




















































Anned witli 6ow arul arrow and ffeet of foot, E[ves are an 
effective mid-size .fi91itit19 force. Tliey can often decimate 
othetwise equa[ opponents witli their devastatit19 cfistance 
strike. Tliey may shoot their 6ow and arrows 24 times per 
6attCe. 

Tro[s 

The 6est way to d"escribe a Tro[[ is [m9e, sfuw, and U9f'Y· 
T liey are afso mean. T liey take a fut19, fut19 time to cfie and are 
quite capa6Ce of inflictit19 [mye quantities of cfamll9e upon their 
enemies 6efore tliey 9et anywhere near dea.tli. If not ki.[fed in a 
round of com6at, a tro[ wi[ rf9enerate to Ju.[[ liit points. If a 
tro[ is ki.[[ed, it wi[ not rf9enerate. 

DruUfs 

DruUfs liave the 6est aspects of a[ the forest creatures and 
use them peifectfy. Cunnit19 and yet refativefy easy to coniroC 
DruUfs may cast L19litnit19 Bo(t 3 times in any 6attCe. DruUfs 
make a va[ua6(e ecfition to any .fi9litit19 force. 

CASTLES 

CastCe creatures are amot19 the most li19 lify trainecf and 
skillfuL Consistit19 of Militia, Pikemen, CavaCry, and 
Kn191its, CastCe creatures are 6asica[y trainecf liumans. Tliey 
9et afut19 fairfy we[ witli Pfu.ins creatures. 

Mi(itia 

These depencfa6Ce .fi91itm are a match for their equivaCent 
parts in the other dasses. Comparisons liave 6een cfrawn 
6etween Mi[itia and Peasants, and it is true. MiCi.tia are 
peasants in armor. 
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ArclieTS are reasonabfy aurabCe ancf can iref&t mucli 
cfa.11U19e. Tlieir favorite tactic is to wait in a Conesome comer of 
tlie 6attfejlefd, shooti119 down urefortunate taryets. Tliey may 
shoot 12 times in any 6attCe. 

Pikemen 

W liat tliey Cose 6y not liavi119 tlie aerial attack of an 
Arclier, tliey make up for 6y unCeaslii119 a tru.fy cfevastati119 
strike witli tlieir 6Cooay pikes. Pikemen are weCC wortli tlie cost. 

Cavalry 

Tlie most mo6iCe com6at troop short of jfyi119 creatures, 
·Cavalry stamped'e opponents ancf cause ovenvlielmi119 liavoc. 
Can onfy 6e acquirecf at li191ier fevek 

Kni91its 

Tliese JCed9fi119 [on:(s seek 6attCe ancf acfventure to improve 
tlieir wortli. Tliey are liarcf to controG 6ei119 fieru:fstro119 at 
times, ancf liara to put down. Tho1191i sCow, tliey are quite 
poweifuL Can onfy 6e acquirecf at li191ier fevels. 

DUNGEONS 

Du119eon creatures 9et aCo119 witli none 6ut tliemselves. 
Tliey are tlie Uncferu! cCass, cu.TSecf sou.IS ancf cfa.119erous spirits. 
T lieir attacUs contain eCements of tlie N etlienvorfd ancf irefllct 
mucli pain, 6ut tliey are risk.y to retain as tlie otlier cCasses wi[[ 

compfa.in vociferousfy. Tlie Du119eon cfweCfeTS are Sk.eCetons, 
Zom6ies, Ghosts, Vampires, ancf Demons. 

Sk.eCetons 

A9e-ofd animatecf cotpses ram6li119 across tlie four 
continents in search of a .final resti119 pfa.ce, Sk.eCetons are tlie 
Cow encf of tlie Du119eon cCass. 
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Zom6ies 

Strot19er and more cfura.6fe than Skefetons, pro6a.6o/ 6erouse 
tlieir cotpses were more fresli wlien tliey were a.nima.tecf, 
Zom6ies a.re ju[[ of sutprises. Tlioll91i sfow, tliey pack a. 
refativeo/ su6sta.ntia.( puncli. 

Gliosts 

Sk.iClfuC com6a.ta.nts and li19lio/ mo6ife, Gliosts a.re exceCfent 
fo.Jliters. Any enemy that tliey ki[[ wi[ join tlie Gliost troop as 
a. newo/ cr~tecf Gliost if any Gliosts SUTvive after tlie mefee 
round is compfetecf. Beware, Gliosts can easio/ 6ecome out of 
control Tlie ono/ c!ra.w6ack a.6out Gliosts is that if tlie Week. of 
tlie Peasant fa.[[s wliife Gliosts a.re setvifl9 as troops, tliey 
transform into Peasants. Ono/ Gliosts setvifl9 in your army or 
9a.rrisonit19 a. castfe for you wi[ tum into Peasants. 

