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MWelcome to
Might and Magice V1I

Migltt and Magic VII is a computer role—playing game set in Erathia, a mystical land of
magic and adventure. You will guide the actions of a group of four heroes—armored swordsmen,
daring thieves, gifted archers and wielders of arcane sorcery—as they explore the land, sea and
subterranean passages in search of treasure and glory. Your party characters will l)egin their
journey possessing only the most basic skills and equipment, and are barely deserving of the title
“adventurer.” As tlley continue, however, t}ley will acquire personal abilities, enchanted artifacts,
cleadly weapons, and powerful knowledge, all of which they will need to face the greater chauenges

ahead...to one day epitomize a true adventurer.

O he (Documentation

This book is the Mig’rt and Magic VII Player's Manual. It contains all the particulars
of how to operate the game and specific information about the game world. So if you want to know
what skills a monk can leam, what the Incinerate spell (loes, or how to fire your archer’s l)ow, this

is the place to look.

The Adventurers’ Guide to Role P/aying has general information about computer role
playing in the Miglrt and Magic world and information for a player new to Might and Magic,
or to this type of adventure game. In it you will find a discussion of basic role-playing concepts. If
you find yourself mystified l)y pllrases like “character class” or “armor bonus,” you might want to
consider reading the guicle first.

During play, most game ol)jects and interface items will be identified for you in the rollover
text box as you pass the mouse cursor over them. Rigl'xt-cliclzing on items in a list (]_1128 the clisplay
of character sl?ins) or inventory o})jects (lllze weapons and scrol]s) will usually display useful

information.
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Ent'ry 1

Il June 1165

Free at last! Never again will 1 take for grantcd what it
means to bend limb and breathe air. But what air do |1
breathe? What land do I flee across? It is my Enroth,

‘ surcly, but so much has changcc] in the ten years | have
5 been my brother’s coat rack—made an insensate stone
statue by his pet wizard, Tanir. If it wasn’t for those fool
“adventurers” I'd still be there now. Tanir! | Promisc you
I will repay the insult one day. And repay it with usurious
interest.

| have started this journa/ to /')clp me make sense of the
chaos of events. | am a hunted man, but have found
rcfugc in the remote estate of my co”caguc in the
necromatic arts, Nimbus. His aPIDrcnticcs tell me that
their master has sailed for Erathia. | wish he had not
been wise cnough to leave them with so few details...all |
can derive is that the Necromancer’s Guild has some bold
Plan for Erathia. Pcr/':aps | should join them?

Both my hated brot'/')cr, Roland Irom(ist, and his
loathsome queen Catherine are absent. Roland s, [)y all
ccounts, taken by strange demons. Catherine left for




Erathia five months ago to attend her father’s funeral
and has not been heard from since. Their brat, Nicolai,
sits on the throne with the loutish wilbur Humphrcy
5tandin5 as Regent. Ah, if on{g | were in a Position to

-

take a vantaf: of things here in Enroth! It is like a

WIHO wswee P

rry rch or the Picking.

But first, | must rebuild. With no nation, it is as i | am
once again at the bcginning of things. Where are my
fellow gui/d members? | cannot rcac‘:i them by means
mystica/ or otherwise. If | could onlg ral{y them to my
cause! The apprcnticcs are no hel —t/‘rcy are content
to work their crude “exercises.” Amateurs! What endless
Pridc they take in their zombified rats and mice! Bah, the
useless t ings fall apart inside of hours. Pathetic.

/ rca/{g must have a talk with their master. .Surclg, he is
ncg/cctinf his role as a teacher if his students Pcrform
s0 Poo:f and expect my c{c/{g/?t! The other day, /
observed one of them /:umb/ing a basic cantrip! One of
his so called “advanced” initiates! | couldn’t believe it. 1 am
forced to the sad conclusion that either the student or
the master was a comp/ctc incompctcnt. / hopc for
Nimbus’ sake that he has had an unusua/!y bad string of
luck in Finding qua/ity aPPrcnticcs.

e ———




\
L

\\\ ‘\\ '/I" /

—~—

E'ntry v
23 October 1166
| find mysc/f aboard a fast and 5turclﬁ 5/71'p bound for

Erathia. How strangc are the events that compc/ me to

leave behind my native land!

Nimbus returned to his estates bringing with him a small
party of Nccromanccrs—apparcnt/g all of any power that
remained in Enroth—he was gat/msrin to take to Dcyja in
Erathia so that t/‘:cy mlght serve the /ic/7~l<ing, Nicolas
Gry honheart. Yes, that Gryphonhcart’! Catherine’s

fat er.

The Erathian guild has made a bold and cr/-)aps
foo//vardy P/a gr power. The gui/d leader ancf king of
Dcﬂa, Dcat/'lEnc”, sought to take the Erathian throne by
assassinating Gr p/von eart and then reanimating him as a
lich, bound to Zis service. Well, he got as fﬁ' as the
reanimation, but the [Jinc/ing did not take. Instead, the lich
killed Deathknell. Now Erathia and Dcyja have a new
/<ing. ..and the gui/d has a new leader.

Now Gryp/')on/')car‘t has called the Necromancer Guild to
his aid, and | and the Necromancers of Enroth are hccc{ing
the call. He flghts his c/aughtcr, Catherine. That is a cause
| can hearken to, indeed!
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Incidcnta/!y, this little mission is now my mission. | took it
from Nimbus in the gui/c] Challenge of Dominance. Needless
to say, | won. | wasn’t surpriscd Y My SUCCESS, but rat/':cr, at |
the ease of it. Really, if Nimbus’ powers are any measure of
the state of the necromatic arts these c/ays, c/carlg the gui/d :
has lost much of its wherewithal since my day. What we need
is a 5ystcmatic program of research. One which will re-instill
in us the vigor of the past. It is hard to believe that this is the
same guild of chdfn’la/ or Neberneith! Those luminaries

TAW

wou/ never havc Ict t/')ings bccomc as t/')cy l':avc were t/':cy
still around. Pcrhaps it Is my dcstiny to restore our power to
its former g/ory!
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Entry 3
- 5 August li67

Reversals within reversals within reversals. That is the way it
' goes for the fortunes of /<ings and would-be /<ings these

& days. Or so it seems.

J' \ In her victor. spccch, as it was rcportcc] to me — | was, to
| be sure, nowhere near — Catherine made much ado about
stabi/ity. True, the “dark and vile forces who had wrongccf her
fat/jcr so,” were c{cfcatcd, AND her father “now lies in the
state of natural quictudc he deserves,” AND “the pcop/c of
hia can lay down their swords safe in the knowledge that =
1 Erathia can ay own their swords safe in the knowledge that ™S
§ peace reigns instead of terror.”

Oh, let her think all that if she wishes. Let the peasants think it
too. That can but rlvclp my cause. For as the /icﬁc;ryplvon/vcart,
} rcP/accd Dcat/‘:/mc//, so have | rcp/accd Gryp/'lon/')cart.
Catherine faces a more devious opponent in me. What m

prcc/cccssors used like a b/uc{gcon, I will use as a tailor’s needle.
The Necromancer Guild, under my /cadcrs/'up, will enter a go/dcn

/ ’ age of advance. Even now, our New bboratory of research is ‘{
Bl

Producing new /(now/cc/ge. And as /cnow/cdgc is power, sO will \x

OLr — and my == POWCI' grow. \4
— ‘ \
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But all Plots must begin somewhere or remain formless.
Pcr/')aps my seed of discontent will root in those fertile
“disputcd ands?” Time will tell, and the tc”ing will be against
my brother and his wife! So swear I here! Lancas

Archibald Ironfist
Guildmaster of Necromancers

¢ R{g/vtfu/ King of Enroth
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New Button

Click the New button to start a game
from the Leginning. This will take you to the
Create Party screen where a party of four
characters is alrea(ly set up. If you want to
start with these cllaracters, click the OK
button. Or, you can customize the characters

to your lilzing, then click OK to Begin.

Load

If you have previously saved games, you

can return to that time and place by
clicking the Load button. The Load Game
dialog will appear. Cliclzing on the names in
the list of saved games will show a
thumbnail image captured from the
Adventuring Window at the moment the
game was saved. Below this picture will be a
time and date stamp. Click the Load
button to load the selected game, or the
Cancel button to cancel and return to the
Startup Menu.

Credits

Click this button to display a list of the
people responsible for l'n'inging you Migltt
and Magic VII.

Exit

Click this button to close the program.




Party (Creation

Portrait Selection Arrows Portrait
Voice Selection Race
Arrows
Class
Name
Attributes Current
Attribute
Bonus Points
Skills

C]ear Button

Available Skills Class List

Overview

In the game you control the actions of a group, called a party, consisting of four characters.
Each character is a person with his or her own strengtl'xs, wealenesses, vocations, and skills. While
you can play the game using a default party of characters, you can also create a custom party at
the Create Party Screen. If you get to this screen ]:)y mistake, hit the Esc lzey to return to the
Startup Menu.

While customizing your party, you work on each character one at a time. Choose the current
character lyy c]icking within the column containing their portrait and statistics. When you do so,
the character’s portrait border highlights. You can then choose that character’s appearance, race,
class, and name. You will also assign each character’s starting skills, and adjust their attributes Ly
distril)uting a pool of bonus points.

A b
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Basic Operations

Chang‘e a Character's Portrait. Click the Portrait Selection arrows to cycle t}lrougll the
available character portraits. What portrait you choose for a character will set their gencler and race

(human, elf, goblin, or clwarf).
Change a Character’s Voice. Click the voice selection arrows to hear available character voices.

Choose a Character’s Class. You can change the currently selected hero’s class l)y clicking

on the name of a new class in the class list.

Cllange a Character’s Name. Click on a name to erase it. A text cursor will appear in the

name box. Type in the new name. Press Enter to lzeep the name.

Give a Character Skills. A character has four starting skills. Two of these will be set Ly what
class you choose for the character, but you must assign the character their other skills. To choose
these additional slzi]ls, click on their names in the list of available skills. Which skills are offered will

be different for each character class. If you want to choose a different skill for a character than one
you've already assigned, remove the unwanted skill by cliclzing on its name in the character’s skill list.

Acljust Character Attributes. You have a pool of fi&y bonus points which are used to adjust
character attributes. Click on an attribute to select it and then raise or lower its value l)y cliclzing
the + and — buttons ﬂanleing the bonus pool display.

Finish. When you are satisfied with your party, click on the OK button to start the game.
You must have assigned skills to all of your characters and distributed all your bonus points.

Character Statistics and
O heir ffects

Migllt: Migl'lt is a measure of how physica“y powerful a character is—how strong they are.
A character with a high Might attribute will do more clamage in combat.

Intellect: How smart a character is—how able tl'xey are at prol')lem solving and understanding
abstract concepts—is measured l)y their Intellect. Characters of classes that use
elemental magic get more spell points if they have l’xigla Intellect ratings. Sorcerers,

arc]1ers, rangers, thieves, and druids use elemental magic.

———
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Personality:

Endurance:

Accuracy:

Speecl:

Ll‘lClQl

Personality measures a character’s persona] will and level of charm. Clerics,
paladins, rangers, monlzs, and druids—those character classes that use magic of
the self — get a spell point bonus if tl'ley have lligl’l Personality scores.

Endurance is a measure of how p]nysically tough a character is. Characters with
high Endurance get a hit point bonus.

The Accuracy attribute reflects a character’s hancl/eye coordination. A l'xigl'x
accuracy rating gives a character a better chance to hit with hand-to-hand and

ranged weapons.

Speec! is a measure of how quiclz a character is. Faster characters are able to
perform more actions in a given amount of time and recover more rapidly from

actions they perform.

Luck has a subtle effect on many actions that characters perform. Its most visible
effects are that characters with l’ligl‘l Luck attributes have better resistance to
magical attacks and take less damage from friggered traps.

