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QICOIIIG
to Might and Magie® VIII: Day of the DestroyerTM

VVelcome. and congratulations on your choice of the Migl‘lt and Magic VIII Day of the
Destroyer game! This 1s a PC Role P]aying Game for the Windows® 95,98, and NT 4.0

operating systems.

The world of Enroth has fallen out of balance with the rest of the cosmos, and as a result,
the gateways to the elemental planes have been opened on your world. freeing the forces of Eartlm.
Air. Fire. and Water to wreak havoe throug}lout the land. You must form a party of‘up to five
heroes to unite the human and monster races of the world in time to launch a joint campaign to
close the gateways and save Enroth from planetary extinetion. As a novice mercenary hired to
guarcl Dark Elven merchant's trade earavan, your first concern wall be to eseape the doomed
Dagger Wound Islands to the mainland of Jadame. Next, of course, you.ll need to build up
enougl'l experience to elicit the help of others 1n the greatest adventure the world has ever seen.
Allies may be hard to come l)y in this continent of divided monster l(ingdoms and tribes, but
don’t be too surprised to find that your closest allies may come in the most monstrous forms.
For amongst the usual Knights and Cleries you might also find rEolls, Dragons. Dark Elves.
or any number of other unexpected races willing to follow you to the ends of the world— or
even further. As you build your party, gain experiencc and build up your arsenal of weapons,
l(nowledge. artifacts and spells; you will also find your wits and resolve tested to their limits
by the traps and puzzles set l)y your enemies as well as the elementals themselves. Good lucl(.

and Godspeed young adventurer!
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Introduction:
The Destroyer Cometh

A mysterious appar;tion materialized outside the town of Ravenshore, clistur})ing the calm ;

breeze of another seemingly uneventful day inJadame's centerpiece town. The comely man of
undeterminable age who eventually took form strode purposefully toward the diverse town of .
monster races and humans (a common mixture on Jaclame). T]\e fair, human appearance of the
mysterious stranger in this town of unsig}ltly creatures caused monstrous faces to turn from their
business and pleasure alike and stare with open hatred at the seemingly unaffected man. As he
passed by a brawling pair of monsters, the larger of the two droppecl the smaller to pursue the
fair stranger. Such was the normal state of affairs in this factional, often belligerent corner of
the world—strangers were more often greetecl with hatred and suspicion than with hospitality.
Even so, the stranger walked amongst them with an aura of calmness that spo](e of his apparent
lack of awareness of the peri] lurking behind every shadow. T'he monster’s savage attack came
without warning. With his fierce muzzle of pointe& fangs matcl\ing his hi&eously outstretched
claws, he bore down on the unsuspeeting visitor. All watched eagerly for the expected demise
of this comely man as the enraged beast hurled itself at the man’s delicate frame. With the
expectation of fresh blood still in the creature s eyes, 1t was pﬂralyzed by a nimbus of energy
that brieﬂy shimmered around the strange man. The stranger walked on, however, unfazed and
without the attack or the rest of the town around him. He seemed lost in tl‘lO\lg}lt and muttered

incompre}lensibly to himself as he pausecl and took a few uncertain steps in each direction.

With a sudden squaring of his shoulders, he turned and headed determined]y back, toward

the town square. He now received a respeetfully wide berth, and he moved unmolested tlu'oug}\

the chaotie mass of bodies attcnding—rather strictly now—to their business. In the center of the

town square, he inseribed a glowing cireular line on the grouncl around where he stood. When
the cirele was complete. the earth trembled l)rieﬂy as an 1mmense crystal monolith grew up out

of the cirele, engulﬁng the mysterious stranger. Several of the inlml)iting monsters approac}wd

the crystal. their fear replaced l)y a dreadful curiosity. As thcy reached the crystal—awe inseribed
on their faces—1t shimmered with a resouncling. thunderous clap and the strange monolith sparl(ed
1nto blinding llumination. The piercing l;g}lt was accompaniecl by a spherical explosion of
energy from the crystal that hurled monsters away from the epicenter like rag dolls.

Seemingly n response to the explos;ve pulse from the monolitl\. the air in the four corners

of the continent of Jadame shimmered briefly. Fol]owing a moment of dreadful silence, chaos



as Toosed upon the unsuspectmg continent. Four gateways, one to each of the planes Eart}\
Alr. Fire and VVater. thrust their way into the world with cataclysmlc force.

There was a sudden, violent eruption from the previously ealm and featureless seas near the
Dagger ‘Wound Islands as the gate to the elemental plane of Earth burst into Jadame. Searing
clouds of voleanie ash and molten rock rained down on the 1sland, destroying the network of
l)ridges that connected the 1slands to one another and to the mainland. As the earth trembled
and wantonly spewecl jagged shards of rock 1nto the air, the fortified Lizardmen town of Blood
Drop was sent 1nto a panic]&ecl throng of reptihan bodies.

At the same time at an opposite corner of Jadame. a great cleluge guslwcl forth from the Water
gateway as 1t emerged into existence, engulﬂng an entire valley in a tidal wave that buried a
Minotaur lair under a lake of water. Minotaur society was broken by the aqueous event, leaving

one of their most important sites forever drowned in a new 1nland sea.

In another corner O{Jadame. a vast wall of fire explodecl from the mouth of the gateway to
the elemental plane of Fxre. burning the desert itself for lack of anything else to consume. Several
Trolls [)rieﬂy ran in terror from the advancing firestorm before tlney were consumed 1n sereams
of tortured desperation and agony. A wave of fire rolled over the Trolls and swallowed up most
of their village.

Completing the deadly quartet, the gateway to the elemental plane of Air burst into an
expanding vortex above a vast, ancient forest, tear;ng out the age old trees l)y their immense roots
and lnurling them about like toot}\piel(s. As the swirling vortex stopped 1ts advance, a solitary.
crazed Air elemental rushed out of the gateway. He was joined by others, similarly insane, and
as one, t}ley turned to face the source of their consuming madness. A dreadful, soulless howl
echoed in chorus throughout the ancient forest in recognition of their bondage to the expanding
energy pulse on the far horizon. T}loug}l their task was ages old, the elementals had never gone
willingly. Slowly. however, t]'ley were mastered, and their madness was set on 1ts destructive

course. Tl'\ey would eventually arrive at the crysta] on Ravenshore tlney a]ways did.



A long-forgotten Dark Elven prop}lecy tells of a cycle to the universe, an unendin'g‘ mrEu £
c}min of events in w}lic}l t}le world has been create(l. destroyed ancl recreated at tlle wl‘tim of tfle
elemental forces of order and chaos. Within the prophecy. the nDay of the Destroyer" passage

foretells a time when clisunity and upl'leaval would prevail in the world fonowing the age of
peace (“Aege of Shefar"):

A tyme ofstryfe and woe shall follow the ‘Aege of S}lefar.‘ and 1n this Aege. all shall fall
to naugl\t as the gates of chaos are openec] unto Enroth. And this shall be a sygn unto ye —
when the elemental forces of the Eart}l. the Wincl, the Fyre and the Water shall freely
roam your lands, to usher death and destruction upon theyr wings. ye shall have entered
the fynale Aege. ‘the Aege of Purification.” Once this Aege hath ])egun. there shalt be
no recourse. For lo’ the lords of the Earth, the Wind, the Fyre and the Water both givet}l
lyfe unto thee and stryl(eth 1yfe from thee. In tymes of stryfe the cycle of destruction
cannot be avoided and t]’lyne only repose shall be death. However, 1n tymes of harmony
those that gatl'ler in allyanee shall stand the possil)ility of surviving the puriﬁcation and
warcling off the end of the 'Aege of Shefar to enjoy a prolonged era of peaee."

Unfortunately. those who forget their history are inevitably doomed to repeat 1t, just as 1n
the prop}lecies—an unending cycle of purging and regeneration. Should any of the warring
factions of monster races have the presence of mind to solve the ancient conundrum, disaster eould
possibly be averted. Onee, many ages ago, the Dark Elven prop}mcy was a part of every race’s
folklore. But, the Dark Elves are presently preoccupied with the strife and woe prophesiecl
for this age, and the legends have Iong been forgotten and dismissed as old wives' tales or pointless
elven foolishness. Will this time around be any different from the last, or wall all of Enroth
simply be recyc]ecl 1n another 1nearnation of the prop}letic wheel? Only the eoming days can
tell the ultimate outcome. E)r. 1f truth be known, not all has been preordained...
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26 November 1172

77@ esteemed Uncle 7@3/&‘1‘,

g regrel the necessily o/ wriling fo you under these circumstances. 9 know that
my /eaul}zy withoul nolice must have come as a surprise. For that I apo/oyize, bul
as I know thal what I am (/oiny will not meet with your ap,oroua/, 9 /e// il necessary

fo leave unnoticed.

As you know, in the absence o/ ‘any major war fo /zyzfl in, 7 have been /;)rceo/
inlo the position o/ a .sim,oﬁ? mercenary, Al'z'l'ny myse&f oul as a yuara( henchman,
brawler, and occasiona/[y 5oofyyuarf

Y know you hate to bear if, Uncle, but T sometimes /ony for the Jay.y o/‘/ﬂe
succession wars. Al least back then we were all united in the common scramble
/01' lhe throne. I never had any yranof Aopes o/ /a[iny the crown /[or myse% but
i al least gave me some/z{z'ny fo /1751 /or / Wnya/ay, t‘ecen//y Y was ap/oroacﬁec/
al the aletiouse 5y a member of the Dark Elven Merchants o/ Alovar /001{1}2y /&r
mercenaries wz//iny lo hire on as yuarofv /61* an important lrade caravan fo 7)ayyer
Wound Tsland. .7Abtly£ T know that you are wary of the Alvar Merchants Gurld,
and even more so oflzfe Lrzardmen, the price was riyﬁ/,' and I couldn’t in yooJ

conscience conltinue lo dwindle your earn[nys with my lack of prosperﬂ/(/.

g Aope you will understand, Uncle, T couldn’t speaé with }/Ull reyaro/lhy this
maller in person as Y knew thal you would, foréio/me to go. Thank you for your
many kindnesses /b//owiny Mother’s death. will never be able to /u//y repay
you /or all that you have done for me.

Y will write fur/ﬁer a//er my miss1on 15 comp/e/e. .. D hear tell that there are
many opportunities /51‘ mercenaries in the mulli-racral con//ic/s of the ou/é/l})y
reyions. 7)er/1czps T will ye/ bnow p['o.spen'/y and grt'ny honor lo the /&ml@ name!

Sood luck in your many business (/ea/z'nys, Q//nc/e, may /&z'lune shine /&uoz'ag/}/

on yO(II‘ 0use.

Farewell.

3 'ri't‘ D '/.‘ § Vi L S J
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Getting Started

Installation

To install your eopy of Might and Magie VIII: Day of the Destroyer onto your hard ;
drive, please see the enclosed Installation Card, or the Read Me file on the Install CD.

Beglnnlng Play
After installation 1s complete. double-click on the MMS8 icon to launch the game program.
After the 1nitial logo sereens, you will arrive at the Mrght and Magic VIII: Day of the

Destroyer main menu sereen where you may select from the four main game options.

Main Menu

New: The New option allows you to start a new game from the very beginning. After selecting
this option. you will be taken to the Create Character sereen where you will select the class,
skills and abalities of your main character. After selecting the settings for your main character,

press OK to l)egin the game.

Load: The Load option allows you to load a previously saved game so that you can continue your
quest from the last point in the game, which you previously saved. Seleeting this option leads
to the Load Game sereen where a list of your previous]y saved games will be displayed. Single-
clicl(ing on any of the saved games will show a thumbnail image capturecl from the adventuring
window at the moment the game was saved. Below the picture will be a time and date stamp.
To accept the selected game and begrn playing, click the Load button. Io return to the Main
Menu, elick Cancel.

Credits: Clicl(ing on the Credits option clisp]ays a list of those responsible for bringing you ¥
the Might and Magie VIII: Day of the Destroyer game. ;';

Exit: This option closes the program.
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1aracter Creatlon
OVQI‘V]QW

‘When gameplay begins, you will control the actions and movements of your main character

(tl\e main character will be part of a group of characters called a party as the game progresses).

Each character 1s a unique individual with different strengths. weaknesses, voeation and skills.

At the start of a new game, you will start at the Character Creation sereen (below) where
you may either opt to play the default character, or you may choose the class and each attribute
for your character individually to better suit 1t to your own personal tastes. You start the game
with the main character, which you wiall clesign at this sereen; and this will be the on]y character
that may not be exc}langed at the Adventurer's Inn during the course of the game. To exit this
sereen back to the Main Menu. press the Esc l(ey or Cancel button.

Character Creation MigheghagicV] Crcate Charactcr

Skills 3 Skills

Available skills
Name )
Doll preview
Class Poreraie
y (P
Portrait Defaulc
. ] Clear, OK, and Cancel buttons
Portrait selection Bonus Pool
arrows
Defaults

Bonus development
points

[
nnamonn

Attribute Clear | Cancel

Basie Operations
Change Your Charaeter's Portrait, Voice and Class

To change the appearance ofyour main character, click the topmost Portrait Selection arrows
to cycle tl’er\lgl'l the available character portraits. ‘W hatever portrait you choose for a character

will control the gender setting automatically as well as determine your character class.

As there will be times 1n the game when your character will spea](. this selection 1s purely
a personal preference for the sound quality of your character’s voice. What does your character
sound like? You can make that decision here! To adjust this feature. use the arrows at the bottom
of the character portrait to cycle t}lrough the available voice selections. The Default button

everts to the default voice for the current character portrait.




C}loosmg your character’s class 1s perl\aps the most 1mportant choice to make 1n the Cl‘taﬁotr
Creation sereen. Here, you will decide between the seven classes available for your main -
character. As the class that you choose dxrectly affects many of the abilities, strengths. and
weaknesses of your ellaracter. you must take care to choose the class that you feel best suits how

you picture your 1eading character.

The seven classes available for your main character 1n the Might and Magic VIII: Day of
the Destroyer game are: Necromancer. Knig]-lt, Cleric. Dark E]f, Troll, Vampire and Minotaur.
In addition to these seven classes, Dragons may join your party later—this class eannot be selected

as the main cl\aracter.

As your characters gain experience, expertise and skall, tlney may each eventually be promoted
toa hig}ler rank within their class. When this happens. the promoted character will be able to
learn skills that before were unavailable to 1ts character class as well as gaining hit and spell

points at higher 1nerements as 1t gains n experience based levels.

Neecromancer: The Necromancer, a magician who has suceumbed to the temptations of the dark
arts, 1s the Dark magic specialist and a master of undead. T}loug}l Necromancers have no special
abilities to speal( of, and are limited 1n choice of weapons and armor, tlley alone wield the full
power of Dark magic. Additionally they.re the class best at casting the elemental magics of
Eart]’l. VVater, Air and Fire. The Neeromancer 1s the closest thing to the pure spell caster on

tl’le continent of Jaclame.

I.llcl’l (Necromancer promotion): In the promotional ritual that attunes a Necromancer more fully
to the Dark arts, the character 1s transformed into a Lich—a powerful form of undead. In excl\ange
for their natural bodies, Liches gain access to the higl'lest level spells and magical abilities.

Cleric: Cleries are adventuring spell casting holy men. Before t]wy leave the sanetity of their
orders, Cleries learn basie ﬁg}\ting skills and a smattering of useful healing spells. The Cleric
class 1s the one best at casting Spirit. Body and Mind magie, and 1s the only class capaHe of using

the extremely powerful Ligl\t magic. They are fair flghters. but are limited to the 1ig11ter armors

and can only melee with blunt weapons.

Prlest oftlle S\m (Cleric promotion): ‘When C]erics are promoted to Priest of the Sun status

their heig}ltened piety allows them to wield the most powerful magics ofSpirit, Bocly. Mind
and Laight.

Knight: Knights are human men and women of arms. T}\ey specialize 1n martial skills, and

can become proficient in all weapons and armor. Tl\ey are only second to the Troll elass 1n
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- t'}.ma of physical toug]-mess. On the other }\and. Knigl\ts are incapal)le of learning any of the

'magical arts.

Clmmpion (Knight promotion): C}\ampions are Knig}lts who have gained promotion throug]'l
experience and the completion of l(nightly quests. C}mmpions are able to Grandmaster 1n plate,

shield and many weapon and other martial skills.

Troll: Trolls are brute ﬁg}lters of exceptional endurance and are the most p}\ysically tougll of
all the classes. Not only do t}ley start with and gain the most hit points per level, but t}ley are
also the best at the regeneration skill. Trolls can use all weapons (t}tough t}ley tend to prefer
maces and other blunt instruments, where they can eventually gain grandmastery). Additionally.
they are limited to light armors (t}ley can also achieve grandmastery in leat}ler) and have no

spen easting abalities.

War Troll (rE'oH promotion): Those rI;-olls tllat survive t]u'oug}l many l)attles can be promoted
to the rank of War Troll. Now allowed to reach Grandmaster rank 1n regeneration and other
martial skills, the War Troll can train to clr\ange from l)eing a formidable opponent into something
truly mighty.

Minotaur: The race of Minotaurs has descended from creatures created as magically attuned
guardians. Like the Troll, the Minotaur 1s a powerful melee combatant, but without the Troll’s
extraorclinary stamina. Tl’lougl'l the Minotaur cannot match the Troll’s endurance, he can

certainly make up for that lack with strength, cunning. and a limited ability to use magic (Body,
Spirit. and Mmd) Tl‘lOug]’l all weapons are available to them, Minotaurs specialize n using

spears, blunt weapons, and, of course, axes. Also. tl’ley ean use any armor but helmets and shields.

Minotaur Lord (Minotaur promotion): Only those Minotaurs who have exhibited extreme
valor are promotecl to the rank of Minotaur Lord. At this level, Minotaurs can gain grandmastery

in the axe and perception skalls.

Dark Elf: Dark Elves are a race of Elves who chose, long ago, to follow the dark pﬂtl\s of
enlightenment. ability and magic. Today this race 1s half warrior and half wizard; capable

O swordsmen and exceptional archers, they also have special mag;cal abilities exclusive to their race
and are eapable elemental magic users. Dark Elves also excel at the Disarm rE‘aps and Merchant
skalls. Thougl’l tl'\ey have studied the dark elements for centuries, Dark Elves cannot learn

Dark magic. Nor can they wield spears or axes. Dark Elves are limited to chain armor.

Patriarcll (Dark Elf promotion): Darl( Elves who pass certain tests become members of t}le

races h;g}\er order, ac}\ieving the rank of Patriarch. Patriarchs can become warrior mages of



La, oot R oA A

Vampire: Few choose to become %mpires, but those that do soon revel in the new powers grﬁn
them !)y their new form. In addition to their racial abilities. \/ampires can also become powerflil X N
casters of Body, Mind and Spirit magie, and can gain great skill with bladed weapons. On the
downside, t]ley are limited 1n their choice ofweapons and armor, and suffer certain speciflc

penalties for being undead.

