uk Attack% 7j~ Dama~ Missill 
1 Fire 16d8 Yes 
2 
SptU 1jP!_ ~ 

1 
2 

l\1eg11 /Jr11go11 

Hie Points: 1,300 
Armor Class: 100 
Experience: 1 1,000 
Treasure: None 
Fly: Yes 
Movement Limit: Shorr 

peed: 300 
Al Type: Suicidal 
Recovery: 30 
Targeting: 4 
Special Action: Summon Red Dragon, Resistance 
Arrack Bonus: Eradicate 

Attaclr Attack% Ty~ 

1 Energy 
2 

.ipell 
I 
2 

n-. 
20d8 Yes 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

CHAFTER 5E_ VE_N 
~ 

so 
so 
Immune 
50 
so 
15 
lmmune 
30 
30 
50 

Resistllrrus 
Immune 
70 
70 
70 
70 
lS 
Immune 
30 
30 
70 

Immune 
70 
70 
70 
70 
15 
Immune 
30 
30 
70 

n 
7J 
rn 
~ 
c 
7J 
rn 
(Jl 

)> 
z 
\J 
z 
v n 
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Dragonflies 
Dr11go11fly 

Hie Poincs: 6 
Armor Class: 4 
Experience: 24 
Treasure: 3d6 gold 
Fly: Yes 
Movemenc Limic: Free 
Speed: 400 
Al Type: Normal 
Recovery: 50 
Targecing: None 
Special Accion: None 
Accack Bonus: None 

Att11ck Anack% 7jpe 
I Physical 
2 

SpeU 
I 
2 

Damage 
2d2 

Fire Drt1go11j7y 
Hit Points: 13 
Armor Class: 8 
Experience: 56 
Treasure: 7d6 gold 
Fly: Yes 
Movement Limit: Free 
Speed: 350 
Al Type: Normal 
Recovery: 50 
Targeting: None 
Special Accion: None 
Arrack Bonus: None 

Att11ck Attack% Jjpe 
1 Physical 
2 

SpeU 
I 
2 

7jpe 
Level 2 Normal Fire Bole 

Damage 
3d2+1 

Q11ee11 Dr11go11fly 
Hit Poincs: 30 
Armor Class: 12 
Experience: 200 
Treasure: 1 Od6 
Fly: Yes 
Movement Limic: Free 
Speed: 300 
Al Type: Normal 
Recovery: 50 
Targecing: None 
Special Action: None 
Arrack Bonus: None 

Atta,·k Artack% ljpe 
I Physical 
2 

Type 

Damage 
4d2+2 

SpeU 
I Level 4 Normal Fire Bolt 
2 

Missik 
No 

Missik 
No 

Missik 
No 

Fire: 
Air: 
Wacer: 
Earch: 
Mind: 
Spiric: 
Body: 
Lighc: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earch: 
Mind: 
Spirit: 
Body: 
Lighc: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earch: 
Mind: 
Spirit: 
Body: 
Lighc: 
Dark: 
Physical: 

Resistanas 

10 
0 
0 
0 
0 
0 
0 
0 
0 
0 

Resistances 

20 
0 
0 
0 
0 
0 
0 
0 
0 
0 

Resistanm 

50 
Immune 
50 
50 
50 
15 
Immune 
30 
30 
50 



CHAFTEX 5E. VE.N 

Droids 
Suker Droid 

Hie Points: 400 

Rnistanm n Fire: 30 
Armor Class: 60 
Experience: 3,000 
Treasure: None 
Fly: No 
Movement Limic: Medium 
Speed: 200 
Al Type: Suicidal 
Recovery: 50 
Targering: None 

pecial Action: Shor x3 
Arrack Bonus: None 

Altaclt Atwlt96 Tjpe Damagr Missik 
I Energy 10d5+ 10 Yes 
2 
Spell Type A#a&lt96 
l 

Air: 10 7J 
Warer: JO rn Earch: 30 
Mind: Immune 

~ Spirir: Immune 
Body: Immune 
Lighr: 25 c Dark: 25 
Physical: 20 7J 

~ 
rn 
(Jl 

)> 
2 z 

Rn is ta nus \J Fire: 40 

Se11ti11el Droid 

Hir Points: 700 
Air: 20 z Warer: 20 
Earch: 40 v Mind: Immune n Spirit: Lmmune 
Body: Lmmune (j) 
Lighr: 25 
Dark: 25 
Physical: 30 

Armor Class: 80 
Experience: 5 ,600 
Treasure: None 
Fly: No 
Movemenr Limic: Shon 
Speed: 200 
Al Type: Suicidal 
Recovery: 50 
Targering: None 

pecial Acrion: Shoe x3 

~ 
Arcack Bonus: None 

Attaclt Attaclt96 Type Damagr 
l Energy 12d5+15 Yes 
2 

Spell 1jpe Attack% 
I 
2 

Assassi11 Droid Rnistanca 

Hir Points: l ,080 Fire: 60 
Armor Class: l 00 Air: 30 
Experience: 9,000 Warer: 30 
Treasure: None Earch: 60 
Fly: No Mind: Immune 

Spirit: Immune 
Body: Immune 
Light: 25 
Dark: 25 
Physical: 50 

Movement Limit: hort 
peed: 200 

Al Type: Suicidal 
Recovery: 50 
Targering: None 

pecial Action: hor x3 

~ 
Arrack Bonus: None 

Attaclt Attack% Tjpe Dama gr Missik 
I Energy 20d5+20 Yes 
2 

Spell Type Attaclt96 
I 
2 
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Dwarves 
D11111r11e11 Soldit-r 

Hit Points: 40 
Armor Class: 6 
Experience: 200 
Treasure: 5d!O gold, 5% Level 1 Axe 
Fly: No 
Movement Limit: Medium 
Speed: 160 
AI Type: Normal 
Recovery: 70 
Targeting: G 
Special Action: None 
Arrack Bonus: None 

AtllU'k 
I 
2 

SpeU 
1 
2 

A1tack% 1jpe 
Physical 

Damage 
4d2+4 

/J11111r1•e11 Lie11te111111t 

Hit Points: I 00 
Armor Class: I 2 
Experience: 600 
Treasure: 20d I 0 gold, I 0% Level 2 Axe 
Fly: No 
Movement Limit: Medium 
Speed: 180 
AI Type: Aggressive 
Recovery: 80 
Targeting: G 

pecial Action: None 
Arrack Bonus: None 

AlrAck AlrArk% Tjpe 
_!_______ Physical 

2 

Damage 
4d2+8 

Missik 
No 

A1tack% 

/J11111r1•e11 Co111111111u!t•1· 

Hit Points: 180 
Armor Class: 20 
Experience: 1,200 
Treasure: 20dl0 gold, 25% Level 3 Axe 
Fly: No 
Movement Limit: Short 
Speed: 200 
AI Type: Suicidal 
Recovery: 80 
T argecing: G 

pecial Action: None 
Arrack Bonus: Break Armor 

Tjpe 
Physical 

Da11U1ge 
4d2+16 

Missik 
No 

Tjp_e ___________ A_tta_~_k_%_~~ 
1 
2 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Lighc: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Rnutanm 

IO 
20 
20 
30 
5 
0 
10 
0 
0 
30 

&sistances 

20 
30 
30 
40 
5 
0 
20 
0 
0 
40 

30 
40 
40 
50 
5 
0 
30 
0 
0 
50 



Elementals, Air 
Tempest 

Hit Points: 73 
Armor Class: I 0 
Experience: 416 
Treasure: None 
Fly: Yes 
Movement Limit: Free 
Speed: 220 
Al Type: uicidal 
Recovery: 90 
Targeting: None 
Special Action: None 
Arcack Bonus: None 

Arraclt At.rack% ljpt Dama gt 
I Air 3d6 
2 

Spell 1jpe 
I Level 4 Expert Sparks 
2 

(yclo11e 

Hir Points: 114 
Armor Class: 12 
Experience: 704 
Treasure: None 
Fly: Yes 
Movement Limit: Free 
Speed: 240 
Al Type: uicidal 
Recovery: 90 
Targering: None 
Special Action: None 
Arrack Bonus: None 

An1Uk Attack% ljpt Damagt 
I Air 5d6 
2 

SptU Tjpe 
I Level 8 Master Sparks 
2 Level 8 Master Lightning Bolt 

Air l: fr111t'11t11! 

Hir Points: 207 
Armor Class: 14 
Experience: 1,419 
Treasure: None 
Fly: Yes 
Movement Limit: Free 
Speed: 260 
Al Type: Suicidal 
Recovery: 80 
Targeting: None 

pecial Action: None 
Arrack Bonus: None 

Allaclt A1tt1clt% Tjpe Damage 

I Air 8d6 

Tjpt 
2 

Spell 
l Level J 2 Grand Master Sparks 
2 Level 12 Grand Master Lightning Bolr 

Missile 
Yes 

A1taek% 
20% 

Missile 
Yes 

Attack% 
20% 
20% 

Missile 
Yes 

Anack% 
20% 
20% 

Fire: 
Air: 
Water: 
Earch: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

CHAFTE.R. 5E. VE.N 

&sistancts n LO 
Immune 7J 
10 rn 10 
Immune 

~ Immune 
Immune 

5 c 5 
10 7J rn 

(Jl 

)> 
z 

Rrsistances CJ 15 
Immune z 15 
15 v Immune 
immune n 
Immune (Ji 
5 
5 
15 

Rrsistan«s 

20 
Immune 
20 
20 
Immune 
Immune 
Immune 
5 
5 
20 
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Elementa/,s, Earth 
Cl llJ' Fl,, Ill t' II t ii I Resistanm 

Hir Poinrs: 137 Fire: 10 
Armor Class: 20 Air: 10 
Experience: 875 Warer: 10 
Treasure: 30% Level 3 Gem Earrh: Immune 
Fly: No Mind: Immune 
Movemenr Limir: Free 
Speed: 220 
AI Type: Suicidal 
Recovery: 90 
Targecing: None 
Special Accion: None 

Spirir: Immune 
Body: Immune 
Llghc: 5 
Dark: 5 
Physical: 10 

Arrack Bonus: None 

Att.uk Attack% 1jpe Damage Missik 
I Physical !Od3 Yes 
2 

Spell 'ljpe Att.uk% 
I Level 6 Experr Blades 25% 
2 level 4 Experr Srone Skin 50% 

't 
st 0 II t' I. I <'Ill t' II t ti I Rnisttmas 

Hir Poiors: 180 Fire: 15 
Armor Class: 25 Air: 15 
Experience: 1,200 Warer: 15 
Treasure: 35% Level 4 Gem Earrh: Immune 
Fly: No Mind: Immune 
Movemenr Llmir: Free 
Speed: 240 
AI Type: Suicidal 
Recovery: 90 
Targecing: None 
Special Accion: None 

Spirit: Immune 
Body: Immune 
Lighr: 5 
Dark: 5 
Physical: 15 

Arrack Bonus: Break Armor 

A1111ek Att.uk% 1jpe Danwge Missile 
I Physical 15d3 Yes 
2 

Spell 1jpe Att.rck% 
I Level 8 Masrer Rock Blasr 25% 
2 Level 8 Mascer Scone Skin 50% 

F11rth llt'111e11t11I Resistances 

Hir Poinrs: 280 Fire: 20 
Armor Class: 30 Air: 20 
Experience: 2,000 Warer: 20 
Treasure: 40% Level 5 Gem Earrh: Immune 
Fly: No Mind: Immune 
Movemenr Llmir: Free 
Speed: 260 
AI Type: Suicidal 
Recovery: 80 
Targecing: None 
Special Action: None 

Spirir: Immune 
Body: Immune 
Lighr: 5 
Dark: 5 
Physical: 20 

Arrack Bonus: Unconscious 

Attack Altllek% 1jpe Do,,,. Missile 
Physical 25d3 Yes 

2 

Spell 'ljpe Att.rck 
I Level 12 Grand Masrer Blades 25% 
2 Level 12 Grand Masrer rone Skin 50% 

't 



Elementals, Fire 
W11rde11 of fire 

Hir Poinrs: 55 
Armor Class: 12 
Experience: 299 
Treasure: None 
Fly: Yes 
Movemenr Limir: Free 
Speed: 220 
Al Type: Suicidal 
Recovery: 90 
Targering: None 
Special Acrion: None 
Arrack Bonus: None 

ltdt"k Anack% Typt Da~ Missile 
l Fire 2d8 Yes 
2 

SptU Type Attack% 

l Level 6 Experr Fire Bolr 20% 
2 Level 4 Experr Hasre 50% 

G11ardi1111 of Fl11111e 

Hir Poinrs: 145 
Armor Class: 15 
Experience: 936 
Treasure: None 
Fly: Yes 
Movemenr Limit: Free 
Speed: 240 
Al Type: Suicidal 
Recovery: 90 
Targeting: None 

pecial Action: None 
Arcack Bonus: None 

Attack% Typt Dfl1fuzgr Missile 
I Fire 5d8 Yes 
2 

SprU I:ypt Attack% 

1 Level 8 Masrer Fireball 20% 
2 Level 8 Masrer Haste 50% 

Fire Fle111e11111/ 

Hir Poinrs: 269 
Armor Class: 18 
Experience: 1,911 
Treasure: None 
Fly: Yes 
Movemenr Limir: Free 
Speed: 260 
Al Type: Suicidal 
Recovery: 80 
Targering: None 
Special Action: None 
Arcack Bonus: None 

ltdck Attack% 1jpe Damage Missile 

2 

Spell 
I 
2 

Fire 8d8 Yes 

Typt Attack% 

Level 12 Grand Master lncinerare 20% 
Level 12 Grand Master Haste 50% 

CHAfTE.R SE. VE.N 

Resis111ncts n Fire: Immune 
Air: 10 7J 
Wares: 10 rn Earrh: 10 
Mind: Immune 

~ pirir: Immune 
Body: Immune 
Light: 5 c Dark: 5 
Physical: 10 7J rn 

(fl 

)> 
z 

Resisum.-es CJ Fire: Immune 
Air: 15 z Warer: 15 
Earrh: 15 v Mind: Immune 
Spirir: Immune n 
Body: Immune (Ji 
Lighr: 5 
Dark: 5 
Physical: 15 

Resislllncts 

Fire: Immune 
Air: 20 
Warer: 20 
Earrh: 20 
Mind: Immune 
Spiric: Immune 
Body: Immune 
Light: 5 
Dark: 5 
Physical: 20 
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Elementa/,s, Light 
I. .. Ht' r I. ight f,/e 11/l' II t ti I 

Hie Points: 67 
Armor Class: I I 
Experience: 375 
Treasure: None 
Fly: Yes 
Movement Limit: Free 
Speed: 240 
Al Type: Suicidal 
Recovery: 80 
Targeting: None 
Special Action: Explode (5d8 Llghr Arrack) Resistance 
Arrack Bonus: None 

Attllck Attack% 1jpe Damagt MiJsik 
Light 4d4 Yes 

2 

SpeU 7jpe Attllck% 
l 

2 

I ight Fle111e11t11/ 

Hir Points: 121 
Armor Class: 14 
Experience: 759 
Treasure: None 
Fly: Yes 
Movement Limir: Free 
peed: 260 

Al Type: Suicidal 
Recovery: 80 
Targeting: None 
Special Action: Explode (5d8 LlghcArtack) Resistance 
Acrack Bonus: None 

Attllck Attack% 7jpe Damage MiJsik 
I Lighc 9d4 Yes 
2 

Spell Type Attllck% 
l 
2 

Greater fight Ele111e11t11/ 

Hie Points: 258 
Armor Class: I 9 
Experience: 1,824 
Treasure: None 
Fly: Yes 
Movement Limit: Free 
Speed: 280 
Al Type: Suicidal 
Recovery: 80 
Targeting: None 
Special Action: Explode (5d8 Lighr Arrack) Resistance 
Arcack Bonus: None 

Att4rk 
I 
2 
SpeU 
I 
2 

Attaclt% 1jpe 
Lighc 

Dam.gt MiJsill 
14d4 Yes 

&smanas 

Fire: 10 
Air: 10 
Warer: 10 
Eanh: 10 
Mind: Immune 
Spirir: Immune 
Body: Immune 
Light: Immune 
Dark: 5 
Physical: 10 

&sistanm 

Fire: 15 
Air: 15 
Warer: I5 
Earth: 15 
Minti Immune 

pirir: Immune 
Body: Immune 
Light: Immune 
Dark: 5 
Phy ical: 15 

&sistanrts 

Fire: 20 
Air: 20 
Water: 20 
Earth: 20 
Mind: Immune 
Spirir: Immune 
Body: Immune 
Lighr: Immw1e 
Dark: 5 
Physical: 20 



Elementals, ~ter 
Sprite 

Hit Points: 61 
Armor Class: I 0 
Experience: 336 
Treasure: None 
Fly: No 
Movement Limit: Free 
peed: 220 

Al Type: uicidal 
Recovery: 90 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Alrack% Tjre Damage Missile 
I 
2 

Water 3dl 2 Yes 

s~.,_ell ___ 7jpe 
I Level 4 Expert Ice Bole 
2 

Sylph 

Hie Points: 129 
Armor Class: 13 
Experience: 816 
Treasure: None 
Fly: No 
Movement Llmic: Free 
Speed: 240 
Al Type: Suicidal 
Recovery: 90 
Targeting: None 

pecial Action: None 
Arrack Bonus: None 

An<u·k% 

30% 

Attack Alrack% 7jµ Damage Missile 
l Wac er 4dl2 Yes 
2 

7jpe Spell 
I Level 8 Masrcr Acid Burse 
2 

Watt'r /:"/e111e11tal 

Hir Points: 237 
Armor Class: 16 
Experience: 1,656 
Treasure: None 
Fly: No 
Movement Limit: Free 
Speed: 260 
AI Type: Suicidal 
Recovery: 80 
Targeting: None 
Special Acrion: None 
Arrack Bonus: None 

Attack Attack% 7jpe Damage 
I Water 6dl2 
2 

Spell 7jpe 
I Level 12 Grand Master Ice Blase 
2 

Attack% 
30% 

Yes 

Attack% 
30% 

CHAFTE.K SE. VE.N 

Resistances n Fire: 10 
Air: 10 ?\] 
Wacer: lmmune rn Earch: 10 
Mind: Immune 

~ Spirit: Immune 
Body: Immune 
Lighc: 5 c Dark: 5 
Physical: 10 ?\] 

rn 
(JI 

)> 
z 

Resinanw \J Fire: 15 
Air: 15 z Water: Immune 
Earth: 15 v Mind: Immune n Spirit: lmmune 
Body: Immune (Ji 
Light: 5 
Dark: 5 
Physical: 15 

Resistances 

Fire: 20 
Air: 20 
Water: fmmune 
Earth: 20 
Mind: Immune 
Spirit: Immune 
Body: Immune 
Light: 5 
Dark: 5 
Physical: 20 
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Elven Archers 

Hir Poinrs: 4S 
Armor Class: L2 
Experience: 23 I 
Treasure: 6dLO gold, S% Level 2 Bow 
Fly: No 
Movemenr Limir: Shorr 
Speed: 160 
Al Type: Normal 
Recovery: 70 
Targeting: H 

pecial Action: None 
Arrack Bonus: Normal 

k Attack% Typt Dama~ 
I Physical 4d2+2 
2 

Sµll Tn!_ 
l 
2 

f. / 1• I' II .'> ('(J II ( 

Hir Poinrs: 121 
Armor Class: 14 
Experience: 759 

Missilr 
Yes 

Alt«k96 

Treasure: J 2d I 0 gold, S% Level 3 Bow 
Fly: No 
Movernenr Limir: hort 
Speed: 170 
AJ Type: Aggressive 
Recovery: 70 
Targering: H 

pecial Action: None 
Arrack Bonus: None 

Attack Alt«k96 Typt Dlmutfr Missik 
1 Physical 6d2+4 Yes 
2 

Sµll Typt 

2 

l l1•e11 R1111ger 

Hir Poinrs: 227 
Armor Class: 20 
Experience: 1.S7S 
Treasure: 20d L 0 gold, I 0% Level 4 Bow 
Fly: No 
Movemenr Limir: Shorr 
Speed: LBO 
Al Type: Aggressive 
Recovery: 60 
Targering: H 
Special Action: Shor x2 
Arrack Bonus: None 

Attack 
I 

2 

Sµll 
I 
2 

Attack% 1jµ ~ Missill 
Physical 8d2+6 Yes 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Rnistanas 
10 
10 
10 
LO 
5 
s 
5 
0 
0 
5 

Rniskmca 
L5 
LS 
LS 
L5 
LO 
s 
LO 
0 
0 
LO 

Rnist4'1ra 

20 
20 
20 
20 
IS 
s 
15 
0 
0 
IS 



Elven 'Warriors 
LI 1• t' /1 \Vii r r i o r 

Hir Points: 61 
Armor Class: 15 
Experience: 336 
Treasure: 8d 10 gold, l 0% Levd 2 Spear 
Fly: No 
Movemenr Limit: Long 
Speed: 240 
Al Type: Normal 
Recovery: 80 
Targeting: H 
Special Action: None 
Attack Bonus: None 

tt4l"lt Att.rclt96 7l Dttwutgr Millill_._·-~_J 
I Physical 2d4+4 No 
2 

SP!_U Anld96 
I 
2 

Hie Points: 114 
Armor Class: 20 
Experience: 704 
Treasure: 16d l 0 gold, 15% Level 3 Spear 
Fly: No 
Movement Limit: Long 
Speed: 260 
Al Type: Aggressive 
Recovery: 70 
Targeting: H 
Special Action: None 
Attack Bonus: None 

An.u-lt A1ta&lr% ~ ~ Milsi# 
I Physical 3d4+6 No 
2 

S~/J ~ 
l 
2 

Ll1•t'11 I oucer 

Hie Points: 180 
Armor Class: 28 
Experience: 1 ,200 
Treasure: 25d 10 gold, 25% Level 4 Spear 
Fly: No 
Movement Limit: Medium 
peed: 280 

Al Type: Aggressive 
Recovery: 60 
Targeting: H 
Special Action: None 
Arrack Bonus: None 

Att4l"lt Att.rclt96 ~ 
1 Physical 4d4+8 No 
2 

Spell 1°yp!_ A#«/r96 
1 

2 

CHAFTE.R. SE. VEN 

Rlsisltmcd 
Fire: 10 
Air: 10 
Warer: 10 
Ea.rrh: 10 
Mind: 5 
Spirir: 5 
Body: 5 
Light: 0 
Dark: 0 
Physical: 5 

~ 
Fire: 15 ___ _ 

Air: 15 
Water: 15 
Earth: 15 
Mind: 10 
Spirit: 5 
Body: 10 
Light: 0 
Dark: 0 
Physical: 10 

..,.,_ 
Fire: 20 
Air: 20 
War er: 20 
Earth: 20 
Mind: 15 
Spirit: 5 
Body: 15 
Light: 0 
Dark: 0 
Physical: 15 

n 
7J rn 
~ c 
7J rn 
(fl 

)> 
z 
CJ 
z 
v n 
(.Jl 
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Evil Eyes 
Flot1ti11g Lye 

Hit Points: 180 
Armor Oass: 20 
Experience: 1,200 
Treasure: lOdlO gold, 10% Level 4 Ring 
Fly: Yes 
Movement Limit: Medium 
Speed: 140 
Al Type: Aggressive 
Recovery: 70 
Targeting: S 

pecial Accion: None 
Attack Bonus: Asleep 

Alt4f'lt Alt4clt% "ljpe 
1 
2 

Spell 
I 
2 

Water 
Damage __ M_iss_ik_· --~ 
5d6 Yes 

Gt1Zl'I' 

Hit Points: 280 
Armor Class: 30 
Experience: 2,000 
Treasure: I 5d 10 gold, 20% Level 5 Ring 
Fly: Yes 
Movement Limit: Medium 

peed: 160 
Al Type: Aggressive 
Recovery: 60 
Targeting: SD 
Special Action: None 
Attack Bonus: Afraid 

Atwclt Att4clt% 'ljpe v.wuw Missik 
1 Fire 6d6 Yes 
2 

SpeU 1jpe Alt4clt% 
1 
2 

Hit Points: 400 
Armor Class: 40 
Experience: 3,000 
Treasure: 20d 10 gold, 30% Level 6 Ring 
Fly: Yes 
Movement Limit: Shore 
Speed: 180 
Al Type: Aggressive 
Recovery: 50 
Targeting: None 
Special Action: Shor x3 
Attack Bonus: Insane 

Alt4clt% "ljpe 0-ge Missik 
Air 7d6 Yes 

2 

Rrsisrances 
Fire: 30 
Air: 30 
Water: Immune 
Earth: 30 
Mind: Immune 
Spirit: 15 
Body: Immune 
Light: LO 
Dark: 15 
Physical: 30 

Rmstllnm 

Fire: Immune 
Air: 40 
Water: 30 
Earth: 40 
Mind: Immune 
Spirit: 15 
Body: Immune 
Light: 10 
Dark: 15 
Physical: 40 

Rrsistllnces 

Fire: 40 
Air: Immune 
Warer: 40 
Earth: 50 
Mi ad: Immune 
Spirit: 15 
Body: Immune 
Light: 10 
Dark: 15 
Physical: 40 



Gargoyles 
Ston e Garg oyle 

Hit Poinrs: 73 
Armor Class: 18 
Experience: 4 16 
Treasure: 5d!O gold, 5% Level 2 Amulet 
Fly: Yes 
Movemenr Limit: Long 
Speed: 300 
Al Type: Aggressive 
Recovery: 80 
Targeting: None 

pecial Accion: None 
Arrack Bonus: Weak 

Anack Arrack% 7jpt D-~ Mimk 
I Physical 2dl2 No 
2 
Spell T'fft Attack% 
I 
2 

Marble Gargoyfr 

Hie Points: I 14 
Armor Clas : 22 
Experience: 704 
Treasure: lOdlO gold, 10% Level 2 Amulet 
Fly: Yes 
Movemenr Limit: Long 
Speed: 320 
Al Type: Aggressive 
Recovery: 80 
Targeting: None 
Special Action: None 
Arrack Bonus: Paralyze 

A114t"k Attack% 7jpe Da""W Missik 

1 
2 

Physical 2dl 2+4 No 

Obsidian Gargoyle 

Hit Points: 207 
Armor Class: 35 
Experience: 1,419 
Treasure: 25d I 0 gold, 20% Level 3 Amulet 
Fly: Yes 
Movemenr Limit: Medium 
Speed: 350 
Al Type: Suicidal 
Recovery: 70 
Targecing: None 

pedal Accion: None 
Attack Bonus: Paralyze 

Attllck Arrack% Type Dama~ Missile 
I Physical 2d 12+8 No 
2 

Sprll 
1 
2 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Waccr: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

CHAFTE.R. 5E. VE.N 

Rnistanas 

20 
20 
20 
40 
Immune 
Immune 
lmmune 
0 
0 
20 

Rnistanas 

30 
30 
30 
50 
Immune 
Immune 
lmmunc 
0 
0 
40 

Rnistances ----i 
50 
50 
50 
70 
lmmune 
lmmunc 
Immune 
0 
0 
Immune 

n 
7J 
rn 
~ c 
7J 
rn 
CJ', 

)> 
z 
\J 
z 
v n 
(./) 
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Genies 
Dji1111i 

Hie Points: 207 
Armor Class: 35 
Experience: I ,419 
Treasure: 30% Level 4 item 
Fly: Yes 
Movement Limit: Free 
Speed: 200 
AI Type: Aggressive 
Recovery: 60 
Targeting: M 

pecial Action: None 
Arrack Bonus: None 

Attack Att4ck% 7jpe fHlnwgr Missik 
I Water 8d4+8 Yes 
2 

Sp~IJ 7jpe AltRCk96 
I Level 8 Master Acid Burse 25% 
2 

Genie 

Hie Points: 325 
Armor Class: 45 
Experience: 2,376 
Treasure: 30% Level 5 icem 
Fly: Yes 
Movement Limit: Free 
Speed: 220 
Al Type: Aggressive 
Recovery: 5 0 
Targeting: M 

pecial Action: None 
Arrack Bonus: Asleep 

Atwk Alt4ck96 7jpe D1Z11U1gr MissiY 
l Fire 10d5+ 10 Yes 
2 

Spe/J 1jpe Alt4ck96 
1 
2 

Level 8 Master Fireball 

Hie Points: 467 
Armor Class: 55 
Experience: 3.575 
Treasure: 30% Level 6 item 
Fly: Yes 
Movement Limit: Free 
Speed: 250 
AI Type: Aggressive 
Recovery: 40 
Targeting: M 

pecial Action: None 
Attack Bonus: Afraid 

Alt4c.t96 1jpe v.,,,. 

