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INTRODUCTION

If you've already started playing Might and Magic IX, you know that it’s a long and complex game.

Or maybe you don’t; it can be rather deceptive. It starts out easily enough, on a mostly deserted
island with only a few scrawny foes. It’s as you plunge in deeper that you’ll find your options
multiply—along with your enemies. There’s so much to do and so many places to go that you may
feel overwhelmed. That’s where this strategy guide comes into play. You’re holding the compre-
hensive guide to Might and Magic IX—a combination atlas and encyclopedia. You can read it straight
through like a novel, or use it as a reference and look up only the information you need. Regardless
of how you read the book, you should know a bit about its structure.

Chapters 1 through 3 offer solutions for typical situations in the game. They give advice on
how to create an effective party, how to develop your characters, and how to fight Chedian’s
numerous monsters. These chapters can be read freely without revealing the many surprises and
unique locales of the game.

Chapter 4 is a sort of mini-atlas of Chedian. It provides a comprehensive list of the teachers,
clarifies the all-important boat schedule, and discusses common features that you’ll find in every
city, province, and dungeon. You’ll learn a few secrets from this chapter, but nothing that reveals the
game’s essential plot.

Chapters 5 and 6 are where the real “spoilers” come into play. Chapter S lists every quest in
the game, and explains how to complete them. Chapter 6 provides maps and information on every
territory and dungeon in the game, along with notes on what you’ll encounter there. These are
powerful tools, bur read them sparingly to avoid spoiling all the game’s surprises.

Finally, Chapters 7 and 8 are comprehensive references to the game’s monsters and items,
respectively. These chapters explain which weapons are best, which monsters are deadliest, and what
sort of attacks to use when fighting specific types of enemies.

Ultimartely, it’s up to you to decide how to use this book. Whichever reading style maximizes
your enjoyment of the game is undeniably the best style to use.

With that said, let’s make our way into the uncharted territories of Chedian. There are deadly
monsters to slay, glorious quests to complete, and untold riches to acquire. Keep this guide close at
hand, and victory will be yours.
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» CHAPTER ONE
PARTY CREATION

ome of your biggest decisions in Might ¢&* Magic IX take place before the

adventure even starts! Specifically, you must assemble a party of four

characters; heroes form your core group throughout the game.

As the game progresses, you will add various NPCs (non-player characters,
or computer-controlled characters) to your ranks. Although this allows you to
customize your party and shore up weak spots, don’t minimize the importance
of those four main characters. They’re the only ones guaranteed to stick with

you through thick and thin, so make them the best they can be.
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Determining Party Composition
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Your first major decision is how many Fighters and how many
Initiates to select.

When your characters are first created, they can
choose from only two basic careers: the Might
path or the Magic path.

Note

A starting character in the Might path is a
Fighter. A starting character in the Magic
class is an Initiate.

As the game progresses, your characters
advance into more powerful and specialized
classes, restricted only by their initial choice of
the Might path or Magic path. For example, a
Magic path character cannot cross over and
become a Gladiator, and a Might character
cannot aspire to become a Mage.

Your first choice, therefore, is how many of
your four party members should follow Might,
and how many should subscribe to Magic.

The Standard Party

The “standard” decision is to allocate two pai
members to Might and two to Magic. This ev
distribution might seem dull, but in our
experience, it works well. The two Might
characters become powerful frontline fighter:
dealing damage and protecting the rest of the
party. The Magic characters, while initially
weak, eventually learn potent spells that prov
to be indispensable.

If you want a good, balanced party, we
recommend the standard distribution of two
Might characters and two Magic characters.

The Nonstandard Party
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A party comprised entirely of warriors might be tempting, but it
would lack the ability to cast some very handy spells.

You don’t need to follow the “two and two”
guideline; for example, you could have four
Might characters or four Magic characters.

If you choose a nonstandard party, exped
to have trouble in certain spots of the game—
especially at the beginning, if you pick mostly
Magic characters, or at the end, if you have or
Might characters. Difficulties aside, you can
enjoy and win Might and Magic IX regardless of
your initial party composition.



If you choose a nonstandard party, and
later realize that you want more muscle or
magical firepower, hire the appropriate NPCs
to fill in the gaps.

G

If you’re unsure what sort of class distri-
bution you want, choose the Standard
party. This gives you access to important
skills and spells. Plus, whenever you find
class-specific gear, regardless of its type,
you're likely to have someone in the
party who can either use it or wear it.

A character's race has a definite effect on his or her stats.

Once you've decided upon the mix of Fighters
vs. Initiates in your party, your next concern is
what races to make your party members, and
how to distribute points among their six stats
(Might, Magic, Endurance, Accuracy, Speed,
and Luck).

Decisions about race and attributes are
interconnected, so let’s consider both.

Note

You also choose each character’s gender and
voice, but those decisions have no effect on
stats.

Overview of Statistics

Here's a quick overview of the six stats,
along with notes on which characters should
emphasize each stat.

Might
Might affects damage bonuses in hand-to-hand
combat. It’s a nonessential stat for “pure” spell-
casters who'll spend most of their time at the
back of the party, casting spells and firing the
occasional arrow.

However, Might is a vital stat for fighting
characters and spellcasters who plan to engage
in melee combat.

Give your fighting characters a good Might
value (say, 15), but don’t ignore the other stats.
Fighters need to be good in a
variety of stats, so don’t
pump up one to the
exclusion of the others.

Magically inclined
characters can get away
with a Might value
between 7 and 9.



Give Initiates an extremely high Magic stat.

Magic affects maximum spell points. It can
safely be reduced as far as possible for non-
spellcasters; however, pure spellcasters should
thoroughly invest in it.

Some fighter-types, such as Rangers and
Paladins, can also cast spells. These classes
are warriors first and foremost, though, and
you can’t afford to assign high Magic values
to them.

Initiates should have at least 15 points in
Magic; increase that stat to 19 or even 21.

Fighters intending to pursue a career path
with no spells whatsoever can reduce Magic to
the minimum value. Those who plan to become
Rangers or Paladins can get away with 9 or 11
points of Magic.

Endurance
Endurance directly affects a character’s hit
points.

Hit points are useful for all characters—not
just Fighters. Characters with low hit points are
vulnerable to just about every form of attack.

We recommend cranking up Fighters’
Endurance to 19. Extra hit points will help
your party through the toughest battles, so
don’t skimp!

Initiates should maintain a reasonable le
of Endurance—berween 9 and 13.

L e
Elves bave a hard time raising their
Endurance, and thus they tend to be
fragile. Instead of raising an elf
character’s Endurance, consider putting
extra points into Speed. This makes the
elf barder to bit in the first place.

Accuracy
Accuracy affects a character’s ability to hit in
both long-range and melee combat.

No character should skimp on this stat.
Initiates can get away with less Accuracy than
Fighters, but even they will probably shoot a
bow occasionally.

Fighters should have at least 13 Accuracy;
15 is a good level. Initiates should have at leas
11 Accuracy.

Speed
Speed affects both armor class and the rate at
which a character recovers from attacks. Speed
characters attack faster and are harder to hit
great combination!
Most characters should have a Speed of at
least 11 to 13. A speed of 15 is even better.
The exception is half-orc characters, who
have to pay extra points to raise their Speed.
Half-orcs can partially compensate for low
Speed with greater Endurance, which raises
their hit points and makes them more durable



aick affects many areas in a minor fashion, but
5 most evident when your character tries to
esist a magical attack or a trap.

Don’t crank Luck to astronomical levels,
ut don’t minimize it either. A value of 11 or 13
san acceptable amount of Luck for most
characters.

Minimum, and Maximum Stats

%

F

ing, minimum, and maximum stats.
“Starting stats” are the unmodified
numbers that you see when you first pick a race.

“Minimum stats” represent the lowest a
stat can go for that race. This is important
because besides assigning bonus stat points to
each character, you can lower stats to free up
extra points to allocate to other stats.

“Maximum stats” are the highest values
har race can have in a particular stat.

Also, pay attention to the asterisks (*) and
minus (-) signs. A stat with an asterisk is the
race’s specialty; a single point allocated here
increases the stat by two.

Conversely, a stat with a minus sign is a
weak area; you must assign two points here just
to gain one point in this stat.

NOTE

All stats can be raised to a maximum of 25.

Stat
Might
Magic
Endurance

Accuracy
Speed
Luck
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STARTING
11
10
15
11

9
11

Star
*Might
Magic
Endurance
Accuracy
-Speed
Luck
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STARTING
15
10
14
10
9
10

MaxiMum
25
25
25
25
25
25

Maxivum
25
25
25
25
25
25

Maxivom
25
25
25
25
25
25




Before we analyze these stats, there’s also one
more consideration when choosing a race:
magic resistances. Each race has slight
resistances to different sorts of magic, as
shown in the following table:

1 !-4|
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Magic Resistances by Race
Resistance Homay  Eir Dware  Harr-Ore

Elemental — — S S o
Spirit 5 - - -
Light - S — -

Dark — - — S

Humans can play any role effectively.

As you can see, the starting resistances are all
minor, but half-orcs lead the way with
resistance to two different magical disciplines.

Humans can be effective in every class; we
typically have one in every party. However, th
Analyzmg the Races aren’t the best choice for characters that inte
to specialize heavily in one area to the exclus
of others. That’s because humans have no
“strong” stats that increase by two for every ¢
point put into them.

If you add up a human’s starting stats (i
starting Might + starting Magic + starting
Endurance, etc.), you get 67. This is identical
a dwarf’s total, but one less than an elf’s and
half-orc’s total of 68.

Humans also have no “weak” stats that
require extra points to pump up. Therefore,
human characters don’t face certain dilemm:
that other races must deal with. For example
elves tend to have chronically low Endurance
which translates to low hit points.

The bottom line is that it’s hard to go
wrong with human characters.

Stats and resistances are affected by race; class
determines everything else, such as skills and
spells.

To maximize your efficiency, follow a few of
the following guidelines.
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Dwarves make excellent frontline fighters.

Elves are excellent followers of the Magic path,
and substandard followers of the Might path.
fake an elf a warrior only if you want a
challenge.

Ifyou add up elves’ starting stats, you get a
total of 68, which makes elves one of the more
efficient races in the game.

Elves are weak in Endurance, which is
important for any character, but vital for
fighter-types (precisely why we don’t
recommend elves as warriors). However, they
are strong in Accuracy, which is what might
tempt you to send them down the Might path.

nfortunately, you must crank up their
Endurance to make them good warriors,
negating the value of their great Accuracy
bonus.

One of our Magic characters is always an
elf. We crank up her Magic and Accuracy so
she’ll be great with spells and bows, and
sometimes add a point of Endurance—despite
the penalty—because extra hit points always
come in handy. Occasionally, we crank up
Speed instead of Endurance to increase the elf’s
armor class.

The end result is always a great Magic
character.

Dwarves make great Might characters and
abominable Magic characters. Don’t make a
dwarven wizard unless you have an appetite for
pain and frustration!

Dwarves’ initial stats total 67—slightly
worse than elves and half-orcs, but on par with
humans.

Their strength is Endurance, and their
weakness is Magic. No problem! Fighter-types
need as much Endurance as possible, leading to
more hit points. Plus, fighter-types can get away
with as little Magic as possible, so the dwarves’
single weakness isn’t an issue.

We tend to make both of our Might
characters dwarves, cranking up their
Endurance and Speed, and giving them some
Might and Accuracy as well. Find extra points
by reducing Magic to 8.
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Halforcs compensate for their slow Speed with high Might
and Endurance.

Half-orcs, like dwarves, are great for the Might
career path. They’re weak in Magic, though not
to a prohibitive degree, as dwarves are.

Half-orcs’ stats total 68, which ties them
with elves for efficiency.

Might is half-orcs’ strong suit, so crank this
up—along with Endurance and Accuracy.
Reduce Magic to 8.

A concern to consider with half-orcs is that
their strength in Might is offset by their
weakness in Speed. Compensate by raising
Endurance and Accuracy.

Half-orcs are the only race with resistances
to two schools of magic—a nice bonus.

The bottom line is that half-orcs make
excellent Fighters. A party with half-orc
warriors is a strong party indeed.