Nosferatu (\/ampire promotion): Nosferatu. the ]tig]'ler level %mpires. gain the strength to i
cast all but the hig]-lest levels of Mind, Spirit. and Bocly magic. With practice. Nosferatu ean
learn to transform into mist. T}ley can also Grandmaster in the dagger skall.

Dragon (not available as a starting c}laracter): The Dragon 1s the l(ing of beasts. Dragons have
the capacity to breathe fire, ﬂght in melee with their huge claws and fangs. breathe a devastating
breath weapon, ﬂy. and repe] even the sharpest weapons with their scales. T]-lough Dragons don’t

: 2 O .
use armor or weapons, 1f one joins your party you won t miss the lack of man-made combat materials!

Great Wyrm (Dragon pmmotion): Because of the enmity between Dragons and much of the
rest of the weapon—wielding world. very few clragons live 1ong enough to become Great Wyrms.
Those that do, however, are the largest and wisest of their kind. Legends tell of entire armies

that have fallen before the mig}lt of a single Great Wyrm.

Cl’lange Your Character's Name

Ifyou wish to change your character’s name, clic](ing on the existing name will supply a
cursor 1n the name box. Simp]y bacl(space to erase the existing name, and type in whatever

name you wish your character to have.

Give %ur Character Skllls

Your character wall begin with four starting skalls (you will have the opportunity to learn
more during your travels). Tvo of the four skills are predetermined depending on the class you

choose for your character. The two remaining skalls may be selected according to the skills
available to your character's chosen class (see the following Skill Table for availability). To seleet
a skill, elick on 1t 1n the available skills list and 1t will be added to your character's chosen skills. C

"To remove a chosen skall, elick on 1t 1n your character’s skill list and 1t will be removed. You
may not remove the two predetermined skalls set l)y your character’s class, and not all skills are

available to every class type. (EJr an explanation of each skill, see the section entitled Slulls)

i'r

o .n-ht\'. s



Character attributes fill out the rest of who your character 1s. From a pool of fifteen bonus
attribute points, you may adjust the attributes of your character for their particular strengtl'ns
and weaknesses of p}lysical and mental prowess, personality and luck (see the following seetion
for a full list and descriptions of attribute effects). T c}mnge an attribute, elick on the desired
trait and then raise or lower 1ts value l)y clicl(ing the + and — buttons to either side of 1t. By
lowcring a pre-set value, a point 1s added to your pool of available points to distribute to other

attributes.
Flnlsll
When you have finished designing your character to your satisfaction, elick on the OK

button to accept your character scttings and begin the game. Onee you click OK, no further

cllangcs may be made to your main character's starting statisties.

Attril)utes and T heir Effects
Might

Might 1s a measure of how p}\ysically powerful a character 1s—how strong they are. A
character with a }ugl\ Might attribute will do more damage n physical combat than a character
with a low Mig]'lt attribute. Because the attribute affects physical strengtl'l. 1t only affects damage
inflicted with melee weapons (suc}\ as sword, axe, spear, ete.). There 1s no damage bonus to rangccl
weapons since the impact of such weapons 15 clepcnclcnt not on a character’s physical strength.

but on the apparatus which fires the projectile.

Intellect

As Might refers to the measure of p}lysical power, Intellect refers to your characters’ mental
powers—}low smart thcy are. This attribute will affect your characters’ prol)lem solving abilities
and their understanding of simple to abstract eoncepts. Also. as Intellect determines the maximum
spell points for Necromancers ancl Darl{ Elves. t}\esc c}mracters (with a lug}l Intellect) w111 be
able to cast more spells before running out of spell points. as well as be able to ﬂgure out more

complex and abstract problems than a character with a low Intellect.

VT NG T AT v i
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Personality

personality measures your characters’ personal resolve. The Personality attribute reflects a
character’s willpowcr. Wi“power 1s the foree which energizes the Spirit. Mind and Body spells
cast I'Jy Clerics, \/ampires and Minotaurs. The Pcrsonality attribute determines the maximum

spell points for characters of these classes.

Enclurance

Endurance 1s another physica] attribute. Playing the counterpart to the Miglnt attribute,
Endurance measures how tougll your character 1s. Characters with a lug}\ Endurance get a hat
pornt bonus—meaning that 1f a normal character received 5 hit points. a character with a lugh

Endurance mig]\t get as many as 8 (see the combat section for an explanation of hat points).

Accuracy
The Accuracy attribute reflects a character’s }mnd/eye coordination. A }ugh Accuracy
attribute wall give your character a better chance of hitting an enemy with both melee and

ranged weapons 1in combat.

Speecl

The Speed attribute 1s a measure of the overall quic](ness of your character—how fast they
move, react, recover, ete. A character with a }ug}\ Spcecl attribute will be able to complcte more
actions in a shorter amount of time than a character with a slower Speecl attribute. In rcgarcl
to combat, this means that the character with a hig]\er Spccd will be able to attack more times
and react more quic](]y to counter the attacks of enemies than a slower character. A l\igh Speed
also makes your character harder to hit, which 1s reflected as a bonus to your character's Armor
Class. (Armor Class 1S a measure of how difficult it 1s for a monster to hit a c}mrﬂcter: the

Lighcr t}w Armor Class. thc l)cttcr tllc clmnce of avoiding an atmcl(.)

Luck

pcr}mps the most underrated of the attributes, Luck has a subtle effect on many actions that
characters pcrfcrm. In gcncm]. your character 1s just lucl(y! Any situation that relies on chance
as 1ts outeome 1s more ll](c]y to come out 1n favor of the character with hig}wr Luck. More
spcciﬁcn”y. its most visible effects apply to your character’s resistance to magicul attacks, and
damage taken from surprisc attacks and traps. In all three cases. the character with a lng}\ Luck
attribute will most lil(e]y take less damage than the character with a low Luck attribute.




‘.Appllcatlon of Skills

The class you have chosen for your character affects the skills that your character 1s capal')le
of learning, as well as the level of expertise of those skills. As your character gains experience
(sce the table of promotions). it will learn to per{ect the skills that 1t 1s capablc oflearning up to
the higltest eapacity available to the class you have chosen. In the fo”ow;ng table, each skill is
listed with reference to the classes 1t 1s available to. Within each cross-reference, you will find

a letter denoting the level of expert;se available accorcling to the 1egend below:

Magie Skalls

Skill Table Legend

N Characters of this class and rank can learn the skill up to a Normal level of cxpertisc.
E The skill ean be learned up to Expert level.

M The skill can be learned up to Master level.

g o AN _"?"l\"‘;”q

GM The skill can be learned up to Grandmastcr level (tllc llig}lest level of expertise).
Class Fir\- Air Water Eurl‘l Spirit Mind Bndy Ligln D:lrl( Vumpirc Elf Drugtm
M M M M M

ecromancer

Lich GM | GM | GM | GM - - - - GM = = =

Clerie - - - - M M M M - - B -

Priest of Laight — = = — GM GM GM GM = = = =

Knight = — = - - = < = & - L .

Clmmpi«)n - — - - — — - - = — -5 —

Troll - ~ - - - - - - - — - =

War Troll — - - - - — - — — — — —

Min()lﬂur = = C— — N N N - — — = —
Minotaur Lord — = = — E E E

Dark Elf

E E E E
Patriarch M M M M — - - — - — GM —

Vump;rv == = - — E E

E
Nosferatu - — — - M M M - - GM - -

D ragon — —_ - -_ - - -_ —_ - - —_ M

G reat W_\’ rm

s A,

o’



- . >, RS By "o
/ A . va’_:

Combat Skalls

Class Sword | Axe Staff | Spear | Dagger | Bow Mace | Leather | Chain | Plate | Shield
Neeromaneer - - M - E N - E — - -
Lich - - M - E N - E - - -
Clerie = = E - — N M E E - M
Priest of Light — - E - — N M E E = M
Knight M M E M E E M E M M M
Champion GM M E GM E E M E M GM GM
Troll M M M E E N M M E = -
War Troll M M GM E E N GM GM E - =
Minotaur E M M M E E M E M M -
Minotaur Lord | E GM M M E E M E M M -
Dark EIf M = - - M M N M M 2 E
Patriarch M - - M GM N M GM - E
Vampire M E - — M N E M E - M
Nosferatu M E = - GM N E M E = M

Miscellaneous Sl(ll].S

Diwss | Prnpe | Marod Lossit- | Muisao] Bodys | Taeastr’] Repie | 1 | Aeen- | Adakiec ] Rugen- .
Class Tap tion chant ing tion | building| Item Ttem | Mmster | master my | eration :
Niorduzdoded 0 10 N E M M = M = M - M »
Lich N N E | oM | o™ . M - M - GM E
Clerit < E M E M N = E = N E -
o o e E M E M N = E = N E - | o
Kaighs E E E | N & M - M | N | M 3 3 3
Chowbran E E E N & M 2 GM | N | om = - 3
Tll N N N N E M = M E M = M 1
War Tholl N N N N . GM = M E M ) GM
Misadass M M E N L M = - L M N =
Minotaur Lord | M | GM | E N L M 2 = g M N s k.
Dark Elf M | M M E E E M E 3 E E - | 5
Petriarsh GM | M | oM E E . M E J E E _ |
Vonate E E E N ! E - M N M E K
Nosferatu E E E N | - " E . GM | N M M |2
Dragon = M E M | M M M - M = M E [a%
Grrost Woresn - GM E oM | M M | oM - M = M E
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:'\Iass: Spell and Hit Points

A character's class affects how many hat points and spell points 1t will have at the beginning
of the game, as well as how many of each t}wy wall gain as they acerue experience and rise 1n levels.
A hit point 1s a basie life unit for your character, therefore. hat points indicate how much damage
your character can sustain before falling uneconseious or dying. A character 1s unconscious at
0 hat points or less, and dies when hit points reach -10. All hit points are restored after 8 hours
of.uninterrupted rest. Similarly, spe“ points are the units of.magic available to your character.
Each spell takes a certain number of spe“ points to cast; so 1f you have fewer spell points than a
spell requires. you can't cast that particular spell. If your character has zero spell po;nts. the
character will no longer be able to cast any spells until the character gains back some Spell points
(you cannot have negative spel] points). Eight hours of.uninterrupted rest will also restore all
spell po;nts. A character’s rank within 1ts elass will also affect the number of points ga;necl per
level (as shown in the table })elow). Remember that starting values fluctuate dcpencl;ng on bonus

points for Endurance. Intellect and personality.

Starting Values Hit Points Per Level Spell Points Per Level
Hit Spell First First
Class Points Points Base Promotion Base Promotion
5 Knight 35 0 5 0 0
Clerie 30 15 2 3 3 5
Necromancer 20 25 2 3 3 L)
Dark Elf 25 10 3 4 2 4
. Minotaur 30 5 -4 6 1 2
Troll 45 0 5 8 0 0
Vampire 30 10 3 4 2 4
Dragon 40 10 -+ 7 2 3
L R



Starting Attributes

A 1s the case with basic skills, class also affects the starting levels of your character’s

attributes, as well as how hlgl'l (or low). Each attribute may be set using your fifteen attribute

bonus points. Adaitionally as seen below, an attribute that would be uncommon to a particular

class (S\JCII as Intellect 1n a M;notaur) will cost twice as many bonus points to raise whereas an

attribute that 1s }ug}lly common to a class (sucl'l as Migl\t toa Minotaur) will cost half as much

to raise t}w level (10 1 bonus point raises the level [)y 2)

Class Level Might Endurance | Intellect | Personality | Accuracy Speed Luck
Minimum 9 5l %) 9 9 9 9
Knight Starting 11 11 11 11 11 11 1
Maximum 245) 25 25 25 25 25 25
Minimum 9 ) 9 9 9 9 9
Clerie Starting 11 11 11 11 11 11 11
Maximum 25 25 20 25 25 25 25
Neero. Minimum 2, 9 2 9 3 9 9
e 11 11 11 11 11 11 11
Maximum 25 2D 25 25 25 25 25
Minimum 9 5 9 9 12 9 9
Dark Elf | Starting i1 & 11 11 14** 11 11
Maximum 25 20 25 29 30 25 25
Minimum 12 9 3] 9 9 9 9
Minotaur | Starting 14* 11 7 11 11 11 i
Maximum 30 25 20 25 25 25 25
Minimum 12 12 D 5 9 9 9
Troll Starting 14* 14** i i 11 11 11
Maximum 35 35 15 15 25 29 25
Minimum 9 ) D 9 9 9 9
Vampire | Starting 11 11 11 1d ! 11 il |
Maximum 30 30 30 30 30 30 30
Minimum N/A N/A N/A N/A N/A N/A N/A
Dragon | Starting N/A N/A N/A N/A N/A N/A N/A
Maximum N/A N/A N/A N/A N/A N/A N/A

7..,1»-4\‘%‘-. S s

* Costs 2 points to increase the stat 1 point

** Costs 1 point to increase the stat 2 puints




' farting Resistance

In addition to skills, attributes, hit points. and spe” points. each character class also has a

unique set of resistance qualities. These qualities reflect the natural abilities of each elass to

% resist the 11l affeets of magic. For example. ifyour character 1s a \/ampire. 1t wall be completely
; immune to Mind magic. In this case, your character’s resistance nullifies any affects of a Mind
magic spell used against it. Though this resistance 1s unique to Vampires. each class has 1ts
E own special resistances.
4 Class Fire Air Water Earth Spirit Mind Body
Knight 5
Clerie 5
Necromancer 5]
Dark Elf 5 5 (5] 7]
Minotaur ] 5 5
Troll 5 5
Vampire Immune
Dragon

Menus and Game SCI‘QQIIS
Adventure Screen: Main View

Once you have finished creating your clmracter. you are reacly to start adventuring! After

; ¥ an opening cinematic, you will enter gameplay mode 1n which you will have the ablllty to move
" about f-reely. Almost all gameplay takes place on the Adventure sereen. The main view (pietured
i on page 21) consists of your view of the surrouncling world, your characters’ portraits. and a
’ panel of features. The main part of this view 1s the window t}u‘ougll which you will view the
: world around you. In this window, you will see people moviug about, enemies approuch;ng to
;',, attack you, items lying on the grouncl or elsewhere. as well as the surrounding countrysicle you'll

even see clouds moving across the sl(y. You will see everyt}ling as 1t 1s actually occurring in the
game. This 1s what 1s meant by real-time; time passes in the world around you regardless of

whether or not you choose to interact with 1t. Td move around in the worlcl. use the arrow l(eys
on your l(eyboard. I6 look around without moving, use the new mouse-control feature l)y holding
down the rig}lt mouse button and moving the mouse pointcr 1n whatever direction (f-rom center

screen) you wish to look. As you move through new territory. your progress 15 ﬁutomatically



muppcd out. On the Automap. you can view your progress as well as your pﬂrty.s locatron

(marl(cd with an arrow pointing in the direction the party 15 travelling/facing).

Advent\u'e Screen
Combat Spell

lcons

Food

Gold

Compass

Adventure Window

Empty Party Slots

Character Portran

o
"
e
.
.

Spell Book button and Protective
Party Spells

Options
Quick Ret
Rest Screen

Books

Zoom In
Automap

Zoom Out

Character Portraits: Your Party

These pictures are the portraits of your party members (ranging from 1 up to as many as 5)

While tl\ey are all travelling togct]'xer. t}\ey perform certain actions such as travu“ing. eating,

Character Portraits

Sclector ring
Health & Mana Bars
PC active spell icon

Ready

Active Spell Ieon (L)

Heroism
Air Resistance
Water Resistance

Fire Resistance

Active Spell Icon (R)

Stone Skin
Protection from Magic
Detect Life

Eal

Feather +at

s]eeping. cntering and exiting clungeons and towns and

tacing enemies as a group. Other actions. such as swing-

ing a sword, opening a door. ta“(ing to a stranger or

casting a spe” are perf'ormcd individua“y. Individual

actions are performed l)y the active character, which

18 denoted by a lng]'\llg}\t ar()una l}ml c}wmcter.s por-

trait. The active character 1s important. since 1t wall

Earth Resistance
Mind Resistance
Shield

Body Resistance

Haste

Day of the Gods
Torch Light
Wizard Eye

be that character's skills and abilities
which wall be app]ied to any action
perfornwd. T}lerefore. 1t 1s impor-
tant to remember to select your active
character before performing a task,
because some can do a j(»l) better than
others. Select the active character

l)y c]ic](ing on its portrait.

Some actions, like the casting of

spc”s or attacl{ing. cause a character

to tal(c a moment to recover. Tlus St




" v L VO
d enoted by the character's ready lig}It. which goes dark while the character recovers. The

.reacly lig}\t also indicates the nearness of hostile ereatures. When the light 15 green, none are
nearl)y: when 1t 1s yellow. there are enemies nearby: and when the ligl\t 1s red, the enemies are

within melee range, and probably attac](ing.

The blue bar to the rig}lt of each portra;t indicates how many spell points each character
has left. The green bar (alongside the blue lmr) does the same for hit points. Rig}\t-click on
a portrait to show summary information for the character. Double-cl;cking on a character's

portrait accesses 1ts Character Screens as described 1n the next seetion.

Cl’taracter Info Screens

Information about each of your characters 1s displayecl on four Character Sereens: Stats.
Slﬂlls Inventory and Awards. o display a character’s sereens, double-click on 1ts portrait. You
can switch between character screens I)y c]icl(ing on different character portraits from within
the character info sereen. When you,re throug}\ with the Character Screcns. hit the Ese ](ey
or press the Exit button to return to the Adventure sereen. Ifyou want to dismiss a character
from your party, double-click on the Dismiss button. Dismissed characters return to the

Adventurer's Inn and will wait there in case you want to hire them again.

Stats Screen

This displays a character's personal statistics. W here two numbers on either side of a slash
are shown for the given statistic, the first number 1s 1ts eurrent value (as affected l)y damage,
spe“s or other effects) and the second 1s its current maximum value. For example. "Hit Points

20/30" would mean that the character currently has 20 hit points out of 30 possil)le.

Damage 1S usually shown as a range. “Damage 11-18" would be interpreted as this weapon
will do between 11 and 18 points of damage when it hits in combat.” A character’'s Attack
Bonus and Shoot Bonus affects 1ts c}mnce to lut wit}l hand-to-}\and (melee) and rangecl attacl{s.

Right-clicl& on a statistic to disp]ay information about 1ts effect on gameplay.

Skills Sereen

Skalls acquirec] by characters are displayecl on their skill sereens listed by name, expertise and
level. When characters advance levels, they gain skall points to spend. tl’lereby increasing their
existing skill levels. I5 advance a skill to the next level, elick on 1t. As skill levels g0 up, more
points must be spent for each 1nerease. Right-click on a skill list;ng to displﬂy descriptive text.
,.It takes number of skill points equal to the next level in skill to raise the skill to the next level.
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Inventory Sereen

When your character buys or picl(s up an item, 1t ends up in their inventory. Items in loose
inventory are tl\ings a character 1s carrying but not using. Items may be looked at }Jy right-clicking
on them. If the item has been 1dentified by either a shopl(eeper or a character with the Identify
Items skall, descriptive information about the item will be displayecl. Click on an item to picl( it
up. Picked up items stick’ to the mouse cursor and follow 1t around. Drop the 1tem by clicl{ing

again where you want 1t to go.