I 
2 

Air 12d4+12 

7jpe 
Level I 0 Master Lightning Bole 

25% 

~ttack96 

25% 

Fire: 
Air: 
Wac er: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earlh: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 

piric: 
Body: 
Light: 
Dark: 
Physical: 

Rn is ranees 

30 
30 
Immune 

30 
50 
0 
50 
10 
10 
30 

Rnistanas 
Immune 
30 
30 
30 
50 
0 
50 
LO 
10 
30 

50 
Immune 

50 
50 
50 
0 
50 
10 
10 
50 



Ghosts (Undead) 
Shade 

Hir Poinrs: 35 
Armor Class: 25 
Experience: l 7 l 
Treasure: 5% Level 2 irem 
Fly: Yes 
Movemenr Limit: Free 
peed: 240 

Al Type: Normal 
Recovery: l 00 
Targeting: CP 
Special Accion: None 
Accack Bonus: Weak 

Auack Attack% Ijpt Damage Missik 
l Physical !d6+6 No 
2 

SptU Tjp_t Atuu-A-96 
I 
2 

Specter 

Hie Poincs: 55 
Armor Class: 30 
Experience: 299 
Treasure: I 0% Level 3 icem 
Fly: Yes 
Movement Limic: Long 
Speed: 260 
AJ Type: Normal 
Recovery: 90 
Targeting: CP 

pecial Action: None 
Arrack Bonus: None 

Artack AuacA-96 Tjpt Dama gt Missik 
I Physical 2d6+6 No 
2 

SptU 7i Attack% 
I 
2 

Ghost 

Hie Poincs: 93 
Armor Class: 35 
Experience: 5 5 l 
Treasure: 20% Level 4 item 
Fly: Yes 
Movemenr Limic: Medium 
Speed: 300 
AJ Type: Suicidal 
Recovery: 90 
Targering: CP 
Special Action: None 
Arrack Bonus: Unconscious 

AIUlck A1tack% Ijpe Damagr Missik 
1 Physical 3d6+6 No 
2 
Spell Attack% 
I 
2 

CHAFTE.J~ SE._ VE._N 

Rnistllnm n Fire: 10 
Air: 10 7J 
Warer: immune rii Eaf[h: 10 
Mind: Immune 

~ Spiric: 10 
Body: Immune 
Lighc: 0 c Dark: 30 
Physical: 10 7J 

rii 
(Jl 

)> 
z 

Renstllnces \J Fire: 15 
Air: 15 z Wacer: Immune 
Earch: 15 v Mind: Immune 
Spiric: 15 n 
Body: Immune (J'i 
Lighc: 0 
Dark: 30 
Physical: 15 

Rnistanas 
Fire: 20 
Air: 20 
Wacer: Immune 
Earth: 20 
Mind: Immune 
Spiric: 20 
Body: Immune 
Llghc: 0 
Dark: 30 
Physical: 20 
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Ghou/,s (Undead) 
Gha st 

Hit Points: 35 
Armor Class: 8 
Experience: I 71 
Treasure: 5d4 gold 
Fly: No 
Movement Limit: Medium 

peed: 160 
AI Type: Aggressive 
Recovery: I I 0 
Targeting: CP 
Special Action: None 
Attack Bonus: Disease I 

Attack Amick% 1jpe Damllge 
Physical ld7 

2 

SµU 1yPe 
I 
2 

Ghoul 

Hit Points: 55 
Armor Class: 14 
Experience: 299 
Treasure: 7 d4 gold 
Fly: No 
Movement Limit: Medium 
Speed: 180 
AI Type: Aggressive 
Recovery: I 00 
Targecing: CP 
Special Accion: None 
Arrack Bonus: Paralyze 

Altack Amick% Tyµ 
I Physical 
2 

Missile 
No 

Attack% 

Missik 
No 

SpeU ~·.~~~~~~~~~~~~~~ 
I 
2 

Re 1•e 1111111 

Hie Poinrs: 79 
Armor Class: 20 
Experience: 459 
Treasure: l 2d4 gold 
Fly: No 
Movemenr Limit: Medium 
Speed: 200 
Al Type: Suicidal 
Recovery: 90 
Targeting: CP 
Special Action: Nooe 
Anack Bonus: Paralyze 

Amick% Tjpe 
I Physical 
2 

SpeU 
I 

2 

Damllgr 
3d7+4 

Missik 
No 

Rrsistances 

Fire: 0 
Air: 0 
Wac er: Immune 
Earch: 0 
Mind: Immune 
Spirir: 0 
Body: Immune 
Lighr: 0 
Dark: 30 
Physical: 0 

Rnistances 

Fire: 0 
Air: 0 
Warer: Immune 
Earch: 0 
Mind: Immune 
Spiric: 0 
Body: Immune 
Lighr: 0 
Dark: 30 
Physical: 0 

Rnistances 
Fire: 0 
Air: 0 
Water: Immune 
Earrh: 0 
Mind: Immune 
Spirir: 0 
Body: Immune 
Lighr: 0 
Dark: 30 
Physical: 0 



CHAFTE.R. SE. VE.N 

Goblins 
Gobli11 

Hit Points: 13 
Armor C lass: 6 
Experience: 56 
Treasure: 4d4 gold 
Fly: No 
Movement Limit: Medjum 
Speed: 160 
Al Type: Normal 
Recovery: 1 00 
Targeting: W 
Special Action: None 
Artack Bonus: None 

Affllck Anack% 1jpe Damage Missile 

Rnistances n Fire: 0 
Air: 0 7J 
Water: 0 rn Earch: 0 
Mind: 0 

~ pirit: 0 
Body: 0 
Light: 0 c Dark: 0 
Physical : 0 7J rn 

I Physical Jd9 No 
2 10% Physical 4d2 Yes 

(Ji 
Spell 1jpe Anack% 

)> 
2 z 

Rnistancn CJ Fire: 0 

Hobgobli11 

Hit Poincs: 21 
Air: 0 z Water: 0 
Earth: 0 v Mind: 0 
Spirit: 0 n 
Body: 0 (Ji 
Light: 0 
Dark: 0 
Physical: 0 

Armor Class: I 0 
Experience: 96 
Treasure: 8d4 
Fly: No 
Movement Limic: Medium 
Speed: 170 
Al Type: Normal 
Recovery: I 00 
Targeting: W 
Special Action: None 
Attack Bonus: None 

Art ark Attack% 1jpe Damage Missile 
1 Physical ld9+2 No 
2 15% Physical 4d2+1 Yes 

Y,eU 1jpe Anack% 
1 
2 

Gobli11 /,ord Rnistancn 

Hie Points: 40 Fire: 10 

Armor C lass: 14 Air: 10 
Experience: 200 Water: 10 
Treasure: l 5d4 gold , 10% Level 1 item Earrh: 10 
Fly: No Mind: 10 
Movement Lirrur: Short 

peed: 180 
Al Type: Aggressive 
Recovery: 90 
Targeting: W 

pecial Acrion: None 

pirit: 0 
Body: 10 

Lighr: 0 
Dark: 0 
Physical: 10 

Attack Bonus: None 

Attack Altaek% 1jpe Damage Missile 
Physical ld9+4 No 

2 25% Physical 4d2+4 Yes 

Spell 1jpe Attack% 
I 
2 



FR.IMA'5 OFFICIAL STR.ATE.GY GUIDE. 

Go gs 
Gogliug 

Hir Poinrs: 25 
Armor Class: 6 
Experience: 119 
Treasure: None 
Fly: No 
Movemenr Limir: Shorr 
Speed: 200 
Al Type: Normal 
Recovery: 90 
Targering: S 

pecial Action: Explode (2d l 0 Fire Arrack) 
Attack Bonus: None 

Attack A1taek96 1jpe Pll11lllf' 
Fire ldl0+2 

2 

SpeU 1Jpe 
l 
2 

(,'fl g 

Hir Points: 45 
Armor Class: I 0 
Experience: 231 
Treasure: None 
Fly: No 
Movement Limir: Short 
Speed: 220 
Al Type: Normal 
Recovery: 85 
Targeting: S 
Special Acrion: Explode (2d10 Fire Arrack) 
Attack Bonus: None 

Anack Attack% 1jpe D4m4f! 
1 Fire ldl0+6 
2 

SpeU TJ!!_ 
1 
2 

iH11gog 

Hir Poinrs: 86 
Armor Class: 14 
Experience: 504 
Treasure: None 
Fly: No 
Movemenr Limit: Shorr 
Speed: 240 
Al Type: Aggressive 
Recovery: 80 
Targering: S 
Special Action: Explode (2d 10 Fire Arrack) 
Arrack Bonus: None 

Attack Attack% 1jpe Dtmui~ 
Fire 2d10+8 

2 

SpeU 1]1'!_ 
252 1 

2 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Missik 
Yes 

Alt4& 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirir: 
Body: 
Light: 
Dark: 
Physical: 

Yes 

Fire: 
Air: 
Warer: 
Earrh: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Yes 

An.rck96 

Immune 
10 
JO 
10 
10 
5 
10 
0 
0 
10 

Immune 
15 
15 
15 
15 
5 
15 
0 
0 
15 

Rnistanm 

Immune 
20 
20 
20 
20 
5 
20 
0 
0 
20 



Go/ems 
Bronze Gole111 

Hie Poinrs: 114 
Armor Class: 40 
Experience: 704 
Treasure: 20d8 gold 
Fly: No 
Movement Li mir: Shorr 
Speed: 160 
Al Type: Suicidal 
Recovery: I 00 
Targeting: None 
Special Acrion: Explode (4dl0 Earrh Arrack), Re.sisrance 
Arrack Bonus: Break Armor 

naclt Attack% Typt Damage Missik 
Physical Sd6+20 No 

2 10% Physical Sd4 Yes 

Sptll Type A111Uk% 

1 
2 

/Jr11ss Gole111 

Hir Poincs: 227 
Armor Class: 60 
Experience: 1,575 
Treasure: 30d8 
Fly: No 
Movement Limir: horr 
Speed: 170 
Al Type: Suicidal 
Recovery: 90 
Targeting: None 
Special Action: Explode (4dl0 EarrhArtack), Reiisrance 
Attack Bonus: Break Armor 

Attack Attack% Tjpe 
I Physical 
2 15% Physical 

Sp_tll 1jpe 
I 
2 

Damage 
7d6+25 
5d4+4 

Gold Gole111 

Hir Points: 400 
Armor Class: 80 
Experience: 3,000 
Treasure: 50d8 gold 
Fly: No 
Movement Limir: Shorr 
Speed: 180 
Al Type: Suicidal 
Recovery: 80 
Targering: None 

Missile 
No 
Yes 

A111Uk% 

Special Action: Explode (4d!O Earrh Arrack), Resistance 
Arrack Bonus: Break Armor 

Attack Attack% Tjpt 
1 Physical 
2 20% Physical 

~pell 1jpe 
1 
2 

Damage 
9d6+30 
Sd4+8 

Missile 
No 
Yes 

CHAFTE.R SE. VE.N 

&sis111ncn n Fire: 20 
Air: 20 7J 
Wacer: 20 rTI Earth: Immune 
Mind: Immune 

~ pirir: Immune 
Body: lmmune 
Lighr: 30 c Dark: 0 
Physical: 30 7J 

rTI 
(Ji 

)> 
z 

&sistanm \J Fire: 30 
Air: 30 
Warer: 30 z 
Earrh: Immune v Mind: Immune 
Spirir: Immune n 
Body: Immune Ul Lighr: 30 
Dark: 0 
Physical: 30 

&sistanm 
Fire: 40 
Air: 40 
Water: 40 
Earth: Immune 
Mind: Immune 

pirir: Immune 
Body: lmmune 
Light: 30 
Dark: 0 
Physical: so 
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Griffins 
Grijfi11 

Hir Poincs: 67 
Armor Class: 15 
Experience: 375 
Treasure: 1 Od6 
Fly: Yes 
Movemenc Limic: Free 
Speed: 250 
Al Type: Normal 
Recovery: 5 0 
Targeting: Nnne 
Special Action: None 
Arrack Bonus: None 

Attack Altack% 1jpt Damage 
I Physical 2d8+2 
2 

Spell 1jpe 
I 
2 

ll1111ti11g GrUfi11 
Hie Poinrs: 121 
Armor Class: 22 
Experience: 759 
Treasure: I 5d6 gold 
Fly: Yes 
Movemenr Limic: Long 
Speed: 300 
Al Type: Agressive 
Recovery: 60 
Targeting: None 
Special Action: Explode (2d 10 Fire Arrack) 
Arrack Bonus: Nnne 

Altllek Attack% 1jpe Damage 
1 Physical 2d8+6 
2 

Spell 1jp_t 
1 
2 

Royal Grijfi11 
Hit Poincs: 180 
Armor Class: 30 
Experience: 1,200 
Treasure: 30d6 gold 
Fly: Yes 
Movemenr Limic: Medium 
Speed: 320 
Al Type: Suicidal 
Recovery: 70 
Targecing: None 
Special Action: None 
Arrack Bonus: None 

Altack% 1jpe Damage 
I Physical 3d8+10 
2 

Spell 'ljpt 
1 
2 

Missile 
No 

Missile 
No 

Attack% 

Missile 
No 

Altllek% 

Fire: 
Air: 
Wacer: 
Earch: 
Mind: 
Spiric: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earch: 
Mind: 
Spirir: 
Body: 
Lighc: 
Dark: 
Physical : 

Fire: 
Air: 
Wacer: 
Earch: 
Mind: 
Spirir: 
Body: 
Light: 
Dark: 
Physical: 

Resistances 

5 
5 
5 
5 
5 
5 
5 
30 
0 
5 

5 
5 
5 
5 
5 
5 
5 
30 
0 
10 

&sistancts 

IO 
10 
10 
10 
10 
10 
JO 
30 
0 
15 



Harpies 
Harpy 

Hir Points: 61 
Armor Class: 12 
Experience: 336 
Treasure: 4d I 0 gold 
Fly: Yes 
Movement Limit: Long 

peed: 250 
Al Type: Aggressive 
Recovery: 90 
Targeting: X 
Special Action: None 
Arrack Bonus: Drunk 

rtack Attack% Type 
I Physical 
2 

Damage 
2d7+2 

Missik 
No 

SpeU Typ_'~~~~~~~~~~A_ttac:~k_%~~ 
I 
2 

llarpy /lag 

Hie Points: 79 
Armor Class: 14 
Experience: 4 59 
Treasure: 6d I 0 gold 
Fly: Yes 
Movement Limit: Long 
peed: 300 

Al Type: Aggressive 
Recovery: 90 
Targeting: X 
Special Action: None 
Attack Bonus: Curse x2 

Atldck Attack% Type 
1 Physical 
2 

Damage 
2d7+5 

Missik 
No 

Spell F,p_e __________ A_na_c_k_% __ _ 
I 
2 

Harpy Queen 

Hit Points: 93 
Armor Class: 16 
Experience: 5 51 
Treasure: lOdlO gold, 20% Level 2 Ring 
Fly: Yes 
Movement Limit: Long 
Speed: 350 
Al Type: Suicidal 
Recovery: 80 
Targeting: X 

pecial Action: None 
Attack Bonus: Age x3 

Attack Attack% Type Damage Missile 
1 Physical 2d7 + J 0 No 
2 

Spell 
I 
2 

CHAFTE.R. SE.VEN 

Rnistances 
Fire: 5 
Air: 5 
Water: 5 
Earth: 5 
Mind: 5 

pirit: 5 
Body: 5 
Light: 0 
Dark: 0 
Physical: 5 

Fire: 5 
Air: 5 
Wacer: 5 
Earth: 5 
Mind: 5 
Spirit: 5 
Body: 5 
Light: 0 
Dark: 0 
Physical: 10 

Fire: 10 
Air: 10 
Water: 10 
Earth: JO 
Mind: 10 
Spirit: 10 
Body: 10 
Lighr: 0 
Dark: 0 
Physical: 15 
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Hydras 
Fi re llyrl r11 

Hit Poinrs: 337 
Armor Class: 22 
Experience: 2,475 
Treasure: SOd 10 gold + Level 3 icem 
Fly: No 
Movement Limit: Medium 
Speed: 220 
Al Type: Aggressive 
Recovery: 80 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Attack Att4ck96 1jpe DlzmAgr Missik 
1 Fire lSdS Yes 
2 

SpeU 'Jjpe Attack% 
l 
2 

!Ii,. llyrl ,.,, 

Hie Poinrs: 467 
Armor Class: 44 
Experience: 3,575 
Treasure: lOOdlO gold+ Lcvd 4 item 
Fly: No 
Movement Limit: Medium 

peed: 240 
Al Type: Aggressive 
Recovery: 80 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Attack Attack% 1jpe Dam•ge Missik 
I Air 20dS Yes 
2 

SpeU 
1 
2 

Hie Points: 617 
Armor Class: 66 

Chaos llyrlr11 

Experience: 4,875 
Treasure: 200d 10 gold + Level S irem 
Fly: No 
Movement Limit: Shore 
Speed: 260 
Al Type: Aggressive 
Recovery: 80 
Targeting: None 
Special Action: None 
Arrack Bonus: Break Armor 

Attadr Att4ck96 1jpt D•m11gr Missile 
1 Energy 20dS Yes 
2 

SpeU 'Jjpe An«k96 
1 
2 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Rnistancn 
20 
20 
20 
20 
10 
10 
10 

s 
s 
20 

R.nistanm 
30 
30 
30 
30 
20 
20 
20 

s 
s 
30 

Rnistanca 
40 
40 
40 
40 
30 
30 
30 
s 
5 
40 



Liches (Undead) 
I i ch 

Hit Points: I 00 
Armor Class: 15 
Experience: 600 
Treasure: !Ocl20 gold, 10% Level 3 Misc. 
Fly: No 
Movement Limir: Medium 
Speed: 180 
Al Type: Aggressive 
Recovery: 90 
Targeting: DC 
Special Accion: None 
Arrack Bonus: None 

Ast.rck Attack% 
Fire Yes 

2 

Sji/J 1jµ """"'" Level 4 Ex:pcrr Toxic Cloud 20% 
2 

Polt't"r I ich 

Hit Points: 180 
Armor Class: 20 
Experience: 1,200 
Treasure: l 5cl20 gold, 10% Level 4 Misc. 
Fly: No 
Movement Limir: Medium 
Speed: 200 
Al Type: Aggressive 
Recovery: 80 
Targeting: DC 
Special Action: None 
Arrack Bonus: None 

Alt4Ck Attat.A-96 7jµ Dtlmdir Milsite 
I Air 4d8+12 Yes 
2 

Sptll "ljpe .Att.d96 
1 Level 8 Master Shrapmetal 20% 
2 

Hit Poinrs: 280 
Armor Class: 25 
Experience: 2,000 
Treasure: 30cl20 gold, 30% Level 5 Misc. 
Fly: No 
Movement Limit: Shorr 
Speed: 220 
Al Type: Suicidal 
Recovery: 70 
Targeting: DC 
Special Action: None 
Arrack Bonus: Age x3 

ttac.k Altack% 1YP!. 
I Dark Yes 
2 

Spell 1jpt 
I Level 12 Master Dragon Breath 30% 
2 Level 12 Master Pain Reflection 50% 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirir: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind; 

Spirir: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Warcr: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

CHAfTE.R. 5E. VE.N 

~ 

20 
20 
20 
20 
Immune 
0 
Immune 
0 
30 
20 

Riaist"""' 
25 
25 
25 
25 
Immune 
0 
Immune 
0 
30 
25 

Rmstll1lus 
30 
30 
30 
30 
Immune 
0 
Immune 
0 
30 
30 

n 
?J 

~ c 
?J 
rn 
(J'i 

)> 
z 
CJ 
z 
v 
n 
(]) 
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Medusas 
.'11 <'fl II s (/ 

Hit Points: 227 
Armor Class: 20 
Experience: 1,575 
Treasure: 10d20 gold, 10% Lcvd 3 Misc. 
Fly: No 
Movement Limit: Medium 
Speed: 200 
Al Type: Normal 
Recovery: 80 
Targeting: None 
Special Action: None 
Arrack Bonus: Paralyze 

Art.ult Altack96 Typt 
I 
2 

S~IJ 
1 
2 

Physical 
Damagt 
4d4+8 

Q11ee11 1llerl11 .<11 

Hit Points: 280 
Armor Class: 25 
Experience: 2,000 

Missile 
Yes 

Treasure: l 5d20 gold, I 0% Level 4 Misc. 
Fly: No 
Movement Limit: Medium 
peed: 220 

Al Type: Aggressive 
Recovery: 80 
T argcting: None 

pecial Action: None 
Attack Bonus: Scone 

Attat'k Att.rrck% 1jpt Damav Missile 
I Physical 5d4+10 Yes 
2 

SpeU Typ~ Altack96 
I 
2 

l.'111pre.-; !Herl11s11 

Hit Points: 337 
Armor Class: 30 
Experience: 2.475 
Treasure: 30d20 gold, 30% Level 5 Misc. 
Fly: No 
Movement Limit: Shorr 
Speed: 240 
Al Type: Suicidal 
Recovery: 70 
Targeting: None 
Special Action: None 
Arrack Bonus: Srone 

Att.rrck96 1jpt 
Physical 

Missile 
Yes 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
pirit: 

Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Resisl4Jicn 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
0 

&sisttmcts 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
0 

&sislancts 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
Immune 
0 



Minotaurs 
!Hi11011111r 

Hie Points: 269 
Armor Class: 30 
Experience: 1,911 
Treasure: I Od20 gold, I 0% Level 4 Axe 
Fly: No 
Movement Limit: Long 
Speed: 250 
Al T ypc: Normal 
Recovery: 80 
Targcring: None 
Special Action: None 
Arrack Bonus: None 

nae It Attadt% 1j~ D11magr Missik 
I Physical 3d7+25 No 
2 

SptU 1jpt Azt.aclt96 
I 
2 

Mi II {)I ti 111' II(' ti rl s 1111111 

Hie Points: 525 
Armor Class: 35 
Experience: 4,071 
Treasure: 20d20 gold, J 0% Level 5 Axe 
Fly: No 
Movement Limir: Medium 
Speed: 260 
Al Type: Aggressive 
Recovery: 70 
Targering: None 
Special Action: None 
Arrack Bonus: Insane 

Attack Anaclt% 1jpt Dilmagt Missik 
I Physical 3d7+40 No 
2 

Spell 'JPt Att4clt96 
I 
2 

Ali11ott111r Lorri 

Hir Points: 861 
Armor Class: 40 
Experience: 7,031 
Treasure: 50d20 gold, 20% Level 6 Axe 
Fly: No 
Movement Limir: Shorr 
Speed: 300 
Al Type: Suicidal 
Recovery: 60 
Targeting: None 
Special Action: None 
Arrack Bonus: Dead 

Anaclt Azt.aclt% 1jpt Dllmair Missik 
I Physical 3d7 +60 No 
2 

Sf'!U 1jlt Attt1elt96 
I 
2 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earrh: 
Mind: 
Spirit 
Body: 
Light: 
Dark: 
Physical: 

CHAFTEJ\ 5E. VE.N 

Rnistllnm 

JO 
10 
10 
10 
10 

5 
10 

5 
5 
10 

RnisRm«s 
20 
20 
20 
20 
20 
10 
20 
JO 
JO 
20 

Rni.stances 

30 
30 
30 
30 
30 
J5 
30 
15 
15 
30 

n 
?J rn 
~ 
c 
?J rn 
(fl 

)> 
z 
CJ 
z 
v 
n 
(Ji 
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Monks 
,\1011k 

Hit Points: 30 
Armor Class: I G 
Experience: 144 
Treasure: 5% Level 1 Misc. 
Fly: No 
Movement Limit: Long 
Speed: 200 
Al Type: Normal 
Recovery: I 00 
Targeting: M 
Special Accion: None 
Attack Bonus: None 

Attack Attack% '!Jpt Dll1"4gr Missile 
Physical 2d8+4 No 

2 

SptU 1jpt Anack% 
I Level 3 Normal Fate 10% 
2 Level 3 Expert Hammcrhands 50% 

/11itit1ft• 

Hit Points: 73 
Armor Class: 19 
Experience: 4 16 
Treasure: 5% Level 2 Misc. 
Fly: No 
Movement Limit: Long 
Speed: 220 
Al Type: Aggressive 
Recovery: 90 
Targeting: M 

pecial Accion: None 
Attack Bonus: None 

Att11dt Anack% 1jpt /Jtz1114ft Missile 
1 Physical 2d8+ 12 No 
2 

SpeU 
1 

'/Jpt 
Level 6 Expert Harm 

2 Level 6 Expert Hammerhands 

Hir Points: 153 
Armor Class: 28 
Experience: 999 
Treasure: 10% Level 3 Misc. 
Fly: No 
Movement Limit: Long 
Speed: 240 
Al Type: Suicidal 
Recovery: 80 
Targeting: M 

pecial Action: None 
Attack Bonus: None 

Anack% 1jpt 
Physical 

1jpt 

D411111gr 
2d8+20 

Level 9 Expert Mind Blasr 
Level 9 Expert Hammerhands 

Att11ek% 
10% 
50% 

Missile 
No 

Att11ck'J6 
10% 
50% 

Rnistanctt 
Fire: 5 
Air: 5 
Water: 5 
Earth: 5 
Mind: 10 
Spirit: 5 
Body: 10 
Light: 30 
Dark: 0 
Physical: 5 

RnistanuJ 
Fire: 10 
Air: 10 
Water: 10 
Earth: 10 
Mind: 15 
Spirit: 10 
Body: 15 
Light: 30 
Dark: 0 
Physical: 10 

Rnistant:tJ 
Fire: 15 
Air: 15 
Water: 15 
Earth: 15 
Mind: 25 
Spirit: 15 
Body: 25 
Light: 30 
Dark: 0 
Physical: 15 



Necromancers 
Necro 1111111ct' r 

Hie Points: 137 
Armor Class: 14 
Experience: 875 
Treasure: I Sd 12 gold, I 0% Level 3 Boors 
Fly: No 
Movement Limit: Medium 
peed: 200 

Al Type: Aggressive 
Recovery: 90 
Targeting: P 

pecial Action: Summon hade 
Arrack Bonus: None 

Attack 
l 

Att.1ck% Type Damage Missik 
Dark 9d4 Yes 

2 
Spell 
I 
2 

1jpe 
Level 4 Expert Toxic Cloud 

Attack% 
20% 

Spe11her for the Dead 
Hit Points: 227 
Armor Class: 18 
Experience: 1,575 
Treasure: 25d 12 gold, I 0% Level 4 Boors 
Fly: No 
Movemenr Limir: Medium 

peed: 220 
Al Type: Aggressive 
Recovery: 80 
Targering: P 
Special Action: Summon pecrer 
Arrack Bon us: None 

Attack Attack% 7Jpe 
I Dark 

2 
7Jpe 

Damage 
12d4 

Spell 
1 Level 8 Master hrapmeral 
2 

Q11ee11 of tlu De11d 

Hir Points: 400 
Armor Class: 30 
Experience: 3,000 

Missik 
Yes 

Attack% 
30% 

Treasure: 40d 12 gold, 30% Level 5 Boors 
Fly: No 
Movement Limit: Short 

peed: 240 
Al Type: Aggressive 
Recovery: 70 
Targeting: P 
Special Action: Summon Ghosr 
Arrack Bonus: None 

Attack Attdck% Type Damage MiSJik 
1 Dark 16d4 Yes 
2 

Spell "fjpe Attack% 
I Level I 0 Master Dragon Breath 30% 
2 Level 10 Master Pain Reflection 50% 

Fire: 

Air: 
Water: 

Earch: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Wac er: 

Earth: 
Mind: 
Spirir: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 

Physical: 

CHAFTE..R SE.. VE..N 

&sistancn 

20 

20 
20 
20 

15 

5 
15 
0 
Immune 
10 

Rtsist4nrn 

30 
30 
30 
30 
20 
10 
20 

0 
Immune 
20 

&sist4nces 

40 

40 
40 
40 

25 
15 
25 
0 
Immune 

30 

n 
?J 
rn 
~ 
c 
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rn 
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Oozes 
Emerald Ooze 

Hit Points: 50 
Armor Class: 8 
Experience: 264 
Treasure: 5% Level 2 item 
Fly: No 
Movemenc Limit: Free 

peed: 120 
Al Type: Normal 
Recovery: I 00 
Targeting: None 
Special Action: None 
Attack Bonus: Break Weapon 

Attack Attack% 1jpe 
l 

2 
Water 

DtZ1Nlgt 
ld6 

Missik 
No 

~s~~"-u~~-?.~P-"~~~~~~~~~~A_tta_~_k_%~___, 
1 

2 

Sapphire Ooze 

Hit Points: 86 
Armor Class: l 0 
Experience: 504 
Treasure: 5% Level 3 item 
Fly: No 
Movement Limit: Free 
Speed: 140 
AI Type: uicidal 
Recovery: I 00 
Targeting: None 
Special Action: None 
Attack Bonus: Break Armor 

Attack Attack% 1jpe 
1 Water 
2 

1jpe 

Damage 
3d6 

SpeU 
1 Level 1 Expert Toxic Cloud 
2 

Bloodsto11t' Ooze 

Hit PointS: 137 
Armor Class: 12 
Experience: 875 
Treasure: 5% Level 4 irem 
Fly: No 
Movement Limit: Free 
peed: 160 

AI Type: uicidal 
Recovery: 1 00 
Targeting: None 
Special Action: None 
Attack Bonus: Break Item 

Atwck Attack% 1jpe 
Water 

Type 

Damagt' 
5d6 

Level 2 Expert Toxic Cloud 

Missile 
No 

A1rack% 

10% 

MiJsi/e 
0 

Attack% 
15% 

&sis11mces 
Fire: 0 
Air: 0 
Water: 0 
Earth: 0 
Mind: Immune 
Spirit: Immune 
Body: Immune 
Light: 0 
Dark: 0 
Physical: Immune 

