



























































l38

Weapons Skills

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

Axe:

Bow:

Dagger:

MBCEZ

Spear:

Staff:

S WO!‘(l 4
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and Grand Masters have a chance to halve the armour class of their opponents.

Bow skill applies to hoth bow and crosshow use. At Normal level, skill level is added
to a characters 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 damage..

Daggms don't doalot of damage, but have a very low recovery time. At Normal expertise leve],
skill level is added to attack bonus. At Expert level, clagger users can put the dagger in their
left hand and hold another weapon in their nght 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 (lamage done
Ly successful attacks. Masters and Grand Masters have a percentage chance equal to

their skill to stun or paralyse their opponents, respectively.

Spears are polearms with sl1arp metal points or hlades. 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 hancl, while Grand Masters learn to defend with their spears and their skill

level is added to their armour 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 armour 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
honus. Expert users enjoy decreased recovery time. Masters can carry a sword in their
left hand and a second weapon in their right, and Grand Masters add their skill to

their armour class.

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

Normal expertise, skill level is added to attack bonus, and at Expert level it is added
to attack c{amag& At Master level, the effect of skill level on attack bonus and

clamage is loubled. Grand Masters gain a percentage chance equa] to their skill level

to avoid incoming attacks entirely.

8

Armour Skill ]

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

armour slows a character down. The heavier the armour, the slower a character hecomes. Belts,

boots, capes, helmets, and gaunilets require no particu[ar skill to use.

Leatller:

Chain:

Plate:

Shield:

Dodging:

Leather armour is the lightest armour and slows down a character the least. It also
offers the least protection. At Normal level of expertise, a characters skill level is
added to their armour class. Experts’ recovery time is not affected IJy their armours
weig}lt. Masters add twice their skill level to their armour class, while Grand
Masters have their skill added to their resistance to Eart]'n, Air, Fire, and Water

magic.

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

effect of their armours weigl'xt on recovery time is halved; for Masters it is eliminat-

ed. Grand Masters take only 2/3 damage from physical attacks.

Plate armour is the heaviest and most protective armour available. At Normal
level, skill level is added to armour class. Experts have their armour related recovery
time penalty halved. Masters take only half (lamage from physical attacks. Grand

Masters have no recovery penalty.

Shields are held in a characters left hand, and so can't be used with two-handed
weapons. At Normal level of expertise, skill level is added to armour class. Experts
have no recovery penalty from l]olcling shields. Masters add twice their skill level to
their armour class. Grand Masters gain the effects of the Shield spe“ while l'xolding
their shields.

The dodging skill is app]ied when a character is not wearing any armour. At
Normal level, a characters skill level is added to their armour class. For Experts,
this is doubled; for Masters the effect is triple(l. Grand Masters gain the al)ility to

use their Dodge skill while wearing leather armour.

Magic Skills

Before a character can cast spel]s of a particu]ar type of magic, t}\ey must hold the proper magic
skill. Each type of magic—Fire Magic, Air Magic, Water Magic, Earth Magic, Spirit Magic, Mind
Magic, Body Magic, Light Magic, and Dark Magic—l'xas its own skill. The effects of expertise and

level is different for each spell type. For more information, see Spe“s under Magic System.
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Miscellaneous Skills

Alcl'xemy:

Armsmaster:

Without the A]cl]emy 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 genera"y 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 damage bonuses, respectively.
Grand Masters double all the previous bonuses.

Bocly Building: At Normal level, a characters Bocly Builcling skill level is directly added to

Disarm Trap:

their maximum hit point value. For Experts the amount is c]oul)led, for

Masters it is l:ripled, and for Grand Masters it is quintupled.

Having this skill allows a character a chance to disarm l)oolay trapped
containers. For Experts, this chance is dou]:led; for Masters it is triplecl.
Grand Masters have a 100% chance of disarming traps.

Identify Item: This skill gives a character a chance, based on their skill level, to identify

items. To make the attempt, rig]'lt-clicla on an item. Normal level of expertise
allows a character to attempt identifying the item. Experts double their
chance of iclentifying 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 ]clentify Monster skill, you can ge't

Learning:

Meditation:

better rigllt-clicle information from monsters you encounter. The }lig}wr the
characters skill level, the better your chances of this l'xappening. 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 clamage, what spe“s a monster can cast, and the monster’s levels of

resistance, respectively.