The character 1s disp]ayed on the rig]'lt. outfitted with the 1tems 1t 1s using. To equip a
character with an item, picl( 1t up out of the loose inventory and clrop 1t on the character’s full-
flgure image. Characters may only use 1tems that they have the skill to use, and with the exccption
of rings. may only use one of each type of item at a time. Click the Accessory Detail toggle to
display a character's equipped rings. gauntlets and amulet.

"I have the active character give an item to another character, pic]( up the 1tem and click the
item on the receiving character’s portrait. To clrop an item on the ground: select 1t, hit the Esc
kcy to return to the Adventure sereen, then drop the item 1nto the main view. 'Id use an item
like a seroll, lcarning book, or potion; rigl‘lt—click 1t over a character's portrait or left-click 1t

over the character’s fu“-ﬁgure image.

AW&I‘&S Screen

As characters accomplish deeds or win ranks or other awards, thcy are listed 1n the award
sereen. | hese ean 1nclude the simple event of de];vering goods to the correct person or the

highly prizecl gaining of a promotion. All awards are clisplayec] in this section.

Adding Party Members

Whereas 1n the Migl\t and Magic VI and VII games, you could hire random wanclering
NPC's as fonowers. in the Mig}lt and Magic VIII: Day of the Destroyer game, party members
must either offer to jo;n your party 1n the world, or you may hire some party members at the
Adventurer's Inn. Whichever method is used, party members can be switched out at the
Adventurer's Inn, allowing you to adapt your party as you gain acquaintances and possible
party members. Each time you meet another character that becomes eligible as a party member,
that character's name will be added to the roster at the Adventurer's Inn. Whenever you enter
the Adventurer's Inn. you ean switeh out current members of your party with those characters

appearing on the roster (an exeept for the starting e}mracter).
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‘ﬁ\;‘o:l, Gold, and Compass

At the top of the Adventure Window. there 1s a bar of icons. In the very center, you will
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see the compass. Thas tells you 1in which direction your party 15 presently headed. To the left
of the compass 15 a display of the quantities of the food and gold the party has.

Buttons

These are the buttons sparming the top right side of the Adventure Window.

Spell Bool( This button appears as a large skull 1con 1n the top right corner and accesses the
spell book of the active character. Additionally, this 1con wall display an eye-[)all in the skull’s
eye socket when the Wizard Eye spe“ 1s aetive. You may also rig}lt click on this 1con (or the
ﬁgure in the top left corner) to display a summary of the active party spells.

Geme Options: This button appears as a l(ey. and accesses the Game Options Menu.
Q\uclt Reference: This button appears as a magnifying glass. and displays a summary of

character and party information.
Rest: This button appears as a pavilion (tent) and accesses the Rest menu.

Reference Serolls: This button appears as a seroll and accesses the party's lil)rary of reference

serolls and notes.

b Spell Book

Each member of the party capable of
casting spells has a spell book 1n which
are contained the spells that character has
? learned. After select;ng the character
whose spells you wish to view as active,
click on the Spell Book button to access
that character’s spell book. "I exit the
spell book, elick on the Exit button at the
bottom left corner of the sereen (t}te door
1con). (For more information on the Spell

Bool( and 1ts features and contents, see

“Spell Books™ in the magic system section.)




Game Options

From the Game Options menu, you will be able to select from the ()ptions deseribed below to
save and load games, as well as customize your copy of the Might and Magic VIII: Dﬂy of the
Dcstroycr game. While this menu 1s open, the game 15 pnuscd and time 1n Jadame stands st1ll.

New Game

Click this button to start a new game from the Character Creation sereen. If you have not

saved your current game, all progress sinee your last save will be lost.

Save Game

Click this button to c]isp]ay the Save Game Dia]og. To save a game, click in the save game
slot you want to save 1, type a name for your saved game, and press the Save button. If you click
on a prc\-;uusly saved gamc‘s slot, a thumbnail picturc will appear slmwing you where and when

that game was saved.

LOﬂ(l Game

T}w Load Gume D;alog looks very similar to the Snvc Gume Diulog. rE) loud a prcviously
suvcd game, c]mose it from the list, tl\en clicl( l}\e Load button. If‘ you ]'lave not saved your current

game, all progress since your last save will be lost.

Controls

Opcn the System Options menu to set game display and sound p]ayl)acl( ()ptions.
Conflgure Keyboartl: This feature allows you to re-define the controls oliMight and Mugic
VIII. This s espcciu”y he]pful for laptop l(eyl)oard layouts. which often vary from standard
kcyboards.
Video Options: Ths opt;on 1s used for adjusting the gﬂmc's Brightncss setting. tinting. colored
lights. and level of gory detail. The Gamma Preview button allows you to view your clumges
before rcturning to the Adventure sereen.
Turn Rate: This controls how fast your party spins when you press the left and rigllt arrow
l(cys. 16x 1s the fastest spccd. and Smooth 1s the slowest.
Walksound: T]us clwul(l)ux Sclc('ti()n tugglcs on ﬂnd O“’ Llw f-n()tstvp .\‘uund you ]war w]wn

your party walks ﬂ)rWar(].

Always Run: party always runs instead ol-wull(ing. prussing‘ the Shift L'v)' while in Always .
.+ &3
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un mode will make your party walk (tl’te opposite function from normal mode).
Flip on Exit: Party will always turn around upon exiting a l)mldmg

Show Hits: Normally cluring combat, a How-l)y-blow acecount of.clamage given and received
appears in the Adventure sereen text bar. This button toggles that feature on and off.

Sound. Muslc and C]mracter Voice Volume: These three controls set the playbacl( volume
for sound effects, backgrouncl musie, and your characters’ speal(ing voices. Click inside the

volume ramp boxes or on the control arrows to cl’lange the settings.

Quit

Ends the game and sends you back to the Startup Menu. If you have not saved your current

game, all progress sinece your last save will be lost.

Return

Closes the Game Options Menu and returns to the Adventure sereen.

Rest and Camp Screen

Your characters will need to sleep oceasionally. They can remain awake a long time, but
t}ley will become weakened from fatigue after a day or so. 16 avoid t]’lis, you should have them
sleep for 8 hours. once a day. Slccp also restores the party's lost spell and hit points. To have
your party set up camp, click the Rest button on the Adventure sereen, and then elick the Rest
and Heal 8 Hours button on the menu that appears. Camping uses up 1 unit of food on grass

terrain. Harsher terrains use more food units.

Be sure to have your party eamp 1n as safe a location as possible. Many creatures have no
qualms against attacl(ing your party while tl\ey lie helpless. Your characters are aware of this

and will refuse to camp when there are hostile creatures nearl)y.

Sometimes your party will have to wait at a location with notl\ing better to do than kill
time. o s](ip game time ahead, click the Rest button and then choose from the “wait without

}lealing options" for t}le duration desired (5 minutes. 1 l\our. or until dawn).

Reference SCI‘OIIS

The party carries serolls containing various travel notes, and as you explore Jaclame. your
party wall automatically record useful information 1n these serolls. Io open a seroll, elick on

'its correspond;ng button from the Reference Seroll menu. Io turn a page, click the next and



prcv;ous page buttons at the top right Reference Seroll

corner of the scrol].

Automap (Globe Icon): This seroll

[ Deliver Dade e
S}l()WS you a map 01’ J‘Jdﬂlll(’ ccntercd on the M'ir:’\il’IZHILS-Z- 'w'Fa‘v
your eurrent location. The map wiall B e Y & pakbatior ysoa. &
Tean aimers

only display those regions that you have
nlready cxplorecl and will be updatec]
ﬂutomﬂtica“y as you continue cxploring
new regions. Use the tabs to zoom 1n and

zoom out from your current location.

Quests (Dagger Icon): Each quest you
undertake 1s recorded here. All quests

remain on this seroll until tlwy are completed.
History (Hourglass Icon): This seroll 1s a e}lronologica] journﬂl of the party‘s travels.

Notes (Parcllment and Q\ull Icon): On these serolls, the party records any potion-mixing
discoveries, the effects ofclrinl(ing from town fountains and elues about the secret to c]osing the
gateways to the elemental plains. This set of serolls also has a section dedicated to miscellaneous

events that don't fit into other categories, as well as recording important conversations.
Dafferent sections are accessed by clic](ing on their eorresponcling button:

Potions (Potion Bottle Icon): This seroll contains the record of potion mixtures your party

has cxperimented with and learned.
Fountains (E)untain Icon): T}us scroll contains t}w recorcl of town wells ancl fbuntains wit]n
cxtraordinary propcrties.

Ol)elislcs (O[)elisl( Ieon): T}us scroll eontains t]w record ofdifferent obelisl(s you encounter
cluring your travels. Obelisks will reveal some of the secrets that are vital to your quest; these

secrets can be accessed only when you encounter these strange monoliths, so I(eep a vigilant eye out.
Seers (Cowled Figure Icon): This seroll contains the record of fortunes revealed to your party
by seers.

Mlsceunneous (rEeasure C}wst Icon): Tl‘us scro“ contains useful informatxlon not {oun(l on ot]mr

serolls. Such things as the properties of different colored ]iquids are recorded on this seroll.

Teacllers (Crossed Axe ancl Sworcl Icon): T}us scroll contains a record of- t}\e locations of.

teachers which your party has either found. or has learned about from other teachers. 'I;ac]'lers,

e ISR e
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v are of four levels, those who can teach a basie skill (gcnera“y sllopl(eepcrs). and those who can

raise your skill level to Expert. Muster. or Grandmaster.

| Exploration

Movement and Interaction

. Keyboard Key Funetion Result
? % Up Arrow (mouse up) Movement Walk Forward
% . Down Arrow (mouse down) Movement Walk Backwards
!“‘ . Left Arrow (mouse lcf.t) Movcment T\'xrn Left
Rigllt Arrow (mousc rig]nt) Movement Tarn Rigllt
- Shift Key (+ movement key) Movement Modifier for all Run/Quickly perform movement
movement I(eys funetion
Ctrl Key (+ movement key) Movement Modifier for Left | Strafe (move sideways while facing
p and Rigllt Arrow forward),
» X Kcy Movement Jump
PgDn Key View/No Movement Look Up
Delete Key View/INo Movement Look Down
End Key View/No Movement Look Ahead
r (High];glu with mouse pnintur ”Alw:lys Run" modifier Qu;cl(ly pcrform all movement
at G:ll‘n(’ Opt;mls Scrccn) functions
: Ground Movement
'{ Most of your party:s' travel will take plﬂce on the ground. This can be 1n the form of wu”&ing
* or ricling_any grouncl movement will follow the movement guide below.
Be aware, d\xring your travels, that there are dzmgers l’)cyoncl the enemies Iurl(ing in the
4 s]mclows. Cliffs ancl pits can result 1n (lamgcrously long fa“s f.rom WlliC]l your w}‘mlc party
: ’ will lll(ely sustain massive damnge. Running jumps can lwlp you across small pits and ]vdges.

and careful movement can }w]p you climb up and down steep (non—verticu]) halls safcly. N()t}ﬁng

s}lort ofa lligllly powcrfu] spell. llowcvcr. can save you once you step 0“ a cllﬂ into tllin air.



Flying
The l'ngh level Air magic spell. Fly. as well as the Dragon Fllg}lt ability can temporarily

grant your party the power ofﬂight. You still use the basiec movement functions as used on the
ground. but with the addition of being able to ascend and descend.

It 1s advisable to exercise caution when using ﬂight; as when the spe]l wears off, your party ‘
will. once again. be sul)ject to all the laws ofgravity in all of their unforgiving splendor. If you
have not landed safely upon the grouncl before the duration of the spell ends, you will tumble
to the grouncl and sustain damage dependent on the distance of the fall.

Keyboarcl Key Function Result > ; .
PgUp Key Flight Movement Ascend

Insert Key Fligl’lt Movement Descend
Home Key Fllg]'(t Movement Land Quicl(]y

r]_:‘avelling Long Distances

Each outdoor game map represents a s1zable square section of Jadame. This means that 1f
you need to travel across several adjacent maps, you will be travelling for a eonsiderable amount
of time (1t takes more than a clay to walk from one edge of a map to the other). Keeping this 1n
mincl. you would do well to think about the amount of food that must be consumed l)y your party
over the projecte(l duration of travel (1 unit per day) If you start your journey with msufficient

food. you will find the members of your party 1in a weakened condition upon arrival at your

destination—this could prove dangerous should enemies attack while you are not at full strength!

In addition to pacl(ing enougll food for your journey. also keep 1n mind that you ean travel _.y

over long distances l)y both boat and stage coach, thus cutting down on your travel time.

Dealing with Objects :

Loose Items
Often times during your travels, you will see useful items such as bits of armor, weapons
and equipment. or even potion ingredients and serolls just littering the ground or otherwise

\mprotected. These loose 1tems are free for the tal(ing. To picl( them up, simply click on them

and they will be automatically added to the active character’s inventory. To view the item before
placing it 1n your inventory. right-cliel( on 1t; and 1f the active character has the Identify Item
skall, 1t wall automatically attempt to use this skill to determine what the 1tem 1s and how 1t
migl'lt be useful.



Larger 1tems such as treasure chests, crates and drawers can frequently be opened when t]'ley
are encountered. T]ley are also, however, frequently booby trapped, so before clrcl(ing on them
to have the active character attempt to open 1t, you may find 1t prudent to have a character with
the Disarm 'Eap skill do the opening. Ifa trap 18 triggered. characters with the Perception skall
may avoid some or all of the damage. as may those with the Luck attribute. Once a container 1s
successfully opened. anything inside 1s yours. The enclosed 1tems wall be displayed and you

may take whichever ones you want by clic](ing on them, as you would lose 1tems (tl\e same rules

apply to viewing the 1tems as well).

Dead Bodies

As there 1s an ongoing state of destruction, chaos and war on Jadame, you will doubtless
find a few corpses lying about unattended. Fear not, brave adventurer, whatever items that corpse
may be 1n possession of are as good as yours! T6 search a dead l)ody, click on 1t; ifanytl\ing of
value 1s found, 1t will be displayecl for your perusal. After a dead body has been searched, 1t
conveniently disappears, l’laving fulfilled 1ts last obligation to the living.

Buttons ancl SWitc}les

Regardless of where you travel 1n Jadame. you will never find a sl\ortage of buttons, switches,

levers, and other triggering apparati. To operate a “switeh”, elick on 1t, the game will do the rest.

Fountains

If you }\appen to find a fountain, you ean have the active character take a drink from 1t by

moving up to the fountain and clicl(ing on the water's surface.

DOOI‘S

Dungeon Entrances

I5 enter a cave, fortress, dungeon. or any other form of evil lair, click on the entryway t}\roug}l
which you intend to pass. You will be asked about the certainty ofyour decision. An affirmative
answer will escort your party into the lair, whereas a negative answer will leave your party

remaining safely outside.

-
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TeSCE
Interior Doors
A dungeon just wouldn't be a dungeon without some creepy doors placed strategically B i
throug}lout to impede travel, sig}lt. and to conceal dangerous foes. Clicl(ing on a closed door Q‘(

causes the active character to attempt to open 1it. Some doors will be locked, requiring you to
find a l(ey or switch to open them. Others may require you to puzzle out the means to operate

their 1ocl(ing mechanism.

'IE)WII DOOI‘S p

Doors inside a town are generally safe. These usually represent the entrances to s}\ops,
taverns, houses, and other small bu;ldings that can be entered ])y your party. Opening these
doors simply requires that you click on them. If a door 1n town 1s locked, 1t 1s prol)al)ly because
the oceupant wants to be left alone or the shop 1s closed. Opening a door 1n town starts off a

transaction with t}le oceupant. (See Towns for more information).

Other Ol)jects

The land of Jadame 1s full ofstrange races of monsters. This will doubtless l)ring many

strange objects 1into your path as you travel about. Many of the objects you will find will be
proﬂtable to you 1f you are able to determine their uses. Asa general rule for objects. t}\ey are

opemtecl, activated. picl(ecl up, or searched by simply clicl{ing on them.

Interaction Wltl'l N PC,S (Non—Player C}laraeters)

As will also be inevitable 1n your adventures, you wall ]mppen upon other creatures with

which you will need to interact. As there 1s a diverse mixture of monster races as well as humans
on Jaclame, your party 18 lll(ely to encounter a wide variety of NPC's. Due to the troubled
times 1n Jadame, you may find that many of those you meet will be suspicious. wary, or even down
rig}lt hostile. Ot}lers. however, will be quite friendly and more than willing to help. Of all
the persona]ity types you are 1ll(e1y to encounter, the hostile 1s the most easily distinguis}\ed
from a distancc—t]’ley will attack you on sig}lt (ancl will be dealt with in the combat section).

Talking

For those ereatures that do not attack you first, tal](ing 15 a good alternative to s]aying them.

"To talk to a ereature, move near to it and click on 1t 1n the main view. Tl\ey will converse with
the active character. When you click on a conversation topic. the creature's response will be

clisplayed.



ceiving a Quest

Some of the creatures you speal( with may have information for you, others may even present
you with a new quest. Quests are heroie actions to perform, the completion of which often l)rings
rewards of money and/or experienee points. Typically you complete a quest by ﬁnis}ﬁng the
i assignecl task, and then returning to the ereature that presented you with the task for your reward.
Thais 1s not always the case, however, so you would be wise to read the details of each quest
carefully eoncern;ng what must be done to complete it Quests you have received, but not

completed are recorded on your Quests seroll.

o A

Towns

Towns 1n Jadame are much like towns 1n real life (except for the lugll percentage of monsters).
Tl’ley consist of a collection of houses. shops. services, and 1nhabitants. T}wy typically act as
places where your party can learn new skills, buy and sell equipmcnt. obtain quests, receive
training. and rest. While no place in Jadame 1s completely safe, towns are usually safe enougll
to afford a good nigllt‘s slcep. Additiona“y, tl'\ey are a mecea of information, services, and
shops. To talk to the oceupants of homes or use s}lops and other services, you must enter the

building in which tlney are housed. Io enter a building. walk up to 1t and elick on the door

Shops

When you enter a sllop, you, automatically start a conversation with the shopl(eeper. Choose

from the conversation options offered by the slwpl(eeper to buy and sell 1tems, repair broken

items. or learn skills.

Buy Standard or Special Items

Each shop specializes in different items as well as carrying a general inverltory of standard
items. Select from Buy Standard or Buy Speeial in the conversation options to see the inventory
of the s}lop. When YOu move your mouse ecursor over the 1tems displayed, the s}\opl(eeper will
tell you how much it costs. If your active character has the Merchant sl(ill. your party will get
a better price than otherwise. o purchase an 1tem, elick on 1t and the cost will be automatieally

deduected from your party‘s gold. The 1tem will appear in the active character's inventory.

Display Inventory

T display your party‘s entire inventory. chick the Display Invcntory conversation option.