&sistanas 

Fire: 0 
Air: 0 
Water: 0 
Earrh: 0 
Mind: Immune 
Spirit: Immune 
Body: Immune 
Light: 0 
Dark: 0 
Physical: Immune 

Resist.mces 

Fire: 0 
Air: 0 
Water: 0 
Earth: 0 
Mind: Immune 

pirit: Immune 
Body: Immune 
Light: 0 
Dark: 0 
Physical: Immune 



Peasants 
l'e11s1111t 

Hie Points: 3-9 
Armor Class: 3-6 
Experience: 11-39 
Treasure: 2d6-4d6 gold 
Fly: No 
Movement Limic: Long 
Speed: 140 
AI Type: Wimp 
Recovery: I 00 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Attack 
I 

Type 
Physical 

2 

Spell 
I 

2 

Rats 

Damage 
2d2 

Gia11t Rat 

Hie Points: 6 
Armor Class: 4 
Experience: 24 
Treasure: 2% Level I Ring 
Fly: No 
Movement Limit: Free 
Speed: 250 
Al Type: Normal 
Recovery: 7 5 
Targeting: None 
Special Action: None 
Attack Bonus: Disease 

Attack Atrack% 7jpe Damage 
Physical Ld8 

2 

Spell Type 
l 
2 

Ligh111i11g Rat 

Hie Points: 13 
Armor Class: 5 
Experience: 56 
Treasure: 2% Level l Ring 
Fly: No 
Movement Limit: Free 
Speed: 250 
Al Type: Normal 
Recovery: 75 
Targeting: None 

pecial Action: None 
Arrack Bonus: Disease 

A track Attack% 1jµ Damagr 
I Physical ld8+2 
2 10% Air 2d4 

Spell 1jµ 
l 
2 

Missiu 
No 

Missile 
No 

Attack% 

Missile 
No 
Yes 

Atrack% 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Eanh: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earth: 
Mind: 

piric: 
Body: 
Lighc: 
Dark: 
Physical: 

CHAFTE.K 5E. VE.N 

Rnistances 

0 
0 
0 
0 
0 
0 
0 
0 
0 
0 

Rnisunces 

0 
0 
0 
0 
0 
0 
0 
0 
0 
0 

Rnistancn 

0 
0 
0 
0 
0 
0 
0 
0 
0 
0 

n 
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Fire Rat Rnistanm 

Hie Points: 21 Fire: 0 
Armor Class: 8 Air: 0 
Experience: 96 Wacer: 0 
Treasure: 2% Level I Ring Earth: 0 
Fly: No Mind: 0 
Movement Limit: Free 
Speed: 250 
AI Type: Aggressive 
Recovery: 7 5 
Targeting: None 
Special Action: None 

Spirit: 0 
Body: 0 
Lighc: 0 
Dark: 0 
Physical: 0 

Accack Bonus: Disease 2 

Attack An4Ck% Type Da1114ge Munk 
l Physical ld8+6 No 
2 15% Fire 2d5 

SpeU Tjpe 
1 
2 

Roes 
Roe Rnistanus 

Hie Points: 153 Fire: 10 
Armor Class: 20 Air: JO 
Experience: 999 Warer: 10 
Treasure: l Od8 Earth: 10 
Fly: Yes Mind: 10 
Movement Limit: Free 
peed: 275 

AI Type: Normal 
Recovery: 80 
T argecing: None 

pecial Action: None 

Spirit: 5 
Body: 10 
Light: 0 
Dark: 0 
Physical: 20 

Accack Bonus: None 

Attack Anaclt% 1jpt Da11Ulge Mwik 
Physical 3d!0+20 No 

2 

SpeU 1jpt Attack% v 
l 
2 

Greater Roe Resistanm 

Hie Points: 269 Fire: 20 
Armor Class: 30 Air: 20 
Experience: 1,9 1 l Wacer: 20 
Treasure: 20d8 Earth: 20 
Fly: Yes Mind: 20 
Movement Limir: Long 
Speed: 300 
Al Type: Aggressive 
Recovery: 70 
Targeting: None 
Special Acrion: None 

Spiric: 5 
Body: 20 
Lighr: 5 
Dark: 5 
Physical: 30 

Arrack Bonus: None 

Attack A1taelt% Type Damage Missik 
Physical 4dl0+25 No 

2 

SpeU 7jpe Attack v 
I 
2 



I h1111derbird 

Hit Points: 413 
Armor Class: 40 
Experience: 3, 111 
Treasure: 35d8 
Fly: Yes 
Movement Limit: Medium 
Speed: 325 
Al Type: Suicidal 
Recovery: 60 
Targeting: None 
Special Action: None 
Anack Bonus: Break Armor 

Attaclr Attaclr96 1jpe Damagr Missilr 
I Physical 5dl0+30 No 
2 

Sp_tll 
I 
2 

Sharks 
Giaut Slwr/1 

Hit Points: 162 
Armor Class: 30 
Experience: 1,064 
Treasure: None 
Fly: Yes (swim) 
Movement Limit: Free 
Speed: 200 
Al Type: Aggressive 
Recovery: 90 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Atta cir Attack% 1jpe Dllmagr 
I Warer !d20+25 
2 

SptU Type 
I 
2 

Pir1111ht1 Shark 

Hit Points: 237 
Armor Class: 35 
Experience: 1,656 
Treasure: None 
Fly: Yes (swim) 
Movement Limit: Free 
Speed: 200 
Al Type: Aggressive 
Recovery: 90 
Targeting: None 
Special Action: None 
Attack Bonus: None 

Attaclr Attack% Type Dllmage 
I Water ld20+35 
2 

SpeU Type 
I 
2 

Missik 
Yes 

Att.:rclr% 

Missile 
Yes 

Attaclr% 

CHAFTEJ\. 5E.. VE_N 
Rnistanm 

Fire: 30 
Air: Immune 
Water: 30 
Earth: 30 
Mind: 30 
Spirit: 5 
Body: 30 
Light: 10 
Dark: 10 
Physical: 40 

v 
&sistanca 

Fire: 0 
Air: 0 
Water: Immune 
Earth: 0 
Mind: 0 
Spirit: 0 
Body: 0 
Light: 0 
Dark: 0 
Physical: 30 

&sistanca 
Fire: 0 
Air: 0 
Water: Immune 
Earth: 0 
Mind: 0 
Spirit: 0 
Body: 0 
Light: 0 
Dark: 0 
Physical: 40 

n 
?\J rn 
~ 
c 
?\J rn 
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)> 
z 
CJ 
z 
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D 1'11go 11 Sh11 l'k 

Hie Poincs: 374 
Armor Class: 40 
Experience: 2,784 
Treasure: None 
Fly: Yes (swim) 
Movemenc Limic: Free 
Speed: 200 
Al Type: Aggressive 
Recovery: 80 
Targecing: None 
Special Accion: None 
Accack Bonus: Afraid 

Att11clt Attaelt% Tjpt Damage 
I Wacer ld20+45 
2 

Spe/J 7jpe 
I 
2 

Skeletons (Undead) 
Sluleto11 

Hie Poincs: 21 
Armoe Class: 8 
Experience: 96 
Treasrne: 4d6 gold 
Fly: No 
Movemenc Limit: Medium 
peed: 220 

AI Type: Aggressive 
Recovery: 100 
TaJgeeing: None 
Special Action: None 
Arcack Bonus: None 

Att4l'lt Attllclr% 7Jpe Damage 
I Physical 3d4+2 
2 

Spe/J 7jpe 
I 
2 

Skeleto11 W11l'riol' 

Hie Poincs: 40 
Armor Class: JO 
Experience: 200 
Treasure: 7d6 gold 
Fly: No 
Movement Limie: MediUJn 
Speed: 250 
AI Type: Aggressive 
Recovery: 90 
TaJgeting: None 
Special Accion: None 
Acrack Bonus: Afraid 

Att4l'lt Anaelt% 1jpe 
I Physical 
2 

Spe/J 
l 

2 

Damage 
3d4+2 

Missile 
Yes 

Attadr% 

Missile 
No 

Attack% 

Misrik 
No 

Attaelt% 

Fire: 
Air: 
Wacer: 
Earch: 
Mind: 
piric: 

Body: 
Lighc: 
DaJk: 
Physical: 

Fire: 
Air: 
Wacer: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
EaJth: 
Mind: 

picic: 
Body: 
Light: 
DaJk: 
Physical: 

Re<iJtances 
0 
0 
Immune 
0 
0 
0 
0 
0 
0 
50 

Rrsistances 

0 
0 
0 
0 
Immune 
0 
Immune 
0 
30 
5 

Re1ist111ices 

0 
0 
0 
0 
Immune 
0 
Immune 
0 
30 
5 



Skeleton Lord 

Hir Poinrs: 61 
Armor Class: 14 
Experience: 336 
Treasure: 1 Od6 gold, 5% Level 2 Sword 
Fly: No 
Movement Llmir: Shorr 
Speed: 280 
Al Type: Suicidal 
Recovery: 80 
Targecing: None 
Special Accion: None 
Arrack Bonus: Curse 

At111dt Attaclr% 7jpe DamAgr Missile 
1 Physical 3d4+4 No 
2 

Soldiers 
Co 11sc1· i pt 

Hie Poinrs: 61 
Armor Class: 18 
Experience: 336 
Treasure: !OdlO gold, 5% Level 1 Chain 
Fly: No 
Movement Limit: Long 
peed: 220 

Al Type: Normal 
Recovery: 90 
Targeting: XE 
Special Acrion: None 
Arrack Bonus: None 

Attaclr Att11ck% 7jpe Damagr Missile 
1 Physical 3d3+6 No 
2 

Spell 
1 
2 

Hit Points: 129 
Armor Class: 24 
Experience: 816 

Soldier 

Treasure: 20d10 gold, 5% Level 2 Chain 
Fly: No 
Movement Limic: Long 
Speed: 240 
AI Type: Aggressive 
Recovery: 80 
Targecing: XE 
Special Accion: None 
Attack Bonus: None 

Attack Attdck% Type Damage Missile 
I Physical 3d3+10 No 
2 

Spell 
1 
2 

CHAFTE..f\ SE_ VE._N 
&sistanm 

Fire: 0 
Air: 0 n Water: 0 
Earth: 0 ?\J 
Mind: Immune rn Spirit: 0 
Body: Immune 

~ Light: 0 
Dark: 30 
Physical: 5 c 

?\J 
rn 
(Jl 

)> 
z Rnistancn 

CJ Fire: 10 
Air: 10 
Water: 10 z Earth: 10 
Mind: 15 v 
Spirit: 10 n Body: 15 
Light: 0 (Ji 
Dark: 0 
Physical: 10 

Rnistllncn 

Fire: 20 
Air: 20 
Water: 20 
Earth: 20 
Mind: 25 
Spiric: JO 
Body: 25 
Light: 0 
Dark: 0 
Physical: 20 
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Fighter 

Hir Poinrs: 227 
Armor Class: 30 
Experience: 1,575 
Treasure: 30d10 gold, 10% Level 3 Chain 
Fly: No 
Movemenc Limir: Medium 
Speed: 260 
Al Type: Aggressive 
Recovery: 70 
Targeting: XE 
Special Action: None 
Arrack Bonus: Break Weapon 

Attack Attack% Type Dam4gr Missilr 
1 Physical 3d3+ 14 No 
2 

Spell Typ_t Attack% 
1 
2 

Sorcerers 
Sori·erer 

Hie Poinrs: 137 
Armor Class: 14 
Experience: 875 
Treasure: 15dl2 gold, 10% Level 3 Scaff 
Fly: No 
Movemenc Limir: Medium 
Speed: 200 
Al Type: Aggressive 
Recovery: 90 
Targeting: None 
Special Action: Sununon Lesser Lighc Elemencal.Resistance 
Acrack Bonus: None 

Attack 
l 

Attack% 1jpe 
Light 

Damagr 
9d4 

2 

Spell 
I Level 4 Expert Dispel Magic 
2 

Hie Points: 227 
Armor Class: 18 
Experience: 1,575 

Missilr 
Yes 

Attack% 
20% 

Treasure: 25d 12 gold, 1 0% Level 4 Scaff 
Fly: No 
Movement Limic: Medium 
Speed: 220 
AI Type: Aggressive 
Recovery: 80 
Targeting: None 
Special Accion: Summon Lighc Elemental 
Accack Bonus: None 

Attack Attack% 1jpe Damage Missile 
1 Lighc 12d4 Yes 
2 

SpeU 1jpe Attack% 
1 Level 8 Masrer Dispel Magic 30% 
2 Level 8 Masccr Hour of Power 50% 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirir: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earth: 
Mind: 
Spirir: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earch: 
Mind: 
Spiric: 
Body: 
Lighc: 
Dark: 
Physical: 

&sistanm 

30 
30 
30 
30 
35 
10 
35 
0 
0 
30 

Resistances 
20 
20 
20 
20 
15 
5 
15 
immune 

5 
10 

Rnistllnt:es 

30 
30 
30 
30 
20 
10 
20 
Immune 
5 
20 



1' rcln1111ge 

Hit Points: 400 
Armor Class: 30 
Experience: 3,000 
Treasure: 40d 12 gold, 30% Level 5 Staff 
Fly: No 
Movemenr Limit: Shorr 
Speed: 240 
AI Type: Aggressive 
Recovery: 70 
Targeting: None 
Special Action: Summon Greater Light Elemental 
Arrack Bonus: None 

Attack A1t.rtck96 7jJw ~ Missi# 
I Energy 16d4 Yes 
2 

7jJw Anid96 
Level 12 Master Hour of Power 33% 

2 Level 12 Master Day of Protection 33% 

Spiders 

Hie Points: 17 
Armor Class: 10 
Experience: 75 
Treasure: None 
Fly: No 
Movement Limic: Medium 
Speed: 300 
AI Type: Normal 
Recovery: 90 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

It Alt.rtclt96 7jJw I>iatugt Missile 
Physical 3d2 No 

2 

SpeU 'Ffµ .Att«k96 
I 
2 

1'1•110111011; Spider 

Hit Points: 30 
Armor Class: l2 
Experience: 144 
Treasure: None 
Fly: No 
Movement Limit: Medium 
Speed: 280 
AI Type: Aggressive 
Recovery: 90 
Targecing: None 
Special Action: None 
Attack Bonus: Poison 2 

Artack Att«k96 'Ffµ ~ 
1 Physical 3d2+3 No 
2 

Spell 'Ffµ Alt4a96 
I 

2 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spiric: 
Body: 
Lighc: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

CHAFTE_R 5E_ VE_N 
&sist4nra 

40 
40 
40 
40 
25 
15 
25 
lmmune 
5 
30 

0 
0 
0 
0 
0 
0 
0 
0 
0 
0 

RaistJIMn 
0 
0 
0 
0 
0 
0 
0 
0 
0 
0 
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W' id() II' Ill II kt' I' R.nistances 

Hir Points: 50 Fire: 0 - Armor Class: 16 

>.J Experience: 264 
Treasure: None ·- Fly: No 

Ct' Movement Limir: Short ... Speed: 260 

~ 
Al Type: Aggressive 
Recovery: 90 
Targecing: None 

1 Special Acrion: None 

w . Arrack Bonus: Poison 3 

Air: 0 
Waccr: 0 
Earth: 0 
Mind: 0 
Spirit: 0 
Body: 0 
Lighc: 0 
Dark: 0 
Physical: 0 

~ Attack Alt4l"lt96 1Jpe Damage Missile 
I Physical 3d2+6 No 

~ 
2 

Spell 1jpe A1t4l"lt% 
I 
2 

Swordsmen 
Swords1111111 Rnistanus 

Hie Points: 40 Fire: 5 
Armor Class: 10 Air: 5 
Experience: 200 Water: 5 
Treasure: I Od6 gold Earth: 5 
Fly: No 
Movemenc Limic: Long 
Speed: 220 
Al Type: Aggressive 
Recovery: 90 
Targecing: T 
Special Action: None 

Mind: 5 
Spirit: 5 
Body: 5 
Light: 0 
Dark: 0 
Physical: 5 

Attack Bonus: None 

Alt4l"lt Alt4l"lt96 1jpe Dttmage Miss1 
l Physical 3d7+4 No 
2 

Spell 1Jpe Attack% 

2 

Guard Rnistanus 
Hie Poincs: 79 Fire: 10 
Armor Class: 15 Air: 10 
Experience: 459 Water: 10 
Treasure: l 5d6 gold, 5% Level 2 Sword Earth: IO 
Fly: No Mind: 10 
Movement Limic: Medium 
peed: 250 

Al Type: Aggressive 
Recovery: 80 
Targecing: T 
Special Accion: None 

Spirit: 5 
Body: 10 
Light: 0 
Dark: 0 
Physical: JO 

Arrack Bonus: None 

Attaclt Altaclt% 1jpe Damage Missile 
Physical 3d7+6 No 

Alt4l"lt% 
270 

2 



Ad1•e11t11rer 

Hir Points: 129 
Armor Class: 20 
Experience: 816 
Treasure: 30d6 gold, 10% Level 2 Sword 
Fly: No 
Movement Limit: Short 
Speed: 280 
Al Type: Aggressive 
Recovery: 70 
Targeting: T 
Special Action: None 
Arrack Bonus: Break Weapon 

k Attae 96 Jl,£'1'.-.e __ .--o;;;;:i,._ ...... 
l Physical 3d7 +8 No 
2 

SptU 
I 
2 

Thieves 

Hir Points: 30 
Armor Class: 10 
Experience: 144 

Thief 

Treasure: 3d10 gold, 5% Level I irem 
Fly: No 
Movement Limir: Medium 
Speed: 250 
Al Type: Normal 
Recovery: 60 
Targering: P 
Special Action: 
Arrack Bonus: 

Attac/t 
I Physical 
2 

'f'ell 
I 
2 

Hir Points: 50 
Armor Class: 14 
Experience: 264 

Rogz"' 

Treasure: 4dl0 gold, 10% Level 1 irem 
Fly: No 
Movemenr Limit: Medium 
Speed: 260 
Al Type: Normal 
Recovery: 60 
Targeting: P 
Special Action: 
Arrack Bonus: 

Atrack 
1 
2 

SpeU 
I 
2 

No 

CHAFTE.R. 5E. VE.N 
Resistances 

Fire: 15 
Air: 15 n Water: 15 
Earth: 15 7'J 
Mind: 15 rn Spirit: 5 
Body: 15 

~ Lighr: 0 
Dark: 0 
Physical: 15 c 

7'J rn 
(Jl 

)> 
z Resistances 

\J Fire: 0 
Air: 0 
War er: 0 z Earth: 0 
Mind: 0 v 
Spirit: 0 n Body: 0 
Light: 0 (Ji 
Dark: 0 
Physical: 0 

Resistances 

Fire: 0 
Air: 0 
Water: 0 
Earth: 0 
Mind: 0 
Spirit: 0 
Body: 0 
Llghr: 0 
Dark: 0 
Physical: 0 
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,l/11ster /"hief 

Hir Poinrs: 86 
Armor Class: 20 
Experience: 504 
Treasure: 5dl0 gold, 20% Level 2 irem 
Fly: No 
Movement Limit: Medium 
Speed: 270 
Al Type: Aggressive 
Recovery: 60 
Targeting: P 
Special Action: None 
Arrack Bonus: Sreal x2 

AtlllCk Alt«k96 1jµ /Mm Missik 
I Physical 3d4+ 12 No 
2 

Sµ/J Attack% 
I 
2 

Titans 
f"j I ti II 

Hie Poinrs: 617 
Armor Class: 60 
Experience: 4,875 
Treasure: 200d!O gold, 40% Level 5 item 
Fly: No 
Movement Limit: Short 
Speed: 200 
Al Type: Aggressive 
Recovery: 70 
Targeting: 0 
Special Accion: None 
Attack Bonus: Break Armor 

AtllU'k A""'*% 7jpe ~ Missile 
Air 20d20+60 Yes 

2 

SµU 1jµ At111Ck% 
Level 8 Master Psychic Shock 20% 

2 Level 8 Master Sparks 10% 

Storm f"it1111 

Hit Points: 787 
Armor Class: 70 
Experience: 6,375 
Treasure: 300d 10 gold + Level 5 item 
Fly: No 
Movement Limit: Short 

peed: 200 
A1 Type: Aggressive 
Recovery: 70 
Targeting: 0 

pecial Action: None 
Acrack Bonus: Break Weapon 

Alt«k% 'ljµ Ddmagr Missik 

1 
2 

Air 20d20+80 Yes 

7jpe 
Level 12 Master Psychic Shock 
Level 12 Master Sparks 

Att«k96 
20% 
10% 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirir: 
Body: 
Light: 
Dark: 
Physical: 

RrsirtatKa 

0 
0 
0 
0 
0 
0 
0 
0 
0 
0 

RrststatKa 

30 
Immune 
30 
30 
1mmune 
15 
30 
30 
30 
30 

Rnistllnrn 
50 
Immune 
50 
50 
Immune 
15 
50 
30 
30 
50 



Blood Titt111 

Hie Points: I, 187 
Armor Class: 80 
Experience: 9,975 
Treasure: 400d I 0 gold + Level 6 icem 
Fly: No 
Movement Limit: Shore 
Speed: 200 
Al Type: Aggressive 
Recovery: 70 
Targeting: 0 

pecial Action: None 
Accack Bonus: Dead 

Attack Attack% 7jpe Damagr Missile 
I Air 2d20+ 120 Yes 
2 

Spef/ 7jpt Attack% 
I Level I 6 Grand Mascer Psychic Shock 20% 
2 Level 16 Grand Master Sparks 10% 

Trees 
free ( Vari1111t I) 

Hit Poinrs: 50 
Armor Class: 8 
Experience: 264 
Treasure: 20% Level 3 Gem 
Fly: No 
Movement Limit: Stand 

peed: 120 
Al Type: Normal 
Recovery: I 00 
Targeting: D 
Special Action: None 
Attack Bonus: None 

Attack Attack% Tjpe 
I Physical 
2 50% Earth 

Spell 7jpe 
I 
2 

Damage 
2d10 
2d6 

Tree ( V11ri1111t 2) 

Hie Points: 86 
Armor Clas : I 0 
Experience: 504 
Treasure: 35% Level 3 Gem 
Fly: No 
Movement Limit: Scand 
Speed: 140 
Al Type: Suicidal 
Recovery: 1 00 
Targeting: D 
Special Accion: None 
Arrack Bonus: None 

Attack Attack% Tjpt Damage 
I Physical 4dl0 
2 50% Earch 4d6 

Spell 1jpt 
I 
2 

Missile 
No 
Yes 

Attack% 

Missile 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spiric: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Ear ch: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Wacer: 
Earth: 
Mjnd: 

Spirit: 
Body: 
Light: 
Dark: 
Physical: 

CHAFTEX SE_VE_N 
R.ni.stAnrts 

80 
Immune 
80 
80 
Immune 
15 
80 
30 
30 
80 

R.ni.stAnas 

0 
20 
20 
Immune 
lmmune 
IO 
Immune 

5 
5 
20 

Jlnislllnct!S 

0 
30 
40 
lmmune 
lmmune 
10 
Immune 

5 
5 
30 
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Tree ( \laria11t 3) 

Hit Poinrs: 137 
Armor Class: 12 
Experience: 875 
Treasure: 50% Level 4 Gem 
Fly: No 
Movement Limit: Stand 
peed: I60 

Al Type: Suicidal 
Recovery: 100 
Targeting: D 

pecial Action: None 
Anack Bonus: Break Item 

AttJ1ck Attack% Tjpe 
I 

2 50% 

Spell Tjpe 
I 
2 

Troglodytes 

Physical 
Earth 

Dawuzge 
6dl0 
6d6 

Ji·oglodyte Drone 

Hit Points: 35 
Armor Class: 5 
Experience: I 7 I 
Treasure: 5d5 gold, I 0% Level I item 
Fly: No 
Movement Limit: Long 
Speed: 220 
Al Type: Normal 
Recovery: I 00 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Attack Att.Ick% Tjpe Damage 
I Physical 2d4 
2 

""" Type 

2 

71-oglodyte Solrlfrr 

Hit Points: 6I 
Armor Class: 9 
Experience: 336 
Treasure: 8d5 gold, I 0% Level 2 item 
Fly: No 
Movement Limit: Medium 
Speed: 240 
Al Type: Normal 
Recovery: 90 
Targering: None 
Special Action: None 
Arrack Bonus: None 

Att.I,.k Arrack% Tjpe Dawuzge 
1 Physical 2d4+2 
2 

SptU Type 
1 
2 

Missile 
No 
Yes 

Attack% 

Missile 
No 

A«ack% 

Missile 
No 

AttJ1ck% 

Fire: 
Air: 
Water: 
Easth: 
Mind: 
pirit: 

Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Easth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Easth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Rnistanu.< 

0 
40 
40 
Immune 
Immune 
10 
lmmune 
5 
5 
40 

~ 
&rnr,mus 

5 
10 
10 
IO 
0 
0 
0 
0 
5 
5 

-4' 
RtsistJmces 

10 
20 
20 
20 
0 
0 
0 
0 
5 
IO 

-4' 



f'roglodyte Q11ee11 

Hit Points: 93 
Armor Class: 14 
Experience: 55 I 
Treasure: 14d5 gold, 25% Level 3 item 
Fly: No 
Movemenr Limit: Medium 
Speed: 260 
AI Type: Aggressive 
Recovery: 80 
Targeting: None 
Special Action: None 
Arrack Bonus: Poison I 

ArtlUk Att4Ck% Typt D4mAge Missik 
I Physical 2d4+6 No 
2 

Spell 7Jpe Att4Ck96 
I 
2 

Trolls 

Hit Points: 86 
Armor Class: I8 
Experience: 504 
Treasure: 12d I 0 gold, 5% Level I Belt 
Fly: No 
Movement Llmir: Medium 
Speed: 200 
Al Type: Aggressive 
Recovery: 90 
Targeting: W 
Special Action: None 
Attack Bonus: None 

Amtck Alt4ck96 Typt Damtlf,r 

I Physical 2d!0+4 
2 50% Earth 2d6 

Spell 1jpe 

2 

Ri1•1•r /roll> 

Hit Points: 162 
Armor Class: 28 
Experience: I ,064 
Treasure: 25dIO, 5% Level 2 Belt 
Fly: No 
Movement Limit: Medium 
Speed: 220 
Al Type: Aggressive 
Recovery: 80 
Targeting: W 
Special Action: None 
Attack Bonus: None 

2 

Spell 
I 

2 

Alt4ck96 Typt 
Physical 

0471111.U 
3d!0+6 

Missik 
No 
Yes 

Attack% 

Missile 
No 

CHAFTE._R. SE_ VE._N 
Rnistances 

Fire: I5 
Air: 30 
Water: 30 
Earth: 30 
Mind: 0 
Spirit: 0 
Body: 0 
Light: 0 
Dark: 5 
Physical: I 5 

Rnistances 
Fire: 5 
Air: IO 
Water: IO 
Earth: lmmune 
Mind: 5 
Spirit: 5 
Body: 5 
Light: 0 
Dark: 5 
Physical: IO 

Rnist1tnces 

Fire: 10 
Air: 20 
Water: 20 
Earth: Lmmune 
Mind: IO 
Spirit: 5 
Body: IO 
Light: 0 
Dark: 5 
Physical: 20 
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l\101111t11i11 !'roll &sista11ces 

HicPoims: 258 Fire: 15 
Air: 30 
Wacer: 30 
Earc:h: Immune 
Mind: 15 
Spiric: 5 
Body: 15 
Lighr: 0 
Dark: 5 
Physical: 30 

- Armor Class: 38 

>.J Experience: 1,824 
Treasure: 45dl0 gold, 5% Level 3 Belt ·- Fly: No 

Cft Movemem Limit: Medium 

• Speed: 260 

~ 
Al Type: Suicidal 
Recovery: 70 
Targecing: w 

1 Special Action: None ... . Arrack Bonus: None 

~ Attack Attat·k% 1jpe Damage Missik 
I Physical 4d10+10 No 

~ 
2 

SpeU 1jpe Attack% 
I 
2 

RnistallUJ 

Hie Poims: 100 Fire: 5 
Asmor Class: 25 Air: 10 
Experience: 600 Warer: Immune 
Treasure: 6d8 gold, 30% Level 2 Cape Earc:h: 10 
Fly: No Mind: Immune 

Spiric: 0 
Body: Immune 
Lighc: 0 
Dark: 30 
Physical: 10 

Movement Limit: Medium 
peed: 220 

Al Type: Aggressive 
Recovery: 80 
Targeting: OC 
Special Action: None 
Arrack Bonus: Disease 2 

Attack Attack% 1jpe Damage Missik 
1 Physical 3d8+15 No 
2 

SpeU Type Attack% 

2 

V11 111 p i rt' RnistaJ1ces 

Hie Points: 207 Fire: 10 
Asmor Class: 35 Air: 20 
Experience: 1,419 Water: Immune 
Treasure: l 2d8 gold, 40% Level 3 Cape Earc:h: 20 
Fly: No Mind: Immune 

pirit: 0 
Body: Immune 
Lighc: 0 
Dark: 30 
Physical: 20 

Movement Limit: Medium 
Speed: 240 
Al Type: Aggressive 
Recovery: 70 
Targeting: OC 
Special Action: None 
Accack Bonus: Drain Spell Points co 0 

Attack Alrack% Type Dama~ Missik 
I Physical 3d8+25 No 
2 

SpeU 1jpe Attat·k% 
1 
2 



LI d ,. r Va 111 pi,.,. 

