








































































































L1pgrades one gem (randomly chosen from your character's 
inventory) to the next higher grade. The skulls of some 
demonic creatures. inscribed with eldritch symbols, are said 

to work much like gems. 

r>OTiO n 
Throughout your adventmes you'll find several types of 
magically enhanced elixirs. The most common of these are 
Healing potions. Red in hue, they mend broken bones and 

repair bu med or tattered flesh. 

Mana potions are infused with the raw magical power to 
restore the energy expended while using skills. 

Both healing and Mana potions are available in five levels of 
potency. Potions of Regeneration restore both Life and Mana. 

Another common elixir restores stamina . These smaller white 
vials instantly restore the ability to run. There are also anti­
dotes to various afflictions that can plague an adventurer, and 
thawing potions to combat cold or ice-based magics. 

Beneficial potions of antidote and thawing shoLild not be 
confused with the poisonous and volatile throwing potions. 
The grenade-like throwing potions cannot be consumed. 
Alchemists are careful to mark their concoctions properly to 
avoid accidents. Throwing potions are discussed in greater 

detail earlier in this section. 

Use your cursor to read about a potion 's properties and 
potency. To drink a potion. right-click on it in either your 
backpack or your belt. Alternatively, press one of the four 
belt Hotkeys ( t -4) to drink potions from the ready slots of 
your belt. See the belt section for more details. 

CROLLS 
There are only two types of scrolls: Scrolls of Town Portal 
and Scrolls of identify. Both types are extremely useful dur­
ing your character's travels. If you cannot find enough of 
them, you can always buy some from an NPC vendor. 
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A scroll of Town Portal opens a magical oval near your char­
acter. that acts as a gateway to a safe camp. town or city. A 
Town Portal remains active until your character re-enters it 
in town and returns to the place where it was originally cast. 
casting a Town Portal closes Portals previously cast by the 
same character. 

scrolls of identify are used on unidentified magically enchant­
ed items, helping you decide whether to equip or sell them . 
Right-click on an identify scroll to cast it. Your mouse cursor 
changes into a question mark. Move the cursor over the 
unidentified item and left-click. The magical properties of the 
item appear in its description. 

TOfh ES 
Designed to hold volumes of similar spells. each tome can 
store up to 20 scrolls of the same type. Vendors who sell 
scrolls generally sell tomes as well. Right-click on a tome to 
cast one of the scrolls stored within it. When a tome is 
empty, it remains in your inventory until it is replenished 
with more scrolls. sold. dropped . or traded. Add scrolls to a 
Tome in your inventory by dropping them on it. Dropping 
one Tome onto another consolidates them into one Tome. 

HRinES AnD WELL 
The many realms of Sanctuary contain wonders of all kinds. 
Some of the most mysterious are the shrines and wells scat­
tered across the lands. These shrines and wells are always 
beneficial , but you should choose the best times to use 
them . Highlight each shrine to display a descriptive name. 
Left-click on a shrine or well to invoke its magical effect. 
Shrine effects wear off after a period of time. Your character 
can be under the influence of only one shrine at a time. and 
activating a second shrine replaces the effect of the first. 
Most wells and some shrines recharge after a brief period of 
time and can then be used again . 
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"What fires burn within my heart and force me to contend 
With the perils tltat await me at this tragic journey's end? 

"I have walked the roads that lead to Hell, I have challenged all but Fate. 
I have fought and bled and carried on just to reach this final gate. 

And now the task before me looms, this dire deed undone; 
I shall make my stand against the Three until the battle's won. 

"What fear or wound could ever still this last defiant cry, 
As I stand against the Shadow 'neath the endless burning sky?" 

- C. Vi11ce11t Metze11 

-EX LiBRiS HGRADRilh-
THE HunT F0R THE THREE 

"The passages contained herein are first-hand accounts of the hunt for the 
three exllrd Prlmt IMls: Mephisfil Hatred, Qaal of Destruction, and Dlnblo 
of Terror. \Bt ad1 d: Thou~h i'1ese ntrles e inscribed ltu11dreds of years 

ap11rt g found in lfmds f11r umoved from o t cmorter, tlify each contain 
glim olnto the sl1adowy 11ethe!~f1J!!ln. of the Prime EWis. These passages 

re not int~l~/be uninitiated ... " 

U T0DiArlS 0F HATRED 

A letter to the Archbishop Lazarus written by Sankekur. Que-l-legnn. 
Supreme Pntrinrd1 of the Znkarum Church 

Faithful Lazarus, 
I write you to address my growing concerns regarding your 
recent petulance and that of your fellow Archbishops. For 
the past few months, I have witnessed a certain darkening 
of your spirits that I can hardly account for. You and yoLir 
brethren are First amongst the Chosen of the Light. If our 
retainers and followers so much as suspected a rift in 
authority between us, I fear we would lose much of the 
control we have gained over this ancient, troubled land. 

Our line was charged. long ago, with watching over Kurast 
and its peoples. As you well know. it is our duty to spread 
the glory of the Light to all corners of the known world, 
whether it be welcomed or not. But most important, the 
Horadrim trusted OLlr Church to maintain the wardings 
that keep our dark guest chained beneath the Temple City. 
Since it has been your sole responsibility to safeguard 
Mephisto's Soulstone, I wonder if perhaps your dread task 
isn't affecting your noble spirit in some malign way. 

Whatever the cause of your recent rebellions against my 
will. I wish to see you and your Archbishops in council 
immediately. If you have not the strength of heart to 
perform your duties like a true Servant of the Light, then I 
will find someone to replace you. The binding of the Lord 
of Hatred is paramount to the safety and future of the 
Zakarum Church . I will not see the Church threatened 
by the pettiness and jealousy of its servants. I will be 
expecting you. 

Sankekur. 
Que-Hegan 



LuT GH0LEin: THE Binoinc 0F DESTRU CTi0n 

Excerpt from the jo11mal of the Vizjerei Mage. Nor Tirnj ; 
Acolyte of the Horadrim 

On the fifty-eighth day of our campaign , we caught up with Baal 
near the ancient port city of Lut Gholein . We had tracked the great 
Lord of Destruction all the way from the lands of Kehjistan some 
months before. Our leader, Tai Rasha, believed that Baal was head­
ed north, towards the wintry lands of Scosglen, but for some reason 
the demon chose to forfeit his lead and take refuge within the sand­

blasted city. 

