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WELCOME TO RIVA 
After recovering the Salamander Stone and forging peace between the Elves 
and Dwarves, a brave band of adventurers arrives in the seaside town of Riva. 
A the war against the Ores continues, the party soon discovers that strange 
things have begun to happen in the town .... 

Before you begin your adventures in Shadows Over Riva, decide on which 
difficulty level you'd like to use. The game allows you to select a level of play 
that fits your preferences. You can swi tch modes at any time during game 
play by pressing F3 and selecting the mode you want from the Game Options 
creen. The two levels of play are Novice and Advanced: 

Novice: The Novice level is designed for gamers who want to enjoy 
the game play, but don't want to juggle all the statistics that are 
common to role-playing games. 
Advanced: The Advanced level offers you complete control over 
your characters' statistics, skills and magic, allowing you to custom 
tailor your party. While this process of fine-tuning takes time, it 
allows you to craft your party just as you like it. 

You begin the game with a set of pre-made characters. If you'd like to use the 
pre-made characters, you' re ready to hit the streets and begin the adventure. If 
you '? like to your own characters, you can do that in the Temple of 
Trav1a. For more information, read the Arriving at the Temple section on the 
next page, as well as Part Four: Characters. 

You may also import characters from Realms of Arkania: Star Trail. Instruc­
tions are included on the reference card. 

Mode Party You HandJe Shadows Over Riva Handles 

Novice Premade Fun Character creation, ski lls (sugge ts 
best character 10 do an action) and 
magic/skill increases 

To gel there: Start thegame in Novice mode. Your party will be waiting for you in the Temple. 

Advanced Pre made Skills, magic/ Character creation 
skill increases 

To get there: Select Advanced. Your party will be waiting for you in the Temple 

Novice Created Character Creation Skills (suggests best character to do 

To get there: 
an action), magic/ski ll increa es 

Selecl Create Character (the "baby" icon) from the Temple and follow the 
directions in Part Four: Characters. Exit the generation process. remove the pregenerated party 
members and then add your own creations. 

Advanced Crea led Character Creation Number crunching 
Skill , magic/skill 
increases 

To get there: Sselect Advanced, then select Creale Character (the "baby" icon) from the Temple 
and follow the directions in Pan Four: Charac1er s. Exit the generation process. remove the 
pregenerated party members and then add your own creations. 
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PART ONE: EXP LORI NG 
ARRIVING ATTH E TEMPLE 

Your adventures in the troubled town of Riva begin in the Temple of Travia. 
You'll see a screen similar to the one below. From here, you can create new 
characters and add them to your party, or perform any of the other temple 
options. 

Like the many other temple scattered throughout the city, the Temple ofTravia 
offers your party the chance to make offererings to the gods. If you're lucky, 
you mjght even witness a miracle! The prie ts and prieste ses of the temples 
are also fine sources of information. 

GAME ICONS 

On the right side of the screen are the game icons. You can select and activate 
any icon by left clicking on it. All icon functions can also be selected by right 
clicking anywhere to bring up a menu of all available options. 

TALK: Click on this icon to talk to the priestess. She'll tell you of the 
Ht! peril that face the city. After she's fini hed speaking, you may question 

her further on the city and it residents. For more information on talking 
to non-player character (NPCs), ee the "Buying, Selling, and Talking" 
section of the manual (page 10). 

CHARACTER OP'no s: You begin Shadows Over Riva with a party of 
pregenerated characters. If you'd like to create your own characters, 
click on this icon. Several new Character Options icons will appear: 

• ADD CHARACTERS: Lf you've created some characters and want to add 
them to your party, use this option. (Since the party can hold six 
characters at most, you'll have to remove some pregenerated charac­
ters before adrung your own creations.) Later in the game, you can 

• 
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also. use this option to add character you had previ ou ly left at thi 
particular temple. 

L~T Go .CHARACTERS: To remove a character from your party, select 
this opt.Jon, then select the character you'd like to cram. The 
character will remain at the temple where you left him or her. 

~EL~TE CHARACTERS: This ~ra es a character permanently, casting 
him. mto the Nameless Void, never to be seen again. Use with 
caut10n! 

CREATE NEw CHARA.CTERS: This option lets you create your own 
custom characters, nght down to the smallest detail. For more 
information, see Part Four: Characters (page 32). 

MAKE OFFERING: Party members who wish to donate to their deity may 
el~ct ~his option . The god are thought to favor those who demonstate 

their piety with an outlay of cash. 

ASK FOR A MIRACLE: A character may ask a crod for a bit of divine 
. . . . b 

mte.rvent10n ~smg thi option. Naturally, a god is more likely to grant 
a miracle to his or her own worshippers, as well as those who have make 
a he~ financial contribution. Even so, the gods are fickle, and miracles 
remain rare events. 

DISK OPTIONS: To save your game, load a game or exit to the so-called 
Real World, clic~ here. To save a game, click on an existing save game 
nai:ne and then click on the "S" disk. If you haven't already made a save 

game, or JU~t don't want to save over any existing files, select the "New" icon. 
Be~ore . savmg, you can add notes about the particular save by clicking and 
typmg m your information in the gray text box. To load a game click on the 
game's n.ame and the "L" disk. To exit the game completely, cli;k on the Exit 
to DOS icon. 

Save Name Enter Notes Here 

Load Save Delete New Exit to Return 
Game Game Game Game DOS to game 

LEAVE THE TEMPLE: Click on thjs icon to leave the temple and venture 
onto the prawling streets of Riva. 
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THE MAIN PLAY SCREEN 

The Main Play Screen shows you the world around you. It also let you interact 
with the world as you adventure through Riva. 

Compass Main Window Other Game Options 

Team Leader Party Members Life Points (Green) 
Astral Points (Red) 

The Main Play Screen 

MOVING AROUND: Moving the mouse pointer up, down, or to the sides shows 
you the directions you may travel. A left click will start you moving in that 
direction. You can also use the direction keys on the keyboard to navigate. 

