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KLAVIS VERGE

DISCOURAGING THE UNWORTHY

Eniu_\'ins your \\‘urH, are '\'uu'.’

[t must be nice, heing so secure in where you are, what you do, and who you know.
Most everyone around you is much the same, I'd imagine.

And you're all such a herd of s!wep! Slow and simplc and when the knife comes from
lwllin(l to \'alcll your lllnmi, a” '\'uu'” lmvc time to &]u is sqm'.\!;, “Baaaa!”

Or ma_\’lw '\'Ull'l'L‘ Lli”urcni? ‘\\a‘\'lw _\‘uu.\'c got the ‘lm‘lilmlu to see lh‘)‘mhl t]lc sal'u
illusion. Or mny]vc you're just a fool, rushing in where pagan deities fear to romp. Either
way, we need your skills...and your heart.

[ am the Ur-Mage Klavis Verge — no doubt you've heard of me!

}:11(’ \‘\”lml?! \‘\”c”, no matter — )'(‘Ll'l'L’ ignumnl to a lnl u[ ll'lil]lé in tlu‘ universe! ['m
here to educate you. To open your eyes...

x\c\;ept this: your world is not your own. At [)uil, it's a window on a 1'ea]i[y of x\\i»_"]ll

aml Mag‘ic: Em’olll. A new \\'()1’11] to you, lwrlmps, but a ldml of lnn;‘ lrm[i{i(m“.nm\' Facing‘

a Ilarrm\'ing danger. 1f it co”apsvs beneath the horrors now threatening to over-run it, your
world will most assmm”y be ([CSU'U)’L‘(I, shattered all the way down to
its foundation. Survival of hoth worlds- your own and Enroth
- Llcpen(]s on your actions.
No pressure, llu-ugl).
You have the tools hefore you. You call them ]1}'
Sll'allgt‘ names: “CUH]PULL‘I‘” a”(l “l\‘L“\'l)”ﬂl'(l.” T‘llk’_\"l'l.' no

different than the \’r'\'slals and cast runes I've worked .

with for centuries. Using them, you can work my Lind
of magic, reaching Lln'mn;ll that window to draw
ln;ctller a party of adventurers and g‘ui(lc them to
victory! There’s no reason not to.

Except fear.

Decide now your course of action.

Will it be cowardice? Tlle_\"l't‘
lwl(ling a place for you back in the pen
with the rest of the slwc[x

Or will it be courage...?




KING ROLAND
1S MISSING

Panic! It's gnawing at cvcryll]ini,

everyone, C\'t‘l'_\'\\‘llcl'(‘. Some say

Dnoms«lay is coming to call, that it's

been foretold in the stars. There’s no

s]un‘laéc of men aml women l)u_\'in;

into tlml, cowering under the nig]\l sL‘_\’.

More lrnul)ling‘ still are the ones

louL’ing to those demon stars for

twisted g’ui(lancc. A cult has

formed, the Tcmplc of Baa, with a

taste for fear and unccrlainl_\'...aml a llunger

for the end of the world. Their terrible desire has

set them to sowing seeds of disaster across the land.

It's fertile soil for the Doomsx]ay cult’s dread. King Roland

is missing, Prince Nicolai is too young to manage the realm, and Queen Catherine is away

in Erathia a'ttcnding to the funeral of her father. A council of noblemen runs the show, but

there’s nollling noble in the spileful in[igllling between the lords and their lac ey

councilmen. While llley snipe at each other for personal gain, the Temp]e of Baa grows

more dead],\ﬂ'. I fear the noblemen are positioning themselves to replace King Roland's reign

with a dark tlwocracy

Worse, | am temptcd to believe the rumour that one of the council members may
himself he lligll priest of the Temp[c of Baa.

You'll have plenty of opportunity to determine that for yourse” - because the council

is essential to your journey tllmug]] Enroth. Tllcy hold the lecys to the migllty Oracle, and

ll\ey’“ onl_v agree to let you in if you meet their sc”—scrving needs.

T]w)"“ want to set tasks for the adventurers in your party, quests that may distract you

from uncovering the evil that gnaws at the land.
If you fail, our worlds die. Never fm'g‘el that. But if you succeed, the adventurers you
guiL[u will gain experience and skill.

And tlley may yet be the ones to restore the Mandate of Heaven.

THE MANDATE OF HEAVEN

What's this Mandate, cxaclly?

If you have to ask, you may never understand.

Some call it the moral order of the universe, the opposite of the cold terror l)rccc]ing’
up there in those abhorrent stars.

To do what is ri;lﬂ, instead of what is to your own ad\'antage.

Sounds simplc, doesn’t it? And yet, \\’[l)’ do so many rulers resort to force in placc of
lcmlcrsl]ip? If a leingj embhraces the moral order and follows it, then he is wortll_v to rule. If
not, he has no business — no riglll — to sit on the throne. For he’s
lost the Mandate of Heaven.

The Tcmplc of Baa schemes to destru_v for all time

that pact between the gu(ls above and the eadllly rulers s
or ll]is ]an(L Their (looms(lay sloc}e-in-lra(le, / h
monstrosities and (lisaster, conspire to convince the Uil
pcople that King Roland Tronfist has
lost the very same Mandate l]wy
wish to obliterate. The Temple
followers wllisper that rebellion is
the on]y way to reclaim the favour
of the ::n(ls. And rebellion will p]acc
the "Fricm”y" nei;]\lmur]wod
l)unmsday cult in power, naiura”‘\:

The Oracle understands this better than
anyone. For centuries she has been the link
that carries the gmls' mandate. Find ller, and
she may l]elp you stop the destruction of
precious order, and repair the (Jamagc already
done.

Fﬂil, (ll](l ]earn to 10\’0 Clldt)S...
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July 28, 1152

MH Belm‘c‘d Cxtl’xtrlnc, ‘ . )

It is my sincere hnpc that this !cttcr will laH to rest the *jars:jﬂ: t:‘::
expressed for my 5aFet9 and that of my men. As E)éu mus/t LT;;:;{:TL;H‘_C
trip could not be avoided Both the Kilburn m\eshgat.lnn-dn:l . Nn;hweét
aPPomtment require my Persnnal atfenthn, and | haven't \l|':r|rCLA e i
in ages. It troubles me that you 5houH fret over my we fare uring my

5 - ar, ac 1se that
absence, however short it will be. So P|e.a:,c. dear, a“.ept my prom

7 T AT

1/will return Eq Scptem}‘er tht‘mut mls"mp

After all, what gou]d go wrnng",‘.l have five hur\dred armed men in
my cxpcdmon. all of them veterans of the Archlba]d campjlgn h!;irz Ec_ard
Popular kmg tra\c“mg in lands no one Anspufcs as mine, -am we -mh Y4
no News of rebellion or unrest. Many Penple flock to watch us Pf”s t r:ug
their hamlets and vl"agcs. eager to getan admmng ghmpsc of their <Ing,

A A
L L il

Nl

N

HI"A hlS men.

i Notl’nng stands in our way and no Aangcrs beset us. Even the
N :

monsters are scarce. We've seen but a Hanc‘“:u’ OF gnbhns and. oglcs‘ ')
chl not even one Aragnn The onIF’ trnuHc we've hac‘l was a trea i |
-;nowstnrm that struck as we entered the \1l|a5c of Rockham. Even t at/ \
"}Pecullar as it was - was of little consequence, as the \r"agcrs Put us '/

all up for the nught n their houses ar\cl barns.

O; tl’\c dcw‘s that some say P‘aguc towns In thc Northwcst, we lmnc \

anly rumors. We have not L)et cncountcrc(‘l a soul who claims to have 5ec;ln \

\2& ong himself, nor anyone who has found the bodies of Lord Kilburn anc
\ﬂ

his Rangers. The on‘a devils we have seen are these hugc mosquxtncs that

\
love the 5wamP|ands so much. Wretcl’\ecl Pests! My Place |lj\ l'usLanj wnu|<‘l- \
be assured if | could nnlU think of a way to rid the world of such nuisances. \

No, Catherine, Lord Kilburn was Probab.l}j slain H,j 5n|11cth|ngl-'mu;h
more mundane than devils — Pcrhaps a pair of dragons ora largc ,:n
of hlgl’:waqmcn. Either way, we shall resolve his dlsappearancr in short
order l,ﬂrn/wslng any human \:ulprlts to |u5hcc or slaglng any monsters. |
‘THESE LETTERS cannot have my men attacked with lmPUrHtlj!
ARE THE LAST

LINK WE HAVE TO

Now, once again, Put your fears to rest anc‘] believe me when | saHd
that | will return c:wmc SCPtechr. Tell our son Nicolai that I love him, an
THE KING'

know that | love you with all my heart.

Forever Yours,

THE KING HAS A GOOD HEART..BUT HE
WOULD BE WELL ADVISED TO MAKE
ROOM FOR A LITTLE SUSPICION!

August 4, 1152
Dear Cat\'\crme_

Due to the snowstorm in Roc\cham, of which | wrote you last wcc\g, we have
reached Blackshire one c\aL) behind schedule. f'~9 the time you receive this letter we
shall once again be on our way, fo"owmg the leads we discovered while in town.
Kilburn's cxpcclmon dxsappcarcd afew daas march west of here, so we shall soon
reach the site of his last stand and bcgm trac\ur\s the killers.

Nac\gshlrc rc-:,cn\.'c.c‘ us enthusnashca“a, anc{ a ;cw hours' consideration was
all | needed to select a new town magjstrate. His name is Acton Spmc“er, formal
rcp\accmcnt for my previous mag\strate and old friend Aaron HamPton. 1 have
reason to suspect that Hampton was murdered — Pmsoncd to be spcaFtc - but

there is no time for me to conduct another tnvcshgahon Pcrsona\\g lnstcad, I am
\eavmg Fineous Hogwor'th behind to look into the matter.

Orc\mar\\g, 1 would not involve mgse”: in local criminal matters, but HamPton's
death fills me with a vague unease. Itis Probab\9 a much snmp\cr matter than that, but
| am nonetheless anxious to learn the results of Hogworth's inquiry.

In the meantime | am Procccdmg with my investigation into Kilburn’s death.
Y cstcrda9 evening, at the inn in Blackshire, | ;ecewcd a letter from a rather nervous
messenger who said he was Paxd to brmg it to me \35 a mastcrmus 5trangcr who “didnt
look qmtc human.” Pressed for a dcscnptmn, he could onlg say that the stranger was
very tall and broad shouldered: “You know, BIG — like he Barclﬂ fit into his own bodg.'

And that he wore a hat that could have concealed inhuman ears.

The letter turned out to be a map showmg a location near Kilburn’s last-known
camp with the name “Kilburn® circled in red ink. | smell a very obvious traP, which cou\d,
0\: course, cnncca\ amore dcwous Plan, but | cannot see cxact\g how. Or Perhaps t\’lc
strangcr 1S hnncst\q trgmg to hclp anonamous\a. Ewhcr wag‘ no traP set ba man or

monster can nverw\':c\m the Fxshtmg force | have with me. Caution will see us t\ﬂroug’n
this sagc\HA

| w1“, of course, write you when we arrive in Edenbrook. You are a\wags inmy

thoug‘wts. and | miss you dear\v.). Please convey a father’s love to Nicolai.

Love,




‘NEVER UNDERESTIMATE THE
COMBINATION OF DEVILS AND ARMY
IN ONE SENTENCE!

g 70T ﬂJ‘,‘m

August 1, 152
Dear Catherine,

| cannot hnncstlg say that our tr|P to Edenbrook was uneventful. As we
aPProachcl the town we encountered a trickle of rcgugccs Hccmg Edenbrook that
g’raduauy increased to a flood. When qucstmncd thcg told us that an army of “devils”
had been 5Pottcd wal\glns and hopplng toward Edenbrook — a town with no wall and

no standlng garrison. | lmmcdlatclg increased our pace to reach the town before the
monsters could sack it.

It was well that 1 di d for our arrival was but hours ahead of the enemy Exhausted
and ill- Prcparcd to hght against an unknown enemy, my men nonetheless gydcd
for battle. | ordered archers to the l'n"top ovcrlookmg the town, and mFantrg to
hide amongst the houses near the road with Har\\(mg g,avalrg out of sxght around
the hill. T\’urtg men on horseback were sent on ahead to lure the enemy into the
traP.
It worked. The devils must have lacked even ruchmcntarH dnsuplmc or
\ntcllngcncc, for thcg immcdlatc|5 gave chase to my men. The horsemen raced
Past the archers hldmg below the crest of the H“, and Passcd into town with
the devils hot on their hccls; the bait was taken, the traP sprung. As hundreds
of the most F‘lth‘j» vicious, and stupld beasts ever to draw breath filled the
road beneath the hl“, | gave the archers the sgnal.

n the devils from above while the ln{:antrg sprang
ar entrance to the town. Before the first shock

Arrows rained down u
from their Hdms P|accs to EO
of the two armies’ clash Fadcd, the llght cava|r9 rode around the Hn, chargmg
into the main mass of devils with lance and sword. Then the battle bcgan n
earnest, and it was all we could do to hold our lines against the demonic horde.

Though the battlc was shnrt‘ the tales of valor and ‘:ara\.'crtj are many.
Sir Ragnar rescued Chief Sorcerer Tanir from certain death, when he was set
upon bB no less than five devils, after his fireball spc" failed. Ragnar J'mrgccl
into the group swinging wnlcutj and screaming like a barbarian. His first swing
loPPcd one head clean off while the next skewered an enemy through its black

heart.

e

by TR RS T T e

The other three devils c,un.l(!q
overcame him, but a recovered Tanir slew all three with his famed “insides out” gpc”

in time to save Sir Ragnar. You Il be thP" to hear that he is recovering nu.ely at the House
of Hc‘almg in Edenbrook and will be out of bed in no time.

Unfortu nal’c’l(’. many were not so ]uc.Lg. Others who survived the combat itself
L‘ontractcc{ a disease nu;' healer says was éauscd E‘f’ the Fllthy condition of the devils’
claws. In a”, (‘Ig!"lhjff}‘lr(‘(‘ men fell in the Flg]’ﬂ' agamst’ fhesc devils. Yet, we have

prmldcngc to thank that our fortuitous arrival in Edenbrook’s hour of need Prcvcntcc{
the death of hundreds more. The devils suffered much heavier losses - 272 dead.
The survivors, - much less than half, rl‘)anU’u”L’ - fled as one, on some sort of unseen

51qna| and we were too exhausted to give chase. After a short rest here we will hunt
them down and finish them off.

| know you will want to know that | have survived the battle unscathed. | fear
that what | have |ust written may be dlsqulchng but you would never +or5r\e me
for tc”mg you dm’thlng but the truth. 1 am entrusting my advisor Sulman to
take care of the detail of mf‘nrmlng the families of the fallen as | have entrusted
him with so many other thmgs mdudmg the 'le]a\crq of these letters to v you.
He will handle the matter with tact, and can be relied on to select the

spccd:cst messengers for my letters!

Etcrna”};,

p-s- I will send another letter after we have caughf up to that demonic
armL’ and ({lspdtc”]t‘({ it. You and NICOIHI 5HouH Hcar frnm mein a,vnuf a WCCL.




‘CONFIDENCE IS A GOOD
ul THING. OVERCONFIDENCE
T— CAN BE AN EPITAPH.

August 18, 52

\

The remaining army of devils

] \ Dear Catherine, ) |
- [ Before the sun rose over the battle of 2 ‘. Hmmn‘ll-dc-/l/ Fled north, chased /u; our arrows and
hase to the monsters curses Lnn:s::{c-rms the small number of devils remaining -
fnrhl—H\ e or so - and the c/l”u:u/h/ n Jms‘mg them anrj f@r(‘}vcr.