Characters with the Learning skill gel a percentage bonus to their experience
point awards. At Normal level, this bonus is 9% + 1% per level of skill.
Experts receive double this bonus; Masters, triple; and Grand Masters,
quintuple.

At Normal level of expertise, the Meditation skill adds one to the characters
maximum spe” points value for each level of skill. For Experts, Masters and
Grand Masters, the bonus is doubled, tripled and quintuplecl, respectivelyv

Merchant:

Perception:

Repair [tem:

Stealing:

)

A character with the Merchant skill gets se“ing and buying prices in slmps
adjusted in their favour. The higller the skill level, the better the prices. For Experts
the effect is doubled, and for Masters it is tripled. Grand Masters can buy 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 tlle_v take from triggered
traps. The lligher 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 gives a character a chance, based on their skill level, to repair
broken items. To make the attempt, rig[ﬂ-clic]e on a broken item in the characters
inventory. Normal level of expertise allows a character to attempt l:ixing 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 stealing 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 had
effects. The chance of success is based on the characters skill level. The chance is

doubled, tripled and quintuple(l respecﬁvely 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 tlley cast from their spell books.
Each speﬂ l)elongs to one of the nine schools of magic— Eartlx, Air, Fire, Water, Body, Mincl,
Spirit, Ligllt, or Dark. Each school has a skill which a character must possess before t}ley can
learn and cast that school’s spells. The more powerFul spel]s will require a character to possess
a magic school’s skill at Expert, Master, or even Grand Master level.

Characters learn new speﬂs from leaming books which may be purc}lasecl at various guilcls
and slwps, or found as treasure. To use a leaming bhook, piclz it up out of a characters inventory
and then click on the characters full figute image or portrait. The speu will now be permanently

recorded in tl’le cllaracters speu ]JOO]{. EaCll 1earning 1)0012 can On[y })e USEJ once.

Spe“ ICOD

Fire

Air
Water

Earth
Spirit
Mind
Body

Light

Dark

To have a character cast a spell, select the character (cliclz on his or her portrait, or press “1-
47) and then open his or her speU book Ly cliclzing the Cast Spell button or pressing the C lzey.
The book will have a page tab for each magic school skill that the character possesses. Turn the
pages ];)y cliclzing the tabs. Double-click on a spell icon to cast that spe“. 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 spe]l, called a Quiclepe“. To set a Quiclepe“, open
a character's spell book, click on the spell icon to select it, and then press the SetSpeu button.
Readied spells may be cast l)y pressing the 8 button.

To display further information about a speﬂ, right-clicl& on its speu icon.

Scrolls and Wands

Spel]s may also be cast from scrolls and wands. Each scroll has one spe]l written on it and can
be used once. To cast a scroll spe", piclz it up out of a character’s inventory and click over the
character’s full ‘Eigure image. Wands are loaded with multiple cl’xarges of a spell. A character must
equip a wand as their weapon to use it. Each time a character attacks with a wand, one of its
charges is expende(l. When a wand's charges are exhausted, it clisappears. Scrolls and wands require

no particular skill to use.

Potions

Characters can quaff potions to gain a wide variety of benefits. Potions can be purchased, &)uml,
or created. To have a character drink a potion, picl:z up a potion out of a character's inventory and
click it over their full {'igure image or portrait. If it is identified, right-clicl&ing 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. To create a potion, put a reagent and an empty potion bottle in a
character's inventory display. Pick up the reagent and then riglﬂ-cliclz it over the bottle. Characters
with the alchemy skill can also mix potions to form potions with more powerf'ul effects. To attempt
this, picl? up one potion and then rigl\t-cliclz it over another. Be warned! Mixing incompatil)le

potions can cause an explosion.

Characters possessing the A]c}xemy skill at Normal level can mix basic potions (ones made
L‘lirect]y from reagents) togetl'xer to form comp/ex potions. Experts can attempt mixtures involving
complex potions to form campound 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 spe”s. Normal level spe”s may be learned and cast ])y characters with a
basic level of expertise in their spe“ school’s skill. Expert, Master, and Grand Master spe“s may only be
used once a character has achieved the appropriate skill level. Characters who possess hig}ler magic

school ranleings cast lower level spe”s with greater effect, as noted in the spell descriptions.