(Class: Skills

A character’s class affects what slzil]s, and to what level of expertise, they can learn.

As characters achieve new rank in their class (see Promotion) they may be able to learn
some of their skills at higller levels of expertise. The Legend below applies to the Skill
Tables on the following pages.

B
B
M
GM

S]zlll Tal)le Leg‘end

) s e ki g L o g P g £ g oA - 1 o, 8 e 1
The dill stn b besundting to Bepert lovsl.

ool n b8 Toisriad ot Mimster foved.

The! shill cari e Jenmmpns . the Bishset Crand Misebar livel.
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CLASS

Fire

Water

Magic Skills

Air Earth Spirit

Mind  Body

Dark  Light

Knight

gavalier

C}'Aampion

}i]aclz Knight

Thief

Rogue
Spy g

Assassin

Monk

Initiate

Master

Ninja

Paladin

Crusacler

Hero

Villain

'

Archer

Warrior Mage

Master Archer

Sniper

Ranger

Hunter

Ranger Lord

Bounty Hunter

m|m|w (@[ | |m |wo

Cleric
Priest

'

Priest of the Lig}xt

Priest of the Dark
Druid

Great Druid

Sorcerer

Wizard
Archmage

Q
=

i
Z [m |2 |2 |2 m
|

Lich

Q
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Combat Skills

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

E M E

m

M M M M M

m

Knight M

Cavalier M M M M

Champion GM GM GM GM

K K< K4
m ||

Black Knight |GM

Thief

E
E
GM E
M
M

2RI EE

Rogue

< - - GM

Q
=

Spy

mimmim|Z [ X
m|mmm X[

Q
K3
Q
=

Assassin

2 XXX X |m|mm

Monk

=

'z 'z |m (M |m | (e

=

Initiate

=

Q
=

Master

Q
=

Q
=
Q
=

Ninja
Paladin

Cmsatlet

Hero

Villain

Archer

Z (X (M (| (e (o | | |9 | (M| (i (i (i

Warrior Mage

Master Archer

Q
=

Q
=

Sniper
Ranger

Z [Z |m | (i (e (|||

Hunter

Ranger Lord

mioomommombomoMH|IZTI|IZIZ|IZMMmMMmMmMf(ER|Z|=Z (=
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Bounty Hunte[ 2

Cleric
Priest - -
Priest of the Ligl:f

mmmmE XXX

Priest of the Dark

Druid

Great Druid
Arch Druid

'
'

mmmm (===

Warlock

S orcerer

'
'

Wizard

Arcln'nage - -

'
'
'
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g Miscellaneous SKills

[ CLASS D m;m Perception Merchant Learning Meditation BB'Ei'y Jﬁgrt'x‘fy Repair M::?tiyr m Stealing  Alchemy
Knight B M E M = M - -

m
oo}

Cavalier & M = M = M - &

Champion - GM - GM - GM - -

- GM - GM - GM - 5

Thief

B
B
Black Knight | B
M
M

Rogue

Spy GM

T B W |®

Assassin GM

Monk

Z |2 |m |m |m |m (o |w (o
m |m
2R =R

B
Initiate E
Master E

Q
=
Q
=

Q
=
Q
=

Ninja M

Paladin E

lws|

|
|

Cmsacler =

Hero

Q
=

Villain

Q
=

m M |M[ ;||

Archer

T2 |w|w|w|wimi|m|miH (X |Z (X (X |m|m(mm

m (M| |m |

Warrior Mage °
Master Archer

Q
=

0
'

Sniper

=

Ranger

=

Hunter

|| (m

Ranger Lord

=
mombmobo@Oo@ommbomombmEboM@m|ZTRIZIZIZIZI|IZ (=
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Q
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Q
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Bounty Hunter

I
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Cleric

'
'
'

2 I @ |m (w |w |m |

Priest

Priest of the Light| -
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Priest of the Dark | -

Druid -

2 |Z (M |m M (m (e | | |

Great Druid -

AL}] Druid -

W&[lOCL -

Sorcerer -

m |m |m
Z |2 (M |m|m |m |mjm ;||

Wizard -

Arcl\mage -
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Class: Spell and Hit Points $

A character's class affects how many hit points and speu points t]ney have at the start of the game, and how many
of each tliey gain when tlley reach a new level. A character’s class rank can also affect this as shown in the fo“owing
table. Starting values fluctuate depending on how many bonus points are assigned to the character’s Endurance, Intellect
and Persona]ity Attributes.

Starting Values Hit Points Per Level Spell Points Per Level
Class Hit Spell Base First Second Base First Second
Points Points Promotion | Promotion Promotion | Promotion
Knight 40 0 5 Z 9 0 0 0
Thief 85 0 4 6 8 0 1 1
Monk 35 0 & (0] 8 0 1 1
Paladin 30 5 4 5 0 1 2 3
 Archer 30 5 3 4 (0] 1 2 3
Ranger 30 0 4 5 6 0 2 3
Cleric 25 10 2 3 4 3 4 5
Druid 20 10 2 3 4 3 4 5
Sorcerer 20 15 2 3 3 3 4 6

Race: Starting Attributes

Race affects a character’s starting attributes and how }ugh you can set those attributes using bonus points. With some,
you must spencl two points to raise the attribute value Ly one. Other attributes are raised two per point spent. The table
reflects the different races’ sttengtlls and weaknesses.

Human Elf Goblin Dwarf
| Attributes Start  Max Min Start Max Min Start  Max Min Start  Max
Might 5 G- B 2015 |12 I 0 | 2 I 30
Intelloct 11 25 | 12 - 30 |s B s | 0 11 25

Endurance g - 288 2215 o 1 2 |12 R 3
| Accuracy 1 2 | 12 | 3 9 11 ~Bge 7 15
11 25 9 11 25 |12 R 30 5 7 15
9 25 7 9 20 7 9 20 7 9 2

Speed

Min
9
9
Personality 9 11 25 9 1 25 5 7 15 9 11 25
Z
9
9
Luck Z

Attribute requires 2 b ints to raise by one. Starting/going below initial value adds 1/2 point to bonus pool.

Race: Starting Resistance

Each time a character is attacked l:y magic, the attack’s effect migllt be reduced or nullified. The l‘ﬁgl'xer a character’s
resistance to a particular type of magic, the greater the chance of avoiding ill effects: Humans start with a resistance value of
5 to Spirit Magic and Body Magic, Elves’ starting resistance is 10 against Mind Magic attacks, Goblins have a resistance of
5 against Fire Magic and Air Magic, and Dwarves' resistance to Earth Magic and Water Magic is 5. ]

17
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(same Screens
Adventure Screen

Torch Light Wizard Eye

Zoom In
Direction Facing Gauge

Zoom Qut

Followers
Active Spell Icons
Gold

Food
Books

Game Options

Characters Active Spell Icons

Cast Spe” Rest Quicla Reference
Main (Diew

Once you have a party of adventurers asseml')led, you can l)egin play. Almost all game play
takes place on the Adventure Screen. The Main View shows you what your party can see of the
world. In it you will see people moving arouncl, monsters closing to attaclz, clouds moving, etc.
This is because events in the game happen in real time. You use your ]zeyl)oard's arrow lzeys to
move the party through the world. As new territory comes into view, a map of where you have
traveled is drawn for you. You can see a clisplay of this map in the Automap. The arrow that
appears on the map shows you your party’s location and points in the direction tliey are {acing.
For more information see Tln’ngs to Do While AJventuring, and Combat.




Character (Portraits

Active Spell Icons:
Bless

Preservation

Hammerllancls

Pain Reflection

These are the portraits of your four party members. While they are all ttave]ing togetller as
a group, t]‘ney perform actions — such as swinging a sword, opening a door, talleing to a stranger,
or casting a spell — one at a time. You can tell which character is active because his or her
portrait will be l’xighlightecl with a glowing outline. Since it is the active character’s abilities and
skills that are applied to any action performe(l, you will want to make sure that you select the best
character for the jo}) at hand. Select characters lay cliclzing on their portraits.

Some actions, like the casting of speus or attacking, cause a character to take a moment to
recover. This is indicated l)y his or her ready lig}lt, which goes dark while the character recovers.
The ready light also indicates the nearness of hostile creatures. When the light is green, none are
nearl)y; when it's yellow, tliey are; and if it is red, the party is Leing attacked.

The blue bar to the l’igllt of each portrait indicates how many spen points each character has
left. The green bar to the left does the same for hit points. Rig}xt-click on a portrait to show
summary information for the character. Doul)le-cliclzing on a character’s portrait accesses their

Character Screens as described in another section.

D ollowers

These are the portraits of non-party characters following your party. You may have two hirel'mgs
(see Hiring Fo’/owers) and an unlimited number of other atory-relatecl characters tagging along with
your party. Click on followers’ portraits to talk to them. If you have more than two followers, you

can access unseen portraits l)y cliclzing on the arrows to either side of the &isplaye(l portraits.

o]
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Active Spell Icons

Feather Fall, Fire Resistance, Air Resistance, Water Resistance, Mind Resist Earth Resistance and Body Resistance.

Heroism, Haste, Shield, Stoneskin, Protection from Magic, Immolation and Day of the Gods.

Below the followers is a group of icons that represent the different spells that can be af‘fecting
your party. When a spe]l is active, its icon glows. The Torch Ligllt and Wizard Eye icons are located
at the Automap's upper corners. Active spell icons that affect individual characters are located
below their portraits.

Boolzs, Food and Gold

The party carries books containing various travel notes. Click on a book to open it. See Book

Screens for more detail. Above the books is a display of how much food and gold the party has.

Cast Spell, Rest, Quic]z Reference, and Game Options Buttons

These are the buttons at the lower right corner of the screen. Click the Cast Spell button
to access the current character’s speu book (see Magic System). The Rest button accesses the
Rest Menu. Cliclzing Quiclz Reference displays a summary of character and party information.
Game Options accesses the Game Options Menu.




Character Screens l’i

Information about each of your
characters is displayed on four Character
Screens — Stats, Slzills, Inventory, and
Awards. To clisplay a character’s screens,
double-click on his or her portrait. The
buttons above the portraits switch between
clisplays. You can switch to a different
character’s screens by cliclzing on their
portrait. When you're done with the
Character Screens, hit the Esc leey or
press the Exit button to return to the

A(lventure Screen.

Stats Screen

This &isplays a character’s personal statistics. Where two numbers on either side of a slash are
shown for a given statistic, the first number is its current value (as affected 1’)y (lamage, spe“s or
other effects) and the second is its normal value. For example, “Hit Points 20 / 30” means that
the character currently has 20 hit points out of a possible 30.

Damage is usually shown as a range. “Damage 11-18” can be interpreted as, “this character’s
hand-to-hand weapon does between 11 and 18 points of damage when it hits.” A character’s Attack
Bonus and Shoot Bonus affects his or her chance to hit with hand-to-hand and ranged attacks. A
positive value indicates that the character has a liigher chance than normal to hit, and a negative

value means they llave a lower cllance.

Right-click on a statistic to clisplay information about its effect on game p]ay.

Skills Screen

Skills acquirecl Ly characters are displayed on their skill screens listed l)y name, expertise and
level. When characters advance levels, t}ley gain skill points to spend, tl-lerel)y increasing their
existing skill levels. To advance a skill to the next level, click on it. As skill levels go up, more
points must be spent for each increase. Right-clicl:z on a skill listing to display (lescriptive text.
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[ (Book Screens

As you explore Erathia, your party will automatically record useful information in their notebooks.
To turn pages within a section, click the next and previous page tabs.

Previous Page

7‘1100(3@ Notes Next Page

-

or

—

RN ) A | =

Section Tabs

i Current Quests

Auto Notes

Maps

Calen&ar

History

Current Quest: When you receive a quest, it is noted here. Quests remain in the book

until tl'xey are completed.

