











































































































































































































































































































































































































































































































































































































_ CHAPTER A8 '

OFEHLAND WEAPONS

These weapons may all be equipped and wielded in the character’s offhand once he possesses the
Second Weapon trait and skill.

il Name Type Damage Bonuses/Penalties
he Side Oxe 2nd Wpn 2-3 None
Vi- Side Dagger 2nd Wpn 2-3 None
T's Side Hammer 2nd Wpn 3-5 None
lit. Main Gauche 2nd Wpn 2= None Ty
Wakizashi 2nd Wpn 2-6 Hit+1 ) ;i
Tanto 2nd Wpn 255 Hit+1 & §§
, |29
20
on 33
Fs cR
he X

=F

= Ihuperis

L e S

CDHROWN WEAPONS

These weapons are all thrown at opponents. Most can be equipped on the ammunition
slots in the character’s inventory. Make sure you pick up your thrown weapons after a battle
P” so that you can reuse them.

-

= Name Type Damage Bonuses/Penalties
=5 { Beestinger Thrown 2-3 Poison

= ! Black Widow Thrown 3-6 Hit+1, Poison

= . | Feather Dart Thrown 2-3 None

o ‘ Fire Bomb Thrown Special Fire cloud, area effect
5 | Riss of Death Thrown 7-16 Poison, Death, Paralysis
E l Rnife Thrown 2-5 None

& | [Miner's Bomb Thrown Special €Explosion, area effect
= Paralytic Dart Thrown 3-6 Hit+1, Paralysis

=~ | Poison Bomb Thrown Special Poison cloud, area effect
=1 1 [Sturiken Tiwown por Hit+1, Death

Ry Sleep Dart Thrown 24 Sleep

& Throwing Oxe Thrown 2-6 Hit=1

4 Vorpal Thrown St Hit+2




SpeCIAL WEAPONS

These weapons all represent the masterwork of an enchanter or smith. Many of them are unique
and all confer great benefits upon their wielder!

Name

Type

Damage

Bonuses/Penalties

Oxe of Runes
& Stones

Oxe

7-16

€nchant+1,
Hit+1.

BlueBeard's Blade

Sword

€nchant+1, Hit+1; Poison

Dragon’s Tongue

Sword

€nchant+1; Flame Blast six
charges.

Great Sword of Doom

Sword

€nchant+2; Deathstrike.

Rraokendon

Mace

€Enchant+2, Hit+2; Lightning 5
charges.

Lance of the Lady

Pole & Staff

Enchant+2 Hit+3; Deathstrike.

Mace of Mangling

Mace

€nchant+1, Hit+i; Stun.

Mavin Sword

Sword

€nchant+2, Hit+2

Mavin Sword Il

Sword

€nchant+s, Hit+s, Damage+s;
Black Fire 25 charges. (This is
the Mavin Sword once it
carries the Black Fire.)

Nightblade

Sword

€Enchant+2, Hit+2; Paralyze,
Fear.

Robinsword

Sword

€Enchant+2, Hit+3;
Deathstrike.

Rod of Death

Mace

Death; Face of Death three
charges.

Serpent’s Staff

Pole & Staff

Cursed; Hit+1, Enchant+;
Poison; Venom Bite five
charges.

Shinwiki's Spear

Pole & Staff

€nchant+, Hit+i.

Skull Dagger

2nd Weapon

Cursed; Enchant+1, Hit+i;
Poison.

Staff of Death

Pole & Staff

€nchant+1, Hit+1; Sleep,
Stone.

Staff of Death Il

Pole & Staff

€nchant+gq, Hit+q, Damage+q;
Word of Death twenty-five
charges. (This is the Staff of
Death once it carries the
Black Fire.)

Staff of Hagery

Cursed: Hit+1, Enchant+1;
Paralysis, Mana Drain, Sleep,
Blind; Dazzle five charges.
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Staff of Summoning Pole & Staff 4-10 Hit+1, Enchant+1; Paralysis;
Summon Undead five
charges.
Sword of Orgus Sword 6-20 Hit+2, Enchant+2; Deathstrike
Sword of Hearts Sword 7-19 Hit+q, Enchant+3; Deathstrike ‘ f
Sword of Rerah Sword 9-29 Hit+3, Enchant+3; Invoke to {1
gain Guardian Ongel Trait. é
Talons Fang 2nd Weapon q4-19 Cursed; Enchant+2, Hit+2; X
Stone. .O
Tomonari Ratana Sword 5-21 €Enchant+1, Hit+2 -
Trident of Tides Pole & Staff 1] Hit+2, Enchant+1; Stone, P
Sleep. . §;
Wand of Weakness Dagger 1-2 Enfeeble. ;
Witch's Stick Pole & Staff 2-q Sleep. 1 Eg
Wizards Blade Dagger 6-18 €Enchant+2, Hit+2; Sleep. ‘ ga 1
X