Wishing to avoid a confrontation in which innocents might be hurt, 
Tai Rasha ordered us to stay our attack until Baal had left the city's 
walls. We waited and watched for three days before the treacherous 
creature emerged from Lut Gholein . Heading north as Tai Rasha had 
predicted, Baal set off once more. Before he had traveled more than 
a few miles into the surrounding desert , we were on him . With the 
strongest spells we could muster, we battered the great Lord of 
Destruction and forced him to give ground before us. 

The enraged demon let loose the fLill fury of his powers. The earth 
itself exploded under our feet , swallowing many of our brethren. Fire 
leapt up from the split rock and burned many more. Destruction spi­
raled around us in every conceivable form , but we had traveled too 
far to be stopped just then. Weakened by his exertions, Baal let loose 
one final strike against Tai Rasha ; yet, thankfully, the mage was left 
relatively unhurt. Unfortunately, the sacred Soulstone that he had 
been given by the Archangel Tyrael was shattered into several small 
pieces. Reeling in panic, we pressed our attack and succeeded in 
temporarily subduing the raging demon. 

Knowing that the Soulstone's broken shards would not be enough to 
contain Baal's powerful essence, Tai Rasha quickly devised a reck­
less plan to contain the demon forever. With a feverish light in his 
eyes, he coldly walked over to Baal 's writhing form and slit the crea-
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tu re's throat. As Baal 's spirit fled the dying body, Tai Rasha chose the 
largest of the Soulstone 's shards and jammed it into the open wound . 
just as w ith Mephisto, Baal 's spirit was sucked into the golden 
shard 's vacuous recesses and trapped . The shard pulsed and 
hummed as though unable to hold its terrible contents in check. 
Though we questioned his judgment, Tai Rasha seemed confident 
that the shard would hold Baal until our task was complete. 

At this moment, the Archangel Tyrael appeared and held Tai Rasha 
in his penetrating gaze. The angel 's shimmering visage was beauti­
ful beyond comprehension, and I distinctly remember him whisper­
ing to Tai Rasha , "Your sacrifice will be long remembered , noble 
mage. " With the golden shard in hand , Tyrael led us to a series of 
secret caves buried deep beneath the burning desert sands. There we 
found seven ancient tombs built by some long- forgotten people. Om 
grim procession stopped at the last enormous vault, and Tyrael bade 
us to begin constructing a binding stone at the chamber's center. It 
was only then that I realized what he and Tai Rasha had in mind .. . 

We etched powerful runes of containment Lipan the binding stone 
and used our magic to craft unbreakable chains from the chamber 's 
walls. Once preparations were completed, Tai Rasha ordered that he 
be shackled and bound to the stone. To our horror, Tyrael walked 
forward and brandished the glowing shard before him . Before any of 
us could react, the Archangel drove the shard into Tai Rasha 's bare 
chest. Golden fire blazed from Tai Rasha's eyes as the Lord of 
Destruction flooded into his writhing body. We gaped in awe as the 
realization of what had transpired took root in our minds. Tai Rasha 
had made the ultimate sacrifice: He would remain chained forever, 
cursed to wrestle with Baal 's foul spirit until the end of time. 

Sorrowfully, we made oLir way back into the sunlight and watched as 
Tyrael closed the tomb 's giant doors forever. The last sound to 
escape the cold tomb was a tormented scream not born of this world . 
I pray that Tai Rasha 's sacrifice was not in vain . I pray that the evil 
buried under the desert sands remains bound until men forget that 
there ever were evils that walked among them. 

~ Ii Ex LillRi' H0RADRilll ii ~ 
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THE AWAKEninc Ano THE WAnDERER 

All excerpt from tl1e manuscripts of Deckard Cain: Last of the Horadrim 

Regrettably, I was the only man in Tristram who knew about the 
Soulstone buried beneath the ancient Monastery. As the last descen­
dant of the Horadrim, I alone knew the truth about what the crimson 
stone held locked within it. Perhaps if I 'd told them all about it, our 
quiet little village would have been spared. Perhaps this horrible 
chain of events might never have come to pass. 

In truth, I suspect that it was the Archbishop Lazarus who first fell 
prey to the Soulstone's burning power. He had been sent from Kurast 
as an ambassador of the Zakarum Church. Cloaked in the Light as he 
was, no one even suspected the treachery he proved capable of. 
Apparently, it was he who discovered the crimson stone within the 
labyrinth under the Monastery ... and shattered it. 

Whether it was madness or some insidious agenda that drove him, 
Lazarus released upon us an unspeakable horror. Diablo, the Lord of 
Terror, who was imprisoned within the Soulstone by my ancestors, 
was set loose upon the world once again. Somehow, Diablo used his 
hell-borne powers to transform the dank labyrinth into a gateway 
that led straight into the gaping maw of Hell itself. His murderous 
servants took up residence within it and awaited anyone foolish 
enough to plumb its darkened recesses. Our own noble sovereign, 
King Leoric, fell under Diablo's sway and spiraled down into the 
depths of madness and fear. As our maddened King gripped the land 
in an iron fist, his only son, Prince Albrecht, was kidnapped by 
Lazarus and spirited away into the ruined Monastery. We watched as 
the dark things under the earth began to venture into our village, ter­
rorizing all who had chosen to remain. Those were dark days for all 
of us ... 

By day we worked our farmlands as we always had, trying in vain to 
ignore the growing sense of the terrors which emanated from the 
ruined Monastery. By night, we huddled with our families and prayed 
for the light of dawn to come. After what seemed like an eternity, 
deliverance finally made its appearance. 

A steady stream of heroes and adventurers from all across the known 
world came to investigate the rumors they'd heard about the grow­
ing evil in Tristram. Some came seeking fortune and glory, while oth­
ers sought to test themselves against the mysterious beasts which 
slept beneath the earth. Even Sorcerers from the ancient Vizjerei 
Mage Clan came to study the evil that had awakened in our land. 
Though the many adventurers nearly bled our village dry, all our 
hopes for salvation rode on their shoulders. 