Hir Points: 374 
Armor Class: 45 
Experience: 2,784 
Treasure: l 6d8 gold, 50% Level 4 Cape 
Fly: No 
Movement Limit: Shorr 
peed: 260 

Al Type: Suicidal 
Recovery: 60 
Targeting: OC 
Special Action: None 
Arrack Bonus: Drain Spell Points ro 0 

Aruzclr Alrack% 1jpe Da""'tt Milsill_ . __ _. 
1 Physical 3d8+35 No 
2 
Speli 
l 
2 

Warlocks 

Hir Points: 137 
Armor Class: 14 
Experience: 875 

f i l't' \Va rl ot· k 

Treasure: 7d9 gold, 10% Level 2 Wand 
Fly: No 
Movement Limir: Medium 
Speed: 200 
Al Type: Aggressive 
Recovery: 90 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Attack Alrack% 1jf" 
l Fire 
2 

Speli 
l 
2 

1jpe 
Level 6 Expert Fireball 

Hit Points: 227 
Armor Class: 18 
Experience: 1.575 

Da1Mfr 
9d4 No 

J4#.le/r% 
20% 

Treasure: 15d9 gold, 15% Level 3 Wand 
Fly: No 
Movement Limit: Medium 
Speed: 220 
Al Type: Aggressive 
Recovery: 80 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Attack Attack% 1jpe ~ Missik 
1 Warer 12d4 Yes 
2 

Spell 1jpe Alrack% 
l Level 9 Masrer Acid Bursr 20% 
2 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Lighr: 
Dark: 
Physical: 

CHAFTE.R. 5E. VE.N 

15 
30 
immune 
30 
immune 
0 
Immune 
0 
30 
30 

Raist4nas 
30 
30 
30 
30 
10 
10 
10 
0 
10 
10 

RmstAnm 
40 
40 
40 
40 
20 
10 
20 
0 
10 
20 
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Air V711rlock 

Hie Poincs: 400 
Armor Class: 30 
Experience: 3,000 
Treasure: 25d9 gold, 25% Level 4 Wand 
Fly: No 
Movement Limit: Shore 
Speed: 240 
Al Type: Aggressive 
Recovery: 70 
Targeting: None 
Special Action: None 
Arrack Bonus: None 

Attack Arrack% ljpe 
l Air 
2 

Damage 
I6d4 

Missik 

Yes 

SpeU Type Attack% 
1 Level I 2 Mascer Lighcning Bole 20% 
2 

Hit Points: 61 
Armor Class: I 5 
Experience: 336 
Treasure: I 0% Level 2 Dagger 
Fly: No 
Movement Limit: Short 

peed: 180 
Al Type: Suicidal 
Recovery: 90 
Targeting: None 
Special Action: None 
Attack Bonus: Afraid 

Arrack Arrack% 7jpe Damage 
I Physical 2d5+6 
2 

SpeU ljpt 
I 
2 

Wraith 

Hit Points: 93 
Armor Class: 20 
Experience: 5 5 I 
Treasure: IO% Level 3 Dagger 
Fly: No 
Movement Limit: Shorr 
Speed: 200 
Al Type: Suicidal 
Recovery: 80 
Targeting: None 
Special Action: None 
Attack Bonus: Drain pell Points co 0 

2 

Spdl 
I 

2 

A1taek% Tjpe Damage 
Phy ical 2d5+ 1 2 

Missift. 

No 

Attack% 

Misrift. 

No 

Resirtilnas 

Fire: 50 
Air: 50 
Water: 50 
Earth: 50 
Mind: 30 

pirit: 10 
Body: 30 
Light: 0 
Dark: 10 
Physical: 30 

Resistances 

Fire: IO 
Air: IO 
Water: lmmune 
Earth: 10 
Mind: Immune 

pirit: 0 
Body: Immune 
Light: 0 
Dark: 30 
Physical: 10 

Resisllmces 

Fire: 20 
Air: 20 
Water: Immune 
Earth: 20 
Mind: Immune 
Spirit: 0 
Body: Immune 
Light: 0 
Dark: 30 
Physical: 20 



CHAFTE.R. 5E. VE.N 
Barrow Wight Rnfrtanw 

Hie Points: 145 Fire: 30 

Armor Class: 25 
Experience: 936 
Treasure: 20% Level 4 Dagger 
Fly: No 
Movemenc Lirnir: bore 

peed: 220 
Al Type: Suicidal 
Recovery: 70 
Targeting: None 
Special Action: None 
Aeeack Bonus: Age x2 

Air: 30 n Wacer: Immune 
Earrh: 30 ?:J 
Mind: lmmunc rn Spiric: 0 
Body: lmmune 

~ Lighc: 0 
Dark: 30 
Physical: 30 c 

Attack A1tack% '(ype Damage Missile ?:J 
I Physical 4d5+12 No 
2 rn 
Spefl Type Anack% 
l 

(j) 
2 

WJverns 
W'.J'veru 

Hie Points: 93 

:t> z Rnistances 

CJ Fire: IO 

Armor Class: 14 Air: 10 
Experience: 5 51 
Treasure: 25d8 gold, I 0% Level 3 icem 
Fly: Yes 

Wacer: 10 z Earch: 10 
Mind: 10 v 

Movemenc Lirnie: Free 
peed: 250 

Al Type: Normal 
Recovery: 80 
Targeting: DR 

pecial Action: None 

Spiric: 5 n Body: IO 
Light: 5 (fl 
Dark: 5 
Physical: 10 

Arrack Bonus: Poison 2 

Attack Attack% Type Damage Missi/.e 
1 Physical 7d6 No 
2 

Spell Typ_e Amick% 
I 
2 

Horued U/'.J'l'eru Rnistances 

Hie Points: 162 Fire: 20 

Armor Class: 28 Air: 20 
Experience: 1,064 Wacer: 20 
Treasure: 50d8 gold, I 0% Level 4 icem Earch: 20 
Fly: Yes Mind: 20 
Movemear Limic: Long 
Speed: 280 
Al Type: Aggressive 
Recovery: 70 
Targeting: DR 
Special Action: None 

Spiric: 5 
Body: 20 
Lighc: 5 
Dark: 5 
Physical: 20 

Arrack Bonus: Poison 3 

Attack Attack% Type Damage Missi/.e 
I Physical 9d6 No 
2 

Spell Type Attack% 
I 
2 



FR.IMA'5 OFFICIAL5TR.ATE.GY GUIDE. 
A 111·;., 11, w~,, I'" r 11 

Hir Points: 247 
Armor Class: 42 
Experience: 1,739 
Treasure: I 00d8 gold, 15% Level 4 item 
Fly: Yes 
Movement Limit: Medium 
Speed: 320 
Al Type: Suicidal 
Recovery: 60 
Targeting: DR 
Special Action: None 
Arrack Bonus: Dead 

A1111clt Attaclt% Jjpt Damllge Missik 
I Physical i 2d6 No 
2 

Spell Tjpt Attad96 

2 

Zombies (Undead) 
Roffi11g Corpse 

Hie Poincs: 35 
Armor Class: 8 
Experience: 171 
Treasure: 5d4 gold 
Fly: No 
Movement Limit: Medium 
Speed: 160 
Al Type: Aggressive 
Recovery: l I 0 
Targeting: None 
Special Action: None 
Arrack Bonus: Disease I 

Attaclt Altdti Tjpt Dam.ge Missik 
Physical id? No 

2 

Spell Tjpt Attack% 
I 

2 

\\111/ki11g De11t! 

Hit Points: 55 
Armor Class: 14 
Experience: 299 
Treasure: 7 d4 gold 
Fly: No 
Movement Limic: Medium 
Speed: 180 
Al Type: Aggressive 
Recovery: l 00 
Targeting: None 
Special Action: None 
Arrack Bonus: Disease 2 

A1111ek Attack% ~ Damllt,r 
Physical 2d7+2 No 

2 

SptU 1jp_e Attack% 
I 
2 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spiric: 
Body: 
Light: 
Dark: 
Physical: 

Fire: 
Air: 
Warer: 
Earth: 
Mind: 
Spirit: 
Body: 
Lighr: 
Dark: 
Physical: 

Fire: 
Air: 
Water: 
Earth: 
Mind: 
Spirit: 
Body: 
Light: 
Dark: 
Physical: 

Resistances 

30 
30 
30 
30 
30 
5 
30 
5 
5 
30 

&sistances 

5 
5 
5 
5 
lmmune 
0 
lmmune 
0 
30 
10 

Raistanm 

10 
10 
10 
10 
lmmune 
0 
lmmune 
0 
30 
30 



CHAFTE.R SE. VE.N 
Zombie &sistiUlces 

Hie Points: 79 Fire: 15 

Armor Class: 20 Air: 15 
Experience: 459 Wacer: 15 
Treasure: 12d4 gold Earch: 15 
Fly: No Mind: Immune 

Spiric: 0 
Body: Immune 
Light: 0 
Dark: 30 
Physical: 30 

Movement Limit: Medium 
Speed: 200 
AI Type: Suicidal 
Recovery: 90 
Targeting: None 
Special Action: None 
Attack Bonus: Disease 2 

Attaclt Attack% "Ijpe ~ Mwm 
I Physical 3d7+4 No 
2 

Spell 7jp~ 

I 
2 

Non-Player Characters 
Some of the creatures you talk to will offer to hire their services out to your party. 

Others will join you as part of a quest or story. You may have an unlimited number of 

quest/story characters following you, and up to two hired characters at any given time. 

These NPCs travel with your party under its protection-meaning that they don't partic­

ipate in combat. 

Hired NPCs lend certain benefits to your party in exchange for an up-front hiring 

fee and a percent of any gold you find. The costs and benefits for hiring each NPC type 

are listed below. 

NPC Follower Table (Continued next page) 
II ir// fir" (o,1'',,(111/11 /,11, t /li 111', /', ', 

Arolyce 50015% 2 point bonus co Body, Mind, and Spirit spell skills for all characters. 

Alchemist 400/4% Unlimited magic item repair. 

Apothecary 600/6% 8 point bonus to Alchemy skill for all characters. 

Apprentice 50015% 2 point bonus co Elemental .. Air, Earch, Fire, and Water spell skills for all cbaracrcrs. 

Armorer 200/2% Unlimited armor repair. 

Armsmasrer 300/3% 2 point bonus ro Armsmasccr skill for all cbaracccrs. 

Banker 1,000/10% 20% bonus on all gold found. 

Bard l,000/10% Granes a constant, single carcgory bonus to your repucacion. 

Burglar 2,000/20% Disarm Traps and Stealing skills arc increased by 8 points for each character. 
Reputation is decreased by one full category. Takes no gold . 

Cartographer 200/2% Keeps the Wi:zard Eye spell ac expert ranking going at all rimes. 

Chaplain 200/2% Cases che Bless spell (duration 2 hours) ar master ranking once per day. 

Chef 400/4% Makes 2 days of food per day (maximum of 14 days) . 

Chimney Sweep 200/2% 20 point bonus co Luck scaciscic for all characters. 

Cook 300/3% Makes I day offood per day (maximum of 14 days). 
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(NPC Follower Table Continued) 
/'o/, ,,,, 11 ' ( O<{ '' ( ,,,;,/ /,11," /),!/,lil//1/:111 

Diplomar 500/5% Your parry is considered to have the mosr beneficial arrangement of races in any social situation. 

Duper 200/2% Merchant skill is increased by 8 poines for each character and Repurarion is decreased by one 
full caregory. 

En chancer 1,000/10% Increases resisrance to Air, Earth, Fire, Water, Body, and Mind spells by 20. 

Expert Healer 2,000120% Cures all parry Hie Poines and conditions (excepring dead, stoned, or eradicated) once per day, 

Explorer 100/1% All travel rimes reduced by 1 day (min.imum of 1 day} . 

Factor 500/5% I 0% bonus on all gold found. 

Fallen Wizard 2,500/25% Cases Hour of Power once per day for a duration of 6 hours. 

Fool 100/Jo/o 5 point bonus to Luck staristic for all characters. 

Gare Master 2,000/20% Cases the Town Portal spell at master ranking once per day. 

Guide 100/Jo/o All map crossings one day faster (minimum I day). 

Gypsy 100/1% Food use is reduced by 1 day's worth of food when resting (minimum 1 day) , Merchanr skill is 
increased by 3 points for each character, and Reputation is decreased by one full carcgory. 

Healer 500/5% Cures all parry Hit Poines once a day. 

Herbalist 400/4% 4 point bonus to Alchemy skill for all characters. 

Horseman 100/Jo/o Trips using the stables take 2 days fewer to complete (minimum I day) . 

Hunter 500/5% Increases the Identify Monster skill by 4 for all characters. 

Initiate 1,000/10% 3 point bonus to Body, Mind, and Spirit spell skills for all characters, 

Instructor 70017% I 5% bonus on all experience learned. 

Locksmith 300/3% 6 point bonus to Disarm Traps skill for all characters. 

Master Healer 5,000/50% Completely heals parry of all Hit Points and conditions once per day. 

Merchant 200/2% 6 point bonus to Merchanr skill for all characrers. 

Monk 500/5% Increases rhe Unarmed and Dodging skills by 2 for all characters. 

Mystic 1,000/10% 3 point bonus to Air, Earth, Fire, and Water spell skills for all characrers. 

Navigator 200/2% All boar travel is 3 days fasrer (minimum I day) . 

Pach finder 300/3% All map crossings are 3 days fasrer (minimum I day). 

Piper 300/3% Cases the Heroism spell (2-hour duration) at master ranking once per day. 

Pirare 500/5% All boat travel reduced by 2 days, gold found is increased by I 0%, and Repurarion is decreased 
by one full category. 

Porrer 100/1% 1 less day of food use when camping (minimum of I used). 

Prelate 2,000120% 4 point bonus to Body, Mind, and Spirir spell skills for all characrers. 

Psychic 400/4% Perception skill is increased by 5 points and Luck sratistics are increased by l 0 poines for 
each character. 

Quarrermaster 200/2% 2 fewer days of food use when camping, (minimum of 1 used) . 

Sage 750/7.5% Increases rhe Identify !rem and Identify Monster skills by 6 for all characrers. 

Sailor 100/1% All boar crave! 2 days faster (minimum I day) , 

Scholar 500/5% Unlimited irem identification and a 5% bonus on all experience gained. 

Scour 300/3% 6 poinr bonus to Perception skill for all characters. 

Smith 200/2% Unlimited weapon repair. 

Spell Masrer 2,000/20% 4 point bonus to Elemental Air, Eartb, Fire, and Water spell skills for all characrers. 

Squire 600/6% All armor and weapon skills are increased by 2 poines for each character. 

Teacher 300/3% 10% bonus on all experience learned. 

Tinker 200/2% 4 point bonus to Disarm Traps skill for all characters. 

Tracker 200/2% All map crossings 2 days faster (minimum I day). 

Trader 100/1% 4 point bonus to Merchant skill for all characrers. 

Warer Masrer 1,000/10% Cases the Warer Walk spell (duration of 3 hours) once per day. 

282 
Weapons Master 400/4% 3 point bonus to Armsmaster skill for all characters. 

Wind Masret 2,000/20% Cases rhe Fly spell (duration of 2 hours) once per day. 



Chapter 8 
Inventory Items 

This chapter contains listings of all the equipment that your 

characters can use during their adventures. Quest items­

those items that don't affect your characters' abilities to 

adventure, but rather are the objects of quests-are covered in 

the sections that deal with completing quests in Chapter 6. 
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Item Statistics 
Treasure Level 

Although Might and Magic VIJ's game designers had the ability to place specific items ar 

specific locations, most of the equipment you'll find is randomly generated based on irs 

type (like sword, armor or potion), and its treasure level. Generally, the tougher the dun­

geon you're in, the higher the treasure level of the items you'll find in it. 

An item's treasure level also affects how likely it is to have a magical enchantment. 

Enchantments give items special abilities and increase their value. Artifacts, Relics, and 

Special items are not generated randomly. They already have special properties, and 

therefore can't receive additional enchantments. 

Base Value 
The Base Value is the worth of an unenchanted item. 

Toughness 
Various attacks have a chance to break items your characters are using or carrying. The 

higher an item's toughness is, the less likely it is to break. Relics are tougher than nor­

mal items. Artifacts and Special items are tougher still. 

ID/Repair 
This value is used in calculations with the Identify Item and Repair Item skills. The 

higher an item's Identify/Repair value, the more difficult it is to identify or repair. For 

more information, see Chapter 4. 

Base Damage 
This statistic is listed for weapons. It is how much damage the weapon does 

before any bonuses are applied. 

Dmg/Att Bonus 
This statistic is listed for weapons, and stands for "Damage and Attack 

Bonus." This value is how much the weapon adds to a character's chance co 

hit with the weapon (Attack Bonus) and to the amount of damage done by 

the weapon when it hits (Damage Bonus). 
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Hand(s) 
This statistic is listed for Axes and Swords, both of which can be either one- or two­

handed weapons. If a weapon must be used with two hands, then the character using it 

can't carry a shield or second weapon. 

Armor Class 
This statistic is listed for items of armor. It represents how much wearing the item adds 

ro a character's Armor Class. The higher the number, the more protection provided by 

the item. 

Charges 
This value is listed for wands. Wands cast spells. Each time you use a wand, a charge is 

spent. When a wand's charges reach zero, the wand disappears. This number is the max­

imwn number of charges a wand can have. 

Description 
When you right-dick on an item, the game displays some descriptive text. This text is 

duplicated for each item here. Some Special items have additional notes in their descrip­

tions explaining their particular powers. 

Weapons 
Your characters must have the proper skill to use a particular weapon. Weapons are list­

ed in this section grouped by the skill needed to use them. Weapons of the same skill 

class all have the same base Recovery rare for their attacks. This information is given for 

each skill class. 

Swords (Sword Skill) 
Swords may be either one- or two-handed. Two-handed swords tend to do more dam-· 

age, but preclude the use of a shield or second weapon. Sword attacks have a base 

Recovery rate of 90. 

Crude Longsword 

DJ 
Treasure Level: 1-3 Hand(s): One 

Base Value: 50 ID/Repair: 1 

Toughness: 8 Dmg/Att Bonus: None 

ID/Repair: 

Description: Though notched and dented, this longsword is an effective weapon. 
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Elven Saber 

rn 
Treasure Level: 2-4 

Base Value: 200 

Toughness: 8 

ID/Repair: 3 

Hand(s): One 

Base Damage: 3d3 

Dmg/Att Bonus: +3 

Description: A common Elven weapon, this saber is a deadly, if unremarkable, weapon. 

Keen Longsword 

DJ 
Treasure Level: 3-5 Hand(s): One 

Base Value: 350 Base Damage: 3d3 

Toughness: 8 Dmg/Att Bonus: +6 

ID/Repair: 6 

Description: Although this longsword appears quite old, the edge of the blade is unusually sharp. le was 

quite probably enchanted to remain that way during its creation. 

Graceful Sword 

DJ 
Treasure Level: 3-5 Hand(s): One 

Base Value: 500 Base Damage: 3d3 

Toughness: 8 Dmg/Art Bonus: 9 

ID/Repair: 9 

Description: A high-quality longsword, monogrammed initials near the base of the pommel indicate it 

was forged by master weaponsmith Mekorig the Blind circa 780-800. 

Duelist Blade 

rn 
Treasure Level: 5-6 Hand(s): One 

Base Value: 650 Base Damage: 3d3 

Toughness: 8 Dmg/ An Program: + 12 

ID/Repair: 12 

Description: These rare blades were forged sometime before the Silence, and have been used for centuries hr 

noble duelists who want to die in style. No two are quite alike, but all share bloody histories. 

Two-Handed Sword 

Treasure Level: 2-5 Hand(s): Two 

Base Value: 400 Base Damage: 4d5 

Toughness: 8 Dmg/Att Bonus: None 

IO/Repair: 

Description: This simple two-handed sword with a leather grip is a common design in 

Erathia. 
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Great Sword 

[] 
Treasure Level: 3-5 Hand(s): Two 

Base Value: 500 Base Damage: 4d5 

Toughness: 8 Dmg/Att Bonus: +2 

ID/Repair: 6 

Description: An effective, deadly design employed by less well-disciplined armies throughout time. The 

smith of this particular two-handed sword thoughrfu!Jy added a blood groove down the center of the 

blade. 

Heroic Sword 

[] 
Treasure Level: 4-6 Hand{s): Two 

Base Value: 800 Base Damage: 4d5 

Toughness: 8 Dmg/Arr Bonus: +8 

ID/Repair: 10 

Description: It is thought by some master swordsmen that a wavy blade is a bit stronger than a straight 

one, and does more damage when it strikes an opponent. That may or may not be true, but one thing is 

certain-this particular sword's craftsmanship is amongst the finest you've ever seen. 

Broadsword 

[] 
Treasure Level: 1-3 Hand{s): One 

Base Value: 100 Base Damage: 3d4 

Toughness: 8 Dmg/Att Bonus: None 

ID/Repair: 

Description: A polished broadsword commonly used by all forces in Erathia. 

Steel Broadsword 

rn 
Treasure Level: 3-4 Hand(s): One 

Base Value: 300 Base Damage: 3d4 

Toughness: 8 Dmg/Arr Bonus: +4 

ID/Repair: 5 

Description: A fine Erathian steel broadsword of excellent quality and edge. 

Champion Sword 

Treasure Level: 4-6 Hand{s): One 

Base Value: 600 Base Damage: 3d4 

Toughness: 8 Dmg/Att Bonus: +10 

ID/Repair: 9 

Description: More a falchion than a broadsword, this magnificent weapon retains a keen edge in spite 

of its age. 
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Cutlass 

Treasure Level: 1-3 Hand(s): One 

Base Value: 40 Base Damage: 2d4 

Toughness: 7 Damage/An Bonus: None 

ID/Repair: 

Descriprion: The swepr-back style of the curlass helps opponents ro underestimate the weapon's rrue 

reach. Many inexperienced swordsmen have losr their lives ro this deceptive design. 

Goblin Cutlass 

rn 
Treasure Level: 3-4 Hand(s): One 

Base Value: 290 Base Damage: 2d4 

Toughness: 7 Dmg/Art Bonus: +5 

ID/Repair: 5 

Description: A strange mix of brass and some other, reddish metal provide this weapon with its strange 

color and unusual strength. Goblin craftsman are typically unconcerned with appearance, bur when ic 

comes ro killing, they can be counred on ro ger ir right. 

Regnan Cutlass 

[] 
Treasure Level: 3-6 

Base Value: 590 

Toughness: 7 
ID/Repair: 9 

Hand(s): One 

Base Damage: 2d4 

Dmg/Atr Bonus: +11 

Descriprion: Cleverly concealed inirials near the pommel of the curlass prove this beautiful weapon co~ 

the work of Alec Teling, masrer smith to Hareck the First, Lord of Regna, and Emperor of the Endless 

Ocean. 

Puck 

w 
Treasure Level: Artifacr Hand(s): One 

Base Value: 20,000 Base Damage: 3d3 

Toughness: Artifact Dmg/Atr Bonus: +14 

ID/Repair: 20 

(Description: Speed +40, Swift) Ancient and fey, Puck's enchantments cause it ro practical· 

ly fly for enemy's throats. No one knows when or where Puck was forged, bur rhe Faerie 

origins are unmistakable. 
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Iron Feather 

[] 
Treasure Level: Artifact Hand(s): Two 

Base Value: 20,000 Base Damage: 4d5 

Toughness: Artifact Dmg/Aa Bonus: +10 

ID/Repair: 20 

Description: (Might +40, 6-15 points of Electrical damage) An impossibly light two-handed sword, the 

Iron Feather boosts the Might of its owner to make wielding the huge weapon even easier. The combination 

ilmost makes it possible to use the sword in one hand-the huge size of the blade being the only problem. 

Wallace 

[I] 
Treasure Level: Artifact Hand(s): One 

Base Value: 20,000 Base Damage: 3d4 

Toughness: Arrifacr Dmg/Aa Bonus: +12 

ID/Repair: 20 

Description: (Armsmaster skill + 10, Personality +40) Wallace has somehow found its way into the hands 

of rebels and rabblerousers for centuries. The weapon magnifies both the ability and the confidence of its 

wielder, frequently leading its owners to rake risks they might otherwise have avoided. Though none of its 

owners' ambitions have been fulfilled, no one has ever declined to carry Wallace once they have heard its 

Siren song. 

Corsair 

DJ 
Treasure Level: Artifact Hand(s): One 

Base Value: 20,000 Base Damage: 2d4 

Toughness: Artifact Dmg/Arr Bonus: +13 

ID/Repair: 20 

Description: (Stealing skill +5, Disarm skill +5, Luck +40) Corsair is one of the finest weapons ever 

turned our by the Regnan Armories. Ever true to their nature, Regna's smiths fashioned a weapon that 

would aid their imperial "tax collection" efforts on the high seas and coastal towns. To this dare, Regna 

has not forged a weapon that didn't advance their selfish goals at the expense of others. 

E/fbane 

rn 
Treasure Level: Artifact Hand(s): Two 

Base Value: 15,000 Base Damage: 4d6 

Toughness: Artifact Dmg/Aa Bonus: +12 

ID/Repair: 20 

Description: (Of Shielding, Elf Slayer, Goblin) This sword was created by the Goblins for their then 

Chief, Grogar. Unfortunately, the Goblins lost the war and Elfbane was lost for quite some time. 

Enchanted to both slay Elves, and protect its wielder from arrows, Elfbane truly lives up to its name. A 

curious side effect of the enchantment renders the weapon unusable by all but a Goblin. 
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Lieutenant's Cutlass 

DJ 
Treasure Level: Special 

Base Value: 15,000 

Toughness: Special 

ID/Repair: 0 

Hand(s) : One 

Base Damage: 3d4 

Dmg/Att Bonus: +6 

Description: The mercenary you took this cutlass from disregarded the curse on the blade, too. 

Villain's Bl.ade 

rn 
Treasure Level: Special Hand(s) : One 

Base Value: 15,000 Base Damage: 3d4 

Toughness: Special Dmg/Att Bonus: +12 

ID/Repair: 0 

Description: Drains Hit Points from target. William Setag would frequently slay prisoners with this 

blade to heal his own minor cuts and bruises. The weapon is cold to the touch, and tingles in your hand. 

Grognard's Cutlass 

DJ 
Treasure Level: Special Hand(s): One 

Base Value: 1,000 Base Damage: 3d4 

Toughness: Special Dmg/Att Bonus: +6 

ID/Repair: 0 

Description: Double damage vs. Elves. A finely crafted and specially enchanted Goblin weapon. Though 

originally crafted to slay Elves, this weapon does a perfectly good job on members of the other races. 

Daggers (Dagger Skill) 
Daggers don't do very good damage, but are faster than any other hand-to-hand weapon 

(Recovery rate of 60). At higher levels of skill expertise, characters gain a dual weapon 

attack ability and damage bonuses that make this weapon class very effective. 

Dagger 

Treasure Level: 1-3 ID/Repair: 1 

Base Value: 8 Base Damage: 2d2 

Toughness: 6 Dmg/ Att Bonus: None 

Description: A crude dagger found in the hands of thieves and ruffians everywhere. 
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Dwarven Dagger 

[] 
Treasure Level: 1-3 

Base Value: 100 

Toughness: 6 

ID/Repair: 2 

Base Damage: 2d2 

Dmg/Att Bonus: +2 

Description: More like a short sword to a Dwarf, this dagger is an excellent example of superior 

Dwarven engineering and inferior artistic creativity. 

Sharktooth Dagger 

[TI 
Treasure Level: 3-5 

Base Value: 150 

Toughness: 6 

ID/Repair: 4 

Base Damage: 2d2 

Dmg/Att Bonus: +3 

Description: The "blade" of this dagger is really a shark's tooth taken from the waters of the Quiet 

Ocean and mounted on a fancy handle. It is very sharp and light. 

Assassin's Dagger 

[] 
Treasure Level: 3-5 ID/Repair: 6 

Base Value: 250 Base Damage: 2d2 

Toughness: 6 Dmg/Att Bonus: +5 

Description: The crosspiece of this dagger folds in to make concealment easier. A spring in the pommel 

snaps the crosspiece out very quietly when the dagger is drawn from its sheath. 

Mage Dagger 

[] 
Treasure Level: 4-6 ID/Repair: 9 

Base Value: 300 Base Damage: 2d2 

Toughness: 6 Dmg/Att Bonus: +6 

Description: A weapon from the Time of Wonders, it is no longer possible to achieve a sharper or 

monger edge. 

Long Dagger 

[] 
Treasure Level: 1-4 

Base Value: 15 

Toughness: 7 

ID/Repair: 1 

Base Damage: 2d3 

Dmg/Att Bonus: None 

Description: The long dagger combines the extra reach of the sword with the stealth of the dagger. 
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Erathian Long Dagger 

DJ 
Treasure Level: 3-5 

Base Value: 200 

Toughness: 7 

ID/Repair: 4 

Base Damage: 2d3 

Dmg/Art Bonus: +4 

Descriprion: Really more of a shorr sword rhan a dagger, rhe narrow blade belies an unusual srrengrh and 

a possibly enchanred edge. 