— s » a
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You can switch between characters l)y clicl{ing on their individual portraits. While the -
inventories are l)eing displayed. conversation options switch to Sell, Identify and Repair. Cllcl(
on an option to perform the labeled function, and after you‘re done, elick the Exit button.

Sell: This option allows you to sell your party‘s items to the s}\opkeepen As you move the
mouse over the inventory items, the shop](eeper will tell you if he 1s interested 1n buying the .
item or not, and how much he 1s willing to pay for it. 'Io sell an item, elick on 1t and 1t wall

be taken from your inventory. Its value wall automatically be added to your party‘s gold.

I(lentify: Any unmidentified 1tems 1n your inventory wall appear highlig}lted in green when
you select this option. To see how much the shopl(eeper will c}mrge you to identify the 1tem,
move the mouse over the item. To complete the transaction, click on the 1tem and the

Shop](eeper will c}’large you and iclentify the 1item 1n question.

Repair: When this option 1s selected, broken 1tems are lligllligllted in red. The sllopl(ecper
will tell you how much he will e]’large to fix the item when you move the mouse over the item

n question. Click on the 1tem to have the s}mpl(ecpcr fix 1t for you.

Learn Skills

Sllopl(eepers also have valuable skills, which you ean learn l')y selccting this option. After

clicl(ing on the Learn Skills option. a list of the skills the s}mpl(eeper can teach you wall appear
along with the price he c]'targes for teac}\ing you the skill. All skills are taug}lt at the basie level
and only those skills available to your active character class will be clisplayecl. ‘

Types of S}\ops

S}\ops speeialize in the kinds of items they sell, identify. and repﬂir. as well as the kinds of i
skalls t}wy teach. Usually each s}mp will further specialize in a particular category of their
craft. For cxamp]e. a particulur blacksmith migl‘lt carry a wide selection of axes, but few or no

daggers. swords or other weapons.
Blacksmiths: Blacksmiths deal in weapons.

Armor;es: Armorers deal in armor such as breast plates. shields, }wadpicces and gaunt]ets.

Magic Sllops Magic Sllops sell potions. potion ;ngre(‘licnts. serolls, rings. lcarning books and :'. ;“
other 1tems of magic. ‘.“

Alchemists: This 1s a spccialized magie shop. which deals in a wide selection of potions,

potion ingredients and potion recipes.

Spell Sl\ops: Spe“ Shops sell your party spel]s to add to your characters’ repertoires.



Taverns: Safe havens fOl‘ travelers Ofﬂ“ races, taverns and rondhouses offer fOOd ﬂﬂ(l lodgmg

and can be found almost anyw}lere. and you ean play Arcomage.

Temples: Houses of worsllip which are maintained l)y donations and tlu'ougl'l the scll;ng of

lwaling services.

Stables: The Jadame stage coach network 1s accessed t}\rough the town stables. Stage coaches
can be hired to travel from town to town and greatly decrease the time required to travel long

distances. 'Io hire a stage coach, check with the stable master to see if.any seats are available.

Doc]cs: Sllips found at docks may be available for hire. Ask the captain if you can berth in
his slnip when 1t sails for 1ts next port.

Banks: If you have extra golcl that you wish to set aside for an emergency, 1t ean be stored
safe]y at the town bank.

Government A town ofany s1ze usua]ly has someone 1n c}mrge of t}lings who may be 1n need
of some assistance. 1f you're lool{ing for somet}\ing to do, you can usua“y find 1t at the loeal

town }m“ or castle.

Houses: W hile most inhabitants have little to say, a t}wrough search of the houses 1n a town

could turn up an odd job. local gui]d members or even master teachers.

Combat

Combat takes place on the Adventure sereen. Characters equipped with bows or wands
may make rangecl attacks; that 15, attack targets that are out of reach of hand-to-hand weapons.
Other weapons and bare-hands/claws are
good for hand-to-hand combat with near- Key Effect

by enemies. "I have the active character A Active Character Attacks Nearby Enemy
attack a speeifie ereature, either click on S Active Character will 1f able (in this order)
the ereature in the main view, or move the L Cast Quick Spell
mouse over the ereature and press the 2. Attack with a bow or wand
A key. If you press the A key without 3. Make a hand-to-hand attack
targeting a speeifie ereature, the nearest B Active Character passes combat turn

C Opens active cl\aracter‘s spell book

creature will be targetecl automatically.
Enter 'I(‘)gglcs real time and turn-based modes

,C}laractcrs may not use bows to make




ranged attacks 1f there are creatures Combat Sereen

clirectly in front of the party.

Characters with mﬂgicul abilities may,
of course, cast spells during combat. 'To
cast a character’s chosen Quicl( Spcl] (see
Magic section) press the S l(ey. You may
target a hostile ereature with the mouse
cursor, otherwise a nearl)y creature will be
targeted automatically. You can also access

the active character's spcll book by prcssing

the Cast Spell button or the C l(ey.

Real Time vs.
Turn Based Coml)at

Game time moves without pause, or in real time. Each action your characters perform, like

casting spells or swinging a sword, takes a certain amount of time to accomplis}\: a fact reflected
l)y their ready 1ig}1ts (see Adventure screen) which darken while the characters recover. While
a character 1s recovering. 1t can perform no new actions. Normully, this 1s not really noticeable;

but during combat the effect can be quite pronounce&. Attacl(ing creatures may be able to attack

more cfficiently than the party due to the time 1t takes you to think, select characters and
target attacks.

The game can be put in turn based mode l)y pressing the Enter l(cy. The Enter l(ey toggles
between real time mode and turn based mode. In turn based mode combatants act one at a time,
in order clepending on their speed and recovery status. Combat 1s divided into rounds lusting a
few seconds. Characters and creatures that are particularly fast can perform mu]tiple actions
in a round. The game pauses before each character’s turn so you can calmly execute 1ts action.

Press the B l(ey to sl(ip a character's action turn.

At the end of each round, action pauses and you ean move your party a short distance using ~
the arrow l(eys. After that, ereatures move and then the next round begins. Press A,Sor B %
~

](eys to sl(ip your movement p}tase.

When you are in turn based mode, an 1con appears in the lower rig}lt corner of the main

view. The 1con c}langes to reflect the different round p}lases.




Your characters receive Aamage from many soureces: combat, spell effects, traps, falling. and
the explosions ofincorrectly mixed potions to name a few. T}ley may also be affected l)y other
conditions like fatigue. weakness or drunkenness. Il effects can always be removed ])y various

healing spells or, for a price. at temples.

Pllymcal Wouncls: VVeapon strikes, exp]osions. falls and most offensive spe”s wound characters
direetly by tal(ing away hat points. Physical damage may be healed using various curative spells
or by resting.

Unconsciousness/Deatl‘u If a character’s hat points fall to or below zero, the character becomes
unconscious or dies. Unconseious characters are knocked out of action and eannot perform any
actions until their hit points heal to a positive value. Resting and healing revives unconseious
characters. Death results when a character’s hit points are reduced too far below zero. Dead
characters may only be revived using the Raise Dead spell or by paying a temple healer to

perform the service.

Weal{ness: Characters become weak from f‘atigue or }lunger. Some attacks can also cause this
effect. Weak characters have lowered maximum hit points and are less able to perform actions

and figllt. Weakness can be cured [)y resting or l)y the Cure Weakness spell.

Poison and Disease: These very similar effects can be caused l')y traps or certain spe“ and
creature attacks. Both reduce character attributes, reduce their combat efﬁciency and lower
spell points over time. Tlley can only be cured at temp]es or l)y casting the appropriatc Cure
Discase or Cure poison spe“.

Insanlty/Afnud Some attacks make characters Insane or Afraid. Both of these conditions
affect character attributes and may be removed l)y the Cure Insanity and Remove Fear spe“s.

Cursed: Some spel] attacks can curse characters. Cursed character actions fail 50% of the time.

The Remove Curse spell takes care of this condition.

Stone(l/ParalyzeJ: Characters can become frozen [)y l)eing Stoned or Paralyzed. If this llappens.
tlley cannot perform any actions. T hese conditions can be cured using the Stone to Flesh and

the Cure paralysis spens.

Eradicated: Some monsters can eradicate c}laracters—l(illing them and destroying their bodies.
Eradicated characters can be broug}lt back at temples or with the Resurrection spell.



Experlence and Advancement
Experience Points and Levels

As the game progresses, your characters gain more spell and hit points. and become better
at the skills they possess tl’ll‘O\lgl‘l level advancement. Characters gain experience points for
overcomrng c}lallenges—‘notably for l(illing monsters and for comp]eting quests. When your
characters earn enoug}l experience points. t}ley qua]ify to train for the next level at a training
hall. You can see your characters’ current level and experience points on their Stats Sereens. e o
Rig}lt-clicl(ing on the experience statistic wall display what level a character 1s ready to train
for, or how many exper;ence points they need to reach the next level. A character needs

(Current chel X 1000) to move from one 1evc1 to t}le next. E)r example, a c}laracter nccds

3000 experience points to move from level 3 to 4.

A character eligible to train must do so at a training hall. r[raining halls are located 1n towns
tllroughout Jadame. T}\cy c}mrgc a fee for their services. Most have a limit to how far t]wy

can train a character.

When a character gains a new level, t]’ley receive 1nereases to their maximum hit points and
spell points. ‘W hat each specif‘ic character gains depends on their elass, their rank within the
class and attribute scores. At early levels (1-9) characters receive 5 skill points to spencl on

aclvancing the levels of skills tl\ey possess. This number 1ncreases l)y 1 every 5 levels thereafter ‘
( at levele 10 19 7 at levels 20 29 ete. ) Sec Sl(llls for more detai]s.
e

Rank

The party ean receive specia] quests in the game called promotion quests. Certain people that
the party meets will be empowered to grant class rank on characters of a particular character class. "
Before t}\ey do this, they will ask the party to prove 1ts worth l)y completing a promotion quest.
Gaining the new rank increases the number of spell and hat points a character receives per level.
This will also allow the character to learn new skills and to learn other skills at higl\er levels

of expertise. .|

Skalls

In order to use weapons, armor, cast spells, or perform special actions, a character must possess

the proper skill. Each character starts the game with four skills and can learn new ones from -

e Jq;(g’ "
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- js : b;l(eepers located t}lroug}lout Jadame. Each skill has a numerieal level, which 1s 1" when a
A ¥ eharacter first learns that skill. You may inerease your characters' skill levels l)y spencling the
w skall points they gain throug}l experience level advancement. These points may be used at any
time after they are awarded. The cost of aclvancing a skall level 1s equal to the level you want
to achieve For example. a character with a Bow skill of 3 would need to have 4 skill points to

. advance to Bow skill level 4.

As you explore. you will find master teachers who are able to inerease your characters’

expertise level in their skills. When first learned, a skill is at the basic or Normal level.
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"Teachers can 1ncrease that level to Expert. Master or Grandmaster. Skills possessed at higlter

levels of expertise give characters aclvantages 1n their use.

VVeapon Skalls

In order to equip a particular type of weapon, a character must possess the proper weapon skall.

Sword: The Sword skill covers most types of blades 1onger than a knife. At the Normal level,
this skall gives +1 bonus to hit per skall point. At the Expert level, this skall gives -1 bonus to
recovery per skall point. At the Master level, this skall gives the character the ability to use
another sword 1n 1ts off-hand. At the Grandmaster level, this skill gives +1 bonus to AC per
skall point.

Axe: While slow on the attack, axes do a lot of damage when they hit. At the Normal level,
this skill g;ves +1 bonus to hit per skall point. At the Expert level, this skall gives -1 bonus to
recovery per skall point. At the Master level, this skill gives the character +1 bonus to damage
per skall po;nt. At the Grandmaster level, this skall gives the character a chance to halve the
Armor Class of the character’s target. Thas skall gives the character +1 bonus to damage per
skall point.

Stsfﬁ Staves are blunt two-handed pole weapons effective on both offense and defense. At the
Normal level, this skill gives +1 bonus to hit per skall point. At the Expert level, this skill gives
+1 bonus to Armor Class per skall point. At the Master level, this skall gives the character a
P{j’ chance to stun 1ts opponent (a chance equal to the character's skall level). At the Grandmaster

level, this skall gives the character's staff attacks a +1 bonus to damage per skall point.

Spenr: The spear skill allows use of bladed pole weapons. At the Normal level, this skill gives
+1 bonus to hit per skill point. At the Expert level, this skill gives +1 bonus to damage per skill
point. At the Master level, this skill gives the character the ability to use 1ts spear one handed,
E ,'allowing another weapon for the other hand. Note: this too 1s different from the Master
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Sword ability. At the Grandmaster level, this skill gives a+1 bonus to AC per skall poix'lt. ARt

Dagger: While daggers don't do the kind of damage that a sword or an axe can deliver, tl\ey are a
very quicl(—sometimes letting you get 2 attacks for every 1 of your slower opponents. attacks. G-‘
At the Normal level, thas skall gives +1 bonus to hit per skall point. At the Expert level, this -
skall gives the character the al)ility to use a clagger in 1ts off-hand and use another weapon with

the other hand. At the Master level, this skill gives the character a chance equal to 1ts skall

level for triple damage. At the Grandmaster level, this skill adds +1 to damage per skall point.

Mace: Mace skill covers all kinds of blunt trauma weapons ranging from large clubs to flails.
At the Normal level, this skill gives +1 bonus to hit per skall po;nt. At the Expert level, this
skall gives +1 bonus to clamage per skall point. At the Master level, this skill gives the character
a chance to stun its opponent (a chance equal to the character’s skill level). At the Grandmaster
level, this skill gives the character a chance to paralyze its opponent (t}\e chance 1s equal to the

c]mracter's Sl(l].l level).

)
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Bow: Bow skill covers both bow and erossbow usage. At the Normal level, this skill gives +1 g

bonus to hit per skall point. At the Expert level, this skill gives -1 bonus to recovery per skall

point. At the Master level, this skill gives the character the ablllty to fire 2 arrows with every

attack. At the Grandmaster level, this skall gives +1 bonus to damage per skall point. '
v

Armor Sklls

Leather: Leather armor 1s the lightest armor a character can wear. While leather provicles less
protection than chain or plate armor, 1t also slows your character down the least. Leather armor
skill increases the protection offered l)y leather armor. At the Normal level, this skill gives
+1 bonus to AC per skall point. At the Expert level, this skill eliminates the recovery penalty
ineurred from wearing leather armor. At the Master level, this skall gives the character an
additional +1 bonus to AC per skall point. At the Grandmaster level, this skill gives +1
bonus to Elemental (Fire/Eart}l/Air/VV;lter) resistances per skall point.

Chain: Chain armor 1s the medium armor type. It provides more protection than leather and
less than plate. but 1t also slows your character down more than leather. Chain armor skill ~
inereases the proteetion offered l)y chain armor. At the Normal level, this skall gives +1 bonus »

to AC per skall point. At the Expert level, this skill gives the character a 50% reduction in
the recovery penalty ineurred from wearing chain mail armor. At the Master level, this skill

eliminates the recovery penalty incurred from wearing chain mail armor. At the Grandmaster

level, this skill reduces the severity of a "hit to 2/3 damage from physical attacks.
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ate: Plate armor 1s the heaviest armor type. It provides the most protection. but 1t slows
ybur character down more than leather or chain. Plate armor skill inereases the prntcction
offered l)y plate armor. At the Normal level, this skill givcs +1 bonus to AC per skall point.
At the Expert level, this skall gives the character a 50% reduction in the recovery penalty
incurred from wearing plate armor. At the Master 1eve1, this skill reduces the severity of a
hat 1/2 clamage from physical attacks. At the Grandmaster level, this skill eliminates the

recovery penalty ineurred from wearing plate armor.

Shield: Shield skill direct]y ;mproves a character's armor class while a shield 1s emp]oyecl.
v At the Normal level, this skill gives +1 bonus to AC per skall point. At the Expert level, this
skill eliminates the recovery penalty mnecurred from using a shield. At the Master lcvcl. this skall
gives the character an additional +1 bonus to AC per skall point. At the Grandmaster level,
this skall g;vcs protection as per the Shield spe”.

Magic Skills

Before a character can cast spclls of a part;cular type of magic. tlley must hold the proper
magic skill. Each type of magic—Flrc. Am VVater, Eart}\, Spirit. Mind. Body, Lig}\t and
Dark—has its own skill. The effects of expertise and level are different for each spe“ type

(for more information, see the Mﬂg;c scction).

Fire: Most Fire magic spells are all combat-oriented and include some of the strongest area

effect damage spells. At hig}wr ranks you can learn more powcrfu] spe“s and east the ones you

know with greater effect.

Air: Air mugic has a mix of combat, informational, and maneuvering spells inc]uding the very

i : :
, useful Fly spell. At }ugher ranks you ean learn more powerful spells and cast the ones you
: know with greater effect.
Water: While Water magic has some combat oriented spells, 1ts most powerful spells deal with
travel and 1tem enchantment. At hig}tcr ranks you ecan learn more power{ul spells and cast the
, ones you know with greater effect.
-

Eﬂl‘t]l: Eal‘t}l magic }ms a ba]anced mix 0{ offensivc and dcfensive spens. and inc]udes some

healing and adventuring magie. At hig}\er ranks you can learn more powerful spells and cast

the ones you know with greater effect.

Splnt: Spirit magic concentrates on spclls ;nvo]ving life and death. Included are spe“s to raise
the dead, which affect the undead, and which increase combat effectiveness. At hig}\er ranks you

‘ean learn more power{ul spc]]s and cast the ones you know with greater effect.

-
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Mind: Mind magic spells directly affect the minds of their targets. T}ley can heal or cause -
c}langes 1n mental states, and cause direct clamage. At higher ranks you ean learn more powerful

spells and cast the ones you know with greater effect.

Bo&y: While Body magic includes some direct damage spclls. 1t 1s the magic most concerned
with healing. At higher ranks you ean learn more powerful spel]s and cast the ones you know

with greater effect.

Light: Ligl\t magic ineludes some of the most powerful offensive and protective spells. but 1s
only usable by Cleries. At llrglwr ranks you can learn more powerful spells and cast the ones

you know with greater effect.

Datl{: Only usable l)y Necromanccrs. Dark magic has the most spectacular damaging and
creature controlling spells available. At higher ranks you ean learn more powerful spells and

cast the ones you know with greater effect.

Monster Skills

For three of the special monster character elasses of the Mig}tt and Magic VIII: Day of
the Destroyer game, there are monster skills which the character gains like skills but which
acts more like spells. Eac}\ of the three races— Darl( Elvcs. %mp;res and Dragons—have their
own specialties which are only available to that race. (Also see the Magic section for a more

complete description of each skill.)

Vampire Al)lllty \/ampires are innately powerful creatures with special abilities stemming
from their lligh mental abilities and, of course, their immortal/undead nature. At the Normal
level, the \/ampire character can cast Lifedrain which harms its target and heals the caster. At
the Expert level, the character can cast Levitate to move the party over harmful surfaces without
tal(ing damage. At the Master level, the character can cast the Charm spell on nearby targets.
At the Grandmaster level, the character can assume Mistform. In Mistform a Vampire eannot
take or deal physical c]amagc.