Edcnl‘vronL, we Acpa‘:trszto g r' Ie i i deldl,c:} ‘
ds, verd ! S
Clouds strcamc‘{ over our hea Y Pmmtleésv .

us in RocU—mm. threatenin

men PFC55C

¢ more summer SNOW
S

d on, driven l'u’rthe

desire to avenge their H”cn

| demons back to the Ht” from

send these fou

cnmradcs and
whence thc‘,y came.

The devils seeme

and fleeing like darkness lﬁrf'(lr L
5 vcnhthnugh fhey seemed to

4 hmah: es .mA short

h an:{ conhtsnng Se

nd we }mr{ to se nd

d tireless at

day )
mile. Our fnrceJ

5 Haqs mghtmarvs
:> heat and strain a

i back to Edenbroo
On the fifth Aa:_’ we reac

valley. 1 the demons did not fL;rr\. o

them vﬁtn the sea. Since we simply cou

hed the

e the sunrise

k lest rhr(’ die from t

from their Path 5
Id not \i(/lhil’l th

cA northwest unti

first, srnppms nnl}’ for wa-rcr
. We chased rl'wn'w tor
e outA:stan(mg us mile after

the hot summer
fc“cd !fu‘ the

k men

rests made
veral men were
a 51\1.4” (nﬂhng:‘nt of sic
he stress of the march.
bitter, barren |anA ot Pleasant
oon we would chase
em at their tireless

d the OH frnd(‘

| we l‘eachc‘

our victory

\
|
\ I declared the mission a success and we spent the nlq/‘nf cc/cf"-rahnq

The celebration, | fear, was premature. As the mq"lt hours
wore on, my outriders [‘vegan to return from their scouting details

with reports of an army of devils - numbe

ring in the thousands!

- tra\r”mg out of the /[W(ﬁ‘ll;in\‘{:é n our Cl!l'(‘.;h('ln I was forced to
order a retreat: hunter and hunted reversing roles
Liql‘hcrrnr. I write this letter to you d’urmq one of our

infrequent and brief rest stops. Our Pursuers\.‘qrc- faster than us
and do not tire as c'asllq My scouts and seers report that the (
demons have followed our trail CI(‘SPV!C all efforts to shake them, :
and these horrible summer snowstorms seem to pursue us as
rc‘/cnt/rss/{l as the devils fhem:«'/\rs | fear there Is a traitor amongst

us, somehow 5:5na/mg the enemy our every move
My dear, | want you to give this letter to Wilbur Humphreq. He is

to organize an army /argc- ennug.‘v to put these devils down, say twenty-

g avel
HC:l l:mL s sz‘tii:ziﬁzagistcrn coast, hnpmgl{r}mt In‘{}w::”f; :hrlc‘r:v(iLA
at snakec I P
r::l}:cjtthe : the(, = 7 an?] rej{ PI::ATSAI:C . i = 2 ;‘\c’ l‘/ﬂ(,u:i:n‘zi men, and do it immediate: Y 141/_30 want you to call upon Rocklin,
Again, the enemy F’"n\v“i ;'“r_j" f:b\x/,fh a full day’s rest at the narran ;7: K’T’g;; Vr Ve,wpxrrws.Lamgmhwm e He i |
i" to Iaq ;n ambush that proved ¢ eC ;:]' "(vj contrive a vicious .m}}'vush that wnui ;;ihsﬂ j .ICT ! Zt ?Ur 2 m:ni IR L “
| % ol o he Ll FU”L’ o' . sr‘e-n"‘ l—"“{ © his aid during the buccc*SSf‘m Wars against my evil brother Archibald. J'
"\% have turned Archibald grrt’"LW': S |hr£‘ boulders down the cliff face dn\, b e S S e
- o r: iﬂ o L.(‘,used HOCL(‘:{ St can hold off the demonic army until hrlf" can arrive. | am not going to reveal
T rEcm WI”’ T (-“A e o amcemrd[f:{ e - the location until we arrive there for fear these messages wr/“v:* mt:-rcCPfc‘cl
h SPhng tbe T }:r: ;‘:m ot "mrl rbrough - Pdss A‘l the enemy. | am /mung Sulman :Ivsprutc}v our I’.‘i:stes; messenger with
P?"rt of the army t 4(‘] 4 rshi from the front. In minutes by o T 2 o e L
f‘ and thus [;qLL‘{‘ ;A:':“;e that Purhnn without a e v ”‘“ang : 5 e
we had dec C |
‘ 5|ng|e loss on our side.

/g the time
_."x"\ .

N
\\‘w——..—-—-______——-“‘"» SRR S N—
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August 23, 1152
My beloved,

We reached Castle krlc'gﬁpvre a Adl’ ahead of the enemy and
have fortified our Pasltmn n mnhupahan of attack. This is the last
message you will receive from me until we are liberated }‘q the army

N you and Humphreg are preparing
| thank the gnc{s that | reserved this Parhculnr castle as a
future reward for some |m‘al LWSH or nobleman. It has been
unused since the Succession Wars, Hmmg Fnrmerh’ |~c|0nges{ toa
supporter of my brother. Provisions here are meagé‘r — we are counting
on rc‘supphj’ from either Rocklin or you, as we can nn|” hold out for
two weeks with the available rations . The forces we have here are

l’varc[q Adcg.luarc fora «‘Ic-fcn:s(n but we should be able to last until your
reinforcements arrive Hurry!

We have 5Perﬂ’ some time <-\P|nr|ng the castle, "’lnAlr\q many secret

assages dnA surprises; C'rh(l S we may even }:II"C( an escape tunnc]’
passag; prises; perhap ’ P

e

if the wall 1S l’ﬁl'(‘d(h(‘({, the rraps. Plts, and secret ways will serve us .[//'
it/

well. 1 }'mPe it never comes to t‘msl. but it is best to be Prc‘Pnl'(‘-'l |
will be much relieved if the treacherous necromancer who used to
own this castle was Pm’annd cnnugh to have Jus an escape
tunnel
Sulman has been a great hc‘lp Jurmg this entire misadv entures/4
and he has Prnmlscﬁ{ to look into the cause of the snowstorms -
he is, after all, a Master of Air - to see if tl’mq are Amnc[” sent. Another

has ﬂlrc‘aAL’ formed over our castle and is even now covering us with snow

and misery. Devils seem to npera!'c better in cold weather Anyway, this siege
will give Sulman Plennj of time to look into the causes. Per"]aps the traitor
that s 5urc|q amongst our rnan. is also the cause of the storms

Fear of such a traitor has me 5]ccpm5 Ponr|}9 at mght
presuming | could ever 5|cep well in these circumstances. What
would a man have to gain from such rrc(achcrg? A hysh Post
in the devil }']ICFAI’CH(’." I would like to see that! Wealth? Do
devils even HAVE wealth? What could it be? If there is such
a traitor, | shall catch him and have him Publ)clzj strung up
and tortured. To think that he is Prn}mH}} }’n:{lng under my
very nose makes me sick unto death. There is nothlng worse than
a traitor. Even Archibald would agree!

well, no use (nmp|mnmg He will show himself soon rnnush.
I am sure. | must go now and finish preparations for the siege. Know
that if | never see you again, | love you and I love Nicolai. And, if
you love me half as much, move as fast as you can to send

reinforcements to our rescue.

Pray for us,

(?h\ ps If 1 should fail to return, tell Nicolai that the Third Cljc 15

\ in the Well - — he'll understand when the time is r|ght It is his Hrthr«ght
and he will need it if he is ever to be King

‘KING ROLAND PLACES MUCH FAITH
IN HIS SON. HMM. PERHAPS THE
PRINCE CAN BE AN ALLY IN YOUR
OWN QUEST




‘THERE ARE TWO TYPES OF MAGICIANS:
THE QUICK AND THE ROTTING,
MOLDERING, WORM-FLAVOURED FOOD
FOR SPAWNS OF EVIL'

INTRO TO MOUSE &
KEYBOARD CONTROLS

It doesn't matter what you call these instruments: crysta] ball, computer, the Scry of
Si]icon; the Ordered Runes of Binaria, a ]:e_v}mar(], the Abacus of Turing. A rat, a mouse,
the Rodent of Parc. ley are Artifacts of Trans-Dimensional Manipulation and, with
lenowleclgc, you can command them to do your l)ill(ling.

At times tlley will confound you. Like the Protean Wolves of Kriegspire, these artifacts
can and will per{orm different functions at different times. Such is their nature! But I know
how to tame tlwir wild ways, aml I can pass that wisdom on to you.

If you were to consider youmelf a puppeteer, you could think of these ol:viects as the

strings you pul] and slide to gui(lc your characters lllrouglﬂ Enroth. But to consider yoursel[

a puppeteer is to do a disservice to those who risk ever_\rthing in joining you on this quest!

Take heed, pay attention, don't blink. There won't be a test later.

Just the difference between life and death.
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KEYBOARD
CONTROL

The Runes of Binaria— or "lec_\']mar(l,” if you re intent

on staying g‘mumleﬁl in your “rm]ily!" — purforms many tasks.

& These are nnl.\’ the most commony; refer to the chart on the left

;! "\ for a full 1i:‘li11g‘4

) Touch the A L‘c_\' to launch an Attack on the nearest

) .‘J monster. See my advice on combat a bit later in this tome

for more details on that! A mouse-click on any nasty has the same
k'[[\.'\.'l.

Cast a readied Slvc“ magic that a character has set in p]acc for quicl\‘ use — with

the S L’u_\ Hold the CONTROL leey and click on an Dl)jucl, beast or character to tlire\:lly
cast the :pu” on a target.

Set your party in motion — [‘Ul‘\\'dl‘&l, lwacL‘, luﬁ, and rigl]t — with the Arrow lec_vs.
Using the SHIFT l\'L‘,\' will put your party into a run. Using the CONTROL L‘cy in concert
with the LEFT or RIGHT ARROW L’ey will allow your party to si(lestep in that direction
- useful in combat

If an ul)icd has |)otvntial, the Space]’)ar will activate it. Bodies of fallen enemies and
friends may be searched in the same fashion. Pressing the Enter L‘cy will alter the flow of
time, ylmuging your party's action from a {:ree-ﬂuwing “real time” adventure to a turn-based

combat system. When your party is in “turn based” mode, tlwy will not he able to move,

run or ﬂ\ You will unl_\' be able to attack characters and monsters, or turn alter your field

of view. Pressing Enter again will lugglc your party’s actions back to real time.

Touching the numbers 1 t]m)ugll 4 will select the cnrrespomling member of your
party. Touch the number a second time to see details about this person’s name, skills, etc.
-[';mc]l'mg the numbers 5 and 6 selects one of the followers who may have jninccl your party
for mercenary or pcr:‘mm] reasons. Touch the number a second time to start a conversation.

The View L’c.\/:; and Hying L’cys are positinnetl accm'(lin; to function. [gnore the Flying
Icc_y:‘ until you have learned the art - pmlwal)'_\' much later in your travels.

R :’impl) Rests your party, a“uwing‘ them to recuperate from battle and travel. Your
Map Book is Ul)ullc(l with the M lec'v.

With the cult of Baa gaining ;roun(] so quiclcly, time itself threatens to become your
enemy! Turn this threat to your a(lvanta;e, using the T L'u_\' to :‘huly your Time and
Calendar options. It will require many Quests to restore the Mandate; review your current
assignments with the Q L’u_\'.

[nformation is power! Fnrtuna{el'\l, it is at your (lisposd] lvy Loucl)in_g N; important
Notes from your travels are autnnmtica”_\' L’epl for you l»y this mystic scribe.

Since I can'’t be at hand at all times, the Z L’cy pl'n\'i(lcs a quicle reference view of your

party.




Dangers Iligll and low can be avoided ll_\’ Jumping with the X L’cy.
Your journey is documented on an arcane map that L’ccps track of your route for you.

Mag‘nil.y or shrink its view with the + and - L‘cys.

MOUSE CONTROL

The Rodent of Parc — or “mouse,” if you prc{:cr is a slothful [amiliar, un\vi”ing‘ to
so much as move without your lle]ping hand. Nonetheless, when instructed |w_\' you, it can
and will scurry back and forth between your world and Enroth to convey your wishes.

Its abilities cllange with your needs, but you can (]epcnd on certain behaviours. Move
the mouse in your world, and a reflection of its motion scampers across your g’lm\'ing screen.
Move tlle mouse over an olnjcct in Enmtll, and writing will appear to describe it. Fountains
will be called fountains, doors will be called doors, and people will be called ]1_\' their names.

There are two lmttons on top of your mouse, to tlw rigllt and left si(lc‘s. Press ("clicL‘")
the rig]ﬂ button while the pointer is over an olmicut to request information on that item. If
the spirits favour you - and there’s information to share - your request will be granlcd.

Clic]z the left button while the pointer is over an L\l)iecl, and you can pi‘:le the objeci
up! To (lrup an item while it is in your hand, left-click the nl)ject on the grnun(]. To give
the item to one of your cllaracters, left-click over the characters face you want to give it to.
Le{'l-clicleing on a characters large portrait (llw one you get when you're viewing his
inventory or statistics) means you want l]mt character to do sumutlling with the item. If
it's a weapon or piece of armour, your c!]aracter will try to equip or wear it. Ifitsa scro”,
your character will either read it or cast a spc“ fromit. Ifit'sa spe“ book, your character

will try to learn the spe“ that book contains.

To drink a potion, pic]c it up and left-click on the characters 1arge portrait. To add an
iugrc(liuut or mix two potions, piul\’ up the ingrcmliunt/lmtion .Jm] riglll»cliclc it over the
potion you \\'isll to a(ld it to. Rcsulls are unprulidnl)lc, aml may l’w ]mzarclnus to your
health.

There is a shortcut to all this. Ho]ding an item with the mouse and riglll—clicl\’ing
over a characters face means you want that character to do somuilling with the item you're
|mltling‘, and selects himself as the target aulumdlica”_\'. So letling a potion and riglll—
clicl\‘ing over a face would have that character drink the potion. Doing the same with a

lwalin; or protection scroll would cast that spc” on the character you're riglﬂ—cliclzing on.

‘RESPECT YOUR ENEMIES.
SAVE YOUR CONTEMPT FOR AFTER
THEY ARE LYING IN PARTS ACROSS

THE BATTLEFIELD!

/
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INTRO TO CHARACTER
CREATION

‘CHOOSE YOUR ALLIES Your gift is the aI»iIily to reach from your world, and affect the fate of Enroth, and
CAREFULLY! YOUR CONTINUED
EXISTENCE DEPENDS ON EAC, g

OTHER! justice. Instead, all your wisdom and skills will be put to the test in gui(ling a team of

‘»ey(m(l. But it's not your hands that will (lirect]'\* search, conjure and ila}' in the name of

a(]vcnturcrs, drawn from the best this land has to offer.

“Best” doesn't alwa'\'s mean well-mannered, or J'iglllcuus: there are grim and sl]m]m\'_\'
talents in the land who may serve your g‘ual. You cannot afford weakness of spirit or
indecision. Only your autlwrity can lead this party of characters — gun(l and bad in nature
— in restoring the Mandate of Heaven to the world.

You start out with enough influence to include four characters in your party, drawn
from six classes, each from a different walk of life. At first, your leatlersllip will only be
sufficient to attract Apprentices. But in time, with (liscipline and training, you may see your
characters grow to become Experts in their field...or even Masters!

The menace that threatens us all grows stronger with each passing moment. Your

party will be well-advised to build up its skills and power for the hard times ahead.

\'er'\' hard times, indeed. ..