Exquisite Long Dagger 

[]] 
Treasure Level: 4-6 

Base Value: 350 

Toughness: 7 

ID/Repair: 8 

Base Damage: 2d3 

Dmg/Arr Bonus: +7 

Description: The spare, yer appealing design of rhis long dagger is typical of pre-Silence artifacrs. This 

particular sryle was very popular ar rhe rime, bur since more than a rhousand years have passed, few 

remain. Like everything from rhe rime of the Silence, ir looks as new as rhe day ir was made. 

Old Nick 

[JJ 
Treasure Level: Relic ID/Repair: 30 

Base Value: 30,000 Base Damage: 2d2 

Toughness: Relic Dmg/Atr Bonus: +8 

Description: (Disarm Skill +5, 8 poinrs of Poison damage, Elf Slaying, Evil) Secrerly passed from one 

Assassin to another for cenruries, Old Nick happily vanished from history's sighr during rhe Barrie for 

Morning-a joint human-Elvish arrack on rhe Assassin's guild nearly 200 years ago. It is said rhar Old 

Nick has killed more people rhan rhe Plague. Now rhat you've found rhis evil weapon, you are going co 

rhrow ir down a well. .. aren't you? 

Lady Carmine's Dagger 

[] 
Treasure Level: 

Base Value: 

Toughness: 

Special 

15,000 

Special 

ID/Repair: 0 

Base Damage: 2d2 

Dmg/Att Bonus: +4 

Description: Adds 5 points of Body damage and + 5 Disarm Traps skill. Nicks and scratche.1 

on rhis nasry blade show rhat it has seen plenry of action. 
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Axes {Axe Skill) 
Axes do good damage, but are a bit on the slow side (Recovery 100). Axes come in one­

and two-handed varieties. The two-handed poleaxes are particularly fierce weapons. 

Crude Axe 

[] 
Treasure Level: 1-3 Hand(s): 

Base Value: 30 Base Damage: 

Toughness: 5 Dmg/Att Bonus: 

ID/Repair: 

Description: This primitive axe is more like a simple cool than a weapon. 

Battle Axe 

Treasure Level: 1-4 Hand(s): 

Base Value: 100 Base Damage: 

Toughness: 5 Dmg/Att Bonus: 

ID/Repair: 3 

One 

4d2 
None 

One 

4d2 
+2 

Description: The flared edge of the blade is a common scyle used by low-budget human armies and bandies. 

DwarvenA.xe 

Treasure Level: 3-5 Hand(s): 

Base Value: 250 Base Damage: 

Toughness: 5 Dmg/Att Bonus: 

ID/Repair: 6 

Description: Typical Dwarven manufacture: Strong, practical, and plain. 

Steel Axe 

rn 
Treasure Level: 3-5 Hand(s): 

Base Value: 400 Base Damage: 

Toughness: 5 Dmg/Att Bonus: 

ID/Repair: 9 

One 

4d2 
+5 

One 

4d2 
+8 

Description: One of several crates full of such axes stolen from the Dwarves by the Warlocks of Nighon. 

Each of these weapons has been tempered and enchanted by the Scone City foundry, and scamped with 

cheir mark. 

Minotaur Axe 

[!] 
Treasure Level: 4-6 Hand(s): One 

Base Value: 550 Base Damage: 4d2 
Toughness: 5 Dmg/Att Bonus: +11 
ID/Repair: 12 

Description: Double-bladed axes like these are powerfully enchanted by Minotaur sorcerers in a secret 

process known only co chem. These axes are light where they should be heavy, and slice through metal 

armor as easily as they slice through cloth. 
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Poleaxe 

[] 
Treasure Level: 2-5 

Base Value: 225 

Toughness: 5 

ID/Repair: 

Hand(s): Two 

Base Damage: 3d7 

Dmg/Att Bonus: None 

Description: This style of long-hafted axe has better reach and more power than the normal 

one-handed axe. 

~rriors Poleaxe 

OJ 
Treasure Level: 3-5 Hand(s): Two 

Base Value: 450 Base Damage: 3d7 

Toughness: 5 Dmg/Att Bonus: +5 

ID/Repair: 5 

Description: This poleaxe has a sharper blade equipped with all the latest in military technology: Blood 

grooves, whistle-holes, and a counterbalanced, smaller blade behind the haft for tricky, 

disemboweling backstrokes. 

Headsmans Poleaxe 

DJ 
Treasure Level: 4-6 Hand(s): Two 

Base Value: 900 Base Damage: 3d7 

Toughness: 5 Dmg/Att Bonus: +9 

ID/Repair: 9 

Description: So named for the execution device favored by headsmen, the Headsman's Poleaxe spores a 

longer blade to reduce messy and embarrassing execution mistakes. 

Splitter 

[] 
Treasure Level: Artifact Hand(s): One 

Base Value: 20,000 Base Damage: 4d2 

Toughness: Artifact Dmg/Att Bonus: +11 

ID/Repair: 20 

Description: (Explosive impact, Fire Resistance +SO) Though powerful, Splitter is never 

wielded by a single owner for long. The blade gives off great blasts of fire when struck, and 

the magical protection against fire the weapon offers isn't enough to completely shield a user 

from the blast. 
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Ghoulsbane 

IJ 
Treasure Level: Artifact Hand(s): One 

Base Value: 20,000 Base Damage: ld9 

Toughness: Arri fact Dmg/Att Bonus: +15 

ID/Repair: 20 

Description: (Undead slaying, Immunity to paralysis, 3-18 Fire damage) Ghoulsbane was commissioned 

~y the Church of the Sun more than 150 years ago as part of their effort to destroy the ever-growing pop­

ulation of undead created by the Church of the Moon. Though powerful, it is only one weapon, and the 

andead are legion. The Church of the Sun fell in 1083 A.S. 

Amuck 

[] 
Treasure Level: Relic Hand(s): Two 

Base Value: 30,000 Base Damage: 3d7 

Toughness: Relic Dmg/Att Bonus: +11 

ID/Repair: 30 

Description: (Might +100, Endurance +100, Armor Class -15) The original name of Amuck has been 

~st in time, but the blade retains a magically keen edge and all of its original power. Fantastic strength 

and vitality are conferred upon the owner at the expense of a proper sense of fear. Wielders of Amuck 

don't much bother dodging blows in battle. 

'lokarr's Axe 

DJ 
Treasure Level: Special Hand(s): Two 

Base Value: 2,500 Base Damage: 3d7 

Toughness: Special Dmg/Art Bonus: +13 

ID/Repair: 0 

Description: ( + 10 Armor, Endurance and Hit Points) The family heirloom of the Zokarr monarchs. This 

weapon grants the wielder a greater affinity with Earth Magic. 

Minotaur's Axe 

Treasure Level: Special Hand(s): One 

Base Value: 2,500 Base Damage: 4d3 
Toughness: Special Dmg/ Arc Bonus: +12 

ID/Repair: 0 

Description: (Might +25) A fine trophy! The axe is made for a Minotaur and is very heavy, but the mag; 

cal suength it imparts makes it easy to use for anyone. 
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Spears, Halberds, and Tridents (Spear Skill) 
Spears are two-handed weapons that may be used one-handed by those with a master 

Spear skill expertise. When used one-handed, they gain an additional "dice" of damage. 
For example, the Halberd does 3d6 damage when used one-handed, and 4d6 damage 
when held in two hands. Recovery for Spear attacks is 80. 

Crude Spear 

OJ 
Treasure Level: 1-3 ID/Repair: 1 

Base Value: 15 Base Damage: ld9 

Toughness: 6 Dmg/Att Bonus: None 

Description: Though constructed wirh a head of sharpened rock lashed to a rough stick, this spear can 

cause serious damage. ( + 1 d9 if used two-handed). 

Soldier's Spear 

rn 
Treasure Level: 1-4 ID/Repair: 3 

Base Value: 50 Base Damage: ld9 

Toughness: 6 Dmg/Att Bonus: +1 

Description: Spears like chis are found in all armies where their versatility as both pole and melee 

weapons is demonstrated regularly. 

Elven Spear 

rn 
Treasure Level: 3-5 ID/Repair: 6 

Base Value: 250 Base Damage: ld9 

Toughness: 6 Dmg/Arr Bonus: 5 

Description: Elven weapons are almost always as graceful as they are practical. The spear's sryle and ele­

gance have not come at rhe expense of practical qualities such as rhe sturdy attachment of head to haft, 

nor rhe choices of metal and haft grip . 
.....-;~ ...... -

Cruel Spear 

rn 
Treasure Level: 3-5 ID/Repair: 9 

Base Value: 450 Base Damage: ld9 

Toughness: 6 Dmg/Att Bonus: +9 

Description: The triangular shape of the spear head leads to especially painful wounds tlw 

do not heal easily or well. Runic enchantments inscribed along rhe haft suggest enchant­

ments that enhance rhe cruel effect of the triangular head. 
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Sublime Spear 

[] 
Treasure Level: 4-6 ID/Repair: 9 

Base Value: 450 Base Damage: ld9 

Toughness: 6 Dmg/Arr Bonus: +13 

Description: A smithy symbol and dace scamp indicate this spear was made in che magical forges of 

Governor Padish 12 years before che Silence. 

Halberd 

[] 
Treasure Level: 2-5 ID/Repair: 1 

Base Value: 200 Base Damage: 3d6 

Toughness: 6 Dmg/Arr Bonus: None 

Description: Like all halberds, chis weapon is basically an axe wich a very long haft. Ic's a versatile 

weapon-doubling as a spear when fighting room is tight, or a staff when personal defense is needed. This 

one is of ordinary workmanship and materials. 

Weighted Halberd 

DJ 
Treasure Level: 3-5 

Base Value: 400 

Toughness: 6 

ID/Repair: 5 

Base Damage: 3d6 

Dmg/Arr Bonus: +4 

Description: The haft of chis halberd has been cored, and filled wich a lead rod. When che weapon is 

swung, che lead rod slides to che blade end of che halberd wich a loud crack, adding force and weighc to 

the blow. 

Mighty Halberd 

DJ 
Treasure Level: 3d6 ID/Repair: 9 

Base Value: 10 Base Damage: 3d6 

Toughness: 6 Dmg/Arr Bonus: +IO 

Description: A small scamp on che blade of chis weapon indicates ic was conscrucced in che famous 

Mekorig Foundry by che master himself, Mekorig che Blind. You would be hard pressed to find a finer 

halberd anywhere in che world 

Trident 

rn 
Treasure Level: 1-3 

Base Value: 100 

Toughness: 6 

ID/Repair: 1 

Base Damage: 2d6 

Dmg/Att Bonus: None 

Description: A variant of che farmer's pitchfork, che Trident has been used by spear fishermen since time 2 9 7 
began. Now ic is che traditional weapon of sea-going warriors throughout che world. 
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Barbed Trident 

DJ 
Treasure Level: 3-5 

Base Value: 400 

Toughness: 6 

ID/Repair: 5 

Base Damage: 2d6 

Dmg/Att Bonus: +6 

Description: Improving on the basic rrident design, the tips of the tines have rough, backward-facing 

barbs. This design causes much more damage as the weapon is pulled from the victim. 

~r Trident 

rn 
Treasure Level: 4-6 ID/Repair: 9 

Base Value: 700 Base Damage: 2d6 

Toughness: 6 Dmg/Att Bonus: +12 

Description: A style favored by the Imperial Regnan Navy, the rwo side tines of the war tridenr are chin 

and sharp to make slashing as easy as stabbing. To further impress enemies, the tines are gilded in brass, 

and the haft painted yellow, giving the appearance that the Regnans are fighting with golden weapons. 

Gibbet 

rn 
Treasure Level: Artifact ID/Repair: 20 

Base Value: 20,000 Base Damage: 3d6 

Toughness: Artifact Dmg/Att Bonus: +12 

Description: (Undead slaying, Dragon slaying, Demon slaying) A humorless weapon, to say the least, 

Gibbet was forged by Mekorig the Blind to help end the Age of Monsters, and promote the Age of Man. 

A noble idea, but one that hasn't worked out very well. Gibbet often goes missing for years, only to be 

rediscovered in some dragon's hoard by ambitious adventurers. The power of the weapon often inspires 

such adventurers to move the weapon to another dragon hoard, where it once again goes missing for 

years. 

Charele 

DJ 
Treasure Level: Artifact 

Base Value: 20,000 

Toughness: Artifact 

ID/Repair: 20 

Base Damage: 3d9 

Dmg/Att Bonus: +18 

Description: Built at the behest of Hareck the First during the formation of the Regnan 

"Empire", Charele was named after his wife, Queen Charele. It was left in Regna's only 

Erathian outpost during the chaos following Hareck's poisoning death in 590 A.S . 
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Bows and Crossbows (Bow Skill) 
~a character has a bow or crossbow equipped, it is automatically used when you target 

faraway targets. These weapons may not be used on creatures that are standing very 

close to your party. Bows have a Recovery of 100. 

Crude Bow 

Treasure Level: 1-3 ID/Repair: 1 

Base Value: 100 Base Damage: 5d2 

Toughness: 3 Dmg/Att Bonus: None 

Description: A simple longbow constructed of common materials and uninspired design. 

Longbow 

Treasure Level: 2-6 ID/Repair: 3 

Base Value: 200 Base Damage: 5d2 

Toughness: 3 Dmg/Att Bonus: +2 

Description: A higher quality longbow designed after the Elven longbow, but without the Elven skill. 

Elven Longbow 

rn 
Treasure Level: 3-6 ID/Repair: 6 

Base Value: 300 Base Damage: 5d2 

Toughness: 3 Dmg/Att Bonus: +6 

Description: Etched initials at the base of the bow indicate this bow was made by master bowyer Ivan 

Sdving's workshop during the Timber Wars of the late 600s. 

Composite Bow 

DJ 
Treasure Level: 3-6 ID/Repair: 9 
Base Value: 400 Base Damage: 5d2 

Toughness: 3 Dmg/Att Bonus: +6 

Description: Composite bows are made of a variety of materials and pieces, instead of a single piece of 

wood. They are generally more flexible and powerful than regular bows. 
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Griffin Bow 

Treasure Level: 4-6 ID/Repair: 12 

Base Value: 500 Base Damage: 5d2 

Toughness: 3 Dmg/Att Bonus: +8 

Description: The grisly materials used in this bow-a Griffin's skull and tough spine-make for a surpris­

ingly tough and powerful bow. Needless to say, the materials are hard to harvest, and Griffins fight back 

much harder than yew trees. 

Crossbow 

Treasure Level: 1-3 ID/Repair: 1 

Base Value: 50 Base Damage: 4d2 

Toughness: 4 Dmg/Att Bonus: None 

Description: Although crossbows have many advantages-locking string catches, superior shot strength, 

easy to learn-they don't compare to the longbow when speed and range are critical. 

Heavy Crossbow 

rn 
Treasure Level: 3-5 IO/Repair: 5 
Base Value: 200 Base Damage: 4d2 

Toughness: 4 Dmg/Att Bonus: +3 

Description: These crossbows were stockpiled by Archibald just prior to the Succession War for use 

against his brother. As with most decisions involving death, Archibald chose wisely. These crossbows are 

amongst the best in the land. 

Ideal Crossbow 

[1] 
Treasure Level: 4-6 IO/Repair: 9 

Base Value: 400 Base Damage: 4d2 

Toughness: 4 Dmg/Att Bonus: +7 

Description: Equipped with a hand crank and shaft sights, these exceptional crossbows are 

superior to all that have come before. However, where they are coming from is a mysrery ar 

this rime. 
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Ulysses 

[] 
Treasure Level: Ar ti face ID/Repair: 20 

Base Value: 20,000 Base Damage: 5d2 

Toughness: Ar ti face Dmg/Acc Bonus: +IO 

Description: (Accuracy +50, 9-12 Water damage) The Archer's dream. Ulysses requires no arrows, firing 

bolts of ice formed when the string is drawn back. Ics origins are unknown, buc the scyle suggests Elven 

make. 

Ania Selving 

[±] 
Treasure Level: Relic ID/Repair: 30 

Base Value: 30,000 Base Damage: 4d2 

Toughness: Relic Dmg/Arc Bonus: +9 

Description: (Accuracy +150, Bow skill +5, Armor Class -25) Master smith Ivan Selving named chis 

crossbow after his only daughter Ania, calling ic his second best creation ever. Archers using chis crossbow 

rarely miss their targets, but their concentration and slow, careful movements make them easy targets in 

recurn. 

The Perfect Bow (Quest Item) 

Treasure Level: 

Base Value: 

Toughness: 

Special 

400 

Special 

ID/Repair: 0 

Base Damage: 5d2 

Dmg/Att Bonus: +6 

Description: Quest Item: Although of high quality, this bow doesn't seem to perform nearly as well as it 

should. The string is too hard to pull back, it doesn't remain steady enough while aiming, and it seems a 

lirtle off-balance. 

The Perfect Bow (Reward) 

rn 
Treasure Level: Special ID/Repair: 0 

Base Value: 15,000 Base Damage: 5d2 

Toughness: Special Dmg/Atc Bonus: +12 

Description: This bow seems to know ics wielder's strength and adjusts itself accordingly. You never 

have to struggle to pull the string back, and it's always easy to hold your shoe until you're ready to fire. 

Dozens of small advantages like chis in the design of the bow make for the finest weapon of ics cype 

you have ever seen. 

)01 
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Maces, Flails, and Clubs (Mace Skill) 
Weapons in this category have good Recovery (80) and do medium damage (except for 

clubs, which do poor damage). At higher levels of expertise, they can stun or even 

paralyze their opponents. 

Mace 

Treasure Level: 1-3 

Base Value: 50 

Toughness: 6 rn 
ID/Repair: 1 

Base Damage: 2d4 

Dmg/Att Bonus: None 

Description: Barely more sophisticated than a normal club, the mace is slightly more effective and much 

more durable. 

Spiked Mace 

rn 
Treasure Level: 1-4 

Base Value: 150 

Toughness: 6 

ID/Repair: 3 

Base Damage: 2d4 

Dmg/Att Bonus: +2 

Description: This weapon is designed to inflict good damage to both armored and unarmored opponents. 

Zealot Mace 

rn 
Treasure Level: 3-5 

Base Value: 300 

Toughness: 6 

ID/Repair: 6 

Base Damage: 2d4 

Dmg/Att Bonus: +5 

Description: A common mace from Karigor, it displays the same superior qualiry of all weapons and 

equipment from that island. 

Dwarven Monzingstar 

Treasure Level: 3-6 

Base Value: 450 

Toughness: 6 

ID/Repair: 9 

Base Damage: 2d4 

Dmg/Att Bonus: +8 

Description: A variation of the mace, the morningsrar hits slower but much harder. The 

spikes on the ball guarantee recipients will feel the blow, regardless of armor or hide. 
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Supreme Flail 

[!] 
Treasure Level: 3-6 IO/Repair: 12 

Base Value: 600 Base Damage: 2d4 

Toughness: 6 Dmg/Att Bonus: +11 

Description: A heavier, more menacing weapon than a morningstar, flails are almost as dangerous to 

their wielder as they are to opponents. Flails like chis one are of the highest quality, thoroughly enchanted 

by the Warlock Guild of Nighon. 

Hammer 

[] 
Treasure Level: 1-3 ID/Repair: 1 

Base Value: 120 Base Damage: 2d5 

Toughness: 6 Dmg/Att Bonus: None 

Description: A crude, tool-like weapon, this hammer includes a wrist chain to prevent it from dropping 

from your hand. 

Mir Hammer 

[] 
Treasure Level: 1-4 ID/Repair: 5 

Base Value: 300 Base Damage: 2d5 

Toughness: 6 Dmg/Att Bonus: +3 

Description: A step up in construction quality, these hammers are commonly wielded by humanoid 

monsters. Since everyone knows most monsters don't make weapons, the question "where are they getting 

them?" arises. 

Dwarven Hammer 

Treasure Level: 4-6 

Base Value: 600 

Toughness: 6 

ID/Repair: 9 

Base Damage: 2d5 

Dmg/Att Bonus: +9 [] 
Description: The top of the line for the hammer family of weapons. This Dwarven hammer was con­

structed in the forges of Stone City, and every feature is perfect-balance, weight, handle material, head 

construction. All the best possible with modern metallurgical techniques. 

z 
< rn z 
d 
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Club 

rn 
Treasure Level: 1-3 

Base Value: 1 

Toughness: 3 

ID/Repair: 0 

Base Damage: 1 d3 

Dmg/Att Bonus: None 

Description: A primitive weapon usable by even the stupidest of monsters. This club is constructed of 

Erathian oak. 

Spiked Club 

OJ 
Treasure Level: 1-4 

Base Value: 40 

Toughness: 3 

ID/Repair: 2 

Base Damage: ld3 

Dmg/Att Bonus: +3 

Description: An improvement over the simple club, this spiked club will inflict nastier wounds. 

Steel Club 

rn 
Treasure Level: 3-5 

Base Value: 100 

Toughness: 3 

ID/Repair: 4 

Base Damage: 1 d3 

Dmg/Att Bonus: +5 

Description: The symmetry and length of the knob at the end of the club is the only feature that distin­

guishes this club from a mace. The balance is good, the construction is solid, bur it is still a club, and you 

can't expect that much from it. Probably of Goblin manufacture. 

Mash 

DJ 
Treasure Level: Relic ID/Repair: 30 

Base Value: 30,000 Base Damage: ld3 

Toughness: Relic Dmg/Arr Bonus: +15 

Description: (Might +150, Intellect -40, Personality -40, Speed -40) It is said that Mash was 

the answer to the First Ogre's prayer to the Gods for a weapon that would make it stronger 

than anything else. Annoyed, the Gods cursed the First Ogre with Mash, and all Ogres have 

since borne the mark of that act-strong, bur slow, dull, and stupid. In any event, Mash is 

yours, now. 
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Justice 

[IJ 
Treasure Level: Relic ID/Repair: 30 

Base Value: 30,000 Base Damage: 2d4 

Toughness: Relic Dmg/Att Bonus: +14 

Description: (Undead slaying, of Mind magic, of Body magic, --40 Speed, Good) Forged in the halcyon 

days at the beginning of the Church of the Sun, Justice is a powerful weapon for Good. At the cost of a 

speed, Justice is one of the mightiest relics a Paladin or Cleric can wield for the Path of Light. 

Mekorig's Hammer 

[] 
Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 30 

Base Damage: 2d5 

Dmg/Att Bonus: +13 

Description: (Of Spirit magic, Might +75, Air Resistance -50) This is the very hammer the great 

Mekorig the Blind used to turn out so much of the world's finest enchanted equipment during his many 

years as Master of the Mekorig Foundry. The hammer's connection to the elements leaves the wielder 

vulnerable to elemental magic, but it is a small price to pay for the enhanced Self ability and Might the 

hammer provides. 

Staves (Staff Skill) 
Sraves are slow (Recovery 100) and do medium damage at best, but are the best 

weapons for Sorcerers (who can attain higher expertise in Staff than in any other 

weapon). Monks that attain grand master Staff can use the skill in combination with 

their Unarmed skill to devastating effect. 

Staff 

[[] 
Treasure Level: 1-3 ID/Repair: 

Base Value: 40 Base Damage: 

Toughness: 3 Dmg/Att Bonus: 

Description: The staff is the common weapon of the oppressed. 

Iron Core Staff 

[[] 
Treasure Level: 3-5 ID/Repair: 

Base Value: 250 Base Damage: 

Toughness: 3 Dmg/Att Bonus: 

1 

2d4 

None 

5 

2d4 

+3 

Description: This staff has been filled with iron to give a harder punch than an ordinary staff, while appear-

ing to be nothing more than a fancy walking stick. The wood is polished ash, carved with a tasteful design. J 0 5 
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Wiza.rd Staff 

rn 
Treasure Level: 4-6 

Base Value: 500 

Toughness: 3 

ID/Repair: 9 

Base Damage: 2d4 

Dmg/Att Bonus: +7 

Description: A weird combination of wood, glass, and aluminum form the staff, while a crystalline skull 

tops ir. The whole weapon is bound together with glue and strong enchantments co make one of the 

lightest, strongest staves in the world. 

Ethric's Staff 

DJ 
Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 30 

Base Damage: 2d4 

Dmg/Att Bonus: +9 

Description: (Of Dark Magic, Meditation skill + 15, Decrease Hit Points over time, Evil) Much more a 

tool than a weapon, Ethric's Staff was fashioned by the world's first Lich-Ethric the Mad. The staff 

magnifies Dark magic, drawing from the life force of its user. Since Ethric's life force was magically sus­

tained, chis wasn't a problem for him. Mortals, however, will slowly feel their life force drain away while 

they hold the staff. 

Blasters (Blaster Skill) 
Blasters are, basically, ray guns. They do good damage on their attacks, but what makes 

them particularly devastating is how fast they are. The have the lowest attack Recovery 

(30) of any weapon in the game. 

Blaster 

Treasure Level: None ID/Repair: 30 

Base Value: 0 Base Damage: 3d5 

Toughness: 10 Dmg/Att Bonus: +8 

Description: A weapon of awesome power, almost certainly created during the Time 

of Wonders. 
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Blaster Rifle 

Treasure Level: None ID/Repair: 30 

Base Value: 0 Base Damage: 5d5 

Toughness: 10 Dmg/Att Bonus: +12 

Description: The finest of personal weapons made during the Time of Wonders, Blaster Rifles can deal 

death faster than any weapon you have ever seen. 

Armor 
Leather, Chain, and Plate armor require their respective skills to wear. The same goes 

for Shields. All of these items add to the Recovery time of attacks. Helmets, Gauntlets, 

Boots, and Capes don't require any parricular skill to use and don't add to Recovery. 

They also can be worn by characters without negating their Dodging skill. This is an 

important consideration, particularly for Monks. 

Leather Armor (Leather Skill) 
Leather Armor is the lightest worn armor, so it is both the least encumbering (Recovery 

t IO) and offers the least protection. 

Leather Armor 

Treasure Level: 1-2 ID/Repair: 

Base Value: 150 Armor Class: +4 

Toughness: 3 

Description: Leather armor is the lightest and most easily worn armor, but it offers less protection than 

rhe heavier armors. The leather in chis suit was improperly cured and still stinks of the chemicals used in 

irs production. 

Studded Leather 

Treasure Level: 2-4 

Base Value: 250 

Toughness: 3 

ID/Repair: 

Armor Class: 

4 
+6 

Description: This suit of leather armor is held together with bronze studs instead of leather straps. 

This construction makes it a bit stronger, bur also a bit heavier. 
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Officer's Leather 

Treasure Level: 3-5 

Base Value: 450 

Toughness: 3 

ID/Repair: 

Armor Class: 

8 

+10 

Description: An otherwise ordinary suit of leather armor, this suit is imbued with a subtle enchanunem 

that strengthens the material against blows without increasing weight. 

Regnan Leather 

00 
Treasure Level: 4-6 ID/Repair: 10 

Base Value: 750 Armor Class: +16 

Toughness: 3 

Description: Standard issue leather armor for officers in the Regnan Navy. All such leather armor receives 

enchantments co strengthen and lighten it during its creation in the Regnan Armories. 

Royal Leather 

~ 
Treasure Level: 5-6 ID/Repair: 12 

Base Value: 1,150 Armor Class: +24 

Toughness: 3 

Description: Only a few suits like this one have been made, and all were special orders for members of 

the royal family of Erathia-the Gryphonhearts. This one had co come from one of three places: Stolen 

from the palace armory, ca.ken on the battlefield, or robbed from a grave. 

Hareck's Leather 

Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 

Armor Class: 

30 

+30 

Description: (Stealing skill +5, Disarm skill +5, Water Walking, Luck +50, All Resistance 

-10) This leather armor was specially built by the Regnan armory for Hareck che First,.Lord 

of Regna, and Emperor of the Endless Ocean. The armor did everything a glorified pirate 

like Hareck could hope for, except protect him from poison. The mighty first Emperor of 

Regna died just after dinner while wearing the armor, poisoned by his wife's hand. 
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Chain Ann or (Chain Skill) 
Chain is the medium class of armor, and offers good protection while adding 20 to a 

character's Recovery time. 

Chain Mail 

Treasure Level: 1-3 ID/Repair: 

Base Value: 400 Armor Class: +8 

Toughness: 6 

Description: Chain mail is an armor formed of small, interlocking loops of metal. It looks like someone 

forgot to oil the rings, or maybe left it our in the rain because rust has begun to form in the armpits and 

under the collar. 

Steel Chain Mail 

Treasure Level: 2-4 

Base Value: 600 

Toughness: 6 

ID/Repair: 

Armor Class: 

5 
+12 

Description: This suit of chain mail is made of steel and is actually lighter than similar suits made of 

plain iron. Thin rings were used in its construction, bur the steel composition makes them very strong. 

Fine Chain Mail 

[I] 
Treasure Level: 3-5 ID/Repair: 10 

Base Value: 900 Armor Class: +18 

Toughness: 6 

Description: Very high-quality steel is reinforced with fine scudded leather to soften blows while mini­

mizing weight. The leather portions are quite artistic and pleasing to the eye. 