Iire Magic
Norma/ Level SPQIIS

®orch %ﬁ(: Spell Point Cost: 1. Normal: Increases the radius of light surrounding the party. The
effect is only visible when it is dark. Expert: Brighter light. Master: Brightest [ig]1t. Grand Master:

Faster recovery.

ire PBolt: Spell Point Cost: 2

damage per point of caster’s Fire Magic skill. Expert: Faster recovery rate. Master: Faster recovery rate.

. Normal: Launches a burst of fire at a single target. Does 1-3 in

Grand Master: Fastest recovery rate.

gire (l{gsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to Fire
Magic by 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 tripled. Grand Master: Resistance increase

is qua&mple(l'

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

Expert Level Spells

Haste: Spell Point Cost: 5
1 minute per point of caster’s Fire Magic skill. Party will he weak for six hours after spell wears off.

5. Expert: Reduces recovery time for party actions. Duration is 1 hour plus

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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gireba[[ Spe” Point Cost: 8. Expert: Launches a fireball at a smgle target that hits and then

-aplodes to damage anyone nearl)y, mcluclmg your party, if it is too close. Damage is 1-6 points per point
af caster’s Fire Maglc skill. Master: Faster recovery rate. Grand Master: Fastest recovery rate.

aﬁre Spike- Spe” Point Cost: 10. Expert: Drops a fire sp:lze on the ground that waits to exp]ode

 until a creature passes nearl)v T]’xev remain until triggered or until your party leaves the map. A

maximum of five spllzea can be Jroppe& at any one time. Damage is 1-6 per point of caster’s Fire Magic
<kill. Master: Seven spilzes are dropped. Damage is 1-8 per skill point. Grand Master: Nine spilees are
dropped. Damage is 1-10 per skill point.

Master Level Spells

Cmmolation: Spe” 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: Spell Point Cost: 20. Master: Summons a barrage of flaming rocks that strike
ina large radius around your target. Sixteen rocks are summoned, each Joing 1-8 damage per point of
caster’s Fire Magic skill. iny works outdoors. Grand Master: Faster recovery. Iwenty rocks are

sum.moned.

Clnj'erno: Spell Point Cost: 25. Master: Burns everyone in sight, including party, for 12 damage plus
1 per point of caster’s Fire Magic shill. Only works indoors. Grand Master: Faster 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.

Air Magic
Normal Level Spe/]s

Wizard (EYQ: 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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Eeather gaﬂ: Spe” Point Cost: 2. Normal: Slows your party's rate of descent so it doesn’t take
clamage 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.

Alr (I{gsistancez Spell Point Cost: 3. Normal: Increases all of your character’s resistance to Air
Magic by one per point of caster’s Air Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is tripled. Grand Master: Resistance increase

is quadrupled.

Sparks: Spe” Point Cost: 4. Normal: Fires three small balls of lightning which bounce around until
tl'Aey hit sometlﬁng or dissipate. Each spar]z does 2 points of clamage plus 1 per caster's Air Magic skill.
Expert: Faster recovery. Five sparlzs are cast. Master: Even faster recovery. Seven sparlzs 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, talzing no damage from the
jump. You must use the forward arrow lzey or your party will leap straigl'lt up. Master: Faster recovery.

Grand Master: Even faster recovery.

Sﬁ ield: Spe” Point Cost: 8. Expert: Slows down incoming missiles (lllze rocks and arrows) so the_v
only do half clamage if they hit. Duration is 1 hour plus 5 minutes per point of caster’s Air Magic skill.
Spell only works outdoors. Master: Duration is 1 hour plus 15 minutes per skill point. Grand Master:
Duration is 1 hour plus 1 hour per skill point.

GQgﬁtning 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 Spells

C[nvisibi(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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CImplosion: S, /| Point Cost: 20. Master: Creates a thunderclap implosion around a single target
P pei p imp g

by destroying its surrounding air. Damage is 10 points plus 1-10 per point of caster’s Air Magic skill.

Gmm! Master: Faster recovery.

g[‘z: 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 spel] point
is drained from the caster. Grand Master: No additional spe]l point drain.