There was one warrior among them, a quiet, brooding man, who 
stood out from the rest. None of us ever caught his name, or spoke 
more than just a few words with him. Yet he radiated a calm and a 
focus that unnerved even the staunchest of the other would-be 
heroes. It was this mysterious warrior who fought his way into the 
deepest recesses of the labyrinth. It was he who finally defeated the 
Lord of Terror in single combat. 

When I close my eyes, I can hear the sound of Diablo's tortured death 
cry echoing in my ears. It rumbled up from the deep earth and shat­
tered the windows of the decrepit Monastery. It may only have been 
my imagination, but I distinctly remember the sound of a young child 
screaming in the midst of the anguished roar. The echoes of that cry 
still torture the few hours of sleep I am able to get. 

I still remember the sight of the warrior as he crossed the Monastery's 
threshold and stepped out into the light of the sun . He looked as if he 
had walked through Hell itself. And who's to say ... maybe he had. 
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He was covered in both his own blood and that of his enemies. Yet 
strangely enough, my eye was drawn to a strange wound on his fore­
head. It looked as if he had somehow gouged himself above his eyes, 
yet the wound already appeared to have healed. I never did get a 
chance to question him about it. 

Suffice it to say, we believed that our village had been saved, and we 
bequeathed all manner of rewards upon our nameless hero. Despite 
the praises and accolades given him, he slipped further and further 
into a deep, brooding depression. I could only imagine the mind­
numbing horrors he had seen beneath the dark earth. I could only 
speculate as to how they had affected his heart and mind. 

He stayed among us for a time. He had no family and nowhere else to 
go, so it seemed logical that he should be welcomed in Tristram. 
Though he was cordial to those who approached him, he usually kept 
to himself and seldom came out of the house that we had given him . 
Ogden suggested that we throw a celebration in the hope that strong 
drink and good company would snap him out of his dark mood. We 
were mistaken. At some point during the celebration he slipped away 
and left us none the wiser. Later in the evening I paid a visit to his 
home. Nothing could have prepared me for what I saw there. 

The nameless man sat alone in his own entryway, muttering to him­
self in different languages, many of which had not been used in cen­
turies. He had donned a dark travelling cloak, and its deep hood hung 
low over his face. When he turned toward me, the firelight glinted off 
his tortured features, revealing the distorted visage of a man who was 
no longer himself. His eyes shone with a crimson haze and an eerie 
red light pulsed from the depths of the hood. The wound on his fore­
head had opened ... And I thought I saw ... No, it was probably just a 
trick of the light playing with an old man's overactive imagination. 
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I asked him if he was well, yet he just continued to ramble on. I was 
thoroughly unnerved by the whole scene and had made up my mind to 
leave him in order to bring help, when suddenly he seemed to snap 
to attention and spoke with an icy voice that filled my heart with a 
paralyzing dread. "The time has come to leave this place. My brothers 
await me in the east. Their chains will bind no longer." I had then no 
idea what he was talking about. We were all under the impression that 
he had no family. Yet, seeing that he had come back to his senses, I 
decided to take my leave and let him rest. In fact, at that moment. I was 
quite terrified by him and wished to escape his burning gaze. It was the 
last time I ever saw him. 

Our nameless hero left Tristram early the next morning. In secrecy he 
set off towards the eastern pass with only a pack of provisions and 
his sturdy sword. I can only guess what he went searching for. 
Shortly after his departure, our worst nightmares came true. The 
demonic servants of Hell returned to Tristram. 

As of this writing, I am the only survivor left . I have evaded the foul 
beasts for many nights, but I know that my time is rLinning short. 
Why they've returned and why they butchered so many innocents, 
I'll never know. All that I am sure of is that their arrival is somehow 
tied with the nameless one's departure ... I have written all of this 
down in the hope that someone will find these passages and attempt 
to right what transpired here. I expect that my life will end soon, but 
perhaps these writings will help to prevent this tragedy from befalling 
other villages, other lands. I will remain here until help arrives or the 
creatures finally come for me. Heaven help me. Even after all that's 
happened, I cannot bring myself to abandon this dismal place. 

Seek out the nameless Wanderer. Find out what he is searching for. 
I fear that Tristram is only the first of many villages to be consumed 
by the evil he sought to combat. 
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THE WGRLD GF SAnCTUARY 
The coming of the Three marked a time of evil in the history of Sanctuary 
unlike any other. The cataclysm that followed their arrival brought 
immense change to the world when the Three unleashed their hellish fol­
lowers upon the world. These followers wrought great destruction upon 
the lands of Sanctuary. That which was not consumed by the arrival of this 

malevolence was often twisted and altered by the effects of the resulting 
chaotic forces. Many of the native creatures inhabiting the vvorld became 

vile and depraved shadows of their natural forms. A world that once 
allowed the unfettered development and expansion of mankind became a 
place where only the strongest could survive. The areas most tainted by 
the Prime Evils' arrival in the mortal realm are the Western Kingdoms, the 
desert regions of Aranoch, and the jungles of Kejhistan. 

Unnatural and evil forces are influencing most, if not all, of Sanctuary's 
beasts to at least some degree. Many have witnessed creatures outside 
their native habitats assisting the minions of Hell's wrath. SLich sights grow 

more common as one nears a lair of demonic nobility. Greater demons 
gather these controlled beasts to their location in an effort to protect them­
selves. These powerful monsters harbor deadly capabilities. and occa­
sionally appear in unexpected areas. Let the adventurer beware! 

..... 



THE WESTERn KinGD8IhS 
Sandwiched between the Barbarian lands to the north and the vast deserts 
to the east lie the mountainous, verdant forestlands of the Western 
Kingdoms. The Western Kingdoms comprise three regions: Entsteig, 
Khanduras, and Westmarch. The smaller, self-contained kingdoms 
contained herein have developed unique rules of protocol and etiquette, 
leading many to consider the Western Kingdoms as the most civilized of 
lands. Such exalted opinions stand in surprising contrast to the youthful age 
of the realm . While long a destination of merchants and peaceful travelers, 
recently infighting has made the Western Kingdoms a common destination 
for mercenaries and other, more sordid, visitors. 