Resplendent Chain Mail 

~ 
Treasure Level: 4-6 ID/Repair: 15 
Base Value: 1,300 Armor Class: +26 

Toughness: 6 

Description: A distinctive suit of armor meant to aid recognition of officers during battle. Besides just 

looking good, the armor is amongst the lightest, most supple chain mail available. 
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Golden Chain Mail 

Treasure Level: 

Base Value: 

Toughness: 

5-6 
1,800 

6 

ID/Repair: 

Armor Class: 

20 

+36 

Description: A very rare suic of armor curned our by che Heavenly Forges of Governor Padish before the 

Silence. The armor was originally worn strictly by che Governor's highest milicary officers as a badge of 

office. le is nor jusc for show; this chain mail is lighter, stronger, and more supple than any other chain in 

the world. 

Governor's Armor 

Treasure Level: Artifact 

Base Value: 20,000 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

20 

+36 

Description: (Half damage from missile accacks, + 10 co all scaciscics) Owned by Colonial Governor 

Padish at the Time of the Silence, this fantastic armor has resurfaced in many of the great creasure hoards 

throughout hiscory. Like most creations cumed out by the Heavenly Forge, ic is nearly indesuuccible, and 

ics like can no longer be made by any forge in the land. 

Elven Chainmail 

Treasure Level: Artifact 

Base Value: 15,000 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

20 

+30 

Description: (of Recovery, +15 Speed, +15 Accuracy, Elven) Elven chainmail was more common before 

the wars against the humans and the Goblins. Cencuries of combat combined with the degradacion of 

armorsmithing skills have reduced the number of sets of Elven chainmail to almost none. The effect of 

using lighcer materials and custom designing the armor co only fie Elves grants the wearer more 

freedom of movement, allowing fascer, more accurate actacks. 
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Plate Armor (Plate Skill) 
Plate armor is the heaviest armor, so tends to offer the most protection. It also slows its 

wearer down (Recovery +30). 

Plate Armor 

Treasure Level: 

Base Value: 

Toughness: 

3-5 
1,000 

9 

ID/Repair: 

Armor Class: +20 

Description: Plate armor is the strongest armor available. It is much heavier than other suits of armor, 

and requires considerable practice to get used to wearing. This suit is made of iron, and the workmanship 

is unremarkable. 

Spkndid Plate Armor 

Treasure Level: 

Base Value: 

Toughness: 

4-6 
1,400 

9 

ID/Repair: 

Armor Class: 

8 

+28 

Description: Forged in an Erathian armory, this suit of plate armor bears a recenc stamp: B.R., Steadwick 

Foundry, 1151. The initials are those of Byron Rockermann, Royal armorsmith of Erathia. His work is 

competenc and elegant. 

Noble Plate Armor 

Treasure Level: 

Base Value: 

Toughness: 

5-6 
2,700 

9 

ID/Repair: 

Armor Class: 

20 

+54 

Description: A suit of armor so fine could only have come from the forge of the Master himself-Mekorig 

rhe Blind. Indeed, this one bears the initials of his son, Kasev Mekorig near the heel. The joints move eas­

ily, and the metal has a curious triple-plated construction that makes it thin and light, yet incredibly 

strong. Padding is comfortable, too. 

) I 1 
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Yoruba 

Treasure Level: Artifact 

Base Value: 20,000 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

20 

+60 

Description: (Immunity ro Diseased, Insane, Paralyzed, Poisoned, Asleep, and Stoned conditions, 

Endurance +25) Named after its owner and creator, Yoruba is an extremely rough, magic-resistant suit of 

place mail. Because of the armor's prohibitive expense, it was builr in piecemeal fashion-and it shows. 

Different pieces are made of different materials, with the most expensive ones in the breastplate. There are 

rwo puncrure holes in the breastplate that the original owner never repaired, possibly for sentimental 

reasons. 

Shields (Shield Skill) 
Shields are held in the left hand, so if a character is using one, he or she gives up the 

possibility of using a two-weapon attack. The obvious benefit is that shields give their 

wielders more protection in the form of a higher Armor Class. Shield use slows down a 

character somewhat (Recovery +10) . 

Goblin Shield 

Treasure Level: 1-3 ID/Repair: 

Base Value: 200 Armor Class: +6 

Toughness: 4 

Description: A simple, old shield with crude markings on its face. Ugly, bur practical. 

Wooderi Shield 

[!] Treasure Level: 1-3 ID/Repair: 4 
Base Value: 300 Armor Class: +7 
Toughness: 4 

Description: This shield is made of wood framed by iron. It is heavy, but well constructed 

and in good condition. 



Horseman's Shield 

Treasure Level: 3-4 

Base Value: 400 

Toughness: 4 

ID/Repair: 

Armor Class: 

8 

+9 
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Description: Narrow and tapered at the bottom, this shield is intended for battle on horseback, but will 

work just fine on foot. Construction is tight and materials are tough-it should be able to resist a direct 

spear thrust. 

Sterling Shield 

Treasure Level: 3-6 

Base Value: 500 

Toughness: 4 

ID/Repair: 

Armor Class: 

12 

+13 

Description: Made of a lighrweight metal, this shield has a foundry stamp from the Kelebrim armory. 

Though light, the material is very strong, and the metal is welded almost seamlessly. 

Phynaxian Shield 

[I] 
Treasure Level: 5-6 ID/Repair: 16 

Base Value: 800 Armor Class: +19 
Toughness: 4 

Description: These shields were forged by the Phynaxian empire during its brief rise ro power on the 

steppes of southern Erathia (790-864). They are made of stalt, a metal that takes well co enchantment, 

and contributed heavily ro Phynaxian military might. Unfortunately, very little of the metal could be 

mined, and Phynaxia fell in 864 A.S. to an Elvish offensive. 

Wooden Buckler 

~ 
Treasure Level: 1-3 ID/Repair: 1 

Base Value: 100 Armor Class: +4 
Toughness: 4 

Description: A small wood buckler designed to protect against arrows without encumbering its wielder. 

The quality is amateurish, but it's in good condition and will serve its purpose. 
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Bronze Shield 

Treasure Level: 1-3 

Base Value: 200 

Toughness: 4 

ID/Repair: 

Armor Class: 

4 
+6 

Description: Bronze shields are lighter than iron shields of the same size, bur aren't nearly as strong. 

Metal Shield 

~ 
Treasure Level: 3-4 ID/Repair: 8 

Base Value: 300 Armor Class: +8 

Toughness: 4 

Description: The pretty, red design on the surface of this shield means it's from Deyja, and the paint isn't 

paint. Emulsifiers and preservatives help to retain the original color. 

Alloyed Shield 

~ 
Treasure Level: 3-6 ID/Repair: 12 

Base Value: 450 Armor Class: +12 

Toughness: 4 

Description: The exact mixture of metals in these strong shields has been lost for hundreds of years. 

Attempts to rediscover the process used to make them have been miserable failures. There is absolutely 

nothing enchanted or magical about these shields-any enchantment they carry was added after they 

were created. 

Majestic Shield 

Treasure Level: 5-6 

Base Value: 750 

Toughness: 4 

ID/Repair: 

Armor Class: 

16 

+18 

Description: The dark, golden color of these shields is acrually a flaw. About 50 of these 

shields were turned out by the Heavenly Forge as it began to fail. Although imperfect, they 

are second only to shields built by the Forge in its prime. 



Glory Shield 

Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 

Armor Class: 

30 

+24 
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Description: (Of Spirit Magic, Shield skill +5, Body Resistance -10, Mind Resistance -10) One offive 

such shields known to exist, the Glory Shield was built during the Time of Wonders. It was especially 

runed to promote Spirit Magic, but that same attunement leaves the wielder somewhat open to Spirit­

based attacks. 

Kele brim 

Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 

Armor Class: 

30 

+20 

Description: (Immunity to Stoned condition, Half damage from missile attacks, Endurance +50, Earth 

Resistance -30) One of the first shields to issue from the Kelebrim Foundry, this one bears the simple 

stamp "Kelebrim" on the inside under the hand strap. It has very powerful enchantments meant to pro­

tect from Medusa gazes, but like many grand enchantments, it comes with a flaw. Kelebrim weakens its 

owner's resistance to Earth Magic. 

Cloaks and Capes 
Leather Cloak 

~ 
Treasure Level: 1-5 

Base Value: 50 

Toughness: 2 

Description: A simple traveler's cloak. 

Huntsman's Cloak 

~ 
Treasure Level: 1-5 

Base Value: 150 

Toughness: 2 

ID/Repair: 2 

Armor Class: + 1 

ID/Repair: 5 

Armor Class: + 3 

Description: A huntsman's cloak colored green to make the wearer difficult to see in the forest. Not 

much to look at, but it serves its purpose. 
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Ranger's Cloak 

Treasure Level: 3-5 

Base Value: 250 

Toughness: 2 

ID/Repair: 

Armor Class: 

9 

+5 

Description: Woven from plane fibers found in the Tularean Forest, these cloaks are the traditional garb 

of the Elven Rangers. 

Elegant Cloak 

~ 
Treasure Level: 3-6 ID/Repair: 14 

Base Value: 450 Armor Class: +7 

Toughness: 2 

Description: This cloak is of the quality preferred by wealthy nobles and royalcy. It is hard to find bener. 

Glorious Cloak 

~ 
Treasure Level: 3-6 ID/Repair: 20 

Base Value: 750 Armor Class: +9 
Toughness: 2 

Description: Almost all cloaks like this one come with some sort of enchantment. The Warlocks of 

Nighon employ legions of mentally enslaved people to perform the tedious weaving and ritual spellcascing 

necessary to make these cloaks. 

Cloak of the Sheep 

Treasure Level: Artifact 

Base Value: 15,000 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

30 

+10 

Description: (Immunity co Diseased, Insane, Paralyzed, Poisoned, Asleep, and Stoned 

conditions, Intellect -20, Personality -20) 



Twilight 

Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 

Armor Class: 

30 

+13 

CHAFTE.R E.IGHT 

Description: (Speed +50, Luck +50, All resistances -15, Evil) The sinister Twilight Cloak has been used 

by spies and assassins for centuries. The nature of the enchantment is so beneficial ro those professions 

char the loss of magical resistance is easily overlooked. 

Sun Cloak 

~ 
Treasure Level: Special ID/Repair: 0 

Base Value: 2,500 Armor Class: +11 

Toughness: Special 

Description: Increases the effects of all Light spells. This cloak signifies the highest rank attainable by a 

Priest of the Sun. No more than nine of these cloaks were ever made-one for each member of the High 

Council of the Sun. 

Moon Cloak 

Treasure Level: Special 

Base Value: 2,500 

Toughness: Special 

ID/Repair: 

Armor Class: 

0 

+11 

Description: Increases the effects of all Dark spells. This cloak signifies the highest rank attainable by a 

Priest of the Moon. No more than nine of these cloaks were ever made-one for each member of the High 

Council of the Moon. 

Vampire's Cape 

Treasure Level: Special 

Base Value: 2,500 

Toughness: Special 

ID/Repair: 

Armor Class: 

0 

+9 

Description: (+10 Intellect and Luck) Small wonder such a cape as this would be found on a Vampire. 

The cape prevents sunlight from reaching the body, bur is unable co protect the face. 
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Gauntlets 
Gauntlets 

Treasure Level: 1-5 

Base Value: 100 

Toughness: 6 

ID/Repair: 

Armor Class: 

2 

+3 

Description: Low-quality iron gauntlets with cloth Linings co prevent blisters. 

Steel Gauntlets 

[] 
Treasure Level: 1-5 ID/Repair: 5 

Base Value: 250 Armor Class: +6 

Toughness: 6 

Description: This pair of gauntlets is made of steel and decorated with brass tracery along che oucside of 

che palm and back of che hand. Ir is in good repair and well oiled. 

Silver Mesh Gauntlets 

[] Treasure Level: 3-5 

Base Value: 450 

Toughness: 6 

ID/Repair: 

Armor Class: 

9 

+8 

Description: A marvelous achievement, these gauntlets were forged and woven by che Dwarves of Stone 

City. They offer both flexibility and strong protection. The only trouble is that the wearer's skin is 

sometimes caught in che mesh, leading to painful pinches. 

Dragon Hide Gauntlets 

[!] Treasure Level: 

Base Value: 

Toughness: 

3-6 

650 

6 

ID/Repair: 

Armor Class: 

14 

+10 

Description: A high-quality gauntlet, it offers both flexibility and protection. The joinrs are 

, reinforced, yet are "soft" enough to permit nearly normal hand morion. 

Mogred Gauntlets 

[!] 
Treasure Level: 3-6 ID/Repair: 20 

Base Value: 850 Armor Class: +12 

Toughness: 6 

Description: Made from the hide of che Mogred beast on Karigor, these gauntlets are rough, 

supple, and magic resistant. The two red spots used to have poisonous spines growing from 

chem. 



Hands of the Master 

Treasure Level: Anifacc 

Base Value: 20,000 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

20 

+12 

CHAFTE.R. E.IGHT 

Description: (Unarmed skill + 10, Dodging skill + 1 O) The Hands of the Master are meant for Monks, 

but a few Thieves have put them to use with excellent results. Most of the owners have gone on to fame 

and fortune, but the lase one obviously didn't do so well. 

Forge Gauntlets 

Treasure Level: Artifact 

Base Value: 15,000 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

20 

+10 

Description: (+30 Fire Resistance, +15 Might, +15 Endurance, Dwarven) Forge Gauntlets were created 

by Mekorig for his assistants to aid them in helping him. Extending the already amazing Dwarven might 

and endurance, the gauntlets also grant exceptional resistance to fire-necessary in a forge as hot as 

Mekorig's. 

Boots 
Leather Boots 

Treasure Level: 1-5 

Base Value: 50 

Toughness: 3 

ID/Repair: 

Armor Class: 

2 

+2 

Description: These boots are made of soft leather for a more comfortable fir, but they offer little 

protection in combat. 

Steel Plated Boots 

Treasure Level: 2-5 

Base Value: 250 

Toughness: 3 

ID/Repair: 

Armor Class: 

5 
+6 

Description: This pair of leather boots has been fitted with steel places on the top of the foot and at 

the shin. 
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Ranger Boots 

Treasure Level: 3-5 

Base Value: 450 

Toughness: 3 

ID/Repair: 

Armor Class: 

9 
+8 

Description: A quality sec of Erathian leather boors. This pair has the usual features ofErathian teacher 

craftsmanship: soft, water resistant, and quiet. 

Knight's Boots 

IJ 
Treasure Level: 4-6 

Base Value: 650 

Toughness: 3 

ID/Repair: 

Armor Class: 

14 
+10 

Description: Polished silver boots with velvet interiors, these boots are lighter than steel boots and far 

more comfortable. They look pretty snappy, too. 

Paladin Boots 

[I] 
Treasure Level: 4-6 

Base Value: 850 

Toughness: 3 

ID/Repair: 

Armor Class: 

20 
+12 

Description: Made in the forge of Byron Rockermann, these silver and steel boots are amongst the besr 

in the world. The are enormously strong, yet fie comfortable and flexibly in all the right spots. 

Seven League Boots 

Treasure Level: 

Base Value: 

Toughness: 

Arcifact 

20,000 

Artifact 

ID/Repair: 

Armor Class: 

20 
+15 

Description: (Speed +40, of Water Magic) So named for their boost to their wearer's reflexes and pace, 

the boors' true function is to ease the use of Water Magic in order to speed crave!. Anyone 

using the boots is destined for greatness, but nor necessarily honor. Much mischief can be 

attributed to previous owners of these boors. 

Hermes' Sandals 

Treasure Level: Artifact 

Base Value: 0 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

30 
+20 

Description: (+100 Speed, +50 Accuracy, +50 Air Resistance, Regenerate SP and HP over 

time, and Feather Falling) Rumored to be the footwear of a god, these winged sandals confer 

enormous power on the wearer. 
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Helmets/Crowns/Hats 
Helmets offer bonuses to Armor Class, while hats and crowns merely act as targets for 

enchantments. An unenchanted crown or hat will do your characters no good, so you 

should sell them off. 

Horned Helm 

Treasure Level: 1-3 ID/Repair: 

Base Value: 80 Armor Class: +2 

Toughness: 6 

Description: This cheap helm is better suited for a costume parry than a battle. The horns have been 

glued onro a rigid leather cap dyed black to make it look scarier. The material is brittle and flaky, and will 

probably come apart at just the wrong rime. 

Conscript's Helm 

Treasure Level: 1-4 

Base Value: 260 

Toughness: 6 

ID/Repair: 

Armor Class: 

4 
+6 

Descripcion: The simple style and uniformity of these helms is meant to strike terror into the hearts of 

enemies when they see row upon row of bronze, spiked helms marching toward them. 

Full Helm 

~ 
Treasure Level: 3-5 ID/Repair: 8 

Base Value: 460 Armor Class: +8 

Toughness: 6 

Description: This helm design has been used by the Elves of Erathia since before the Silence. Ir is com-

posed of silver and steel and is very strong. 

Phynaxian Helm 

~ 
Treasure Level: 

Base Value: 

3-6 

660 

Toughness: 6 

ID/Repair: 

Armor Class: 

10 

+10 

Descripcion: Worn by Phynaxian Dragoons during the expansion of their empire a few hundred years 

ago, these helms are rough, flexible, and light. They are made of two strips of dragonhide bound 

rogether with stalt metal studs. 
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MogredHelm 

Treasure Level: 4-6 
Base Value: 860 

Toughness: 6 

ID/Repair: 

Armor Class: 

12 

+12 

Description: Partially made from the skull of the ferocious Mogred beast in Karigor, these helms grow 

more uncommon every year as the Mogreds approach extinction. Two poisonous spines used to grow 

from the red spots on the front of the helm. 

Peasant Hat 

Treasure Level: 2-5 ID/Repair: 

Base Value: 20 Armor Class: +O 

Toughness: 2 

Description: A common, cloth hat with a feather stuck in the band co add a dash of style. 

Traveler's Hat 

Treasure Level: 3-5 

Base Value: 100 

Toughness: 2 

ID/Repair: 

Armor Class: 

4 
+O 

Description: A simple hat meant co keep sun and dust off a traveler's head. 

Fancy Hat 

Treasure Level: 3-6 

Base Value: 200 

Toughness: 2 

ID/Repair: 

Armor Class: 

8 

+O 

Description: The latest in fashion, chis hat hearkens back co more of a working class style. It isn't really 

the hat chat's in style, it's the working man chat young nobles are crying co emulate-who in turn seeks to 

emulate the nobleman. 

Crown 

Treasure Level: 2-5 

Base Value: 250 

Toughness: 4 

ID/Repair: 20 

Armor Class: +O 

Description: This is a cheap crown of the sort chat primitive Goblins wear co mock human 

cuscoms. The metal is bronze, and the gem is made of glass. 



Noble Crown 

Treasure Level: 3-5 

Base Value: 450 

Toughness: 4 

ID/Repair: 

Armor Class: 

25 

+O 

CHAFTE_R. EIGHT 

Description: A fine, if somewhat ostentatious crown made with gold leaf and large, high-quality 

amethysts. It suits nobles of your station well. 

Regal Crown 

~ 
Treasure Level: 3-6 

Base Value: 650 

Toughness: 4 

ID/Repair: 30 

Armor Class: +O 

Description: Crowns of this sort are typically created with the use of magic to enhance their susceptibility to 

magic. If found with no enchantments whatsoever, the crown was probably left unfinished for some reason. 

Mind's Eye 

~ 
Treasure Level: Artifact ID/Repair: 20 

Base Value: 15,000 Armor Class: +10 

Toughness: Artifact 

Description: (+15 Intellect, +15 Personality, Regenerate SP, Human) Mind's Eye was created by Mekorig 

for the Great Druid, Larette Weisman. While enhancing both intellect and personality, Mind's Eye regen­

erates the wearer's mana and also provides head protection. Unfortunately, Mind's Eye will only fit on the 

head of a human. 

Taledon's Helm 

Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 

Armor Class: 

30 

+14 

Description: (Of Light Magic, Personality + 15, Might + 15, Luck -40, Good) Owned by Taledon, Divine 

High Priest and High Holy Conduit of the Church of the Sun from 870 A.S., this powerful helm proba­

bly contributed to his untimely death in 881. It is said that an object may take only so much enchant­

ment-try to put too much in, and something negative squeezes out. In this case, the negative made the 

wearer profoundly unlucky. Taledon, arguably the most powerful figure of his time, veteran diplomat, 

soldier, and priest, was crushed beneath the wheels of a runaway peasant's wagon while crossing the street 

in Steadwick. 
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Scholar's Cap 

Treasure Level: Relic 

Base Value: 30,000 

Toughness: Relic 

ID/Repair: 

Armor Class: 

30 

+2 

Description: (Learning skill + 15, Endurance -50) The Scholar's Cap vastly improves the ability of rhe 

mind ro absorb and retain experiences. The effect is so intense chat wearers frequently forger co care for 

their bodies while swimming in rhe sea of their thoughts. 

Phynaxian Crown 

Treasure Level: 

Base Value: 

Toughness: 

Relic 

30,000 

Relic 

ID/Repair: 30 

Armor Class: See Description 

Description: (Of Fire Magic, Water Resistance +50, Personality +30, Armor Class -20) This is the lose 

CWAS the lose) crown of the short-lived Empire of Phynaxia. When worn, the crown's jewels smolder 

with barely rescrained Fire magic, and cast reddish light upon the face of the wearer. The crown amplifies 

any skill in Fire magic the wearer may have, and fiercely resists warer-based attacks. 

Shadow's Mask 

[§] 
Treasure Level: Special ID/Repair: 0 

Base Value: 15,000 Armor Class: +12 

Toughness: Special 

Description: (+3 Stealing and Disarm Trap skills) A mask designed co hide the identity of the wearer, ir 

has also been magically enhanced to offer good protection and ro aid chiefly pursuits. 



CHAFTE_R E.IGHT 

Belts, Amulets, and Rings 
These item classes don't offer any bonuses to you unless they're enchanted. Enchanted 

belts, amulets, and rings, however, are important to your character's advancement, par­

ticularly at later levels of the game when character levels are harder to attain and skills 

cost many Skill Points to advance. A character may wear one belt, one amulet, and eight 
nngs. 

Belts 
Leather Belt 

EJ 
Treasure Level: 2-5 

Base Value: 40 

Toughness: 3 

ID/Repair: 

Armor Class: +O 

Description: A peasant's belt. This one is made of poorly cured leather and rusting iron studs. 

Fine Belt 

Treasure Level: 2-5 

Base Value: 100 

Toughness: 3 

ID/Repair: 

Armor Class: 

3 

+O 

Description: A well-crafted belt of well-tanned leather and fine stitching. The buckle is made of polished 

silver. 

Strong Belt 

8 
Treasure Level: 3-5 

Base Value: 450 

Toughness: 3 

ID/Repair: 

Armor Class: 

6 
+O 

Description: A tough, yet high-quality leather belt. This one was probably made in western Erathia. 

Silver Belt 

B 
Treasure Level: 3-6 

Base Value: 450 

Toughness: 3 

ID/Repair: 

Armor Class: 

9 
+O 

Description: A very nicely made silver belt, this one i old, but well cared for. There's no trace of tarnish 

on any of the links-just a bit of wear around the buckle. 
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Gilded Belt 

Treasure Level: 3-6 

Base Value: 600 

Toughness: 3 

ID/Repair: 

Armor Class: 

12 

+O 

Description: Gaudy to an extreme, this belt is made of sold 14 karat gold. Each link has a different, low­

quality image stamped on its face. Tasteless, but valuable. 

Hero's Belt 

Treasure Level: Artifact 

Base Value: 15,000 

Toughness: Artifact 

ID/Repair: 

Armor Class: 

20 

+O 

Description: (+5 Armsmasrer skill, +15 Might, Regenerate Hit Points, Male) Designed for Saint Perci, 

this belt confers martial prowess, exceptional strength, and regeneration. Saint Perci used the belt quire 

extensively, but even with irs help he wasn't able ro stave off death ar the hands of Wromrhrax the dragon. 

Titan's Belt 

~ 
Treasure Level: Relic ID/Repair: 30 

Base Value: 30,000 Armor Class: +O 
Toughness: Relic 

Description: (Might +75, Speed -40) Like so many similar items, the Titan's Belt increases the Mighr of 

its wearer at the expense of Speed. The only difference with this relic is the magnitude of the trade off. 
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Rings 
Brass Ring 

Treasure Level: 1-4 

Base Value: 100 

Toughness: 7 

ID/Repair: 2 

Description: A tarnished brass ring. Polished up, you might be able to sell it for something .... but don't 

expect much. 

Pearl Ring 

Treasure Level: 1-4 

Base Value: 300 

Toughness: 7 

ID/Repair: 6 

Description: A large, imperfecr pearl adorns this otherwise unremarkable gold ring. 

P/,atinum Ring 

Treasure Level: 3-5 

Base Value: 500 

Toughness: 7 

ID/Repair: 9 

Descriprion: Ar first glance silver, this ring is actually made of platinum. The gemstone is a small, flawed 

diamond. 

EmeraURing 

~ 
Treasure Level: 3-5 

Base Value: 700 

Toughness: 7 

ID/Repair: 12 

Description: A large, cut emerald adorns an otherwise plain silver ring. 

Sapphire Ring 

§] 
Treasure Level: 3-5 

Base Value: 900 

Toughness: 7 
ID/Repair: 15 

Description: Three small sapphires are mounred at the top of this silver and gold ring. Rings of this 

qualiry are often enchanted. 

z 
< rn z 
d 
~ 
--1 rn 
~ 
(Jl 
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Warlock's Ring 

Treasure Level: 

Base Value: 

Toughness: 

ID/Repair: 

3-5 

1,100 

7 
18 

Description: This complex and gaudy arrangement of amethysts on platinum can be appealing, if you 

like that sort of thing. 

Enchanted Ring 

~ 
Treasure Level: 3-6 

Base Value: 1,300 

Toughness: 7 

ID/Repair: 21 

Description: A rare gem-within-a-gem of emerald and garnet is set upon a fine gold ring. 

Dazzling Ring 

~ 
Treasure Level: 3-6 

Base Value: 1,500 

Toughness: 7 

ID/Repair: 24 

Description: A beautiful rosette of rubies and emeralds on gold backing. The ring itself is platinum. 

Wizard Ring 

[!] 
Treasure Level: 2-6 

Base Value: 1,700 

Toughness: 7 
ID/Repair: 27 

Description: Three perfect garnets set into silver belie the enchantments used to create this ring. 

Handling the ring for long makes your hand tingle. 

Angel's Ring 

~ 
Treasure Level: 5-6 

Base Value: 2,000 

Toughness: 7 

ID/Repair: 30 

Description: A very strange brown stone (petrified wood?) is mounted on a meral that 

looks like gold, but is much lighter. 
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Ruler's Ring 

~ 
Treasure Level: Artifact 

Base Value: 20,000 

Toughness: Artifact 

ID/Repair: 20 

Description: (Of Mind Magic, of Dark Magic) The Ruler's Ring was made in 744 A.S. by Joshua Scorn, 

chief alchemist for the Warlocks ofNighon. Although not an inherently evil artifact, the ring was created 

co concrol and conquer, nothing more. 

Lady's Escort 

~ 
Treasure Level: Artifact 

Base Value: 15,000 

Toughness: Artifact 

ID/Repair: 20 

Description: (Water Walking, Feather Falling, of Protection, Female) A magical "escort" designed by the 

mage Terrax for one of his female friends who had co travel quite far co reach him. The ring protects the 

wearer from elements, falling, and drowning. Unfortunately, she traveled to Erathia and the ring disap­

peared soon afrer. 

Ghost Ring 

Treasure Level: 

Base Value: 

Toughness: 

ID/Repair: 

Special 

2,500 

Special 

0 

Description: An odd ring that feels strangely warm to the touch. It enhances the wearer's connection to 

the spirit. 

Faerie Ring 

Treasure Level: Special 

Base Value: 2,500 

Toughness: Special 

ID/Repair: 0 

Description: A rare and very powerful ring made by Faeries. Few mortals ever see such as this! 

,,. 
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Amulets 
Eyeball Amulet 

Treasure Level: 2-5 

Base Value: 500 

Toughness: 4 

ID/Repair: 2 

Description: This mange amulet has a glass eye on the end of a cheap brass chain. A novelty, bur proba­

bly not worth much. 

Bronze Amulet 

Treasure Level: 2-5 

Base Value: 750 

Toughness: 4 

ID/Repair: 5 

Description: A baroque bronze amulet with an ill-defined image stamped on the face. Cheap and tasteless. 

Witch's Amulet 

[!] 
Treasure Level: 3-5 

Base Value: 1,000 

Toughness: 4 

ID/Repair: 9 

Description: A plaster cast of a baby's hand was used to form this strange silver amulet. There is some 

unidentifiable symbol stamped in the center of the amulet. 

Death's Head Pendant 

~ 
Treasure Level: 3-6 

Base Value: 1,250 

Toughness: 4 

ID/Repair: 14 

Description: Straight out of Deyja, this is just the sort of thing you would expect from 

Necromancers. The silver skull in the center is modeled from a real, shrunken skull, and the 

tiny rubies in the eyes glow in the dark. 
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Sun Amulet 

[!] 
Treasure Level: 3-6 

Base Value: 1,500 

Toughness: 4 
ID/Repair: 20 

Description: A glorious gold amulet with the ancient symbol of the sun in the center. The amulet is 

&om Karigor, and the craftsmanship is flawless. 