CREATE CHARACTER SCREEN

(‘Imnyv Portraits Character Portraits

Name

(‘urmnfly
Selected Stat

g o

et A
3 ég‘_ﬂ"‘— Bonus
k y points Box

Y

Class Selection Box Available Skills Box OK Button (Start the Game)




/\al\'cnturcrs are (le{inc(l l{\' what llw_\' |nnL’ |iL’c, llwir \\'a“c of Iifc, and their sh‘enéll)s
and skills. Some see life as one l)ig‘ game, a competition of points lost and g‘ainul. The point
score allows you to know your characters at every given moment. I lit” points follow their
injuries, and therefore reflect their health. “Skill” points reflect their training and
experience.

Click your rodent — um, mouse — on a character to choose that adventurer l]ircctl_\n
Tllc UP or DOWN ARROW l«“\' moves from one character trait (sL‘i”, name, and so on)
to another, a]lowing‘ you to fashion the per[.cd warrior or mage. And remember that rig]xl—
clicl:ing‘ anytl)in_é with your rat — ahem, mouse — conjures a window of information about
that item.

Portrait puts a face to a character. Pick somcllling‘ with pcrsuna]il_\': yuulll be seeing
it a lot. Use the rodent to scroll tln'ou;]l available pictures for your portrait.

Class Icon/Name visil)ly displa_\'s these details about your character.

Name gives you a chance to get pvrsmml with your character. Click in the name field
to rename your characters. I advise you not to call your Knig‘llls “Flower,” ll)e)' hate that.

Class Selection is where you decide on your characters walk of life. Lc[‘l-clicking any
class applies it to a character.

Available Skills can be chosen with your rodent as well.

Bonus Points are a way to enhance a character (playing‘ favourites is (lan;cmus!) ]1y
a(](ling or su])h'acling points to a parlicular skill. Le(l-clicleing the “+” and “-” buttons on
the screen adds and subtracts points.

OK means _\'uu'rc rca(]y to commit, time to move on, lwpe you made the l‘iz;lﬂ choice.

Touch the Enter Ieey, or left-click this button.

CHARACTER CREATION
INFO

Time to give some []mug’lll to who you invite to your party...

Knights are the workhorses of the {'ig’]ﬂin; class, coming onto the scene with the
largcst selection of weapons and armour; no choices are closed to them if tlley advance
cnuugll in skill. We're {a]l:illg serious hardware! Being the l‘ouglwsl warriors, Knigllls l)cgin
with the greatest number of hit points and gain the most hit points when tlley advance in
level. Kni;]ﬂ.s can be pmmutc(l to Cavalier status (gaining two hit points per level); and
again to become an all-out (.‘llampi()n, (gaining another two hit points per level). Kuigl‘lts
have no mind for magic, and may never learn spe”s or the Meditation Skill.

Clerics are adventurous, spu]l—casting lwly men who are mediocre {:igllters. Their
magic is most po\\'crltul in the areas of llealing and defence. Clerics can learn from the
Mirrored patlh‘ of the [_igllt and Dark magics, and the awesome spe“s available in those
realms. For weapons, however, Clerics can only choose the mace, staff, or bow. They do a
little better with armour: only Plate is forbidden to them. With much (1i]igence and shl(]y,
Clerics can ascend to Priest (gaining one hit point and spcll point per leve]), and eveniua“y
”igll Priest (gaining another spu“ point and an extra hit point).

Sorcerers are students of Elemental magic, concentrating on offensive and utilitarian
magic. Downrigllt rotten I.ig]ﬂers, llw'\"re ]1arely able to use the Llaggcr, llw staH, or the bow
e“.eclivel_v. Forbidden shield and all but leather armour, llley also have the lowest hit points
of all the classes. le.\"(J be tlmroughly pat}wtic if not for the tremendous offensive spe”:‘
llw.\' command, and their access to the Mirrored paths of Ligllt and Dark magic, the most
po\vcr{ul wizardry in tlw land. With much Spell-casting experience, Sorcerers can be
transformed into Wizards (g‘aining one hit point and one spe“ point per ]e\'el) and then to
Arcllmag‘es (gaining another spe“ point and another hit point).

Paladins cross the line between Kniglll and Clcric, ‘CONSIDER INVITING A CLERIC TO

pcr[ormin:: both roles wc“, but not as well as either of the JOIN YOUR PARTY: NOTHING
WRONG WITH HAVING PRAYER

more focused classes alone. Like Knights, Paladins can £Liida
7 ON YOUR SIDE”

learn to use any t'\v’pL’ U{ weapon or armour; l]ley simply

don’t have as many choices to l\cgin with. Paladins ]wgin

with the Spirit realm of magic, and can later learn to use o
I : e

the Clerical Mind and Bn(l'\' realms. Tlley are, however, restricted
from learning the powers of the realms of Ligl—:t and Dark, as well as the
Elemental magics. Paladins who remain true to their cause may achieve
the rank of. Crusa(lcr (g‘aining one hit point and one spc” point per lcvc])
and u]timalely ascend to Hero (gaining another hit point and
spc” point per 10\'01).

Archers are another type of ll)’!"l'i(l (ol\, let us lament the
true (.)riginal!), in this case, of Knig]ll and Sorcerer. Archers may

learn to use any type of weapon, a]tllougll their specialt_\' is — surprise!




the bow. Their (lisciplinc prevents their use of shield or plalc armour. An Archer’s talent for
spc“—castin; l)cgins with the Air realm of magic, and may U\'uulua“y grow to take in all the
Elemental realms. The realms of Li;]ﬂ and Dark magic, however, are Ivc_\'untl their grasp.
Archers can focus themselves to become Battle Mages (gaining one hit point and one spe“
point per ]e\'el), and eventua“y may aspire to Warrior Mages (gaining another hit point and
spc” point per level).

Druids combine the best of Sorcerer and Cleric classes. ley have few hit points, and
make poor lliglllers; their arsenal is [imilC(I to sta”, L[agger, and lmw, :m(] llleir armour is
limited to leather or shield. On the plus side, l]w_\' can build a heck of a circle of mcl:s, and
can use both Sorcerer and Clerical magic: that unique mix allows them to cast certain spe“s
no other class can. Tlle_v cannot, however, learn Li;lxl and Dark magic. To make up for
tlwl, Druids may ]Jegin their ;‘\pprvnliccs]lips wil]l l}le Learning skill. A Druid can grow to
become a Great Druid (gaining one hit point and one spe” point per level) and u\'enlua”y
to an Arch Drui(l (gaining another spc” point and another Ilit point per lu\'el).

The characters class — whether Druid or Knig’llt or what have you — gdives them
unique abilities born of lnng tradition. But it's the individual skills learned along the way
that |‘ea|])' make an adventurer spccia].

Just as in your world, a(lvanlagc can be gaine(l in one of two ways: working at it, or
ln‘i])ery. ”De\'clopment Points” are the currency that allows a character to gain access to ever-
greater talents.

Simply slle“in; out (le\fulo[mwnl points will net a character a l1igl1er skill ranL‘ing,
improving his al)ilit_\' with a weapon, a spc”, or in any number of skills.

The other, perllaps more mnm”_\' satis[ying‘, option is to search out a teacher whose
lessons can improve a characters skill in one of many (lisciplines

Enroth is filled with (lan;ers an(l marvels, and so there are many sL‘i”s which I}elp a

character survive this land.

Weapons skill allows your character to use a particular weapon and increases the
chance a character has of scoring a hit. 1f you become an Expert in a weapon skill, you will
gain certain combat acl\'antages when using your weapon. Masters gain even more
a(lvanlages. You cannot become an Expert or Master on your own no matter how many
ranks you have; you must find a teacher to elevate you to that status.

Staffs are two-handed pnlcs cqua“y gun(] for offense and defence. Expert ran]-zing with
the staff will increase the characters armour class and Master mnl\‘ing will allow them to
occasiona“y stun their opponents.

Sword skill covers most types of blades lnn;cr than a knife. Expcxi swordsmen gain
a quic]:cr attack while Master swordsmen may wield any one-handed sword in their left hand
and another weapon in their righL

Daggers don’t do the kind of (]anmgc that a sword or an axe can deliver. But their
quiclc attacks can sometimes let a character get in two slices for every one move made l)y a

slower opponent. Expert Llagger [jiglllt‘l‘s can wield a a[a;g’er in their left hand while using

another weapon in their ri;l\l. Master

‘MY DAYS OF
ADVENTURING ARE IN MY
Slll'lVl‘iSCL] (‘I)pl‘llL'llL W ll]l a Sin;‘]c I’lﬂ\\'. PAST I ENVY YOU YOUR
QUEST.

Llﬂg‘g‘vl’ [ig‘[lh'r:‘ have a chance of L‘illing’ a

Axes are mllwr s]m\' on l!w allm’lc,
but do a lot of damage when l]w_\' hit.
Expert axe l.iglxlers gain more spcctl in their
attacks while Master axe ].iglllcrs can deliver tremendous nlamas:c.

Spcars make their point I)y including all pnlc weapons with
blades attached to the business end. Versatile, {[wy can be used one-
or two-handed, but llw_\' work better with two hands. Expert ranking with the spear will
increase a characters armour class, and Master mnl:ing will boost damage caused.

Bow skill targets both bows and crosshows. Expert marksmen gain a spcerl increase
with their weapon, while Masters fire two arrows with every attack.

Mace skill covers all blunt trauma weapons: batons, flails, the gcneral whack-in-the-
lwa(l arscnal. L:.\'pcrl mace swingers L]o extra (lamagc \\“iL]l llwir weapons, \\'lﬁ]c Master

HlﬂSI\Cl'S can stun (\]1[10!1\.’“[:’.

— ) —

Armour skill allows your character to use a type of armour and increases a characters
armour class. If a character is not skilled with a parlicular type of armour, he cannot wear
it. All armours carry a pcnalt_\' lvy slm\'ing down a character; Master and Expert skill in
armour reduces this Jrag for all types of armour. There are three kinds of armour: Plate,
Chain, and Leather.

Leather armour is the liglltcst armour available. l"rm'illing less protection than chain

or plate armour, it also slows a clmracter down the ]east.

Cllain armour prm'i«lc:‘ more protection than leather and less than platc; tlms, it also

slows a character down more than leather.

Plate armour delivers the most gong for your gnltl: it affords the most protection, but
also the greatest reduction in spce(l.

Shield skill (Iirvclly improves a characters armour class while a shield is equippu].

Expert and Master shield an‘ing increase this defensive bonus.




Mag‘iu slzi“ is used to cast each spu”, just as a pincl] of nig‘]lh'nnt is lISL’l[ to ﬂa\'uur a
cauldron brew. Skill in a paﬂicular school is rcquirul before its >‘|1c”s can be learned. Magic
skill can mulliply, mo(li[y, or alter time for a given spuu. There are nine schools of magic,
inclu([ing the four elements (Fire, Air, Earth, and Water), the pricsl]y magics (Spiril, Miml,
an(l Bn(ly) an(, the g’tl()Ll/C\"i] patlls of I.iglﬂ and Dark. Experts and Masters have the power
to conjure greater spc”s of any magic.

Fire magic is a goo(l way to burn a bad guy, and also includes spu“s lm\v’ing to do with
spee(] and pain.

Air magic tends to be defensive and informational in nature, and includes spv”s of
accuracy and ﬂig’llt.

Water magic is cqua”_\' useful for defence and offense, and concentrates on spu”: that
move or clmngc l[)ing

Earth magic is defensive and includes apL]L that protect, 1mul and ~tlcll£llh.n

*pu‘lt magic concentrates on >p«.“.~ o{ Il[g mul (ltdth. Live {nrc\'cr, Iu'mg lnule Llw (lca(l,
slow or accelerate aging.

B()cl_\ magic cures disease, dissolves poisons, and gcncra”.\' heals and enchants.

Mind magic charms and confuses.

Lig’lll magic includes some of the strongest spo“s, in the land. Liglﬂ magic cannot be
clmscn lw l)cginnine‘ Llwradms, it must be lLﬂHlL(l and nm~tuul ‘Iurink your travels.

Dark magic comprises some of the most [m\\ulu] magic in E nroth. ‘[)L”\ of darkness
can have ~peLtaLulal results, but *gnua”\' carry a price. DarL magic cannot be chosen l)\

l?("‘ll]lllng xlmladeu, it must 1)0 u)\'clu[ and Invi u]\ec] (_[Llllllg, your ha\gl

— O A ——

Miscellaneous skills include diverse abilities that will support your party in their ([m—
to- (Lw d(l\(.’nhlllllg and *enua] :lavnu of monsters from ln\/om]

l(lcnh{'v gives meaning to items and equipment: you can't use some llxm; until you
know what it is! This skill will automalua“v MJLnlll\r an item if your characters skill level is
lngll enuug]l \pulal items may need an E xpert or Master in this skill to prope rl\' 1(len{l(v
them.

Merchant skill llclps mliusl prices in your favour, whether Imying_‘ or sc“ing.
Remember: I1ll\ low, sell l1ig|1

Repair skill allows your characters to fix broken equipment. The ]llgl]Ll the skill level,
the better the quallhr of item your character can pln\ I\amlvman on. Expert and Master
an]eln._q.~ allow characters to repair u)mplm items and artifacts.

B()(lyl)uil(ling’ skill pumps your character up, a(l(]in; hit points (Iil'cctly to totals.

Meditation adds ipe” points Llilull\' to your re laxed characters totals.

Perception sllalpcn: your characters chance of noticing a trap: catch it in time, and
the (lamagc it causes can be reduced or even avoided, A lndlux perception skill u]uaL a
chance to escape stronger traps; L\pul and Master ranl\mp allow a character to notice and
escape different types of traps.

l)ip]()macy is like lm\'ing‘ a polilician in your pocleel! It alters your reputation in your

_)8 ———-O G E—

]-a\'nur. Gota 10 sL‘i” mnl\‘m: in I)ipln)nlnc'\'i’ TAIL to a nol\]cnmn, an.tl your repulalinn goes
up l»\' 10; la“c to a gn]\lin, .uu] it goes \lm\'n lw}' 10. Your Jmm(lwr fits in c\'m'y\\']lcl‘n.‘!

Disarm Trap skill is the ]wr(m( thing for when you can't remember where you left

your Reys: d” k[]&’?lﬁ \\'i” open ﬂlllﬂlﬂﬂlixd”'\‘, but you may get I\il [1)' a trap. T]lc more >L|”

you lm\'c, {lw better your chance to (Iism‘m any trap before it does off.
Learning skill increases the experience your character receives. Every rank of skill
increases the experience bonus your character receives. Experts double and Masters lriplc

l]li; lmnus; Ivarn L-nnugll to (ln t]u- mall\ aml you“ see how lllis can ml(l to your at]\'anlaeu.




INTRKO TO GAME SCREENS

Everyone but the C)-'clups of Dark Moor will tell you: there’s more than one way to
look at the world. That's never been truer than from your unique perspective.

The luminous glass in your possession affords multiplu views of Enroth and the
situation of the adventurers who have sworn on in your service. ['ve made some notes to

lwlp you understand what may at first appear as unfamiliar territory. Don't worry, _\'ou'”

The z\d\'enturing‘ Window is where c\'w‘yt]ling Imppens: movement, monsters,
combat interaction. The Turn Mode Indicator appears if you've switched from real-time
to turn-based a(l\'cnluring. Guardian Angel, Flyiné, and Walk on Water Icons will
materialise to remind you when your party has been blessed |w_\' these powers, and fade away
as those magics 1li.<:'ipalc. Active Spc“ [cons are a visual reference to the currenll)‘ active
“party” spc”s. The Hit Point Bar and Spc“ Point Bar monitor an adventurer’s health
and magical power.