The Western Kingdoms are well known for their rich woodlands. a result of the 
area 's nutrient-laden soil, pleasant rainfall, and mild climate. From the massive 
pine and spruce, to the supple yew and ash, these woodlands are unequaled 
anywhere in Sanctuary. These abundant fine-grained woods are forested for 
housing, farming tools, and weapons of warfare. The Sisters of the Sightless Eye, 
who make their homes within the provinces of Entsteig, are renowned for the 

bows that they fashion from these trees. 

But as the shadows fall across all of Sanctuary, the Western Kingdoms too are 
changing. The once familiar creatures that have inhabited these forests have 
become warped, aggressive versions of their natural forms. Woodsmen have 
spotted several of the following creatures, and have submitted their report so that 
travelers and heroes alike may be better prepared to encounter these foul beasts: 

Blood Hawks 
Spawned from nests that have infested the wildernesses, these 

winged monsters assail passersby with quick swooping 
attacks. They retreat quickly after an attack , and a flock of 

them can be difficult to eliminate if the nest is not dealt with 
hasti ly. Both Foul Crows and Black Raptors have been spied in 

~ the regions of Entsteig. 

Spike Fie11ds 
Defensive quills dot the backs of these troublesome 
creatures. All species of Spike Fiends can fire their quills 
at range, and more developed variants have a more 
vicious rate of fire and tend to fire in volleys. At least 
two subspecies, the Quill Rat and the Thorned Beast, 
arc known to fire their quills without provocation. 
Caravans traveling to the Rogue Pass have reported 
several attacks by these aggressive monsters. 

We11digo 
Large but agile, these creatures are most often found in the wilderness. but 
are also reported to occupy the caves and dungeons 
of the Western Kingdoms. Sadly. the Gargantuan 
Beast. Brute, and Yeti (Wendigo subspecies) were 
previously known to coexist peacefully with humans, 
avoiding contact whenever possible. The ill effects of 
chaos have changed them, as they are now quick to 
anger and attack with huge. sweeping blows of their 
massive claws. Once provoked, they do not relent until their 
opponent is sla in or they themselves have fallen . Few live to tell the tale of an 
angered Wendigo, but those that have claim that nothing is more terrifying 
than the sound of these angry creatures bearing down on the attack. 

Falle11 011es 
These demonic imps have of late become very common throughout the woodlands 
of the Western Kingdoms. Many worry that if these small. vicious 
beings were to band together in large numbers, they might eas­
ily overthrow some of the smaller cities in the region. Luckily, 
cowardice appears to be one of the chief features of this 
species, and they quickly retreat when one of their brethren fall 
in battle. Although Fallen Ones seek to congregate together, so far 
only small encampments have been found, with no obvious over­
all organization. While there are wild rumors of Fallen Shaman 
Priests leading camps of Fallen, supposedly with the power to raise 
them from the dead, this has yet to be substantiated. Carvers and Dark Ones. tougher 
cousins of the Fallen. have also been seen closer to the fringes of civilization. indicat­
ing that the Brothers' sway may be stronger than previously understood. 
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Corrupt Rogues 
~~ The corruption of the Sisterhood is perhaps the worst atrocity that 

Goatme11 

the surviving Rogues endure. The sight of their own sisters, marching 
against them in service of their enemy, drives the Sisterhood into 

deep despair. The tainted Sisters are seldom caught alone, pre­
ferring to attack in groups. Many of the corrupted ones 

~have forgotten their skills with ranged weapons, or are so 
driven by Hell's rage, that they blindly melee with whatever weapon 
is at hand. 

These demonic atrocities have been seen in many regions of 
Sanctuary and within the Western Kingdoms. These mutations 
of Evil are half man , half goat and signify the 
foulest form of Hell 's will. Once confined to only 
the darkest labyrinths, they now venture out into 
the wilderness. ever closer to the encampments of 
man . Walking upright like men, with heads of horned goats, 
they tread upon cloven hooves and are skilled with weapons 
of war. They are cunning, working together to form organized 
clans that accomp lish the desires of their devilish comman­
ders. Their strength is immense and some of the more powerful 
clans are rumored to guard the lairs of Hell 's more renowned demons. 

THE GREAT DESERTS OF ARAnOCH 
The Tamoe mountain range, which lines the eastern border of the Western 
Kingdoms, acts as a natural barrier into these provinces. Although impassable 
in most areas, these mountains hold a vast and lush woodlands. These forests 
stand in stark contrast to the bleak wastelands lying beyond them to the east: 
the flat, unforgiving, sand-swept deserts of Aranoch. 

Boasting one of the harshest climates in the world , the deserts of Aranoch 
claim the lives of many each year. Only the most robust and highly trained 
nomads survive longer then a few hours in this scorching environment. This 
vast desert land is mainly composed of vast, empty tracts, punctuated with but 
a few specially adapted plants and trees. Water is a rarity among the sand 
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dunes of Aranoch, with dry spells reportedly lasting for years. The climate of 
this desert ranges from life threatening heat during summer days, to dry frigid 
winds during winter nights. 

set on the western edge of the Twin Seas, the jewel city of Lut Gholein has 
actllally prospered in the merciless environment of Aranoch. Most credit this 
to the city 's coastal location and strong sea trading ties with the kingdoms to 
the east and west. Although a few bands of nomadic people have found ways 
to survive in this hostile desert, most steer clear of these sandy wastelands. 

The perilous nature of Aranoch's unique and deadly environment is without 
equal. Few creatures could survive in habitats so unforgiving, but some hardy 
beasts have managed. Now twisted by the chaos brought about by the arrival 
of the Prime Evils, these unique beasts are fearsomely powerful. 