Clanker's Amulet 

Treasure Level: Artifact 

Base Value: 15,000 

Toughness: Artifact 

ID/Repair: 0 

Description: A mighty tool for alchemists, this amulet was the secret to Clanker's success. Alchemy 

skill + 15. 

Medusa's Mirror 

Treasure Level: 

Base Value: 

Toughness: 

ID/Repair: 

Special 

15,000 

Special 

0 

Description: The user of this mirror is completely immune to stoning effects. Would have been nice to 

have this earlier. 

Enchanting Items 
The higher an item's treasure level, the greater its chance of gaining an enchantment. 

When higher treasure level items get enchantments, those enchantments are stronger. 

Some enchantments are gained by weapons, some by non-weapon items, and some by 

both. When items are enchanted, they usually get "Of Something" applied to their 

name. For instance, an enchanted halberd could become a "Halberd of Poison" or a 

"Halberd of Recovery." Some effects add an adjective before the item name as in 

"Vampiric Halberd," or "Rogues' Halberd." 
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In the tables below, if the Value Bonus is a number, then it's added to a normal item's 

Base Value. Multipliers like "x 2" multiply an item's Base Value. Items that provide bonus­

es of unspecified amounts provide a bonus according to their treasure level as follows: 

Table 8-1. Treasure Level Bonuses 

I 0 

2 1-5 

3 3-8 

4 6-12 

5 10-17 

6 15-25 

Such irems have a Value Bonus= (100 x Scar Bonus) . 

Table 8-2. mapon Enchantments 

I .,., • . •' /1•,, I• '/{,, . 
ofThe Gods +I 0 co all aruiburcs 3,000 

of Carnage Explosive impacr (bows only) 5,000 

of Cold Adds 3-4 poincs of Cold damage 500 

of Frosr Adds 6-8 poincs of Cold damage l ,000 

of lee Adds 9-12 points of Cold damage 2,000 

of Sparks Adds 2-5 poincs of Air damage 500 

of Lightning Adds 4-10 poims of Air damage l ,000 

ofThunderbolcs Adds 6-15 poinrs of Air damage 2,000 

of Fire Adds 1-6 points of Fire damage 500 

of Flame Adds 2-12 poincs of Fire damage 1,000 

of Infernos Adds 3-18 poinrs of Fire damage 2,000 

of Poison Adds 5 points of Body damage 500 

of Venom Adds 8 poinrs of Body dam.age 1,000 

of Acid Adds 12 poincs of Body damage 2,000 

Vampiric Drains Hie Points from cu-get and gives chem co widder x2 

Demon Slaying Double damage vs. Demons x2 

Dragon Slaying Double damage vs. Dragons x2 

of Darkness Drains Hie Poincs as Vampiric and reduces Recovery x3 

of rhe Dragon Adds 10-20 poincs of Fire damage and +25 co Might 3,000 

Elf Slaying Double damage against Elves x 2 

Undead Slaying Double damage against Undead x2 

of David Double damage against Tirans x2 

Assassins' Adds 5 poinrs of Body damage, +5 Disarm Traps 1,000 

Barbarians' Adds 6-8 poinrs of Cold damage, +5 Armor Class 1,500 

Swift Reduces recovery x2 



I ,, ',, 

of Might 

ofTboughr 

of Charm 

of Vigor 

of Precision 

of Speed 

of Luck 

of Heal ch 

of Magic 

of Defense 

of Fire Resistance 

of Air Resistance 

ofWarer Resistance 

of Earth Resistance 

of Mind Resisrance 

of Body Resistance 

of Alchemy 

of Stealing 

of Disarming 

of Items 

of Monsters 

of Arms 

of Dodging 

of the Fist 

of Protection 

of Recovery 

of Immunity 

of Sanity 

of Freedom 

of Antidotes 

of Alarms 

ofThe Medusa 

of Air Magic 

of Body Magic 

of Dark Magic 

of Earth Magic 

of Fire Magic 

of Light Magic 

of Mind Magic 

Tabk 8-3. Non- mapon Enchantments 

/tr"r 

Boosts Might 

Boosts lnceUecc 

Boosts Personality 

Boosts Endurance 

Boosts Accuracy 

Boosts Speed 

Booscs Luck 

Booscs Hie Points 

Boosts Spell Points 

Boosts Armor Class 

Booscs Fire Resistance 

Booscs Air Resistance 

Boosts Water Resistance 

Boosts Earth Resistance 

Booscs Mind Resistance 

Booscs Body Resisrance 

Boosts Alchemy skill levd 

Boosts Stealing skill level 

Boosts Disarm Trap skill level 

Boosts Identify Jccm skill level 

Booscs Identify Monster skill level 

Boosts Armsmascer skill level 

Boosts Dodging skill level 

Boosts Unarmed skill level 

+I 0 co all Resistances 

Decreases Recovery 

Wcacer resiscanc co Disease 

Wcacer resistant ro Insanity 

Wcacer resistant co Paralysis 

Wearer resistant to Poison 

Wearer resistant co Sleep 

Wcacer resistant co Scone 

Increases effects of Air spells 

Increases effects of Body spells 

Increases effects of Dark spells 

Increases effects of Earth spells 

Increases effecrs of Fire spells 

Increases effects of Light spells 

Increases effects of Mind spells 

CHAFTE.J\. EIGHT 

I I/), ' 
I 00 x Scar Bonus 

I 00 x Scat Bonus 

I 00 x Scar Bonus 

I 00 x Scar Bonus 

l 00 x Scar Bonus 

l 00 x Stat Bonus 

I 00 x Scar Bonus 

I 00 x Scat Bonus 

I 00 x Scar Bonus 

JOO x Scat Bonus 

I 00 x Scat Bonus 

I 00 x Scat Bonus 

100 x Scat Bonus 

I 00 x Scar Bonus 

I 00 x Scar Bonus 

I 00 x Scac Bonus 

I 00 x Scar Bonus 

I 00 x Scat Bonus 

I 00 x Scat Bonus 

I 00 x Scat Bonus 

I 00 x Stat Bonus 

100 x Scat Bonus 

I 00 x Scat Bonus 

100 x Stat Bonus 

1,000 

200 

1,000 

1,000 

2,000 

1,000 

500 

2,000 

2,000 

2,000 

2,000 

2,000 

2,000 

2,000 

2,000 

z 
< rn z 
d 
~ 
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Tabk 8-3. Non- ~apon Enchantments Continued 

I ,/ 11{ ,, 1' /!/" \,1/,,, 11,,, .. 

of Spirir Magic Increases effecrs of Spirit spells 2,000 

ofWarer Magic Increases effecrs of W.arer spells 2,000 

of Thievery Doubles chance of Disarm Trap arrempr success 2,000 

of Shielding Halves damage from missile arraclcs 1,000 

of Regeneration Regenerares Hir Poinrs over rime 1,000 

of Mana Regenerares Spell Points over time 1,000 

of the Eclipse + 10 SpeU Points and Regenerares Spell Points over time 2,000 

of the Phoenix +30 Fire Resisrance and Regenerares Hir Points over time 3,000 

of Plenry Regenerares Spell and Hir Points over time 2,500 

Monks' +3 Unarmed and Dodging ski.II levels 1.500 

Thieves' +3 Srealing and Disarm Traps skill levels 1,500 

of Identifying +3 ro Identify Monsrer and !rem skill levels 1,500 

of rhc Storm +20 Air Resisrance and halves damage from missiles 1,500 

of the Ocean + 10 Water Resisrance and +2 Alchemy skill level 1,000 

of Water Walking Prevenrs damage from drowning 1.500 

of Feather Falling Prevenrs damage from falling 1,000 

Tabk 8-4. Enchantments for All Items 

/ 1,/ 11' 11 If /!/,, I 1
1

111 J1,, ' 
' 
of Doom + 1 ro aU amibuces, Hir Points, SpeU Points, Armor Class, and Resisrances 750 

of Earth + 10 co Endurance, Armor Class, and Hie Poinrs 2,000 

Rogues + 5 Speed and Accuracy 500 

of the Golem + 15 Endurance and + 5 Armor Class 1.500 

of the Moon + 10 lnteUecr and Luck l ,000 

of the Sky +I 0 SpelJ Poinrs, Speed, and lntelJecc 2,500 

of the Scars +I 0 Endurance and Accuracy 1,000 

of the Sun +I 0 Mighr and Personaliry 1,000 

of the Troll + 15 Endurance and regenerate Hir Poinrs over time 1,500 

of the Unicorn + 15 Luck and regenerares SpeU Poinrs over time 1,500 

Warriors +5 Mighr and Endurance 500 

Wizards' + 5 lnceUecr and Personaliry 500 

Antique Increases item value x 10 
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Wands 
Wands contain several "charges" of a given spell type. Any character can cast wand spells 

by equipping a wand and then attacking with it like a weapon. There's no particular 

weapon skill needed to do this. Wand spells are cast by an expert in the spells school at 

skill level 8. If a wand spell is of master or grand master level, then it's cast at the spell's 

minimum expertise level at skill level 8. 

Wands have a number of charges. Each time you use a wand, its total number of 

charges is reduced by one. When a wand reaches zero charges, it disappears. A good 

trick is to use a wand until it has one charge left and then sell it. It will still maintain its 

full value right up until it vanishes. You also can use the Recharge Item spell or a potion 

to regenerate a portion of a wand's maximum charges as explained in Chapter 4. 

Basic "Wandr 

DJ[][!] 
Treasure Level: 

I i Base Value: 

~~i~:::: 
Charges: 

2-3 

1,000 

3 
10 

35 

Wand of Fire Fire Bolt 

Wand of Sparks Sparks 

Wand of Poison Poison Spray 

Wand of Stunning Stun 

Wand of Harm Harm 

Description: The magical process that was used to enchant this wand turned it sky blue. It's made of 

wood and glass. 

Faerie "Wandr 

[] 
Treasure Level: 3-4 

Base Value: 1,500 

Toughness: 3 

IO/Repair: 14 

Charges: 30 

Faerie Wand of Light Light 

Faerie Wand of Ice Ice Bole 

Faerie Wand of Lashing Spirit Lash 

Faerie Wand of Mind Mind Blase 

Faerie Wand of Swarms Deadly Swarm 

Description: A wooden wand painted green and banded with brass. The wand is capped with a large, 

flawed emerald. 
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A/acorn "W'iindr 1\.11/ 'I" II 

[]] 
Treasure Level: 3-5 

Base Value: 2,000 

Toughness: 3 

ID/Repair: 18 

Charges: 25 

Alacorn Wand of Fireballs Fireball 

Alacorn Wand of Acid Acid Bum 

Alacorn Wand of Lightning Lightning Bole 

Alacorn Wand of Blades Blades 

Alacorn Wand of Cbacms Charm 

Description: Made from the hollowed out horn of a unicorn and capped with a spiked brass bail, wands 

like these are born of cruelty and evil. The enchantment it holds is useful; the only real question is 

whether you believe your cause justifies the use of an item so wickedly created. 

Arcane "W'iindr 

rn 
Treasure Level: 4-6 
Base Value: 2,500 

Toughness: 3 

ID/Repair: 22 

Arcane Wand of Blascing Ice Blast 

Arcane Wand of the Fist Flying Fist 

Arcane Wand of the Rocks Rocle Blast 

Arcane Wand of Pacalyzing Paralp.e 

Charges: 20 Arcane Wand of Clouds Toxic Cloud 

Description: A wand of polished ebony capped with the shrunken, bejeweled head of a fallen enemy. 

These wands can hold very strong enchantments. To use this wand, you muse equip it as though you were 

equipping a weapon. 

Mystic "W'iindr 

Treasure Level: 

Base Value: 

Toughness: 

ID/Repair: 

5-6 
3,000 

3 
26 

Charges: 15 

\\,,,,,1 '!'•II 
Mystic Wand of Implosion Implosion 

Mystic Wand of Distonion Mass Discortion 

Mystic Wand of Shraprnecal Shrapmetal 

Mystic Wand of Shrinking Shrinking Ray 

Mystic Wand of Incineration Incinerate 

Description: The precious egg of a phoenix was snatched from che fire before it could hacch co make the 

headstone of this wand. The rest of che wand is made of sceel and placed with gold. 
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Gems 
Gems are rreasure items that have a gold value, but no other properties as equipment. 

They can't be broken and don't need to be identified. They can't hold enchantments. 

Sell them for gold. 

Blue Quartz Amethyst 

B 
Treasure Level: 1-3 

~ 
Treasure Level: 2-4 

Base Value: 250 Base Value: 1,750 

Topaz Emerald 

~ 
Treasure Level: 1-3 

~ 
Treasure Level: 3-5 

Base Value: 500 Base Value: 2,000 

Rose Crystal Ruby 

~ 
Treasure Level: 1-3 

ll1 Treasure Level: 3-5 

Base Value: 750 Base Value: 2,000 

Yellow Topaz Diamond (version one) 

IJ Treasure Level: 1-3 

~ 
Treasure Level: 4-6 

Base Value: 750 Base Value: 2,500 

Green Gamet Diamond (version two) 

~ 
Treasure Level: 2-4 [i] Treasure Level: 4-6 

Base Value: 1,250 Base Value: 3,000 

Sapphire 

~ 
Treasure Level: 2-4 

Base Value: 1,500 
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Potions and Reagents 
You can use potions to apply magical effects to your characters and equipment. Potions 

can recharge wands, remove conditions from your characters, increase their combat sta­

tistics, and temporarily or permanently alter their attributes and resistances. 

You can find and purchase premixed potions, bur may also mix them yourself using 

potion ingredients called reagents. To create a new potion, open up a character's back­

pack, pick up a reagent, and right-dick it over an empty potion bottle. Characters with 

the Nchemy skill can mix potions to create new potions. 

There are five categories of potions. Simple potions can by mixed by any character 

from a reagent. Complex potions are mixed by combining simple potions. Simple and 

complex potions can be combined to form compound (a.k.a. ''Layered') potions. White 
potions can be mixed from compound and lesser potions, and black potions are mixed 

from white and lesser potions. 

Each potion has a Power rating that is used differently by each type of potion. Power 

is set when a potion is mixed. For simple potions, their Power is equal to the Power of 

the reagent used to make them. For other potions, Power is the average Power of the 

two potions made to mix them. Characters with the Nchemy skill add their skill level 

to the Power of simple potions they mix. Catalysts are special types of simple potions 

that can be mixed with other potions to change Power. Characters who hold the 

Nchemy skill at any level of expertise can mix catalysts with potions of any category. 

Just make sure that any catalyst you use has a higher Power than the potion you mix it 

with, otherwise it will lower the Power of the potion. 

Table 8-5. Alchemy Expertise Required To Mix Potions 

/',"'I I' //,,', 'I \/ I/ I i/1 I 

Simple No Alchemy Required 

Complex Normal 

Compound Exp err 

Whire Masrer 

Black Grand Masrer 



Potions 

Catalyst (Gray) 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Cure Woundi- (Red) 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Tabl.e 8-6. Reagents 

\ /
1 1 1J( ( td.'tfl 

Widowsweep Berries Red 

Crushed Rose Pecals Red 

Vial ofTroll Blood Red 

Ruby Red 

Dragon's Eye Red 

Phima Rooc Blue 

Meceorice Fragmenc Blue 

Harpy Feacher Blue 

Moonscone Blue 

Elvish Toadsrool Blue 

Poppysnaps Yellow 

Fae Duse Yd low 

Sulfur Yellow 

Garner Yellow 

Vial of Devil Ichor Yellow 

Mushroom Caralysc 

Obsidian Caralysc 

Vial of Ooze Endoplasm Cacalysr 

Mercury 

Philosopher's Scone 

1-2 
1 
Simple 

Cacalysc 

Cacalysc 

/
1
11111 

I 

5 

10 

20 

50 

I 

5 

10 

20 

50 

1 

5 

10 

20 

50 

1 

5 

10 

20 

75 

Reagent + Empty Potion Bortle 

CHAFTE.R. E.IGHT 

\,./,/< 

I 

10 

50 

100 

500 

I 

10 

50 

100 

500 

1 

10 

50 

100 

500 

1 

10 

50 

100 

500 

Catalysts are mixed with potions to modify the strength of the potion. 
The potion will take the strength of the catalyst you mix with it. Be care­
ful not to mix a strong potion with a weak catalyst! 

1-2 
5 
Simple 
Reagent + Empty Potion Bottle 
Heals 10 plus the potion strength Hit Points. 
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Magic Potian (Blue} 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

1-2 
5 
Simple 
Reagent + Empty Potion Boccie 
Restores 10 plus the potion strength Spell Points. 

Cure weakness (Yellow) 

Treasure Level: 1-2 
Value: 
Category: 
Mix: 
Description: 

5 
Simple 
Regent + Empty Potion Boccie 
Cures Weakness. 

Cure Disease (Orange) 

Treasure Level: 1-2 
Value: 
Caregory: 
Mix: 
Description: 

Cure Poison (Purpl.e) 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Awaken (Green) 
Treasure Level: 
Value: 
Category: 
Mix: 

50 
Complex 
Red+ Yellow 
Cures Disease. 

1-2 
50 
Complex 
Red+ Blue 
Cures Poison. 

1-2 
50 
Complex 
Blue + Yellow 

Description: Removes Asleep condition. 

Haste (Red and Orange Layered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Red + Orange 
Description: Grants Haste (as the spell) for 30 minutes per point of 

potion strength. 

Heroism (Red and Purpl.e Layered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Red + Purple 
Description: Grants Heroism (as the spell) for 30 minutes per point 

of potion crength. 
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Bless (Red and Green lAyered} 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Red + Green 
Description: Grants Bless (as the spell) for 30 minutes per point of potion strength. 

Preservation (Blue and Orange lAyered) 

Treasure Level: 3 
Value: 150 
Category: 
Mix: 
Description: 

Compound 
Blue + Orange 
Grants Preservation (as the spell) for 30 minutes per point of potion 
strength. 

Shield (Blue and Purple lAyered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Blue + Purple 
Description: Grants Shield (as the spell) for 30 minutes per point of potion strength. 

Recharge Item (Blue and Green lAyered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Blue + Green 
Description: Grants Recharge Icem (as the spell). The item permanently loses 70 per­

cent-point of potion strength of its charges. To use, pick the potion up 
and right-click over an item with charges. 

Stoneskin {Yellow and Orange lAyered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Yellow + Orange 
Description: Grants Stoneskin (as the spell) for 30 minutes per point of potion 

strength. 

'W'llter Breathing (Yellow and Purple lAyered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Yellow + Purple 
Description: Prevents drowning damage. 
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Harden Item (Yellow and Green Layered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Yellow + Green 
Description: Increases an item's roughness, making it more resistant co breaking. To 

use, pick the potion up and right-dick over an item. 

Remove Fear (Orange and Purple Layered) 

Trea5Uie Level: 3 
Value: 150 
Category: Compound 
Mix: Orange + Purple 
Description: Cures Fear. 

Remove Curse (Purple and Green Layered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Purple+ Green 
Description: Cures Curse. 

Cure Insanity (Orange and Green Layered) 

Treasure Level: 3 
Value: 150 
Category: Compound 
Mix: Orange + Green 
Description: Cures Insaniry. 

Might Boost 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Intellect Boost 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Personality Boost 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

4-5 
750 
White 
Purple + Red and Purple Layered 
Temporarily increases Might by three times the strength of the potion for 
30 minutes per point of strength of the potion. 

4-5 
750 
White 
Green + Yellow and Green Layered 
Temporarily increases Intellect by three times the strength of the potion 
for 30 minutes per point of strength of the potion. 

4-5 
750 
White 
Green + Blue and Green Layered 
Temporarily increases Personaliry by three times the strength of the 
potion for 30 minutes per point of strength of the potion. 



Endurance Boost 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Speed Boost 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Accuraq Boost 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Flaming Potion 

Treasure Level: 
Value: 
Category: 
Mix: 

Description: 

Freezing Potion 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Noxious Potion 

Treasure Level: 
Value: 
Category: 
Mix: 

Description: 

4-5 
750 
White 
Purple + Blue and Purple Layered 

CHAFTE.R EIGHT 

Temporarily increases Endurance by three rimes the strength of the 
potion for 30 minutes per point of strength of the potion. 

4-5 
750 
White 
Orange + Red and Orange Layered 
Temporarily increases Speed by three times the strength of the potion for 
30 minutes per point of strength of the potion. 

4-5 
750 
White 
Orange + Yellow and Orange Layered 
Temporarily increases Accuracy by three times the strength of the potion 
for 30 minutes per point of strength of the potion. 

4-5 
750 
White 
Green + Red and Orange Layered, or Purple +Yellow and Orange 
Layered 
Adds the "of Flame" property to a non-magic weapon for 30 minutes per 
point of strength of the potion. To use, pick the potion up and right­
click over a non-magic weapon. 

4-5 
750 
White 
Green+ Red and Purple Layered, or Orange+ Blue and Purple Layered 
Adds the "of Prost" property to a non-magic weapon for 30 minutes per 
point of strength of the potion. To use, pick the potion up and right­
click over a non-magic weapon. 

4-5 
750 
White 
Orange + Blue and Purple Layered, or Purple + Yellow and Green 
Layered 
Adds the "of Poison" property to a non-magic weapon for 30 minutes per 
point of strength of the potion. To use, pick the potion up and right­
click over a non-magic weapon. 

z 
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Shocking Potion 
Treasure Level : 
Value: 
Category: 
Mix: 
Description: 

Swift Potion 
Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Cure Paralysis 
Treasure Level: 
Value: 
Category: 
Mix: 

Description: 

Divine Restoration 
Treasure Level: 
Value: 
Category: 
Mix: 

Description: 

4-5 
750 
White 
Purple + Red and Orange Layered, or Orange + Red and Purple Layered 
Adds the "of Sparks" property to a non-magic weapon for 30 minutes per 
point of strength of the potion. To use, pick the potion up and right­
click over a non-magic weapon. 

4-5 
750 
White 
Green + Blue and Purple Layered, or Purple + Blue and Green Layered 
Adds the "of Swiftnes " property to a non-magic weapon for 30 minutes 
per point of strength of the potion. To use, pick the potion up and right­
click over a non-magic weapon. 

4-5 
750 
White 
Green + Yellow and Orange Layered, or Orange + Yellow and Green 
Layered 
Cures Paralysis. 

4-5 
750 
White 
Red and Orange Layered + Blue and Green Layered, Blue and Purple 
Layered + Yellow and Orange Layered, or Red and Purple Layered + 
Yellow and Green Layered 
Removes all conditions except Dead, Stoned, or Eradicated. 

Divine Cure 
Treasure Level: 4-5 
Value: 750 
Category: White 
Mix: Red and Orange Layered + Yellow and Orange Layered 
Description: Heals five rimes the potion's strength of hit points. 

Divine Power 

Treasure Level: 4-5 
Value: 50 
Category: 
Mix: 
Description: 

White 
Blue and Green Layered + Yellow and Green Layered 
Restores five rimes the potion's strength of spell points. 



Luck Boost 

Treasure Levd: 
Value: 
Caregory: 
Mix: 
Description: 

Fire Resistance 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Air Resistance 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Water Resistance 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Earth Resistance 

Treasure 
Value: 
Category: 
Mix: 
Description: 

Mind Resistance 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

4-5 
750 
White 

CHAFTE.R. EIGHT 

Red and Purple Layered + Blue and Purple Layered 
Increases temporary Luck by three times the strength of the potion for 
30 minutes per point of strength of the potion. 

4-5 
750 
White 
Red and Orange Layered + Yellow and Green Layered 
Increases temporary Fire resistance by three times the strength of the 
potion for 30 minutes per point of strength of the potion. 

4-5 
750 
White 
Red and Orange Layered+ Blue and Purple Layered 
Increases temporary Air resistance by three times the strength of the 
potion for 30 minutes per point of strength of the potion. 

4-5 
750 
White 
Blue and Purple Layered + Yellow and Green Layered 
Increases temporary Water resistance by three times the strength of the 
potion for 30 minutes per point of strength of the potion. 

Level: 4-5 
750 
White 
Red and Purple Layered + Yellow and Orange Layered 
Increases temporary Earth resistance by three times the strength of the 
potion for 30 minutes per point of strength of the potion. 

4-5 
750 
White 
Red and Purple Layered + Blue and Green Layered 
Increases temporary Mind resistance by three times the strength of the 
potion for 30 minutes per point of strength of the potion. 
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Body Resistance 

Treasure Level: 
Value: 
Cacegory: 
Mix: 
Description: 

Stone to Flesh 

Treasure Level: 
Value: 
Cacegory: 
Mix: 
Description: 

Slaying Potion 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Pure Luck 

Treasure Level: 
Value: 
Cacegory: 
Mix: 
Description: 

Pure Speed 
Treasure Level: 
Value: 
Cacegory: 
Mix: 
Description: 

Pure Intellect 

Treasure Level: 
Value: 
Cacegory: 
Mix: 
Description: 

Pure Endurance 

Treasure Level: 
Value: 
Cacegory: 
Mix: 
Description: 

4-5 
750 
Whice 
Blue and Green Layered + Yellow and Orange Layered 
Increases temporary Body resistance by chree times che strengch of che 
pocion for 30 minutes per point of screngch of che pocion. 

5-6 
2,000 
Black 
Red and Purple Layered+ Cure Paralysis (Whice) 
Cures Sconed condition. 

5-6 
2,000 
Black 
Blue and Purple Layered + Flaming Potion (Whice) 
Adds "of Dragon Slaying" co a non-magic weapon. To use, pick che 
pocion up and right-click over a non-magic weapon. 

5-6 
2,000 
Black 
Yellow and Orange Layered + Swift Pocion (Whice) 
Adds 50 co permanent Luck. 

5-6 
2,000 
Black 
Purple + Speed Boose (Whice) 
Adds 50 co permanent Speed. 

5-6 
2,000 
Black 
Orange + lncellecc Boose (Whice) 
Adds 50 co permanent Intellect. 

5-6 
2,000 
Black 
Green + Endurance Boose (Whice) 
Adds 50 co permanent Endurance. 



Pure Personality 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Pure Accuracy 

Treasure Level: 
Value: 
Category: 
Mix: 
Description: 

Pure Might 

Treasure 
Value: 
Category: 
Mix: 
Description: 

Rejuvenation 

Treasure Level: 
Value: 
Category: 
Mix: 

Description: 

5-6 
2,000 
Black 
Purple + Personality Boost (White) 
Adds 50 to permanent Personality. 

5-6 
2,000 
Black 
Green Potion + Accuracy Boost (White) 
Adds 50 to permanent Accuracy. 

Level: 5-6 
2,000 
Black 
Orange + Might Boost (White) 
Adds 50 to permanent Might. 

5-6 
2,000 
Black 

CHAfTE.R. E.IGHT 

Divine Restoration (White) + (Red and Green Layered, Blue and Orange 
Layered, or Yellow and Purple Layered) 
Removes all unnatural aging. 

Learning Books and Scrolls 

B EJ ~ ~ 
Each of Might and Magic VII's spells has a 

I • learning book and a scroll associa~ed with it. A 

character of any class can cast a given spell by 

using its scroll. Characters with the proper 

magic school skill and expertise can use a spell's learning book to inscribe the spell in 

their own spell books. The following table lists each spell with the gold values of its 

scroll and learning book. For more information, see Magic Skills in Chapter 4. 