Pressing HOME or END allows you to look up or down. Holding down theSHIFr 
key will make the party run, while holding down the ALT key will move the 
party sideways without turning (" trafe"). 

DOING THINGS: Use the SPACEBAR to examine a location more carefully. 
SPACEBAR al o opens door and chests, and allows you to perform certain other 
tasks, such as picking locks. If you're trying to use something in the main 
window, try SPACEBAR first. 

CHARACTER PORTRAITS: All character in your party have their own icons that 
show their most important attributes. Besides their name, life and astral points, 
the icons also allow you to move and review characters. (Detailed information 
about characters is in Part Four.) The character on the far left is the Team 
Leader. Unless otherwi e indicated, the Leader is the per on in the party who 
initiates action (trie the door, pokes at the odd heap of rags in the corner, etc). 

Moving a character: Click and drag a character's portrait to another 
character' portrait. The two will change places. 

• Reviewing a character: Double click on their portrait. Reviewing 

EXPLORING 

a character allows you to equip them with arm and arm or, feed them, 
and o on. For more information, see the "Characters" section of the 
manual. 

NPC PLAYER: Sometimes, a non-player character (NPC) may offer to join your 
party for a while. When you have an NPC along, his or her icon will appear here. 
(For more information on NPCs, see page 10.) 

PLAY OPTIONS 

You can access key game features with the Play Option icon . Depending on 
where you are and what you're doing, not all game options may be available. 

SPLIT PARTY: In certain circumstances, you may want to divide your 
party. For example, you might come aero s a tunnel that' o small only 
your Dwarf could make it through. To divide the party, select Split 

Party followed by the character or characters who will break off from the main 
group. When you split your group, keep in mind: 

1. You can control only one group at a time. 
2. Characters in the non-active group have shaded portraits and name . 
3. Time passes simultaneously for the separate teams. 
4. You can join parties only when they are both at the exact same 

location. 
5. In the automap, the team you're not with appears as a blue circle. 

JOIN PARTY: To join together two or more groups who are at the same 
location, select the Join Parties option. 

NEXT PARTY: When your party i split, click the Next Party icon to 
switch to your other party. If your party i plit into three or more 
groups, a screen will appear where you can select the party of your 
choice. 

AuTOMAP: The Automap feature gives you a detailed map of the place 
you're currently exploring. Areas you have not yet visited are black, 
while place you've been before are di played in glorious color. 
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Hide Text Icons/Show Text Icons: Thi toggle on the 
Automap screen lets you hide the "T" text icons. These icons 
indicate spots where you've made notes on the automap. 

Hiding the icons give you a clearer view of the map. 

Write Text: Allows you to take note about the events and people at 
the highlighted location. Enter your text in the text box, and press the 
ESC key when you're finished. A "T" icon will appear at the spot 
where you made your entry. You can view your text later by clicking 
on the T icon. Note: You may have a maximum of JOO entries on a 
map. 

Erase Text: To era e an entry from the map, click on its T icon, then 
on the Erase Text icon. 

CAST SPELL: To cast non-combat magic, such as healing or light spells, 
select this option, then the character who will cast the spell . Next, select 
the pell group and the spell name. (For further information on spells, 

see Part Three: Magic.) 

REsTING: From time to time, your party will have the chance to rest. A nice, 
peaceful rest is vital for recovering health and energy. Your party may rest 
while in their room at an inn, or in other suitably secure spots. You may not, 
however,just plunk down your packs and snooze in the city streets. Depending 
on where you choose to rest, you'll have numerous options available to you. 

UsE TALE T: By choosing the Use Talent option, a character may treat 
others for poison, disease or wounds or practice a bit of Alchemy. Just 
select a skill to perform, and, if nece ary, a person to perform it on. 
Depending on the skill level of the character, life points may be 
restored to the wounded, and the poisoned and diseased may be cured. 
Of course, if your character is unskilled in treating the ailment, he may 
just make things worse! 

Character wishing to spend their time brewing magic or healing 
potion may opt to use the Alchemy skill. To mix potions, the 
character must have: an alchemy set, all necessary containers, all 
necessary herbs and an appropriate recipe. Solid skills in Herb Lore 
and Alchemy are al o musts. When your character mixes the brew, 
Riva will let you know the outcome. Be careful: if the alchemist 
concocts something o vile that it melts the very jar it was mixed in, 
be will fail the attempt. All ingredients and containers used in the goop 
will be lost. 

USE MAGIC: While holed up to rest, magic users may cast spells to heal 
or otherwise enchant the party. Magicians have two additional 
options while resting: meditating and charging their wands. 

EXPLORING 

Generally reserved for Magician and Magiciennes, meditation al­
lows a character to convert ome of hi life point (LP) to astral points 
(AP). Othe~ mag!c-using character types who carry at least one dose 
of thonnys m their packs may meditate as well. 

Wan~ .Rituals are P?werful options available only to Magician or 
Ma~1c1ennes. The ntual allows the magic user to try to transfer some 
of his or he~ asn:al P?ints to a magical wand. The Magician spends 
?ours focu mg his mmd, his magic and his energy over the wand until 
rt accepts the spell. This lengthy transfer of energy al 0 consumes 
many astral points, but i permanent once charged. Should your 
character c?oose to cast a wand spell, regardless of success or failure, 
he or she will be unable to perform any magic for the remainder of the 
camp. (For the full details on the rituals, refer to page 30.) 

While resting, characters may require theaid of healing magic or other 
spells. To cast a pell, elect the Cast Spell option, a magically 
~alented ~haracter, the spell group and the spell itself. (For further 
mformatron on spells, see the Magic section of the manual.) 

SPLIT .PARTY'. Some members of your party may opt to go off 
explor~~g while the others stay behind at the inn. Select Split Party 
to part1tron the party. 