CIISSILE WEAPONS

Missile weapons rely on more than a character’s strength; they need a bow or crossbow to fire.
There are two broad categories of bows: Bows and Crossbows. Bows fire arrows and have a
shorter range and damage potential, whilst Crossbows fire bolts and are more damaging. A basic
willow arrow does 2-4 points of damage, while a bolt inflicts 2-5.

PRS-

= ,:m:mi

1
Name Type Damage Bonuses/Penalties i d
Short Bow Ranged By arow Least damage, shortest range ‘ b
Long Bow Ranged By arrow Medium damage and range ! T
Crossbow Ranged By bolt Medium damage and range
Siege Crossbow By bolt Most damage. longest range

There are many special arrows and bolts, most commonly those that add a small
bonus to damage or the chance to hit. Some of the more spectacular magical arrows
that are known include:

Name Type Damage Bonuses/Penalties
Poison Qrrow Ranged 2-5 Poison
Bone Orrow Ranged 2-8 Hit+1, Enchant+1, Paralysis

Takekatsu Orrow Ranged 6-12 Hit+3, Enchant +3, Death
e e T e




SHIELDS

Shields are carried in the character’s off hand, so you will face a choice between using a weapon
and a shield, a weapon and a missile weapon, a two-handed weapon, or fighting with a second
weapon. Overall, I would recommend using a weapon and shield at the beginning of the game
and then developing either the character’s ranged weapon skill or their second weapon skill.

- B

”~

A shield’s rating gives that character a chance to block incoming attacks.

Name Type Bonuses/Penalties ‘
Buckler Shield +1 Shield Rating l
Wooden Shield +2 Shield Rating

Round Shield +3 Shield Rating

Battle Shield +q Shield Rating

Crusader Shield +5 Shield Rating, Enchant+)

Dragon Shield +6 Shield Rating, Enchant+

ARMOR |

Armor is worn to protect a character from damage. If an enemy successfully hits one of your char-
acters, their Armor Rating will determine how much damage they actuall\' suffer from the attack.
[f the Armor Rating absorbs all the damage from an attack, then no speual effects will be gener-
ated by that attack, either.

= - AN B . PN eSS

The huge Oomphaz require specially made armor because of their bulk. The tag ‘Oomphaz’ pre-

cedes armor that an Oomphaz may wear. It is otherwise identical to normal armor. | S
Ro
Ta
Name Position Armor Rating o
Doublet Torso 0.9 P
Trousers Pants 0.3
Suede Boots Boots 0.3
Robe Torso 0.8
Name Type Armor Rating
Leather Ormor Torso 1.6
Leather Leggings Pants 1.2
Leather Boots Boots 0.6
Leather bracers Orms 0.45
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Name Type Armor Rating

Chain Mail Torso 3.2
ipon : _
ond Chain Leggings Pants 2.9
ame Chain Boots Boots 1.2
Chain Gloves Orms 0.9
Chain Coif Face 1.6
— Name Type Armor Rating
— Plate Mail Torso q.8 ; ]
— Plate Graves Pants 3.6 ;E
— Plate Boots Boots 1.8 Eg :
— Plate Gauntlets Orms 1.8 : E{O 3
g2
— =
| _ N
. | Name Type Armor Rating ~
Samurai Do Torso q.0 + ﬂ
2
Haidate Pants 3.0 {8
' Tabi-Waraji Boots L5 ! ']
har- Samurai Gauntlets Orms 1.0 ) B
ack. o ' 8
Samurai Rimono Torso 1.6 i
ner- i
Ninjn and Assas i §
| Name Armor Rating d
Shitagi Torso 0.8/1.2 [Ninja Black/Qssassin Red)
Robakama Pants 0.6/0.9 [Ninja Black/Ossassin Red)
Tabi Boots 0.3/0.45 [Ninja Black/Ossassin Red)
Cowl Face 0.q/0.6 [Ninja Black/Ossassin Red)

| HEEEE EEEEE e



ARMORED BRAS g B |

A bra is more traditionally a female item of clothing; it (ahem!) provides support. However, some
men will wear a bra into combat, too.