Finalizing Stats

There is no “ideal” set of stats for any character
type. However, if you've been reading this
chapter carefully, you know our recommen-
dations for a good allocation of starting stat
points.

Before you set your characters’ starting
attributes, glance at the following table, whicl
shows the modifiers applied by various stat
values. For example, Might affects weapon
damage, so if your character has a Might of 7,
you can see from the table that a modifier of-
will be factored into the “To hit a monster”
equation.

T
Note 4
The actual equations for things like hitting
monster or avoiding damage are fairly
complex. This table is meant to give youa ‘
general idea of how beneficial or cnpplmg{
any given number is for each stat.

.

The Effects of Statistics

Statistic  MoDIFIER Stamistic  MODIFIER
0 -6 50 9
3 -5 75 10
S -4 100 11
Z -3 125 12
9 -2 150 13
11 -1 175 14
13 0 200 15
15 1 225 16
17 2 250 1 frd
19 3 275 18
21 4 300 19
25 S 350 20
30 6 400 25
35 % 500 30
40 8
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So give your starting characters odd stat
values. Why give your character a Might of 18

The stats in this table go extremely high, bur ~ (*2 bonus) when you can get the same +2

don’t expect your characters’ stats to get bonus with a Might of 172
RE sl these Tevils: Rather than raising the stat to an even

The extremely high stats listed here come number, apply the extra points to different
into play only with ultra-powerful creatures SR

or NPCs—especially characters affected by
Choosing Starting Skills

potent but temporary stat-enhancing spells.

A few valuable lessons can be gleaned from

his table

First, we see that 13 is considered "normal” for
stat. A character with a 13 in a given stat
as no modifiers applied to related calcu-
lations.

Efficie CyDl'OPS After 21
Stat values between 3 and 21 provide a +1 or -1
modifier for every two stat points. For example,

Basic skills can be chosen at the game's start or learned by

[nising a stat from 13 to 15, or from 15 to 17, teading the appropriate book.
always gains a +1 modifier.
But if you look at the table, you'll see that The ability to learn skills is determined by class.
e pattern breaks after 21. After 21, you must Certain classes are limited to the skills they
ance the stat all the way to 25 (a 4-point can learn. For example, looking at the two

ise) to get the next bonus point. starting classes (Fighter and Initiate), the
You get less “bang for the buck” when you Fighter can’t 193" n any of th.e.spell disciplines
ise stats over 21. Therefore, it’s usually not (Elemental, Light, Dark, Spirit). On the other

ise to take a starting character’s primary stat hand, the Initiate cannot learn potent weapon
Bdtaise it over 21, skills such as Blade or Spear.

Skill limitations aren’t always black or
Numbers Provide Bonuses white. Some classes allow the character to learn
Looking at the range of stat points between 3 a lictle of a certain skill, but not a lot. Other
and 25, notice that the bonuses are always classes let the character advance all the way to
applied on odd numbers. For example, a +1 grand mastery of that skill.

bonus is applied to characters with a stat of 15.
A+4 bonus is applied to characters with a stat
of 21.




As characters advance into different careers Fighters all start with Blade and Armor
along their chosen path, they sometimes learn skills. They may also pick two skills from the
skills that were previously barred. For example, following list:
while an Initiate cannot learn any Unarmed

combat, a Druid can advance all the way to ® Repair Item
grand mastery of that skill. @ Shield
® Unarmed

Stal'tlng Skill Optlons @ Perception
The skill choices you make at the game’s start ” M.erchant
aren’t as crucial as you might think. While stats ® Disarm Trap
are very difficult to improve, learning basic ¢ Bow
skills is easy as reading the appropriate skill ¢ Dodge
book. @ Cudgel

Despite this, don’t choose your starting o 1D Monster

skills carelessly. You won’t have easy access to

skill books right away, so
you must survive with

your initial skills.

Initiates all start with Elemental and
Spirit magic. They may also choose two extr:
skills from this list:

Dark

ID Item
Bow
Cudgel
Light
Learning
Meditation
Repair Item
Perception
ID Monster




Pviding all four of your characters with Bow skill makes early-
ame combat much easier.

We recommend choosing the following skills to
make the early game as easy as possible.

¢ All characters, regardless of class,
should have the Bow skill. This makes
early-game combat much easier.

# Initiates should take Light magic. This
provides a basic healing spell that is
invaluable for the game’s early stages.

¢ Fighters should choose between
Merchant and Perception for their
second extra skills. If you have two
Fighters, have one take each skill.

In addition to choosing these skills, we
recommend going through the basic training at
the start of the campaign. Completing this
“boot camp” earns the characters an Identify
Item book and a Disarm Trap book.

Between your characters’ starting skills and
the ones earned through “boot camp,” a party
assembled by following our recommendations
starts the game with a good mix of skills.




CHAPTER Two
ADVENTURING AND COMBAT

his chapter and the next provide general information that complements the

specific information found in later chapters. This chapter deals with adven-

turing. This includes travel, exploration, and combat.
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You'll see combat in Chedian's outdoor regions.

?InMigbtand Magic IX you must complete a
series of quests. You can divide these quests
into three categories: Main Line, Promotion,
and Secondary.

Main Line Quests are essential to winning
the game. You must complete them for
ultimate victory.

Promotion Quests are quests that offer
promotions as rewards. (Promotions allow your
characters to gain extra spell points, hit points,
and skills.) These quests aren’t required, but
you should promote all of your characters so
they can reach their highest potential.

Secondary Quests are quests you receive as
you proceed through Chedian and talk to
yarious characters. These quests are not
essential. However, they reward you with gold
and experience, and the process of undertaking
these quests strengthens your characters.

While you could ignore all but the Main
Line Quests, perform many other quests to
strengthen your party.

Your adventure in the Chedian outdoors takes
place on square regional maps. Each region
represents an area important to the game’s
story. When you travel to an edge that
connects to another region, you have the option
to travel there. If you do so, the game automat-
ically takes your party across the unimportant
areas and you arrive on the next regional map.
See Chapter 4 for a map showing how the
regions connect.

Within a region are towns, entrances to
dungeons and other indoor locations, and
many places to visit.

jufion

Be careful as you explore. The Chedian

countryside is a dangerous place, full of

wandering creatures who will attack you.

Chapter 6 discusses each region in detail,
but here are hints on how to deal with
situations all over Chedian.
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Towns provide invaluable services.

The major regions of Chedian contain a single
city or town. These cities contain houses, shops,
taverns, town halls, training halls, and other
services. It’s rare for hostile creatures to attack
you in towns. Towns are places to rest, train,
and equip your characters between adventures.

Shops and Services

Shops buy, sell, and identify items, and teach basic skills.

You can buy, sell, repair, and identify items at
shops. Each type of shop deals with a specific
type of item, such as weapons or spells. Selling
items to shops is an important source of gold
income. When you buy or sell items, use the

character with the best Merchant skill. He o
she will get the best prices.

Most large towns contain a tavern, temj
and training hall. At taverns you can rent a
room to rest in, or meet interesting characte
In the temples you can heal your characrers
remove any conditions affecting them. Trair
halls allow your characters to advance their
levels. Here are some town services.

SERVICE Nores

Armor Shop Sells a variety of armor t

Bank Lets you safely store gold
and retrieve it later

Castle/Town Hall Residence of the local Jas

(the regional ruler)

Sells a few items from ev

other category

General Store

Library Sells skill books
Magic Shop Sells magic scrolls and s
Tavern Rent a room for the nig}

meet important characte
Pay for healing or blessir
of various sorts

Town Portal Stone Touch the stone; now yo
can use the Town Portal
spell to teleport to this
locartion

Characters with enough
experience to level up cai
so here for a fee

Sells a variety of weapon

Temple

Training Hall

Weapon Shop

Teachers

Cities and towns contain teachers. Any
character can learn a skill at its lowest level
(Normal) by reading the appropriate book.
(Class restrictions apply.) However, to train
the Expert, Master, and Grandmaster levels,
must seek the appropriate teacher and paya
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Teachers are on the city streets. They always
stay in the same area, so after you find them,
you can easily locate them.

At night, some teachers retire to their
houses. Because most houses aren’t accessible
by your party, you can’t reach them then. Wait
until morning, and find the teachers while
they're up and about. Chapter 4 lists the
location of every teacher.

Banks can be used or ignored, depending on your style of play.

Chedian contains a network of banks. You can
visit the banks and put gold or items into an
account. You can also add to or draw from your
party’s account at any bank in Chedian.

Note

Bank accounts pay no interest.

Explore houses. A few houses don't contain anyone or anything of
imerest-but most of them do.

You can enter a few houses in each town or city;
the rest are blocked, because they don’t contain
anyone or anything of importance.

Most accessible houses contain someone or
something that’s worth investigating.

Enter the houses and ralk to the people
inside. Be alert for items or individuals that
might be important to a quest.

Note

Teachers are not in houses; they walk
outside during the daylight hours.




Docks allow you to quickly travel between regions.

Many regions contain a dock. Docks act as a
region-to-region transportation system; for a
fee, they’ll deliver you to a new location faster
than you would get there on foot. This type of
travel is cheap.

For a complete list of boat destinations, see

Chapter 4.

Indoor areas offer the game's biggest challenges.

In the Chedian countryside, there are entrance
to caves, castles, dungeons, temples, and many
other indoor areas.

You’ll perform most quests indoors, but
there’s little difference between the indoors an
outdoors. The main difference is that day and
night cycles are a factor outdoors.

Note

A minor difference between indoor and
outdoor “dungeons” is that indoor areas
contain traps.

Barrels, Trash Heaps, Crates, and Bodies

Treasure appears in a number of guises.
Regardless of whether you’re indoors or
outdoors, you'll find treasure in crates, on dea
bodies, and in trash heaps. You’ll also find
barrels, which may contain items or stat-
enhancing elixirs.

A complete reference to these common
“containers” is in Chapter 4.



Party and Character Actions
Noving

There are many ways to move your party. Here
“isa look at the rules of the physical universe of
Might and Magic IX, and how you can alter them
‘using various spells.

Running is preferable to walking, so check the Always Run option.

Your party can move at one of two speeds—
running or walking. During combat, this
determines whether you can run from monsters
or catch ones running from you.

Run from location to location, because it
takes less time to get around. Because you'll

spend most of your time running, turn on
Always Run in the Game Options/Controls
ment.

When Always Run is on, bolding down
_shift | makes you walk.

Nonbhostile creatures (such as peasants)
sometimes stand in your way, blocking doors
and preventing you from moving. Yell at them
(by default, [Y]) to get them to move out of
your way.

Slow to a walk in tricky situations—
for example, when you’re on a precariously
high ledge.

Jumping

| Sometimes jumping is the only way to proceed.
|

You can jump some barriers and small gaps.
On the default keyboard configuration, press
X] to jump. To give the party forward motion
during a jump, you must run. Sometimes,
jumping is the only way to reach an
important area.



Be careful on steep slopes. You can swim, but watch your air meter.

Gravity affects the party and monsters. When you swim underwater in Might and Maj
Monsters don’t take damage from falls, but IX , an air meter appears. Watch the air mete
your characters do. For every 10 feet your party and rise to the surface when it gets low.

falls, each character takes 10 percent of his or Your characters take 10 percent of their
her maximum hit points in damage. A fall of maximum hit points in drowning damage fo
100 feet or more kills your party. every few seconds that they remain underwai

with an expired air meter.

Tlp it g Fleet Foot

Use the Feather Fall spell to safely fall
any distance.
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If your characters stand on a steep hill, they
slip as gravity pulls them. Safely descend any
surface that has less than a 90-degree slope by
slipping down it.

Fleet Foot is a vital spell for quickly getting places.

Fleet Foot increases the foot speed of your
party. Other spells (discussed in the next
section) teleport your party from one spot to
another—however, these spells have their lim



Ifyou don’t want to go to a city you've visited,
ora spot where you’ve dropped a beacon, those
teleportation spells won’t help you.

Fleet Foot allows you to blast through the
‘map at high speeds. Use this for getting places
quickly or to avoid unwanted combat.

Teleportation

| Toporters allow you to quickly and safely move.