~LEEP:. As your characters Jeep, they may replenish both astral and 
life pomts. Yet, you ~ay ~ot sleep_ so well if you're not properly 
prepared. There s nothing like sleepmg outdoors in the rain without 
a blanket or food. Sleeping while diseased, hungry, or expo ed can 
actually do more harm than good. Clicking on the Sleep button sends 
all . c?~acters in the ~ar~y to lumberland, so complete any other 
actrv1tres such as medJtatron or spellcasting first. 

Exn: If you weren't really tired after all, this option will return you 
to your adventure. 

THE DIARY (FS): To bring up the game diary, click on the Realms of Arkania 
logo and then select "Diary." (You can also pressFS.) The diary automatically 
track~ your adventure, and allows you to insert your own notes as well. It's a 
go~d idea to check your diary frequently-it may contain a vital clue, or jog your 
fading memory. 

W~rn E TRY: .If ~ou '.d like to add an to entry the diary yourself, select 
WnteEntry. Riva sd1ary automatically moves to anew page. There's 
no limit to the number of page you can add. If you'd like to write 
another War and Peace, go right ahead. 

PRINT: Select the Print option to get a hard copy of your entrie . Riva 
allows you to elect the range of pages you wish to print. If you prefer 
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to print to a file, you may choose that setting~ the Gan_ie Options (see 
the Game Option section below for further information). 

SEARCH: The diary's powerful Search feature allow you to sc?pe out 
the entries for certain person , particular travels, god ~d rrus~ella­
neous topics. You can also search from a listing of all topics or quickly 
locate your per onal entrie . 

PREVIOUS/NEXT PAGE: Clicking one direction or another, you can 
flip the pages to find the entry that you're looking for or to read 
over the diary's contents in general. You can al o move to a 

specific page by pressing PGUP and selecting the"# of Page" option. 

LEAVE DIARY: To head back to the game, select Leave Diary. 

Page 4 / 4 

15 of Ranja of 17 Hal 
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and no pla1.1 makes ..JKk a 

ON-LINE MA UAL (Fl): Need to know the difference between a Gr_e~n Elf and 
a Silvan Elf? Can't remember the difference between Fulrrumctus and 
Ignifaxus? Shadows Over Riva comes with a complete built-in manual you can 
instantly refer to during the game. Just press Fl, and the ~swers are at y~ur 
fingertips. The on-line manual is a hypertext document, hke a World ~1de 
Web page. Click on a yellow hypertext link to learn more about that subject. 

At the bottom of the manual screen are the manual control icons: 

Exrr: To leave the on-line manual and return to the game, click on 
the Door icon. 

START: Click here to jump to the table of contents at beginning. 

BACK: This works like the Back button in your Web browser. Click 
on it to return to the last page you've read. 

EXPLORING 

PRINT: Use this icon to print. If you have any trouble, try printing to 
a file first (you set this option on the Game Options screen.) 

TOGGLE REsoLUTIO : Click here to toggle between low re olution 
mode and high resolution mode. 

JUMP UP/Dow : Click on the dashed arrows to jump through the text 
one screen at a time. 

SCROLL UP/DOWN: Use the solid arrows arrows to scroll the text up or 
down one line at a time. 

GAME OPTIONS (F3): The Game Option screen allows you to adju t game 
settings such as the detail level, difficulty level, and the printing method. For 
full information on the Game Options screen, see the game's Reference Card 
(the booklet inside the CD case). You can al o consult the on-line manual for 
the full scoop. 

ScoRE (F9): This feature hows you your current game score. Note that it's 
possible to win the game with fewer than the maximum I OOO points. 

ITEM DISTRIBUTOR (FlO): The item distributor allows you to do just that­
distribute items among your party members. Bring up the item distributor by 
pressing F 10. Next, click on the portrait of the character you 're removing items 
from, then place the items you'd like to transfer in the large box to the right. 
Next, click on the portrait of the character you'd like to give the items to, and 
transfer the item into her inventory. You can use the buttons on the top to 
display only certain kinds of items-only weapons and armor, for example. 
PressEsc or click on the button in the top right corner to exit the item distributor. 

Show Show 
Character's 
Inventory 

Un-equip Herbs Weapons Show Show 
All & Magic & Armor Misc. All 

Character 
Information 

Encumbrance 
Meter 

Equip 
Indicator 

(green=can use) 

Take 
All 

Items 
On 
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BUYING. SELL! NG. AND TALK! NG 

Anything can be your in the city of Riva-anything under the sun, from healing 
herbs to deadly swords, from carefully-hidden secrets to a wild night on the 
town. All you need is a quick tongue, a sharp eye, and a big, big ack of ducats. 
Here you'll \earn how to negotiate with the variou vendor and townspeople 

of Riva. 

TALK: Select the "Hi" icon to strike up a conversation with one of the 
city's residents. When talking with a local, you will be presented with 
several possible topics your party may discuss. Often, you may 

progre through several round of conversation before you learn what you 
wish to know ... or you get the door slammed in your face. 

NPC's Portrait & Name 

Your Question and 
NPC's Answer 

Topics of Coversation 

NPCs: Occasionally, a non-player character (NPC) may offer to join your 
party. Once the NPC has joined, you may review the NPC, study hi or her 
skills and swap item if you like. You may not, however, control the NPC in 
combat. Just a they freely joined your party, NPCs may leave it at any time. 
It could be you'll wake up one morning to discover the NPC has left , leaving 
only fond memories. (Of course, the memories might not be o fond ifthe NPC 
walked off with your money and gear ..... ) 

PREVIOUS PAGEINEXT PAGE: Some merchant have gigantic inven­
tories. Use the Next and Previou Page icons to move from shelf to 

shelf. 

EXPLORING 

LEAVE: After you've had your fill of a house or shop, select Leave to 
head back to the streets. In ub-menu , this icon will take you back to 
the original menu. 