Left-click your mouse on Cast Spc” to cast a new spe“; on Rest to give your party a

recognise the key elements S > sh. 3 O [ . . .
PRGNS A soon enough chance to make camp and rest; on chlc Reference to review arcane notations lw]p(ul in

“hen it’ > your own wor ) ve tr ising! . ~ . [ 8 4 3
Then it'll be b world YO8 Il have trouble AECOBIIBIILE managing your party; and on Game Options for direct access to the mechanical Im(I_Qo
that spans from your world to mine.

Keep your eye on Food and Gold so you know how much your party has of each. A
PY ) ) b pats;
left-click will open any volume in your pm{al\]e li])ral‘)': review the ;ua]s of your quests in
)U\IN AD\IENT[TRE SCREEN llw Ql'xcst B()()L‘; ~'\‘lu.lly llw kl)u\\{ulg‘e yml'\'e au[uirul in l'l‘lc S()tc-s Bm)l-z; :u tIm‘\\'nrH
as you ve cxplnral it in the Map Book; and manage your time in the pages of the Events
BOOL‘.
Spe“s On will tell you what ]nng—ierm magic your party has in effect. Look to the

Automap

Guardian Angel spell Fly spell ~ Zoom-Out Compass NPC Window for Followers who have ininc(l your party, for pn){i{ or pri(]e. Stll(l)' the

Automap as it leeeps track of your surrmm(liugs. Nig’l‘lt/l)ay reminds you of the difference

_vnu're {.acing‘ (]’ml not if it's the riglll (lirectiun!)

’\ between the sun and moon (it's easy to lose track!) Your Compass tells you which direction
\ Z’)('”l'l”

- . . L NPC
- W (- \—"—7 Followers
Tirn based R - ¥ ‘4; A ) Active Party spells
Mode Indicator i ol e - ¢ : [ E \ Feather Fa//,
- -. _:‘ ‘ A T " e t— Protections from
i : . = 1 ) ¥ - BT 8 T Liglrlniug, Fire,
Water Walk : - e o ; Cold, Poison & AS YOUR MAIN WINDOW ON
spell i - - R et Magic ENROTH, YOU WILL BE SEE,
: S | L THIS VIEW A LOT NEVE
B S : r il S Boola: Qust, FORGET, THOUGH: WINDOWS
Timing Gem - Notes, Maps, LOOK BOTH WAYS.
Events
) . , [\ Gold
i < ) Food
J \\ Game Options
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CHARACTER INFO SCREEN

While viewing (lctdils A]mul a ]nn'{icu‘dr c]ml';lch-r, a rig’lll«\lik]c of tllv mouse on any
statistic will pm\"u]e a detailed (lu:u'ipiiun of that attribute. Move between each of your
c]mradcrs using tlu- TAB lccy, or l)y ;]h]cing‘ lllu onscreen ]mllons. Slup I)cins‘ so pcrsuna]

and go back to the adventure at hand I)y touching the ESCAPE L‘c_\', or clicking the EXIT

]mltum

Name

\

Character

Statistics

\

Total Experience

Earned

Unused Skill
Points Hand-to-hand

Hand-to-hand

Damage

[\)unng weapon

bonus to hit

[\)mlch weapon

x{nmdgc

Spc// resistances

Where two numbers are given j;zr a Characters statistics, the /x/! number is
the current level (as u_/];’chul [’_u spu”s, rest, etc.) and the rr'glrl number is the

permanent or normal level.

INVENTORY SCREEN

[E(IUEPIHL‘Ilt SI\U\\'S you \\’I\dl your SCIL’(t\:‘(l Cl]dl’d({cl' Cﬂ”S ]liS or |]t‘l' Ownl. —]-llk‘ ls([llip]]k’(l
Character (]ispla_\'s what the well-dressed character is wearing, \\'ic](ling, and I)ram]ishin; at
any given moment.

A characters inventory contains the sum of their material gmnls: what t]wy l»u_\', find,
or win 11)' llﬂl'(l contest ﬂl]ll can carry. Deac”ier “'L’ﬂp“l].\' can l'L'IYId(L’ \\'L’ﬂ!\‘t‘l‘ ones, new armour
can take the p]acc of battle-worn robes. Artifacts are available for Sllltl_\‘, and cvthl)ing can
be shared between members of your party. Remember your character is limited to items
he/she has the skill to use.

A left-click on an inventory nlwicd picL‘s it up; a second click nll'up:‘ it. Use an item l)y
first picl\'ing it up (left-click), and then ri-:l]l—g]i\.'l\'ing: it over one of the character portraits.
[(]culil"\' or repair o]\icds I)y riglll—clicl\*in; on them while in a [mcle.

Equip an item — that is, make it available for your character to use as a weapon,
amu]ut, armour, or sl\iul(l —_ la)‘ [irsl picl\’ing‘ it up (lc[it—c]igl\'); [llcn lu({—cliclcin: the item
over the full figure image of your character.

Give an item to another character [)y lcltt-cliclcing on a characters face.

Books or notes can be read ]w_\‘ pic':ing‘ up and rig[ﬂ-;liclcing them over a character
portrait or left-clicking the object over the inventory figure. Spc”s from spu” books may be
l(.‘(ll'n\‘(] in '.l'lL‘ same I‘d:‘lliﬂll as I‘l‘l‘l\’f (\IILI notes are l'k‘(l(l.

l:illﬂl])', to stop being so materialistic and get back to the adventure touch the

ESCAPE lecy or click the EXIT button.

b

SEAD

eals

Equipped

Character

&

.\ Accessory

Details

Character Stats  Character Skills Drventory Awards Exit Button




EXPLORING ENROTH

A specla\:ular (lisplay of magic will gain you admirers, a ferocious command of

glcammg weapons will net an impressive l)mly count. Neither will feed your party, arrange
for transportation, or carry out any of the dozens of other person-to-person negotiations

that can make or break your quest. [t's not just who you know, it's how you deal with them!

FAME AND REPUTATION

The party of adventurers you build share Fame and Reputation lugctlwr e([ua”_\'. Fame
is simp]y how many peuplc in the realm have heard of you. It is never lost or diminished
once ;ﬂ‘lll(.’(l, l[(‘PC, you ITlllSt, {l)l' l:dlllt’ :'llC]l as lnillL‘!

The Reputation of your party rises and falls as you complctc your quests. Ki”ing‘
innocent \'i”agers will not earn you any respect from the local authorities, but mighl
improve your chances of spea]zing with some shadier characters.

Reputation can al\vays he impm\’cd I\y liberal donations to the local lcmplc. And, as
time passes, your Reputation m]jusls itself closer to zero, as punplc [.urgcl the events of your

past.

BUYING AND SELLING

From my obscured glimpses of your “rcnlity,” your world is a

LIVE LIFE TO THE FULLEST:  materialistic one, so you're comfortable with the concept of
YOUR CHARACTERS LEARN
BY DOING! EXPLORE AND e
EXPERIMENT... and you may find lmrgains l)_\' I'o”owing these genera] rules.

Im'\'in; and sulling. Enroth supports its own brand of uapilalism.

When entering any placc of business, it's a gooc]
idea to start tllings off lw_\f slrileing up a conversation
with the resident merchant: a slmpl\‘ecper,
banker, ])arlemler, trainer or what have you. A
left mouse-click on their image is all it takes for
them to reveal the services llwy can offer.
All you need to do is put the pointer over
an item to inspire a local slmplcecper to make a
sales pitcll, including his nslciug price. Rigllt—
click, on the other hand, gives details on the
items such as: type, armour, (lama;e,
(lescripiion and value. Note that value and price
are different. Prices are influenced l)y the
Merchant Skill of the character Lloing the
s]mpping. A very skilled character can leave a
slmpl\‘eepcr crying in his casl]—lwx; a lack of :L’l“
makes a character (and thus you) pay lllrougll the
prolmscis.
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Lc{i—clicl: on an item to lmy it; its cost in ;ult] will be deducted from your riches.
Don't waste a lmsy merchant’s time trying to lwuy an item if your character doesn't have
enough gol(l, or enough room in her [mcL‘ to carry it away. Either instance will force a
shopkeeper to ring up “no sale!”

Many merchants will also Imy items, freeing up space in your adventurers’ l)aclepmles,
and clmmming‘ up extra gnlnl should your party be short. Slmp'«-epcrs will nnly barter over
their pal‘ticular stock in trade: don't expect to sell off magical trinkets to a weapons dealer.

Se”ing an item opens the selected characters Imcle[mc]c. A rig]ﬂ-c]iclc on an item in a
characters inventory will reveal what is known about the ul)ject. Passing the mouse over the
o[)iect will prompt the merchant to tell you how much he is wi”ing to pay for it. Left-
clicL‘ing will conduct the transaction.

On occasion, your adventures can reward your party with a weapon or other item that
can't be rea(lily identified. Some merchants can ]w]p with this mystery, usua”y at a cost of
50 gulLl. CI]UOSing to iLlL‘I'l“[..\’ an item opens the prusontl_\' selected characters l)aclcpacl.z.
F’assing the mouse over the olwicul will prompt the merchant to tell you what he'll take to
identil"y it. A left-click will deduct this cost and provi(]c you full information about the item.

Like hearts and hones, objects in use |))' your party can he broken. Sometimes l|1ey
can also be fixed, but merchants know you're in a bind: tllc_\"” clmrg‘e you a percentage of
an items usual price to repair it. As part of a slmplcccpcrs repair service, your selected
characters I)ac]zpacle is npcuml s0 a broken item can be chosen for mcmling. Again, pass the
mouse over the broken item, and the merchant will examine it and give an estimate. Left-
clicleing will accept his services.

When you've cmnplclul your transaction, left-click the EXIT button at the lower
riglﬂ of your scry-screen or press the ESC on your runes to return to the real business of
a(lvenluring!

The variety of merchants and services in the various towns and cities should fit most
of your needs.

Blacksmiths sell and repair weapons, but not all Smiths sell the same tools of
destruction. Slmp around for the most (levastaﬂng lmrgain.

Armouries handle sales of shields and armour, and will also negotiate to repair such
items.

Magic Sllops and 1\pot]1ecaries offer potions and miscellaneous arcane items. For a
price, tlley may be able to repair certain mystic artifacts.

General Stores put a pricetag on the junl: other slmpl«'upcrs are too pmucl to sell. If
you re hard up for go“, lllk"\"” lm_\' your wares at unfair prices; if you're starving, ilw.v'”
alwa_\'s have somelllin; to fill your party’s bellies, often for more than you want to pay.

Like your own rcalil_\' uqui\'aleni, Banks in Enroth are establishments for lceeping
your go](l safe while you're off lilera“_\' saving the world. Entering a bank will autmnalica”y
proviLle you with the option to llc]msit or withdraw money. Left-click on the associated
button and enter the desired amount.

The teacher at a Spe" Guild has just one tln'_ugf to talk about: spe“s, and lots of them!

So lnng‘ as the selected character in your party is a member of the guilnl, and does not know




all of the spe“s the guil(] has to offer, the guilxl's spell book bookshelf will appear on your
screen. Passing your mouse over a spu“ hook tells you the precise spc” it contains and its
cost. On behalf of your character, you can then left-click on any new spu” you want to
purc]msc for them.

A character in your party ]wlonging to the Thief or Mercenary Guilds can spealz to
a teacher at the appropriate guilcl to acquire new skills in these slm(lm\'y areas. The
instructor will present a list of his available luacl\ing‘s, with a price for each. Left-click on
the skill to learn it and pay the price.

Tcmples offer a chance to give of yuurse” — or, at least, of your party's hoard of gold.
This is one case where clmrity is g’mn] for more than your soul. Generous donations can net
]wa]ing or magical hoons for your adventurers. Talk to the Imly man on <luly for details.

Taverns rent rooms, and sell food and drink. Your party needs rest to recover from
travel and battle, and a Tavern'’s lypical 8-hour uverniglli is a :-:‘mul way to recuperate.

A visit to a house of Training obtains just one kind of service: advancing the skill level
of your party’s characters. The resident trainer will tell you if your selected characters
per(ormance in the field has earned cnnugln experience points to move up a level. If so, the
trainer will tell you what it costs, and will g]a(“y take your gnl(l to advance your adventurer.
Every level you train gives your character more skill points to spcml.

Stables and Docks are where to go when you need more in the way of transportation
than your party's blistered feet. Prices and schedules vary, so spcaL’ to the local stablemaster
or boatman.

Local City Councils are al\\'ays in need of able adventurers to take on a variety of

(]angemus quests.

Followers & Trainers

Almost every character you meet in Enroth (at least those not InnL‘ing to kill your
party ou!rigl]l) can be persum]e(l to join up with your adventurers, As you meet a new
character, a JOIN button will appear on-screen, Click this with your mouse pointer and the
character will either reject your invitation, or state his price and what skills he will ln'ing to
your party. Signing on a new character will ]n‘ing their image into one of the two windows
below your automap.

[nviting a]ong certain followers can have a negative side effect. If their reputation is
{.m' cvi], f-or cxamplc, tllat (lal'lmcss coul(l uxlcn(l over your party aml alhlcccl your {:uturu
llcalings and negotiations.

If you can find them, Wandering Trainers can be a boon to your party, imparting

Expert or even Master level training to anyone in your party who quali[iu,s to learn their

parlicular skill. By and largc, a Trainer will school anyone to become an Expcﬂ, but will

often placc unusual restrictions on when l]'lC_\' will share the secrets of a Master. You'd expect
a characters sL‘i”, or 'f.amc, or reputation to be the major L\clors, hut some Trainers will hold

onto their Master lessons because of the time of moni]l, the Incatinn, or even the weather!

(Clcm'ly, wan(lcring does little for their social slei”s.)

COMDBAT & RECOVERY

There’s nothing wrong with giving peace a chance. But in these dark times in

Enroth, you may very well be dead l)y the time you first say ‘I Lello”.
This is not to say that you should revel in violence. What you go lllrougll to restore
the Mandate to this land may very well sicken you with the stench of blood and the screams
of pain. But lil)erly demands eternal vigilancc, and justice sometimes requires a willingness

to stand firm and ﬁg]ﬂ.

ATTACKING

A timing gem next to your portraits head warns you of the presence or absence of
monsters. When it is green, it uslm“y means that there are no monsters present - relial)ilit_\'
is reduced when used indoors. A yc“n\\' colour will indicate a definite monster presence, but
somew]lal distant from the holder of the gem. When the dem is rc(l, \\'c“, stop ]oole'mg at
the gem bhecause sume{lﬁn-; mean is very close!

Time is perlmps the most important factor to bear in mind as you go into battle.

On the one hand, time works against you: every character in your party moves at an
individual pace, and that internal clock - or “counter” - 1'egulalcs u\'cwl]ling from the speet]
of their attack to their comeback from injury.

Each of your characters’ counters run imlupcndcnlly from other characters’ counters
and monsters’ time counters. When a character takes an action,
like swinging his sword or casting a spe”, l]is/]ler timing gem will

go dark, inLIicaiin; he is recovering from his last action and is too THE BEST DEFENCE IS,
FRANKLY, TO RUN

])usy to take another one. For cxample, an attack with a (ln;gcr AWAY

thrust migl]’t cost 40 “ticks”, meaning that until that time goes
})_\', the character will be unable to act. After the time has
passc(l, the timing gem will ligllt up again, meaning that

this character can pur{orm another action.

A monsters attack can take ticks off a characters
counter, slm\'ing their getting back “in the green’. A
character who is moving - perlmps Imcleing‘ away - before
his gem is green will find his recovery time slower.