Name Type Armor Rating
Cloth Bra Torso 0.6
Leather Bra Torso 1.2
Chain Mail Bra Torso 1.6
Plate Mail Bra Torso 2.9

HELMETS

b
Name Type Armor Rating |'
Barbarian Helm Head 1.0 !
Cloth Cap Head 0.9 l
Cone Helmet Head 1.0 Y
Crusader Helm Head 2.0 1

-_—

—
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SPECIAL ARMOR

These are some of the masterwork armors that you may find on your journey.

CHAPTER 8

(DAGICAL

Name Type ‘Damage Bonuses/Penalties
Zunari Rabuto Head 28 Hit+2; Protection from Fire
and Lightning 25%
Wizard's Robes Torso 1.6 Various Protections at 10%
Priests Robes Torso 1.6 Various Protections at 10%
Ocolyte’s Cap Head 08 Various Protections at 5%
Wizards Hat Head 1.2 Various Protections at 15%
Dragon Plate Mail Torso 5.6 Protection from fire 80%
Divine Chain Torso q.0 Hit+1:Regeneration+1:General
Protection 20%
Plate of the Realm Torso 72 General Protection 35%

INSCRUMENCTS

Only a Bard with the Musician Trait and the appropriate skill level in Music may use these
strange and unusual instruments. These items do not have to be equipped but can rest in the
character’s backpack until they need to be used. Each instrument has one spell effect associated
with it and this may used over and over again, be careful though a character that plays such an

enchanted instrument will lose Stamina and need to rest.

Nasme OF InsTriment SPCLL erfcct

Lyre of llusion Summon Creature
Lyre of Madness Dementia
Lyre of Death Face of Death
Lute of Tranquility Sleep

Lute of Quietude Silence

Lute of Grace Blessing

Lute of Miracles Healing Realm
Pipes of Peace Charm

Pipes of Power Heroic Might
Pipes of Pain Pain

Pipes of Poison Uenom Bite
Flute of Fear Frighten

Flute of Fumes Stink Bomb
Flute of Fire Burn

oy

i
Y
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Each book contains the essence of a magic spell; there is one book for each spell in the game! If a character is
capable of casting that spell, then they may read the book to instantly learn that spell. ‘

To read a book, right-click on it within a character’s inventory screen. If the character can cast the spell con- ,
tained within the book, there will be an Invoke button. Press this button for the character to learn the spell. \

Book Cost || Book Book Cost

Book Qrtifact of Fiend 10000 Book OFf Exorcism Book Of Poison Breath 5000 ‘

Book Ortifact of Fire 5000 Book Of Face of Death Book Of Pry 3000 |

Book Qrtifact of Ice 5000 Book OF Firestorm Book OFf Rebirth 20000 ‘

Book Ortifact of Spirit 20000 || Book Of Flamedrop Book Of Reflect Damage 20000

Book Ortifact of Stone 4000 Book Of Flamestrike Book Of Repel 500 -

Book Ortifact of Vines 3000 Book OFf Force of Mind Book OF Restore Health 10000 t

Book €Elemental Blast 3000 Book Of Freeze Book Of Resurrect 5000 |

Book Merlin's Shield 5000 Book Of Frenzy Book Of Reveal 4000

Book Of Ormored Realm 3000 Book Of Frighten Book OFf Shadow 1000

Book Of Ormorplate 500 Book OFf Frost Breath Book Of Shock 500 :

Book Of Owaken 500 Book Of Great Heal 3000 Book Of Silence 3000 r

Book Of Binding Force 3000 Book Of Hands Of Time 20000 || Book Of Sleep 1000

Book OF Bless 500 Book Of Haste 1000 Book Of Slow 500

Book Of Blinding Flash 1000 Book Of Heal 500 Book Of Spectral Raven 3000 o ‘

Book Of Blood Bath 20000 || Book Of Healing Realm 5000 Book OF Spirit Eye 1000 1

Book OF Blood to Gold 1000 Book Of Heroic Might 4000 Book Of Stink Bomb 500 '

Book Of Bloodlust 500 Book Of Iceball 4000 Book OF Stone to Flesh 10000

Book Of Breath of Qir 10000 Book Of Icestorm 20000 || Book Of Summon Creature 3000 ’