Buv: When you enter a shop, select Buy to view and select from the 
establishment's inventory. When you elect an item Shadows Over 
~iva hi~hlights characters who can use it in green. The.price and quality 

of a particular item may vary from shop to shop. 

HAGGLE (Buy): Once you've decided to make a purcha e from one of 
Arkania's merchants, you can try to cut a better deal. After you select 
Haggle and a person to do the haggling, your character and the 
merchant start negotiating . Of cour e, a character skilled in Haggle 
ha the be t chance of getting a good di count. With the offer made 
the vendor mulls it over, and, depending on your tact, diplomacy and 
haggling skill, he or she may accept your offer. 

Weight of 
Purchases/ 
Carrying 
Capacity 

Cost of Purchases/Total Funds 
I 

Selected Shop's Inventory. Left click to purchase 
Item's Name an item, right click to return it to the shelf. 

Number of 
Purchases/ 
Total Slots 
Available 

~ELL: .If your load is too heavy or you' re strapped for cash, selling some 
items 1 the perfect olution. Sometimes, as with gathering and selling 

, herbs, .the trade can even be quite profitable. When you sell an item, 
y~u ·" see an rnventory of your goods along with the price the merchant is 
w1lling .to pay you. Like buying items, you and the merchant can haggle over 
your pnce once you've elected the items to ell. 

~SE '.f ALE T (Pickp~cket): Ifyou'relow on cash, you might want to try 
p1~king a merchant s pockets. Choose Pickpocket to do so. If luck is 
with you, a few of her coins may be your . If you get caught, though 
don 't expect leniency. ' 

~SE TALE T (Evaluate): Before you sell an item, you might want to determine 
~ value. To Evaluate an item, review a character skilled in Evaluation and then 

ths~ Talent. Next, elect Evaluate followed by an item. He or she will pre ent 
e1r b · Of d ~st estimate. course, some merchants might offer more or less, 

ependmg on their own view of the item. 
11 
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REPAIR (BLACKSMITH): If your arm or' s been dinged or your sword blade 
snapped, the blacksmith is there to pound it b~ck into shape. To fix 
broken equipment, select Have an Item. Re~aired, foll?wed by the 
character and the item in question . The srruth will look the item over a~d 
quote you a price. Just like other shops, you're free to haggle over it. 

Click on the Repair icon again to retrieve your item. Keep in mind, though, that 
metalwork is neither an exact nor a speedy craft. You may have to leave your 
weapon at the smith 's for a while. There is always so~e chance that upon 
returning, you'll find your sword or armor is beyond repair--or at least beyond 

the skills of the smith. 

TAKE MEASUREMENTS (Tailor): There's nothing like some new adven­
turing garb to cheer the party up. This option allows you to order a 

custom-tailored outfit. 

TREAT WoUNDS (Healer): If a wounded character is left untreated for 
., too long, she will likely become infected or diseased. If the ~ounds are 

beyond the treatment skills of your party, head to a healer in town for 
relief. Select Treat Wounds, followed by the character. The healer will quo~e 
you a price and get to work. Of course, the outcome depends on the healer s 

skill. 

• 

TREAT ILLNESS (Healer): There are numerous maladies in Arkania. 
Should one of your characters require an elixir for his or her condition, 

select Treat Illness. 

TREAT Po1soN (Healer): Many healers can cure poison before it kills a 
character. Select Treat Poison to let them work their art. 

DEPETRIFY (Healer): For most characters, being magically turned to 
stone is a fate worse then death. Should this happen to a party member, 
lug your comrade-turned-lawn-ornament back to a healer. Depetrify 
may return her to flesh and blood. 

TELL FORTUNE (Seeress): The seeress will try to get a glipse of your 
future, for a price. 

UsE TALENT (Taverns): Along with normal talents such as Tre~t 
Wounds and Treat Disease, taverns allow your party to use some of their 
more flamboyant skills to entertain the customers. While in~ide a 

tavern, characters may Cheat (card tricks and the like) , perform Acrobaucs, or 
Play an Instrument. Skilled characters will earn a bit of money for a successful 
performance. Unskilled characters will be uncermoniously booted out the 

door. 

EXPLORING 

EAT AND DRINK (Inns and Taverns): After a hard day 's adventuring, 
a good, home-cooked meal hits the spot. Inns and Taverns offer your 
party what they're looking for. Just click the Eat and drink icon. 

RENT RooM (Inns): To stay the night at an inn, select the Rent a Room 
icon. The innkeep will let you know what types of rooms he has 
available, along with their cost. Select one to book your room. The 

innkeeper will then ask you how long you wish to stay. 

HA VE FUN (Brothels): Riva' s red light districts offer entertainment of 
a more, er , exotic sort than that found in its taverns. Select Have Fun 
for a quickie. 

BATHE (Bathhouse): A nice, soothing bath is just what you need after 
a hard day' s questing. A dip at the public baths will wash away the dust 
and grime of the road, and make you feel as fresh as a donf sprig. 

MASSAGE (Bathhouse): Helps you relax when your high-speed lifestyle 
has you stressed out. Futher down .. . a little to the right ... that's it, 
ahhhhh. 

THE WoRKS (Bathhouses): A bath and a massage, and perhaps a little 
something extra. 

13 
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EXPLORATION TI PS 

Exploring Riva and its surroundings is a perilous business. Here are a few free 
pointers for savvy adventurer : 

• When exploring dungeons or other dangerous place , put characters 
with high Perception, Strength and Agility in the front of your party. 
They'll have the best chance to notice traps before they're set off and 
will be able to open doors with a hove. 

• When shopping or exploring in town, make your Party Leader a 
character with high Charisma and good Social Skills, uch as Haggle. 
Such a character will be able to charm information out of people, and 
negotiate bargain in shops. 

• If you're traveling in the wilderness, character with strong Nature 
skills are best to lead your party. They will notice tracks and other 
landscape features that lesser skilled companions might miss. 