A running character faces an even greater

time pena]ty. As I said, every character in your

party is different. Those who are in]lcrcnll_\'

faster can take action and lose less time on

their counter; tl\e_\'yre 1‘@&(1)' to go again in a shorter
periml. Experts and Masters of certain skills can gcnem”_v
expect spem] honuses that reduce the time it takes them to

take actions.




Time can also be made to work for you. Your |ce'\'|mdr(]'s Enter key shifts the
chronological forces from real-time (when c\m*r}'llxing‘ around you is lmppcning all at once
in a (liZZ}'iIIE blur of action and menace), to a more nmnag‘calvlu “turn-based” situation. In
turn-based combat, moments become frozen in time. Your party’s adversaries become
immobilised as you plan your characters attack actions, and then unleash those actions on
your enemies. Don't mistake this for having the upper hand! For in return, your adventurers
then become nmmcnlari]'\' paml_\'sml as your foes are given their turn at aggression. Touch
Enter at any time to restore the rush of real-time adventure.

To send a character into the lAra.\' of battle, first select him/her and then touch A on
your leu_\rlmard or use the mouse and left-click on a monster. In the case of the lcuylmanl,
your adventurer targets the nearest monster; with the mouse, he swings at the enemy you
choose. Should the foe be nearlvy, your character will swing his weapon. If the enemy is far
and your clmradur is armed with a I)u\v, he will shoot to kill. But if your character can't [irc,
he instead (lm[gcs and passes on that chance to attack.

Each character has a "quiclc combat” move that can be illllllL‘(liﬂlL‘l)’ unleashed on a
monster with a left-click of the mouse.

Stecl and muscle are only half the lmtlle: magic is the ]wa]ancc, and its {ar-ranging'
power can very well tip the scales of combat in your favour. Touch S on your L*c_\']umnl to
cast a selected characters “readied spu”,” a most-favoured bit of magic L‘cpl at the fore for
(|uiclc effect. If it is a weapon spc”, it will be unleashed at the nearest monster. Should it
require a subject - like a ]waling spc” - your mouse pointer will become a crosshair. Click
the crosshair on your spe” target for the magic to become real.

It's also possil)le to choose the target of your characters readied ::pc” lwy CTRL—:]iclzing
with your mouse. In this case, left-click the mouse on a target while holding down the
CONTROL L‘cy on your lec'\'lmanlA

5 [ 4 s ( . .
Refer ahead to my treatise on magic for the spc“—castmg you can set loose in combat.

Resting & Recovery

Battle, injury, or just the (Izl_\'—lu—(lay stress of surviving in a land torn 11_\' strife will take

a severe toll on your party. Their overall health and magica] polunlial (l'cﬂeclc(] in their hit

and spc“ points, rcspedi\'ely) can become (lang‘cruus]'\' Jeplutml‘ Rest - R on your Lve_\'lwar([

- is the clwapust way to rcplacc what has been lost. As l(m; as your characters have food and
can rest undisturbed for 8 hours, llmy will regain all their hit and spc” points.

Your party will be unable to rest as long as there are monsters in the area. Refer to
your timing gem; it should be green, imlicalin;‘ no monsters close I\_\', in order for your party
to rest. A word about that timing gem, it is nnlm'iuusly unreliable indicator of (langcr when
used indoors. Sumullline‘ to do with the aura of lwui]clings §ies o

If you insist on (lri\'ing your party to the brink of exhaustion, Ll)cy'” glac“_v
accmnmmlale you |1y wearing l]mmsc'vcs out. ;\l"ter 24 lmurs witlmul rest, your clmracters
will cnmplain of weariness and become weak. This puts them at a disadvantage when using
combat and many other skills. There are magical means available to cure this weakness, but

lllL"\' are I,L‘lﬂ l’U ra ]"\’.
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\Vlli]c your party is resting, your window into Enroth I)mumc,\ focused on tlwil
recuperation If you are dppl‘tldklh'(l and attacked |1) monsters while .l:luc,h you will be at a
severe Lli:a(l\*dnlngc until all your characters awaken to deal with the assault. The best way
to avoid l)cing attacked while you :Iucp is to pass the night in an inn

Your adventurers are vigorous men and women, and tlu-) need to eat rcguldrl_\' to L’ccp
up their sh‘englll. While not given to smulung between meals, food is consumed every time
your party slccps If the Luplmdul runs bare, yout characters will be unable to benefit from
s]ceping, and will not get their hit points and :pc” points restored from rest

T]wrc are two ways of using lllu rest screen. You can :clut “Rest & Hual 8 llum:' to
rest until you are healed, ox you can Wit Without chl.ng“ l)_\ >L‘lg\iill§: one of the three
buttons under that heading. If you choose to rest and heal, a number will appear next to
the apple icon in that section. This number indicates the amount of food you will use for
slc‘eping on llw terrain A\‘uu'\v Lllnscn to camp on Certain terrain, lil\'c SNOw aml Lleserl,
cost more food to camp on to simulate the difficult conditions of tm\'c“mg tlnuu;l) such
inlm:’pildl)lv regions. f you select wait without healing, you will use no food, but remember
that your characters need to “rest and heal” every 24 hours, or ll\c_\ will become weak.
Whichever way you choose, pressing Esc or Exit >’L’i|): the animation and puts you back in

the game.

Amount ufjum! needed to rest 8 hours,

restoring all hit and spul/ points




XA PERIENC T

Experience counts. And like all great truths, this one is :’u”—c\'i(lenll‘\' simplc, yet
L‘omplc.\ cnougll to warrant a monk'’s life of :tml.\: Let's consider how to add to your l)(‘l!'t'\"ﬁ
ongoing experience.

As your party e.\'plores Enroth, and meets with strange and unusual creatures who
quiclcly die screaming, each adventurer gains experience. When a character gains enou;ll

experience, t]my become eligilwlu to move up a “level” in a system of status and mnleing.

More than an cg‘u—!musl of prestige alllnmg‘lx there is that! — a lli;llcr level nets
additional skill points that can be used to “l\u_\' " improvements to a characters set of talents.
More so, a llig‘lwr ranl:in; adventurer enjoys greater “hit” points (protecting them from
(lama;c) and spc” points (mm]\]ing ever more impressive (lisplays of magic). A level
advancement is achieved lvy visiting the training g’roun(]‘:‘, and paying for training.
Mercenary, yus.”])ut you get what you pay for!

The price to increase an adventurer’s level is 1000 experience points for every level
you advance. So, to move up from third level to fourth ]evcl, a character will neeJ a total
of 4000 experience points; {n“u\ving on this cxamp]c, it would cost 5000 points to advance
from fourth level to fifth. The actual cost in gultl can vary from one training g‘roun(l to the
next: s]mp around if you feel like pinclling ingots.

Individual skills can be impmvutl in the course of your adventure ]7)’ “paying”

(lc\-'elo]mn‘nt points to increase an adventurer’s skill mnleing. For u.\amplc, you can choose
to increase a characters skill with daggers from rank 3 to rank 4: when the fates roll their
LliCL‘, the ranL‘ing determines \\']wtlwr or not a tlaggcr attaclz is success*’ul. To improve the
skill ranl\’ing of one of your party, view an individual adventurer’s skills, and click on the
skill you want them to increase. If your character has the (lc\'clupmcnt points to shell out,
the rank of that characters skill will increase I)y one. The cost to l)uy one rank of skill is
equal to the rank number you're lmying. So in our e(lgecl weapon cxamp]e, increasing a
Dagger skill from rank 3 to rank 4 would cost 4 skill points.

There is another way of improving a skill mn]:ing, and this is I)y fin(lil)g} an elusive and
mysterious teacher. These nomadic instructors may agree to increase an adventurer’s skill
from “Normal” to “Expert”, or even from “Expert” to the very heady “Master”! A more
impressive title makes for some spucial abilities that aren’t gencra”y the same for each skill.
For instance, a Master mace swinger gains llw power to stun opponents, \vllile a Master
swordsman achieves a faster attack, and a Master (lagger Eiglltcr can handle a (laggcr in both
hands and get in two attacks! Should one of your characters achieve Master stam]in; in a
skill, tlmy gain the benefits of Expert status, plus any new benefits from lming a Master. Try
not to let it go to their heads.

[t's worth reviewing how certain skill ranleings can bhenefit — or hinder! — a member
of your party.

Weapon Skill increases the likelihood of an adventurer to score a hit in battle; it ties

in LlircLlly in (lctcrmining an Expert or Master's chance of success. Let's say a character is

a level 8 Master staff [‘ig]ﬂcr: llw_\' would then have an 8% chance of stunning a monster
when tlwy hit it. The same character would also have an “armour class” 8 above normal,
because Expurl mnlcin; would increase their defence l)_\ their skill ranking.

/\rln()lll' SLIII ill(rt’d.‘k‘,‘ a \]ld!'ﬂ(tk’l‘:‘ armour (lﬂS.‘ \\'I]Ul! llSiH&‘ a [V{H'UCH]JI‘ L\'I]k‘ (‘I.
armour. Persnna“y, I've given up trying to understand the current fashions! Most armours
reduce the overall “spculu of an adventurer, increasing the time to take certain actions.
Being an Expert or Master will reduce this :‘pec(l loss, while skill ran Ring increases the level
of protection. There are three types of armour: Plate, Chain, and Leather. Shield usage is
a specific skill and is not covered under the gencml armour category.

Mag‘ic Skill acts as an influence on each spv“, nmtli{.,\'ing the effect of its magic:
greater skill can mullip]y the (lanmg'c a spc” causes, or increase the time magic may last. A
magic skill does not reduce the time it takes to cast a spc“. or the number of skill points it
costs to conjure the xnagic.“alllmugl\ an Expcrt or Master ranL‘ing‘ may award these
l'venc{:its. Tllere are nine schools of magic overall: the four ulcmcnls (l‘iru, air, cartlL and
water); the priest'y magics (spirit, mind, and l)m!y); and the extreme and dreadful goml/cvil
pall) of Iig]ﬂ. and dark magic.

Miscellaneous Skills include the less s]mwy, but ever important abilities that will
support your party in their Llay-lu-(lay a(]vunturing and battles. These skills include
Diplumacy, Learning, Bmlylmil(ling, Meditation, Merchant, Disarm Traps, ]c]enti[y, and
Perception. Each of these skills follows the same “rules” in regard to an eminent Expert or

Master ranking.

‘BALANCE YOUR FORCES; AS
YOU MIGHT SUSPECT,
MIGHT AND MAGIC ARE THE
KEYS TO SUCCESS!I'




SrELLS

l:ina”_\, we get to the gwul stutf: magic! No street merchant pru>li(li="il.1lim) lwrc, I'm
ta“\*ing tlw rcal lllin-; .. or as real as lll\' unrcd] can get Mar\‘u”ml,\ ll\in;’: are |u)>_~'i|1|e l))'
tapping into the Preternatural.. .but beware, it's also [|n>.~i|\lv to unleash forces that will feast
on your soul

Press C on your Iec_\'lnmnl, or left-click on the Cast 5[»0“ icon to materialise the
\'lll'l'L‘lltl'\' selected characters >]w” book. The Tab L‘u} will run lllmugll all the schools of
magic studied |)_\ any selected character. Use the Arrow |<cys to choose a >pc”, and press
Enter to cast it. Or use your mouse pcrsmm“‘\, [ like to use a rat, its l\is’g’cl' dl!(l easier to
hold - to select a :pv“ (one Jeft- Ju'lci. or cast it (a second ]c[t—g]iklc).

[\)igllt'Clik‘I\’i“g a :‘[u'” will conjure up:a small transdimensional window with
information about the >pc“ in question

A\’l||l1>(‘"l.likl\"l|lg on lllu smd“ lulv at l!u— |mltnm nl- llu' [muL' \\‘i” set l]w L'urruntl'\
selu‘lu(l =pc” to a lmrhulldl dll\'cnhuu = “chtllt(l 5]“'”“ l|1i> is the magic lwl(l at the I‘t‘cl(l_\’
for quiul\' release. The S]mcul)dr will also set the readied :’pc”

The Escapc leu'\' will close your characters spu“ book, as will a mouse-click on the

onscreen “Quit Sl)e“ Book” button

Fire Spe“s

Torch l,iglnt [n'mlmc,\ a splwrc of ]iglll around your party. It unl)‘
works indoors. Use it for those dark caverns where smnut]]iug mi;llt be
waiiingY [t costs 1 spu“ point to cast. L‘-xpcd it to last one hour times
your .1([\'g-11111|‘g'x"~ >L~i” an’. At E\pcrl aml Master Iu\'cl:‘, lllc Iig‘llt
pnulu(c(] is lll!liL'C.l[\l}' ln'ighlcr, An essentia spcl]!

Flame Arrow fires a :inglc ﬂammg‘ arrow. Don't be taken in 11}' the power of (il'L’,’ this
spc“ is nulnri«ms'y inaccurate, with no more chance of finding its target than a 1'L-g‘ular
arrow. It costs 2 spc” points to cast, and '\'uu'“ have to recover your energy ‘wlAurc you can
use it again. [t works inslanlunmnbly and will do 1 - 8 points of damage (assuming it hits
anylllin;‘!) At Expert level, Flame Arrow costs just 1 point, and can be used again more
qui\'lely; Masters recover more quit L‘[) anx[ |.||1' willmul cost \Y'Iml a l\dl’gdill!

Protection from Fire increases all your characters’ resistance to fire: 1 point of
resistance for every rank of the caster's Fire Magic skill. Cost is 3 points and the caster must
recover. The effects last for 1 hour per skill rank. ]:\pcrb double the resistance, while
Masters lriplc it.

Fire Bolt Iaunclu-s a burst of fire at a :’inglc target. | c(msitlur it llw ”KNILI [QL‘IiGI‘lL‘”
of the Sorcerer's arsenal. Costing 4 points, it takes awhile to rebuild slrvng‘tll and use it
again. It fires innnc(]idkcl_\', and will deliver 1 - 4 points of nlamagc times a characters skill
mn}“. [E,\pm't.\ are 1'cml'\' to fire again more quic Ll_\', \\*l)ilc Masters recover even faster.

Haste reduces |1)' 25 seconds the time it takes to recover from casting a spc” or

a(tnclcing with a weapon. Beware, for characters \\‘i” lvc wuaL' I-nr six lmm’s a(lcr lllis spc”

wears n”.. [t costs & points to cast, an(l l‘uquircs recovery. It ]nsfs [‘m' 4 minutes p]u.~ 1
ml(lifi(mal minute {.nr every slci” rank a clmra(tcr [m.\. |‘:\|wri,~' ru(]m‘t l[u' recovery time,
\\'l‘nilc a Master's spv” affects the entire party.

Fireball targdets a sin;]c monster, but c\‘p!n(]es to hurt anyone else unu:‘lll in the blast.
What a show! But I:ecp your party at a distance; if tlw_\' stand too close, tlwy will be hurt as
well. This one costs 8 spc“ points, and takes some time to recover. It takes placc
inslanlancuusl,\n and delivers 1 - 6 points of ([mnagc times a characters ~L1” r.‘mL‘, to all
within a 10 foot radius. An Expert’s recovery time is faster, a Master’s faster still.