Vampires 

Tlie Aristocracy of tlie N191it, Vampires a.re formicfubfe 
troops. Tliey a.re a. ma.tcli for tlie Cea.ders of some of tlie otlier 
cfusses. Witli ea.cli a.tta.ck. tliey fand, tliey Ii.ea[ MlfUl9e 9iven to 
tliem equa.( to that wliicli tliey 9ave out. Tliey may never 
exceecf tlieir ofi9ina.[ Ii.it points. Make sure that tliey never 90 
out of contra[, or tlie rest of your army wi[ 6e severeCy 
impacted". 

Demons 

Tlie Lord.s of tlie Dufl9eons, mayhap 6ecause tliey R.now 
wliere tlie Urufet:u! soulS a.re liidifl9, Demons a.re not Urufet:u! 

tliemse(ves. Tliey dO Ii.ave one of tlie most fearsome attacks in 
tlie Four Continents in that tliere is a. sma.[ chance every tum 
that tliey wi[ ha(ve a. troop sta.cK., Tf9a.rc£fess of its composition. 
Tliey a.re most skiClfuC wa.niors, a.6fe to defeat most a.nytliifl9 
6ut a. c!r09on. Use tliem we[ and witli caution. 
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Creatures 6mf in tlie Hilis are to119h. Pouru:f for pouru:f, Hi[ 
monsters wi[ cremate any opp~sif19 cfass. Ores, Dwatves, 
Ogres, Giants, aru:f Dr09ons are from tlie Hi(fs. They are strof19 
amf proud, so 6eware! 

Ores 
Ta[[ amf feral Cookif19, Ores are tlie 6est fuw-eru:f troops a 

genera( coufd want. Numerous, capa6[e of strof19 attacks, amf 
downright nasty, you cannot go WTOf19 with an Ore. ~ion. 

Dwatves 

Kept in rigorous shape cteferu!if19 tlieir mountain homes from 
tlie Ore. hordes, Dwatves are a6[e warriors. Sma[[ in size, they 
de.fiver an outstaru!if19 6fuw amf rl'.9ufaro/ decimate fa79er 
creatures. 

Ogres 
They are 6i9, they are to119h, amf they are miru!Cess. Ogres 

(ive for destruction amf d"o it we([. Tlie ono/ pro6Cem Ogres 
have is speed, they just cannot move we[ 

Giants 
A Giant coufd pro6a6o/ 6eat a Demon if luck. was on his 

side. T lieir fearsome attacks throwif19 6oufders across a Jieftf of 
6attCe, 6 times in any given 6attCe, coupfed with tlieir crushif19 
hamf-to-hamf 6fuws aCfow Giants to ramp09e across tlieir 
Cessers. 

Dragons 
Tlie ultimate .fi9htif19 machine. A Dr09on can tak.e more 
cfu~e than anythif19 elSe arouru:f. Simifaro/, it alSo d"oCes out 
more punisliment than any otlier creature. They alSo can fiy 
durif19 6attCe. Even 6etter for tliem, they are compCeteo/ 
immune to ~ic. Ono/ tlie truo/ mi9hty can control a fiock. of 
Dr09ons in an army. 
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Appendix C: 

Tlie E19fit Artifacts of Power 

Strewn across tlie four continents, tlie Artifacts of Power 
each. have a special a6i[ity which can greato/ aid a character. 
AISo, for each item fouru:f anotlier section of tlie Puzz[e Map is 
recovered. Fo[Cowif19 is a description of each of tlie ei9ht mi9hty 
devices. 

THE AMULET OF AUGMENTATION 

Tliis woru:frous item, wlien finalo/ attained, amplifies tlie 
spe[ power of any cfass. A 6oon to spe[-casters everywliere, 
especia[o/ Bar6arians, it is often fierceo/ guarded. 

THE ANCHOR OF ADMIRALTY 

Awarded to patrons of tlie oceanic arts who 9reato/ 
contri6ute to tlie we[-6ei"9 of mariners, tlie Anchor of 
Admiralty is a sym6o[ recogniucf 6y seafarers everywliere. 
Wlien acquiri"9 a 6oat, tlie rental price wi[ 6e si9nificanto/ 
discounted for tlie 6earer of this artifact. 