Dmgon Ablllty‘ Dragons are also powerful creatures with their racial abilities stemming from
their magical nature and their special ﬁppenclages (wings). At the Normal level, the Dragon
character can cast Fear which causes its targets to flee. At the Expert level. the character gains
Flame Blast. a Breath VVeapon which launches an explocl;ng fireball. At the Master level, the
character gains Fllg]‘lt which allows the Dragon to earry the party tllroug}l the air. At the
Grandmaster level, the character gnins Wing Buffet. which uses the Dragon‘s wings to push
back opponents.
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EHAlullty' Dark Elves, thoug}\ not as p}lysically powerful as \/ampires and Dragons.
are also born with abilities not shared l)y other races. At the Normal level, the character ean
cast Glamour which increases the caster’s appeal to others. At the Expert level, the character
can cast Travelers’ Boon which has effects ofrI(‘)rc}llight. Wizard Eye and Feather Fall. At the
Master level, the character can cast Blind. rErgets of the spe]l wander aimlessly and cannot
use spells or missiles. At the Grandmaster level, the character can cast Darkfire, a magic bolt

that does Dark and Fire damage.

Miscenaneous Sl(lllS

Dlsarm Tmp: The disarm traps skill 1s checked automat;cally when you open a trapped chest
or other container. A }\ig}ler skall in disarm traps gives a better chance of‘disarming the trap.
At the Normal level, this skill gives the character a chance of‘disarming a trap equal to the
character’s skill level. At the Expert level, this skill effect 1s doubled. At the Master level,
this skill effect 1s triple(l. At the Grandmaster level, this skill guarantees 100% success at

disarming traps.

Merchant: Merchant skill helps adjust prices in your favor, whether you are I:)uying or sel]ing.
At the Normal level, this skill gives the character a basic al)lllty to get a better price on goocls
and services from a merchant. At the Expert level, this skill effect 1s doubled. At the Master
level, this skill effect 1s tripled. At the Grandmaster level, this skall gives the character the

ability to buy or sell any item or service from a merchant at cost.

Meditation: Meditation skill adds spel] points directly to your characters’ spe“ point totals.
The spell points are gained along with the normal Base Spell Points/Level each time your
character gains a new level. At the Normal level, this skill gives the character a +1 spe]l point
bonus per skall point. At the Expert level, this skill effect 1s doubled. At the Master level,
this skall effect 1s tripled. At the Grandmaster level, this skill effect 1s quintuplecl (x5)

Bo&y Buildingz Body Building skill adds hat points directly to your characters’ hit point
totals. The hat points are gained along with the normal Base Hit Points/Level each time your
character gains a new level. At the Normal level, this skill gives the character a +1 hat point
bonus per skall point. At the Expert level, this skill effect 1s doubled. At the Master level,
t}lis 91(111 effect is tripled. At t}Ie Grandmaster level. t}lis slull eflfect is quintuplecl (x5)

Perception: The Perceptior. skall gives your characters a chance to notice hidden doors and
traps, and to avoid damage from traps when t}tey are triggered. At the Normal level, this skall

gives the character an 1ncreased chance to avoid traps and notice treasures (a chance equal to the
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ellaracter‘s slull level). At t}\e Expert level, tllis Sl(lll ef‘fect is doul)led. At t}'te Master leveT. ]
skall effeet 1s tripled. At the Grandmaster level, this skall gives the character 100% success :n A
avoiding traps and noticing treasure. q"

Repair: The Repair skall allows your characters to repair broken equipment. Hig}wr skall
level allows them to repair better 1tems. The skill 1s automatically applied when you r;gl'lt-
click on a broken 1tem 1n your ;nventory. At the Normal level, this skall gives the character
the al)ility to repair s;mple items. At the Expert level, this skall gives the character the al)ility
to repair }\igher quality items (doul)le skall effect). At the Master level, this skill effect 1s :
triplecl. At the Grandmaster level, this skill gives the character the al)lllty to repair any v.i
l)rol(en item (100% eff_ective).

I(lentify Item: The Identify item skall 1s automatica“y applied when you rig]\t-clicl( on an un-
1dentified inventory item. If your character’s skill 1s ]‘ugh enougll. the 1tem becomes 1dentified.
At the Normal level, this skall gives the character the abi]ity to identify some 1tems. At the
Expert level, this skill effect 1s doubled. At the Master level, this skill effect 1s tripled. At

t}\e Grandmaster 1evel, t}\is skill 1s 100% effective. ’

Learning: The Learning skall directly 1inereases the experience a character receives. Every
point of skill 1s a percent of awarded experienee that 1s grven as a bonus (plus a starting bonus of
9%). Five skill points would turn a 100 experience point award intoa 114 experience point
award. Expert doubles, Master triples. and Grandmaster quintuples this bonus, so 10 points

of learning at Grandmaster rank would give a 59% bonus to all experience points gained.

Iclentify Monater: The Identify Monster skill 1s applied when you rig}lt—clic]{ on a monster.
At the Normal level, this skill gives the character the ﬂl’)ll]ty to learn the hit po;nts and Armor
Class of a monster. At the Expert level, this skall gives the character the added ability to learn
the attack type and clamage a monster 1s capal)le of. At the Master level, this skill gives the
character the added al)ility to learn which spells the monster can cast. At the Grandmaster 4
level, this skill gives the character the added ablllty to learn the monster’s resistances.

Armsmaster: Armsmaster skill represents the warrior's tricks of the trade. At the Normal
level, this skill gives -1 bonus to your melee weapon recovery time per skall point. At the Expert ’
level, this skill gives +1 bonus to hit with your melee weapon per skall po;nt. At the Master level,
ths skall gives +1 bonus to damage with your melee weapon per skall point. At the Grandmaster

level, the skill effect 1s doubled for all previous bonuses.

Alcllemy: The Alc}lemy skill allows you to mix potions. Without the alc]lemy skall, you
l)arely have the l(nowleclge to make a simple potion. Onece you have learned the alc}lemy skall
t}loug}l. your skall level 1s added to the strengtl\ value of the base ingredients to determine the
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2 _‘j.s-l?ren‘gth of even a simple potion. Higher ranl(ings allow you to mix more complicated potions.

At the Normal level, this skill allows the character to mix simp]e potions to make eomplex potions.
At the Expert level, this skill allows the character to mix complex potions to make compound
potions. At the Master level, this skill allows the character to mix eompound potions to make
white potions. At the Grandmaster level, this skill allows the character to mix whate potions

to make black potions. the most powerful potions in existence!

Regenemtion: Characters with the regeneration skall wall slowly regain lost hat points over

time. Higher skill levels inerease the rate at which damage 1s healed.

Magic System
Spell Books

Your character can use magic in the form of spel]s. which they cast from their spe” books.
Each spcll l)elongs to 1 of the 9 schools of magic ortoa special racial abil;ty—Eartll, Air. Fire.
‘Water, Bocly. Mind, Spirit. Lig}lt. Dnrl{. Dark Elven, \/ampirc or Drugon. Each school has a
skill, and a character must possess 1t before t}my can learn to cast that school’s spcns. The more
powerful spe“s wall requirc a character to possess a magic school’s skill at Expert. Master or
even Grandmaster level. The special class abilities of Darkness, \/ampires and Dragons are

learned automaticlly when the appropriate levels of expertise are achieved.

Characters learn new spe“s from learning books, which may be purchased at various guilcls
and slmps. or found as treasures. 'Io use a learning book, pick 1t up out of a character’s inventory
and then click on the character’s full ﬁgurc image or portrait. The spe]l will now be pcrmanently
recorded in the character's spell book. Each learning book can only be used once.

'I5 have a character cast a spell. select the character (cllcl{ on its portrait or press 1-5) and then
open 1ts spcll book l)y clicl(ing the Spell Book button (t}w skull 1con 1n the top l'ig}lt corner of
the Adventure screen) or l)y press;ng the C ](ey. The book will have a page tab for each magic
school skill that the character possesses. Turn the pages l)y clicl(ing the tabs. Double-click on
a spe“ 1con to cast that spell. If the spel] targets a party member, elick on the target character’s

portrait to select them.

Each party member may have one ready spell called a Quiel( Spcll. To set a Quic]{ Spell:
open a character’s spell book, click on the spell 1con to seleet 1t, and then press the Set Spc]l
button (t}w 1con rcsembling a circle). Quicl( Spens may be cast l)y prcssing the S button.

To display further information about a spe”. right-click on 1ts spell 1con.
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Serolls and Wands | 8 ,.

Spe“s may also be east from serolls and wands. Each seroll has one spell written on 1t and -~
can be used once. Id cast a seroll spe]l. picl-( 1t up out of a character’s inventory and elick over
the character’s full f‘igures image. ‘Wands are loaded with multiple c}\arges of a spell. A
character must equip a wand as their weapon to use it. Each time a character attacks with a
wand, one of 1ts c}larges 15 expended. When a wand’s clmrges are ex}laustecl, 1t disappears.

Serolls and wands require no particular skill to use.

Potions ;

Characters can quaff potions to gain a wide variety of benefits. Potions can be purcl‘lased.
found. or ereated. 'Io have a character drink a potion, picl( up a potion out of a character’s
inventory and click 1t over the full ﬁgure image or portrait. Ifitis 1dentified, right-clicking

on a potion wall clisplay information about its effects.

Potions may be ereated using an empty potion bottle and any var;ety of herbs and rare sub-
stances called reagents. I6 create a potion, put a reagent and an empty potion bottle in a character's
inventory display. Pick up the reagent and then rig]nt-c];c]( it over the bottle. Characters with
the alc}\emy skall can also mix potions to form new potions with more powerful effects. "Io attempt
this, picl( up one potion and then rig}lt-clicl( 1t over another. Be warned! Mixing ;ncompatib]e

potions can cause an explosion.

Charaeters possessing the Alchemy skill at Normal level can mix basie potions (ones made

clirectly from reagents) together to form complex potions. Experts ean attempt mixtures involving

S

complex potions to form compound potions. Masters can mix compound potions to form white
potions. Grandmasters can mix white potions to form black potions. The strengt}l of a basie
potion 15 equal to the strengt}l of the reagent used to mix 1t plus the mixing character’s Alc}\emy
skill. The strengt}\ of a complex. compound. white, or black potion 1s the average of the potions
used to mix 1t. Grey pot;ons, also called “Catalysts," are special potions that have no power of

their own, but ean be used to 1nerease the strengt}\ of other potions.

Spells i
Fire Spells: Normal Level

These spells can be learned at the Normal level of skill in Fire magie. As the character inereases

in level, the spe”s also 1nerease 1n potency.
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orch Li‘ght: Torch light inereases the radius of light surrounding your party in the dark. At
tLe Normal level, this spell creates a ligllt the intensity of a torch, which will last for 1 hour

per skall point. At the Expert level, the speu creates a brig}lter light (double intensity). At
the Master level, the spell casts an even brighter ligl\t (triple intensity). At the Grandmaster

level, the caster of this spell has a faster recovery time from casting the spell.

Fire Bolt: Launches a burst of fire at a single target. Damage s 1-3 points of damage per point
of skill in Fire magic, but casting cost 1s low. Firebolt 1s safe and effective—the "Old Reliable”
of the sorcerer’s arsenal. This spell does not gain n intensity as skall levels progress, instead,

the recovery time suffered l)y the caster decreases with each skill level.

Fire Resistance: Increases all your characters’ resistance to Fire magic by an amount equal to
your skill in Fire and lasts 1 hour per point of skill. At the Normal level, this spel] gives the
target 1 point of Fire resistance per skall point of the caster. At the Expert level, the resistance
offered 1s 2 points per skall point of the caster. At the Master level, this spell offers 3 points
of resistance per skall point of the caster. At the Grandmaster level, this spell gives 4 points of

Fire resistance per skall point of the caster.

Flre Aura: Causes a weapon that has no special abilities to burn with a magical ﬁre, giving the
weapon the “of fire” ability. This spel] lasts for 1 hour per point of skill in Fire magic. At the

Normal level, this spell gives an aura of fire to the target weapon. At the Expert level, the aura
1s intensified to “of Flame.” At the Master level, the aura 1s further intensified to “of Infernos.”

At the Grandmaster level, the aura “of Infernos” becomes a permanent enchantment on the target.

Fire Spells: Expert Level

These spells cannot be learned until the character has achieved an Expert level of skill in Fire

magic.

Haste: Reduces the time 1t takes to recover from casting a spell or attacl(ing with a weapon.
Characters will become weak after this spe“ wears off. This spell affects the entire party at
once. At the Expert level, this spcll gives a modest recovery rate. At the Master level, the

spe“ gives a faster recovery rate. At the Grandmaster level, this spcll gives the party the

tastest recovery rate.

Fireball: Another sorcerer’s favorite, Fireball targets a single monster, but exp]odes to hurt anyone
else caught in the blast. Ifyour party 1s too close to the blast, t]mey will be hurt as well. Fireball
does 1-6 points of damage per point of skall in Fire magic. As with the Fire Bolt, the intensity

of this spe“ does not 1nerease, rather the recovery time decreases. At the Expert level, there 1s

‘a moderate recovery rate, which decreases in duration at both Master and Grandmaster levels.
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Fire Spll:e: Drops a Fire Spil(e on the ground that waits for a ereature to get near 1t befof‘e-«ll

exploding. Fire Spil(es last untal you leave the map or they are triggered. At the Expert leveil.-

this spell causes 1-6 points of damage per skall point (5 spil(es maximum). At the Master level,
the spell ean cause up to 8 points of damage per skall point (7 spil(es maximum). At the Grand-
master level, the spell can cause up to 10 points of damage per skall point (9 spil(es maximum).

Fire Spells: Master Level

These spells may not be learned until the character has achieved a skill level of Master in Fire

magic.

Immolation: Surrounds your characters with a very hot fire that 1s only harmful to others.
The spell will deliver 1-6 points of damage per point of skill to all nearby monsters for as 1ong
as t}Iey remain in the area of effect. At the Master level, this spcll lasts 1 minute per skall
point. At the Grandmaster level, this spell lasts 10 minutes per point of skall.

Meteor Shower: Summons ﬂam;ng rocks from the sl(y na large radius surrounding your
chosen target. ']}y not to be near the vietim when you use this speu. A single meteor does 8
points of damage plus i per point of skill in Fire magic. Thas spell only works outdoors. At
the Master level, this spell has a moderate rate of recovery and calls down sixteen meteors from
the sl(y. At the Grandmaster level, the spell has a fast rate of recovery and calls down twenty

meteors from the sl(y.

Inferno: Inferno burns all monsters in sig}\t when cast, excluding your characters. Good for
clcaning out rooms full of weak or moderate strength monsters 1n one or two easy castings.
Each monster takes 12 points of clamage plus 2 per point of skill in Fire magic. Thas spell
only works indoors. As with Fire Bolt and Fire[)all. this spell does not 1ncrease 1n intensity

from Master to Grandmaster. but rather the reecovery time decreases from moderate to fast.

Fire Speus: Grandmaster Level

Each branch of magic has 1ts pinnacle spell. that one crowning achievement which an asp;ring

magician can never top. In the realm of Fire magic. this spell 1s Ineinerate.”

Incinerate: Amongst the strongest direet damage spells available 1n any sp}\ere of magic. Incinerate
inflicts massive damage on a single target. Only the strongest of monsters can expect to survive

this spell. Damage 1s a base of 15 points plus EI5 points per point of skill in Fire magic.

Air Spells: Normal Level

These speus can be learned at the Normal level of skill in Air maglc As the character inereases

in level, the spells also 1nerease 1n potency.




/ :iard Eye: Wizard Eye causes the automap located 1n the lower rig}tt corner of the main
gaming sereen to show the locations of monsters and other points of interest while outdoors.
The spell lasts 1 hour per point of skall in Air magie. At the Normal level, thas spell shows
only terrain and monsters. At the Expert level, the spell additionally shows treasure. At the
Master level, the spel] aclclitionally shows .points of interest’. At the Grandmaster level, the
spcll‘s casting cost 1s free (O spell points to cast the spe]l).

Feat]’ler Fall: Feat}wr Elll prevents your characters from [)eing hurt when falling more than
10 feet l)y slowing the speecl of the fall. Feather Fall affects your entire party with one casting
and has a duration based on your skall in Air magic. At the Normal level. this spell lasts &
minutes per point of skill. At the Expert level, the duration 1s inereased to 10 minutes per
point of skill. At the Master level, the duration of the spe” 1s inereased to 1 hour per point
of skill. At the Grandmaster level, the spell recovery duration 1s reduced to “fast.”

Air Resistance: Inereases all your characters resistance to Air magie by an amount equal to
your skill in Air and lasts 1 hour per point of skill. At the Normal level, this spell gives the
target | point of Air resistance per skall point of the caster. At the Expert level, the resistance
offered 1s 2 points per skall point of the caster. At the Master level, this spell offers 3 points
of resistance per skall point of the caster. At the Grandmaster level, this spell gives -4 points of

resistance per skall point of the caster.

Spar]:s: Sparl(s fires small balls oflightning into the world that bounce around until they hat
somet}ling or dissipate. It 1s hard to tell where t}\ey wall g0, SO this spell 1s best used 1n a room
crowded with small monsters. Fach sparl( does 2 points plus 1 per point of skill in Air magic.
At the Normal level, this spell has a moderate recovery rate and produces 3 sparl(s. At the Expert
level, the spell has a faster recovery rate and procluces 5 sparl(s. At the Master level, the spell
has an even faster recdvery rate and produces 7 sparl(s. At the Grandmaster level, the spell has
the fastest recovery rate and produces 9 sparl(s.

Air Spells: Expert Level

These spens cannot be learned until the character has achieved an Expert level of skill in Air

magic.

Jump: Jump launches your party up in the air, landing you 60 feet from where you started.
Your party takes no fa]ling damage from the jump. At the Expert level, the spell has a moderate

recovery rate; this duration decreases at each sucecessive skill level.
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Shield: Halves damage from ;ncoming ranged attacks (such as rocks and arrows) l)y s]owiﬁg Y
the missiles down just before tlwy hit. At the Expert level, this spell lasts for a base of 1 hoor.
plus an additional 5 minutes per skall point. At the Master level, the speH lasts for 1 hour,
p]us an additional fifteen minutes per skall point. At the Grandmaster level, the spell lasts for
1 hour, plus an additional hour per skall point.

Lightning Bolt: The sorcerer's clarling. Liglltning Bolt (lisclmrges e]ectricity from the caster’s
hand to a singlc target. It always hits and does 1-8 points of‘dumage per point of skill in Air
magic. As for the jump spell. this spen does not gain in intcnsity. but rather decreases in recovery

time for each skill progression.

Auir Spells: Master Level

These spc“s may not be learned until the character has achieved a skill level of Master in Air

magie.

Invisibility: Thas spcll can't be cast while hostile monsters are nearl)y. Invisibi]ity works on
the minds ofneurl)y ereatures, mul(ing them unable to notice the party unless spol(en to or attacked.
Any sort of attack, regard]ess of whether or not 1t hits or misses, wall break this spc]l. At the
Master level, this spe“ lasts for 10 minutes per skall point. At the Gr:mc]mnster. the spc”

duration 1s inereased to 1 hour per skall point.