Auto Notes: In this book, your party will also record any potion mixing discoveries, the
effects of clrin]:zing from town fountains, and clues about the mysterious
obelisks that dot the landscape. This book also has a section dedicated to

miscellaneous events that don’t fit into other categories.

Maps: This book shows you a map of your current location. Using the tabs you
can scroll the map, zoom in and zoom out.

Calendar: This book clisplays the current time and date.

History: This is a Cl‘xronologica] journa] of the party’s travels.
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Inventory Screen

Inventory

Equipped
Character

SSRGS

H\\'ards i

Accessory Detail

Togg]e

When your character lmys or picles up an item, it ends up in their inventory. Items in
loose inventory are tllings a character is carrying but not using. Items may be looked at l)y
rig}lt-clicleing on them; if the item has been r‘denhfied l)y cither a slmplzeeper or a character
with the Identify Items skill, (lescriptive information about the item will be displayed. Click
on an item to piclz it up. Picked up items “stick” to the mouse cursor and follow it around.

Drop the item l)y clic}aing again where you want it to go.

The cllaracter is clisplayecl on the right, outfitted with the items he or she is using. To equip
a character with an item, picl:z it up out of loose inventory and clrop it on the character’s
full—figure image. Characters may only use items that tl'xey have the skill to use, and with the
exception of rings, may only use one of each type of item at a time. Click the Accessory Detail
toggle to display a character’s equipped rings, gauntlets, and amulet.

To have the active character give an item to another character, picl:z up the item and click
the item on the receiving character’s portrait. To drop an item on the ground, select it, hit
tlle Esc lzey to return to tl'xe A(lventure Screen, ancl then drop the item into tl—xe main view.
To use an item like a scroll, leaming book or potion, right-click it over a character’s portrait
or left-click it over the character’s full-figure image.
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Resting and Camp Screen

Your characters will need to sleep occasionauy. Tluoug}l tlley can remain awake a long
time, tlley will become weakened from fatigue after a day or so. To avoid this, you should have
them sleep for eight hours, once a day. Sleep also restores the party’s lost spell and hit points.
To have your party set up camp, click the Rest button on the Adventure Screen, and then
click the Rest & Heal 8 Hours button on the menu that appears. Camping uses up one unit

of food on grass terrain. Harsher terrains use more food units.

Be sure to have your party camp in as safe a location as possil)le. Many creatures have no
qualms against attaclzing your party while tlley lie helpless. Your characters are aware of this

and will refuse to camp when there are hostile creatures nearby.

Sometimes your party will have to wait at a location with noth'mg better to do than kill
time. To sleip game time ahead, click the Rest button and then choose from the wait without

lxealing options.

(same Option Screens

To access the Game Options Menu, click the Game Options button on the Adventure
Screen. There you can select from the options described below. While the Game Option Menu

is open, the game is paused.

Return

Closes the Game Option Menu and returns to the Adventure Screen.

Controls

Opens the System Options Menu to set game
clisplay and sound playbacl:z options.

Graphic Detail: Tl'lis can be set to low, medium, or
lligll. The higher you set the graphic cletail, the l'xigher the
quallty of the image in the main view. On slower comput-
ers, you may want to reduce the quali’cy for better game

per[:ormance.
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Turn Rate: This controls how fast your party spins when you press the left and rigl'lt arrow heys.
16x is the fastest speed, and smooth is the slowest.

Walksound: This checkbox toggles on and off the footstep sound you hear when your party walks
forward.

Always Run: Party always runs instead of wallzing‘
Flip on Exit: Party will always turn around upon exiting a l)uilding.

Show Damage: Normally during com})at, a Llow-by-l)low account of damage given and received
appears in the Adventure Screen text bar. The checkbox turns this feature on and off.

Sound, Music and Character Voice Volume: These three controls set the playbaclz volume for
sound e{'fects, Laclzground music and your character’s spealzing voices. Click inside the volume

ramp boxes or on the control arrows to change the settings.

New Game

Click this button to start a new game from the party creation process.

S ave Game

Click this button to display the Save Game Dialog.
To save a game, click in the save game slot you want to
save in, type a name for your saved game, and press the
Save button. If you click on a previously saved game's
slot, a thumbnail will appear showing you where and
when that game was saved.

LO&& Game

The Load Game Dialog looks very similar to the

Save Game Dialog. To load a previous]y saved game, choose it from the list and then click the
Load button.

Quit

Ends the game and sends you back to the Startup Menu.
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Ohings to (o ‘While Adventuring

Moving Around

You move around the world using the
keyboard. Turn and move using the arrow keys.

Hold down Shift and the arrow ]zeys to run, Ctrl

and the left or rigl'n‘. arrows to move sideways.

Be aware of cliffs and pits. Your characters can
take massive clamage from ]ong falls, tl'xougl'l less
than vertical hills may be descended safely if you
are careful. Running jumps can l‘lelp you to clear

small obstacles like low ledges and smaller pits.

Fly‘ing

AP ATTOw o s e e Walk Forward
Shift - Up ATrawie v ot & Run Forward
Left/Riglit RPPOW. ] 33 St oo et £ Turn

Shift -Left/Right Arrow
Ctrl Left/Right

... .Jurn Quic]szly
.......... Move Sicleways

Down Arrow .......... Move Backwards
Rt e T b TR e A Jump
BN IOWR o o os v s 50 s o o Look Up
R o e N MO Sy Look Down
O et e & o e s Look Ahead

Speeds change if “Always Run” is highlighted.

The higl'x level Air Magic spell, Fly, can grant your party the power of ﬂight. You still use the

Traveling Long Distances

arrow laeys to turn and go forward and backwards, but with F]y in
eﬁect, you can go up and down, too. This power is great for getting
over all sorts of ttoul:le, but be careful — your party will fall out of

Page Up ..... Ascend
Jnsert . . .. Descend
Home . .Land Quickly flight as soon as the spe]l wears off.

Each outdoor game map represents a square section of Erathia. When you reach the

eclge of a map, you can travel to the next adjacent map. This travel will take some (lays. Your

party uses one unit of food per day during long distance travel. If they start the journey with

insufficient food, your characters will arrive at their destination in weakened conditions.

Long distance travel may also be accomp]is]aed using hired boats or stage coaches (see Towns).
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(Pealing with Objects ]

Loose Items

Often while exploring, you will see useful items like equipment and potion ingredients just
lying around unprotected. These items are up for gral)s. To picl:z up a loose item, click on it. It will
appear in the active character’s inventory. If you want to look at a loose item, right-c]icle on it. If
the active character has the Identify Item skill, he or she will automatically attempt to use it when

loolzing at an item.

Containers

Treasure chests and drawers are examples of containers you will find. To have the active
character attempt to open a container, click on it. Many containers are l)ool)y trappecl, so it is
always a good policy to have a character with the Disarm Trap skill do the opening. If a trap is
triggered, characters with the Perception skill may avoid some or all of the clamage. When a
container is opened, the items within are displayed. Pick them up and identify them as you would
Loose Items.

Dead Bodies

Combat and other deadly events often produce corpses. Click on a dead Lody to search it. You
may find gold and/or other items. After a l';ody is searched, it disappears.

Buttons and Switches

T}lrougllout the worlcl, you will find a variety of l)uttons, levers, and other switches. To operate

one, click on it.

Fountains

To have the active character drink from a fountain, move up to it and click on the water’s
surface.
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Dungeon Entrances:

Interior Doors:

Secret Doors:

TOWI‘I DOO!‘S!

Other Ol)] ects

To enter caves, fortresses, dungeons and other lairs, click on their
entryways. You will be asked if you really want to go in or not.
Agree and you will, refuse and you will remain outside.

In dungeons, you will come across closed doors. Clicking on a door
causes the current character to attempt to open it. Some doors will
require that you have a particular item, like a Lzey, before they will
open. Others may require you to throw a switch or per{orm a

certain action to them.

Some doors will be hidden or disguised. They are opened like
normal doors, provide(l you can find them. Characters with the
Perception skill may detect them. If t}ley do, the door will be
l)linleing red for you.

Doors to sllops, houses, taverns, and other smaller l)uildings can be
entered l)y cliclzing on them. Some shops have business hours and
their doors will be locked during off times. Opening a town door

starts a transaction with the occupant. See Towns for more details.

The land of Erathia is full of objects whose effects and operations you will have to figure
out as you encounter them. As a genera] rule, ol)jects are operated, activatecl, piclaed up, or
searched I)y cliclzing on them.

Stealing

Characters with the Stealing skill can attempt to lift items and golcl from people and
creatures. To have the active character attempt this, Ctrl-click on whomever you want to steal

from. A failed attempt to steal can have all sorts of negative consequences, so be careful whose

gold you take.




(Pealing with Others

On your journey you will encounter all sorts of people and creatures. Some will be hostile, others
will not. You can tell the di{{erence, because hostile creatures will attack you on sight. Interactions with
hostile creatures are dealt with in the Combat section.

Tallzing'
e Name

Portrait

Response

To talk to a person or creature, move near to it and click on them in the main view. T}ley will
converse with the active character (whose Personality attribute may have an effect on how well he or she

is perceived). When you click on a conversation topic, the person'’s response will be clisp[ayed.

Receiving a Quest

Sometimes when you talk to someone, tl'xey will give you a quest. Quests are heroic actions to
per{orm, the completion of which often Lrings rewards of money and/or experience points. Typically you
complete a quest I)y (loing something for the person that gdives it to you, and then returning to them for
your reward. This is not always the case, so you should read the details carefully concerning what must
be done. Quests you have received but not completecl are recorded in your Current Quests book.

Hiring a Follower

Some people you talk to will offer themselves for hire to the party. If you agree to hire a follower,
you will typically pay them an up—front fee and then they will take a small percentage of any gold you
find. In exchange, tlley provide you with some benefit. You may have up to two hired followers with the
party at any given time. Followers’ portraits appear on the right side of the Adventure Screen. To l)egin
a conversation with a follower, click on their portrait. Choose the Dismiss <follower's name>

conversation option if you no 1onger require their services.
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Towns are collections of houses, s]lops and services. Tl-xey typically act as places where your
party can learn new skills, l)u_v and sell equipment, obtain quests, receive training, and rest. While
no placc in Erathia is completely safe, towns are usua“y sa{er tllan not. To talk to t]'le occupants
()f homes or use shops am.l ot]’xer services, you must enter them. To enter a l)uilding, wal]z up to it

and click on the door.

Shops

When you enter a shop, you start a conversation with the sl'loplzeeper. Choose from the

conversation options to l)uy and sell items, repair broken items, or learn skills from the shoplzccper.

Buy Standard or Special Items

Each s}lop contains a selection of standard and special items. To see either selection click the
Buy Standard or Buy Special conversation option. When you move your mouse over the items
displayed, the shoplzeeper will tell you how much it costs. If the active character has the Merchant
skill, you will get better prices. Click on an item to })uy it. The cost will be deducted from the party's

guld and the item will appear in the active character’s inventory.

30
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Display Inventory

If you want to see your characters” inventories, click the Display Inventory conversation
option. You can switch between inventories by clic]zing the character portraits. While inventories
are displayed, the conversation options will change to Sell, Identify, and Repair. Click an option
to perform the labeled function. After you're done, click the Exit button.

Sell: Allows you to sell your party’s items to the sl'loplzeeper. As you move the mouse over
inventory items, the sl’xoplaeeper will tell you if he is interested in l)uying the item or

not, and if 80, for how much. Click on an item to sell it.

Identi(y: Sl’xoplaeepers can identify items for you. Unidentified items will appear highlighted in
green. Move the mouse over an item to see what it will cost to identify. Click an item
to pay the slloplzeeper for the service.

Repair: Broken items are highligl:ted in red. S}lopleeepers will repair items fora price. Click on
an item to have this done.

Learn Skills

Click the Learn Skills conversation option to clisplay a list of skills the shop]zeeper can teach
and what is charged for the teaching. Sl-lopleeepers teach skills at the basic level. What skills are
offered will clepend on what the active character’s class is — shoplzeepers will not teach skills to

those incapa]Jle of leaming them.