Ring of Fire generates a 5-foot ring of fire around the party, that (Iamag‘cs all
monsters it contacts and doesn't burn your party. Its cost is 10 points, with a signi(icant
recovery time. Its effect is immediate, and it causes 6 points of (]dmag‘c p]us 1 additional
damage point for every skill rank. Experts conjure a 10-foot ring, while Masters’ recovery
time is cut 5i»;niFicant|y,

Fire Blast launches streaks of fire in the direction your characters are {.acin;‘ The
bolts aren’t magica”y guided, so a little practice aiming is called for if you want to do
anyl]ling useful! Cost is 15 spc” points, and the caster must rest afterwards. Tt fires 3 bolts
inslant]_v, (Ieli\'ering 4 points of (Imnage p]us an additional 1 - 3 points of Llanmge for each
skill rank. Experts need less rest and send out 5 shots; Masters even less rest and launch 7
shots.

Meteor Shower summons & flaming rocks from the slcy in a 10-foot radius
surrnumling your target. [ 'n]ess _\'nu'rc eager to visit a ]wa]cr _\’nurso”, try not to lw near l]w
victim when using this spc“. Cost is 20, with a pcriml necessary to recoup energy. [t ]mppcns
inslanll_\', and each rock delivers 8 points of damage p]us | additional for every skill rank.
Experts recover {‘aslor and ]wring (lnwn 12, mcL‘s; Masters are |'cml)‘ again more quic]el_\' \\'il]1
16 rocks. This spe” cannot be cast indoors, thank the gutls!

ln[crn() burns all monsters in sig’lll; your party is excluded from ll\e C(lUL’Ollt. An
efficient way to clean out rooms full of weak or moderate sh‘un_glh monsters in one or two
easy castings. Cost to your character is just 25 spe” points, and recovery time is signil"icanl.
That's for 12 points of damage, with an additional point of damage for every skill rank.
Experts’ recovery time is cut somewhat, while Masters take just a quicle breather between
spe”s.

Incinerate is one of the strongest direct damage spc”s you may acquire, inﬂicling
massive (lamag‘c on a single target. Onl.\' the strongest of monsters can expect to survive this
spe“. (But if one does, then it's you who has to survive!) 5110“ point cost is 30, recovery is
necessary. [t lmppcns inslanlly, searing 15 points of damage, plus 1 - 15 points extra for

each rank of the caster’s skill. Experts recover more quicL’ly, Masters faster still.

Wizard Eye reveals the locations of monsters and characters on
> your group’s automap. It lasts for 1 hour and it costs one spe” point to
| cast. Experts and Masters will learn more on casting this spc” than an

Apprentice.




Static C]larg'e targets a sing‘le monster with a jo]t of static u]cclricily. Not much
(lamagc, but it never misses. Cost is 2 points. It is a tiring spe”, requiring rest. [t fires
inslanlly, (lmling‘ | point of (lama;u, plus an atltlilional L& points u( tlama;c (m' every
skill rank. Experts are rcmly to go again more quicL‘l_v, Masters fire at no cost.

Protection from Electricity increases all your characters’ resistance to elcdricity: 1
point of resistance for every rank of the caster’s Air Magic skill. Cost is 3 points, the caster
must recover after using it. The Protection lasts for 1 hour per skill rank. Expcrts double
the resistance, while Masters lrip]e it.

SparL‘s fires three small balls of liglltnin; that bounce around until ll*ney hit
somcl]\in; or dissipate. It's hard to tell where ll‘h."\' will go, so this spc” is best used in a room
crowded with small monsters, and with most of your party elsewhere. The spc“ costs 4.
Sparlcs do 2 points of (lanmge, plus 1 additional point of (leagc per skill rank. Experts
recover more quiclal_v, and fire 5 balls. Masters are ready to go again even {'astcr, with 7 shots.

Feather Fall slows the spectl of a fall and prevents your party from 1)ein; hurt when
Fal]ing more than ten feet. The cost for this spe“ is 5 points, and recovery takes time. It
lasts for 5 minutes for every Air Magic skill rank. Experts get the duration up to 10 minutes
per skill rank, while Masters rate 1 hour per skill rank.

Shield slows missile attacks (suc|1 as rocks and arrows) and cuts their potential
(]amdgc lv_v half. A Shield costs 8 spu“ points, and be careful where you use it, as it takes
time to recover. It lasts 5 minutes for every skill rank. Experts’ Shields last 15 minutes per
skill rank, while a Master's version affects the entire party.

Lig’lltning Bolt Jisclmrges electricit_\' from the caster’s hand to a singlc target. It
n]ways hits and does solid (lamage. I like to call this one the “Sorcerer’s Darling!" It costs
10 spcll points. It fires inslantly} (loing 1 - 8 points of (]amage for each skill rank. Experts
recover more quicl-zl_\r, Masters faster still.

Jump launches your party into the air at a («)ﬁy-ﬁ\re (lcgrce anglc, lan(ling them
without (lamage a set distance away. It costs the caster only 15 spe“ points and l‘ligher skill
will reduce recovery time. Experts and Masters recover more quiclcly

Impl()sion is a nasty spe“ that affects a single target ]'1}' (leslroying the air around it.
The result is a sudden inrush from the surroum]ing air, a tlmm]erc]ap, and 10 points ()f
(lamagc p]us an extra 1-10 points of (lamagc for every skill rank. It costs 20 points to cast,
and rest is requirecl afterwards. Experts are back to readiness more quiclz]y, Masters faster
still.

Fl_v grants the power of ﬂi;lxl to your characters, 5 minutes airborne for every skill
rank! Only available outdoors, l:]_v inilia“y costs 25 spe” points and slowly drains spcll
points as it remains active. Be careful not to fall from a great lmiglll! Experts can stay up
for 10 minutes per skill 1'anlz, while Masters wing it for an entire hour per skill rank.

Starburst calls 8 stars from the heavens to smite and burn your enemies in a 20-foot
radius. Try not to get cau_glﬂ in the blast! Cost is 30 spell points, recovery is very signi[icant,
each stars’ (]amage is 20 points plus an extra 1 point of clamage for every skill rank. Experts
reduce their recovery somewhat and get 12 stars; Masters turn back their recovery even

more, and deliver 16 stars. Tt (mly works outdoors.

Water Spells

g}; e : Awaken auhnnalica“y awakens all of your characters from a
" normal s]ccp and (lmmaticall_\' reduces the duration of slccp Spc“s cast

on your characters. Cost is 1 spu” point, some recovery is rcquirct]

|

i _csl afterwards. Awaken will remove 3 minutes of slccp times the caster’s
skill rank. Experts mu]tiply skill rank l])’ hours, while Masters mulliply
them lwy (lays.

Cold Beam targets a singjle monster with a field of extreme cold for an instant. Not
much damage, only 2 to 6 points, but a]ways a hit. Cost is 2 spe” points. Recovery is
required, but with every advance in skill becomes less of a pml)]an Experts recover faster,
and Masters cast without cost. Now that's an education that pays off!

Protection from Cold increases all your characters” resistance to Cold: 1 point of
resistance for every rank the caster has in Water Magic. Cost is 3 points, recovery is
require(L The Protection lasts for 1 hour per skill rank. Experts double the resistance, while
Masters trip]e it.

Poison Spray sprays 1 shot of poison at monsters (Iirm‘l]y in front of your characters.
Damage is low, but few monsters have resistance to poison, so it's an easy way to make ‘em
su{;fer. Cost in spe” points is 4, recovery is require(l. The effect is 2 points of clamagc, plus
an extra 1 - 2 points of <1amage for every skill rank. Experts recover more quiclel_v and fire
3 shots; Masters are back at it faster with 5 shots.

Water Walk lets your characters walk alon; the surface of water without sinleing, for
5 minutes for every skill rank. Qn]y useful outdoors, this spe“ costs 5 spe” points initia“_v,
but you should never furgel that this magic constantly drains spc” points while active.
Experts stay topsidc for 10 minutes for every skill rank, Masters are afloat for 1 hour per
skill ranlzingh The spe“ drain is the same no matter what level the caster.

Ice Bolt fires a single bolt of ice at a single target. /\I\vays a hit, it does moderate cold
damagc: 1-7 points of (Jamage per skill rank. Cost is 8. Experts and Masters recover more
quiclely.

Enchant Item will attempt to make an or(linaly item magica]. The chance of success
increases with the caster’s skill in Water magic. Unless the caster is a Master, weapons
cannot be enchanted. Cost to cast is 10 spc“ points. Experts make better magic items.

Acid Burst targets a singlu monster with an acidic bolt that does 9 points of (]amagu
plus 1-9 points per skill rank in Water magic. The spc” costs 15 points to cast and Experts
and Masters will recover faster.

Town Portal transports the party to the last town l]wy visited. At Apprentice level it
onl_v works outdoors. As a further caution, the chance of Town Portal wnrleing is rather
smal], improve(l ])y your rank n[ Water Magic sl?ill‘ Cost is 25 and recovery is slow. Exper{s
can use this spe“ indoors, and Masters can choose the town.

Ice Blast fires a ball of ice in the direction the caster is facing. The ball will shatter
when it hits sometl)ing, launclling 7 shards of ice in all directions except the caster’s.

Shards will ricochet until tllﬁ‘_\' strike a creature (lning 12 points of (lamage plus 1-2 points




per rank of Water Magic sl.zi“, or melt. Beware that the ricochet can hit your party, even
when the shards don't start out in their direction. It costs 25 points, and requires recovery
time, which is less for Expcrts and Masters.

l.loy(l's Beacon lets you place one marker at a location you want to lclepurt back to
in the future. ]ust how far in the future (lepemls on your slei“ and ranlein.:j in Water Magic;
the marker (]ccays in 1 hour times a characters skill rank. Cast Ll()_\l(l's Beacon whenever
you wish to either place a marker or return to one. Cost is 30. Experts can set up to 3
l)eacons, which (leca_v in | (Iay per skill rank. Masters have 5 Beacons, which (lccay in 1

weele per SL‘I“ ranla.

Stun s]aps a monster with magica] force, forcing it to recover
from the spcll before it can do any‘tl'ling else. It also knocks monsters
back a little, giving you a chance to get away while the getting is guod.
Cost is 1 and some recovery required. In e”ecl, Stun adds to a monsters
recovery time, with somewhat greater effect for every skill rank of the

spc”castcr. Experts and Masters are hoth more effective.

Magic Arrow fires a sing]c magic arrow. This spe” is nntoriously inaccurate and has
no more chance of [:in(]ing its target than a regular arrow. [t costs 2 spe” points to cast, and
you’“ have to wait some time hefore you can use it again. [t will do 2 points of (Iamage
(assuming it hits anyihing!), with an extra 1 - 6 (lamage points for every skill rank. At
Expert le\'cl, llw cost is just 1 point, and recovery time is Fastor; Masters can fire again more
quic]cly and without cost.

Protection from Magic increases all your characters’ resistance to magic: 1 point of
resistance for every rank of the caster’s Earth Magic skill. Cost is 3 points, recovery is
rcquire(l. The Protection lasts for 1 hour per skill rank. Experts double the resistance, while
Masters lriple it.

Deac"y Swarm summons a swarm of l)iting, stinging insects to bedevil a single target.
Mmlcratc in its (lamage, the swarm nonullwlcss never misses and tlw (lamage is pllysica[,
mal\‘in; resistance unlil«'ly. Spo” point cost is 4. Damage is 5 points plus an extra 1 - 3
points for every skill rank. Experts and Masters recover more quicle]_\f.

Stone Skin increases the armour class of a character l’vy 5 for 4 minutes, plus an extra
five minutes for every skill rank. Cost to cast is 5. Experts up the time limit to an extra 15
minutes for every skill rank. Masters extend the power to affect your entire party.

Blades fires a rotating, razor-thin metal blade at a singlc monster. This spe” can miss:
the chance it'll even hit relies I:eavily on the caster’s rank of Earth Magic skill. Cost is 8
spe“ points and requires recovery. Damage is 1 - & points for every skill rank. The chance
that it will hit is your skill ranleing times 5. Experts and Masters recover more quiclzly.

Stone to Flesh, if cast in time, removes the curse of 1)eing turned to stone from a
character. The caster's skill and rank in Spirit Magic determine how ]ong the dire condition
can be present before the spe“ loses effectiveness. After that, the nnly way to remove the

condition short of Divine Intervention is to visit a temp]e. Stone to Flesh costs 10. Its

effectiveness is based on skill rank times 3 minutes of stone duration. Expurls‘ effectiveness
is their skill rank times hours of stone duration, while Masters extend that to L[a.\'s

Rock Blast releases a magical stone into the \\'nrl&l, a stone that will c,\plmlc either
wlwn it comes into contact \\‘illl a creature or \\'Ilcn cnnu:ll time passes, causing llamagc in
a radius of 20 feet. The rock will bounce and roll until it finds a resting spot. Be careful;
anyone can be mug‘lﬂ in the blast. This :’]w” costs 15 points, and needs time to recover. Its
(Iamagu is between 1 - 8 points per skill rank. Experts recover more quic[\‘l.\', while Masters
are even faster.

Turn to Stone lcm[mruri].\' turns a target to stone for 5 minutes for every skill rank.
These stone statues are invulnerable to any sort of attack. Cost is 20 spc” points. Expcrls
L‘L‘cp lllin;:'s n\(ley for 10 minutes for every skill rank, Masters 20 minutes per skill rank.
Some recovery rc«[uirul.

Death Blossom fires a magical stone far into the air, causing a very pm\'cr[u]
e,\'p]osion with a radius of 40 feet when it lands. This >pu” can nnly be used outdoors, costs
25 points, and requires time to recover. Damage is 20 points, with an extra 1 point for every
sl:i“ rank. Expcrls recover [ﬁslcr, al.tcr causing an e.\plusi\'u radius of 60 l'cct; Masters ncm]
less time to recover, and extend their (lanmge to 80 feet. This :‘pc“ is for the open
cuunln'si(lo, not indoors in your living room parluur.

Mass Distortion increases the \\'uig‘l]i of a singlc target cm)rnmus]y for an instant,
causing si;nil'icanl internal damage cqual to 25% of the monsters hit points [\1115 another
2% per rank of Earth Magic skill. The lvig‘g‘ur tllcy are, the harder lllc)‘ fall. Spc” point cost

« AN . ap N = »/ .
18 3(', ﬂll[l 1s very lll'l]];‘. l_'.\[’lL‘l'tS ﬂllll .\ld:".L'I'S recover more ([LIlL‘I\'l\'.

Spirit Spe“s

[ N e Spirit Arrow launches an arrow of pure energy. | [i:lll\' Ll:‘c{ul, but
5 > ! r y- Highly

> " 3 . . .
%, apt to miss unless you slu(]y Spirit skill to an m]m[ualu level! Tt costs 1

spc” point to cast, and '\'uu'” have to wait a short time before you can
use it again. Expccl ittodo1-6 points of tlamagu on your foe. At
Expert level, your recovery will be faster. At Master level, it can be cast
at no cost.
Bless characters to increase their chance of llilling‘ monsters in hand-to-hand combat
and with missile weapons. A characters bonus to hit is increased lv_\‘ 5, which lasts for 4
minutes, plus an extra 5 minutes for every skill rank. The cost to cast this l)lussin; is 2 :'pc“
points. Expcﬂs' duration is an extra 15 minutes for every skill mnle; Masters casting this
spc” affect all characters at once.
l'[caling’ Touch heals a single character, restoring a small number of hit points: 3 - 7
points based on skill. Cost is 3 spc” points. Recovery is moderate, but each skill rank will
reduce that time. An Expert’s lxcaling mends 5 - 11 hit points, while a Master ]mmla;cs Z
- 13,
Luclc_\’ Ddy lum]mmri]_\‘ increases a siuglc characters Luck statistic l)} 10, plus an
extra 2 for every skill rank. This lasts for 1 hour for every skill rank, costs 4 spv” points,

and requires a recovery time. Experts add an extra 3 points of luck for every skill rank.
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Masters sprea(l the luck around to all the characters in your party.