Grand Master Level Spe”

Starburst: 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
Norma/ Level Spe”s

Awaken: Spe” Point Cost: 1. Normal: Wakens party from normal (resting) sleep, and will waken
them from magical sleep if tlley have been asleep for a periocl 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.

@OiSOﬂ Spra«z: 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 (I{gsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to
Water Magic by 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 trip]ed. Grand Master: Resistance increase

is qua&rupled.

Cce PBolt: Spell Point Cost: 4. Normal: Fires a bolt of ice at a single target. Spell 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 sinlz'mg.
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: Reclaarges any magical item that uses cllarges. 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: Charge loss is 30% minus 1% per skill point. Grand Master: Charge
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 p]us 1-9 per point of caster's Water Magic skill. Master: Faster recovery rate. Grand Master: Fastest

recovery rate.

Master Level Spe//s

Enchant Item: Spell 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

strengt}\. May not he cast on quest items. Grand Master: Stronger enchantments.

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

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

CIce Blast: Spell Point Cost: 25. Master: Fires a ball of ice in the direction the caster is facing.
The ball shatters when it hits somet]ﬁng and launches seven shards of ice in all directions except towards
the caster. The shards ricochet until ll\ey hit something or melt. Each shard does 12 points of damage
plus 1-3 per point of caster's Water Magic skill. Grand Master: Faster recovery rate. Ball shatters into

nine shards.

Grand Master Level Spe”

%OYCFS (Beacon: Spell Point Cost: 30. Grand Master: Allows you to place a marker at a location
that you would like to te]eport the party back to. Cast the spel] to set a beacon or to teleport to one
previously placecl. 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
~ Normal Level Spells

A

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 speed and doubles recovery time for a single
target creature. Duration is 3 minutes per point of caster’s Earth Magic skill. Expert: Duration is 5
minutes per skill point. Master: Creature slowed to a quarter of regular speed. Grand Master: Creature
slowed to an eigl'xt}l of regular speed.

(Earth q{gsistance: Spe” Point Cost: 3. Normal: Increases all of your character's resistance to
Earth Magic |')y 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 quadruplecl.

{Dead(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 Spells

Stone Skin: Spe” Point Cost: 5. Expert: Increase the armour class of a target character Ly 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 15 minutes per skill point. Grand Master: Duration is 1 hour plus 1 hour per
skill point.

CB[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 Flesh: Spell 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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FMaster Level Spells

%Ck Blast: Spell Point Cost: 15. Master: Releases a magical stone into the world which rolls and

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

Faster recovery rate.

@ elekinesis: Spell Point Cost: 20. Master: Allows you to manipulate objects at a distance. Among

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

Peath (Blossom: Spe” Point Cost: 25. Master: Fires a magical stone into the air which explocles
into shards. Dumage is 20 points plus 1 per point of caster’s Earth Magic skill. Can ()nly be cast outdoors.
Grand Master: Faster recovery rate. Damage is 20 plus 2 per skill point.

Grand Master Level Spe”

Mass (istortion: Spell 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
Norma/ Leve/ Spells

(Detecl %fe: Spe” Point Cost: 1. Normal: Allows you to see the health points of opponents as an

exact number when you riglll‘—cliclz 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 spells are Jisplayed,

Bless: Spell Point Cost: 2. Normal: Increases target character’s chance to hit opponents with hand-
to-hand and missile attacks. Bonus to hit is 5 plus 1 per point of caster’s Spirit Magic skill. Duration is
1 hour plus 5 minutes per skill point. Expert: Affects entire party. Master: Duration is 1 hour plus 15
minutes per skill point. Grand Master: Duration is 1 hour plus 1 hour per skill point.

o
o

gatez 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.

a'urn {Undead: 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:
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 Spells

Cl{e_move 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 clay per skill point. Grand Master: No time limit.

g)reservation: Spe” Point Cost: 8. Expert: By more tiglxtly l)incling a character’s soul to his or her
lmcly, this spel] provides Complete protection against instant death and eradication spel]s, and similar
monster abilities. It also (lelays death due to massive hit point loss. The character will instead hecome
unconscious. If hit points are still too low when the spell wears off, 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 plus 15 minutes per skill point.