Implosiom Implosion 1s a nasty spc“ that affects a single target by destroying the air around
1t; cuusing a sudden inrush from the surrounding air, a tllun(lcrclap, and 10 points plus 1-10
points of clamage per point of skill in Air magic. At the Master level, this spell has a moderate
recovery rate, which decreases to a fast recovery at Grandmaster level.

Fly: Grants the power of ﬂigllt to your characters! This spe“ 18 very expensivc and only works
outdoors. but 1t 1s very useful. Fly will drain 1 spc“ point every 5 minutes 1t 1s 1n use (10 when
you aren 't touclling the grouncl). At the Master level, this spell has a moderate recovery rate.

At the Grandmaster level, this spell has no casting cost.

Air Spells: Grandmaster Level

Each branch of magic has 1ts pinnacle spcll, that one cr()wuing achievement which an uspiring

ma ’icizm can never top. In thes wrco- ir ma ic. iss e 15 tar urst."
g p. In the spl fA gic, this spell 1s "Starb

Starbursl: Calls stars from the heavens to smite and burn your enemies. Twcnty stars are called,
and the (lamage for each star 1s 20 points plus 1 per point of skill in Air magic. Starburst only

works outdoors, so try not to get cnug}lt in the blast...
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These spells can be learned at the Normal level of skill in Water magic. Ass the character

inereases 1n level, the spe]ls also 1nerease 1n poteney.

Awaken: Automatiea]]y awakens all of your characters from a normal sleep and will awaken
them from a magical sleep 1f they haven't had the s]eep condition for too long. The greater your
skill in Water magic. the longer the sleep condition could have been present before this spe”
becomes 1neffective. At the Normal level, this spe“ 1s successful 1f the target has been asleep
less than 3 minutes per point of skill. At the Expert level, this spell 1s suceessful 1f the target
has been as]eep for less than 1 hour per skall point. At the Master level, this spell 15 suceessful
if the target has been as]eep for less than 1 clay per point of skill. At the Grandmaster level,

this spe”‘s recovery rate 1s reduced to “fast.”

Poison Spray: Sprays poison at monsters directly in front of your characters. Damage 15 low,
but few monsters have resistance to Water magic, 50 1t usually works. FEach shot does 2 points
ofdamage plus 1-2 per point of skill in Water magic. At the Normal level, this spel] has a slow
rate of recovery and procluces only 1 shot of poison. At the Expert level, the recovery rate 15
decreased and the spell produces 3 shots of poison. At the Master level, the recovery rate 15
further decreased and the spe“ procluces 5 shots of poison. At the Grandmaster level, the

recovery rate 1s as fast as 1t ean get and the spell produces 7 shots of poison.

Water Remstance: Increases all your characters’ resistance to Water magic l)y an amount equal
to your skill in Water and lasts 1 hour per point of skill. At the Normal level, this spell gives
the target 1 point of Water resistance per skall point of the caster. At the Expert level, the

resistance offered 1s 2 points per skall po;nt of the caster. At the Master level, this spell offers
3 points of resistance per skall point of the caster. At the Grandmaster level, this spen gives 4

po;nts of resistance per skall point of the caster.

Ice Bolt: Firesa single bolt of 1ce at a single target. It always hits and does 1-4 points of damage
per point of skill in Water magic. Thas spell does not gain n intensity. but rather the spell
recovery rate decreases with each successive skill level progression. The recovery rate starts

out at “slow" for the Normal level.

Water Spells: Expert Level

These spells cannot be learned until the character has achieved an Expert level of skill in
Water magic.
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Water Wall:: Only useful outc]oors, Water Walk lets your characters walk along the S\;rﬁcéff ':‘

of water without sinl(ing. Thas spell can be very useful, but constantly drains 1 spell point
every 20 minutes while 1n contact with water. At the Expert level, the spell lasts 10 minutes
per point of skill. At the Master level, the spell duration inereases to 1 hour per spell point.
At the Grandmaster level, the spell has no casting cost.

Reelmrge Item.' Recharges any magic item that uses c}mrges. Every time this spell 1s cast at

the Expert level, the item permanently loses 50% - 1% per point of skill in Water magic of 1ts
cl‘larges. At the Master level, the item only loses 30% -1% per skall point. At the Grandmaster :
level, the item will lose 20% -1% per skill point. v

Acld Burst: Acid Burst squirts a jet of extremely caustic acid at a single vietim. It always hits
and does 9 points ofdamage plus 1-9 per point of skill. This spell does not gain n intens;ty.
but rather the spell recovery rate decreases with each successive skill level progression. The

recovery rate starts out at “moderate” for the Expert level.

Water Spells: Master Level

These spe“s may not be learned until the character has achieved a skill level of Master 1n

Water magic.

Encl'lant Item: Gives a chance to imbue a normal 1tem with magical powers. The chance of
success 1s 10% per point of skill in Water magic. Grandmasters can manage better enchantments.

At the Master level, this spell can cast moderate strengt}\ enchantments on the target item. At ‘

the Grand master level, the spell casts a strong enchantment on the target 1tem.

Town Portal: Town Portal teleports the party to the central fountain of any town the player has
visited. Town Portal has a 10% chance per po;nt of Water magic skall of worl(ing when cast, and y
cannot be used while hostile monsters are nearby. At the Master level, this spell 1s restricted

to use when no hostile monsters are nearl)y. At the Grandmaster level, the restriction 1s lifted ‘

for hostile monsters and the spell can be cast regardless.

Ice Blast: Fires a ball of ice in the direction the caster 1s facing. T'he ball wall shatter when
1t hats sometl’ling. launching shards of 1ce 1n all directions exeept the caster.s. The shards will -
ricochet until t}ley strike a creature or melt. Each shard does 12 points of damage plus 1-6 o L

per point of skill in Water magic. At the Master level, this spell has a moderate recovery rate

and will burst into 7 shards. At the Grandmaster level, the spell has a fast recovery rate and
will burst into 9 shards.

& oINS o, 4 ¥
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Each branch of magic has 1ts pinnac]c spe“, that one crowning achievement which an aspiring

magiciun can never top. In the spllere of Water magic. this spcll s “L]oycl.s Beacon.”

Lloytl.s Beacon: Lloyd‘s Beacon lets you placc a marker at a location you want to teleport back
t to in the future. Just how far in the future depends on your skill in Water magic. Cast this
spcll whenever you wish, to erther pluce a marker or return to one. Onee tlley are cast, these

beacons wall decay after 1week per point of skill in Water mugic.

;; Earth Spells: Normal Level

@’ These spc“s can be learned at the Norma] level of skill in Earth magic. Ass the character

increases 1n level, the spe]ls also increase 1n poteney.

Stun: S]aps a monster with nmglcul foree, foruing it to recover from the stun spc” before 1t can
do anything else. The greater your skill in Earth magic. the greater the effect of the spc“. At
the Normal level, the stun has the effect of rccciving a normal blow, and at each consecutive

]cvv]. this effect 1s intensified.

4 Slow: Halves the walking spccd and doubles the recovery rate of a sing]c monster. Slow makes
sure a monster will attack you half as often, and w1ll have a harder time (‘ulcking up to you if
you choose to run. The duration of this spc“ 1s 1 minute per point of skill in Earth magic. At
the Normal level, the spe“ 1s as deseribed above. At the Expcrt level, the duration of the spv”
inereases to O minutes per skall point. At the Master level, the target monster i1s slowed to 1/4
spccd. At the Grandmaster level, the monster 1s slowed to 1/8 spcvd.

. “- Eartl'l Resistsnce: Inecreases all your characters resistance to Earth nmgic l’)y an amount cquu]
: to your skill in Earth and lasts 1 hour per point of skill. At the Normal level, this spc“ g;vcs
t the target 1 po;nt of Earth resistance per skall point of the caster. At the Expert level, the

1 resistance offered 1s 2 points per skall point of the caster. At the Master level, this spe” offers

3 puints of resistance per skall point of the caster. At the Gmndmaster level, this spc” givcs 4

points of resistance per skall point of the caster.

Deadly Swarm: Summons a swarm of l’)iting. stinging insects to bedevil a sing]v target. The
L swarm does D points (){c]amage p]us 1-3 per point of skall in Eurth magic. This spc” does not
F‘ guin n ;ntcnsity. but rather the spc” recovery rate deereases with each successive skill level

progression. The recovery rate starts out at moderate.

5
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Earth Spells: Expert Level

These spells cannot be learned until the character has achieved an Expert level of skill in
Earth magic.

Stone Skin: Increases the armor class of all characters l)y 5+1 point per point of skall in Earth :
magic. At the Expert level, the duration of the spell 1s 1 hour plus an additional 5 minutes per “1
poir\t of skill. At the Master level, the duration 1s raised to 1 hour plus an additional fifteen
minutes per point of skill. At the Grandmaster level, the duration 1s raised to 1 hour plus an
additional 1 hour per point of skill.

Blades: Firesa rotating. razor-thin metal blade at a single monster. 'The blade does 1-9 points
ofdamage per point of skill in Earth magic. This spell does not gain 1n intensity. but rather
the spell recovery rate decreases with each successive skill level progression. The recovery rate

starts out at “moc]erate."

Stone to Flesh: Removes the stoned condition from a character 1f you cast this spell in time. T he
greater the skill and rank in Earth mag;c the 1onger the condition could have been present before
the “point of no return” 1s reached. After that, the only way to remove the condition short of

Divine Intervention 1s to visit a temple. At the Expert level, the spell will be successful 1f the
target has been stone for less than 1 hour per point of skill of the caster. At the Master level,
thas spell will be successful 1f the target has been stone for less than 1 day per skall point of the

caster. At the Grandmaster level, there 1s no time limit for suceessful comp]etion of the spell.

Earth Spells: Master Level

These spells may not be learned until the character has achieved a skill level of Master in

o

Earth magic.

Rock Blast: Releases a magical stone 1nto the world that will explode when 1t comes 1nto contact 7
with a creature or enoug]'l time passes. The rock will bounce and roll until it finds a resting

spot, so be careful not to be caught in the blast. The explosion causes 10 points of damage plus

1-10 points of damage per point of skill in Earth magic. This spell does not gain n intensity.

but rather the spen recovery rate decreases with each successive skill level progression. The ‘

recovery rate starts out at moderate. ¥

Telekinesis: Telekinesis lets you manipulate an object at a distance. Switches can be thrown,
o})jects picl(ed up, and doors opened with this spell. all from a nice safe distance from those
nasty traps. This spell does not gain n intensity, but rather the spell recovery rate decreases

with each successive skill level progression. The recovery rate starts out at “moderate.”
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ﬂl Blomom: Firesa magxcal stone far 1nto the air that creates a very large and powerful

e &
o 4 e;(plosion. sending shards of explosive earth raining to the ground. The damage 1s 20 po;nts

p]us 2 per point of skill in Earth magie for each shard. This spell ean only be used outdoors.
. At the Master level, the spe]l has a moderate rate of recovery. At the Grandmaster level, the

spell has a faster rate of recovery and the effect of the spell 1s doubled.

F Earth Spells: Grandmaster Level

Each branch of magic has 1ts pinnacle spell. that one erowing achievement which an aspiring

magician can never top. In the sphere of Earth magic, this spell 1s Mass Distortion.”

Mass Distortion: Increases the weig}lt of a single target enormously for an 1nstant, causing
internal damage equal to 25% of the monster’s hit points plus another 2% per point of skill 1n
Earth magic. The bigger t}ley are, the harder t}ley fall.

Spirit Spells: Normal Level

These spells can be learned at the Normal level of skill in Spirit magic. As the character

increases 1n level, the spells also inerease 1n potency.

Detect Llfe. Allows the party to see an opponent.s current health as an exact number. At the
Normal level, this spell will last for 10 minutes per skall point of the caster. At the Expert
level, the spcll duration increases to t}lirty minutes per skall point. At the Master level, the
spcll duration 1nereases to 1 hour per skall point. At the Grandmaster level, this spe]l also

reveals an opponentvs spells.

Bless: Blessed characters have an 1inereased chance to hit monsters in hand to hand combat and with
missiles. A character’s bonus to hit 1s inereased l')y 5+1 per point of skill 1n Spirit magic. At
the Normal level, this spe“ lasts for 1 hour plus an additional 5 minutes per skall point of the
caster. At the Expert level, the spell effects the entire party. At the Master level, the spell

duration 1nereases to 1 hour plus and additional fifteen minutes per skall point. At the Grand-

' master level, the duration of the spell 1s increased to 1 hour plus an additional hour per skall point.

Fate: Eate can be used on a character to increase lus cl\ance to hit. or on a monster to decrease 1ts

chance. The chance 1s modified by 20+1 per point of skall in Spirit magic, and lasts until
the target attacks, or & minutes go I)y. At the Normal level, the spell 1s cast as deseribed above.
At the Expert level, the spell bonus 1s raised to 20 +2 per point of skill. At the Master level,
the bonus 1s raised to 20 +4 per point of skill. At the Grandmaster level, the bonus 1s raised
to 20 +6 per point of skill.



Turn Undead: Forces all visible undead monsters to flee until the duration of Turn Undeaa'runs.{-_ “
out. This spell lasts for 3 minutes plus 1 minute per point of skill 1n Spirit magic. At the
Normal level, the spe“ 1s cast as deseribed above. At the Expert level, the duration 1s raised to
3 minutes plus an additional 3 minutes per point of skill. At the Master level, the duration 1s
raised to 3 minutes plus an additional 5 minutes per point of skill. At the Grandmaster level,

the spell recovery rate 1s decreased.

Spirit Spells: Expert Level

These spells eannot be learned until the character has achieved an Expert level of skill in

<
Spirit magic. "
Remove Curse: Removes the cursed condition from a character 1f you cast this spell n time. ‘::.:
. »

The greater the skill and rank 1n Spirit magic the longer the condition could have been present
before the upoint of no return” 1s reached. After t}mt, the only way to remove the condition short

has been cursed for less than 1 hour per skall point of the caster. At the Master level, the spe]l
will work 1f the target has been eursed for less than 1 day per skall point. At the Grandmaster

level, there 1s no time limit for the spell‘s sueccess.

of Divine Intervention 1s to visit a temple. At the Expert level, this spell works 1f the target y i

Preservation: Preservation more tightly binds the soul to the bocly, clelaying death due to

massive hit point loss, but will not stop a character from going unconseious. 1f hit points are

st1ll too low when the spell wears off, the wounded character will die. At the Expert level,

this spell will last for 1 hour plus an additional 5 minutes per point of skill. At the Master ‘
level, the spell works on the entire party. At the Grandmaster level, the spell duration 1s

nereased to 1 hour plus an additional fifteen minutes per skall point. “'t

Heroism: Heroism inereases the damage a character does on a successful attack l)y S5+1

point per point of skall 1n Spirit magic. Thas spe“ affects the entire party at once. At the
Expcrt level, the duration of the spell 1s 1 hour p]us an additional 5 minutes per point of skall.
At the Master level, the duration of the spell 1s 1nereased to 1 hour plus an additional 15
minutes per point of skill. At the Grandmaster level, the duration 1s increased to 1 hour plus
an additional 1 hour per point of skall. -

Spirit Spellsz Master Level

These spells may not be learned until the character has achieved a skill level of Master 1n

Spirit magic.
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- *‘.&nrit Las]u Thls spe” attempts to weaken the link between the l)ocly and soul, causing 10+
2-8 points of-damage per point of skill in Spirit magie to all monsters near the caster. This
spel] does not gain n intens;ty. but rather the spe]l recovery rate decreases with each successive

skall level prng‘rcssion. The recovery rate starts out at “moderate.”

y Rﬂise Dee(l. Ruises a clmra('tcr from the deacl of you cast this s‘pe” in time. T]w greater the skill
and rank in Splnl mugic the l(mger the character could have been dead before the “point of no
return 1s reached. After that, the (mly way to raise the charaeter short of Divine Intervention
. 1s to visit a tcmp](n Custmg this spv“ will leave the raised character in the weak condition. At
; _ the Master level. the spc“ will work if the target has been dead for less than 1 day per point of
skill of the caster. At the Grandmaster level. there 1s no time limit for this spc“.s succeess.
S}mred Llfe: Sl’mrcd Llfc combines the life foree of your clmruclurs and redistributes 1t amongst
them as even]y as possib]c. All current hit points are totaled and 3 extra points per point of skall
n Spirit magic 1s added to this total. Then the points are distributed back to the characters,

with no individual character bcing allowed to have more points than his maximum total hit points.
At the Master level, the spc]l 1s cast as described above. At the Grandmaster level, the spcll adds

4 extra hit points per skall point of the caster.

Spirit Spells: Grandmaster Level

Each branch of mag;e has 1ts pinnac]e spe”. that one crown;ng achievement which an aspiring

mag;cian can never top. In the sphere of Spirit magic. this spe“ 1s Resurrection.”

Resurrection: Resurrects an eradicated (body desfroycd) character. Rccovery rate 1s very slow,
but will be faster for characters with a higlwr skall 1n Sp;rit magic. The resurrected character

o will be 1n the weak condition after this spe“ 1s cast.

. Mind Spellsz Normal Level

4 S : -
' These spc”s can be learned at the Normal level of skill in Mind magie. As the character
inereases 1n level, the spc”s also 1nerease 1n potencey.
_ Telepatlly: Caster reads the target‘s mind, {lnding out exact]y how much go]d and what 1tems
e . . . . .
? 4 the target has. This spe” does not gain 1n intensity, but rather the spcl] recovery rate decreases
AN with each successive skill level progression. The recovery rate starts out at “slow.”

Remove Feer: Removes the afraid condition from a character ifyou cast this spe“ in time. The
greater the skill and rank in Mind magic the Iongcr the condition could have been present before
the "point of no return” 1s reached. After that, the on]y way to remove the condition short of

lli)ivine Intervention is to visit a tcmp]c. At the Normal level, this spc” is effective if the target



has been afraid for less than 3 minutes per skall point of the caster. At the Expert level, t]-le's’pe
1s effective 1f the target has been afraid for less than 1 hour per point of skill. At the Master‘ N 2
level, the spell 1s effective 1f the target has been afraid for less than 1 day per point of skill. At g('
the Grandmaster level, the speu 1s effective regardless of how long the target has been afraid.

Mind Resistance: Increases all your characters’ resistance to Mind magic by an amount equal
to your skill in Mind and lasts 1 hour per point of skill. At the Normal level, this spell gives
the target 1 point of mind resistance per skall point of the caster. At the Expert level, the

resistance offered 1s 2 points per skall point of the caster. At the Master level, this spell offers
3 points of resistance per skall point of the caster. At the Grandmaster level, this spel] gives 4

points of resistance per skall point of the caster.

Mlnd Blast: Fi res a bolt of mental force damaging toa single target’s nervous system. Mind
Blast does 3 points of clamage plus 1.3 per point of skill in Mind magic. Thas spell does not

gain n intensity. but rather the spell recovery rate decreases with each successive skill level

progression. The recovery rate starts out at “slow.”