Stealing from Sl’lOpS

If the active character has the Stealing skill, tl'ley may try to pilfer items from S}IOP (lisplays.

To try to steal an item, Ctrl-click on it. A failed attempt can result in negative consequences.

Types of Shops

Shops specialize in the kinds of items t]-ley sell, identify and repair; as well as in what skills
t]’ney teach. Usually each sl'nop will further specialize in a particu]ar category of their craft. For
instance, a particu]ar Blacksmith might carry a wide selection of axes, but few or no daggers,

SWOI’(lS or Otl’lel‘ weapons.

Blacksmith:  Blacksmiths deal in weapons.
Armories: You may find suits of armor, slu'elds, headpieces, and gauntlets at armories.

Magic Sllops: Magic S}'.IOPS sell potions, potion ingteclients, scrolls, rings, leaming books and

other items of magic.

Alchemists: These magic S}IOPS carry the widest selection of potions and potion ingredients.

—
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Magic Guilds:

Taverns:

Temples:

Stal)les:

DOCle:

Banlzs:

Government:

Houses:

Other Town Services

Magic Guilds serve practitioners of the mystic arts. Visit Magic Guild Houses
to learn basic magic skills and l)uy leaming books. Your party must purchase

a mem]aership from a Guild member to enter.

Serving the rest and relaxation needs of weary travelers, taverns and
roadhouses can be found almost anyw]nere. At them you can buy food or rent

a room for a night of safe rest.

These houses of worship are maintained l‘)y your donations and through the

selling of healing services.

A network of overland stage coach routes operates in Erathia. Traveling l)y
coach shortens the duration of long distance trips considerably. Check with

the stable master to see if any rides are available.

Sll_ips found at docks may be available for hire. Ask the captain if you can
berth in his ship when it sails for its next port.

If you want to set aside money for an emergency, you can leave it in safe
lzzeeping at a bank.

A town of any size usually has someone in cliarge of tllings who may be in
need of some assistance. If you're loolizing for something to do, you can
usually find it at the local town hall or castle.

All sorts of people live in Erathia. While many have little to say, you can find
odd jobs to do, or locate guild members and master teachers, l)y lznocleing at

a few (10()1’5 .




Combat takes place on the Adventure Screen. Characters equippecl with bows or wands may make
ranged attacks—that is, attack targets that are far away. Other weapons and bare fists are good for
hand-to-hand combat with near]ay enemies. To have the active character attack a specific creature,

either click on the creature in the main view, or move the mouse over the creature and press the A

lzey. If you press the A laey without targeting a specific creature, the nearest creature will be targete(l

automaticauy. Characters may not use bows to make range(l attacks if there are creatures directly in

front of the party.

Characters with magical abilities may, of
course, cast spells during combat. To cast a
character’s chosen Quiclz Speu (see Magic System)
press the S lzey. You may target hostile creatures
with the mouse cursor, otherwise a nearl)y creature
will be targeted automatically. You can also access

the active character’s spell book I)y pressing the
Cast Spell button or the C lzzey.

A . Active character will attack near]ay opponent
S ... Active character will, if able (in this order)
1. Cast quiclz speu
2. Attack with a bow or wand
3. Make a hand-to-hand attack
B = ool Active character passes combat turn
Ol ST | Opens active character’s speH book
Enter . .Toggles real time and turn-based modes
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Real Time vs. Turn Based Combat

Game time moves without pause, or in real time. Each action your characters perform,
like casting spells or swinging a sword, takes a certain amount of time to accomplisll, a fact
reflected l)y their ready lights (see Adventure Screen) which darken while the characters recover.
While a character is recovering, he or she can perform no new actions. Normally, this is not
really noticeable, but during combat the effect can be quite pronounced. Attacking creatures
may be able to attack more efficiently than the party due to the time it takes you to think,

select characters and target attacks.

The game can be put in turn based mode l)y pressing the Enter lzey, The Enter ]zey
toggles between real time mode and turn based mode. In turn based mode each combatant
takes their action one at a time, in order depending on their speed and recovery status.
Combat is divided into rounds lasting a few seconds. Characters and creatures that are
par'ticularly fast can perform rnultiple actions in a round. The game pauses before each
character’s turn so you can calm]y execute his or her action. Press the B lzey to slzip a

’ :
character’s action turn.

At the end of each round, action pauses and you can move your party a short distance
using the arrow l:zeys. After that, creatures move and then the next round l)egins. Press any

12ey to slzip your movement pllase.

When you are in turn based mode, an icon appears in the lower right corner of the main

view. The icon cl:anges to reflect the different round pllases.

Action Phase Movement Phase Computer Tl'xinlzing

v B
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Damage and Other Il Effects

Your characters receive damage from many sources—combat strikes, spell effects, traps,
fal].ing, and the exp]osions of incorrectly mixed potions to name a few. They may also be affected
l'Jy other conditions like fatigue, weakness or drunkenness. Ill effects can always be removed, for a

price, at temples.

Physical Wounds: Weapon strikes, explosiona, falls, and most offensive spells wound characters
directly l)y talzing away hit points. Pl‘lysical damage may be healed using various curative spells
or ])y resting.

Unconsciousness/Death: If a character’s hit points fall below Zero, t}ley become unconscious or
die. Unconscious characters are knocked out of action and cannot perform any actions until
their hit points heal to a positive value. Resting and healing revives unconscious characters.
Death results when a character’s hit points are reduced too far below zero. Dead characters
may only be revived using the Raise Dead spell or Ly paying a temple to perform the service.

Weakness: Characters become weak from ﬁﬁgue or llunger. Some attacks can also cause this effect.
Weak characters have lowered maximum hit points and are less able to perform actions and fight.
Weakness can be cured l)y resting or I)y the Cure Weakness spell.

Poison and Disease: These very similar effects can be caused l)y traps or certain spen and creature
attacks. Both reduce character attributes, reduce their combat efficiency, and lower spell points
over time. They can only be cured at temples or l)y casting the appropriate Cure Disease or
Cure Poison spell.

Insanity/A:[raid: Some attacks make characters Insane or Afraid. Both of these conditions affect
character attributes and may be removed l)y the Cure Insanity and Remove Fear spells.

Cursed: Some speu attacks can curse characters. Cursed character actions fail 50% of the time.
The Remove Curse spell takes care of this condition.

Asleep: A few creature attacks can make characters fall asleep‘ Characters waken when attacked
or after you rest them. You can also use the Awaken speu.

Stoned/ Paralyzecl: Characters can become frozen by ]aeing Stoned or Paralyzecl. If this happens,
they cannot perform any actions. These conditions can be cured using the Stone to Flesh and

Cure Paralysis spells.
Zombie: 1f you cast Reanimate on a Dead character, tlley become a Zombie. Zombified

characters don't sleep, so resting does not replenish their hit or spell points. Zombification can
only be cured at temples.

Eradicated: Some monsters can eradicate characters — leilling them and destroying their bodies.
Eradicated characters can be lJroug}lt back at temples or with the Resurrection spell.
35 J
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Character Advancement

Experience Points and Levels

As the game progresses, your characters gain more spell and hit points, and become better
at the skills they possess tllrough level advancement. Characters gain experience points for
overcoming challenges — notal:ly for lzilling monsters and for completing quests. When your
characters earn enough experience points, they qualify to train for the next level at a training
hall. You can see your characters’ current level and experience points on their Stats Screen.
Right-cliclzing on the experience statistic will display what level a character is reacly to train
for, or how many experience points tlley need to reach the next level. A character needs
(Current Level x 1000) to move from one level to the next. For example, a character needs
3000 experience points to move from level 3 to level 4.

A character eligible to train must do so at a training hall. Training halls are located in
towns throughout Erathia. They charge a fee for their services. Most have a limit to how far

t}ley can train a character.

When a character gains a new level, tl'ley receive increases to their maximum hit points
and spe“ points. What each specific character gains depends on their class, their rank within
the class, and attribute scores. At early levels (1-9) characters receive five skill points to spend

on advancing the levels of skills they possess. This number increases Ly one every five levels
thereafter (six at levels 10-19, seven at levels 20-29, etc). See Skills for more details.

Rank

The party can receive special quests in the game called promotion quests. Certain people
that the party meets will be empowered to grant class rank on characters of a particular
character class. Before tl'ley will do this, t}ney will ask the party to prove its worth Ly
completing a promotion quest. Gaining a new rank increases the number of spe]l and hit
points a character receives per level. This will also allow the character to learn new skills and
to learn other skills at higl'xer levels of expertise.
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SkKills ]

In order to use weapons, armor, cast magic spells, or perform special actions, a character must
possess the proper skill. Each character starts the game with four skills and can learn new ones
from slxoplzeepers and guilcls located tl'xrouglwut Erathia. Each skill has a numerical level, which
is “1” when a character first learns that skill. You may increase your characters’ skill levels by
spemling the skill points they gain througl'z experience level advancement. The cost of advancing a
skill level is equal to the level you want to get to. For example, a character with a Bow skill of 3
would need to have 4 skill points to advance to Bow skill level 4.

As you explore, you will find master teachers who are able to increase your characters’ expertise
level in their skills. When first leamed, a skill is at the basic or Normal level. Teachers can increase
that level to Expert, Master, or Grand Master. Skills possessed at higher levels of expertise give
characters advantages in their use.
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Weapons Skills

In order to equip a particular type of weapon, a character must possess the proper weapon skill.

Axe:

BOWZ

Dagger:

Mace:

Spear:

StaH:

SWO!‘(l .

Axesams]ovwbutdogooddanugewhentbeyhit.Achamcter'sexperﬁselamlisaddedto&eirattaclz
bonus. Emerbgamam&mhonmzwovmyhme,MastmsslaﬂlewlmﬂweHaddﬁom]damge,
andGmndMastem}mwachancetol]alwt}leamwrclaseoftlleiropponmts.

Bow skill applies to both l)ow and cross])ow use. At Normal level, skill level is added

to a character’s ranged attack bonus. Experts get a recovery rate reduction. Masters
get off two shots per attack, and Grand Masters at their skill level to their clamage..

Daggers don't do a lot of damage, but have a very low recovery time. At Normal expertise level,
skill level is added to attack bonus. At Expert level, dagger users can put the dagger in their
left hand and hold another weapon in their ng}lt Masters have a percentage chance equal to
their skill to do triple damage. Grand Masters add+1 per point of skill to damage done.

Mace skill allows a character to use blunt hand-to-hand weapons. At Normal level,
skill level is added to attack bonus. Experts’ skill levels are added to the damage done
lsy successful attacks. Masters and Grand Masters have a percentage chance equal to
their skill to stun or paralyze their opponents, respectively.

Spears are polearms with sharp metal points or blades. At Normal level of expertise,
spears must be held in two hands and skill level is added to attack bonus. Experts’
skill level is added to their attack damage. Masters gain the al)ility to hold the spear
in one hand, while Grand Masters learn to defend with their spears and their skill

level is added to their armor class.

Staffs are blunt two-handed polearms. At Normal level of expertise, the wielder’s skill
level is added to their attack bonus. Experts add theirs to their armor class. Masters get
a percentage chance equal to their skill to momentarily stun their opponents, while
Grand Masters gain the ability to use their Staff in conjunction with the Unarmed skill.

Sword skill covers all long blade weapons. At Normal level, skill is added to attack

bonus. Expert users enjoy decreased recovery time. Masters can carry a sword in their
left hand and a second weapon in their rig]'nt, and Grand Masters add their skill to

their armor class.

Unarmed: The Unarmed skill is applied when a character has no equippecl weapon. At

Normal expertise, skill level is added to attack bonus, and at Expert level it is added
to attack damage. At Master level, the effect of skill level on attack bonus and

clamage is doubled. Grand Masters gain a percentage chance equal to their skill level

to avoid incoming attacks entirely.