Remove Curse, if cast in time, removes a curse from a character. The caster’s skill
and rank in Spiril A\\a;ic determine how long the dread condition can be present before the
point of no return. After that, the on|_\' way to remove the condition short of Divine
Intervention is to visit a lcmplu. Remove Curse cost is 10, and time is spent recovering. Its
effectiveness is based on skill ran king times 3 minutes of cursedness. Experts’ effectiveness
is their skill rank times hours of cursedness, while Masters can extend that to (la_v,\x

Guardian z\ngel sets up a compact with the Higlwr owers to resurrect your
\:lmractcrs. Should ll\ey (1iU, tlw_v“ be returned to life with 1 hit point and dc]n»ﬂml at the
Jast lcmp]u you visited. The price for this service is half of the gold your characters have with
them at the time of death. Cost is 8, recovery time is si;ni[imnl. Experts ln'ing back all
characters at half their hit points at time of death. Masters arrange it so all characters return
with full hit points. The cost in ;l‘l(] doesn't clmnge.

Heroism increases }))' 5 the damage that a character does with a successful attack.
This costs 10 spe” points, and the caster must rest; it lasts for 4 minutes, with an extra 5
minutes for every skill rank. Expcrls get an extra 15 minutes for every skill an‘, Masters
affect all the characters in your party.

Turn Undead forces all Undead Monsters in siglll of the spc“caslur to flee. Tlu‘y'”
be back when the spe” runs out: 3 minutes, p]us an extra 3 minutes for every skill rank.
Cost for this scattering is 15. Experls and Masters will recover faster.

Raise Dea(l, if cast in time, restores a character to life. The caster’s skill and ranl\‘ in
Spirit Magic determine how lung the character can be worm food hefore the point of no
return. After tlml, the oul_v way to revive the corpse short of Divine Intervention is to visit
a Lcmplc. Raise Dead costs 20. Its effectiveness is based on skill rank times 3 minutes of
death. This magic will leave your character in a weak condition for a full lld)’. Experts can
make the spc“ work for one hour n( death times llleir slzill mnle, while Masters can cxteml
that to Jays.

Shared Life combines the life force of your characters and redistributes it between
them as evcnly as pussil‘nle. All current hit points are totalled, and 1 extra hit point is added
for every skill rank. The cost for this averaging is 25, the recovery time is very sig‘niﬁcant.
Experts add 2 extra hit points for every skill rank, Masters add 3 extra.

Resurrection, if cast in time, removes the era(licale(l condition {mm a character. The
caster’s skill and rank in Spirit Magic determine how lun; the character can he dead before
the point of no return. After that, the onl_\' way to revive the corpse short of Divine
Intervention is to visit Tcmplc Stone. Resurrection cost is 20, is the most cx[musling spc”
recounted so far. Tts effectiveness is based on skill rank times 3 minutes of eradication.
Experls can revive a character who has been eradicated for one hour times the caster’s skill

an‘s, wllilc Masters can cxicn(l ll]al‘ to Llil)’i.

Mind Spells

Meditation lempm’arily increases a single characters per:‘nnalil_\'
and intellect statistics lw_\' 10, p[us an extra 2 for every skill rank. This
will last for 1 hour for every skill rank and carries a cost of 1 :'pc” point.
Experts add an extra 3 points, while Masters affect the entire party.

Remove Fear removes the fearful condition from a character if this spc” is cast in
time. The caster's skill and rank in Mind Magic determine how long the character can be
paralysul l))‘ fear before the point of no return. After that, the unl'\' way to lift the curse
short of Divine Intervention is to visit a lcmplc. Remove Fear cost is 1, recovery time is
1'equirml. Its effectiveness is based on skill rank times 3 minutes of lwing‘ afraid. Experts can
revive a character who has been fearful for one hour times the caster’s skill ran L, while
Masters can extend that to (lays,

Mind Blast fires a holt of mental force guaranteed to hit any target and (lamag'e that
monsters nervous system. Expect 5 points of L[amage, with an extra 1 - 2 points for every
slzi“ rank. Cost is 3 spc“ points, recovery time is moderate. Expcrls and Masters are
progrcssively faster to recover.

Precision lempomrily increases a singlc characters Accuracy statistic lvy 10, with an
extra 2 for every skill rank. This lasts for 1 hour for every skill rank. Cost is 4 spe“ points.
Experls add an extra 3 per rank to ;\ccumcy, while Masters extend the spc” to the entire
party.

Cure Paral_vsis, if cast in time, removes pamlysis from a character. The caster’s skill
and rank in Mind Magic determine how lung a character can be immobile hefore the point
of no return. After that, the unly way to get him moving short of Divine Intervention is to
visit a lcmplc. Cure R’u'al‘\'sis cost is 5, and requires recovery. [ts effectiveness is based on
skill rank times 3 minutes of |mra]_vsis. Experts can revive a character who has been
paralyse(l for one hour times the caster’s skill rank, while Masters can extend that to llays.

Charm calms a single largclcd creature and removes any hostile fcclings it has towards
your characters, an effect that lasts for 3 minutes for every skill rank. If this creature takes
any (lamage, it will imnwt]ialc]y become hostile again. So be nice. Cost is 8 points, recovery
time is modcratc. E\pcrls double the effect’s (Iumlinn, while Masters qumlmple it.

Mass Fear causes all creatures in the spe”castcr's line of sigllt to flee in (car, a
Co\vax'(”y condition Iasling 3 minutes for every skill rank. If a creature takes Llanmgc while
under the influence of this spc”, the spe“ will be broken. Mass Fear will not work on
Undead creatures. This spul] costs 10 points. Expcrts and Masters recover more quicHy
than Apprentices.

Feeblemind removes the a])i]ily of a target to cast spcns until this spc“ wears off;
Feeblemind will last for 5 minutes per each skill rank of the spc“caster. Cost is 15 points.
Experts recover from casting more qui(lc[y, Masters faster still.

Cure Insanity removes the taint of insanity from a character if this spe“ is cast in
time. The caster’s skill and rank in Mind Magic determine how long a character can be

whacko before the point of no return. After that, the unl'\' way to return sanity short of
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Divine Intervention is to visit a lump]c. Cure Insanity cost is 20, its recovery time is
si;nil-icant. Its effectiveness is based on skill rank times 3 minutes of insanity. lfxpurls can
restore a c[m racter \\'In) lms Imcn allnclec(l [lm' one lmur times {Iw caster’s sl\’i” mn]\-ing, \\'llilu
Masters can extend that to (1(1)'5.

Psyc‘]\ic Sl)ncl\' targets a singlc creature with min(l-lldmdging magic; 12 points of
(Iama;u, p]us anextra 1 - 12 points for every 5lcil| rank. Cost is 25. l\‘ccu\'my time (lcpeml:’
on your level of expertise; Exporls and Masters have the an]\'antagu

TcleL'inesis lets your characters a\\‘inl traps la_\f manipu[atin; u])iccts - 5\\'iLC|1L‘>’, cllcsls.
doors — from a safe distance. The distance and strengill of Telekinesis is determined ]1_\' a
characters skill in Mind Magic. Cost is 30, and it is u\lmusiing‘. Expert'’s Telekinetic power

is based on doubling their skill rank in strength, Masters on tripling them.

Bo(l_v Spclls

. g 7z Cure “"calcncss, if cast in time, removes weakness from a
character. The caster’s skill and rank in Bmly Magic determine how Iong‘
the a character can be debilitated before the point of no return. After
that, the mll)’ way to get sh'cng‘tll back is to rest. Cure Weakness’ cost is
1, its recovery time is moderate. Its effectiveness is based on skill rank times 3 minutes of
weakness. Experts can revive a character who has been weakened for one hour times the
caster’s skill mnleing, while Masters can extend that to Ja'\'s.

First Aid restores 5 hit points on a singlc target: Cost is 2, recovery moderate and
reduced for every level of skill. Experts heal 7 points of (lamag’c, Masters heal 10.

Protection from Poison increases all your characters’ resistance to Poison: 1 point of
resistance for every rank of the caster’s Bm])’ Magic skill. Cost is 3 points, recovery time is
moderate. The Protection lasts for 1 hour per skill rank. E:\‘pcrls double the resistance,
while Masters lriplc | &

Harm slams a single creature with comp]elc]_\' reliable ma;ical (lanmge. 8 points of
(lamage are g‘uarantec(l, with an atl(]i[iunal 2 points of clanmgc for every sL‘i” rank. Cost is
4, recovery is nominal. Expcrls and Masters recover faster.

Cure Wounds heals 5 hit points on a sing]c target, p[us an extra 1 - 2 points of
lwnling for every skill rank. Cost is 5 spu” points, some recovery is roquirul. Expert and
-\'ldsters recover [ﬂftel‘.

Cure Poison, if cast in time, removes the toxic condition from a character. The skill
and rank in Bnd,\' Magic determine how lnng’ the a character can be puisuncJ hefore the
point u{ no return. ;\{'ler l]mt, the nnl_\' way to purge the system short of Divine Intervention
is to visit a lcmple. Cure Poison cost is 8, its recovery time is signi{‘icanl. [ts effectiveness
is based on skill rank times 3 minutes of Iwin_g' pnisoucd. Expcrls can cure a character who
has been POiSUl]L’(I for one hour times the caster’s skill an‘, while Masters can extend that
to (]a_vs.

Spee(l tcmpnrari].\‘ increases a singlc characters Spec(l statistic I\y 10, with an extra 2

for every skill rank. Cost is 10, with a moderate recovery time. Experts increase the Spee(l

statistic l)y an extra 3 for every skill rank, while Masters can haste all characters in the party
at once.

Cure Disease, if cast in time, removes the diseased condition from a character. The
caster’s skill and rank in le.\' Magic determine how long a character can be infected before
tlw point m( no return, .'\l-ter t]ml, the ouly cure slwﬂ of Divine Intervention is to visit a
tcmplc. Cure Disease cost is 15 and requires some recovery. [ts effectiveness is hased on skill
rank times 3 minutes of disease. Experts can cure a character who has been diseased for one
hour times the caster's skill rank, while Masters can extend that to (lays.

Power tempnraril_v increases a single characters Endurance statistic lv_\r 10, with an
extra 2 for every skill rank. Cost is 20. Experts increase the Endurance and Migllt of a
character 1)_\' an extra 3 for every skill rank, while Masters can increase the Endurance and
Might of all characters in the party at once.

Flying Fist cannot miss and it pummels an opponent with 30 points of damage, plus
an extra 1 - 5 of (Iamagc for every skill rank. Cost for this lmmmcring is 25 spcll points,
and the caster needs some time for recovery, tlmu;ll less if you are Expert or Master.

Power Cure restores hit points to all characters in your party at once: 10 points of
llealing, plus an extra 2 for each skill rank. Cost is 30, recovery is quite signiﬁcant. Experts

au(l I\’Iasters recover more quiclzly

Lig'llt Spells

Create Food makes food, but onl_\' works if you have less real food
llmn lllc spe” creates. For a cost o( 20 spc“ points, you can create one
cln_v worth of food plus your Li;lﬂ magic skill divided 1))' 10. Recovery
time is moderate. Experts double the skill effect; Masters triple the skill
effect.

Golden Touch converts a single item in your inventory into gol(], with a worth equal
to 40% of the items actual value. For every rank of Lig]ﬂ Magic skill, there is better chance
that this spo” will succeed. Take care, for if the spc” [ai]s, the item is broken. Cost is 25,
recovery takes time. l:-xpcrls will make a conversion worth 60% of the items \'alue; Masters
will net a value of 80%.

Dispel Magic removes all llelp{ul spe“s on all monsters in siglll. This bit of h'icl:er_v
costs 30 spe” points; recovery is moderate and mitigaletl somewhat hy the caster’s spe”
rank. Expcrts and Masters recover faster.

Slow is a spe” | [rcqucnll_\' used as a child. When cast for 35 spc“ points, it will halve
a monsters spee(l and double its time to recover. The effect lasts for one minute for each
skill rank of Lig‘llt magic. Experts and Masters will recover more quiclzl_v.

Destroy Undead unly works on those Hasplwmies, callin;‘ upon the power of the Gods
to undo the evil magic that extends their unnatural lives. 16 points of (lamage, p]us an extra
1 - 16 points of damage for every skill rank. Cost is 40. Recovery time varies, ])cing shorter
for Experts and Masters.

l)ay of the Gmls simullaneuusl_\’ casts Power, McLlitaliun, S])L‘L‘Ll, Lucl:_\' 1,)ay and




Precision on all your characters, and Guardian :\ng;el for one easy cost of 45 spc“ points.
Ain’t magic convenient? The spc“ lasts one (lay, and its effect is to cast all those spells at
twice the caster’s Light Magic skill to the characters’ statistics. An exhausting spell! Experts
cast all six spe“s at 3 times Ligllt Magic skill, Masters at 4 times.

Prismatic Lig‘llt can unly be cast indoors, and inflicts Llamagc on all creatures in
siglll: 25 points of (lamag’c with an extra 1 point for every skill rank. Cost is an affordable
50 spe” points. Recovery time is shorter for Experts and Masters.

Hour of Power simu]laneously casts Haste, Heroism, Shield, Stoneskin, and Bless
on all your characters, a(l(]ing twice the slvellcastel"s Ligllt Magic skill to their statistics.
Cost is 55, recovery is significant. Expcrls cast the block o{ spc”s at 3 times Liglﬂ Magic
skill. Masters make it happen at 4 times.

Paralyse disables a monster for 1 minute for every skill ranl-ziug. Para]_\'sul monsters
may l)e h‘eely attacked witlmut l:ear UF reprisal. Not (air, perllaps, l)ul salishfiné. Cost is 60,
recovery is moderate. Experts and Masters will recover faster.

Sunray is the second most (levastaling spe“ you may acquire. Harnessing the ligllt of
the sun and concentrating it on one pal]wtic creature, Sunray metes out 20 points of
alamage, with an additional 1 - 20 points for every skill rank. Tied (Iirectly to that distant
source, Sunray unl_\v' works outdoors and tluring‘ the day. Cost is 130. Experts and Masters
recover more quiclely.

Divine Intervention calls upon the heavens to heal your characters of all (lamage,
restore your spell points, and remove all adverse conditions. This is available once per ([ay,
nn])’ (luﬁng the rising or setting of the sun, and the go(]s exact a price on the spcllcasl‘er,
aging him 10 years in addition to a spell point cost of 70. A great deal of recovery time is
needed, tlmug’h less with each rank of skill. Experts can call upon Divine Intervention twice

per tlay, Masters three times.

Dark Spells

Reanimate will allow the caster to “raise from the dead” any

monster or NPC, (lcpcn(ling on their m'ig!inal hit points and the caster’s

| skill in Dark magic. Don't try to use this on a (lisinlugralul friend; it

will only work on a visible corpse. It costs 20 :‘pe” points to cast.
Experts and Masters can reanimate corpses with lligllcr hit points.

Toxic Cloud creates a poisonous cloud of noxious gases in front of the spe“caster and

sends it 5]0\\'1_\' away from your characters, (lcaling out 25 points of tlanm;c, plus an extra 1

- 10 points per skill rank. The cloud remains intact until :‘Ometl)ing runs into it. It costs

30 spe“ points to conjure. Rccm'ery time is necessary, tlmugll less [ur Expurls and Masters.

Mass Curse curses all monsters in the sigllt of the caster for 1 minute per skill rank.