• Keep a light source handy for when it gets dark. Carry some torches 
or lanterns with oil and a tinder box to light them. Magically gifted 
characters may al o light the way with a Fiat Lux spell. Magicians 
may magically charge their wand to contain an automatic, inextin­
guishable light spell. (See the Magic section of this manual for more 
information on Wand Spells). 

• If you' re headed for a dungeon, bring along a supply of food and water 
for your characters. Take some bedrolls to sleep on as well. It could 
be several days before you make it back to a shop or tavern. 

• Dress appropriately, as your mother used to say. Cavorting around in 
nothing but a metal bikini might be a great way to show off your buffed 
bod, but it's an even better way to catch pnemonia. And sensible shoes 
are a must. 

• It often pays to ask a character about a subject more than once. 
Sometimes people will volunteer a crucial detail when they are 
quizzed a second or third time. 

• If you're looking for a good source of information, go to the Harbour 
Maid and ask for Tarik. 

PART TWO: COMBAT 
DRAW YOUR WEAPONS 

While most of Riva's occupants are friendly, a few are dowruight hostile. 
combat begins when tact and diplomacy fail. Whether it' an accidental 
encounter with drunken dwarves or a upreme test of arms against a mighty 
dragon, you will have to fight for your very survival sooner or later. 

INITIATIVE: Combat inShadows Over Riva takes place in rounds, allowing each 
member of your party to make a set of maneuvers (moves, an attack or a spell, 
etc) before his turn ends. When your party and a group of monsters first square 
off, the computer determine who ha initiative-the fir t hot. A character or 
monster with initiative is allowed to attack or move first. The computer then 
goes down the line until each character or monster has made a move. The 
computer determines who has initiative by checking several factors: 

• Were the characters or the monsters surprised? Surprised combatants 
are usually taring vacantly at their shoes when the first blade strikes. 
How courageous (CR) are your character in comparison to their foes? 
Courageous characters leap to the call of danger and have no fear of 
encountering a dangerous beast. Those who aren't so brave will hang 
back, not wanting to muss up their hair. 
Every character and monster is allowed to act once per combat round. 
He or she may attempt more than one action in that time, but they must 
all be performed back to back, without any other character acting in 
between. 
Your character is also able to automatically parry once per round. 
Things can get hairy, however, if two monsters are attacking your 
character ... and he or she can defend against only one. 
A few monsters of extreme stature (ogres, giants, Dennis Rodman, 
etc.) can attack more than once per round, but they cannot parry more 
than once. 

MOVEMENT POINTS: Before the combat begins, a character's movement points 
(MP) are determined. Since movement takes time, there is a limit to how much 
~character can do in each round. Each character may move up to eight squares 
m the combat area during each round of combat. Some characters may have less 
than eight points if they are encumbered. It's hard to zip across the battlefield 
when you're lugging around 500 pounds of arrnor, gold, and flatware. 

Mo.vement points are used for both movement, like stepping to the side, and for 
act1~ns. Each action you take, whether it' s winging a sword or casting a spell, 
requtres time, and thus requires a certain amount of movement points. Through­
o~t the combat, the game will tell you the MP cost of certain actions while 
displaying the character' remaining point . 
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COMBAT 

THE COMBAT SCREEN 

As combat tart , the Combat Screen appears. The Combat Screen gives you 
an overhead view of the battlefield. It i laid out in a grid, allowing c_haracters 
to move north, south, ea t or we t. Characters may not move d_1agonally 
(though they may fire arrows or spells diagonally). At least one side of the 
battlefield will al way be "open," allowing party members and monsters a route 

of escape. 

Active Character 

Targeted Opponent 

ACTIVE CHARACTER! Theactive character-the party member or monster that is 
currently acting-stands in a highlighted square. All other char~cters are 
inactive while waiting for their turn. These characters may be potential targ~ts 
for your attacks, or they may be party n:embers you'll n~ed to protect. They will 
automatically parry the first attack agamst them, but, smce mo t can parry only 
once per round, they become itting ducks afterward. 

TARGETED OPPONE T: A picture of the targeted opponent appear when you 
select it for attack from the combat area. 

DAMAGE I DICATOR: Sharing the same pace as the targeted opponent, the 
damage indicatorreveals the re ults of a character's or a monster's actions. The 
differentcolored "stars" and the as ociated numbers contain thecombatre ults: 

Red + number: 
Green + number: 

Blue: 
Orange: 

Light Red: 
Yellow: 
Brown: 

Pink: 
Dark Blue: 

Character was hit for# damage. 
Mon ter was hit for# damage. 
Character fumbled attack or parry. 
Opponent fumbled attack or parry. 
Hit was absorbed by armor, no damage. 
Attack wa parried. 
Character's weapon has broken. 
Character has lo t consciousne s. 
Failed attack. 

COMBAT 

COMBAT OPTIONS 

The combat options box lists the options 
currently available to the active charac­
ter. The combat options box also allows 
you to turn control of thi battle over to 
the computer, if that's what you want. 

AUTOMATIC COMBAT MooES: Shadows 
Over Riva offers four different "mode " 
of combat, giving you as much or as little 
control over a fight as you like. The first 

three modes turn the reins of command over to the computer: 

Computer Combat/Compute Combat: The computer handles the 
whole ball of wax. It irnulate the entire fight off-screen, based upon 
the tatistics and skills of your characters versus those of the monsters. 
It then shows you the outcome. 

Status Icon -,---­
(dead, unarmed, etc.) 

Your Party ----

Action Window -------" 

Monsters' Life Points (green) 
and Astral Points (red) 

9.1,,,·I ~ 1 ·~:I e.l .;-1 

~~.-~ 
... ,, ..t-""tf ~ 

·-~~:}--
Computer Fight/Whole Party: Shadows Over Riva handles every­
thing, but lets you watch each thrust and parry as it unfolds. 

Computer Fight/Just This One: Shadows Over Riva handles the 
moves for the active character, and allow you to control the others . 