Armor Skill

In order to equip a piece of armor, a character must possess the proper armor skill. Wearing

armor slows a character down. The heavier the armor, the slower a character becomes. Be]ts, l)oots,

capes, ]:1elmets, and gauntlets require no particular skill to use.

Leatller:

Chain:

Plate:

Shield:

Dodging :

Leather armor is the lightest armor and slows down a character the least. It also
offers the least protection. At Normal level of expertise, a character’s skill level is
added to their armor class. Experts’ recovery time is not affected l)y their armor’s
weigllt. Masters add twice their skill level to their armor class, while Grand Masters
have their skill added to their resistance to Earth, Air, Fire, and Water magic.

Chain armor is heavier than leather, and lighter than plate. At Normal level of
expertise, the wearer’s skill level is added to their armor class. For Experts the

effect of their armor’s weight on recovery time is halved; for Masters it is eliminat-

ed. Gram‘l Masters talze only 2/3 &amage from pl’xysical attacks.

Plate armor is the heaviest and most protective armor available. At Normal level,
skill level is added to armor class. Experts have their armor related recovery time
penalty halved. Masters take only half damage from pl-nysical attacks. Grand

Masters have no recovery penalty.

Shields are held in a character’s left hand, and so can't be used with two-handed
weapons. At Normal level of expertise, skill level is added to armor class. Experts
have no recovery penalty from holding shields. Masters add twice their skill level to
their armor class. Grand Masters gain the effects of the Shield speH while l'lolcling
their shields.

The dodging skill is applied when a character is not wearing any armor. At Normal
level, a character’s skill level is added to their armor class. For Experts, this is
doubled; for Masters the effect is triplecl. Grand Masters gain the ability to use

their Doclge skill while wearing leather armor.

Magic Skills

Before a character can cast spells of a particular type of magic, tlley must hold the proper magic
skill. Each type of magic—Fire Magic, Air Magic, Water Magic, Earth Magic, Spirit Magic, Mind
Magic, Botly Magic, Light Magic, and Dark Magic———has its own skill. The effects of expertise and
level is different for each speu type. For more information, see Spens under Magic System.
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Miscellaneous Skills

Alc}lemy:

Armsmaster:

Without the Alchemy skill your characters can only make simple potions.
Having this skill allows you to mix more complex potions. See Potions under
Magic System.

The Armsmaster skill generally increases a characters abilities with all
weapons. Normal skill level reduces the recovery time of their attacks. Experts
and Masters add their skill to their attack and c[amage l)onuses, respectively.
Grand Masters double all the previous bonuses.

Body Building: At Normal level, a character’s Body Bui.lding skill level is directly added to

Disarm Trap:

Identify Item:

their maximum hit point value. For Experts the amount is doubled, for
Masters it is tripled, and for Grand Masters it is quintuplecl.

Having this skill allows a character a chance to disarm l)ooby trapped
containers. For Experts, this chance is doul:]ecl; for Masters it is tripled.
Grand Masters have a 100% chance of disarming traps.

This skill gives a character a chance, based on their skill level, to identify
items. To make the attempt, rigllt-cliclz on an item. Normal level of expertise
allows a character to attempt identifying the item. Experts double their
chance of identifying any item. Masters have three times the chance, and

Grand Masters have 100 % chance to identify the item.

Iclentify Monster: If your party has a character with the Identify Monster skill, you can get

Learning:

Meditation:

better right-cliclz information from monsters you encounter. The higher the
character’s skill level, the better your chances of this happening. Successful
Normal level identification will reveal a monster’s exact number of hit points.
Expert, Master and Grand Master skill levels add to the information attack
type and damage, what speus a monster can cast, and the monster’s levels of

resistance, respectively.

Characters with the Learning skill get a percentage bonus to their experience
g g P g p
point awards. At Normal level, this bonus is 9% + 1% per level of skill.
Experts receive double this l)onus; Masters, tri le; and Grand Masters,
p P
quintuple.

At Normal level of expertise, the Meditation skill adds one to the character’s
maximum spel] points value for each level of skill. For Experts, Masters and
Grand Masters, the bonus is doul)led, tripled and quintupled, respectively.
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Merchant:

Perception:

Repair Item:

Stealing:

A character with the Merchant skill gets selling and lauying prices in shops
adjusted in their favor. The higl'xer the skill level, the better the prices. For Experts
the effect is doubled, and for Masters it is triplecl. Grand Masters can I)uy items and

sell items at their actual value.

Possessing the Perception skill gives a character a chance to notice traps, hidden
treasures and secret doors. It reduces the amount of damage tl'xey take from ’criggerecl
traps. The hig}ler the skill level, the greater these effects. For experts and Masters,
the effects are doubled and tripled. Grand Masters have a 100% chance of receiving
these benefits.

The Repair Item skill gdives a character a chance, based on their skill level, to repair
broken items. To make the attempt, right-cliclz on a broken item in the character’s
inventory. Normal level of expertise allows a character to attempt ﬁxing an item.
Experts have double the chance or repairing the item. Masters have three times the
chance, and Grand Masters have 100 % chance to repairing the item.

The Stealing skill allows a character to attempt s’cealing items from shops, and gold
and items from people. To use the skill, Ctrl-click on the item you want to steal or
the person you want to steal from. Getting caught can have any number of bad
effects. The chance of success is based on the character’s skill level. The chance is

doubled, triplecl and quintupled respectively for Experts, Masters and Grand Masters.
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Magic System

Spell (Books

Your characters can use magic in the form of spells which they cast from their spen books.
Each spe“ ]aelongs to one of the nine schools of magic— Earth, Air, Fire, Water, Bocly, Mind,
Spirit, Ligllt, or Dark. Each school has a skill which a character must possess before tl'ney can
learn and cast that school’s speﬂs. The more powerf'ul speus will require a character to possess
a magic school’s skill at Expert, Master, or even Grand Master level.

Characters learn new spells from learning books which may be purclxasecl at various guilds
and S}lOpS, or found as treasure. To use a leaming book, piclz it up out of a character’s inventory
and then click on the character’s full figure image or portrait. The spe].l will now be permanently
recorded in the character’s spe]l book. Each leaming book can only be used once.

Spell Icon Fire

Air

Water
Earth
Spirit
Mind
Body
Light

Dark




To have a character cast a spell, select the character (clicl? on his or her portrait, or press “1-
4”) and then open his or her spell book lay cliclzing the Cast Spen button or pressing the C Izey.
The book will have a page tab for each magic school skill that the character possesses. Turn the
pages l)y cliclzing the tabs. Double-click on a spen icon to cast that spell. If the spell targets a party
meml)er, click on the target character’s portrait to select them.

Each party member may have one ready spell, called a QuicleSpe]l. To set a QuickSpell, open
a character’s spell book, click on the spell icon to select it, and then press the SetSpell button.
Readied spells may be cast ]Jy pressing the S button.

To display further information about a spell, rigllt-clicle on its spell icon.

Scrolls and Wands

Spells may also be cast from scrolls and wands. Each scroll has one spell written on it and can
be used once. To cast a scroll spell, piclz it up out of a character’s inventory and click over the
character’s full jt‘igure image. Wands are loaded with multiple clnarges of a speu. A character must
equip a wand as their weapon to use it. Each time a character attacks with a wand, one of its
c}xarges is expendecl. When a wand'’s charges are exhausted, it disappears. Scrolls and wands require

no particular skill to use.

Potions

Characters can quag potions to gain a wide variety of benefits. Potions can be purcl'xasecl, found,
or created. To have a character drink a potion, piclz up a potion out of a character’s inventory and
click it over their full figure image or portrait. If it is identified, right-cliclzing on a potion will

display information about its effects.

Potions may be created using an empty potion bottle and any of a variety of herbs and rare
substances called reagents. lo create a potion, put a reagent and an empty potion bottle in a
character’s inventory display. Pick up the reagent and then riglmt-c]iclz it over the bottle. Characters
with the alchemy skill can also mix potions to form potions with more powerful effects. To attempt
this, piclz up one potion and then rigl'lt—cliclz it over another. Be warned! Mixing incompatil)le

potions can cause an exp!osion.

Characters possessing the Alcl’lemy skill at Normal level can mix basic potions (ones made
clirectly from reagents) toget}ler to form comp/ex potions. Experts can attempt mixtures involving
complex potions to form compoum{ potions. Masters can mix compound potions to form white

potions. Grand Masters can mix white potions to form black potions.
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Spells

Here is a list of the game's speils. Normal level speiis may be learned and cast i)y characters with a
basic level of expertise in their speil school’s skill. Expert, Master, and Grand Master speils may oniy be
used once a character has achieved the appropriate skill level. Characters who possess iIigl-ier magic

school ranlzings cast lower level spei.is with greater effect, as noted in the speil descriptions.

Iire Magic
Norma/ Level SPQIIS

EwyOl”CFl %hl: Spe” Point Cost: 1. Normal: Increases the radius of iigilt surrounding the party. The
effect is oniy visible when it is dark. Expert: Brigiiter ligi'it. Master: Brigl'itest iigil’c. Grand Master:

Faster recovery.

gire (BO[t: Spe” Point Cost: 2. Normal: Launches a burst of fire at a single target. Does 1-3 in
ciamage per point of caster’s Fire Magic skill. Expert: Faster recovery rate. Master: Faster recovery rate.
Grand Master: Fastest recovery rate.

gire Q{gsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to Fire
Magic i)y one per point of caster’s Fire Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is tripied. Grand Master: Resistance increase

is qua&mpied.

gire Aura: Spe” Point Cost: 4. Normal: Causes a weapon with no special abilities to burn with
magic fire. Gives the weapon “of Fire” ai)iiity. (Example, “Trident of Fire.”) Duration is one hour per
caster’s Fire Magic skill. Expert: Weapon gets “of Flame” ai)iiity. Master: Weapon gets “of Infernos”
a]:iiif:y. Grand Master: Weapon gets permanent “of Infernos” ai)ility.

Expert Level Spe”s

Haste: Spe” Point Cost: 5. Expert: Reduces recovery time for party actions. Duration is 1 hour pius
1 minute per point of caster’s Fire Magic skill. Party will be weak for six hours after speii wears off.
Master: Duration is 1 hour plus 3 minutes per skill point. Grand Master: Duration is 1 hour plus 4
minutes per skill point.
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ireball: Spe” 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 is too close. Damage is 1-6 points per point

of caster’s Fire Magic skill. Master: Faster recovery rate. Grand Master: Fastest recovery rate.
ire Spike 3 Spe” Point Cost: 10. Expert: Drops a fire spilze on the grouncl that waits to explocle

until a creature passes nearby. Tl’ley remain until triggere(l or until your party leaves the map. A
maximum of five spilies can be droppecl at any one time. Damage is 1-6 per point of caster’s Fire Magic
skill. Master: Seven spilzes are droppe(l. Damage is 1-8 per skill point. Grand Master: Nine spil:zes are
dropped. Damage is 1-10 per skill point.

Master Leve’ Spe”s

UImmolation: Spell Point Cost: 15. Master: Surrounds your party with a very hot fire that is only
harmful to others. The fire lasts 1 minute per point of caster's Fire Magic skill. Damage delivered is 1-
6 per skill point. Grand Master: Duration is increased to 10 minutes per skill point.

Meteor Shower: Spel/ Point Cost: 20. Master: Summons a })arrage of ﬂaming rocks that strike
in a large radius around your target. Sixteen rocks are summoned, each doing 1-8 damage per point of
caster's Fire Magic skill. Only works outdoors. Grand Master: Faster recovery. lwenty rocks are

summoned.

Clnferno: Spe” Point Cost: 25. Master: Burns everyone in sight, including party, for 12 damage plus
1 per point of caster’s Fire Magic skill. Only works indoors. Grand Master: ngter recovery.

Grand Master Level Spell

CIncinerate: Spe” 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.