Chedian contains certain gateways that teleport
- your party. Save your game before entering an
unexplored teleporter. The handy spells Town
Portal and Lloyd’s Beacon allow you to return
0 positions you have previously visited. Learn
nd master both spells.
Town Portal takes you to towns that have a
fown Portal stone. Furthermore, you need to
ve touched the stone—so you can’t use the
to visit places you’ve never been.
Use Lloyd’s Beacon to set your telepor-
tation spot. Cast the spell again to teleport to
that spot.

Efficient Use of Movement Spells

Let’s say that you want to visit a dungeon that’s
far from town. If you learn all three movement
spells, combine them to make your task easier.

First, use Town Portal to get to the town
that’s closest to your target dungeon.

From there, use Fleet Foot to blaze through
the countryside and quickly reach the dungeon.

While you’re inside the dungeon, use
Lloyd’s Beacon to set a beacon there.

If your party gets mauled and you want to
return to town, use Town Portal. When your
party is rested, use Lloyd’s Beacon to return to
the dungeon and pick up where you left off.

The game is easier after you master these
movement-related spells.

......

Disarming Traps

Every chest in the game is trapped. This makes the Disarm Traps
skill valuable.

Containers protected by traps store most
treasures. Each trap has a difficulty number
associated with it. To disarm the trap, the
character opening the chest (the active
character) must have a Disarm Trap skill level
higher than the trap’s difficulty. If the character
doesn’t have sufficient skill, the trap goes off,
damaging the party.

This proliferation of traps is a good reason
to develop an Assassin with Grandmaster
Disarm Trap, which lets him or her bypass all
traps. Lacking this, develop a Master with a
high skill value.



After you set off a trap, it’s disarmed. You
may safely open the previously trapped
container.

Finding Hidden Items and Secret Doors

If your Perception skill is high enough, secret doors and traps
show in red.

The Perception skill reveals hidden traps, doors,
levers, and buttons. It’s not actively used; rather
it’s automatically applied. This skill reveals
hidden items if one of your characters has a
high enough Perception level. How high
Perception needs to be for you to see a given
item is preset. Having a Perception
Grandmaster gives you a 100 percent chance of
seeing all hidden items highlighted in red.

L
Higblighted areas may be doors (which

you should investigate) or traps (which
are on the floor and you should avoid).

Drinking from Wells and Fountains

Drink from wells and fountains by clicking c
them. Most have some effect on your
characters—usually beneficial, but sometimes
not. Important wells and fountains are
mentioned in Chapter 6.

Combat

Constantly seck new ways to improve your party’s combat
effectiveness.

Your party’s effectiveness in combat depends
your characters’ attributes, combat skills, ma
skills, and equipment. Regardless of how you
play the game or develop your party, you mu
fight and defeat enemy creatures.

The rules that govern Might and Magic IX
combat are simple. When you approach host
creatures, they attack you. Most creatures ha
missile attacks and engage you from a distan
Those that don’t have missiles charge your
party until they are near enough to attack.

How often your characters or creatures ¢
attack or cast a spell depends on their Recow
rating. The lower a combatant’s Recovery rat
is, the more often he or she can attack. For &
creature, this number is set. For your charact
Recovery depends on their combar skills, Spe
and equipment.



Hand-to-hand and missile attacks do Now that you know how to calculate range,
damage based on the target’s armor class. here’s the “to hit” formula calculation.

Spell actacks that reach their targets do

damage based on the target’s resistance to a = Random number between 1-(To Hit x 2) + 30 +

at type of spell. Monster AC

Many creatures fight to the death, but b = (Monster AC + 15) x Range

some retreat if they take a large amount of Ifa > b then attack succeeds

damage. Chase them down, because you can’t
ect experience points unless you kill them.
Recovery, armor class, and other combat-
elated stats are listed for each creature in

® “To Hit” is a composite rating of the
character’s ability to hit with his or her
weapon. It considers Accuracy, weapon
skill, weapon bonuses, magical bonuses,
and player conditions. To find this

) llla f0[ Hjt[iﬂg Ellemies number, go to your Character screen

under “Arttack Stats,” and look at either

melee or ranged.

® “Monster AC” is the monster’s armor

Successfully cast spell attacks automatic- class.
ally hit their targets. @ “Range” is the spot where you insert
- the range modifier. This value is either

1, 1.5, or 2.
ere’s how the game determines whether your
acters hit or miss with their weapons. Putting the damage formula into plain English:
efore we show the “to hit” calculation,
gh, we need to mention range. Part of the 1. Take the To Hit value (refer to the
'to hit” calculation is the range multiplier, Character screen), double it, add the target
ich you calculate according to the monster’s monster’s armor class, then add 30. Let’s
distance from your character: call the total the attack composite.

2. Roll a random number. The random
number will be between 1 and the atrack
composite. Remember that number.

DiSTANCE 10 TARGET ~ RANGE MULTIPLIER

0-40 feet 1 3. Take the monster’s armor class, add 15 to
40-200 feet 1.5 it, and multiply the total by the range
200-320 feet 5 modifier. Let’s call the total the defense
composite.

4. Compare the random number we
generated earlier (using the attack
composite) to the defense composite. If
the random number is higher, the attack
hits. If not, the attack misses.

I



It’s not essential to remember this calcu-
lation. We’re showing it in case you want to
know.

Formula for Resisting Damage

When the enemy’s attacks hit your characters,
they have a chance to resist a portion of the
damage.

If the random number between 1-(30 + Character
Resistance + Luck Bonus) is greater than 30, the

attack is resisted

Here’s an explanation:

Use turn-based mode when you face a serious threat. It gives you
time to think, cast spells, and use items from your inventory.

1. If the character has no resistance to the Pressing toggles the game between rez
attack type, he or she takes full damage. time and turn-based combat modes. .
s g - In turn-based mode, the game marks tin
2. Otherwise, a resistance check is made: 3
: . in rounds. Each round has an attack phasez
Resistance number = Resistance + y
facks +30 a movement phase. During the atrack phase.
: : each character and creature performs any
3. Arandom number is determined : 2
X actions he or she can. How many actions a
between 1 and the resistance number.
£ h d " n combatant performs depends on the recover
e ;rar; S 1sEreaterlt< e time of each action. For example, a character
301’: 5 :acter}:esikts . fe Et;ac Z with a high Speed using a lightweight dagge:
LA e e T et might get two attacks in a round, whereas a
5. Ifthe character resists, a second character swinging a much slower axe might
resistance check is made. If it fails, half one. After you perform all attacks, combatan
damage is dealt. get a chance to move a short distance.
6. If the second resistance succeeded, a

third and possible a fourth check is
made. Every successful resistance check
reduces the damage, down to a possible
low of 1/16th of the original damage.

Which mode is best for conducting com
depends on the situation. Turn-based mode
slows the pace of the game so you can make
calculated decisions and precisely target atta
Also, you can adjust your characters’ equipm
and pass items between each attack.

Real-time mode is great for engaging the
with hand-to-hand fighting specialists. It’s a
good for running away from nearby enemies,
running through a pack of enemies without
taking damage.
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N T S M Adventuring and Combat

In most battles, you’ll toggle between the You can hire extra party members (often
two modes as needed. See the table below for a called NPCs). Adding a couple of powerful
quick list of situations, and recommendations NPCs may turn the tide of a close battle.

Character Conditions

Your characters are affecred by a wide variety of
; : conditions. These include spells, monster

Wlth T()llgh Flghts attacks, and drinking from wells, among other

things. They can become Insane, Weak, or

Dead. Healing your characters at temples, or

casting the correct healing spell on them,

brings them back to normal.

Keep your characters in Good condition. If
you don’t have a character that has an arsenal
of potent healing spells, know the location of
the closest temple.

ght, re-load the game and try again. This time,
st more spells and use more single-use items
potions, scrolls, runestones) that will turn the
de in your favor. You should also switch to
-based combat.

Ifyou repeatedly lose the battle, your party
nay be worn down. Rest to replenish hit points
ind spell points, then try again.

~ Ifthat doesn’t work, you may be in an area
that's too advanced for your party. Spend some
time in easier areas. Build up your characters

e, and locate better equipment. Then

,and try again.

RecoMMENDED MoDE  EXPLANATION

Real-Time Easy battles should go quickly, and real-time combat is
quicker than turn-based.
t Fight Turn-Based In a tough fight, you need to target your attacks on the

most dangerous foes, heal your party, cast various
spells, and use special items. Turn-based mode gives
you time to do this.

Fighting Monsters ~ Turn-Based Monsters such as Lobbers, which can make more of
that Create or themselves or summon more creatures, will summon

Summon very quickly in real-time. Use turn-based mode to slow
them.
Running Away Real-Time If you want to get out of the area, real-time combat is

best. You can run without any limits and put difficult
terrain obstacles between you and the enemy.
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Note

You want a character with good healing
skills. Without one, you’ll constantly be
running to town to heal various poisons,

diseases, and miscellaneous wounds.

CoNDITION

Good (Normal)
Afraid
Asleep
Cursed
Dead
Disease 1
Disease 2
Disease 3
Insane
Paralyzed
Poisoned 1
Poisoned 2
Poisoned 3
Unconscious

Weak

¢ Good is the normal state when
characters are not affected by
conditions.

@ Asleep characters wake after resting or

Micar | MA

100 100
120 50
100 100
100 100
100 100
60 100
30 60
10 30
200 10
100 100
73 100
50 75
25 50
100 100
100 100

being attacked.

100
100
100
100
100
60
30
10
150
100
75
S0
25
100

100

@ Cursed characters automatically fail
attacks and spells 50 percent of the

time.

Condition-affected characters generally
weaken your party. The exception is characte
who don’t use magic gain benefits from bein
Insane. This condition reduces the Magic
actribute spell casters use, but increases
Endurance and Speed, and doubles Might.

The following table shows how various
conditions affect character attributes. The
numbers listed are percentages.

CEMRMGE Aty Sep Lk CuRe

100 100 100 =
S0 120 100 Purify, resting
100 100 100 Purify, resting
100 100 100 Purify
100 100 100 Resurrection
60 60 100 Purify
30 30 100 Purify
10 10 100 Purify
100 120 100 Purify
100 100 100 Purify
7S 75 100 Purify
50 50 100 Purify
25 25 100 Purify
100 100 100 Resting, hit
points above (.
100 100 100 Resting

® Weak characters lose hit points over
time. Their attacks do half damage.

@ Poisoned and Diseased characters lo
half their hit points the first time th
rest after receiving the condition.



fave your characters heal and rest (also
as camping) at least once every 24
.If they don’t, they’ll become Weak.
testing and healing restores lost hit points and
points, and cures many conditions.
festing for eight hours uninterrupted results

afull healing.

Your characters can rest if no hostile
eatures are in the immediate area. You can
when it’s safe to rest by looking at the color
ifthe gem in the upper right corner of the
creen. If it is green, you can rest.



CHAPTER THREE

CHARACTER DEVELOPMENT:
EXPERIENCE, SKILLS,

AND SPELLS

hereas Chapter 1 covered the process of initially creating your
characters, this chapter deals with the ongoing process of improving
them. Guiding your characters down the right path is an important
aspect of Might and Magic IX, since the game is much easier if you
have strong characters. Conversely, if your characters lack vital skills and are

weak in key attributes, you’ll face difficulties with every task you attempt.




Experience Thresholds

As characters go up in level, they require an
increasing number of experience points to gain
new levels. The training costs also rise. What it
costs to train a character from one character
level to the next depends on the character’s
current level and rank.