AUTOMA nc COMBAT APPROACH: In each of these automatic combat mode , you 
must choose a combat apporach for the computer-controlled characters. The 
combat approach tells the computer how you want the character to handle a 
Panicular fight. For example, you might tell your heavily-armored dwarf to 
attack aggressively and never use a bow, while you might order your phy ically 
Weak magician to attack carefully at a distance with magic. The Combat 
Approach screen let you et all of these options. 
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COMBAT 

A TT ACK: You may tell a character to attack in one of three tyle : 

• Aggressive: An aggressive attack takes the char~cter's ~11 concentra­
tion. Since characters are entirely consumed with their targets, they 
may not be able to parry acounterattack ai_med at them. However, the 
attack's momentum will be great and will have a better chance of 

success. · b 
Careful: A careful attack takes all the character's concentrat10n, ut 
devote most of it to protection, bettering the c_hances of u~cessfull_y 
parrying a counterattack. Since the character is concentratmg on ?is 
or her own safety a well a the mon ter, the momentum of the strike 

is reduced. 
Normal: A normal attack gives equal consideration to attack and 

parry. 

CLOSE: Determines whether the character is allowed to engage ~n close 
combat. If set to "OK," the character will head into a melee without a 
second thought. If set to "Partly," the character will fight close-up only 
when neces ary. If set to "No," the character will avoid close combat at all 

co ts. 

MissrLE: Use this option to control whether a character is allow~d to use 
mis ile weapons such a bows or ling . As with close combat, 1t can be 
set to "OK," "Partly," or "No." 

MAGIC: Determines whether a character is allowed to use magic during the 
battle. It can be set to "OK," "Partly," or "No." If a character has no Astral 
Points, this option is set to "No" by default. 

MANUAL COMBAT MooE: If you prefer to control the combat your~elf, use 
manual combat. Thi is the default mode. You run the show by selectmg from 
the manual combat options that are covered in the rest of this ection. 

Move: You ' ll need to move into position before you close in for the kill. To 
get your Warriors' blade within range of the foe, select Move. Unless 

COMBAT 

encumbered, a character may move up to eight squares per round. Should you 
1110ve your character, keep the following thing in mind: 

A character can only move forward , back, to the left or to the right, 
with a cost of 1 MP per square entered. 
A character cannot pass through squares occupied by other party 
members or monsters. 
You cannot walk through squares containing walls or other solid 
objects. (You probably knew that already.) 
If a character crosses the edge of the combat area, the game will ask 
you if the character is trying to flee. If you answer yes, the character 
i out of the fight for good. Thi can split your team. 

ATTACK: The Attack option engages your characters in the art of physical 
combat. To attack a creature, a character mu t be standing in a square adjoining 
the creature's square to the north, south, east or west. The exception to this rule 
is a missile weapon, such as a bow. Missile weapons may be fired from up to 
ten squares away at a creature in a direct line with no ob tructions. Missiles may 
also be fired diagonally . 

Any form of attack co t three movement points. It also ends the character's 
actions for the present combat round, no matter how many movement points he 
or she may have left. 

Characters may also perform a mi sile or throwing attack. This type of attack 
allow character to hurl or fire a missile at an opponent up to l 0 squares away. 
The character must have the missile weapon in his or her right hand and any 
neces ary mis ile in the left hand, and must have the target in a direct line of 
sight, unblocked by high obstacles or other per on . 

CAST SPELL: Raising his hands, your magic user send a divine blue aura 
heading toward a monster, enveloping him in magical power. When your 
character selects Cast Spell , he or she can do ju t that. To cast a pell at an 
opponent, the character mu t have a direct line of sight to the opponent, 
unblocked by high obstacles or other persons. Not all spells are usable in 
combat, and spell ranges vary. Casting a spell costs five movement points and 
ends the character's actions for the present combat round, no matter how many 
movement points he or she may have left. 

!~Ms: A character can use any item held in hi or her left hand. During combat 
'.t s a good idea to have an elixir or other artifact ready just in case. Using an 
Item costs three movement points and ends the character's actions for the 
Present combat round, no matter how many movement points he may have left. 
You may al o drop an item or change the item in the character's left hand. 

cliARACTER 0PTIO s: You can check out all the important hack and lash 
Statistics of the active character by electing Character Options . You can also 
change their default attack mode: aggressive, normal or careful. When you 
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COMBAT 

select Check Values, you'll see his or her current attack value, parry value, 
arm or class, type of weapon, hit point of weapon, life ~oints and astral point~ . 
You are also shown any poison or enchantment affectmg the character. This 
option is very useful if your character seems to be acting strangely, or if you're 
concerned for his or her life. 

QuIT AND RELOAD: Should things go bad for your party _or if it l?oks like ther~'s 
a bloody end in sight, select Quit and Reload. The Disk OptJ.ons screen will 
appear, and can reload and try, try again. 

CHANGE WEAPON: Your may want to change change a character's weapon in 
mid-battle. Perhaps hi sword broke during the last round, or maybe he wa 
trying to dispatch a dragon with nothing more than a blunt letter opener.. The 
Change Weapon option put the weapon into the backp~ck and _equips a 
different one instead. Thi action costs two movement points. Act10ns may 
continue if the character has remaining movement point . 

GUARD: Standing his ground, a character prepares to attack anything that moves 
into range adjacent to their square. Like a careful mode attack, the character's 
parry is strengthened when he or she opts to guard. Securing an area costs no 
points, and ends the character's actions for the present combat round, no matter 
how many movement points may be left. 

REPEAT OPTIO s: Repeat Option appears after a round of combat has ~assed . 
Use this option if you want a character to perform exactly the s~e actions he 
or she performed during the previou combat round. Repeat Options may not 
be available in certain circumstances (for example, if the monster you attacked 
last round is now dead). 