Alr Magic

Norma, Level Spe”s

Wizard CEYG: Spe” Point Cost: 1. Normal: Causes Automap to reveal location of creatures.
Duration is 1 hour per point of caster’s Air Magic skill. Expert: Location of treasure is shown. Master:
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Other points of interest are indicated. Grand Master: Casting cost is zero.




[ eather Frall: Spe” Point Cost: 2. Normal: Slows your party’s rate of descent so it doesn't take
damage from falls. Duration is 5 minutes per point of caster’s Air Magic skill. Expert: Duration is 10

minutes per skill point. Master: Duration is 1 hour per skill point. Grand Master: Faster recovery rate.

Ail‘ (]{esistance 3 Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to Air
Magic l)y one per point of caster’s Air Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is triplecl. Grand Master: Resistance increase

is quadmplecl.

Sparks: Spe” Point Cost: 4. Normal: Fires three small balls of lightning which bounce around until
tl)ey hit sometlling or dissipate. Each sparla does 2 points of damage plus 1 per 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 sparlzs are cast.

Expert Level Spe”s

Sump: Spe” Point Cost: 5. Expert: Your party leaps forward sixty feet, taleing no tlamage from the
jump. You must use the forward arrow lzey or your party will leap straiglat up. Master: Faster recovery.
Grand Master: Even faster recovery.

Sﬁie[d 3 Spe” Point Cost: 8. Expert: Slows down incoming missiles (like rocks and arrows) so they
on]y do half clamage if tlley hit. Duration is 1 hour plus 5 minutes per point of caster’s Air Magic skill.
Master: Duration is 1 hour plus 15 minutes per skill point. Grand Master: Duration is 1 hour plus 1
hour per skill point.

QQﬂﬁtning (Bolt: Spell Point Cost: 10. Expert: Fires a bolt of lightning at a single target. Damage
is 1-8 per point of caster’s Air Magic skill. Master: Faster recovery. Grand Master: Even faster recovery.

Master Level Spe”s

aniSi[ﬂ[itY: 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
cannot be cast when hostile creatures are nearl)y. Grand Master: Duration is 1 hour per skill point.
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Clmp[osion: Spe” Point Cost: 20. Master: Creates a tlmnderclap 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.

3[2: 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 additonal spell point drain.

Grand Master Level Spe”

Star&urst: Spe” Point Cost: 30. Grand Master: Calls twenty stars from the heavens which smite
and burn creatures in a large 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.

“‘Water Magic
Normal Leve’ Spe”s

Awaken: Spe” Point Cost: 1. Normal: Wakens party from normal (resting) sleep, and will waken
them from magical sleep if tl'xey have been asleep for a period of time less than 3 minutes per point of
caster’s Water Magic skill. Expert: Works for 1 hour per skill point. Master: Works for 1 clay per skill
point. Grand Master: Same as Master. v

g)oison SP?’GY: Spe” Point Cost: 2. Normal: Sprays a spray of 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.

“Water (Rgsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to
Water Magic l)y one per point of caster’s Water Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is tripled. Grand Master: Resistance increase

is quaclruplecl.

Ice (BO[t: Spe” Point Cost: 4. Normal: Fires a bolt of ice at a single target. Speu always hits.
Damage is 1-4 points per point of caster’s Water Magic skill. Expert: Faster recovery rate. Master: Faster

recovery rate. Grand Master: Fastest recovery rate.
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Expert Level Spe”s

Water ‘Walk: Spe” Point Cost: 5. Expert: Allows your party to walk on water without sinlaing.
Duration is 10 minutes per point of caster’s Water Magic skill. One additional spell point is drained from
caster every twenty minutes while in contact with water. Master: Duration is 1 hour per skill point.
Grand Master: No spell point drain.

Q{echarge CItem: Spe” 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% minus 1% per point of

caster’s Water Magic skill. Master- Cl’xarge loss is 30% minus 1% per skill point. Grand Master: Chatge
loss is 20% minus 1% per skill point.

Acid (Burst: Spe” 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 Spells

(Enchant ‘Item: Spe” Point Cost: 15. Master: Enchants a normal item with magical powers. The
chance of success is 10% per point of caster’s Water Magic skill. Enchantments are of moderate

strength. May not be cast on quest items. Grand Master: Stronger enchantments.

®own Portal: Spell Point Cost: 20. Master: Teleports party to central fountain of any town that
'chey have visited. Chance of success is 10% per point of caster's Water Magic skill. Cannot be cast when

hostile monsters are near})y. Grand Master: Works when hostile monsters are near.

Ice PBlast: Spe” 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 towards

the caster. The shards ricochet until tlley hit something or melt. Each shard does 12 points of clamage

plus 1-3 per point of caster’s Water Magic skill. Grand Master: Faster recovery rate. Ball shatters into
nine shards.

Grand Master Leve/ Spe”

%Oyd' s (Beacon: Spell Point Cost: 30. Grand Master: Allows you to place a marker at a location
that you would like to teleport the party back to. Cast the spell to set a beacon or to teleport to one
previously placed. You may have up to five beacons at any one time. Beacons remain in place for 1 week

per point of caster’s Water Magic skill.
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Earth Magic ’1

Normal Level Spe”s

Stun: Spe” Point Cost: 1. Normal: Delivers a stunning blow which 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.

S[OW: Spe” Point Cost: 2. Normal: Halves movement speecl and doubles recovery time for a single
target creature. Duration is 3 minutes per point of caster’s Earth Magic skill. Expert: Duration is §
minutes per skill point. Master: Creature slowed to a quarter of regular spee(l. Grand Master: Creature
slowed to an eighth of regular speed.

Earth (l{zsistance: Spell Point Cost: 3. Normal: Increases all of your character’s resistance to
Earth Magic by one per point of caster’s Earth Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is triplecl. Grand Master: Resistance increase

is quadrupled.

(])ead'[y .Swarm: Spe” Point Cost: 4. Normal: Summons a swarm of insects which bite and sting
a single target creature. 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 Spe”s

Stone Skin: Spe” Point Cost: 5. Expert: Increase the armor class of a target character l)y 5 plus
1 per point of caster’s Earth Magic skill. Duration is 1 hour plus 5 minutes per skill point. Master:
Duration is 1 hour plus 156 minutes per skill point. Grand Master: Duration is 1 hour plus 1 hour per
skill point.

(B[ades: Spe” Point Cost: 8. Expert: Fires a rotating metal blade at a single target. Damage is 1-9
per skill point. Master: Faster recovery rate. Grand Master: Fastest recovery rate.

Stone to lesh: Spe” Point Cost: 10. Expert: If a character is turned to stone, this spell will turn
them back to flesh if it is cast in time. Works if character has been stoned less than 1 hour per point of
caster’s Earth Magic skill. Master: Works for 1 day per skill point. Grand Master: No time limit.
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[ Master Level Spe”s

(I@ck (Blast: Spell Point Cost: 15. Master: Releases a magical stone into the world which rolls and

hounces around. When it hits a creature or comes to rest, it ex lodes, doing 1-8 points of damage per
P g P ge p
point of caster’s Earth Magic skill. If the party is nearl)y its members will take damage. Grand Master:

Faster recovery rate.

.

@'e[ekinesis: Spe” Point Cost: 20. Master: Allows you to manipulate ol:)jects at a distance. Among

other tllings, you may open doors, get items, and open chests. Grand Master: Faster recovery rate.

(PDeath (B[OSSOM: Spe” Point Cost: 25. Master: Fires a magical stone into the air which explodes
into shards. 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 skill point.

Grand Master Level Spe”

Mass (])istortion: Spe” Point Cost: 30. Grand Master: Enormously increases the weight of a
target creature causing it massive internal damage. Damage is 25% of monster’s health plus 2% per point

of caster’s Earth Magic skill.

Spirit Magic
Normal Level Spe”s

{Detect QLife 3 Spe” Point Cost: 1. Normal: Allows you to see the health points of opponents as an
exact number when you rig}lt-click on them. Duration is 10 minutes per point of caster’s Spirit Magic
skill. Expert: Duration is 30 minutes per skill point. Master: Duration is 1 hour per skill point. Grand
Master: Currently active opponent speus are displayed.

(B[ess: Spe” 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
1 hour plus 5 minutes per skill point. Expert: Affects entire party. Master: Duration is 1 hour plus 16
minutes per skill point. Grand Master: Duration is 1 hour plus 1 hour per skill point.
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gate: Spe” Point Cost: 3. Normal: 1f cast on a character, character’s chance to hit is increased. If ]
cast on a monster, monster’s chance to hit is decreased. Bonus or penalty is 20 plus 1 per caster’s Spirit
Magic skill. Duration is 5 minutes or until target attacks. Expert: Bonus or penalty is 20 plus 2 per skill
point. Master: Bonus or penalty is 20 plus 4 per skill point. Grand Master: Bonus or penalty is 20 plus

6 per skill point.

6)'urn ‘Undead 2 Spe” Point Cost: 4. Normal: Causes all visible undead creatures to flee for the

duration of spell which is 3 minutes plus one minute per point of caster’s Spirit Magic skill. Expert:
P P! per p P g P

Duration is 3 minutes plus 3 per skill point. Master: Duration is 3 minutes plus 5 per skill point. Grand

Master: Faster recovery rate.

Expert Level Spe”s

(l{emove Curse: Spe” Point Cost: 5. Expert: If cast in time, removes the effects of curses affect-

ing a character. Works if character has been cursed for less than 1 hour per point of caster’s Spirit Magic
skill. Master: Works for 1 day per skill point. Grand Master: No time limit.

q)reservation: Spe” Point Cost: 8. Expert: By more tig]:\tly L'mding a character’s soul to his or her
l)ocly, this speu provides complete protection against instant death and eradication spe]ls, and similar
monster abilities. It also 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 o{f, a gravely wounded character will die.
Duration is 1 hour plus 5 minutes per point of caster’s Spirit Magic skill. Master: Works on entire party.
Grand Master: Duration is 1 hour p]us 16 minutes per skill point.

Heroism: Spe” Point Cost: 10. Expert: Increases the damage party members do on successful
attacks I)y 5 plus 1 per point of caster’s Spirit Magic skill. Duration is 1 hour plus 5 minutes per skill
point. Master: Duration is 1 hour plus 15 minutes per skill point. Grand Master: Duration is 1 hour
plus 1 hour per skill point.

Master Level Spe”s

Spirit %Sﬁ: Spe” Point Cost: 15. Master: This spell damages a target creature l)y attempting to
weaken the link between its body and soul. Damage is 10 p]us 2-8 per point of caster’s Spirit Magic skill.
The creature must be very close for the speu to work. Grand Master: Faster recovery rate.
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(l@ise (Dead 3 Spe” Point Cost: 20. Master: 1f cast in time, raises a dead character back to life.
Works if character has been dead for less than 1 day per point of caster’s Spirit Magic skill. Raised
characters will be weak. Grand Master: No time limit.

Shared QLi_fe $ Spe” Point Cost: 25. Master: Creates a poo] of hit p(.)ints and then distributes them
equally among your characters. Pool size is equal to total number hit points of all party members plus 3 per
point of caster’s Spirit Magic skill. Grand Master: Pool size is total hit points plus 4 per skill point.

Grand Master Level Spe”

%surrection: Spe” Point Cost: 30. Grand Master: Brings a character back to life after their
l)ocly has been destroyed. Resurrected characters will be weak. Speu caster takes a long time to recover,
but this is spee(led l)y increased Spirit Magic skill.

Mind Magic
Bl Lovel Seall

(l{gmove Dear: Spe” 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 3 minutes per point of caster’s Mind

Magic skill. Expert: Works for 1 hour per skill point. Master: Works for 1 day per skill point. Grand
Master: No time limit.

Wt‘ld (B[ ast: Spe” Point Cost: 2. Normal: Fires a bolt of mental force at a single target causing 3
points of damage plus 1-3 per point of caster’s Mind Magic skill. Expert: Faster recovery rate. Master:

Faster recovery rate. Grand Master: Fastest recovery rate.

