









































































































































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:
Other points of interest are indicated. Grand Master: Casting cost is zero.
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[ 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 (B[ast- Spe// Point Cost: 15. Master: Releases a maglcal 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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('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.
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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.




APPLENDUCES
Pefault (Keyboard (Controls

(5round Movement

Up Arrow Walk forward
S]ﬁft-Up AFLOW s amcanbisen am e i Run forward
Left Arrow, Right Arrow---------zememmmeev- Turn
Shift-Left, Right Arrow------------ Turn quickly
Ctrl-Right, Left-— s Move sideways
Down Arrow--------m-memeemeeee Move backwards
X Jump
Page Down Look up
Delete Look down
End Look ahead
[ Brackets | --—---—-----—-—--- Strafe Left, Right

Spacel)ar—-Search/aetivate nearest oLiect in view

Olying

Page Up Ascend
Insert --------- Descend
Home Land quiclzly
Combat

e Active character attack nearl)y opponent

B Active character wiﬂ, if able (in this order):
1. Cast a Quick Spell, or
2. Attack with a l)ow, or wand, or
3. Make a hand-to-hand attack
| Active character passes combat turn
C e Cast speu — opens spell book

Toggles combat modes

Open (Books

Q- Current Quests
N -Auto Notes
1, PRSI T L LT S e Maps
T Calendar
R o et =) T B Ml History
Others

R Rest
=T [ S Zoom in/out on Automap
j s et "R Selects characters (left to right)

B —l6—=== Talk to visible party follower characters
Esc (Adventure Screen) ----Game Option Menu

Esc (Elsewllere) ------------ Closes current window

F4 Toggles {:ul] screen mode
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CroubLes}wootinq

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

A

touch-tone phone. 63 I
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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, customer-