MHeroism: Spell Point Cost: 10. Expert: Increases the damage party members do on successful
attacks by 5 plus 1 per point of caster’s Spirit Magic skill. Duration is 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 ash: Spell Point Cost: 15. Master: This spell damages a target creature by attempting to
weaken the link between its Lody and soul. Damage is 10 plus 2-8 per point of caster’s Spirit Magic skill.

The creature must be very close for the spell to work. Grand Master: Faster recovery rate.
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(I{gise Q)ead: Spe// Point Cost: 20. Master: If 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 EQfe : Spell Point Cost: 25. Master: Creates a pool of hit points 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”

Q{esurrection: Spell Point Cost: 30. Grand Master: Brings a character back to life after their
Locly has been destroyed. Resurrected characters will be weak. Spell caster takes a long time to recover,
but this is speeded by increased Spirit Magic skill.

Mind Magic
Normal Level Spe”s

Q{gmove Oear: Spe” Point Cost: 1. Normal: If cast in time, removes effects of fear on a target
character. Works if character has heen affected l)y 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 clay per skill point. Grand

Master: No time limit.

Mind (]3fast: Spe” Point Cost: 2. Normal: Fires a holt of mental force at a single target causing 3
points of tlamage plus 1-3 per point of caster’s Mind Magic skill. Expert: Faster recovery rate. Master:

Faster recovery rate. Grand Master: Fastest recovery rate.

Mind Cl{gsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to
Mind Magic Ly 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 triplecl. Grand Master: Resistance increase

is quadmpled.

6efepatﬁyz Spe” Point Cost: 4. Normal: Caster reads target’s mind to find out what items and how
much gold it possesses. Expert: Faster recovery rate. Master: Faster recovery rate. Grand Master:

Fastest recovery and cost is 0 spe” points.
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Expert Leve/ Spe”s ]
Cﬁarm: Spe” Point Cost: 5. Expert: Removes any hostile feelings a target creature has for the party.
Effect of spell is removed if the creature takes any (lamage. Duration is 5 minutes per point of caster’s
Mind Magic skill. Master: Duration is 10 minutes per skill point. Grand Master: Speu lasts until party

leaves map.

Cure ((I)ara[)gsis: Spe” Point Cost: 8. Expert: If cast in time, cures effects of paralysis on target
character. Works if the character has been para]ysecl for less than 1 hour per point of caster's Mind Magic
ckill. Master: Works for 1 day per skill point. Grand Master: No time limit.

(Berserk: 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 Spells

Mass 3-ear: Spell 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 Clnsanihz: Spe” Point Cost: 20. Master: If cast in time, removes effects of insanity on a
target character. Works for 1 t]ay per point of caster’s Mind Magic skill. Grand Master: No time limit.

qJSYCFliC Shock: 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 Spe”

Enslave: Spell 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 fight monsters hostile to the party. The
Bpell is not broken if the party delivers clamage to the creature. It has no effect on undead creatures.
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[ (Body Magic
Norma/ Level Spe”s

Cure “Weakness: Spe” Point Cost: 1. Normal: If 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 Bocly Magic skill. Expert: Works for 1 hour per skill point. Master: Works for 1 day per skill
point. Grand Master: No time limit.

Meal: Spell Point Cost: 2. Normal: Restores lost hit points to a single target. Damage healed is 5
points plus 2 per point of caster's Bod_v 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
Boc!y Magic l)y 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 triplecl. Grand Master: Resistance increase

is quadruplecl.

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

Expert Level Spe”s

Q{egeneration: Spe” Point Cost: 5. Expert: Target character heals s]ow]y over time while the spell
is active. Duration is 1 hour per point of caster’s Body Magic skill. Master: Heals more quiclzly over
time. Grand Master: Heals the quiclzest over time.

Cure (I)oison: Spe” Point Cost: 8. Experl: If cast in time, cures the effects of poison on a charac-
ter. Works if target character has been poisone(l 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: Spell Point Cost: 10. Expert: Enhances the skill of an unarmed combatant,
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: Spell
affects entire party.
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Master Level Spe”s ]

Cure Q)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 tla_v per point of caster’s Body Magic
kill. Grand Master: No time limit.

g)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
attacle per point of caster’s Bocly Magic skill. Grand Master: The spe“ grants immunity to (leath-causing
attacla effects.

gl'ying Oist: Spell Point Cost: 25. Master: Fires a powerful magical force at a single target.
Damage delivered is 30 p]us 1-5 per point of caster’s Body Magic skill. Grand Master: Faster

recovery rate.