THE ARTICLES OF NOBILITY 

Handed out 6y Kif19 Maximus himself, tlie ArticCes of 
N o6i[ity are a reward si9nifyi"9 extraordinary seTVice to tlie 
kif19d"om thro119h lieroic action. Tlie ArticCes increases tlie 
commission p?r week. a character receives. 

THE BOOK OF NECROS 

A tome out of ~emf, tlie Book. of N ecros is rumorecf to 
increase tlie spe[ memory of any spe[-caster. Shrouded in 
mystery, tlie wlierea6outs of tlie Book. are unk.nown, a[tho119h 
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report of a minor wizard's rapid rise to power fia.ve Fuul .fi"9ers 
pointi"9. 

THE CROWN Of COMMAND 

Tliis phenomena[ item appears as a simple 9o[c( crown. 
Ofi9inally crafted for a vanquislied line of k.if19S1 it Ft.as entered 
public circufution. Wlien worn, tlie Crown of Command 
effective(;' d0u6Ce.s tlie Ceru:fersliip ability of any cfia.racter cfass. 

THE RING Of HEROISM 

A potent bauble, tlie Rif19 of Heroism increases all of tlie 
intaf19i6le aspects of Ceakrsliip and heroism. Good luck becomes 
9reat, impossible odds are 6eaten, and events sudden(;' fia.ve a 
way of endif19 up profita6o/ for tlie 6earer of tlie Rif19. 

THE SHIELD Of PROTECTION 

Tlie. ~enctary Wliite Kniglit once wiefi:fed tlie Sliie[c( of 
Protection. Wlien lie went out to 6attle, on(;' tlie surest of 
6[ows cou[c( fia.rm liim. Altered 6y modem wizardry, tlie Sliie[c( 
now offers protection to tlie entire army of its 6earer. 

THE SWORD Of PROWESS 

Said to 6e fo19ed 6y tlie 9oc:fs tliemse[ves, wliosoever wiefc:fs 
tlie Sword of Prowess fi91its like a warrior possessed. Likewise, 
liis companions or folCowers are alSo imbued witli tlie Sword's 
arcane power. Danla9e done is lieartio/ increased witli every 
6[ow. 
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Appendix D: 

Wliile adventuri"9 across tlie four continents, you will 
encounter many castfe.s, towns, and creature clweffi."9s. Eacli 
edifice Ft.as a different Junction to fu.lfiJL 

If inlia6ited, a castle will contain eitlier one of tlie seventeen 
vilYains or a r119-LJl9 9roup of marauders wlio reside tliere. If 
you fia.ve sk9e weapons, battle will commence. If uninlia6ited, 
you may leave 6eliind a troop icon and 9artison tlie castle, 
tliere6y increasi"9 6otli your current score and weekly income. 
Wlien you 9artison a castle, you must pay tlie troops for one 
week. Tliereafter, tliey live off tlie castle. If you return to a 
castle and wisli to remove tlie troops, you must continue to pay 
tliem. 

If you win tlie 6attle, you may 9artison tlie castle witli 
some of your sutvivi"9 ~ions. Tliis increases your commission 
per week. and your current score. If tlie [ore( of tlie castle was a 
vilYain wliose contract you lie[c(, you will receive a piece of tlie 
Puzzle Map. If tlie [on( was a vilYain wliose contract you did 
not lio[c(, tlie [on( will 6e set free and will eventual(;' refucate to 
a new castle. If you dO not 9artison a castle, tliere is a cfia.nce 
tfia.t it will repopufute. 

At Kif19 Maxi.mus' castle, tlie adventurer Ft.as two clioices, 
lie may recruit so[c(iers or request an audience witli tlie k.i"9. 
Tlie Kif191

S Castle is tlie on[;' pfac.e wliere Militia, Arcliers, 
Pikemen, Calvary, ancl Knights may 6e recruited. Tlie suppo/ 
of tliese troops are virtual(;' unlimited, 6ut tliey are very cost(;'. 
As tlie adventurer 9ains in rank, tlie more poweiful so[c(iers will 
6ecome avaiCa6le for Ft.ire. At an audience, rank is increased if 
tlie adventurer is wortliy. Otlie1Wise, tlie adventurer will 6e 
ireformecl of liis current rank status ancl tlien 6e sent on liis 
way. 
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Towns are meeting pfaces amf hot6edS of rumor amf 
innuendO. Tftey are afso hi9ho/ useful. In a town, there are five 
actions an ®venturer ma.y commit. 

It is in a town where contracts are 9ained. A character ma.y 
onfy cany one contract, 6ut it can 6e exchanged for another. 
When you receive a contract, you shouCd track. down the 
viffain, conquer his troops, amf 9ain a piece of the Puzz[e Map. 
There are five contracts to choose from at any one time. 