Mind Spells: Expert Level

These spel]s cannot be learned until the character has achieved an Expert level of skill in
Mind magic.

Cl’larm: Calms a sing]e targeted ereature and removes any hostile feelings 1t has towards your

characters. If this ereature takes any damage. 1t will immediate]y become hostile again. At the
Expert level, the spcll lasts for 5 minutes per skall point of the caster. At the Master level, the
duration 1s inereased to 10 minutes per point of skill. At the Grandmaster level, the spell lasts y
until the party leaves the map where the target was. \ef

Cure Paralysis: Cures paralysis 1f you ecast this spell in time. The greater the skill and rank in
Mind magic the longer the character could have been paralyzed before the "point of no return”
1s reached. After that, the only way to remove the condition short of Divine Intervention is to
visit a temple. At the Expert level, the spell works 1f the target has been paralyzed for less than
1 hour per skall point of the caster. At the Master level, the spe“ works 1f the target has been
paralyzcd for less than 1 clay per point of skill. At the Grandmaster level, there 1s no time limit
for the effectiveness of this spell.

Berserk: Causes a single monster to go mad with battle lust, attacl(ing the nearest living creature
until the spell wears off. At the Expert level, this spell lasts for 5 minutes per skall point of

the caster. At the Master level, the duration 1s inereased to 10 minutes per point of skill. At
the Grandmaster level, the duration 1s inereased to 1 hour per point of skall.
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These spel]s may not be learned until the character has achieved a skill level of Master in
Mind magic.

Mass Fear: All creatures in the caster's sigl'lt fear the caster and flee. If a creature takes clamage
while under the influence of this spell, the spell will be broken. Mass Fear will not work on
Undead ereatures. The duration of Mass Fear 1s 3 minutes per point of skill i1n Mind magic.
At the Master level, the spell 1s cast as deseribed above. At the Grandmaster level, the

duration of the spell 1s 1inereased to O minutes per point of skall.

Cure Insanity: Cures ;nsanity 1f you east thas spell in time. | he greater the skill and rank in
Mind magic the longer the character could have been 1nsane before the "point of no return’ 1s
reached. After that, the only way to remove the condition short of Divine Intervention 1s to
visit a temple. At the Master level, the spell will be effective 1f the target has been 1nsane for
less than 1 day per skall point of the caster. At the Grandmaster level, there 1s no time limit
for the effectiveness of this spcl].

Ps’yc]tic Slloclt. Similar to Mind Blast. psycl'lic Shock targets a single creature with mind
dﬂmaging magic. only to a much greater effect. Psychic Shock does 12 points of damage plus
1232 per point of skill in Mind magic. Thas spe]l does not gain n intensity. but rather the
spell recovery rate decreases with each successive skill level progression. The recovery rate

starts out at moderate.”

Mind Spells: Grandmaster Level

Each branch of magic has 1ts pinnac]e spell. that one crowning achievement which an aspiring

magician ean never top. In the sphere of Mind magic. this spell 1s  Enslave.”

Enslave: Takes control of the target.s mind for 10 minutes per point of skill in Mind magic.
Enslaved creatures will f‘lght monsters that are hostile to the caster for the duration of the

spel], and wall not ﬂg]’\t with the caster even 1f attacked l’)y the caster or his friends. This spell
will not work on the Undead.

Body Spells: Normal Level

These spells can be learned at the Normal level of skill in Bocly magic. As the character

inereases 1n level, the spells also inerease in potency.

Cure Woeakness: Cures the weak condition from a character 1f you east thas spe“ in time. The
 greater the skill and rank 1n Body magic the longer the character could have been weak before



Intervention 1s to visit a temple. At the Normal level, the spell will be effective 1f the target }\;as

been weak for less than 3 minutes per skall point of the caster. At the Expert level, the spell wall
be effective 1f the target has been weak for less than 1 hour per point of skill. At the Master
level, the spell will be effective 1f the target has been weak for less than 1 clay per point of skill.
At the Grandmaster level, there 1s no time limit for the effectiveness of the spell.

Heal: Cures hit points ona single target when cast. T'he number cured 1s equal to 5 hat points
plus 2 per point of skill in Body magic. At the Normal level. the spell 1s cast as deseribed
above. At the Expert level, the spel] cures D hat points plus 3 per skall point. At the Master
level, the spell cures D hit points plus 4 per skall point. At the Grandmaster level, the spe“
cures D hit points plus 5 per skall point.

Body Resistance: Increases all your characters’ resistance to Bocly magic l::y an amount eq\ml
to your skall 1n Bocly and lasts 1 hour per point of skill. At the Normal level, this spell gives
the target 1 point of bocly resistance per skall point of the caster. At the Expert level, the

resistance offered 1s 2 points per skall point of the caster. At the Master level, this spell offers
3 points of resistance per skall point of the caster. At the Grandmaster level, this spell g;ves 4

points of resistance per skall point of the caster.

Harm: Direct]y inflicts magical damage upon a single ereature. Harm does 8 points of damage
plus =2 per point of skill in Body magie. Thas spe“ does not gain n intensity. but rather the
spell recovery rate decreases with each successive skill level progression. The recovery rate

starts out at “moderate."

Body Spells: Expert Level

These spells cannot be learned until the character has achieved an Expert level of skill in
Body magic.

Regeneration: Gives the Regeneration al)ility toa single character. Regeneration wall slowly
heal back hit points over time while the spell 1s active. At the Expert level, the spe“ lasts for
1 hour per point of skill. At the Master level, the target will regain hat points more quicl(ly.

At the Grandmaster level, the target regains hat points at an even greater rate.

Cure Poison: Cures poison in a character 1f you ecast this spell in time. The greater the skill and
rank 1n Bocly magic the longer the character could have been poisonec] before the “point of no
return 1s reached. After tl'lat, the only way to remove the condition short of Divine Intervention
1s to visit a temple. At the Expert level, the spell will be effective 1f the target has been po;sonecl
for less than 1 hour per skall point of the caster. At the Master level, the spe” will be effectiv A
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there 1s no time limit for the effectiveness of the spell.

Hammerhands: Hammerhands mag;ca“y enhances the skill of an unarmed combatant, allowing
his strikes to land more precisely against an opponent‘s weak spots. Hammerhands infliets Bocly
: magic clamage c.qual to the physical dﬂmage caused by the unarmed attack. At the Expert level,
’ the spell has a moderate recovery rate. At the Master level, the recovery rate decreases. At the
Grandmaster level, the spel] affects the entire party.

Body Spellsz Master Level

These spells may not be learned until the character has achieved a skill level of Master 1n
Body magic.

C\lre Disease: Cures disease in a character if you cast this spcll in time. The greater the skill
and rank 1n Bocly magic the lunger the character could have been diseased before the “p()int
of no rcturn" 1s reached. After t]mt. the only way to remove the condition short ofDivine

Intervention is to visit a temple. At the Master level, this spc” will be effective 1f the target

has been diseased for less than 1 cluy per skall point of the caster. At the Grandmaster level,
there 1s no time limit for the effectiveness of the spc]l.

Probection from Magic pr()tection from Magic affects the entire party at once, granting immunity
to certain spcl]s and monster abilities that cause debilitation conditions. These are: poison.

Disease, Stone. pﬂralyze and Weak. Evcry time this spe“ saves a character from an effect, 1t

weakens. The spel] can survive | attack per point of skill in Boc]y magic--after that, Protection
from Magic 1s broken. At the Master level, the spcl] lasts for 1 hour per skall puint of the

"* caster. At the Grandmaster level, this spell grants immunity to death and eradication effects.
Flying Flst Fly;ng Fist throws a }lcuvy magica] force at a sing]e opponent that does 20 points
ofc]amuge p]us 1-10 per point of skill in Body magic. This spell does not gain n intcnsity.
but rather the spell recovery rate decreases with each successive skill level progression. The

recovery rate starts out at moderate.

> Body Spells: Grandmaster Level

Each branch of magic has 1ts pinnuclc spc”, that one crowning achievement which an uspiring

nmgiciﬂn can never top. In the splwrc of Budy mngic. this spu“ 1s  Power Curc.n

Power Cure: Cures hit points of all characters in your party at once. The number cured 1s

equal to 10 p]us 5 per pcﬁnt of skill in Bucly magic.



Lig}lt Spells: Normal Level

These spe“s can be learned at the Normal level of skill 1n Light magic. As the character

inereases 1n level, the spe“s also 1nerease 1n potency.

Ligltt Bolt: Fires a bolt of light at a single target that does 1-4 points of damagc per point of
skall 1n Light magie. Damage vs. Undead 1s doubled. This spel] does not gain in intcnsity.
but rather the spe“ recovery rate decreases with each successive skill level progrcssiom The

recovery rate starts out at moderate.

Destroy Undead: Calls upon the power of Heaven to undo the evil magic that extends the lives
of the Unclead, inﬂicting 16 points of damage plus 116 per point of skall 1n Lig}\t magic upon a
single, unlucl(y target. Thas spell only works on the Undead. This spell does not gain n

intensit’y. but rather the spell recovery rate decreases with each successive skill level progression.

The recovery rate starts out at moderate.

Dlspel Magic: Removes all spe“s on all ereatures in the caster's sight. both helpful and harmful.
Rev.overy is reduced by an amount equal to skill 1n Light magie. This spell does not g:ain n
intensity, but rather the spell recovery rate deereases with each successive skill level pmgression.

The recovery rate starts out at moderate.

Paralyze: paralyze temporarily prevents a monster from moving or attacl(ing for the (s}mrt)
duration of this spell. which 1s 3 minutes per point of skill in Lig}\t magic. You are free to
attack your llelpless target unti] your heart's contenr--para]yze(‘l monsters cannot retaliate.
This spell does not gain in intensity. but rather the spe“ recovery rate decreases with each

successive skill level progression. The recovery rate starts out at “moderate.”

Light Spells: Expert Level

These spel]s cannot be learned until the character has achieved an Expert level of skill in
Lig}lt magic.

S\lmmon Elemental: Summons a Wisp to ﬁght for the party (of strengt}\ according to skall

1evcl). It wall stay until the spell duration runs out or 1t 1s destroyed. At the Expert level, the
easter may summon only 1 Dancing Light, which will stay for D minutes per skall po;nt of the
caster. At the Master level, the caster may summon up to 3 Wisps. which will stay for fifteen
minutes per poim of skill. At the Grandmaster level, the caster may summon as many as 5 Wisps,

which will also stay for fifteen minutes per point of skill.

R s




i S

B

v i y.oftlle Gotls: 'Icm’porarily inereases all 7 stats on all your characters l)y 3 times your skall
m Lig}\t magic. Thas spell lasts untal you rest. At the Expert level, the spell 1s cast as deseribed
above. At the Master level, the increase 1s by four times your normal skill. At the Grandmaster

level, the increase 1s by 5 times the normal skill.

Light Spells: Master Level

These spells may not be learned until the character has achieved a skill level of Master 1in
Light magie.

Prismatic Ligl'lt! Inflicts 25 points of damage plus 1 per point of skill 1n Lig]'lt magic on all
creatures 1n sigllt. This spel] can only be cast indoors. This spell does not gain n intensity.
but rather the spell recovery rate decreases with each successive skill level progression. The

recovery rate starts out at moderate.

Day of Protection: Simultaneously casts Protection from Fire. Air. VV:ater. Earth, Mind and
Body. plus Feather Fall and Wizard Eye on all your characters at four times your skall 1n Lig}lt
magic. At the Master level, this spen 1s cast as described above. At the Grandmaster level, the

spcl] 15 cast at O times your normal skill instead of 4 times.

Hour of Power: Simu]taneously casts Haste, Heroism, Shield, Stone Skin and Bless on all
your characters at four times your skill in Light magic. At the Master level, this spell 1s east
as deseribed as above. At the Grandmaster level, the spel] 1s cast at O times your skill level
instead of 4 times.

Sunray: Sunray 1s the second most devastating spcl] in the game, concentrating the light of the
sun on one unfortunate creature. Since Sunray must focus the lig}lt of the sun, 1t can on]y work
outdoors and during the day. Sunray does 20 points of.damage plus 1-20 per point of skill in
nght magic. At the Master level, this spe]].s recovery rate 1s slow.” At the Grandmaster level,

the recovery rate decreases to ‘moderate.

Lig}lt Spells: Grandmaster Level

Each branch of magic has 1ts pinnaclc spcl]. that one crowning achievement which an aspiring

magician can never top. In the sp}wre of Lig}lt magic. this spc“ 1s Divine Intervention.”

Divine Intervention: Three times per clay you may call upon the heavens to heal your characters
of all c]amagc. restore your spc” points, and remove all adverse conditions. The gods exact a price.
however, aging the caster 10 years for each Divine Intervention. Recovery from this spc” 15

shortened with skill in ng}lt magic.
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Darl( Spells: Normal Level

These spells can be learned at the Normal level of skill in Dark magic. As the character A )

inereases in level, the spe“s also 1nerease 1n potency.

Reanimate: Reanimate allows you to raise a lifeless ereature from the dead (sort of). The -
zombie will ﬁght against monsters hostile to the caster until 1t 1s killed (again) or until the

party leaves the map. The zombie will have 10 hat points per point of skill 1n Dark magic. up

to 1ts normal maximum. This spell cannot be cast on members of your party. At the Normal \
level, the reanimated creature receives 20 hit points per skall point of the caster (up to the :
creature's maximum hit points). At the Expert 1evel, t]'le reanimatecl creature receives 30 hit
points per point of skill (up to 1ts max). At the Master level, the reanimated ereature receives
40 hit points per skall point (up to 1ts max). At the Grandmaster level, the reanimated ereature
recerves D0 hat points per point of skill (up to 1ts max).

Toxie Cloud: A poisonous cloud of noxious gases 1s formed 1n front of the caster and moves
slowly away from your characters. The cloud does 25 points of damage plus 1-10 per point of
skill 1n Dark magic and lasts until somet}ling runs into 1t. T his spe“ does not gain n intensity.
but rather the spell recovery rate decreases with each successive skill level progression. The

recovery rate starts out at moderate.

Vampiric Weapon. Enchants a weapon with the Vampiric al)ility of lifedrain. Damage inflicted
on monsters struck by this weapon will be added to the hat points of the weapon‘s wielder up to
his normal hat point maximum. At the Normal level, thas spel] lasts for 1 hour per skall point
of the caster. At the Expert level, the reecovery time of the spell 1s decreased. At the Master
level, the recovery time of the spel] 1s further decreased. At the Grandmaster level, the spe]l

becomes permanent.

Slu-inlting Ray: Shrinks even the grandest of monsters to more manageable sizes. Duration of
this spell 1s O minutes per point of skill in Dark magic. A shrunken monster deals one half,
one third, or one quarter 1ts normal damage while shrunk. At the Normal level, the target 15

reduced to one half normal size. At the Expert level, the target 1s reduced to one third of normal

size. At the Master level, the target 1s reduced to one quarter of normal size. At the Grandmaster

level. the spell can affect a whole area (a group of monsters).

Dark Spells: Expert Level

These spells cannot be learned until the character has achieved an Expert level of skall in
Dark magic.
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- Oh }meﬁal: Fires a blast of hot, jagged metal 1n front of the caster, stril{ing any ereature that
g;ets in the way. Each pieee infliets 1-6 points of clamage per point of skill in Dark magic. At
the Expert level, 5 fragments are blasted. At the Master level, the recovery rate of the spell 1s
decreasecl. and 7 fragments are blasted. At the Grandmaster level, the recovery rate of the

spell 1s further decreased and 9 fragments are blasted.

Control Un&ee(l: Takes control of an Undead target.s mind. Controlled Undead will fig}\t
monsters that are hostile to the caster for the duration of the spell. and wall not ﬁght with the
caster even 1f attacked by the caster or his friends. At the Expert level, the speu will last for 3
minutes per skall point of the caster. At the Master level, the recovery rate of the spell 1s reduced,
and the duration 1s inereased to 5 minutes per point of skill. At the Grandmaster level, the

recovery rate 1s further decreased. and the spel] lasts until the party leaves the current map.

Pain Reflection: When a monster hits a character with Pain Reflection active, the monster
takes dﬂmage equal to what 1t inflicted on the character. At the Expert level, this spell lasts
for 1 hour p]us an additional 5 minutes per skall point of the caster. At the Master level, the
spell affects the entire party. At the Grandmaster level, the duration of the spell 1s 1nereased
to 1 hour plus an additional fifteen minutes per point of skall.

Dark Spells: Master Level

These spells may not be learned until the character has achieved a skill level of Master in
Dark magic.

Deark Grasp: This spell surrounds the target with the power of raw darkness, rcndering 1t
unable to fire missile attacks or cast spells. slowing 1ts movement, halving 1ts armor class, and
}wlving the damage 1t does 1n melee combat. At the Master level, the spell will last for 5
minutes per skall point of the caster. At the Grandmaster level, the duration of the spell 1

increased to 10 minutes per point of skall.

Dmgon Breatl\. Dragon Breath empowers the caster to exhale a eloud of toxie vapors that target
a single monster and damage all ereatures nearl)y. This spell 1s the most powerfu] damage spell n
the land, c]oing 1-25 points of damage per po;nt of skall in Dark magic. This spell does not gain
n intensity, but rather the spell recovery rate decreases with each successive skill level progression.

The recovery rate starts out at “slow” and decreases to ‘moderate” at Grandmaster level.

Armsgecldom This spel] 1s the town killer. It can only be cast 3 times per day and only outdoors.
Armageddon inflicts 50 points of damage plus 1 point of damage for every point of Dar]( skall

your character has to every creature on the map, including all of your characters. At the Master
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level. the spell 1s cast as deseribed above. At the Grandmaster level, the spell can be cast 4 é_ Vo
times per clay. '

Dark Spells: Grandmaster Level

Each branch of magic has 1ts pinnacle spell. that one crowning achievement which an aspiring

magician can never top. In the sp]-lere of Dark magic. this spell 1s Souldrinker.” d

Souldrinker: This horrible spell sucks the life from all ereatures 1in sight. friend or enemy.
Souldrinker then transfers that life to your party in much the same fashion as Shared Life.
Damage (and healing) 1s 25 + 1-8 hat points per point of skall.

Monster Al)ilities

As explained in the Skills section above, three of the monster races have specia] racial abilities
available to them. These special abilities are gained as the character applies skall points to their
racial abilities, and the character gains a new racial ability at each skall promotion. The abilities
themselves act and are cast like spells. As with other spells. these special abilities mature and

gain 1n poteney as the character’s skill level inereases.