Grand Master Level Spe”

gJower Cure: Spell Point Cost: 30. Grand Master: Restores lost hit points of all party members

at once. Hit points restored are 10 plus 5 per point of caster’s Body Magic skill.

Jight Magic
Normal Level Spe”s

Euaﬁt (Bolt: Spell Point Cost: 5. Normal: Fires a bolt of light at a single target. Damage is 1-4 per
point of caster’s Ligll’t Magic skill. Undead creatures take double damage. Expert: Faster recovery rate.

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

‘{Destroy Undead: Spell 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 Light Magic skill.
Only works on undead creatures. Expert: Faster recovery rate. Master: Faster recovery rate. Grand

Master: Fastest recovery rate.

(_Dlspe[ Qﬁagic: Spell Point Cost: 15. Normal: Removes spell effects from all creatures within sight
of the party. Recovery time is reduced l)y caster’s Light Magic skill. Expert: Faster recovery rate. Master:

Faster recovery rate. Grand Master: Fastest recovery rate.
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Tara[yse: Spe// Point Cost: 20. Normal: Temporarily prevents a target creature from attaclzing or
moving. Duration is 3 minutes per point of caster’s Ligl'nt Magic skill. Paralysecl creatures may he
attacked without larealeing the spell. Expert: Faster recovery rate. Master: Faster recovery rate. Grand

Master: Fastest recovery rate.

Expert Level Spe”s

ummon Elemental: Spell Point Cost: 25. Expert: Summons a Lesser Light Elemental to
pe P g
figl)t for the party which will remain until it is killed or the spel] Jissipates. Duration is 5 minute per
skill point. Caster may have only one elemental summoned at any time. Master: Duration is 15 minutes
P y y )
per skill point. Caster may summon up to three elementals. Grand Master: Summons a Greater Light

Elemental. Caster may summon up to five elementals.

(DCIY O_f the (Sods: Spell Point Cost: 30. Expert: Increases all your character’s attributes by 10
plus a bonus of 3 times the caster’s Ligllt Magic Skill. Individual spel]s take effect as if cast at 3 times
caster’s Lig}lt Magic skill. Master: Spel]s cast at 4 times skill points. Grand Master: Speus are cast at
5 times skill level.

Master Level Spells

Prismatic %ﬁl: Spell Point Cost: 35. Master: Delivers 25 points of damage plus 1 per point of
caster’s Ligl]t Magic skill to all creatures in sigl'nt. Cannot be cast outdoors. Grand Master: Faster

recovery rate.

(_DGY Of (JProtection; Spell Point Cost: 40. Master- Simultaneously casts Protection from Magic;
the Air, Body, Earl:h, Fire, Mind, and Water Resistance speus; plus Feather Fall and Wizard Eye on all
your characters. Spells are cast at 4 times caster's Ligl'\t Magic skill. Grand Master: Speus are cast at §
times skill level.

Hour Of g?ower: Spell 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: Spells

are cast at 5 times skill level.

Sunrayg Spell Point Cost: 50. Master: Focuses the rays of the sun on a single target. Damage is 20
plus 1-20 per point of caster’s Light Magic skill. Only works outdoors. Slow recovery rate. Grand

Master: Moderate recovery rate.
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Grand Master Level Spe”

(;Dlvine CIntervention: Spell Point Cost: 55. Grand Master: Heals the party of all damage,

restores lost spel[ points, and removes all adverse conditions. May only be cast three times a day and ages

caster ten years. Recovery time is shortened with lligher levels of Liglﬂ Magic skill.

(Park Magic
Normal Level SPQ”S

eanimate: 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 {'ight 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.

{Oampiric ‘Weapon: Spell Point Cost: 20. Normal: Enchants a weapon with Vampiric ability.
Damage inflicted on creatures struck l)y 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.