Satrd Maggots 
Sand Maggots, named for their burrowing abilities. are actually arthropods 
and not worms at all. These insects were once a staple diet for those that 
resided in the desert regions. The eggs were gathered 
and prepared as a protein -rich paste. Serving to 
supplement the dry foods naturally available in/~-
the region, the paste enhanced the nutritive 
value and flavor of meals. Now, however, the 
eggs, larvae, and flesh of the adults have acquired 
poisonous properties. Adults of the species even spit a poisonous 
substance that is not only toxic, but corrosive to unprotected flesh. 
In maturity. the chitinous exoskeleton of a Maggot is tough to penetrate, 
although once pierced, the creature is easily felled . 

Sand Maggots can burrow into the earth and often lie in wait for potential 
meals. This same abi lity is used to quickly retreat from threats. allowing the 
beast time to heal before re-emerging in another location to attack the 
unwary. 



Leapers 
These pesky creatures largely inhabit the desert regions. Although other 
species are known to exist, the desert leapers are the most com­

mon. Leapers get their name from their tremendous leaping ability. 
As a result. these extremely agile creatures make for difficult 
targets. Leapers are versatile animals and the desert variety 
has an extremely slow resting metabolism to minimize water 
use and storage. The harsh environment of the Aranoch, 
however, leaves little room for mistakes, and these 
creatures never pass up the opportunity to eat or 

drink. Packs sighting a potential meal leave their resting spots and work 
together with great tenacity to bring down their quarry. 

Vulture Demons 
Believed to be the mutated offspring of the large native vultures that once 

inhabited these deserts, vulture demons seek only to kill and consume 

mortal beings that cross their paths. The giant vultures 
of old were, for the most part. scavengers who 
ate only the dead or dying. Now befouled, these 

creatures circle the desert in search of live prey. Their 
razor-sharp beaks and talons can cause deep wounds, 

and a group of these demons can quickly bring down a vic­
tim. Although impossible to target while in flight, these vultures must land 
to attack, and are vulnerable when on the ground. 

Swarms 
The extreme temperatures of Aranoch drive many creatures 
into varying degrees of insanity. This holds true even for . . . 
mindless insects. Coupled with demonic influence, large .'.0~;/11,~, :;: · 
numbers of insects often swirl and twist into tight }¥~;:· 
swarms. These swarms of stinging, biting, and sucking ;'~'f.~ 
. ~~· 
insects consume every living thing in their path. ''.\r-'; 
Swarming bugs are difficult to target and are resistant to 1f:~" 
most attacks. Swift to anger, they are not easily chased off. "'.'~t .. , ~i~·:t~\r 
Their stinging attacks often drain stamina, making it all the "'"<'Z:"~·::.·-~· 
more difficult to retreat from combat. · 

scarab Demons 

Saber Cats 

A vastly mutated beetle from the region. only Hell could produce 
something so vile. Scarab Demons are large mobile insects that 

rapidly pursue and surround their enemies. When struck, these 
demons unleash a deadly spread of electrical energy that 
proves fatal to many attackers. It is perilous to fight these 

monstrosities without ranged weapons or a suitable resistance 

to lightning. 

Saber Cats are a race of bipedal , intelligent beings with many 
feline features. These cat-beings were once found only in the 

jungle environments of Kehjistan. trading freely with the cities there. 
Although always considered somewhat aloof and untrustworthy. the 

Saber Cats had never before behaved in a threatening manner toward 
human society. But now, marauding bands of these Cats roam the 
deserts of Aranoch. Many blame the disappearance of whole caravans 
upon them . Some enlightened sages believe that the creatures were 

summoned or otherwise moved en masse through Hellish measures to 

1 Aranoch. Saber Cats attack with swords, javelins, whips, and by throwing 
potions. They are quick to spring to the chase, and enjoy the hunt. They 
rarely retreat and generally attack in large well-organized groups. 

KEHfiSTAn ADD KURAST 
On the eastern edge of the Twin Seas lie the emerald jungles of Kehjistan . 
Several thousand years ago, hunter- gatherers found themselves drawn to the 
lush, fertile rain forests and bountiful game inhabiting Kehjistan . But there was 
something else; Kehjistan's geography was rife with nodes of magical energies, 
and eventually those with innate, arcane abilities began to sense and recog­
nize these forces, gathering in groups to settle these special areas. It was here 
that the original mage clans, the Vizjerei , the Ennead and the Ammuit, were 
founded. Unfortunately, the history of Kehj istan is not a peaceful one, and the 
Mage Clan Wars that erupted nearly destroyed the clans. 

Geographically, Kehjistan encompasses almost one-third of Sanctuary's 
eastern hemisphere. With an average rainfall of over fom hundred inches per 
yea r, Kehjistan has the largest rain forests in the known world. This huge 
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expanse of jungle feeds the Argentek River, which is the longest, widest river 
in Sanctuary. Hundreds of smaller rivers and tributaries twist and turn their 
way through the lush tropical forests until they finally unite with the mighty 
Argentek. Herbalists and alchemists revere the rain forest environment for its 
ecological diversity. Until recently. these sages would come from far and 
wide to study and collect the rare plants and anima ls that make their homes 
here. Now the jungle is far too dangerous to visit, let alone inhabit. Entire 
villages, even small cities have been wiped out. News has broken that Kurast , 
the current capitol of Kehjistan, is now under siege by the powers of Hell , 
and is kept safe only through powerful magical barriers that even now are 
beginning to ebb and fade. 

The reports that do escape this besieged area tell of terrible creatures: 

Gia11t Spiders 
Several species of giant arachnids inhabit the jungle regions 
of Kehjistan. One of the most deadly of these spiders, the 
Poison Spinner, is found not far from the city of Kurast. 
Even in their largest forms, the giant arachnids had 
never been much of a problem for the inhabitants of the 
tropical forests. The Prime Evils have changed them, however, as 
large numbers of the spiders now actively seek meals of the human 
variety. These creatures are highly poisonous and generally have fata l bites. 
Despite their defenses they often flee when struck, sometimes spinning 
webs to entangle and slow pursuers. 

Gia11t Mosq11itoes 
The wet. humid atmosphere of the Kehjistan rain forest is an environment 
perfect for fly and mosquito larvae. Pools of stagnant 
water gather after the frequent rain storms, providing 
excellent spots for the adults of these species to lay their eggs. 
Some of the mosquitoes found here are enormous, with 
wingspans as large as four feet. Luckily the larger species are 
also much more rarely encountered than their smal ler cousins. 