Book Of Burn 500 Book Of llluminate 3000 Book Of Summon Fiend 20000

Book Of Burning Haze 5000 Book Of Incinerate 10000 || Book Of Summon Undead so000

Book Of Call of Home 20000 || Book Of Invisibility 5000 || Book Of Teleport 10000

Book Of Charm 1000 Book Of Lavawalk 10000 || Book Of Torchlight 500 ‘

Book Of Circle of Fire 20000 || Book Of Lifesteal 10000 || Book Of Toughen qo00 ||

Book Of Create Portal 10000 Book Of Lightning 5000 Book OF Twisted Master 10000 i

Book Of Cure Poison 4000 Book Of Locust Swarm 5000 Book Of Unbinding 4000

Book Of Cure 10000 Book Of Lure 1000 Book Of Unsilence qooo l i
Book Of Dazzle qooo || Book Of Magma Bomb 10000 || Book OF Vanish 10000 ' b
Book Of Deadly Vapors 10000 |} Book Of Melt 1000 Book Of Venom Bite 1000 ‘ 1
Book Of Dementia Book Of Meteor Book Of Vine of Life 20000 ’ [
Book Of Demonic Fist Book OF Meteorstorm Book Of Voice of Terror 3000 |
Book Of Disarm Trap 5000 Book Of Mind Leech 3000 Book Of Whirling Dervish 20000 ]
Book Of Dispel Unded 3000 Book Of Negate Magic qooo Book Of Word of Death 20000 1
Book Of Dragon Breath 5000 Book OF Nimble 500 | Book OF Zap 1000 s

Book OF Dust to Dust 10000 Book Of Pain 1000
Book OF Enfeeble Book Of Petrification 10000
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SCRrOLLS

Each scroll contains the stored power of a spell. When that power is unleashed (by reading the
scroll), the stored spell takes effect.

To read a scroll, simply ‘Use’ it and select an appropriate target. You will not be able to read the
scroll unless you have a target. Once read, a scroll is consumed by the magical energies, unless the
character reading it has the trait Scroll Lore.

Scroll Name Spell Effect Cost in Gold
Scroll of Qnnihilate Fire Bomb 1000
Scroll of Onti-Magic Negate Magic qoo
Scroll of rmageddon Meteorstorm 1000
Scroll of Ormor Ormorplate 100
Scroll of Blessing Blessing 100
Scroll of Burning Burn 100
Scroll of Creatures Summon Creature 300
Scroll of Daylight llluminate 250
Scroll of Death Face Of Death 500
Scroll Of Dispelling Dust To Dust 300
Scroll of €xorcism €xorcism 2500
Scroll of Fear Frighten 100
Scroll of Fire Flamestrike 300
Scroll of Healrealm Healing Realm 500
Scroll of Lavawalk Lavawalk 1000
Scroll of Life Resurrect 1000
Scroll of Magicshield Merlin's Shield 500
Scroll of Possession Twisted Master 1000
Scroll of Prying Pry 200
Scroll of Rebirth Rebirth 2500
Scroll of Recall Call Of Home 2500
Scroll of Sleep Sleep 200
Scroll of Sloth Slow 100
Scroll of Stasis Stasis 1000
Scroll of Swarms Locust Swarm qo0
Scroll of Unbinding Unbind qoo
Scroll of Unsilencing Unsilence q00
Scroll of Wakening Owaken 100
Scroll of Winds Whirling Dervish 1000

WNAINY.LNIWYIWEY
% AHOLNIANI

-

1
3




POTIONS

Potions come in vials, flasks, and bottles. To drink a potion, ‘Use” it on the target character.
Virtually all potions duplicate the effect of a spell or cure an affliction.

Potion Name

Effect

Bloodlust Potion

€ffects the character with Bloodlust, as the spell.

Cure Poison Potion

Cures poison.

Cure Potion Cures many conditions, such as Disease.

Great Heal Potion 0O remedy for many ills, including Poison and wounds.
Heal Potion Heals a small number of hit points.

Heroic Might Potion Grants Heroic Might to the imbiber.

Mana Max Potion Restores all Mana to the drinker.

Mana More Potion

Restores some Mana to the drinker.

Mana Potion Restores a little Mana to the drinker.

Restore Health Completely heals the drinker of all wounds.
Stone To Flesh Potion Restores a character from Stone to Flesh again.
Toughen Potion Grants 10 bonus hit points for a short time.