The following table shows you exactly
how many experience points your characters
need to advance from one level to the next. The

“Grand Tortal Needed” column provides the
grand total of experience points needed to
attain each level, while the “Points Needed for
Level” column shows how many points from
that grand rotal are needed just to get from one
level to the next.

g levelsand taking advantage of those gains—is central to

ST

syou play through the adventure, your

aracters gain experience points by completing
uests and defeating creatures. The tougher the
juest or creature, the more experience points it

orth. LEvEL

ToraL : P NEEDﬁ

Experience points gained by your party are NEEDED FOR LEVEL
istributed evenly among all characters that 1 = ==
en't incapacitated (Dead, Eradicated, or some 2 1,000 1,000
ther nasty condition). Once a character gains 3 3,000 2,000
jough experience points, he or she becomes 4 6,000 3,000
lgible to train for the next level at a training S 10,000 4,000
all. At each new level, a character’s hit and 6 15,000 5,000
pell point maximum values increase, and he or 7 21,000 6,000
he gains skill points. 8 28,000 7,000

Gaining levels is never automatic; the 9 36,000 8,000
haracters must always visit a training hall to 10 45,000 9,000
zalize their level gains. Before visiting the 11 55,000 10,000

ining hall, the character does not benefit at 12 66,000 11,000
Ifrom his or her experience point gains! 13 78,000 12,000
That's why it’s important to monitor your 14 91,000 13,000
characters’ experience point totals and visit a 15 105,000 14,000
mining hall whenever a character has an 16 120,000 15,000
opportunity to gain a level. 17 136,000 16,000
18 153,000 17,000

19 171,000 18,000




GraND TotAL  Pomvrs NEEDED LEVEL GrAND TotAL  Pomnts NEEDED

NEEDED FOR LEVEL NEEDED FOR LEVEL
20 190,000 19,000 59 1,711,000 58,000
21 210,000 20,000 60 1,770,000 59,000
22 231,000 21,000 61 1,830,000 60,000
23 253,000 22,000 62 1,891,000 61,000
24 276,000 23,000 63 1,953,000 62,000
25 300,000 24,000 64 2,016,000 63,000
26 325,000 25,000 65 2,080,000 64,000
27 351,000 26,000 66 2,145,000 65,000
28 378,000 27,000 67 2,211,000 66,000
29 406,000 28,000 68 2,278,000 67,000
30 435,000 29,000 69 2,346,000 68,000
31 465,000 30,000 70 2,415,000 69,000
32 496,000 31,000
33 528,000 32,000 As you can see, characters in Might and
34 561,000 33,000 Magic IX can theoretically attain very high le
35 595,000 34,000 There’s a smooth progression from one leve
36 630,000 35,000 the next; in other words, to gain the next le
37 666,000 36,000 your characters need to accumulate only slg
38 703,000 37,000 more experience points than they needed to
39 741,000 38,000 attain their last level.
40 780,000 39,000 —
41 820,000 40,000 |
42 861,000 41,000 Note |
43 903,000 42,000 Unless you kill every monster in every
44 946,000 43,000 then go back to kill any monsters that
45 990,000 44,000 reappear, your characters will never
46 1,035,000 45,000 approach level 70. Typically, you can
47 1,081,000 46,000 to win the game with characters between
48 1,128,000 47,000 levels 45 and 55.
49 1,176,000 48,000
50 1,225,000 49,000 ‘
51 1,275,000 50,000 |
52 1,326,000 51,000 i
53 1,378,000 52,000 |
54 1,431,000 53,000
55 1,485,000 54,000
56 1,540,000 55,000
57 1,596,000 56,000 |
58 1,653,000 57,000 |



it Point and Spell Point Increases

here are three direct rewards from gaining a
sel:increased hit points, spell points, and skill
Ints.

Beginning characters start with the values

nts

PoiNts
0
25 20

STARTING SPELL

ear in mind that attributes such as Magic
nd Endurance modify these starting values.

scharacters gain levels, they also gain spell
wints and hit points. The exact number
pends on their class—modified, of course, by
ny relevant stats. For example, a character with
15 Endurance gets a +1 modifier to
indurance-related calculations. Because hit
pints are derived from Endurance, that
haracter could expect to gain an extra hit
int per level.
 The following table illustrates hit point
spell point gains per level, based upon

acter class. The blank lines separate the
arting classes (Fighter, Initiate) from the “first
omotion” classes (Crusader, etc.), and the
irst promotion” classes from the “second
pomotion” classes (Ranger, etc.).

CHARACTER Hir Pomvts

(CLass /LEVEL /LEVEL
Fighter 5 0
Initiate 4 3

Crusader
Mercenary
Scholar
Healer

NS 0N
H N O W

Ranger
Paladin
Assassin
Gladiator
Mage
Lich
Priest
Druid

—_
O WO oo O Vv v
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As you can see from the table, it pays to get
your characters promoted as early as possible.
Every level that your warriors gain in the

Fighter class rewards them with only five extra

hit points, while every level gained as a
Mercenary gains them eight.

"~ SpErL PomvTs
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Skir  ComurATive

CeAracter Pomves Skt Pomvrs
[veL  GaNed  Ganved
1 . —
2 5 S
3 K] 10
4 S5 15
S ) 20
6 R 25
7 S 30
8 5 35
9 5 40
10 6 46
11 6 52
12 6 58
13 6 64
14 6 70
15 6 76
16 6 82
17 6 88
18 6 94

You also gain skill points from leveling up
characters.

Spend skill points to advance the levels:
character’s skills. Once a character’s skill lev
reaches a high enough number, he or she ca
learn that skill at a higher expertise level
(Expert, Master, or Grandmaster) if that
expertise level is attainable by his or her
characrer class.

Raising a skill to a higher level and
expertise gives a character many benefits. Th
benefits are discussed later in this chapter.

The exact number of skill points gained
when a character levels up is determined by
their character level. The following table sh
how many skill points are gained, based on
character’s new level.

Coamacer kL Cowuarve | CHARATER Skl COMULATIE | CHARACTER  SKILL

LeveL

19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36

(=)}

00 00 00 00 00 00 00 N NN NN NNNNN

100

114
121
128
135
142
149
156
163
170
178
186
194
202
210
218
226

Ponrs  Skue Pomvis | Leve
GANED  GAINED

Powrs Skmt Ponvrs | Levee  Pomves Skl
GANED  GAINED GAINED

37 8 234 55 10
38 8 242 56 10
39 8 250 5% 10
40 9 259 58 10
41 9 268 59 10
42 9 277 60 ji
43 9 286 61 11
44 9 295 62 11
45 9 304 63 11
46 9 313 64 11
47 9 322 65 11
48 9 331 66 16
49 9 340 67 11
50 10 350 68 11
5 10 360 69 11
52 10 370 70 12
53 10 380

54 10 390




As you can see, the number of skill points
ained per level gradually increases. This makes
sense since the higher a character increases his

or her skills, the more points those skills cost to
improve.

The following table shows how many skill
points are needed to raise a skill from one level
0 the next. The “Cumulative Points Needed”
olumn shows how many skill points, in total, a
aracter will have spent to reach that level of
‘experuse The “Points Needed to Raise One
” column indicates the number of skill
oints needed to raise the skill to the next level.

CUMULATIVE Post NEEDED

PoiNts 70 RAISE
NEEDED ONE LEVEL
1 1
3 2
6 3
10 4
15 5
21 6
28 7
36 8
45 9
55 10
66 11
78 12
91 13
105 14
120 15
136 16
153 LZ
) bl § 18
190 19
20 210 20
2 231 21
2 253 22
A 276 23

CUMULATIVE Pomvts NEEDED
LEVEL PomNts 70 RAISE
NEEDED ONE LEVEL
24 300 24
25 325 25
26 351 26
27 378 27
28 406 28
29 435 29
30 465 30

The table shows that skills become progres-
sively harder to raise. Learning a skill at Level 1
is easy, while learning a skill up to Level 30
requires the character to invest a prohibitive
number of skill points.

Most skills shouldn’t be trained to more
than 10.

Skills in Detail

Your characters’ skills are vital to their success.
These next few sections discuss skills in extra
detail, including how to squeeze the most value
out of your finite pool of skill points. We’ll also
take an in-depth look at every skill in the game.
For information on finding skill teachers, see
Chapter 4.




Visit the appropriate teachers to reach Expert, Master, or
Grandmaster skill level.

No matter how many skill points you allocate
to a particular skill, you must still visit a
teacher to reach the Expert, Master, or
Grandmaster skill levels. Attaining these higher
skill levels provides a variety of benefits, which
are covered later in this chapter.

To gain a skill level, your character must
first meet certain requirements. Once those
requirements are met, you can find a teacher
and pay for training. The requirements are
explained in the following table.

“Skill Level” is the level you’re trying to
achieve: Expert, Master, or Grandmaster.
“Necessary Skill Value” is your current rating in
that skill. (This can be increased by allocating
skill points.) “Base Cost” is the maximum you’ll
have to pay the teacher to upgrade the skill.
This cost decreases if your character has
Merchant ability.

SKILL LEVEL ~ NECESSARY SKILL VALUE  BASE (
Expert 4 50
Master b 1,00
Grandmaster 10 2,001

Who Can Possess Specific Skills?

Some classes are barred from learning certai
skills. Other classes may learn those skills, b
are barred from reaching higher levels of
mastery (such as Expert, Master, and
Grandmaster).

The following table illustrates which cla
can learn which skills. An “N” means the cla
can learn that skill at a Normal level. “E” m
Expert, “M” means Master, and “GM” mean
Grandmaster.
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kill Limitatons by Class =
SKILL FiGHTER MERCENARY ASSASSIN GLADIATOR CRUSADER RANGER ~PALADIN INmTE SciotaR Mace L Heater  PrEst Drum R
Blade E B GM GM E E GM — — — — - — -
Cudgel N N N M E B GM N N F E N M E
Spear E B M GM E E E = - = = = = =
Bow E E E E E GM M N N N N E M E
Thrown N N GM E N E N - N E M - — —
Armsmaster N E M GM E M M — N E E N E E
Unarmed N N E M N N E - — — - B M GM
Armor B E M M E M GM N N E E E M M
Shield E E E GM E E M — — — — N E

Dodge N E M M E GM E N N N N N N GM
Elemental - — - - N E N E B GM GM E M M
Light — — — - N N E E E GM E E GM E
Dark — — — — — — — N E E GM N E N
Spirit — — — — N E E N N E B E GM GM
Disarm Trap E E GM M B M E N E M M E M
Merchant E E M E B E GM E B E M E E E
Perception E E M E E GM E E E E E E E E
Repair Item N N E M N M M N N N N N GM E
ID Item E E M E E E E E E GM M E E M
ID Monster N N E E N GM E N E M M N B B
Body Building N E M GM E M GM - N N N N E GM
Learning N E M E E M M N E GM GM E M M
Meditation — - — — N E E N B GM GM E GM M

JuAId0[dAd(] Ia)IRIeY)



Strategies for Skill Point Allocation

Certain skills should be learned by only one
party member. For example, only one character
needs a high Perception. Having multiple
characters with high Perception only wastes
skill points.

On the other hand, some skills can and
should be learned by everyone. Bow skill is a
good example; if everyone in your party can
shoot a bow, you have more combat options.
With skills such as these, the key is moderation.
Don’t try to turn your wizard-types into
fantastic archers. Give them just enough Bow
skill to be reasonably effective, then concentrate
skill points on their magical skills, such as
Elemental Magic.

Similarly, some warrior classes can learn a
few spells. Increase their magical skills a bit, but
don’t go overboard. Have your characters do
what they do best; if your warriors are casting
spells and your wizards are swinging swords,
the results of the battle are likely to be
gruesome.

Finally, remember that you can
Grandmaster in most skills once you have a
skill value of 10. In most cases, don’t advance
those skills past 10; at that point you've got all
the benefits. Even your most refined skills
probably shouldn’t be pushed past 15.

Weapon and Armor Skills

Weapon and Armor skills are useful for
every party member—even followers of the
Magic path.

Note

Weapon and Armor skills can and shou
be developed throughout the game. Wh
your character reaches 10 in one of thes
skills, it is more or less mastered—but if
you keep adding points, you will contin
to see benefits.

The following table summarizes the
effects of possessing each weapon skill at
various skill levels.

DESCRIPTION: Armor skill covers all kinds
armor. All characters may wear sor
type of armor.

NORMAL: Skill added to armor class
EXPERT: Recovery penalty halved, somen

wear chain
MASTER: Double skill points added to an

class, some may wear plate

GRANDMASTER: Triple skill points added t

armor, no recovery penalty

% Lt

DESCRIPTION: Shield skill directly improve
character’s armor class whilea
shield is employed.

