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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 
< rn z a 
~ 
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-1 
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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 " 
/;.,.,I 

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 

z 
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Ore 

Table 8-7. Scroll and Learning Book Values Continued 

' \ ' I /;,,,,I 
'' 

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 
Town Portal ........... .. ...... .. ... 33. 81, 88, 149 
Towns ........... ... ........................ 28 
Tox.ic Cloud .................•....•.......... 59 
Training, cost ............................... .43 

hall .................................... 29 
Trap door/cell .......•....................... 179 
Trap value ................. . .............. SO, 99 
Traveling, by boac or carriage ............•........ 87 
Treasure .................•................. 221 

level .................... .. ....•. .... ... 284 
bonuses .......................•........ 332 
room .................................. 152 

Trees .......... .... .. .. .•....•............. 273 
Tridencs ....•...........•....•............. 296 
Troglodyces ......................•...... 123, 274 
Tcolls ...............•..•............ . ..... 275 
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 

x 
Xenofcx ..........•.......... 97, 149, 184-185, 196 

z 
Zokarr'sTomb ....................... 135, 189, 214 
Zombies ................................ 38, 280 

z 
CJ 
ri x 
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