HACKING AND SLASH ING 

DAMAGE: When a monster attacks a character, it may land a succe sful hit, and 
it may cause damage. If a hit is successful, it may do from l to 20 hit points 
of damage. Your character' armor may absorb some of that d~ma~e. Natu­
rally, a giant Ogre fighting with a club the size of a compact car 1s gomg to do 
you a lot more damage than a jester armed with a whoopie cushion. 

Any damage taken by the character is removed from his or her life points. If 
his or her life points reach 5 or lower, the character will slip into unconsciou_s­
ness and become an easy target (though there' a chance that the opponent will 
leave your character for dead). If life point fall to zero, the character will die. 

FUMBLE!: A misplaced step, a faulty grip, or just plain bad timing .... During 
combat, there's always a chance of a fumble. There are three possible results 
when things go wrong: 

• 

• 
• 

COMBAT 

The fumbling combatant is truck for I to 6 hit points by his or her own 
weapon. 
The fumbling combatant's opponent gets a free strike . 
The fumbling combatant's weapon break . 

BA TILE'S END 

When your party wins an encounter with mon ter , all surviving characters 
receive experience points for their efforts. The first time they encounter a 
particular monster, however, they wi!J receive extra points for braving un­
known forces. 

GATHERING THE GOODIES: If your party won the fight, Shadows Over Riva 
shows you any loot lying about the combat area - including all weapons and 
items you~ opponents were carrying. If there is any loot available, you can 
select the items you want. 

When you've taken all the goodies you want, press the right mouse button, ESC 
or PGDN to return to normal game mode. 

THE AITERMA TH: Things can get confu ed in the heat of battle. Following 
combat, characters may find them elves in numerous positions: 

• 

• 

The team was split when one or more characters ran from the 
encounter. Bring them to the ame location and reunite them as one 
team. 
One or more characters were wounded or poisoned. Have someone 
use Treat Wound or Treat Poison on them. This reduces the danger 
of ub equent damage. In case of a fast-acting poison, you will need 
the spell Pure And Clear. 
One or more characters have died. Leave the scene of combat as fast 
a pos ible, then look for a temple and pray for a resurrection. 
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PART TH REE: MAGIC 
A well-honed blade is not the only way to face the dangers of Arkania. A well­
crafted magic spell can work miracles as well. Your team can use magic for 
either their own benefit, or for another's demise. 

Your characters may cast spells at almost any time and nearly everywhere. In 
combat, characters simply choose Cast Spell. Clicking the Use Magic icon 
while adventuring also provides access to spells . 

Remember, though: a character can only cast a particular spell if his or her 
spell value is at least -5 (and preferably better than that). 

NOTE: Certain spells cannot be cast in combat. As all combat actions are, by 
necessity, spontaneous, characters can only use spells that require little or no 
time to prepare and cast in a fight. 

THE SPELLS 

Your magic-using characters learn a variety of different spells, according to 
their classes. Spells are grouped by Arcane Lore, the ancient magical beliefs 
which formed them and guided their schools of thought. 

Magicians, Elves, Witches and Druids know a tremendou number of spells, 
grouped into various areas of magic. The following list contains all spells 
included in this game, along with the attributes involved in a successful casting 
of each spell. The Lore column shows the group that originated the spell. 

Although any character may learn and cast almost any spell, the sheer number 
of spells available encourages characters to specialize. 

Spell Chart Legend (Next Two Pages) 

* ......... Equals damage caused 
** ....... Level of illusion x 2 
*** ..... Until end of combat or until attacked by player 
**** ... And the appropriate attribute 
AC ..... Armor class raised equal to astral points used. 
F* .... .. Magic resistence of target times 3 multiplied by astral 

points used. 

~ELL 

Domination 
Destruction 
Guardian 
Illusion 
Transformation 

BaU and Chain 
Bambaladam 
Evil Eye 
Great Need 
Confusion 
Master/ Anima ls 
Horriphobus 
Astral Theft 
Respondami 
Meekness 
Somnigravis 
Dance! 

Blood and Furor 
Banish Spirits 
Conjure Spirits 
Heptagon 
Summon Crows 
Skeletarius 

MAGIC 

LORE ATTRIBUTES AP 

DI SPELL SPELLS 
Druid WD IN CH 8-20 
Magician WD WD DX v 
Magician IN CH ST v 
Magician WD IN CH ** 
Witch CR WD CH 5-50 

DOMINATION SPELLS 
Elf 
Elf 
Druid 
Witch 
Druid 
Druid 
Magician 
Druid 
Magician 
Witch 
Elf 
Druid 

WO CH ST 12 
IN CH CH 8 
CR CH CH 8 
WDIN CH 8 
WD WD CH 8 
CR CR CH 8 
CR IN CH 7 
CR WD ST 6 
WD IN CH 5 
CR CH CH 5 
WD CH CH 8 
CR WD CH 6 

DEMONOLOGY SPELLS 
Magician CR CR CH 13 
Druid CR CR CH 13 
Druid CR CR CH V 
Magician CR CR CH 26 
Witch CR CH CH 13 
Magician CR CR CH 15 

ELEMENTS SPELLS 
Conjure Elemntal Druid CR WD CH v 

10 
14 

Nihilatio Magician WD ST ST 
Solidi rid Elf IN AG ST 

Acceleratus 
Foramen 
Motoricus 
Without T race 
Transversalis 
Walk On Ice 

Balm of Roond 
Witch's Spit 
Pure and Clear 
Rest the Body 
Heal Animal 

MOVEMENT SPELLS 
WD AG ST 
WD WD DX 

Elf 
Magician 
Magician 
Elf 
Magician 
Elf 

Elf 
Witch 
Magician 
Elf 
Witch 

WD DX ST 
IN AG AG 
WD ST ST 
WD AG ST 

H EALING SPELLS 
CR IN CH 
IN CH ST 
WD WO CH 
WD CH ST 
CR IN CH 

7 
v 
v 
v 
15 
v 

7-up 
v 
v 
7 
v 

DURATION 

Permanent 
Special 
Combat/ to End 
One Use/Perm. 
Permanent 

Combat/ to End 
Combat/ to End 

*** 
Combat/ to End 
Combat/ to End 
Combat/ to End 
Combat/ to End 
Special 
Special 
Combat/ to End 
Combat/ to End 
Combat/ to End 