NORMAL: Skill added to armor class

EXPERT: Recovery penalty eliminated

l
MASTER: Double skill points added to ‘
armor class

GRANDMASTER: Shield Bash attack. Triple
damage of Shield skill.
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DESGRPTION: Blade skill covers all types of
blades shorter than 4 feet.

NoRMAL: Skill added to attack bonus
Exeer: Recovery penalty halved

MASTER: Permits use of sword in left hand
and use of two-handed weapons

RNDMASTER: Effects vary per class

RISSPTION: Spear skill allows use of bladed
p
pole weapons.

NORMAL; Skill added to attack bonus
LXPERT: Skill added to damage bonus

. Permits use of spear in left hand

GRANDMASTER: Allows second attack with spear

DESCRIPTION: Cudgel skill covers all kinds of
- blunt trauma weapons, ranging

from large clubs to flails.

NORMAL: Skill added to attack bonus

RT: Skill added to damage bonus
MASTER: Stuns target

GRANDMASTER: Double attack and damage

WTIONI Bow skill covers bow and

crossbow usage.
NORMAL: Skill added to attack bonus
EXPERT: Skill added to damage bonus
MISTER: Bow fires two arrows on every attack

GRANDMASTER: Bow fires three arrows with
double attack and damage

DESCRIPTION; Thrown skill covers all thrown

weapons, such as daggers and axes.
NORMAL: Skill added to attack bonus
EXPERT: Skill added to damage bonus
MASTER: Recovery penalty halved

(GRANDMASTER: Allows second attack with
daggers. No recovery penalty.

DESCRIPTION: Unarmed skill is your ability to
use only your hands and feet in
combat, no weapons. This skill works
only when your hands are empty

NORMAL: Skill added to attack bonus and
damage bonus

EXPERT: Double skill added to attack bonus
and damage bonus

MASTER: Triple skill added to both attack and

damage. Skill level added to armor class.

GRANDMASTER: Additional attack bonus for
every 3 skill points

The following sections provide notes
and tips for each weapon skill, and make
recommendations on which characters should
improve that skill.

Armor

Armor is valuable for every party member.
Frontline fighters need armor for obvious
reasons, but ranged attacks, magical attacks,
and flanking enemies can damage back-line
characters as well. For that reason, we

recommend that every party member rise to the

maximum possible experience level. For most
promoted fighter-types this means Mastery,
while most promoted magic-users can attain
Expert level.

Only Paladins can attain Grandmastery of
this valuable skill-and they always should.

I/ :
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Shield skill is important if you plan to give your
character a shield. However, be aware that you
can either have the character use a shield or
wield two weapons simultaneously.

Note

A character can also wield a two-handed
weapon, which prevents the use of either a
shield or a second weapon.

If you plan to go the defense-oriented
route, maximize the Shield skill. If you want the
character to be an offensive powerhouse, attain
Mastery in either Sword or Spear; this allows
use of these weapons in the left hand as well as
the right.

Which route should you take? Both work.
Sometimes your chosen class provides the
answer; for example, Assassins can become
Grandmasters of the Blade, while they can only
achieve Expert level in Shield. In this case,
ignore the Shield skill and go for the potent
dual-weapon attack.

Blade

Blade is one of the most versatile and potent
weapon skills. As such, it is not available to any
Magic class.

Blade skill governs the use of swords,
daggers, and any other blade less than four feet
long. This is a versatile category of weapons.

At higher levels of mastery, players can
wield a sword in the left hand (for a two-

weapon attack) or wield massive, two-handed
blades.

At Grandmaster level, the effects of this
skill vary by class:

@ Paladins get their skill points added
their damage bonus, and double thei
skill points added to their attack bor

@ Gladiators get their skill points adde
to their armor class, and double thei
skill points added to their attack bor

@ Assassins get an extra attack for evey
three points of Blade skill if they're

using daggers.

There are several excellent hand-to-hand
weapon skills. Should you specialize in Bla
or others such as Spear or Cudgel?

First, look at the class you want your
character to achieve. If that class can beco
Grandmaster in only Blade (of the melee
weapon skills), start cranking up this skill.
the class can Grandmaster in multiple wea
skills, you must choose.

One consideration: If you have, say, a
Paladin and a Gladiator in your party, both
Grandmaster in Blade—but have the Gladi
learn Spear instead, or the Paladin learn C
That way, if you find a particularly great
or spear, someone can use it.

Spear

Spear skill is a lot like Blade skill in that
weapons can be wielded in the left hand at
Master level, so the character can use two
weapons at once. Also like Blade, the Spear
is not available to any Magic class.

A lot of good spear-type weapons are
available in the game’s early stages. These
weapons are big and powerful, and you'l
benefit if someone in your party can use th



You might want to avoid Spear, however,
tharacters that don’t plan to become

adiators. Only the Gladiator can become a
andmaster in Spear, thus gaining an extra

ick and truly reaping the full benefits of this

apon type.

gcharacter class, including magic-users,
jlearn the Cudgel skill. Only the Paladin,
wer, can Grandmaster in it. As with the
gt skill, we recommend that fighter-types
id this skill unless they intend to become
adins. Other classes won’t realize the full
#fits of pouring points into this skill.

While Magic classes can learn Cudgel, we
ftrecommend making it a point of

phasis. Spellcasters excel at standing in the
tk casting spells, rather than standing up
i, cracking heads with a mallet.

jery class can learn Bow skill. We recommend
tmost characters learn this skill from the

t, regardless of whether or not they can
ndmaster in it. It’s very helpful ro be able
oot missiles, especially when you’re

ting enemies with a nonexistent or weak

While everyone can benefit from a lictle
pskill, not everyone should be given a lot.

ok at the class your character will eventually
ain; if that class can reach a higher level of
stery in Thrown skill, build up Thrown skill
ead of Bow. Rangers are the only class that
yGrandmaster in Bow.

Bows in Might and Magic IX never
run out of arvows; it’s just assumed that
you always have enough. Not having to

constantly scrounge for arrows makes

the Bow skill particularly useful.

Thrown

Thrown skill, like Bow skill, enables your
characters to attack at long range. Thrown

weapons tend to be slower but more powerful

than arrows. Characters should emphasize
either Bow or Thrown skill, depending on

which skill their chosen class can best master.

P
Just as bows in Might and Magic IX
have an inexhaustible supply of arrows,
thrown weapons are enchanted to return
to the thrower’s hand. Thus, you never
have to worry about running out of
thrown weapons.

Unarmed

In a world of swords and axes, Unarmed
combat seems like an oddball choice. We,
however, recommend it highly for characters
that plan to become Druids; they can
Grandmaster in it and become a hybrid
wizard/warrior. A Druid that has

Grandmastered in Unarmed, Dodge, and Body

Building, is a very tough fighter.

Others should avoid this skill. There are
lots of great weapons in the game, and it
usually makes sense to u#se them! Also, only
Druids can attain Grandmaster level.



Spell Skills

We discuss every spell in the game at the end
of this chapter. Spell effects vary per skill level.
The following table summarizes the four

spell skills.

SKiLL DESCRIPTION
Elemental Using the powers of the four
Magic elements—air, earth, fire, and

water—the school of Elemental
Magic teaches some of the
strongest direct damage spells.

Light Light magic includes some of the

Magic most powerful defensive spells,
including healing.

Dark Dark magic has the most

Magic spectacular damaging and creature
controlling spells available.

Spirit Spirit magic focuses on the soul,

Magic mind, and spirit of all things.
Many defensive and healing spells
are found in Spirit magic.

Every spellcasting character can learn these
skills to some degree. The important specialties
to remember are:

® Mages can Grandmaster in both
Elemental and Light magic

@ Liches can Grandmaster in both
Elemental and Dark magic

@ Priests can Grandmaster in both Light
and Spirit magic

@ Druids can Grandmaster only in Spirit
magic

While Druids can Grandmaster in only one
type of magic, they get a lot of combat-related
skills that other spellcasters can’t learn.

It’s not necessary to have a Grandmast
in every spell skill. However, if that’s

your goal, you can cover all four bases
having a Priest and a Lich in your par

Miscellaneous Skills

These skills are neither weapon nor spell s
though some of them have a direct bearin
character’s ability to fight or cast spells. O
have no bearing on combat of any kind; tf
simply useful skills that assist with tasks |
buying and selling gear, opening chests, ai
noticing hidden features.
The following table summarizes

miscellaneous skills.

JIOANL ARy :i_l," .:",

DESCRIPTION: Disarm Trap skill is checke
automatically when you open a
trapped chest or other container.

NORMAL: Increases chance to disarm tra
on chests

EXPERT: Double effect

MASTER: Triple effect
GRANDMASTER: 100% success

DESCRIPTION: Merchant skill helps adjust
prices in your favor, whether you
buying or selling.

NORMAL: Adjusts shop prices in your fay

EXPERT: Double effect
MASTER: Triple effect

GRANDMASTERI Buy and sell items at cost
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ON. The Perception skill gives your DESCRIPTION: Identify monster skill is applied

characters a chance to notice hidden when you highlight a monster and
doors and traps, and to avoid damage press [G).
from traps when they are triggered. NORMAL: Learn monster’s hit points and

MAL: Increases chance to avoid traps and armor class
JEEEUELCE treasures EXPERT: Learn monster’s attack type
PERT: Double effect and damage
MASTER: Learn which spells the monster
can cast

GRANDMASTER: Learn monster’s resistances

characters to repair broken equipment. DESCRIPTION: Armsmaster skill represents the
The skill is automatically applied when warrior’s tricks of the trade in using
you right-click on a broken item in melee weapons.

Qv ioventory. NORMAL: Skill added to attack bonus of all
ORMAL: Ability to repair items melee weapons

DAPERT; Double effect EXPERT: Skill added to damage of all melee

NISTER: Triple effect weapons
GRANDMASTER: 100% success MASTER: Skill reduces the recovery time of all
melee weapons

GRANDMASTER: Allows second melee attack

DESCRPTION: Identify Item skill is automat- —
ically applied when you right-click on

. Triple effect

an unidentified inventory item. If your DESCRIPTION: Dodging skill can be used only
character’s skill is high enough, the when you are not wearing armor or

- item is identified. using a shield.

NORMAL: Ability to identify items NORMAL: Skill added to armor class

m Double effect EXPERT: Double effect

WASTER: Triple effect MASTER: Triple effect

GRANDMASTER: 100% success GRANDMASTER: Quintuple effect




DESCRIPTION: Body Building skill adds hit
points directly to your characters’ hit
point totals.

NORMAL: Skill added to hit points
EXPERT: Double effect

MASTER: Triple effect
GRANDMASTER: Quintuple effect

DESCRIPTION: The Learning skill directly
increases the experience a character
receives. Every point of skill adds a
bonus percentage of awarded

experience (plus a starting bonus of 9%).

NORMAL: Increases amount of experience
received

EXPERT: Double effect
MASTER: Triple effect
GRANDMASTER: Quintuple effect

DESCRIPTION: The Meditation skill adds spell
points directly to your characters’ spell
point totals.

NORMAL: Skill added to spell points
EXPERT: Double effect

MASTER: Triple effect

GRANDMASTER: Quintuple effect

Disarming a trap is a simple proposition.
area, be it dungeon, city, or outdoor area, I
trap value. Whenever a character opens a
trapped chest or container, the trap is eith
sprung (if his Disarm skill is less than the!
value) or is successfully bypassed (if his Di
skill is greater than the trap value).

Rising to Expert, Master, or Grandmas
in Disarm Traps simply provides a bonus t
skill. Experts’ skill values are doubled, Mas
skill values are tripled, and Grandmasters
disarm every trap successfully.

Only one character needs to learn this
the others shouldn’t bother at all. Pick a
character that will eventually be able to Ma
or Grandmaster (the Assassin is best), and
spend as few skill points as possible to achieve!
highest level of mastery (either Master or
Grandmaster).

) ek
If you have a character who can
Grandmaster in this skill, never
increase the skill beyond 10. A Disarm
Traps Grandmaster automatically
disarms everything, so extra points
would be wasted.




e character needs to learn. Designate a

ant character from the start, and have
hat character buy and sell all items for the

. This gets you the best value for

erything.
Paladins make the best Merchants, but

| Merchant isn’t a make-or-break skill,
but it is handy. Build it up, but don’t
worry about perfecting it. In fact,

never increase the skill beyond 10.