CHAPTER 8: INVENTORY & ARMAMENTARIUM
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Powders come in little compacts; they can be thrown at enemies to blind or otherwise confuse

POWDERS

CHAPTER 8

them.
Powder Name Effect
Blinding Powder Chance to blind the enemy.
Faery Dust Causes a random effect, comparable to other powders.
Sapping Powder Weakens an enemy like an Enfeeble spell.
Stink Powder Creates a Stinkbomb-like cloud.

JeweLpy

There are many types of enchanted jewelry in the Gael Serran. Some confer
a bonus upon a character so long as they are worn, others offer an invokable

benefit or a spell with a number of charges.

Some pieces of jewelry may be cursed and will give a penalty or even harm your

hero. Such items must be removed at a Temple and then sold!

Name Effect

Divine Sigil Ormor Rating+3; Protection from €Elements 3%

Ring Of Gedda Ormor Rating*1; Protection from Fire 15%

Ring Of Neptune Protection from paralysis 25%; Hit+1:; Regeneration+1
Ring Of the Bat Protection from Light 15%.

Signet Of the Mavin Ormor Rating+2, General Protection 10%

Sylvan Ring Protection from Poison 10%

Ring of Lorecca Qrmor Rating+1; Protection from Mind 15%

Ring of Mariin Qrmor Rating+2; Protection from Fire/Cold 20%

Ring of Mimel Qrmor Rating*+1; Protection from magic 15%

(>
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Name

Bracelet vs. Poison

Ormor Rating+1, Protection from Poison 30%

Bracelet of Bravado Hit+2

Cuff of Brandishing Hit+1

Bronze Cuff Ormor Rating+1

€Electrum Cuff Ormor Rating+1; Protection from Elements 6%.
Golden Cuff Ormor Rating+2; Various Protections 35%
Mystic’s Band Ormor Rating+2; Various Protections 25%
Name Effect

Qlgamesh’s Omulet Ormor Rating*+1: Protection from Poison 50%
Omulet Of Orgus Ormor Rating+2; General Protection 20%
Omulet of Holding Cast Binding Force three times

Qmulet of Life Cast Resurrect three times

Omulet of Silence

Cast Silence three times

€ye of Heaven

Qrmor Rating+s; Hit+3; General Protection 35%

Gem of The Ocean
Golden Talis

Ormor Rating+1; Various Protections 25%

Heart of the Dragon

Protection from Fire 50%

Priest’s Stone

Ormor Rating*1; Various Protections 10%

Rogue’s Stone

Parry +q [bonus to skill rating]

Ward of Elements

There are several different Ward Stones, each protecting against a different attack. For
example, the Ward of Magic grants Protection from magic at 50%.

Warrior's Stone

Ormor Rating+2; Hit+2

Wizard's Stone

Ormor Rating+1; Various Protections 10%

Gem of the Ocean

Various Protections 25%

Gem of the Mountain

Qrmor Rating+2; Protection from Fire, Elements 25%

Ankhs

The mystical Ankhs are imbued with divine power and will permanently add one point to an
attribute when invoked. It is best to identify Ankhs so that you can tell which character would
benefit the most from their power. There is one Ankh for each Attribute and its power will

increase that Attribute by one, up to a maximum of 20.

Qnkh of Strength

Onkh of Ogility

Onkh of Intellect

QOnkh of Fortitude

Qnkh of Spirituality

Qnkh of Will

Onkh of Dexterity

¢ Onkh of Presence

s -
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CHAPTER 8

STUER
BAG OF GOLD

If you see a Bag on the ground or in a chest, it contains gold. Simply walk over it or click on it
to pick it up, and the gold will be added to that character’s reserve.

GEMS

Gems are precious stones that can be turned into cash at any shop! Each gem is more valuable
than the last.

4+ Amethyst Gem (there are several colors
of amethyst)
+ Emerald Gem

4 Ruby Gem
4 Diamond Gem

LOCKPICKS

Lockpicks are used to enhance a thief’s skill when open- | Lockpick Cost
ing tricky chests or locks. To use a lockpick, simply select FTe==== chpick 100 gokd
it in the “Use’ menu and click on the target lock. The | eyel 2 Lockpick 250 gold
lockpick’s rating will be added to the character’s | Level 3 Lockpick 500 gold
PickLocks skill and a chance to open the chest or lock | Level g Lockpick 1000 gold
calculated. Level 5 Lockpick 2500 gold
Beware, using a lockpick is no guarantee that the chest —— sk

will be safely opened and each attempt will use up (break)

a lockpick!