Scroll spells take effect as if they were being cast by a character with master skill in 

their particular school of magic with a skill level of 8. If the spell is grand master level, 

then the spell is cast at grand master level 8. 
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Tabl.e 8-7. Scroll and Learning Book Values 

~/'•II \/•011/ \ ,,'I \.11,,, /Jou! \11
1
!1 

Torch Light Fire 10 100 

Fire Bolt Fire 20 200 

Fire Resistance Fire 30 300 

Fire Aura Fire 40 400 

Haste Fire 50 soo 
Fireball Fire 75 7SO 

Fire Spike Fire 100 1,000 

lmmolarion Fire 150 1,SOO 

Meceor Shower Fire 200 2,000 

Inferno Fire 300 3,000 

Incinerate Fire 500 s.ooo 
Wizard Eye Air 10 100 

Feather Fall Air 20 200 

Air Resistance Air 30 300 

Sparks Air 40 400 

Jump Air so soo 
Shield Air 7S 7SO 

Lighrning Bolt Air 100 1,000 

Invisibility Air 150 l,SOO 

Implosion Air 200 2,000 

Fly Air 300 3,000 

Scarburst Air soo s.ooo 
Awaken Water 10 100 

Poison Spray Water 20 200 

Wacer Resistance Water 30 300 

Ice Bole Water 40 400 

Water Walk Water so soo 
Recharge lcem Wacer 7S 750 

Acid Burst Water 100 1,000 

Enchant lcem Water lSO 1500 

Town Portal Water 200 2,000 

Ice Blase Water 300 3,000 

Lloyd's Beacon Water 500 5,000 

Stun Earth JO 100 

Slow Earth 20 200 

Earth Resistance Earth 30 300 

Deadly Swarm Earth 40 400 

Srone Skin Earth 50 500 

Blades Earth 7S 750 

Stone to Flesh Earth 100 1,000 
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Tabk 8-7. Scroll and Learning Book Values Continued 

'· \., \ I " 
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Rock Blasr Earrh 150 1,500 

Telekinesis Earrh 200 2,000 

Dearh Blossom Earrh 300 3,000 

Mass Disrorrion Earrh 500 5,000 

Derect Life Spirir JO 100 

Bless Spirir 20 200 

Fare Spirit 30 300 

Turn Undead Spirir 40 400 

Remove Curse Spirit 50 500 

Preservation Spirit 75 750 

Heroism Spirir JOO 1,000 

Spirit Lash Spirit J50 1,500 

Raise Dead Spirit 200 2,000 

Shared Life Spirit 300 3,000 

Resurrection Spirit 500 5,000 

Remove Fear Mind 10 100 

Mind Blast Mind 20 200 

Mind Resistance Mind 30 300 

Telepathy Mind 40 400 

Charm Mind 50 500 

Cure Paralysis Mind 75 750 

Berserk Mind 100 1,000 

Mass Fear Mind 150 1,500 

Cure insanity Mind 200 2,000 

Psychic Shock Mind 300 3,000 

Enslave Mind 500 5,000 

Cure Weakness Body 10 100 

Heal Body 20 200 

Body Resistance Body 30 300 

Harm Body 40 400 

Regeneration Body 50 500 

Cure Poison Body 75 750 

Hammerhands Body 100 1,000 

Cure Disease Body 150 1,500 

Protection from Magic Body 200 2,000 

Flying Fist Body 300 3,000 

Power Cure Body 500 5,000 

Lighr Bolr Light 100 1,000 

Destroy Undead Light 150 J,500 

Dispel Magic Light 200 2,000 
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Table 8-7. Scroll and Learning Book Values Continued 
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Paralyze Lighr 250 2.500 

!Summon Elemenral Lighr 300 3,000 

Day of rhe Gods Lighr 350 3,500 

Prismaric Lighr Lighr 400 4,000 

Day of Prorecrion Lighr 500 5,000 

Hour of Power Lighr 600 6,000 

Sunray Lighr 750 7,500 

Divine lntervenrion Lighr l,000 10,000 

Rcanimare Dark LOO l ,000 

Toxic Cloud Dark 150 l ,500 

Vampiric Weapon Dark 200 2,000 

Shrinking Ray Dark 250 2,500 

Shrapmetal Dark 300 3,000 

Control Undead Dark 350 3,500 

Pain Reflection Dark 400 4,000 

Sacrifice Dark 500 5,000 

Dragon Breath Dark 600 6,000 

Armageddon Dark 750 7,500 

Soul drinker Dark 1,000 10,000 

Artisans located in towns can turn ore into items. There are six types of ore 

corresponding to the six treasure levels. If you bring a piece of ore to an arti­

san who uses it, he or she will take the ore and turn it into an item of the 

same level as the ore. 

II, /1/'< /, d ' /, 1. 

Iron-laced Ore l 

Siertal-laced Ore 2 

Phylt-laced Ore 3 

Kergar-laced Ore 4 

Erudine-laced Ore 5 

Stale-laced Ore 6 
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Other Items 
Here is a list of items that don't fit into other categories. 

Red Apple 

~ 
Genie Lamp 

Horseshoe 

Description: Apples like these are produced by trees saturated by 
magic-usually in the Elven lands of Avlee and the Tularean Forest. They 
provide considerably more sustenance than normal apples. To use the 
apple, pick the apple up and left-click over the picture of your character 
in the inventory screen. 

Genie Lamps generate a different effect based on the current month and 
day. These effects can be positive or negative. You should probably save 
the game before using a Genie Lamp. Value: 2,000 

Description: The genies captured in these lamps will usually reward 
those who set them free, though sometimes they take cruel delight in 
punishing the first living beings they encounter. To use the Genie Lamp, 
pick the lamp up and left-click over the picture of your character in the 
inventory screen. 

Description: Gives character two Skill Points. This flawless horseshoe is 
made of silver. To use, pick the horseshoe up and right-dick over a char­
acter's portrait. 

ArcoMage Deck 

EJ 
This is a quest item, but you'll need to keep it if you want to play 
ArcoMage at Erathian taverns. 

Description: This quest item is a deck of fancifully drawn cards used for 
a popular card game. 

Temple in a Bottle 

[i] 
Description: A strangely shaped small building finely crafted inside a 
glass bottle, this item takes you to the secret New World level. 
Something about the bottle beckons you inside. To use, pick up the bot­
tle and click over the picture of your character in the inventory screen. 



Index 
A 

Accuracy .........•.......................... 7 
boosc co . . . . . . . . . . . . . . • . . . . . . . . . . • . . . . . . 34 3 

Acid Burse ....................... . .......... 81 
Advencuring ...... ..... ...........•..... ..... 26 
Al cype ............... . ...... . . . . . .. .... 36, 222 
Air Resistance .. .... •...... . . .. •. . ..•.... .54, 345 
Alchemist ..... . ......... . .. . .. .... . .. ....... 29 
Alchemy ..... ... ........ . ............ .... 22, 48 
Alice Hargreaves ...... .. .. . •.... .... . .... 158, I 66 
Altar Pieces ...............•............. I 48, 195 
Amuck ......•..........•.......•.......... 295 
Amulecs ....•..•.......•..•.... . ........ 330, 325 
Angels ........... . ... . ..•........ . ......... 225 
Arbiter ...•............... .. ........ 93, I 08, 1 I 1 
Archers ................. ... .......... 16, 25, 226 
ArcoMage ....... .. .. . . . ...•... . .... 109, 123, 168 

Acena, Win ac the ...•..•.................. I 40 
Armageddon .. . . .. .... .... . .. .... .... ....... . 62 
Armor ......... . •... .. ..• . ................. 307 

class ..... . . . ... . ... .... .. .... . .. 35,22 1,285 
shop ................•................... 29 
skills . .... ..........•..........•....... . 47 

Acmsmaster ...... ... ..•.......... . ..•........ 46 
Arrack bonus . ..... ... .. .. •. . ................ .45 
Accacks ...........•..........•......... . ... 223 
Amibuces ..........•...... . ...•.. ... ......... 6 

bonus ..........•.......•..... . .... 8, 43, 284 
condition effects ..................... .. .... 38 
games ................ . .................. 90 

Autonotes . ........ .. ................... ..... 89 
Avlee ... .. .. ... ... . .... . ........ 87, I 15-120, 215 
Awaken .... ...... .... . .... . .. . ....... . ...... 79 

B 
Bandit Caves ....•.... ... ...... . .. . ....... . .. 172 
Barrow Downs ....... . ....... . ... 121-135, 207, 214 

dungeons ... . .. .. . . . .. .. . . .... ....... 123- 135 
Bacs ..................•..•.. .... ........ .. 228 
Behemoths ..............•.............. 193, 229 
Belcs ...............•..•.... ... . . .. ... . . ... 325 
Berserk ........•..... . .......•.............. 74 
Blades ... . ......... . ....................... . 64 
Blaster Guy .... .. • ... .•... .... .. . ....... 196, 230 
Blasters .. .. ... .. .... . . ................. 306-307 
Bless .. ..... .. ... . ..... ...... ... . ......... .. 75 
Boats ............. . ..................... 87, 88 
Body Building .... ..•.. . . . . . •..•. . .. . ........ .49 
Body Resistance ..............•............ 57, 346 
Bonus arrack, effeccs of ..... . .......... . ....... 223 
Book of Divine lncervencion . . .... . . . ....... 138, 199 
Boocs . ........ . ...... .... ............. .. . . 319 
Bouncy hums ........... . ............. . . . .... 29 
Bows and crossbows . ... . ...... . • . . . .......... . 299 
Bracada Desert ............ . ....... 87, 136-144, 215 

c 
Carriage schedule ................•............ 87 
Castle G loaming ............ • . . ... . ...... I 93, I 98 

Gryphonhean ....... . ............ 163, 165, 170 
Harmondale .. . ........•.. . .............. I I 2 

Lambenc ..•.. . ..... .... .... . ........... 151 
Navan .......•..•........... . ... 165, 211, 215 

Celeste . .... ... ... .. ....... ... .... ... 88, 144- 156 
Chain Armor . . .............................. 309 
Challenges .... . .... . ....... . .. . ............. 90 
C hampions of the Sword ................. ... ... 230 
Character & Parry Developmenc ...•..•. . •. .. .... .41 

actions ................................. . 30 
conditions . .. . . .. . ....... .... .. . . .. . ..... 38 
other issues . ............... . . . .. . .. . ...... 82 
quescs ........•..... ... .................. 27 

C harm .......•..•...... ...... . . ..... . ...... 73 
Clanker ....... . ......... . .. . . . ..•...... 211 , 218 
Classes ........... . ... .. .. . ................. 11 

mix and skill assignment of ...... . .......... . . 22 
Clerics ........................ . ....... 18, 24, 25 
Clerics of the Moon . ...... . ...... . .. . . . .. .... . 231 
Clerics of the Sun ....•.......... . ........... . 232 
Cloaks/capes ........ . . . . . ... ... ... . ... ..... . 3 I 5 
Colony Zod .. . . . .. . ...• .. . .. •........•. . ... 184 
Combat ..... .. . . . . . .... ....•..•..•......... 35 
Concescs ..............•.....•.....•......... 90 
Create Parcy screen .............. . ............. .5 
Creatures, amibutes of ........... . •..•......... 221 

cables ..... . .. .. . . .... . ..... . •...... 225-28 l 
Crowns ..........................•........ .321 
Cure Disease . . . . . . . . • . . . . . . . . . . . . . . . . . . . . . . . .58 
Cure Insanicy ....•.......................... . 74 
Cure Paralysis ...................... . ..... 73, 344 
Cure Poison . . .. .... •.... . .. ....... .... . ..... 57 
Cure Weakness . .. . ...... . ... . ... .. .. ... ...... 56 
Cursed ..................................... 38 
Cutlass ..... . . . .•... . •....... . ..... . ... . . .. 288 

D 
Dagger . . ............. . •.. .... ......... .46, 290 
Damage . ............... . .. .. . . .. .. ......... 36 

bonus of .... . .... . . . ...........•.... . 45, 284 
Dark Proving Grounds ...•..................... l 93 
Dark Temple . ................. .... ....... . .. 192 
Day of Protection ...............•..•.......... 7 1 
Day of che Gods .. . ............ . •......... . ... 70 
Deadly Swarm ...............•.... . ........... 64 
Deatl1 Blossom . ..• .. .. .... .. .. . . ..... . ....... 65 
Destroy Undead . ... . . ... ... .• . ... . . .. ........ 69 
Dececc Life .. ...... ......•...... . .......... . . 75 
Devils . . ... .. ........ .. ................ 181 , 233 
Deyja . .. . . ...... ... .. ....... 87, 157-161, 166, 208 
Disarm Trap (spell) ................... . .. 21 , 50, 99 
Disarming craps .. . . .. . .... .... ........ . ..... . . 34 
Disease . . . ...........•.. . ........ . .......... 38 
Dispel Magic .... .. ............... . . ... ....... 69 
Divine Intervention ....... ... . . ... ... .......... 72 
Dodging ............ . • ... .. ...... ........ .. .47 
Dragon Breath .............. . ........... . .... 62 
Dragon Cave ... . ....•... . .... .... .. ... ... 99, 183 
Dragon Egg .............•..•... . ............ 187 
Dragon's Lair ..................... . .......... 104 
Dragonflies ........................ . .... 165, 236 
Dragons .. ..... .. . ...•. .•. ............ . 18 I , 234 



Droids ................................. . .. 237 
Druids ...• .. • . .•..•........ . ..... .. .... . 19, 25 
Drunk ......... ... ......... .. . . ....... . .... 38 
Dwarves ........ . . . •...... .... .• .. •.. .. 9-10, 238 

rescue the ........... . ... . .. .. ... . .. . ... . 122 
E 

Earth Resistance ...... . ................... 63, 345 
Elemencals, Air . . .•.......................... 239 

Earth .......... .. ... .........•..•...... 240 
Fire ..... , ..•............... .•.. •...... 241 
Light .............................. . ... 242 
Wacer .......................... . .. .. ... 243 

Elf-Human War ....•.. .. .......... 91, 165, 213, 215 
Elves ............. . •... .. • . ....... 9-10. 165, 245 
Emerald Island .......... . ............. . 86, 99-105 
Enchanc lcem (spell) ..... . ....... ... ..... . ..... 81 
Enchanting items .. .. ................ . ... . ... 331 
Encrypced Scroll, Decipher the ..•..•.. . ......... 197 
Endgame ...... . ................... . ........ 96 
Endurance ....•.. . .............•..... . .... . .. 7 

boosc co .............. . ....... . ......... 343 
Engineering ..............•.................. 204 
Enslave ............... . . .. ...... . •..•..... . . 75 
Encrance and Caves ................ . . .. .. . .... 104 
Equipment ........... . •................ . . .. . 82 
Eradicaced .................. . .. .............. 38 
Erathia . ... ..... . ... . ..... .. ........ 3, 84-97, 163 

map of ............ . ..................... 85 
regions of ........................ . ... 98-219 

Erathian Long Dagger ......................... 292 
Evenmorn Island .. . ................ 89, 176-180, 208 
Evil Eyes ................................... 246 
Experience .................. . •...... .. ..... 221 

poincs ...... ........ ................. .42, 50 
Expertise ..........•.... ..... ............ . ... 11 
Explode ........... . ....................... 224 

F 
Faerie King .................•........ . .. 119, 215 

Mound ......................... 118, 214-215 
Pipes . . . ..... .. ........ . .. . .... . ....... 117 

Face .............•......................... 76 
Feather Fall ........................•...... 32, 53 
Fire Aura . . .... ........ . . ......... . .......... 67 
Fire Bole . .................... .... .. . ....... . 66 
Fire Resisrance ...... . ..................... 66, 345 
Fire Spike ....... . ........ . ................. . 68 
Fireball . . ............ .. ..................... 67 
Flails ................ . ........... . ...... . . . 302 
Fly ........ . . . ...•..•. .. ...•..•.... 32, 55, 221 
Flying Fist .......... . .....•.......... . .... . .. 58 
Fore Riverside ...............•............ . . . 175 

stealing plans from ........•..•...... . . .. .. 213 
Foumains ......................... , ......... 83 

G 
Garnes ......... . ....... .. ...........•..... . 90 
Gargoyles ....•...... ..........•..•......... 247 
Gauntlets .......... . ....... . ............... 318 
Gems .......• ... ... . .•........... . ........ 337 
Genies ..•.................. . .............. 248 
Choses .................. . .. . .. . . . ...... 208, 249 
Ghouls .. . .. .. ....... .. .•.. . ..... . ......... 250 

Goblins ..........................•.... 9-10, 251 
call the .... ... ................ . ......... 112 
fore of .......... . . . .... .. •... .• ........ 112 

Gogs .. . ..... .. ........................ 193, 252 
Golems ....... . ........•..•................ 253 

build a ... ... ........ . . . ........ . ...... 138 
Grand Temple of the Moon .............. . . . .... 178 

of the Sun .................•......... 180, 215 
of the Sun Al car ..............•........... 159 

Griffins .....................•..•......... . . 254 
Guilds ...................................... 29 

H 
Halberds ........ . ... ... ..... . ......... . .... 296 
Haldar's Remains ..... . .......... . ............ 187 
Hall of the Pie ....... ... .•... .... •....•...... 160 

under the Hill ... . ....... .•. ......•. .. ... 11 7 
Harnmerhands . .. ... . ...... . ............. .. .. 58 
Harm ................................ . .. . .. 57 
Harmondale ............. 87, 88, 90, 91, 105- 114, 193 
Harpies . . .....•.. . ..... . .... . .......... . ... 255 
Haste ..... . ..... . ..• ... ....•............... 67 
Hats ...................................... 321 
Haunced Mansion ........................ 124, 167 
Heal ................. . ........ . . . .......... 56 
Heare of the Forest ........... .. .............. 139 
Hdmecs ...........•.... . ...•.•. . . . .•...... 321 
Heroism . .. .........................•.. . . . .. 77 
Hidden Tomb .........•............. . ... 171-172 
Hit Points ..........•....................... 221 
Hive .......................•.......•....... 97 
Hour of Power ....•..•.. . ....•.......•....... 71 
Humans ................................... 9-10 
Hydras ....... . ...............•.. . . . ....... 256 

I 
Ice Blasr ....•....•................... . . . .... 81 
Ice Bole .............. .. ..... . . . .. . ..• . ...... 80 
Identify lcem ............... . .............. 22, 49 
Identify Monster ... •.... ...........•...... . .. .49 
lmmolacion .......................... . ....... 68 
Implosion ... . ......... . ................ . ... .55 
Incinerate ................ ........• . ......... 69 
Indoor and Dungeon Areas ................. 103, 112 
Inferno .. .. ..............•............ . ..... 68 
Insane ...................... . ............... 38 
lncellecc ..................................... 6 

boosc co ... . . . .....•.. . . . ............... 342 
Invisibility ..................•............. 33, 55 
lcems, enchanrmencs of ...•.................... 334 

inventory ........ . ......... . .. ... ... 283-350 
ID/Repair ....•. . •.....• . ..... . •......... 284 
statistics of .................•............ 284 

J 
Judge Sleen ...... . ..................•....... 193 
Jump ........................•........... 31, 54 

K 
Key A, B, and C Dungeons .............•.... 153-154 
King Parson .... . . . . . ..............•..... 108, 211 
Knights ........ . ................. . ....... 12, 24 

z 
\J rn x 



L 
Lady Carmine's Knife .. ... .... . ... ..... . .... .. 159 
Land of dte Giants . . ......... .. . . . . ....... . 97, 181 
Lantern of Light ..... . ....................... l l 0 
Lava boacs .......... . ... . . .. . .. ...... . ...... l 99 
Learning ............... .. ....... . .. .... .. ... 50 
Level advancement ........................... .43 
Lich Jars, retrieving from dtc Walls of Mist . .... ..... 196 
Liches .............. . ................•.. . .. 257 
Light Bole .... . .......... . . . ............... . . 69 
Light Proving Grounds ....•..... ... ....... .... 146 
Lightning Bole . ...............•..... ... ...... 55 
Lincoln ......... . ....... . .. ......... 97, 202-204 
Lloyd's Beacon ......... . .. ... .. ...... .. .... 33, 82 
Lord Markham .......... .. . ... .... 99. LOI , 205, 210 

bring letter co .... ....... ... .... . ... . .... 167 
vase of ... .. .. .. .... ... .......... .. .... . 166 

Loren Steel ................•..•. . ... ..•. .... 165 
Luck . . ....................... .. .. ..... .... . . 7 

boost co ............... .. ......... .... .. 345 
M 

Maces ......... . ..... . .........•....... . . . . 302 
Magic, shops ...... .... ..... . . . •....... .. .... . 29 

skills .........•......................... 53 
spells . . . . . . . . . . . . . . . . • . . . . . . . . . . . . . . .5 2, 82 

Map characteristics .... ....... .... ... . ... ... . . . 99 
Mass Distortion .. . . . .... . .. ....... .... ...... . 65 
Mass Fear ........ ... .. ... . . .. •. . .... . ... .... 74 
Maze, dte .. . ... .. . . ... . .. .. .• . . . . .......... 191 
Mcdiracion .....•................. . •..•. .... .51 
Medusas .... .. .. . ......................... . 258 
Mercenaries .. ...... ..•.. . ....•..... . ........ I I I 
Mercenary Guild .... .. ... .... .•.... .......... 209 
Merchant ... . .... .. ...•.... .. ....• . ...... 22, 51 
Meteor Shower ............................... 68 
Might . ....... . . .. .. . . .. .. . ........ .. .... . ... 6 

boost co ...•..• . .. . .. . ...•. . •.. ... ...... 342 
Mind Blase . . .............. ...... .. .. ..... ... 72 
Mind Resistance . . .............. . .... .. . . . 73, 345 
Minotaurs ...................•.... .... ...... 259 
Missing Contestants .. . ........•.... . ......... 102 
Monks . . . ..... . .....•..•.......•..... 14, 24, 260 
Mounc Nighon .......... . •.......•.... 88, 185-191 
Movement limit ............ .... ............. 221 
Mr. Malwick ........ . ....................... 102 

N 
Non-player characters (N PCs) ................... 281 
Non-Weapon Enchancrnencs .. .. ..... •. .. ... 333, 334 

0 
Obelisks .................. . ...... . ... .. . 89, 123 
Oo:zes ..... . ... ... ...............•......... 262 
Ore .................. . .........• . ........ 350 
Oscillation Overtluuscer .............. . •.... 196, 203 

retrieve dte ....................•........ . 150 
p 

Pain Refleccion .. .. ..... . . .... . .. .. .. . . ..... . . 61 
Paladin ........... . ...•.... . ......... . ... 15, 25 
Paralyze (spell) . . ........ . .. . ... ........ ...... . 70 
Paralyzed (condition) ........ . ....... .... ... . . .. 38 
Parry Creation ... . .......................... . . .4 
Padt of Dark .. . .. . .. . ... .42, 85, 93, 95, 105, 192-193 

Padt of Light . ... ........... .42, 85, 93, 94, 105, 205 
Peasants .............. . ..... . .............. 263 
Perception ........... . .. .... ..... . ..... 2 1, 52, 99 
Perfect bow ... .. ..... . ...... . ........ . .. 110, 11 7 
Personality .... . . .. .. . . ....... . . . ... •.... .. 7, 342 
Pierpont .. .. ..................... . ......... . 88 
Pie, the .................. . .... ...... .... 88, 192 
Poison Spray ............... .... ............. . 79 
Poisoned ...........•........... . . . ......... 38 
Potions and reagents ... . ...•........... .48, 338-339 
Power Cure ... .... . . ......... . ...... ..... .... 59 
Preservation ...................... . .......... 77 
Prismatic Lighc ...... ........................ . 71 
Proceccion from Magic .... . .......... . ..... . ... . 58 
Psychic Shock ........................ . ....... 74 

Q 
Queen Catherine ..... ... ... ... .... 97, 108, 165, 213 
Quescs, items ... . .... ............. ...... . . .. 283 

receiving and completing ... ..•. . .... . . . . . . .. 27 
R 

Races ........... . ....... .. ..•............ . . . 9 
Raise Dead .. ... .. ..... . .. . ..•.....•..•.... . . 78 
Ranged attacks .. .. . . . ...........•..•..•... .. . 36 
Ranger . ................. . .....•.....•...... 17 
Raes ........ ... .................•......... 263 
Real Time . . . . .. .............. . .... . .. . ...... 37 
Reanimate . ... ........ . . .. .. . .... . .. .. . .... . .59 
Recharge !tern .............•..•..•..• . ........ 80 
Recovery ................... . ... . . . ...... 35, 222 

bonus ..........•..•........ ... ......... .45 
Red Dwarf Mines ............•..•.....•...... 141 
Regeneration ........•..• . . ... ..... . . . ........ 57 
Rejuvenation .. ... ....... .... •.. ... .......... 347 
Remove Curse . .. .. ..•..•.. . ....... ... . ... .... 76 
Remove Fear .... ....•...................... .. 72 
Repair !tern ....... . . ...•. . ..... . .. . ......... .52 
Reputation ..... . .... ....... . . ............ 34, 40 
Resistance .. ..... .... . . .. .. . .......•..... .... 36 

racings of .. .. ..............• . . ...... .... 224 
Respawn .. . ........•..•.. . . .. .. .. ...... . .. .. 90 
Resurrection ................................. 78 
Rings ....... . ...... . ... . ...•..• . . .... . 325, 327 
Robert the Wisc ...... . ..•. .• ..• . .•....... 155, 196 
Rock Blase ... . . . ....•....... .. ............. .. 65 
Roes ..... .. ............•..• ..... ...... ... . 264 
Roland lronfisc .. ..... .. ..... . .. ..... .. ....... 97 
Running .. .. ... ........ .... . . ..•... .... .... . 31 

s 
Sacrifice ......... . .... ..... . .. ... . . . ........ 61 
School of Sorcery ....... . ......... . .......... 143 
Scroll and learning books . . ........... . ..... 348-350 
Secret doors ............... . •.... . . . ....... 35, 52 
Shared Life ....................•..•. . .. . . . ... 78 
Sharks ..... . . . ............................. 265 
Shield ........................•..... .48, 54, 312 
Shoals, the . ... • . ........ ... ....... . .. 86, 202-205 
Shops .... . .... . . .. .. . ....... . . . . ... ... 28-29, 51 
Shrapmccal ......• . ...... . • .. • .. ............ . 60 
Shrinlcing Ray . . ........ . .......... . .. . ... . ... 60 
Sir Charles Quixote ... .. . .. • . .. .. ............. 207 
Sice of Power . ............ . ...... .. .... .. . .. . l l l 



Skelecons ....•.. . ..•.............•...... 208, 266 
Skills ......... ....... ..•.................... 28 

developmenc .........•.................... 44 
expercise ............•.............•...... 44 
miscellaneous ..................•..•..... .48 
necessary and desirable ............•......... 21 
point cost ... ........ ........ .. .......... .44 
poincs ............................... .42, 44 

Slow ..........................•........ .... 63 
Small House ............. .. ................. 154 
Soldiers .............................. . ..... 267 
Sorcerers ............................. 20, 24, 268 
Soul Jars, retrieving from Castle Gloaming .......... 147 

retrieving from Thunderfist Mouncain ...•...... 194 
Souldrinker .................................. 62 
Sparks ................•..•................. .54 
Spears ........................•............ 296 
Special actions or arcacks ....................... 224 
Speed ......................... . . . ...... . 7, 222 
Spells ................................... 30, 53 

pedestals ....................•............ 89 
Air Magic School . . ... . .•................. .53 
Body Magic School ............. .. ...... ... . 56 
Dark Magic School ....... . ...•............. 59 
Earth Magic School ..........•..•.......... 63 
Fire Magic School ............•.. .. ......... 66 
Mind Magic School ....•..•................ 72 
Spicic Magic School ....•.....•............. 75 
Wacer Magic School ....•... .. ... . .......... 79 

Spiders .................................... 269 
pirit Lash .... . ..... . . .......... .. ...... .... 77 

Scabies ...........•...........•........... 30, 87 
carburst .................................... 56 

Scarring Parry ... ... ..... .. ................ 21-23 
Scatues/shrines ...........•................... 215 
Scaves ..................................... 305 
Steadwick (in Erarhia) .......................... 88 
Stealing ......................... 33-34, 40, 45, 99 

tone Cicy ........................ . ......... 123 
cone kin ....................... . .......... 64 

Scone co Flesh .....................•...... 64, 346 
Sconed ..................................... 38 
Strange Temple ...............•.............. 204 
Stun ..................•.................... 63 
Summon ................................... 224 

ummon Elemencal ....... . .................... 70 
Sunray ..................................... 71 
words ......................•..•...... .47, 285 

Swordsmen ...•..•..•....................... 270 
T 

Targecing .......•....................... 222-223 
Tatalia ....................•..... 87, 205-210, 215 
Telekinesis ............ . .................. .50, 65 
Telepathy .............•..................... 73 
Teleportacion ......................... 33. 153. 174 
Teleporrer Cluster ......•..................... 141 
Temple(s) ..................•........•....... 29 

in a Boccie .....•.......•..•..•.......... 351 
of Baa .....•..........•... . .•.......... 120 
of Dark ....•... ..... ..•................ 201 

of Lighc . .............. . . . .............. 155 
of the Moon ....•..................... 99, 103 

Thieves .............• ....... .. ... . 13, 24-25, 271 
Three Druid Shrines ...........•.............. 213 
Three Paincings, collect .........•.............. 207 
Thunderfisc Mouncain ..... .... .•.............. 188 
Tidewacer Caverns .............•.........•.... 208 
Titan's Stronghold ............................ 119 
Titans ................................. 181, 272 
Tolberci .............•...................... 148 
Torch lighc .. .. .................•............ 66 
Town halls .................................. 29 
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Tox.ic Cloud .................•....•.......... 59 
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room .................................. 152 

Trees .......... .... .. .. .•....•............. 273 
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Troglodyces ......................•...... 123, 274 
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Tularean Foresc ... ....... ............. 165, 211-219 
Tunnel co Eofol .............................. l 90 
Turn Based ....... ........ ............. . ..... 37 

u 
Undcad, control of .................•.......... 61 

v 
Value bonus .....................•.......... 332 
Vampires ............... .... ....•.......... 276 
Vampiric Weapon ....................•........ 60 

w 
Walking .................................... 31 
Walls of Misc ......•.........•....•.......... 152 
Wands .................................... 335 
Warlocks ...........•....................... 277 
Wacchcowec 6 ........................... 162, 166 
Water Resistance ......•................... 79, 34 5 
Water Walk ......... ......... ............. 32, 80 
Weak .............................•........ 38 
Weapon shop ................................ 29 
Weapons ................................... 285 

enchantments of .........•................ 332 
Wells ..................•............ 35, 140, 182 
Whice Cliff Caves ............................ l I 4 
Wights ...................•.....•.......... 278 
William Secag's Tower ........•..•..•.......... 161 
Wromchrax ............................. 165, 207 
Wyverns ................................... 279 
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Xenofcx ..........•.......... 97, 149, 184-185, 196 
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Zombies ................................ 38, 280 
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