A Merchant Grandmaster automatically
 buys and sells at cost, so extra points
would be wasted.

pid damage if a trap is sprung.

This skill works just like Disarm Traps, in
at each map has a built-in Perception value,
donly a character with a Perception skill

her than the map’s value will notice

.,‘,bll

angers are best at it, followed by Assassins.
stabout any class can become an Expert.

ant, like Disarm Traps, is a skill that only

Only one character needs to learn this skill;

LR
If you have a character who can
Grandmaster in this skill, never
increase the skill beyond 10. A
Perception Grandmaster automatically
notices everything, so extra points would
be wasted.

Have your designated Perception character
spend as few skill points as necessary to reach
the highest possible level of mastery. If your
character is only an Expert at his or her highest
level, you may need to spend some extra skill
points to notice hidden features in the roughest
dungeons.

Repair Items

This skill allows the character to repair broken
items. The better the skill, the higher the
chance of success, and the better the items that
can be repaired.

This is another skill that only one character
needs—ideally a Priest, who can Grandmaster,
or else a Gladiator, Ranger, or Paladin.

Because higher levels of mastery increase
the skill value, spend as few skill points as
possible to reach the highest possible level of
mastery.

Ay
This isn’t a crucial skill; it’s more
of a convenience. However, we do
recommend having someone become
good at it, simply because it’s nice
to have.
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Identify Items

can have shops identify items for a fee, but

those fees really add up—so it’s best if someone

in your party can do it.
When using this skill, the skill value is

compared to the Identify value of the item. If

the character’s skill is higher, the item is
identified. Thus, lower-level items are always
easier to identify.

Mages are the best at identifying items,
closely followed by Assassins, Liches, and
Druids. If possible, have one of those classes
learn this skill.

M0
If you bave a character who can
Grandmaster in this skill, never increase
the skill beyond 10. An Identify Items
Grandmaster automatically identifies
everything, so extra points would be
wasted.

As usual, spend as few skill points as
possible to reach the highest level.

You don’t need to have a character who
can identify everything. A character
who can identify 80 percent of the stuff

you find is extremely valuable; have a
shop identify the rest.

Identify Items is an extremely useful skill. You

Identify Monsters

Identify Monsters is a “convenience” skill. |
it’s nice to be able to right-click on an enem
and know his exact characteristics, this guic
gives you the same information in Chapter’
Therefore, you can save your skill points by
ignoring this skill.

HptC=E
If you bave a character who can
Grandmaster in this skill, never increast
the skill beyond 10. An Identify Items
Grandmaster automatically identifies
every creature, so extra points would be
wasted.

Armsmaster

The Armsmaster skill is invaluable for all |

characters who regularly engage in melee
combat. Non-melee characters should avoid
developing this skill.

Gladiators are best at it, but all classe
even higher-level Magic classes—can learn it
some degree. Develop this skill to the high
level of mastery if a character is a melee figh

Dodging
Everyone can and should learn the Dodges
Because this skill improves armor class, it
keep your party alive longer—and any skill
accomplishes that is valuable. Develop this
to the highest level of mastery for every
character.
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bdy Building is available to all classes except

he Initiate. Every class should develop this skill
pthe highest level of mastery, because it

gproves hit points—and hit points are

aluable. Everyone, from fighters to spell-

sters, needs hit points to survive battles.

ming is not a necessary skill, but it makes
game substantially easier. It increases the
ount of experience that the character
ceives—from combat, completed quests, or
ithing that bestows experience points. If

fy party member has some Learning skill,

s will come faster and easier.

Everyone can and should learn this spell to
me degree. Mages and Liches should
andmaster in it, simply because they can.

leditation skill can be learned by spellcasters,
i by fighter classes that have some spell-

ins). Mages, Liches, and Priests can
fandmaster in this skill.

This skill adds spell points directly to your
aracter’s total. We strongly recommend that
pellcasters pump lots of points into this
il and raise it to the highest possible level. A
ellcaster is effective only as long as he or she
sspell points, so this skill is among the most
il for the magical classes.

Spells and Spellcasting
The following pages document every spell in
Might and Magic IX. You'll find useful data on
casting costs, recovery time, and spell effects, as
well as tips on when to use each spell.

About Spells in Might and Magic IX

Every spell in the game requires knowledge of
at least two—and in some cases three—spell
skills. Without knowledge of the proper skills
at the required levels, a spellcaster cannot learn
the spell.

In the spell entries that follow, the first
listed skill is always the “primary” skill, while
the second is the “secondary” skill. A spell’s
power and effectiveness may depend heavily on
one or more of these skills. The numbers under
Spell Cost (in spell points) and Recovery (in
game time) are for Normal, Expert, Master, and
Grandmaster levels respectively. Duration is
also expressed in abstract game units.

We haven’t provided damage numbers for
“attack” spells because the damage calculations
are extremely complex; they vary depending on
the spellcaster’s skill values, and sometimes
take multiple skill values into account. All we
can tell you is that higher-level spells deal more
damage than lower-level spells, and that higher
values in the appropriate skills always translate
into more damage.

Normal Level Spells

To learn these spells, your spellcaster needs to
know two spell skills—but only at Normal level.
This means that all Normal spells are available
to even the lowest-level Initiates. Just buy and
read the appropriate skill books, and your
Initiates are ready to learn.

°



REQUIRED SKILLS
SKILL ReqQuUIRED SkiLL LEVEL
Light Normal
Spirit Normal
® Spell Cost 5,10, 10, 10
@ Recovery 90, 90, 60, 18
@ Target Four party members

® Duration  Up to 10 per point in

secondary skill
Bless increases your core party’s chance to hit. It

also negates an equal-level Curse spell. This is
one of the more useful low-level spells.

Curse
. | REQUIRED SKILLS
LR REQUIRED SKILL LEVEL
Dark Normal
| Light Normal
@ Spell Cost 10, 10, 10, 10
@ Recovery —, 90, 90, 60
@& Target 1 enemy, or all enemies

in view (at Grandmaster)

® Duration  Up to 1 per point in

secondary skill
Curse decreases the target’s chance to hit. This
makes it very useful in tough fights against
enemies that use physical attacks (as opposed
to spell attacks). At lower levels, Curse affects
only one enemy. At Grandmaster level it affects
all enemies in view.

4| REQUIRED SKILLS
= Sk RequieD Skt L
Elemental Normal
Spirit Normal
@ Spell Cost 2,5,10,20
@ Recovery 70, 60, 50, 40
® Target One enemy

@ Duration  Until bolt hits target

Elemental Bolt launches a magical bolt of
of the four elements at the target. This is th
cheapest, lowest-level direct magical attack
characrers have access to. It’s useful for dea
with enemies that you can’t ger close to but
want to destroy quickly—such as Lobbers or
Dragonflies.

Elemental Protection
.. | REQUIRED SKILLS
, Sk Requen Skt L

Spirit Normal
Light Normal

@ Spell Cost 5, 10, 15, 20

® Recovery 90, 90, 60, 30

@ Target Four party members

® Duration  Up to 7 per point in

primary skill
Elemental Protection increases all your
characters’ resistance to damage inflicted by
Elemental Magic. This skill continues to be
useful throughout the game. Any time you
enemies that deal Elemental Magic damag,
consider using this spell.
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REQUIRED SKILLS

o Sk RequRED SiLL LEVEL
'| Elemental Normal
Spirit Normal
¢ Spell Cost 5,10, 15,20
# Recovery 90, 90, 60, 60
. Target One item
# Duration Up to permanent

fen cast, this spell has a small chance of
buing a normal item with magical powers.
isspell has a low probability of success, but
e nothing to lose. Use this spell

patedly until some type of magical effect

s place. The item you've enchanted will

REQUIRED SKILLS

| SKiLL RequieD SKiL LeveL
Elemental Normal
__ Light Normal
# Spell Cost  5,5,5,5
# Recovery 120, 90, 60, 60
# Target Four party members

Up to 10 per point

of primary skill

ather Fall eases great falls by reducing the

tight of the party. This spell generally isn’t
sary if you have a party with high

eas that force you to navigate across tricky

prrain.

Pae.,| REQUIRED SKILLS
& SkiL RequieD SKiLL LEveL

‘| Spirit Normal
Light Normal
Spell Cost 5, 8, 15,20
90, 90, 60, 60

Target

..

@ Recovery
® One party member
@

Duration Instant

Heal cures hit points on a single target when
cast. If you could learn only one spell in the
game, this would be the one. Healing within
combat allows your party to fight much
tougher foes than would otherwise be possible.
Plus, healing after combat allows the party to
keep adventuring instead of constantly
stopping to rest and heal naturally.

siception skill and you’re careful to avoid pits
ind long falls. However, it can be very handy in

Poison
REQUIRED SKILLS
| St REQUIRED SKILL LEVEL

Elemental Normal
Dark Normal

® Spell Cost 5, 8, 15,25

@ Recovery 90, 27, 60, 30

@ Target One enemy

@ Duration Upto 10

This spell blasts the target with poison that
does immediate and continual damage until
the poison has run its course. Save Poison for
tough enemies. It’s particularly effective if you
can cast Poison (perhaps several times) and
then run away while the poison takes its toll.
Return to fight when the target is either dead
or very weak.




REQUIRED SKILLS
| Sk RequReD SKiLL LEVEL
| Elemental Normal
Light Normal

@ Spell Cost 5,10,15,20

@ Recovery 90, 30, 60, 30

@ Target One enemy (may
affect more)

® Duration  Instant

Sparks fires small balls of lightning that bounce
around until they hit something or dissipate.
It’s hard to tell where they will go, so this spell
is best used in a room crowded with small
monsters.

Torchlight

REQUIRED SKILLS

SKILL Requimep Skt LEveL
Elemental Normal

Light Normal

® Spell Cost 5,7,9,12

® Recovery 90, 60, 60, 30

® Target Party

® Duration  Up to 60 per point
in primary skill
Torchlight gives the party an aura of light to
aid them in dark areas. Learn this useful spell
early and use as necessary.

= | REQUIRED SKILLS
| SKILL Requiren SkiL [
‘ Spirit Normal
Light Normal

¢ Spell Cost 5,10, 20, 25
& Recovery 120, 90, 60, 30
@ Target One monster (Norm:
to Expert) or all enen
in view (Master to
Grandmaster)
@ Duration  Up to 3, plus 2 per po
of primary skill
Turn Undead calls upon divine power to us
the evil magic that extends the lives of the
undead. At lower levels it causes undead to
burt at high levels it can cause them great
damage. This spell works only on undead; |
this spell early.

Wizard Eye
s | REQUIRED SKILLS
| SKiLL Requmep Skt [
| Light Normal
Spirit Normal

@ Spell Cost 5,5,10,10

@ Recovery 90, 90, 60, 60

® Target Party

® Duration  Up to 15 per point

in primary skill

Wizard Eye summons a mobile sphere that
allows the party to see monsters or treasure
large area. What you see depends upon the
of the spell. This spell can be fun, but it s
strictly necessary.



swith most spells, a spellcaster needs to

iow two different skills to learn Expert level

ls. Unlike the Normal spells, however,

ese spells require that the primary skill

nd sometimes the secondary skill) be learned

REQUIRED SKILLS
SKILL RequRED Skir LEveL

Elemental Expert
=1 Spirit Expert
# Spell Cost  —, 30, 30, 30

® Recovery —, 120,90, 18

¢ Target One enemy

# Duration  Up to 5 per point
in primary skill

ms rise up from the earth to entangle the

ary. Though the effect is centered on a
gleenemy, the higher the spell’s level, the

et the area by which it is covered. Therefore,
eral foes can be affected when this spell is
stat Master or Grandmaster level.