Dark Elf Al)ilities: Normal Level

Glamour: This abi]ity grants the caster a more appealing manner and appearance to whomever
the Dark Elf deals with. The net effect 1s a bonus to Merchant skill for the duration of the
ability‘s effect. At the Normal and Expert levels, this al)lllty lasts for D minutes per skall point
of the Dark Elf. At the Master level, the duration of the al’:ility 1s inereased to 1 hour per
point of skill. At the Grandmaster level, the abi]ity gives the Dark Elf a larger bonus to the
Merchant skill. e

Dark Elf Abilities: Expert Level j

Travelers' Boon: This al)ility simultaneously casts Torc}llight. Wizard Eye and Feather Fall
at Expert level of mastery. Gained at the Expert level, this ability lasts for t}lirty minutes per g
point of skill 1n the Dark Elf A})lllty At the Master level, the duration inereases to 1 hour - <‘
per point of skall. (No progression at the Grandmaster level). 28

Darlt Elf Al)ilities: Master Level

Blind: This ability strikes the target blind. preventing spell casting and missile attacks by the

affected creature, and forcing the ereature to wander aimlessly for the duration of the ablllty



At the Grandmaster level, the duration 1nereases to 10 minutes per point of skall.

Darl( Elf Abilities: Grandmaster Level

3 Darkfire Bolt: This frig}ltening alnllty grants the Dark Elf the power to wield Darkﬁre, a
F dangerous combination of the powers of Dark and Fire. Any target stricken by the Darkfire
bolt resists with either its Fire or Dark resistance whichever 1s lower. Darkfire Bolt deals
151z points of damage per point of skall.

%mpire Abilities: Normal Level

Lifedrain: Lifedrain allows the Vampire to damage his or her target and simultaneously heal,
based on the damage done 1n the Lifedrain. This abihty does 3 points of damage plus 13 points
of damage per skill. At the Normal level, the ablllty 1s used as deseribed above, healing the
\’ampire at a rate of 1/3 of the life drained from the opponent. At the Expert level, the recovery
rate for the ability 1s decreased. At the Master level, the damage potential inereases to 9 points
of damage plus 15 per point of skill 1n the Vampire Abllxty At the Grandmaster level, the
damage potential inereases to € points of damage plus B per point of skall.

V:ampire Abilities: Expert Level

Levitate: This alnllty allows the \fampire to levitate the party slig]'\tly off the ground. avoicling

damage from drowning or lava, and also avoiding setting off ground traps. Gained at the Expert

level, this abi]ity lasts for 10 minutes per point of skill in the \,ampire A[‘nllty At the Master
e level, the duration 1s inereased to 1 hour per skall point. At the Grandmaster level, the duration
?"‘5} 1s 1nereased to 3 hours per point of skall.

i( \/vampire Abilities: Master Level

Charm: A \/ampire using this ability can charm a small group of targets 1n close proximity.
Gained at the Master level, this ability lasts for 10 minutes per point of skill 1n the \/ampire
a})ility. At the Grandmaster level, the duration 1s permanent.

\/ampire Abailities: Grandmaster Level

Mistform: Gained at the Grandmaster level, the Mistform al)ility allows the \/ampire to render
itself immune to p}lysical damage. T}loug}l a %mpire in Mistform eannot perform any physical
attacks, tl\ey are able to use spells and abilities and are also affected by spells and abilities.
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Dragon Abilities: Normal Level

Fear: This ability allows the Dragon to strike fear in 1ts opponents. thoug}\ts. 1f the target
doesn't resist the effects, 1t will flee 1n panic for the duration of the alnllty At the Normal
level, this ability lasts for 3 minutes plus an additional minute per point of skill in the Dragon
al)lllty At the Expert level, the duration of the al)ility 1s 1nereased to D minutes plus an
additional minute per skall point. At the Master level, the al)ility affects the chosen target as
well as any other ereature in the immediate area. At the Grandmaster level, the ability affects

all creatures 1n view.

Dragon Abilities: Expert Level

Flame Blast: This al)llxty 1s an upgra(led version of the normal Dragon Breath VVeapon attack.
It acts much like a Flreball, stri](ing its target and exploding out to hit everyt]'ling near 1t, but
Flame Blast does much more clamage than does a Fireball. Gained at the Expert level, this ablllty
will do c]amage for 10 points plus 1-10 points per point of skill in the Dragon Ablhty At
the Master level, the damage 1s 1nereased to 11 points plus 121 points per skall ’point. At the
Grandmaster level. the clamage 1s 1nereased to 12 points plus 1352 points per point of skall.

Dragon Abilities: Master Level

Fligl'lt: Allows the Dragon to earry the party 1n ﬂight. Thas ablllry 1s very expensive and
only works outdoors, but 1t 1s very useful. Fllg}\t will drain 1 spen point every 5 minutes 1t
18 1n use (1e when you aren t touching the grouncl). Gained at the Master level, this ability
lasts for 1 hour per point of skill in the Dragon Ablllty At the Grandmaster level, the alnllty

no longer drains spell points.

Dragon Abilities: Grandmaster Level

Wing Buget By use of this al)ility. the Dragon 1s able to use 1ts wings to P\JSI’I back all attacl(ing

creatures within range of 1ts wings. effectively placing them out of melee combat range.
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’ Appendlces

:W QUICI( reference sheet: Default controls

I

bl gl

Ground Movement ]{eys Effect Flying ]xeys Effect

Up arrow (mouse up) VVal]( forward PgUp key Ascend
DOWI\ arrow (mouse dOWII) Wﬂ]l( bacl{wards Insert l(ey Descencl
Left arrow (mouse left) Tarn left Home key Land quickly
Rig]'lt arrow (mouse right) Tarn right

Shaft l(ey (+ movement ](ey)

Run/execute movement quicl(ly

Open Book keys

Effect

Citrl (+ left or right arrow)

Strafe

Current quests

Q
X l(ey Jump N Auto notes
PgDn l(ey Lool( up M Maps
Delete ](ey Look down H History
End key Look ahead
Brackets [ ] Strafe Other l(eys Effect

Spacebar

Search/activate nearest o[)ject

R

Rest

+ and - l(eys Zioom 1n/out on Automap
Coml’mt lxeys Effect 1 tl\rough 5 Selects character (L to R)
A Active character attacks nearl)y Ese (Adventure Game Option menu
opponent screen)
S Act;ve character will. 1f able Esc (elsew}lere) C]oses current window
b . (in this order): F4 rE)ggle full sereen mode
$
; ' 1. Casta spell
- 2. Attack with a bow, or wand
Pt’ 3. Make a hand-to-hand attack

B

Aective character passes combat

turn

C

Cast spell — open spell books

Enter ](ey

Tnglcs combat modes
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rEoul)les}looting

Installation
Problem: The CD is in the CD-ROM drive, but the computer 1s not recognizing 1t.
Answers: The CD may be dirty or scratched.

Solutions: Make sure that the data side of the CD (shiny side) is not dirty or seratched. If

1t 1s dirty. take a lint free non-abrasive cloth and wipe gently to clean 1t (always wipe from the

mside of the CD to the outside edges). If the data side of the CD appears to be seratched,

return the game to the store that you [)oug}\t 1t from, and exchange 1t for a new copy. If you are

unable to exclumge the game at the store that you bouglqt 1t from, please call Customer Support

for information on our exc}mnge policy.

Problem: The computer freezes during install, or you receive an error message (such as " ins

error or an error has occurred during the move data process") during install.

Answers: Your computer may be using an older 16-bit CD-ROM driver; or there may not be
enougll space on your hard drive for temporary files to expancl: or the CD-ROM drive migllt

be lmving problems with how 1t buffers information; or the Autorun or DMA sett;ngs on your
CD-ROM drive could be interfering with the game installation. I check and see ifyour
computer 15 using an older 16-bit CD-ROM driver:

- Right—elick on the “My Computer" 1con and seleet "Properties."
= Cllcl-( on the "Performance” tab.

— In the Performance status box, 1f the File System line says “Some drivers are using

MS-DOS compatibility," you are using a 16-bit CD-ROM driver.

Solutions: For 16-hit CD-ROM drivers: Contact the manufacturer of your CD-ROM drive
or the manufacturer of your computer for an updated 32-bit CD-ROM driver.

E)r 32-bit CD-ROM drivers:

1. Close all unnecessary programs running in the Background.
— Press the CTRL+ALT+DEL l(eys at the same time to open the Close program window,
select a program, and press the End Task button. Repeat this process until all programs
except "Explorer“ and “Systray“ are closed.
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ii 2. Turn off read-ahead on the CD-ROM drive:

— Right-click on the My Computer’ icon and select “"Properties.”

— Click on the “Performance” tab.

— Click on the “File System” button.

— Choose the "CD-ROM’" tab at the top

— Change the "Optimize access pattern for” field to "No read-ahead”

— Cllcl( on Apply, then OK and ﬁnally elick Close (you wall be prompted to restart your
system).

3. Tarn off the Autorun and DMA settings on your CD-ROM drive:

— Right click on the "My Computer” 1con and choose “Properties.”

— Click on the "Device Manager™ tab.

— Click on the "+ sign next to the CID-ROM line so that 1t becomes a *-" sign.

— Click on the line that appears under the CID-ROM line so that 1t 1s highlighted, then

click on the n‘Properties" button.
— Click on the “Setthgs" tab.
- Loo]( for the Auto-insert Notiﬂcation and DMA lines. If there 1sa check mark 1n t}le

boxes next to either of t}\ese lines. click on the box to remove the el\ecl( marl(.
— Click on the “Apply" button, and then click on the "OK" button.

— When you are asked 1f you want to restart your system, choose "Yes.”

— You ean restore all of the CD-ROM settings back to normal after the game has been
successfully installed.

»

. ,'5. ’
- Y A R AN Y Y



Launching the Game I

Problem: After launching the game from the Start menu or Desktop 1con, you get a blank

sereen, a black box that surrounds the mouse cursor, blurring or c}\oppy grap}\ics, vertical lines

) on the screen, c}toppy sound, or no sound.

Answer: There 1s probal)ly a conflict between your video or sound card and Microsoft's

DirectX.
Solution: For Windows 95 and 98 users:
115 press the "Start" button on the VVmclows 95/98-task bar ancl select “Run.“

2, Type "dxdiag" then click on the “'OK” button. This will run the DirectX Diagnostics
Tool.

3. Make sure all your files are DirectX 7 compatible. Select the "DirectX Files™ tab make
sure there are no exclamation points next to the file names. If you find exelamation points
under this tab you will need to reinstall DirectX 7 l)y going to the START" Button on
the Windows95/98 task bar then seleect 'RUN" and type your CD-ROM drive letter
followed by C \DirectX\dxsetup.exe“ and click on the "Reinstall DirectX” button. This
will reinstall DireetX A

4. Make sure all of your drivers are DirectX 7 compatible. Select the "DirectX Drivers”

tab and make sure there are no exclamation points next to any of the file names. Ifyou find

exclamation points under this tab you will need to update your drivers [)y contacting the
manufacturer of the hardware t}lroug]'l their Phone Support or t}u‘oug}l their web site. 3DO

has a listing of manufactures sites available at: llttp://www.3do.com/support.

5. Test your hardware with the DirectX 7 Diagnostics tool. Run the tests that are available
on the “Display." "Sound” and uInp\xt" tabs. If one or more tests fail, this could be due to
driver incompatibility. Installing the newest drivers available for your sound and video eard

hardware can usually resolve this.

For Windows 98 users:
L. Press the Start button on the Windows 98 task bar and select "Help.“

2. Select the Search tab, type "DireetX Troubleshooter™ in the text box, and then press the
Last Tt‘)pics button. Select "DirectX Troubleshooter™ in the 'Iopics window, elick the Display

Button. and then follow the instructions to troubleshoot your DirectX issue.
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unclung the Game I1
Problem: You try to start the game and the sereen flashes l)rieﬂy. and you are returned to the

clesl(top without an error message.

Answer: There are probably miscellaneous programs running in the background that are

interfering with the game and eausing 1t to erash.

Solution: For Windows 95 users:
1. Press the CTRL+ALT+DEL l{eys at the same time to open the Close Program

Wil’\dOW.

2. Click on a program so that 1t 1s highlig}lted. then click on the "End Task™ button.

3. Repeat this process until on]y "Explorer“ and “Systray“ are left 1n the Close Program

list, then try running the game.

E)r Windows 98 users:
1. Cllc]( on tlle Winclows Start [)utton. t}len c]‘aoose Run.

2. In the Run line type in: “msconﬂg". then pus}l the "Enter” l(ey. (T]'us wall bring up the
System Conﬁguration Utlllty)

3. Select the “Startup" tab, and turn all of the check boxes off, except for the one next to

“Systray.“

4. Press ‘OK.” When you are promptcd to restart your system, elick "Yes.”
5. Once your machine has restarted try running the program again.

E Video and Sound card manufacturers regular]y upclate their software drivers to enhance

o performance and stability. and to improve compatibility with DireetX. You ean find links

; to many of these manufacturers’ sites by going to the Driver Updates seetion of our support
web site, which 1s loeated at 11ttp://www.3c10.com/support.

You may obtain a list of Microsoft-eertiﬁecl video and audio drivers for your hardware

: ¢ [)y going to }\ttp://www.microsoft,com/}lwtest/}\cl/. Drivers listed here are confirmed to be

compatible with Windows 95, Windows 98 and Windows N'T4.0.

Microsoft updates DirectX and its components regularly and posts them for download
off of their web site at http://www.microsoft.com/DirectX.




Customer Support

Web Site: Visit www.3do.com/support for late—breaking news and information, answers to
Eequently Asked Questions (FAQ'S). links to hardware manufacturers’ web sites, and the latest

product updates. Ifyou want to ask a speciﬁc technical question. you can use the online email 2
form available at our web site or send mail directly to the customer-support@sclo.com address. 1

Phone: Call (650) 261-3454, Monday through Friday, 9:00am - 12:00 noon and :
2:00pm - 5:00pm. Pacifie Time. : ".

US.Mail: Customer Support
The 3DO Company
600 Galveston Drive
Redwood City. CA 94063

However you choose to contact us, there's information about your computer that we will need in
order to ltelp you properly. You can get this information by following these steps: Fi rst, rigltt-
click on the My Computer 1con and choose “Properties.“ On the System properties sereen, you
will find the following information that we will need: Computer OS type (Windows version).
amount of RAM and CPU type. After you get this information, exit the System Properties
sereen, then double left-click on the My Computer 1con. On this screen, rig}lt-click on the 1con
of the hard drive that the game 1s installed on and choose “Properties.“ On this sereen, you
will need to find out the drive's total capacity. and the amount of free space left on the drive.

Ifyou wish to purc}lase additional copies or other titles from The 3DO Company please call:

3DO Direct Sales (800) 336-3506 1n the United States
(650) 261-3227 outsicle the United States

World Wide Web l’\ttp://www.3do.com

Hints and Tips :

Need }lelp f;nishing the game? Can'’t solve that quest or don't know where to go next?

You can get all that and more on the 3DO Hint Line. Call 1-900-CALL-3DO
(1-900—225-5336) for pre—recorclecl ]ﬁnts. tips. and clues. Calls to the Hint Line cost $O.99
per minute. For recorded hints and tips. calls must be made from a Touch Tone Phone. If you

are under 18 years of age, you must get your parents' permission before ca]ling.



THE 3DO COMPANY LIMITED 90-DAY WARRANTY
The 3DO Company (BDO) warrants to the original consumer purc}laser of this 3DO

software product that the compact dise on which the under]ying computer program 1s recorded
1s free from defeects 1n materials and worl{manslﬁp under normal. recommended use for ninety
(90) days from the date of purc}mse. The 3DO software program recorded on such a medium
1s sold on an “as 1s” basis, without any warranty or condition ofany kind, and 3DO shall not
be liable for any losses or damage of-any kind or nature resulting from the use or 1nal)111ty to

use such program.

3Do's entire liability and the original consumer purc}laser's exclusive remedy for breach

of any warranty (express or impliecl) shall be, at 3DO’s option. either: (a) to replace. free of
cl'\arge. this 3DO software product, or (b) to return to the original consumer purchaser the price
paid for this 3DO software procluct. The preceding warranty shall not be applicable and 3DO
shall not be obligatecl to replace this 3DO software product or to return any such sum to the
original consumer unless this 3DO software product 1s returned within the 90—day warranty
period. postage pre-paid with proof ofpurclmse to The 3DO Company. 600 Galveston Drive.

{ Redwood City. CA 94063, Attn.: Customer Support Dept.. and the preceding warranty
shall be void 1f any defeet 1n this 3DO software procl\xct arises throug}l acciclent. negligenee.

use 1n any application for which this 3DO software product was not designed or intended,
p modification without the prior consent of3DO. any cause external to the product (e.g., heat).

or l’)y any other cause unrelated to defective materials or wor]-(manship.

g”’ EXCEPT FOR THE LIMITED WARRANTY SET FORTH ABOVE,

o ALL OTHER REPRESENTATIONS, WARRANTIES, CONDITIONS,
TERMS AND OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED,
INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES
OF MERCHANTABILITY. FITNESS FOR ANY PARTICULAR PURPOSE
AND/OR NON-INFRINGEMENT REGARDING THIS 3DO SOFTWARE
PRODUCT (RELATING TO EITHER THE COMPACT DISC, THE SOFT:
WARE OR OTHERWISE) ARE EXCLUDED TO THE MAXIMUM
EXTENT ALLOWED BY APPLICABLE LAW.

3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or any
e related or affiliated entity) any other llabllxty 1n connection with this 3DO software product.
NO EVENT SHALL 3DO BE LIABLE FOR ANY INCIDENTAL,
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OR OTHER DAMAGES OF ANY KIND OR NATURE RESULTING
FROM THE PURCHASE., POSSESSION, USE, OR INABILITY TO USE
THIS 3DO SOFTWARE PRODUCT EVEN IF 3DO HAS BEEN ADVISED
OF THE POSSIBILITY OF SUCH DAMAGES OR LOSS. IN NO EVENT
SHALL 3DO'S LIABILITY TO THE ORIGINAL CONSUMER PUR-
CHASER EXCEED THE AMOUNT ACTUALLY PAID FOR THIS 3DO
SOFTWARE PRODUCT SOME STATES/COUNTRIES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/
OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY
TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS
AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM
JURISDICTION TO JURISDICTION.

3DO has endeavored to ensure that the end user manual and promotional materials regarding
this 3DO software product aecurately reference the product. However. because of ongoing
improvements and updating of 3DO software proclucts. 3DO0O cannot guarantee the aceuracy
of printed materials after the date of pub]ication. and 3DO disclaims any loss, liability and/or
damages, whether 1n contract, tort or otherwise, arising out of or resulting from the manual and
promotional materials, including. without limitation, any loss or llﬂl’)lllfy resulting from

changes. errors or omissions with respect to any of such i1tems.
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Stuck? Call The 3DO Hint Line 1-900-CALL3DO (1-900-225-5336)

Cost of call $.99/min. Must be 18 years or older or have parents' permission. Must use a touchtone phone:

www.3do.com/support
Customer Support (650) 261-3454, customer-support@3do.com
Monday-Friday: 9:00am-12:00pm and 2:00pm -5:00pm Pacific Time

© 2000 The 3DO Company. All Rights Reserved. 3DO, Might and Magic, Day of the Destroyer, New World Computing, and their respective logos,

are trademarks and/or service marks of The 3DO Company in the U.S. and other countries. All other trademarks belong to their respective owners.

New World Computing is a division of The 3DO Company.
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