A town is afso a pface to rent or cancel the mvices of a 
6oat. If a 6oat is rented, when you Ceave the town it wi(( 
appear next to the town. Simpfy walk into the 6oat to set sail. 
A 6oat is the onfy way to trave( from one continent to the 
other. 

Gathering iriformation in a town wiff [eru:( the ®venturer to 
the R.now~e of who infia6its the Coca[ castCe. amf what the 
troops consist of No other iriformation wi[[ 6e 9Ceand from a 
township. 

Towns afso seff spe((s. Each town fias one type of spe(( to 

se(C the Coca[ specialty. From 9ame to 9ame, the spe((s wi(( 
change towns. A chart, which we s1.199est you photocopy, fias 

6een includd at the emf of this ma.nua[ amf wi[[ he(p you R.eep 
track. of which spe(( is ta1.19ht at which town. 

Fina[fy, you ma.y 6uy sif9e weapons at a town. A sif9e 
weapon is vita[ if you wish to attack. a castCe.. Onfy one sif9e 
weapon ma.y 6e heCd 6y an ®venturer at a time. If a sif9e 
attempt is unsuccessfa.C the sif9e weapon wiff 6e destroyed. If it 
is sucassfa.C there is a sma.[[ percenl'19e that it wiff 6e ruined 
from 6attCe. fati9ue. 

Creature cfweffings are where you can recruit new troops to 
adi:[ to your army. There are four cfYJerent cfweffing types, one 
for each cCass of monster, except CastCe.. CastCe. creatures ma.y 
onfy 6e recruited at King's CastCe.. Dweffings start with a 
certain amount of one creature. If you recruit fieavify enot.19 h, 
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you can cfepCete the cfweffing. It wi(( not 6e repCenisfied unti[ 
the proper week. rechar9es the cfweffing. Pfains creatures cfwe(( 
in covered W1l90ns, Forest creatures in treehouses, Dungeon 
creatures cfwe(( 6ehimf cfungeon entrances, which appear to 6e 
9ated shut, amf Hiff creatures cfweff in caves. 
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l\in,!\s 13ount,g 
Castles and Villains 

Reference Chart 

Villains Listed by Increasing Difficulty 

Continentia 
Azram 30 27 
Cancomar 36 49 
Faxis 22 49 
lrok I I 30 
Kookamunga 57 58 
Nilslag 22 24 
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Hw~s ~27 3 
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Tylitch 9 18 
Xelox 45 6 
Saharia 
Spockana I 7 39 
Uzare 4 l I 2 
Zyzzarzaz 46 43 
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l\in,!\s 13ount,g 
Towns and Spells 

Reference Chart 

Adventure Spells Combat Spells 

Bayside 41 58 
Fjord 46 35 . 
Hunterville 12 3 v 
Is la Vista 57 5 
King's Haven 17 2 1 
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~· J . 
AfJiJ .. ' 

Reference Chart 

Castles: Locations: Towns: Locations: 
(X,Y) (X,Y) 

Caa&in-=ntia Cautjucn:tia 
Azram 30,27 Bayside 41,58 
Cancomar 36,49 Fjord 46,35 
Faxis 22,49 Hunterville 12,3 
Irok 11,30 Isla Vista 57,5 
K.60kamunga 57,58 King's Haven 17,21 
Nilslag 22,24 Lakeview 17,44 
Ophiraund 6,57 Nyre 50,13 
Portalis 58,23 Path's End 38,50 
Rythacon 54,6 Quiln Point 14.127 
Vu tar 40,5 Riverton 29,12 
Wankelforte 40,41 Xoctan 51,28 

Forestria Fore stria 
Basefit 47,6 Anomaly 34,23 
Duvock 30,18 Dark.Comer 58,60 
Jhan 41,34 Elan's Landing 3,37 
Mooseweigh 25,39 Midland 58,33 
Quinderwitch 42,56 Underfoot 58,4 
Yeneverre 19,19 Wood's End 3,8 

Archws:lia Al'chipelia 
Endryx 11,46 Centrapf 9,39 
Goo bare 41,36 Japper 13,7 
Hyppus 43,27 Overthere 57,57 
Lorshe 52,57 Simpleton 13,60 
Tylitch 9,18 Topshore 5,50 
Xelox 45,6 Yakonia 49,8 

Suhw:ia Sabw:ia 
Spockana 17,39 Grimwold 9,60 
Uzare 41,12 Vengeance 7,3 
Zyzzarzaz 46,43 Zaezoizu 58,48 
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