Cost is 40, recovery time is moderate. Experls’ curses last 2 minutes per skill ranle, while

Masters’ last 4 minutes per point.
Sllrapmetal fires a 3-shot blast of hot, iag‘;e(l metal in front of the caster, strilzing
any creature that gets in the way and in”icting 6 points of L]amagc, IVIus an extra 1 - 6

r . . ~ . = » v -
[‘IUlllls 0{ pain per Sl(’l“ ranlc. Cost is DO, recovery 1s llllllll‘lla]. IZXPL‘I'[S recover [dS’.L‘I‘, E\l]l]
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unleash 5 shots per casting. Masters recover even faster, and set loose 7 shots at a time.

Shrinking Ray reduces even the g‘mmlcsi of monsters to more manag’ca]\lc sizes.
Apprcnticcs will reduce a creature to one half of its normal size, and this shrunken monster
will OHI)’ deal out one half its normal Janm;e. This effect lasts for 5 minutes per rank of
the spe“caslcr's skill, carries a cost of 60. Experts shrink monsters Iv)' two-thirds (lwtll size
and (]ama'-;‘c), while Masters quarter a heast’s size and Llamagc.

Day of Protection simu]lﬂncously casts Protection from Fire, Elcclricil_v, Col(l.
Poison, an(l Magic on a” your c]mracters, plus Fealllur Fa” aml \‘('izanl Eye. Tlle statistics
added equdl 2 times the ::pc“(asterys skill rank. This spe“ costs 70, and lasts for one (la_\r.
Experts add 3 times the 5pc“ms{crvs skill rank, Masters add 4 times in statistic increases.

Finger of Death attempts to immcdialely s]a)' a sing‘lc creature 1))’ stripping its soul
from its Im(l_\'. Clmrmin;. Finger of Death has a 3% chance per skill rank in Dark Magic
of wurl\‘in;. Cost is 80, recovery time is moderate. Experts get their chances llp])ctl to 4%;
Masters improve their odds all the way up to 5%.

Moon Ray heals your characters and damagcs all monsters in si;llt. For every skill
rank, this spe” delivers 1 - 4 points of (lama;e to your enemies, and restores an equal
number of hit points to all characters in your party. This is the nnly spe” that harms all
monsters in siglll and aids your party. Moon Ray is restricted to wan’ing outdoors and in
the mm)uligjllL Cost is 90. Rccnvmy is l'CL[Ui]'L‘Ll, dl(!llgll less (ur Expcrls and Masters.

Dragon Breath is the most power{:u] (lamag'ing spc” you may acquire. [t empowers
the spe”caster to exhale a cloud of toxic vapours that targets a single monster, but also
dama;&s all other creatures within a 10-foot radius. Cost is 100, (]cli\'cring 1 - 25 points
of Llamagc for every skill rank. Recovery time is signi[icanl, but less for Experts and Masters.

z\rmage(]clon is the town killer, innictin; 50 points of&lamage p]us 1 point of (lamagc
for every rank of Dark Skill your character has to every creature on the map, inclunlin; all
your cl]aracters. It can unl)' lw cast once per (la_\’, aml on]'\' ouh[nurs, \\'itlmut cost in spell
points. Quite exlmustin;, rca“y. Experts can use 1'\1‘nmgc(l(]ﬂn twice per (la_v, while Masters
can unleash it 3 times in one 24-hour pcrio(l.

Dark Containment is a mystery even to me. | have glilnpsc(l it but once. Little more
is known about this po\vm{ul, albeit mysterious, spe“‘ Learning its secrets is not for the

weak, or tlw faint of llcnrl.”




FIRST QUEST
WALKTHROUGH

You've heen confronted with a great deal in a short time, with a great ordeal yet to
come. Are you up to facing the clm”engc? The rcsp(,)nsil)i[it_\'? On]y you know that answer,
and you better be honest with ynursc”. Because out there in the real world — Enroth, not
that mundane illusion you call “home!” — it’s going to be you m”in; the shots. And once
you've gal]wrcd a party of adventurers, it’s their lives on your head if you take a left turn
into the wrong (lungeon,

[ won't be there to hold your hand. At best, the advice here is a su[mnling [ can (lnl_\'
share the lznm\'lcdgc to take you to the next level. What I offer here is a small ;‘limmcr of

clair\'oyancc to gui(le you in your first steps into a strange, new land.

‘EVERY MAN WANTS TO KNOW

THE FUTURE TIL HE SEES WHAT CRUEL
DESTINY THE FATES HAVE IN STORE! SOME GO
MAD WITH FEAR..OTHERS WITHER AND DIE AS

THEY ARE DEPRIVED THE THRILL OF
SURPRISE! I HAVE LOOKED AHEAD AT WHAT
YOU CAN EXPECT TO FACE..BEWARE THE
HEAVY PRICE
OF KNOWING TOO MUCH!

Your party laegins their journey {-acing' the South Gate of the city of New Surpigal. All
you possess are the meagre weapons and spc”s your adventurers have lwmug‘lﬂ and food for
at lw:‘l a |_c\\' le.\'s. You \\'i“ arrive with llw lenm\'|mlgc u[ your immctlialc past: mere lmurs
hefore, you drove away a p.u'lc of g‘ulw[ins from their filth-ridden camp, a Llcal]ﬂmp where the
monsters Slag'c(l il]eir alldclcs on ignorant lm\'elcrs. .*\mung l]u- Imncs you l‘uun(l a ]mn(l[u[
of gulcl, King Roland’s m'ig‘ina] five letters...and on the l)(nl'\v of a traitor named Sulman,
one other, far darker, piece of uvrruslmmlcncc.

This vile conspiracy — hetween the Tcmplc of Baa's King of the Devils and this
murdered fool Sulman — is nnly the merest hint of the menace facing the very soul of
civilisation. But you can take (ul\'anlagu of their scheming with some cunning of your own.
Tlli:’ lasl ]cllcr l'clalcs \\']wrc llw traitor is to go [m‘ llis 1'c\var(l, aml l]w \\'unl l\c must spcaL‘
to claim it for his own. Go to the Lnncl_\' Knig‘])l Tavern, and seek out Andover Pothello.
Talk to him about the letter, and he’ll give your party a li(])’ sum of gold. It's blood money,
yes, but you can wash it clean ]1)’ using it to finance the start of your g()ml cause.

Gold always burns a hole in my robe: I'm quicl\’ to spcml it! Don’t be frivolous in your
purclmscs, but T suggest now would be a g‘on(l time to visit the local armour slmp and outfit
your characters with some protective gear. Start a conversation with the armorer : eager for
business, he'll be quiuL‘ to speak of the services he can offer your party.

Pass your mouse pointer over any item in slncL’, and the eager armorer will talk price;
a 1'igl1l—ulicle on the item will pm\'i(lc more information on llw item, and a Ie[{—c]icl\’ will
make the purclmsc. Click once too often and ynu'” be out of gold before you know it! Some
of your characters are ill-suited to certain types of protection: sorcerers, for example, can
not use (so don’t waste money on) plalc armour. Once an adventurer has purclmsu] some
armour, it becomes part of their persmm] inventory. View an inventory Iw)’ first selecting a
character; then click a second time to conjure up a magical view filled with detailed
information about your adventurer. Click the third button from the left to delve into their
pcrsuna] inventory of gom]s and supplies. Equip their armour — that is to say, make it
available for them to use as protection — lwy first piclcing it up (left-click); then left-click
the item over the full l.igm'c image of your character.

With evcxﬁl\ing now in position for your adventure to lruly lwgin, this is an excellent
time to preserve the condition of your party! The unique nature of your interaction with
Enroth allows you the pri\'i|ege of freozing a moment in time and ]mlnlin; it Safel)' within
your Silicon Scry. Should a terrible misllap befall your adventurers, it is possiHe to reclaim
that moment and once more continue the quest for the Mandate from that point. Save the
status of your adventure l)_\' (li\.'lcing the Disk button on your main adventure view: this
materialises a small window pm\'inlin; several mechanical operations to L‘eep you connected
to Enroth. Click the button that pmclaims “Save Game” (the SOLlS treat us as such
play{lﬁngs! ; slots will appear before you in which you must type a name that identifies this
moment. Once this is (Ionc, click t]w check lmx, or press the ENTER L‘c'\' to continue. It's

wise to use this power frcqucnl])’...a”wil l'espnnsilv]y!

Explnre New Sm'pigal's other s|mps am] (liﬁtmcliuns, but don't get too dislracte(l from

the cause at hand. And take care not to wander into the wilderness quite yet. There are




Jangers just over the city line that your party is, for the moment, almost certainly ill-
cquipch to deal with..let alone survive. Should you ignore my words and experience
destruction and humiliation first hand, you can restore your party to one of the earlier times
tlml you so \visely sa\!e(l. (You were wise about it, weren't yuu?) Once more c|iyle the Dislz
button, and from there choose “Load Game” to select from your preserved moments.

Ennugll wandcring! There's time for that after you've saved the world! Visit the City
Council. Tl\e_\"” have a quest waiting — llmy always o sumvtlling to test your mettle.
Talk to the Clerk about Goblinwatch, the Abandoned Keep southwest of town that the
Council would like to put back into use. Preventing that urban renewal are the goblins and
other evils that have taken up residence. If you can clear the beasties out, your party is
welcome to whatever llwy find inside.

The clerk will pm\'i(]e a ]ze_\' to Goblinwatch: on to it! Bravery counts: walk rigllt up
to the front door and walk on in. (Attitude doesn’t hurt at a time like this!) There’s clangjer
just ahead: now would be the perf‘ud time to preserve your lwart}"s situation...just in case!

Take a rig]ﬂ...[o“ow the corridor ahead. Try not to scream when the giant rat attacks!
Show the abomination no mercy. Click the first of your characters to attack, and then click
the monster itself! A figllter will do all in their power to strike a Iei”ing blow. If your strategy
is to unleash magic on the lwast, first select the magician — click the character and then
CONTROL-click the rodent-devil with your mouse. If their readied spe“ is a destructive
one, that rat is one step closer to dead.

Leave the rodent’s corpse ]wllin(], continue down the corridor, and let your
imagination run wild as to what's in those 12 vaults in the room ahead. Could be
treasure...but it could also be poison...or even more rats! Search the room — lfiglﬂ for your
party's life, if need be just make sure you find the scroll that contains a secret pattern of
16 buttons. This solution opens a special door: you find it I)y procee(ling from the front of
the leeep Jirect]y t]n'ougll the door in front of you; from that point make a left. Open the
door using the scroll pattern — and, if you're smart, use your power to save this moment
in time — and get back to New Sorpigal.

Your adventurers are no doubt wounded! So, when you get back to town, have them
rest on the street: there’s no shame in that. Click the Rest button on your window into
Enroth, or touch R on your L‘u_\’l)oar(]: either will allow your party a chance to recuperate.
In the morning, go back to the City Council and get your reward from the clerk. Hint: use
the fountains in town for "special surprises .

You haven't finished with the Abandoned Keep, you know: there's more treasure —
and dangor — to be found in its dank walls. New Surpiga] holds another (Iungcon (to the
norlllwesl) worth your attention, as well: look on the map ['ve pm\'i(le(l you. And when
you're rea(]y, the rest of the world waits to the West...but it doesn’t wait long: the Temp]e of
Baa is moving fast!

The experience your party faced in the Keep is measured l)y a form of what migllt be
called “points.” (The higher powers like to treat us mere mortals like game pieces!) As your

adventurers gatller an increasing number of points, tlw_\v have the rig'ﬂ — even the
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cerlain]y. T]wre, learnenl men will e\’alualc aml consider and ponti(icalc and — \\'c”. the
important llling is that, with cnmlg]\ points, a character in your party can increase their
mnleing [or one or more sL’i“s. le l\iglwr tlw rank, llw lwllcr t[m guarantee n|. SUCCess,
whether that skill be for polilics, ]mrlcring, or L‘i”ing‘. Hmm...hard to tell those apart,
sometimes. In any case, visit the Training Clruumls, speale with the trainer, improve your
party's stamling...aml their chances.

Remember, this is the very shortest of looks ahead in your adventure! There may be
twists an(l turns along tlle way | cannot pre(lid, an(’] you alone will lmvc to deal with. Or die
trying.

What lies ]wyoml that first horizon no man can say...

TECHNICAL SUPPORT

If you have followed all the steps recommended in the documentation and still can't get the game to work
pmpur‘\‘, don't panic, our team of technicians is there to ]w||v

United I\'illg'llulll Ubi Soft Entertainment Lid.

Tel : +44-181-944-9000 Vantage House

E-Mail : tec I\.ﬂl]v[n'l(‘/l ubisoft.co.uk 1 Weit R“s"l

Technical |u-|p Hints and lips is open from 9.30 - 5.30 Mon - F Wimbledon

London SW19 SUX

Holland / Belgium

Ubi Soft Entertainment

30, Avenue de Roodebeek

B-1030 Brussels

Hotline is open from 9.00 - 12.30 and from 14.00 - 18.00 Mon-Fri
I

LIMITED WARRANTY

Ubi Soft guarantees to the original buyer of the product that the compact disc (CD) supplied with this product shall not

show any fault during a normal-use period of ninety (90) days from the invoiced date of purchase
Please return any defective product to

UbiSoft Entertainment Ltd
Vantage House
| Weir Road
Wimbledon
London

SW19 8UX

together with this manual and your registration card if you have not already sent it to us. Please state your full name and
address (including postcode), as well as the date and location of purchase. You may also exchange the product at the place of

Bhirchase,

This software program, manual and packaging are protected hy copyright and all rights are reserved by Ubi Soft
Entertainment. Documentation should not be copied, reproduced, translated or transferred, in whole or in part and in whatever

form, without prior written agreement of Ubi Soft Entertainment

THIS SOFTWARE PROGRAM, THIS CD AND ITS DOCUMENTATION ARE SOLD AS THEY STAND
QUTSIDE THE GUARANTEE PERIOD OF NINETY DAYS CONCERNING ANY MANUFACTURING DEFECT OF
THE CD, Ubi SOFT ENTERTAINMENT WILL NOT EXTEND ANY OTHER GUARANTEE CONCERING THIS
PROGRAM, THIS CD NOK ITS DOCUMENTATION, BE IT WRITTEN OR VERBAL, DIRECT OR IMPLIED,
INCLUDING BUT WITHOUT LIMITATION OF THE ABOVE, GUARANTEE AND CONDITIONS OF
MARKETING AND USE FOR SPECIFIC PURPOSES EVEN THOUGH THE COMPANY MAY HAVE BEEN
INFORMED OF SUCH USE. SIMILARLY, YOU SHALL BE ENTIRELY RESPONSIBLE FOR ANY RISKS
RELATIVE TQ UTILISATION, RESULTS AND PERFORMANCE OF THIS SOFTWARE PROGRAM, OF THIS CD
AND THE DOCUMENTATION. Ubi SOFT ENTERTAINMENT SHALL IN NO EVENT BE LIABLE TO YOU OR A
THIRD PARTY FOR INDIRECT OR CONSECUTIVE DAMAGES, NOR SPECIFIC DAMAGES RELATIVE TO THE
OWNERSHIP THE USE OR THE WRONGFUL USE OF THIS PRODUCT AND, WITHIN THE LIMITS
PROVIDED BY LAY, DAMAGES IN CASE OF BODILY INJURY, EVEN IF Ubi SOFT HAS BEEN INFORMED OF
SUCH POSSIBLE DAMAGES OR LOSSES. THE BUYER WHOLLY ACCEPTS THAT, IN CASE OF LEGAL CLAIM
(CONTRACT, PREJUDICE, OR OTHER) THE LIABILITY OF Ubi SOFT ENTERTAINMENT SHALL NOT EXCEED
THE PRICE VALUE ORIGINALLY PAID FOR THE PURCHASE OF THE PRODUCT
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