Sﬁrinking Cl{gy: Spell Point Cost: 25. Normal: Reduces the size of a target monster. Shrunk
monsters deals only half its normal damage. Duration of effect is 5 minutes per point of caster's Dark
Magic skill. Expert: Monster does one third normal c]amage. Master: Monster does one quarter normal
Clamage. Grand Master: Can be cast on a group of monsters.

Expert Level Spe//s

Shrapmetal: Spell 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 equa[ to 6 p[us 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]
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Control {Undead: Spe” Point Cost: 35. Expert: Takes control of an undead creatures mind.
While spell lasts, creature will attack monsters hostile to the party. Duration is 3 minutes per point of
caster’s Dark Magic skill. Spell is not broken if party attacks the controlled creature. Master: Faster
recovery rate. Duration is 5 minutes per skill point. Grand Master: Fastest recovery rate. Spe“ lasts until

party leaves the map.

9?ain (l{gﬂection: Spe” Point Cost: 40. Expert: This spe[l is cast on a target character. If a
creature attacks and damages the character, it receives damage equal to the amount delivered. Duration
of effect is 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 Spe”s

Sacriﬂce: Spell Point Cost: 45. Master: This spell slays a single NPC party hireling. The caster’s
spell and hit points are restored to maximum, all adverse and magical aging effects are removed. Casting

this spell will greatly reduce the party’s reputation. Slow recovery rate. Grand Master: Moderate recovery
rate.

(Dragon (Breatﬁ: Spe” Point Cost: 50. Master: The caster exhales a cloud of toxic vapours that
target a single 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.

Armageddom Spe” Point Cost: 55. Master: This spel] inflicts massive damage to all creatures on
the map, 'mclucl'mg the party. Damage delivered is 50 plus 1 per point of caster’s Dark Magic skill. It can
only be cast three times a clay, and only outdoors. Grand Master: Can be cast four times a day.

Grand Master Level Spe”

Sou[drinker: Spe” Point Cost: 60. Grand Master: This speu sucks life from all creatures in sigl'lt
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 recognising it.

Answers: The CD may be dirty 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 gently to clean it (always wipe from the inside of the CD to the
outside edges). If the data side of the CD appears to be scratched, return the game to the store that
you Bougbt it from, and excl’xange it for a new copy. If you are unable to exclmnge the game at the
store that you Lougllt it from, please call Customer Support for information on our exchange polich

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

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

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

space on your hard drive for temporary files to expand; or the CD-ROM drive migl'll be l'laving

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:

1. Right-click 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
compatibility”, 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 upclatecl 32-hit CD-ROM driver.

2. For 32-bit CD-ROM drivers:

1. Close all unnecessary programs running in the Background. Press the CTRL+ALT+DEL keys 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: .

. Right-click on the ‘My Computer” icon and select ‘Properties’.

. Click on the ‘Performance’ tab.

. Click on the ‘File System' button.

. Choose the ‘CD-ROM’ tab at the top

. Change the ‘Optimise access pattern for” field to ‘No read-ahead’

. Click on Apply, then OK and finally click Close (you will be prompted to restart your system).
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4. Turn off the Autorun and DMA settings on your CD-ROM drive:
1. Right click on the ‘My Computer” icon and choose ‘Properties’.
2. Click on the ‘Device Manager' tab.
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.

Launching the Game I
Problem: After launching the game from the Start menu or Desktop icon, you get a blank screen, a black
box that surrounds the mouse cursor, Llurring or cl'loppy graphics, vertical lines on the screen, chopp_v sound,

.‘: or no sound.
Answer: There is probably a conflict between your video or sound card and Microsoft’s DirectX.

Solution:

Sor 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 cumpatil: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 by “: \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 upclate your drivers l)y contacting the manufacturer of the hardware tl‘xmuglx their
Phone Support or t]1rougl1 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 incompatibility.

Installing the newest drivers available for your sound and video card hardware can usua”y 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 briefly, and you are returned to the desktop
without an error message.

Answer: There are prol)a};ly miscellaneous programs running in the l)acleground that are inter{ering
with the game and causing it to crash.

Solution:

For Windows 95 users:

1. Press the CTRL+ALT+DEL keys at the same time to open the Close Program window.

2. Click on a program so that it is highlighted, 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.

For 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 regu]arly update their software drivers to enhance performance and stability, and to improve
compatibility with DirectX. You can find links to many of these manufacturers’ sites by going to
the Driver Updates section of our support web site, which is located at http://www.3do.com/support.

o

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 compatible 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.