Giant mosquitoes, referred to locally as '"suckers, .. are known disease carriers. 
Their large size makes them appropriate targets for hand or missile weapons. 
These insects can quickly drain the blood from a victim, causing a rapid loss 
of stamina, and making escape extremely difficult. By themselves, Suckers are 
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not usually deadly. However, if other threats lurk nearby. Suckers will drain a 

victim's stamina while other creatures move in for the kill. 

Te11tacle Beasts 
Tentacle Beasts are a species of aquatic reptile that inhabit the waterways 

of the Kehjistan jungle. Travelers should be extremely wary of these 

creatures. especially when near pools of water, streams, 
or rivers. Bubbles rippling across the surface of a 
body of water are a telltale sign that a Tentacle 
Beast waits below. Fearsome to look upon, these 
reptiles are also extremely dangerous. They secret 
a poisonous saliva, which they spit from their mouths with 
incredible force, often knocking targets off their feet. Occasionally, groups of 
Tentacle Beasts work together, with one using the poisonous missiles to 

knock prey into the maw of another. 

Fetish 
Shamanistic creatures that attack with knives the size 
their own bodies, or at range with blow darts, the Fetish are 
native jungle inhabitants. Known cannibals, they are small 
intelligent beings in league with the forces of Hell. 
Individually. Fetishes are weak and easy to kill. However, they 
are much more formidable when attacking en masse. When 
accompanied by a Shaman, they are doubly dangerous, as 
their Shaman possess the power of resurrection , the ability to 

revive their fallen kin . The Shamans arc often borne upon the 
shoulders of a lesser Fetish . Undoubtedly, they believe that the 
appearance of added height makes them look more ferocious. 

Thomed H11fks 
Composed mostly of wood . Thorned Hulks are the 
ancestral protectors of the jungle lands. Despite their 

- strength and immense bramble- and thorn-covered 
arms. even they have been twisted by the Prime Evils. 

Their now glassy. lifeless eyes hint at a deep sorrow beneath 

a glowing Hell-induced hatred. 
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THE UDDEAD 
Scattered throughout all the lands of Sanctuary are these lk. I . . wa rng vesse s of 
Hells influence on the mortal realm. For in recent times, the newly dead have 
rrsen anew to terrorize and assault the living. 

:rhese corpses and spirits of the deceased, twisted and corrupted, are 
rmbued wrth a hatred for the living that defies understanding The unde d 
loathe the living and seek only to consume warm flesh and bl;od. a 

It has reached the point where all who value their lives are sure to butcher 
and burn .the remains of loved ones and pets. One needs to be sure in th 
troubled trmes. ese 

Below are descriptions of a few of the living dead known to exist: 

Zombies 
The lowest rank of the undead. zombies befoul much of 
the wilderness of the Western Kingdoms, as well as the 
tombs and crypts of the whole of Sanctuary. Zombies ~ 
serve the darkness blindly and without thought, attacking 
only with their bare hands. They move slowly, but 
wrth relentless determination. seeking to consume the flesh 
of the living. They are simple-minded and easily outwitted 
but in large groups can overwhelm the unwary. ' 

Skeleto11s 

Fierce undead warriors, skeletons do not seek to consume the 
flesh of the living, but only to extinguish the life of their vic­
tims. Skeletons, unrelenting in their goal, move faster than 

zombies and have some spark of intelligence, as demon­
strated by their use of weapons. These bony undead have 

been observed wielding swords, clubs, bows, and even armor 
.and shields, and are often equipped in the same armament in 

whrch they fell. Even more terrifying are the animated skeletal 
remarns of expired magic wielders, who prove that even the dead 
can wield the forces of magic. 

wraith 
wraiths are ethereal physical manifestations of tortured souls from the planes 
of the Hells. Often called "ghosts" or "evil spirits" by mortals, these shades 

are driven by an intense hatred for the unsuffering 
living. Wraiths often inhabit the darkest dungeons. 

having either been drawn there by the imprint of pain 
and suffering, or summoned and bound by powerful 

mages to serve as unwilling guardians. These ethereal 
creatures can pass through solid objects. and contact with a 

wraith can quickly drain one's life force. Spellcasters and other energy-reliant 
mortals may not only be drained of health , but are also left defenseless as 
their Mana is quickly spirited away to slake the spiritual thirst of these 
damned souls. 

M11mmy 
The inhabitants of Aranoch have long practiced the art of preserving the 
dead. In reverence to the deceased, priests fill bodies with preservative 
fluids, then wrap them in specially treated cloth. and 
bury them in tombs below the desert's surface. This 
mummification is believed to provide benefits for the 
deceased in the afterlife. Physically, a mummified 
body maintains its flesh and sinew for hundreds, 
even thousands, of years. 

Under Mephisto's manipulation, these honored dead 
have been summoned and bOLrnd with the spirits of 
malicious demons to fill the ranks of his undead army. 
Instilled with eternal loathing for the living. Mummies 
are stronger and better suited for combat than zombies, 
who due to their advanced decay, are weak and infirm . 
Mummies are slow-moving, but can deliver powerful 
blows, often with the touch of poison from the chemica ls used in their 
emba lming. Fallen mummies often burst from their wrapp ings, leaving 
beh ind a po isonous cloud that the living shou ld avoid. 
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viruses or other harmful components, and negltgent acts of Blizzard Jnd 'or Its afflliates: and (ti) I understand and 
acknowledge that any t-lardcoreT/\.1 Character that I crea te on Bat1le.ne1 Is created al my own risk .rnd that Bliz.zJrd 
Entertainment Is not liable or responsible for any disruption of service Including. but not llmlled to ISP dlsrupuons. 
neiwork or server lag. software or hardware failures or any other even1 which may cause a loss of dat.:i or disrup­
tion of service that resuhs In the permanenl deJth of said Hardcore ChJracter. 