‘Arms of Earth is most effective when you’re
ing enemies with a weak or nonexistent
igrange attack. The spell allows you to slow
em down and maintain long range. This spell
50 helps you to run away from particularly

st enemies.

| Sk ReQURED SkiLL LEveL
‘| Dark Expert
Elemental Normal
@ Spell Cost —, 2 per point of
secondary skill,
4 per point of secondary
skill, 5 per point of
secondary skill
® Recovery —, 90, 60, 30
® Target One enemy

® Duration  Up to 10 per point
primary skill

As you might expect, Disease inflicts the
Disease condition upon the target, causing
continuous damage until cured by a potion or
spell. As with Poison, Disease works best if you
can cast the spell, run away for a while, then
return when the disease has weakened the
enemy.

Elemental Aura
. di | REQURED SKILLS

1
< | S RequireD SkiiL LEVEL
| Elemental Expert
Spirit Normal

@ Spell Cost —, 20, 30, 40

® Recovery —, 90, 60, 60

® Target One party member

® Duration  Until shield is destroyed

Elemental Aura creates a field around one
character that actually fights back. Enemy hits
still deal damage, but also damage the attacker
via an elemental force. This spell is useful
against tough enemies.
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- | RequReD SKiLLS
| St Requirep SKILL LEvEL
‘| Elemental Expert
Light Expert
@ Spell Cost —, 10, 15,20
@ Recovery —, 100, 90, 70
@ Target Concentric blast

Until it reaches
maximum radius

® Duration

Elemental Blast launches a magical attack from
a targeted creature. Cast it on the middle
member of a group for best effect.

REQUIRED SKILLS
SKILL Requirep Skt L&
Dark Expert
Spirit Expert

® Spell Cost —, 20, 20,20

@ Recovery —, 36, 90, 60

® Target Party

® Duration  Up to 5, or until hit

by monster

Eye of Leggib is similar to Wizard Eye spell,
except the caster sends an avatar out to sur¥
the nearby area. This allows more thorough
exploration than Wizard Eye.

@ Duration

Enrag
Jage | REQUIRED SKILLS

SkiLL ReQuRED SKILL LEVEL
Spirit Expert
Elemental Normal

¢ Spell Cost —,15,15,15

@ Recovery —, 120, 90, 60

@ Target One enemy

Up to 1 per point

REQUIRED SKILLS
SKiLL RequiRen Sk, i
| Light Expert
Spirit Normal
¢ Spell Cost —,10,15,15
@ Recovery —, 90, 60, 60
® Target One party member

in primary skill

Enrage causes a single monster to go mad with
battle lust, attacking the nearest living creature
until the spell wears off or the creature dies.
This spell is very powerful when you’re fighting
at least two tough foes. Cast it on a foe near the
back, to ensure that the enraged creature won’t
attack your party.

(Expert) or four p
members (Master
Grandmaster)

Up to 5, +1 per point
in secondary skill

@ Duration

Faith maximizes the target’s damage rating
This makes it an excellent spell to cast befo
any large battle.



& | REQUIRED SKILLS
B | SkuL Requmen SKiLL LeveL
V| Dark Expert
Spirit Normal

¢ Spell Cost —, 10, 10, 10
¢ Recovery —, 90, 60, 30
® Target One enemy
# Duration  Up to 15 per point

of primary skill

hen you cast Fear, the targeted creature is
ercome with fear of the caster and must flee.
facreature takes damage while under the
ifluence of chis spell, the spell will be broken.
tar does not work on undead creatures.
This spell is useful when you're fighting a
wvery tough enemies, and you need one of
em to run away so you can deal with a
maller number.

REQUIRED SKILLS

| Sk REQUIRED SKILL LEVEL
'| Elemental Expert
Spirit Normal

# Spell Cost —,15,15,15

® Recovery —, 90, 60, 30

¢ Target Four party members

¢ Duration  Up to 60 for every point
of primary skill

et Foot accelerates the party’s travel speed,
fepending upon level of skill. This is an excep-
tionally useful spell. It won’t help you win
hattles, but it’s wonderfully convenient when
Jjou have to cross a large area. Also, the extra
‘.‘speed comes in handy if you want to avoid
combat.

RequRED SKiLL LEVEL
Expert

Normal

@ Spell Cost 10, 15, 15, 30

@ Recovery 120, 90, 60, 30

@ Target Four party members

@ Duration  Up to 60 + 4 per skill

point in primary skill

Haste decreases the recovery time of the targer,
allowing him or her to cast spells and attack
faster than before. Cast it on a tough frontline
fighter, who can then shred the enemy with
impunity. The target will be Weak after the
spell wears off.




Pain Reflection

REQUIRED SKILLS

SKiLL RequmReD SKiLL LEVEL
Dark Expert

Spirit Normal

® Spell Cost —, 20, 20, 40

@ Recovery —, 90, 60, 30

® Target Four party members

@ Duration  Up to 20 per point
of secondary skill

When a monster hits a character with Pain
Reflection active, the monster takes damage as
well. As with Elemental Aura, use this spell
when you’re fighting monsters that deal heavy
physical damage.

REQUIRED SKILLS

SKILL REQUIRED SKiLL LEVEL
Dark Expert
Elemental Normal

- Spell Cost —, 25, 25,25
Recovery —, 120, 90, 60
Target One enemy

® & & ¢

Duration  Up to 1 per point
in primary skill

Paralyze prevents a monster from moving or

attacking for the duration of this spell. You are
free to attack the helpless target, as hits do not

remove the monster’s condition. This makes
Paralyze superior to Fear.

Phantom Fighter
"y | ReQuURED SKILLS

i év | Sk RequiReD Skt L
& 1\:) Spirit Expert

b Elemental Normal
@ Spell Cost —, 15,25,30
® Recovery —, 120, 90, 90
@ Target One weapon

® Duration  Up to until fighter
is destroyed

You cast Phantom Fighter upon a bladed
weapon. The spell calls forth a Blade expert!
phantom form; this ethereal warrior takes
the weapon you cast the spell on and assists
your party in combat.

When the spell wears out, the phantom
takes your weapon as payment for his servia
Therefore, don’t cast this spell on your best
weapons; cast it on weapons that you'd
otherwise sell. You can cast the spell on ong-
handed, unenchanted, bladed weapons.




REQUIRED SKILLS
SKILL RequRED SKILL LEVEL

| Light Expert
Elemental Normal
¢ Spell Cost —, 15,25, 30
¢ Recovery —,90, 90, 60

B Target
Duration

One party member
Instant

urify is the ultimate cure-all. It purifies the life
ces of the target, removing conditions such
Disease, Insanity, Fear, Paralysis, and
hing else short of Death.

arn this spell. Not only is it useful for

aling party members in the middle of

mbat, bur it also allows the party to heal after
itles, instead of continually running to the
sarest temple.

| REQUIRED SKiLLS
| SkiL Requmep SKiLL LEveL

'| Light Expert
3 Elemental Normal
# Spell Cost —, 15, 20,25
® Recovery —,90, 60, 30
¢ Target One party member
(Expert, Master)
to 4 party members
(Grandmaster)
# Duration  Up to 1 per point
in primary skill

lesist Death provides the target with extra
msistance to Dark magic. If you’re in a tough
fight against evil foes with spellcasting ability,
st this spell.

Requmen SkiiL. Lve
Expert
Expert
® Spell Cost —,15,15,15
® Recovery  —,120,90,90
@ Target One enemy

@ Duration Permanent

Spell Reaver dispels magic cast upon living
creatures in a certain area (the area depends on
the caster’s level of mastery). It doesn’t remove
magical traps from unguarded chests or doors.
Spell Reaver is effective against enemies that
cast protective spells upon themselves.

Town Portal

REQUIRED SKILLS
SKiL RequiReD SkiLL LEveL
Elemental Expert
Light Normal

@ Spell Cost —,10,15,20

@ Recovery —, 60, 60, 60

@ Target Party

® Duration Instant

Town Portal teleports the party to the altars in
each major city. An inexperienced spellcaster
can teleport to the nearest altar, while more
experienced ones can teleport to any altar. You
must touch the altar before you can teleport to
it. Learn this spell to reduce travel time.

i ey s
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| ReQUIRED SKILLS
| Sk REQUIRED SKILL LEVEL
‘| Dark Expert
i Spirit Expert
¢ Spell Cost —, 10, 15,20
@ Recovery —, 90, 60, 30
@ Target One enemy

@ Duration Instant

Wound inflicts damage upon a single target
within melee range. It’s an effective way of
damaging an enemy.

Master Level Spells

Your spellcaster needs to achieve Master level in

these spells’ primary skills before learning them.

Exceprt for Lloyd’s Beacon, which requires
knowledge of three skills, these spells require
knowledge of two skills.

Chain Lightning
e 2. | REQUIRED SKILLS
| Sk RequireD SKILL LEVEL
Elemental Master
Light Normal
® Spell Cost —,—,20,20
® Recovery - —,90, 18
® Target One enemy

@ Duration Instant

Chain Lightning discharges electricity from the
caster’s hand to a single target. An equal
amount of electricity will hit any monsters
within a certain radius of the target. This spell
is deadly against large groups of enemies,
especially when they’re tightly packed.

Column of Fire

REQUIRED SKILLS
SKILL Requmep Skt [
Elemental Master
Light Expert

e Spell Cost —,—,30,30

@ Recovery -, —, 90,90

® Target One enemy

® Duration Instant

This spell creates a destructive column of fi
that falls from the sky, roasting the target.T
column is large enough to strike one target,
at higher levels it increases in dimension an
can strike nearby creatures as well.

Dark Grasp

< $fis | REQUIRED SKILLS

SKiLL RequReD SkiLL [n
Dark Master
Spirit Expert

@ Spell Cost —,—, 45,45

@ Recovery -, —, 120,90

@ Target One enemy

® Duration  Up to 15 per point
in primary skill
Dark Grasp surrounds its target with the
power of raw darkness, rendering it unable
to fire missile attacks or cast spells. The
target’s movement is slowed, its armor class
is reduced, and it does reduced damage whe
striking in melee combat. Use this spell top
at a target from a distance. Cast the spell,
hang back and capitalize on the target’s
inability to return fire.



J». | REQUIRED SKILLS
| Sk ReQuReD Skt LEVEL

Elemental Master
Light Expert
Spirit Expert
# Spell Cost —, —, 60, 45
# Recovery -, —, 90,90
¢ Target Party
# Duration  Up to 10,080 per point
of skill in primary skill

jis ultimate teleportation spell requires

mning to use. Cast the spell once to set a

acon, then cast it again to teleport to the

acon. It’s possible to have more than one

on, and pick among them. With both this
lland Town Portal, moving around Chedian
tomes convenient.

¢ | REQUIRED SKILLS
| Skm Requien Skir Lever

Elemental Master
- Light Expert
® Spell Cost —, —, 25,35
® Recovery -, —, 120,90

¢ Target One enemy

Until all meteors have
struck

¢ Duration

eteor Shower summons flaming rocks from
sky, which fall in a large radius surrounding
our chosen target. This spell can be

dsstructive, so don’t be too near the victim

when you cast it!

Natural Armor

REQUIRED SKILLS
b Skl REQUIRED SKILL LEVEL
| Spirit Master
i Elemental Normal
® Spell Cost —,— 15,20
® Recovery —, — 90,60
@ Target One party member

@ Duration  Up to 15 per point of

secondary skill
Natural Armor uses the forces of nature to
provide additional armor to the target. Because
the target cannot be wearing metal armor, use
it to protect your spellcasters. Your fragile spell-
casters need all the protection they can get—
particularly when you’re fighting tough foes
with potent spells or long-range attacks.

Poison Cloud
RequieD SKiLL LEveL
Master
Expert
® Spell Cost —,—, 20,25
@ Recovery —,—, 90, 60
® Target Enemies in path of cloud
® Duration  Up to until blast radius
is reached

Poison Cloud causes a cloud of noxious gases
to form in front of the caster. The cloud moves
slowly away from your party. The distance it
travels depends on the caster’s Dark skill.




.| REQUIRED SKILLS
Sl REQUIRED SKiLL LEVEL
Spirit Master
Light Normal
@ Spell Cost —, —, 40,40
@ Recovery -, —, 120,90
® Target One party member

® Duration  Up to 4 per point of
secondary skill

With Power Draw, the caster “pushes” his or her
spell points into the target’s damage rating. The

number of spell points the caster pushes

determines how much extra damage the target
deals. This excellent spell provides a direct way

of increasing the damage your fighters deal.