%hd Q{gsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to
Mind Magic by one per point of caster’s Mind Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is tripled. Grand Master: Resistance increase

is quaclrupled.

@'e[epatfnz: Spell Point Cost: 4. Normal: Caster reads target's mind to find out what items and how
much golcl it possesses. Expert: Faster recovery rate. Master: Faster recovery rate. Grand Master:

Fastest recovery and cost is 0 spell points.
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Expert Level Spe”s ]

Cﬁarm: Spe” Point Cost: 5. Expert: Removes any hostile {eelings a target creature has for the party.
Effect of speu is removed if the creature takes any damage. Duration is 5 minutes per point of caster’s
Mind Magic skill. Master: Duration is 10 minutes per skill point. Grand Master: Spell lasts until party

leaves map.

Cure gPara[YSis: Spe” Point Cost: 8. Expert: If cast in time, cures effects of paralysis on target
character. Works if the character has been paralyzed for less than 1 hour per point of caster’s Mind Magic
skill. Master: Works for 1 day per skill point. Grand Master: No time limit.

CBerserk: Spe” Point Cost: 10. Expert: Causes target creature to go mad with battle lust and attack
the nearest creature. Duration is 5 minutes per point of caster's Mind Magic skill. Master: Duration
is 10 minutes per skill point. Grand Master: Effects last until party leaves map.

Master Level Spe//s

Mass Dear: Spe” Point Cost: 15. Master: All creatures within sight flee from the party while the
spell lasts. Duration is 3 minutes plus 5 minutes per point of caster’s Mind Magic skill. Does not affect

undead creatures. Grand Master: Duration is 5 minutes per skill point.

Cure Clnsanity: Spe” Point Cost: 20. Master: If cast in time, removes effects of insanity on a
target character. Works for 1 clay per point of caster’s Mind Magic skill. Grand Master: No time limit.

@sycﬁic SFIOC[(: 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 caster’s Mind Magic skill. Grand Master:

Faster recovery rate.

Grand Master Spell

Enslave: Spe” Point Cost: 30. Grand Master: Caster takes control of target creatures mind for 10
minutes per point of caster's Mind Magic skill. Affected creature will ﬁgl\t monsters hostile to the party. The
spel] is not broken if the party delivers clamage to the creature. It has no effect on undead creatures.
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(Body Magic
Normal Level Spells

Cure Weakness: Spe” Point Cost: 1. Normal: 1f cast in time, removes effects of weakness on
target character. Works if target character has been afflicted lay weakness for less than 3 minutes per point
of caster’s Body Magic skill. Expert: Works for 1 hour per skill point. Master: Works for 1 day per skill
point. Grand Master: No time limit.

Heal: Spe” Point Cost: 2. Normal: Restores lost hit points to a single target. Damage healed is 5
points plus 2 per point of caster’s Bocly Magic skill. Expert: Amount healed is 5 plus 3 per skill point.
Master: Amount healed is 5 plus 4 per skill point. Grand Master: Amount healed is 5 plus 5.

(Body (l{gsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to
Body Magic lny one per point of caster’s Body Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is tripled. Grand Master: Resistance increase

is quadrupled.

Harm: Spe” Point Cost: 4. Normal: Inflicts magical damage directly on target creature. Damage is
8 plus 1-2 per point of caster’s Bo&y Magic skill. Expert: Faster recovery rate. Master: Faster recovery
rate. Grand Master: Fastest recovery rate.

Expert Level Spe”s

Cl{ggeneration: Spel/ Point Cost: 5. Expert: Target character heals slowly over time while the speu
is active. Duration is 1 hour per point of caster’s Body Magic skill. Master: Heals more quickly over
time. Grand Master: Heals the quickest over time.

Cure Qoison: Spe” Point Cost: 8. Expert: If cast in time, cures the effects of poison on a charac-
ter. Works if target character has been poisonecl for less than 1 hour per point of caster’s Body Magic
skill. Master: Works for 1 day per skill point. Grand Master: No time limit.

Hammerhands: Spe” Point Cost: 10. Expert: Enhances the skill of an unarmed coml':atant,
allowing his or her strikes to land more precisely against an opponent’s weak spots. Damage of these
attacks is equal to the character’s unarmed attack. Master: Faster recovery rate. Grand Master: Speu
affects entire party.
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Master Level Spe”s ‘

Cure (])isease: Spe” Point Cost: 15. Master: If cast in time, removes the effects of disease on

target character. Works if character has been diseased for less than 1 day per point of caster’s Body Magic
skill. Grand Master: No time limit.

@rotection _from Qﬁagic: Spe” Point Cost: 20. Master: Grants entire party immunity to attack-
effects that cause poisoning, disease, stoning, paralysis, and weakness. The spell will negate one such
attack per point of caster’s Bocly Magic skill. Grand Master: The spell grants immunity to death-caus'mg
attack effects.

gfying O ist: Spe” 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 skill. Grand Master: Faster

recovery rate.

Grand Master Level Spe”

Tower Cure: Spe” Point Cost: 30. Grand Master: Restores lost hit points of all party members
at once. Hit points restored are 10 p!us 5 per point of caster’s Boc{y Magic skill.

Tight Magic
Normal Level Spe”s

%ﬁl (Bolt: Spell Point Cost: 5. Normal: Fires a bolt of light at a single target. Damage is 1-4 per
point of caster’s Light Magic skill. Undead creatures take double clamage‘ Expert: Faster recovery rate.

Master: Faster recovery rate. Grand Master: Fastest recovery rate.

(Destroy {Undead: Spe” Point Cost: 10. Normal: Calls upon the power of Heaven to undo the
magic which animates an undead target creature. Damage is 1-16 per point of caster’s Lig}lt Magic skill.
Only works on undead creatures. Expert: Faster recovery rate. Master: Faster recovery rate. Grand

Master: Fastest recovery rate.

(])ispe[ Q&agic H Spe” Point Cost: 15. Normal: Removes spell effects from all creatures within sight
of the party. Recovery time is reduced by caster’s Ligl:\t Magic skill. Expert: Faster recovery rate. Master:
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Faster recovery rate. Grand Master: Fastest recovery rate.
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('Paralyze: Spe” Point Cost: 20. Normal: Temporarily prevents a target creature from attaclaing or
moving. Duration is 3 minutes per point of caster’s Light Magic skill. Paralyzed creatures may be

attacked without brealzing the spe].l. Expert: Faster recovery rate. Master: Faster recovery rate. Grand

Master: Fastest recovery rate.

Expert Level Spe”s

Summon Elemental: Spell Point Cost: 25. Expert: Summons a Lesser Light Elemental to
fight for the party which will remain until it is killed or the spell dissipates. Duration is 5 minute per
skill point. Caster may have only one elemental summoned at any time. Master: Duration is 15 minutes
per skill point. Caster may summon up to three elementals. Grand Master: Summons a Greater Light

Elemental. Caster may summon up to five elementals.

C_I)QY Of the (Fods: Spell Point Cost: 30. Expert: Increases all your character’s attributes by 10
plus a bonus of 3 times the caster’s Light Magic Skill. Individual spells take effect as if cast at 3 times
caster’s Light Magic skill. Master: Spells cast at 4 times skill points. Grand Master: Speus are cast at
5 times skill level.

Master Leve/ Spel/s

g)rismatic guﬂht: 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. Cannot be cast outdoors. Grand Master: Faster

recovery rate.

(DCIY Of g)rotection: Spe” Point Cost: 40. Master: Simultaneously casts Protection from Magic;
the Air, Bocly, Eart]:x, Fire, Mind, and Water Resistance spells; plus Feather Fall and Wizard Eye on all
your characters. Spells are cast at 4 times caster’s Lig}lt Magic skill. Grand Master: Speﬂs are cast at 5

times skill level.

Hour Of §Dower : Spe” Point Cost: 45. Master: Simultaneously casts Haste, Heroism, Shield,
Stone Skin, and Bless on all your characters at 4 times caster’s Light Magic skill. Grand Master: Speus
are cast at 5 times skill level.

Sunray: Spe” 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 Spel/

(PDivine CIntervention: Spe” Point Cost: 55. 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 ten years. Recovery time is shortened with l’ligller levels of Light Magic skill.

Park Magic

Normal Level Spe”s

Q{ganimate: Spe” 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 figllt against creatures hostile to the party until it is re-slain or until the party leaves the map. Expert:
Zombie gets 30 hit point per skill point. Master: Zombie gets 40 hit points per skill point. Grand
Master: Zombie gets 50 hit points per skill point.

oxic Cloud: Spell Point Cost: 15. Normal: A poisonous cloud forms in front of the caster and
slowly drifts away until it hits something. 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.

(()ampiric CWeapon: Spell Point Cost: 20. Normal: Enchants a weapon with Vampiric ability.
Damage inflicted on creatures struck Ly the weapon is given to its wielder as extra hit points (up to his
or her normal hit point maximum). Enchantment lasts for 1 hour per point of caster’s Dark Magic skill.

Expert: Faster recovery rate. Master: Faster recovery rate. Grand Master: Fastest recovery rate.

Sﬁrinkinﬂ (R(}Y: Spe” Point Cost: 25. Normal: Reduces the size of a target monster. Shrunk

monsters deals only half its normal clamage. Duration of effect is 5 minutes per point of caster’s Dark
Magic skill. Expert: Monster does one third normal clamage. Master: Monster does one quarter normal
damage. Grand Master: Can be cast on a group of monsters.

Expert Level Spe”s

Sﬁrapmeta[: Spel/ Point Cost: 30. Expert: Fires a blast of hot jagged metal in front of caster that
clamages any creatures that get in its way. Five metal fragments do damage equal to 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.

5¢

B e e e e e e e e i )




o8

|

P

COI‘I(!‘O[ {Undead: Spe” 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 3 minutes per point of
caster’s Dark Magic skill. Speu is not broken if party attacks the controlled creature. Master: Faster
recovery rate. Duration is 5 minutes per skill point. Grand Master: Fastest recovery rate. Spell lasts until
party leaves the map.

@ain Mection: Spe” Point Cost: 40. Expert: This spe“ is cast on a target character. 1f a
creature attacks and damages the character, it receives tlamage equal to the amount delivered. Duration
of effect is 1 hour plus 5 minutes per point of caster’s Dark Magic skill. Master: Affects entire party.
Grand Master: Duration is 1 hour plus 15 minutes per skill point.

Master Level Spells

Sacri_fice : Spell Point Cost: 45. Master: This spell slays a single NPC party hireling. The caster’s
spen and hit points are restored to maximum, all adverse and magical aging effects are removed. Casting
this spen will greatly reduce the party's reputation. Slow recovery rate. Grand Master: Moderate recovery

rate.

{Dragon (Breath: Spe” Point Cost: 50. Master: Tlle caster exhales a cloud of toxic vapors that
target a s'mg]e monster and damages all nearby creatures. Damage is 1-25 per point of caster’s Dark

Magic skill. Slow recovery rate. Grand Master: Moderate recovery rate.

Armageddon: Spe” Point Cost:55. Master: This spell inflicts massive tlamage to all creatures on
the map, inclurling the party. Damage delivered is 50 plus 1 per point of caster’s Dark Magic skill. It can
only be cast three times a day, and on_ly outdoors. Grand Master: Can be cast four times a (lay.

Grand Master Level Spe”

Sou[drinker: Spe” Point Cost: 60. Grand Master: This speu sucks life from all creatures in siglﬂ
and transfers their life energy to your party in the form of hit points. These points are distributed evenly
among the party members. Damage (and healing) is 25 plus 1-8 per point of caster’s Dark Magic skill.
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Installation

Problem: The CD is in the CD-ROM drive, but the computer is not recognizing it.

Answers: The CD may be (lirty or scratched.