LIGHTS

These items provide a source of light in the darkness of the night. You will soon be able to sub-
stitute magic for their presence and will scarcely ever need to carry one. These items will be
exhausted as soon as their fuel runs out and so provide only temporary light.

spell

Torch 0 torch will shed a dim light equivalent to the night vision of a Whiskah or the Sun

Lantern 0 lantern sheds greater light, equivalent to the Sun spell llluminate.

WNIHVYLNIWNVWNEY



QuescT ITems AND Kevys

These items are the various quest items you will come across. While many have useful functions
(for example, Ardibren’s Keepsake can serve as a ‘shield’ for a Wizard), you will be giving up these
items as solutions to the various quests and tasks set before you.

Olgamesh’s Omulet Holy Water Scroll of Trickery
Ordibren's Reepsake HThark’s Lockpicks Second Tablet of Cet
Ordibren’s Journal Idol of Darkness Serpent Idol

Osh of Onephas Incense Cones Serpent Rey
Ossassin's Contract Incense Cones Servant’s Menu
Barrenhawk Package Jathil's Scroll Shroud of €Elsera
Bauble Stick Jewel Crystal Silver Rey

Boogre Brew Rerielle's Elixir Skull

Book OF the Servant Rey of Bone Skull Rey

Bridge Crank Rey OF the Magus Spider €gg
Bridging Baboons Labyrinth Rey Spider Nectar
Champion's Rey Lich’s Heart Statuette of Rerah
Clan Invitation Lich’s Rey Talrik's Treasure Map
Copper Rey Light Of Death The €vil Eye
Dragon Ore Longtooth Hide Third Tablet Of Cet
Dragonshard Master Rey Toad's Potion
Dungeon Rey Miner's Permit Treant Seed

€Empty Flask Monkey Idol Treasury Rey
€Erzebette’s Letter Monkey Rey Trolly Lever Handle
€ye of the Serpent Obelisk of Light Tusk OF Lust

Face OFf Corruption Orb of Clarity Underwater Breather
First Tablet Of Cet Paw Of Contagion Voodoo Doll

Giant Conch Shell Prophetic Seroll Warrior's Crystal
Glowstone Raptor €gg Warrior’s Jindol

Gold Rey Rat Pie Warship Wheel

Gold Lamp of Olababa Rat Skull Wizard's Crystal
Gold Serpin Relic of Isis Wizard's Jindol
Grunaxe's Ring Samurai's Baton Worn Stick

Heretic's Rey Scroll Of Banishing

Holy Relic Scroll Of Galian

TOMES

There are four true Tomes of Creation, which will unlock the secrets of becoming a Zenmaster.
Other false Tomes, such as the Tome of Misfortune, also exist, so remember to seek only the four
true artifacts. A e

« Tome Of Fire « Tome Of Water
+# Tome Of Wind < Tome Of Earth

e n -
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“FIND THE MAVIN SWORD
AND BRING AN END TO EVIL!

The path to discover the Mavin Sword is not an easy one. Set before you are
over 100 adventures, quests, and mini-quests to complete. Your merits will

be tested, your skills pushed to the limit. You must train your character by 2
choosing from more than 30 unique skills, and acquire special abilities from
over 50 possible character traits, to build yourself into a worthy adventurer.

DON’T EXPLORE THE GAEL SERRAN WITHOUT THIS: J
+ WALKTHROUGH: This is your guide through the geography of

the game—strategy for progressing through every area, complete
, with maps and puzzle solutions.
WS :
B < \ + CHARACTER CREATION & ADVANCEMENT: With
' i complete coverage of attributes, skills, and traits, this section shows
25 1% you how to customize your character and what choices will reap
A % '
: the greatest rewards.
\C\‘ J A -
: 4 BESTIARY: You will meet hundreds of other inhabitants, both 5\

W friendly and fierce, in your journey. Look here for the details on
‘( how to deal with each encounter.
5

¢ WEAPONS & ITEMS: An exhaustive list of the more than 300
standard inventory items, including tips on customizing your gear
o with enchantments and blessings. . N
4 COMBAT & MAGIC: How to prevail in battle and essential
ACIiViS'O" survival tips, plus powerful spells from all six books of magic!
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