Combat/ toEnd 
I U e/Perm. 
Special 
Combat/ to End 
One Use/Perm. 
Combat/ to End 

Combat/to End 
I Tum 
10 Rounds 

10 Rounds 
One Use/Perm. 
Special 
Special 
Immediate 
Special 

Permanent 
Permanent 
Permanent 
1 Sleep 
Permanent 
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ISPELL 

Eagle's Eye 
Analyze 
Attributes 
Exposami 
Odem Arcanum 
Penetrating 
Sensible 

Chameleony 
Duplication 
Camouflage 
Witch's Knot 

Lightning 
Darkness' Power 
Iron Rust 
Fulminictus 
Ignifaxus 
Plumbumbarum 
Terror Broom 
Terror Power 
Accurate Eye 

Witch's Eye 
Necropathia 

Eagle, Wolf 
Arcano 
Magic Armor 
Fire's Bane 
Increase CR, etc. 
Mutabili 
Paralyze 
Sal other 
Ocean's Floor 
Visibili 

Abvenenum 
Aeolitus 
Burn! 
Claudibus 
Darkness 
Freeze Soft 
Fiat Lux 
Melt Solid 
Silentium 
Calm the Storm 

MAGIC 

LORE ATTRIBUTES AP 

CLAIRVOYANCE SPELLS 
Elf WD IN DX 5 
Magician WD WD IN 10 
Elf WDIN CH 7 
Elf WD WD IN 5 
Elf WD IN CH 5 
Magician WD WO ST 5 
Elf WO IN CH 5 

ILLUSION SPELLS 
Elf IN CH AG 5 
Magician WO CH AG 8 
Witch WD CH AG 6 
Witch WD IN CH 4 

COMBAT SPELLS 
Elf WD IN AG 5 
Magician CR WD ST 10 
Magician WD CH AG 5 
Elf WO AG ST * 
Magician Unknown * 
Magician CH AG ST 5 
Witch CR IN CH 4 
Magician CR IN CH v 
Elf IN AG DX 5 

COMMUNICATION SPELLS 
Witch IN IN CH 2 
Magician CR WD CH S 

TRANSFORMATION SPELLS 
Elf CR IN AG 7 
Magician CR WD CH 7 
Elf IN AG ST AC* 
Witch CR CR ST 7 
Varie WO CH **** 7 
Magician WD AG ST ? 
Magician IN CH ST 13 
Magician WO IN CH F* 
Elf CR WO ST V 
Elf WO WD AG 5 

TRANSMUTATION SPELLS 
Elf WD WD DX 5 
Elf WO CH ST 5 
Magician CR WO ST 1-20 
Magician WD DX ST V 
Druid WD WD DX 3 
Magician CR WO ST 1-20 
Elf WD WD DX I 
Magician CR WD ST 1-20 
Elf WO WD CH 5 
Elf WO CH ST V 

DURATION 

Short 
One Use 
One Use 
One Use 
One Use 
One Use 
OneU e 

Combat/ to End 
Combat/ to End 
Short 
Combat/to End 

3 Rounds 
Combat/to End 
One Use/Perm. 
One Use/Perm. 
One Use/Perm. 
Combat End 
One U e/Perm. 
J-20 Rounds 
3 Rounds 

Special 
Special 

l Hour 
I Hour 
5 Minute 
Lvl x Hours 
2 Hours 
3-4 Days 
Varie 
Varies 
Special 
Varies 

Permanent 
Special 
One Use 
I Hour 
Lvl + 3 hour 
Special 
Lvl + 3 hours 
Special 
I Round 
Special 

MAGIC 

[~~~~-c:>~_' _s_P~E-~LL~S~P_E~L_L~s~~~~~-
J)OMI ATION: Removes a spell which 
takes control of one of your charac­
ter . 

DESTRUCTIO : Magic Powers, Hide 
Away. Draws all astral energy from a 
magical artifact, thus turning it into a 
mundane (non-magical) item. 

GUARDIAN: From Magic Harm Thou 
Protect Me. Conjures up a protective 

dome resistant against a great number 
of magical attacks (such as Fulminictus 
or demon attacks). 

ILLUSIO : Dispells all illusions in a 
small area. Used against Duplication. 

TRANFORMATION: Removes an en­
chantment that has tran formed a char­
acter into something else. 

[ c:>O/V\INATION SPELLS 

BALL AND CHAIN: Keeps the spelJ's 
target from wandering away. 

BAMBALADAM: Your Friend I Am. The 
spell's target thinks the caster a friend. 
In combat, this means an end to all 
attacks on him or her. 

Em EYE: Tums an opponent against 
hisorhercompanionsincombat. Char­
acter must be one square away to cast. 

GREAT NEED: Causes an overwhelm­
ing unspecified desire in the spell's 
target, causing him or her to ignore 
anything else. 

CoNFUSION: This spell results in its 
target being quite confused, reducing 
his or her effectivene s in combat. 

MASTER OF ANIMALS: Same effect as 
Bambaladam, but only on animals. 

HORRIPHOBus: All You See And All 
You Hear. Causes a blind panic in the 
caster's opponent that makes him or 
her likely to run away. 

ASTRAL THEFT: Withdraws astral 
points from the spelJ's target and al­
lows the caster to u e the e to power a 
spell. 

REsPONDAMJ: Tell Me Now And Tell 
Me True. Forces the target to speak 
the truth. 

MEEKNESS: Allows the caster to tame 
wild animals. 

SOMNIGRA VIS: Fall down, be fast 
asleep. Puts the target to sleep. 

DANCE!: Forces the target to dance 
until exhausted. 
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