ti. Termination This Lfcens<.' Agreement is effective un1il termlna1cd. You may terminate the License Agreement at .:tny 
lime by destroying the Program. Blizzard may. <Jt Its discrc1lon. terminate this License Agreement In the cvenl that 
you fJil to comply with 1he terms and condlllons con1alncd herein. In such event. you must Immediately desiroy 

the Program . 
cus1omer Scrvlcc/Technic.al Supporl. Blizzard agrees to provide Customer Service and Technical Support for this 
Program until such rime as the Program Is "out of publication.- The Program shall be considered "Out of 
Publlc01tlon" one (I) year following the dale that the Program Is no longer m~inufacturcd and / or distributed by 
Blizzard. or Its licensors. "Customer Service" as used herein may be provided to you by Bllzz.:ird representa1ivcs by 
relephone .lnd ior by electronic message (e-malll . "TechnlcJI Supporl .. may be provided to you by Blizzard by tele­
phone. electronic message (e-mail). or by posting of Jnform.:itlon rcla1ed to known tcchnlcal support lssu~s on .1 
\\'('bsile. Unless otherwise slated In the Program's packaging or In the Program·s user manual. nothing herein shall 
be construed so as to place a duty upon l\llzzJrd to provide Customer Service or Techntcal Support vl.:i J 1011 free 

telephone number for an unllmitcd period of time. 
8. Duration of the "On-Line·• component of the ProgrJm. This Program contains an ·on-line· component tha1 allows 

you lo utilize the Product over the mternN ulllizlng servers and software malnlJlnl'd by Blizzard. Blizzard agrees 
10 provide 1he servers and software tl.'chnology necessary 10 ut111zc the "on-line" component of the this Program 
untll such time as the Program Is Out of PubllcJtlon. JS ddlned above. There<ifter, Blizzard ffi41y. In Us sole discre­
tion. continue to provide 1hc servers .:ind software technology necessary to utilize the "on-line .. component of rhe 
thl!i Program. or BllzzJrd may llccnsC' 10 third parties the righ1 10 provide the serv<.'rs and software technology nec­
essary to utlllze rhc "on-line" componen t of the this Program . However. nothing conl.:Jim:d herein shall be cons1rued 
so as to place an obllgatlon upon Blizzard 10 provide the servers and software technology necessary to utilize the 

..on-line" beyond the time thal the Program Is Out of Publlc.:Jtlon. 
9. Export controls. The Program may not be re-exported. downloaded or otherwise expor1ed into (or to a nJtional or 

resident on any country 10 which 1hc U.S. hJs embargoed goods. or to anyone on !he U.S. Tre..isury Oepartmenrs 



list of Specially Designated Nalfonals or 1he U.S. Commerce Depanment 's Table of Denial Orders. By installlng 
Program, you arc agreeing 10 the foregoing and you are represcnllng and warranting thal you are no! locat e1:1 
under the control of. or a nallonal or resldenl of any such country or on any such list. 

10. Limited Warranty. Bllzzard expressly disclaims any warranty for the Program and Manual(s) . The Program 
Manual(s) arc provided •as Is" wllhout warranly of any kind, eithE"r express or Implied, indudlng. without Urn 
tion. the Implied warranties of mE"rchantabllity. fitness for a particular purpose. or nonlnfrlngement The enti re 1 

arising ou t of use or pcrformancE" of the Program and Manual(s) remains with tht' User, however Blizzard wana 
up to and Including QO days from the date of your purchasl' of the Program that the media containing thl' Progr 
shall bE" free from defects In material and workmanship. In the event that the media proves 10 be defective du1 

that time period, and upon presentallon to Blizzard of proof of purchase of the defective Program. Blizzard \\'II 

Its option I ) correct any defect, 2) provide you with a product of equa l or lesser value, or J) refund your mor 
Some stales do not allow the exclusion or limltallon of Implied warranlies or llabilt1y for incidenlal damages, so 
above llmltallons may not apply to you. 

11 . Llmlt,1llon of Liability. NEITHER BLIZZARD, DAVIDSON & ASSOCIATES, INC., ITS PARENT, SUBSIDIAR1· 
OR AFFILIATES SHALL BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FR 
THE USE OF THE PROGRAM OR USE OF BLIZZARD ENTERTAINMENTS ONLINE GAME NETWORK, 81 
TLE.NET INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER FA 
URE OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. BLIZZAI 
FURTHER DISCLAIMS ALL WARRANTIES WITH REGARD TO YEAR 2000 COMPLIANCE OF THE SOI 
WARE. SPECIFICALLY, BLIZZARD MAKES NO WARRANTIES THAT THE PERFORMANCE OR FUNCTIC 
ALITY OF THE PROGRAM WILL NOT BE AFFECTED BY DATES PRIOR TO, DURING OR AFTER THE YE, 
2000, OR THATTHE PROGRAM WILL BE CAPABLE OF CORRECTLY PROCESSING, PROVIDING, ANDI( 
RECEIVING DATE INFORMATION WITHIN AND BETWEEN CENTURIES, INCLUDING THE PROP! 
EXCHANGE OF DATE INFORMATION BETWEEN PRODUCTS OR APPLICATIONS. ANY WARRAN 
AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMME 
CIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. FL 
THEA, BLIZZARD ENTERTAINMENT SHALL NOT BE LIABLE IN ANY WAY FOR THE LOSS OR DAMAGE· 
PLAYER CHARACTERS, ACCOUNTS, STATISTICS OR USER PROFILE INFORMATION STORED ON Bl 
TLE.NET. I UNDERSTAND AND ACKNOWLEDGE THAT BLIZZARD ENTERTAINMENT CANNOT AND WI 
NOT BE RESPONSIBLE FOR ANY INTERRUPTIONS OF SERVICE ON BATTLE.NET INCLUDING, BUT Nr 
LIMITED TO ISP DISRUPTIONS, SOFTWARE OR HARDWARE FAILURES OR ANY OTHER EVENT WHlt 
MAY RESULT IN A LOSS OF DATA OR DISRUPTION OF SERVICE. Some states do not allow the exclusion 
limitation of incidental or consequential damages, or allow limitations on how long an implied warranty lasts, 
the above limitations may not apply. 