Solutions:

1. Make sure that the data side of the CD (shiny side) is not dirty or scratched. If it is dirty, take a
lint-free non-abrasive cloth and wipe gcnt]y to clean it (always wipe from the inside of the CD to the
outside e(lges). If the data side of the CD appears to be scratched, return the game to the store that
you Bought it Erom, and excl'xange it for a new copy. If you are unable to excliange the game at the
store that you Lougllt it from, p]ease call Customer Support for information on our excllange policy.

Problem: The computer freezes during install, or you receive an error message (such as “*_ins error” or

“An error has occurred during the move data process”) during install.

Answers: Your computer may be using an older 16-bit CD-ROM driver; or there may not be enougl':

space on your hard drive for temporary files to expancl; or the CD-ROM drive might be having

problems with how it buffers information. Or, the Autorun or DMA settings on your CD-ROM drive
could be interfering with the game installation.

To check and see if your computer is using an older 16-bit CD-ROM driver:
1ii Rigllt-c]ic]z on the ‘My Computer’ icon and select ‘Properties’.

2. Click on the ‘Performance’ tab.
3. In the Performance status box, if the File System line says “Some drivers are using MS-DOS
compatil)i].ity", you are using a 16-bit CD-ROM driver.

Solutions:

1. For 16-hit CD-ROM drivers: Contact the manufacturer of your CD-ROM drive or the manufac-
turer of your computer for an updalec] 32-bit CD-ROM driver.
2. For 32-bit CD-ROM drivers:
1. Close all unnecessary programs running in the Baclzground. Press the CTRL+ALT+DEL lizeys at
the same time to open the Close Program window, select a program, and press the End Task button.
Repeat this process until all programs except 'Explorer' and ‘Systray” are closed.
2. Delete all files in your C:\Windows\Temp folder, then empty the Recycle Bin.
3. Turn off read-ahead on the CD-ROM drive:
1. Right-click on the ‘My Computer’ icon and select ‘Properties’.
2. Click on the ‘Performance’ tab.
3. Click on the ‘File System’ button.
4. Choose the ‘CD-ROM’ tab at the top
5. Change the ‘Optimize access pattern for’ field to ‘No read-ahead’
6. Click on Apply, then OK and finally click Close (you will be ptompted to restart your system).
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4. Turn off the Autorun and DMA settings on your CD-ROM drive:
1. R.ig}lt click on the ‘My Computer’ icon and choose ‘Properties’.
2. Click on the ‘Device Manager’ tah.
3. Click on the ‘+’ sign next to the CD-ROM line so that it becomes a -’ sign.
4. Click on the line that appears under the CD-ROM line so that it is highlighted, then click on the
‘Properties’ button.
5. Click on the ‘Settings’ tab.
6. Look for the Auto-insert Notification and DMA lines. If there is a check mark in the boxes next to either
of these lines, click on the box to remove the check mark.
7. Click on the ‘Apply’ button, and then click on the ‘OK’ button.
8. When you are asked if you want to restart your system, choose ‘Yes'.
You can restore all of the CD-ROM settings back to normal after the game has been successfully installed.

Launc}ling' the Game |

Problem: After Iaunclling the game from the Start menu or Desletop icon, you get a blank screen, a black

box that surrounds the mouse cursor, Llurring or cl'loppy graphics, vertical lines on the screen, clmppy sound,

%
l

or no sound. ‘
Answer: There is pro]aal)ly a conflict between your video or sound card and Microsoft’s DirectX.
Solution:

or Windows 95 and 98 users:

1. Press the ‘Start’ button on the Windows 95/98-task bar and select
‘Run’.

2. Type “c:\Program Files\directx\setup\dxdiag.exe" then click on the ‘OK’ button. This will run the
DirectX Diagnostics Tool.

3. Make sure all your files are DirectX 6 compatil')le. Select the ‘DirectX Files' tab make sure there are no
exclamation points next to the file names. If you find exclamation points under this tab you will need to
reinstall DirectX 6 by going to the ‘START’ Button on the Windows95 task bar then select ‘RUN’ and
type your CD-ROM drive letter followed })y ke \DirectX\dxsetup.exe" and click on the ‘Reinstall DirectX’
button. This will reinstall DirectX 6.

4. Make sure all of your drivers are DirectX 6 compatible. Select the ‘DirectX Drivers’ tab and make sure
there are no exclamation points next to any of the file names. If you find exclamation points under this
tab you will need to update your drivers l)y contacting the manufacturer of the hardware tlu'ougll their
Phone Support or through their web site. 3DO has a listing of manufactures sites available at:
http://www.3do.com/support.

5. Test your hardware with the DirectX 6 Diagnostics tool. Run the tests that are available on the
‘Display', ‘Sound’, and ‘Input’ tabs. If one or more tests fail, this could be due to driver iucompati]nility.
Instauing the newest drivers available for your sound and video card hardware can usuall_v resolve this.
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or Windows 98 users:

1. Press the Start button on the Windows 98 task bar and select ‘Help’
2. Select the Search tab, type ‘DirectX Troubleshooter” in the text box, and then press the List Topics
button. Select ‘DirectX Troubleshooter” in the Topics window, click the Display Button, and then

follow the instructions to troubleshoot your DirectX issue.

Launclling' the Game 11

Problem: You try to start the game and the screen flashes l'n'ieﬂy, and you are returned to the deslztop
without an error message.

Answer: There are prol)alwly miscellaneous programs running in the backgrouncl that are interfering
with the game and causing it to crash.

Solution:

or Windows 95 users:

1. Press the CTRL+ALT+DEL lzeys at the same time to open the Close Program window.
2. Click on a program so that it is llighliglxted, then click on the ‘End Task’ button.
3. Repeat this process until only ‘Explorer' and ‘Systray’ are left in the Close Program list, then try

running the game.

or Windows 98 users:

1. Click on the Windows Start Button, then choose Run.

In the Run line type in: “msconfig”, then push the ‘Enter’ key. (This will bring up the System
Configuration Utility.)

3. Select the ‘Startup’ tab, and turn all of the check boxes off, except for the one next to ‘Systray’.

Press ‘OK’. When you are prompted to restart your system, click “Yes'.

5. Once your machine has restarted try running the program again. Video and Sound card manufac-
turers regulatly uprlate their software drivers to enhance performance and sta})ility, and to improve
compatil:ility with DirectX. You can find links to many of these manufacturers’ sites By going to
the Driver Upclates section of our support web site, which is located at ht‘tp://www.3do.com/support.

Lo

You may obtain a list of Microsoft-certified video and audio drivers for your hardware l)y going to
http://www.microsoft.com/ hwtest/hcl/. Drivers listed here are confirmed to be compati.l:le with Windows
95, Windows 98 and Windows NT4.0.

Microsoft updates DirectX and its components regularly and posts them for download off of their web
site at http://www.microsoft.com/DirectX.




Customer Support

Web Site

Visit www.3do.com/support for late-l)realzing news and information, answers to Frequently
Asked Questions (FAQ's), links to hardware manufacturers’ web sites, and the latest product
updates.

If you want to ask a specific technical question, you can use the online email form available at
our web site, or send an email directly to customer-support@3do.com.

Phone

Call (650) 261-3454, Monday through Friday, 9:00am - 12:00 noon and 2:00pm - 5:00pm,
Pacific Time.

US. Mail

Customer Support

The 3DO Company
600 Galveston Drive
Redwood City, CA 94063

However you choose to contact us, please provic:le us with the fouowing information: Computer
OS type, amount of RAM, and CPU type (this information is available l)y rig}lt-cliclizing the
My Computer icon, selecting ‘Properties’, and then cliclzing the ‘General’ tab), as well as your
hard drive size and available free space (rigllt-cliclz on your hard drive icon and select
“Properties”).

3DO Direct Sales - (800) 336-3506
World Wide Web - http://www.3do.com

Hints and Tips

Need help finishing the game? Can't solve that Quest your lord sent you on or do you just need
a useful tip to beat the map? You can get all that and more on the 3DO Hint Line. Call 1-900-
CALL-3DO (1-900-225-5336) for pre-recorded hints tips and clues.

Calls to the Hint Line cost $0.99 per minute for recorded hints and tips. If you are under
18 years of age, you must get your parent’s permission before calling. You must use a

touch-tone plxone. 63
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THE 300 COMPANY LIMITED qo-DAY WARRANTY

The 3DO Company (“3DO") warrants to the original consumer purchaser of this 3DO software product that the compact
disc on which the underlyi.ng computer program is recorded is free from defects in materials and worlzman.s}ﬁp under normal,
recommended use for ninety (90) days from the date of purchase. The 3DO software program recorded on such a
medium is sold on an “as is” basis, without any warranty or condition of any kind, and 3DO shall not be liable for any
losses or &amage of any kind or nature resulting from the use or inal:ility to use such program.

3DQ's entire liability and the original consumer purchaser’s exclusive remedy for breach of any warranty (express or
implied) shall be, at 3DO's option, either: (a) to replace, free of c}xarge, this 3DO software product, or (b) to return to
the original consumer purchaser the price paid for this 3DO software product. The preceding warranty shall not be
applicable and 3DO shall not be obligated to replace this 3DO software product or to return any such sum to the original
consumer unless this 3DO software product is returned within the 90-Jay warranty perio&, postage pre-paicl with pmof
of purchase to The 3DO Company, 600 Galveston Drive, Redwood City, CA 94063, Attn.: Customer Support Dept.,
and the preceding warranty shall be void if any defect in this 3DO software ptocluct arises tl'u'ough accident, negligence, use
in any application for which this 3DO software procluct was not clemgned or intended, modification without the prior
consent of 3DO, any cause external to the product (e.g., heat), or by any other cause unrelated to defective materials or

worlzmanship .

EXCEPT FOR THE ‘LIMITED WARRANTY SET FORTH ABOVE, ALL OTHER REPRESENTATIONS,
WARRANTIES, CONDITIONS, TERMS AND OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED,
INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF MERCHANTABILITY,
FITNESS FOR ANY PARTICULAR PURPOSE AND/OR NON-INFRINGEMENT REGARDING THIS
3DO SOFTWARE PRODUCT (RELATING TO EITHER THE COMPACT DISC, THE SOFTWARE OR
OTHERWISE) ARE EXCLUDED TO THE MAXIMUM EXTENT ALLOWED BY APPLICABLE LAW.

3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or any related or affiliated entity)
any other liability in connection with this 3DO software product. IN NO EVENT SHALL 3DO BE LIABLE FOR
ANY INCIDENTAL, CONSEQUENTIAL (INCLUDING LOSS OF PROFITS), SPECIAL AND/OR OTHER
DAMAGES OF ANY KIND OR NATURE RESULTING FROM THE PURCHASE, POSSESSION, USE,
OR INABILITY TO USE THIS 3DO SOFTWARE PRODUCT, EVEN IF 3DO HAS BEEN ADVISED OF
THE POSSIBILITY OF SUCH DAMAGES OR LOSS. IN NO EVENT SHALL 3DO'S LIABILITY TO
THE ORIGINAL CONSUMER PURCHASER EXCEED THE AMOUNT ACTUALLY PAID FOR THIS
3DO SOFTWARE PRODUCT. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON
HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES
YOU SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM
JURISDICTION TO JURISDICTION.

3DQ has endeavored to ensure that the end user manual and promotional materials regarcling this 3DO software procluct
accurate]y reference the procluct. However, because of ongoing improvements and updating of 3DO software products,
3DO cannot guarantee the accuracy of printed materials after the date of publication, and 3DO disclaims any loss, liabil-
ity and/or damages, whether in contract, tort or otherwise, arising out of or resulting from the manual and promotion-
al materials, inclu&ing, without limitation, any loss or llalnhty resulting from cllanges, errors or omissions with respect

to any of such items.






www.3do.com/support
pport (650) 261-3454, customor-
ay: O-m-ﬂpma ’