Cechrical Support

Web Site

Visit our support web site at www.ubisoft.co.uk to get late-l)realzing news and information,
answers to Frequently Asked Questions (FAQ's), manufacturers' web and the latest pro&uct

upclates.

WARRANTY AND TECHNICAL SUPPORT

Online Support Options

Ubi Soft offers several for their software products. One of these is our website at:
http://www.u]aisoft.co.ulz.

If you have a speciﬁc prol)lem that is not addressed on our site, you can send your question to
us via e-mail at: tecl‘n-suppot‘t@ul)iso&.co.ul!

Please be as specific as you can be about the problem you are experiencing. Also include in the
body of your e-mail: the name of the manufacturer of your computer system; the brand and
speed of the processor; how much RAM you have, the version number of Windows 95 you are
using (it you aren't sure, right-cliclz on the My Computer icon on your deslztop and select
'Properties'), and the manufacturer name and model number of your video card, modem, and
sound card.

Other Support Options

You can also contact Ubi Soft Customer Support by phone, fax and e-mail. When you call,
please have all of the above mentioned information ready.

Phone: 0181 - 9449000

Fax: 0181 - 9449300

Hours: Monday through Friday 9.30am - 5.30pm GMT
Mailing Address: Ubi Soft Entertainment Ltd.

Vantage House, 1 Weir Road,
Wimbledon, London SW19 8UX
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Ubi Soft guarantees to the original buyer of the product that the compact disc (CD) supplied with this
product shall not show any fault during a normal-use period of ninety (90) days from the invoiced date of
purchase.

Please return any defective product to; Ubi Soft Entertainment Ltd., Vantage House, 1 Weir Road,
Wimbledon, London SW19 8UX together with this manual and your registration card if you have not
alreacly sent it to us. Please state your full name and address (including poutcode), as well as the date and
location of purchase. You may also exchange the product at the place of purchase.

If a disc is returned without proof of purchase or after the warranty period has expired, Ubi Soft will choose
either to repair or to replnce it at customer expense. This warranty is invalid if the disc has been (!amaged
througla negligence, accident or misuse, or if it has been modified after acquisition.

This software program, and kaging g are protect: ! l)y copynglat and all nglata are reserved l)y Ubi
Soft. Documentation should not !:e copletl teproclucacl translated or transferred, in whole or in part and
in whatever form, without prior written agreement of Ubi Soft.

This software program, this CD and its documentation are sold as tl:ey stand. Outside the guarantee period
of 90 days concerning any manufacturing defect of the CD, Ubi Soft will not extend any other guarantee
concerning this program, this CD nor its documentation, be it written or verbal, direct or implied, includ-
ing but without limitation of the above, guarantee and conditions of marketing and use for specific purpos-
es even tlwugh the company may have been informed of such use. Sim.ilazly, you shall be entirely respon-
sible for any risks relative to utilisation, results and performance of this software program, of this CD and
the documentation.  Ubi Soft shall in no event be liable to you or a third party for indirect or consecu-
tive Jamages, nor apecific Jamages relative to ownenhip, the use or the wrongful use of this product and,
within the limits provided by law, damages in case of bodily injury, even if Ubi Soft has been informed of
such possi]:le clamages or losses. The ])uyer whol]y accepts that, in case of Iega] claim (contract, preiu(lice,
or other) the liability of Ubi Soft shall not exceed the price value originally paid for the purchase of the
product.

On the outer back cover of the manual please place the Ubi Soft contact details:
Ubi Soft Entertainment Ltd.
Vantage House, 1 Weir Road, Wimbledon, London SW19 8UX
Tel: 0181 944 9000, Fax: 0181 944 9300, http://www.ubisoft.co.uk

1999 The 3DO Company. All rights reserved. Might and Magic, Blood and Honor, New World
Computing, 3DO,and their respective logos, are trademarks and/or service marks of the 3DO Company in
the U.S. and other countries. All other trademarks l)elong to their respective owners. New World
Computing is a division of The 3DO Company. Published under license l)y Ubi Soft Entertainment Ltd.
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