12. Equilablc Remedies. You hereby agree !hat Blizzard would be Irreparably damaged If the terms of this Llcer 
Agreemeint were no! speclflcally enforced, and therefore you agree 1h~11 BllzzMd shall be entlllcd. without bur 
other securlly. or proof of damages, to approprlale equilable remedies wllh rE"spect to breachE"s of this Llccr: 
Agreemen1. In addition 10 such other remedies as Blizzard may otherwise have avallable 10 It under applicable IJ1' 
In the event that any llllgatlon Is brought by either party In connccllon wllh this License Agreement. the prcvJll 
party in such lltigatlon shall be enlllled to recover from the ot her p..iny all rhe costs, attorneys' fees and ott 
expenses Incurred by such prevailing parry In the ll!lga1lon. 

13. Llmlta1ions on License. Nothing Jn thi s License Agreement sha ll preclude you from making or JUthorlzlng 1 
making of ano1her copy or adaptation of 1he Program provided, however. that (I) such new copy or adap1a1ior 
created as an essential s1ep In your u1illzatlon of the Program In accordance with the terms of this Llc~r 

Agreement and for NO OTHER PURPOSE; or (2) such new copy or adapta tion Is for archiva l purposes ONLY a 
all archival copies are dE"s lroyed in lhE' even1 of your Transfer of lhE' Program. 1he Termination of 1his Llccr 
Agrcl'ment or 01hcr clrcumslanccs under which your conllnucd use of !he Program ccascs to be rlghtful. 

14. Miscellaneous. This License Agreement shall be deemed to have been made and E"xecutcd In lhE' S!ale of Caltforr 
and any dispu1e arising hereunder shall be resolved In accordance wl!h the law of Californla. You agrcE" tha t a 
claim asser1ed in any legal proceeding by one of the parties agai nst !he other shall be commenced and maintalr 
In any slate or federal court located In 1he Slate of California, County of Los Angeles, having subject mauer jur 
diction wilh respecl to the dispute between the parties. This License Agreement may be amended, altered or mL 
lfied only by an Instrument In writing. specifying such amendmenl. alteration or modification. executed by ti~ 
parlles. In the event thal any provision of thls License Agreement shall be held by a court or other trlbunal of CO" 

petent jurlsdiclion to be unenforceable, such provision will be enforced to the maximum extcnl pcrmissiblcgnd 
remaining portions of this License Agreement shall remain In full force and effect. This License Agreement co n~ 
lutes and contains 1he entire agreemenl be1wccn the parties with respecl to the subject matler hereof and supt 
sedes any prior oral or wr111en agreements. 

I hereby acknowledge that I have read and undcrst01nd the foregoing License Agreement and agree that lhC' aclk'n 
Installing lhE' Program Is an acknowledgment of my agreement to be bound by the terms and condtlions of the Llcl!r 
Agreemen1 contained herein. I also acknowledge and agree that this License Agreement Is 1he comp/e1c and exclus 
slalement of the agreement between Bllzzard and I and that the License Agreement supersedes any prior or con te' 
por01neous agreement. either oral or written, and any other communications between Blizzard and myself. 

DiABL0 ii QuicK REFEREncE 
Bas/C' Game Co11tro/s 

Esc - Toggles the Esc menu on/ off and 
exits other menus. 
Left Mouse Button - Performs "smart" 
actions depending on the situation : 

+ Click on a spot on the ground to 
go that spol. 

+ Click on a monster to attack it 
using the skill currently assigned 
10 the Left Mouse Button. 

+ Click and HOLD on a monster 
to attack It repeatedly until you 
release the button. or the monster 
Is dead. 

+ Pick up/ drop Items from/ onlo the 
ground. inventory. or bell. 

+ Operate shrines. doors. and chests. 
+ Interact with the NPCs - Talk. 

Trnde. Gamble, Hire, and Imbue. 
Righi Mouse Button - Performs "smart" 
actions depending on the situation : 

+ Use the skill currently assigned 
to !he Right Mouse Button on a 
selected target 

+ Drink a selected potion 
+ Activate a scroll or tome. 

Arrow Keys - Scrolls the Automap. 

Configurable Game Co11trols 

H - Toggles the Help screen. 
A (or C) - Toggles Character Attributes 

screen on / off. 
B (or I) - Toggles Backpack inventory 

screen on/ off. 
P - Toggles the Party screen on/ off. 
M - Toggles the Message log on/ off. 
Q. - Toggles the Quest log on/ off. 
Enter - Opens/closes In-Game Chat 

overlay. 
Tab - Toggles the Automap on/ off. 
Home - Centers the Automap (If 

Numlock Is OFF). 

T - Toggles Skill Tree screen on/ off. 
S - Toggles mouse button Skill button 

overlay on ·off. 
F I through F8 - Readies (or sets) the 

associated Left or Right Mouse Button 
Skill. Set by opening the Skill menu 
then place your cursor over the skill 
you wish to assign to a hotkey. Press 
the desired ho!key while the cursor is 
still over the skill icon . 

N - Toggles a bel! larger than I x4 
open 'closed. 

I , 2, J, and 4 - Uses the Item In that 
belt slot. 

crrl - Hold down to run. 
R - Toggles auto-run mode on 'off. 
Shift - Hold down while clicking a 

mouse button to use thal skill while 
standing In place. 

Alt - Highlights all items dropped on the 
ground. 

Spacebar - Cancels all the above 
screens and overlays to return to 
gameplay. 

Numeric Keypad - Voice communica­
tion (turn NumLock ON for the 
following): 

o - Player character says "Help!" 
I - Player character says "Follow me." 
2 - Player character says "For you." 
3 - Player character says "Thanks." 
4 - Player character says "Sorry!" 
5 - Player character says "Bye." 
6 - Player character says "Die'" 
Mouse wheel up - Scrolls up lhru all 

hot-keyed (F 1-FS) skills in the Righi 
Mouse Button slot. 

Mouse wheel down - Scrolls down thru 
all hot-keyed (F 1-FB) skills in the 
Right Mouse Button slot. 

N - Clear text messages. 
Print Screen - Save 1he screen to your 

02 directory as "screenshotX.jpg". 
z - Toggle all party member portraits 

on/ off. 