Regeneration

REQUIRED SKILLS
Sk RequiReD SKILL LEVEL
Light Master
Elemental Normal

@ Spell Cost —,—, 25,40

@ Recovery -, —, 90, 60

@ Target Four party members

® Duration  Up to 3 per point of

primary skill

Regeneration enables the target to heal ata

faster rate than normal. Cast it on a character

who takes a lot of abuse in combat.

_ | REQUIRED SKILLS
| SiL Requien Skt [
y Light Master
“%as=" | Elemental Expert
@ Spell Cost —,—, 20,30
@ Recovery -, —, 120, 120
@ Target One party member

® Duration Instant

This potent spell resurrects a character who
body has been destroyed. Recovery rate is sl

The resurrected character is useless unt
or she has rested and healed, so this spell ist
useful in combat. Use it when you win a bat
but you lose one of your party members int
process. This allows you to enjoy the victory
instead of reloading the game and trying ag

Shared Life

+. | REQUIRED SKILLS
o | SKiL Requmme Skt [
Spirit Master
Light Normal
® Spell Cost —, —, 20,30
@ Recovery -, —, 90, 60
® Target Party

@ Duration Instant

Shared Life combines the life force of your
characrers and evenly redistributes it among
them. The points are distributed to the
characters, with no individual character beir
allowed to have more points than his maxin
total hit points.

This is a valuable spell. Cast it when afe
characters have sustained serious damage; t
party’s hit points are redistributed, and nolx
is vulnerable.



REQUIRED SKILLS

| Sk RequreD SKit Lever
Dark Master

Spirit Normal

¢ Spell Cost —, —, 20,30

¢ Recovery —, —, 120, 60

¢ Target One target

¢ Duration  Dependant on conditions
transferred

ansfusion transfers any positive or negative
inditions from one character onto the target.
this spell on party members or the enemy.
orexample, if the enemy casts Curse on your
cter, use Transfusion to move the Curse to
nenemy. Or, if the enemy has cast Bless on

jim or herself, use Transfusion to move the
lessing to a party member. The caster must be
nmelee range of the target to cast this spell.

SKILL REQUIRED SKILL LEVEL
Elemental Master

Spirit Normal

¢ Spell Cost —,—, 35,40

- ® Recovery —,—, 90, 60

¢ Target One enemy

¢ Duration  Up to 3 per point of
primary skill

Wrath of Bugs causes a swarm of bugs to attack

the target, confusing the enemies so they slowly

wcover from their actions. When you cast this

spell ar Grandmaster level, the enemy cannot

attack at all. This is one of the more useful

spells against tough individual monsters.

Grandmaster Level Spells

These rare and powerful spells can be cast if
your character knows the primary skill at the
Grandmaster level. Furthermore, while most
spells require knowledge of two skills,
Grandmaster spells require knowledge of three.

Death’s Touch

REQUIRED SKILLS

SKILL REQUIRED SKILL LEVEL
Dark Grandmaster
Light Expert
Elemental Normal

@ Spell Cost —, —, —, 1 per point of
primary skill

® Recovery -, —,—, 120

@ Target One enemy

@ Duration Instant

With this direct spell, the spellcaster uses his
spell points to drain the target’s hit points. It’s
an effective way to take down a single target.
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Divine Intervention
5”7 REQUIRED SKILLS REQUIRED SKILLS
| St RBQUIRED KL LEVEL SKILL Requep SkiL L
Light Grandmaster Dark Grandmaster
Spirit Expert Spirit Expert
Elemental Normal Elemental Expert

® Spell Cost —,—,—, 55
@ Recovery - —, —, 60

@ Target Four party members

® Duration Instant

Once per day, a character who knows this spell
may call upon the heavens to heal the party of
all damage, restore its spell points, and remove
adverse conditions. Save this spell for the
middle of a tough battle, when things are going
against you.

Eye of the Storm
4. | REQUIRED SKILLS

SKILL RequieD SKILL LEVEL
Elemental Grandmaster
Spirit Expert
Light Expert

e SpellCost —,—,—, 45

@ Recovery -, —,—, 120

® Target Concentric blast

® Duration Instant

Eye of the Storm has an atom-bomb concussive
effect that stuns or kills everything in the
immediate area. The attack originates at the
caster and flies in all directions. This spell is
ideal for dealing with large groups of potent
enemies. You can cast it only once per day.

® Spell Cost —,—,—,55
® Recovery — = — 90

® Target All enemies in view

@ Duration Instant

Souldrinker sucks the life from all creatures
sight, friend or enemy. Souldrinker transfers
that life to your party in the same fashion as
Shared Life. Use this spell when the party isi
serious trouble. It can turns the tide of battl
and converts a certain loss into an improbal
victory.
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CHAPTER FouRr
AN OVERVIEW OF CHEDIAN

his chaprer provides a brief introduction to Chedian. It shows you what
Chedian looks like, explains how to get from one place to another, and
lists some of the most common features of the game world. The locations
of teachers and training facilities are also illustrated.
Think of this chapter as a prelude to Chapter 6, which goes into specific

detail on every region.




AREA 1: ISLE OF ASHES

Yrsa's House

Verhoffin Ruins

Boat Travel to Sturmford and others
after quest

AREA 2: THJORGARD
Thijorgard City
Thjorad Mine
The Thing (in area)
Thjorgard Palace (in city)
Arena (in city)
Bembridge University (in city)
Training Hall

Boat Travel to Area 1, Area 3, Area 4, Area 5,

Area 7, Area §
Boat Travel to Area 6 after quest
Foot Travel to Area 6, Area 7 after quest
Foot Travel to Mountain Pass

after quest

AREA 3: STURMFORD
Sturmford City
Anskram Keep
Igdrasa Temple (in city)
Sturmford Palace (in city)
Beet Hoven
Foot Travel to Drangheim

Boat Travel to Area 1, Area 2, Area 4, Area 5,

Area 7, Area 8
Boat Travel to Area 6 after quest

AREA 4: DRANGHEIM
Drangheim City
Drangheim Palace (in city)
Drangheim Prison
Chasm of the Dead
Drangheim Village (in area)
Kluso's House (in city)
Yobboe Camp
Foot Travel to A3

Boat Travel to Area 1, Area 2, Area 3, Area 5,

Area 7, Area 8
Boat Travel to Area 6 after quest

AREA 5: GUBERLAND
Guberland City
Temple of the Honk
The Gathering (in area)
0ld Hag Lair (in area)
Dook’s Castle
Guberland Palace (in city)

Boat Travel to Area 1, Area 2, Area 3, Area 4,

Area 7, Area 8
Boat Travel to Area 6 after quest

Area 1

o

ISLE OF ASHES

AREA
ARLESE

AREA 6: FROSGARD

Frosgard City

Library Temple (in city)

Frosgard Palace (in city)

Yanmir's Sky Fort

Dungeon of Secrets

Green Man's Place (in area)

Foot Travel to Area 2, Area 7

Boat Travel to Area 2, Area 3, Area 4, Area 5,
Area 7, Area 8 after quest

ArEA 7: THRONHEIM

Thronheim City

Mountain Pass

Thronheim Palace (in city)

Inventa Storca

Temple of Ratatosk (in city)

Foot Travel to Yorwick (via tunnel)

Foot Travel to Frosgard

Boat Travel to Area 1, Area 2, Area 3, Area 4,
Area 5, Area 8

Boat Travel to Area 6 after quest

AREA 8: LINDISFARNE
Lindisfarne Village (in area)
Lindisfarne Monastery
Ta'Sar Academy
Boat Travel to Area 2, Area 3, Area 4, A
Area 7

AreA 9: Yorwick

The Battlefield (in area)

Farm Village (in area)

Lich Lab

Wizard's Lab

Connecting Tunnel to Thronheim

AreA 10; ARLESGARD

Arlesgard City

The Afterworld

Dark Passageway

Hall of the Gods (in city)

Bath House

Tomb of 1,000 Terrors

Teleport to Dark Passageway
Teleport to Tomb of 1,000 Terrors
Teleport to Area 2



Ijou can see from the map, Chedian is not @ They all have docks, so you can reach
necontiguous landmass. Because it’s not them by boat—although you have to

iays possible to walk from one spot to perform a quest first to open Frosgard’s
other, boat travel is an important method docks.

ransportation. Later in the game, when your
ity has teleportation spells, you'll rely on

You'll spend much of the game in these
major regions.

Frontier Regions of Chedian

In addition to the major regions, you'll also
visit the “frontier” regions of Chedian. These

> include Lindisfarne, Yorwick, and the Isle of
wsgard, and Thronheim. We consider these to Kshis

¢‘major” regions because they all share
gitain important traits:

here are six “major” regions in Chedian:
rmford, Drangheim, Guberland, Thjorgard,

These frontier regions aren’t necessarily
smaller than the major regions, and they
certainly aren’t any safer. Instead, we consider
them frontier regions because they lack certain
features common to the major regions:

'8 They all have one major city, which has
its own separate map.
# The cities all have basic facilities,

including various shops, a training hall, @ None of the frontier regions has a Jarl.

a tavern, and a city hall. @ None of the frontier regions has a

® They're all ruled by Jarls, whom you’ll major city.
spend a lot of time talking to and @ None of the frontier regions has a Town
performing tasks for. Boreal Storie

# The major cities all have Town Portal
stones, so you can whisk from one to
another with great ease once you've
mastered the Town Portal spell.

i —Q

Beyond that, they vary somewhat.



The Isle of Ashes has docks, but there’s no
village or any other human settlement. It’s
largely a wasteland, with no shops or facilities.

Lindisfarne has docks and a human village.
The village has a couple of shops, but it doesn’t
have the full range of shops and facilities you'd
expect from a city.

Yorwick has a village, but only one store—
and there are no docks, so you must initially
travel there by land.

Beyond Chedian

There are certain regions beyond Chedian,
which we won’t delve into in this chaprer.
Explaining them too thoroughly would reveal
game secrets that you might not want to know
yet. Find detailed information on these regions
in Chapter 6.

Travel

Getting from one region of Chedian to another
isn’t always easy. Land travel is slow and often
requires you to fight through difficult,
monster-infested terrain. Boat travel is fast and
convenient, but the boats don’t always go where
you want, or when you want.

Here’s a look at the various methods of
getting from one region to another.

Foot Travel

The following table shows where you can u
on foot.

a
i

A

From

e
B laeas

DestivaTioN 1 DESTINATION 2 Disii
Drangheim  Sturmford - -
Frosgard Thjorgard  Thronheim  —
Guberland - - -
Isle of Ashes  — - -
Lindisfarne - - -
Sturmford  Drangheim - -
Thjorgard ~ Frosgard ~ Thronheim  —
Thronheim Frosgard ~ Thjorgard  Yorwic

(after quest)

Yorwick Thronheim - -

Note that foor travel from Thronheimt
Thjorgard can’t happen until you clear all d
monsters out of the Mountain Pass, which
connects the two regions. (Clearing the
Mountain Pass is also a quest.)

Similarly, the Connecting Tunnels that
connect Thronheim and Yorwick are filledy
nasty creatures, which must be destroyed be
you can pass through it.

Finally, as you can see from the table, s¢
regions are completely inaccessible by foor.
These include the Isle of Ashes, Lindisfamt,’i‘
Guberland.



at travel can be frustrating, because boats Whenever you reach the capital city of one of
't always go directly to your destination, the major regions, make a point of seeking out
you often have to wait for the right day of and clicking on the Town Portal stone. Once
gweek. The following table explains you’ve accomplished this, you can return there
hedian’s boat schedule. with Town Portal spell.
A Town Portal’s effectiveness depends on
m the caster’s Elemental skill. An Expert in
! Elemental can only teleport to the nearest
y Youcan find a boat schedule with this Town Portal stone—and if that Town Portal
same information after completing a stone has not yet been touched, the spell
| quest in Frosgard, but it’s handy to have fizzles!
it right from the start.

I 0F OniGiN -~ DEsTiNaTIoN Ciry
SUNDAY Monpay Tuespay WeoNespay — ThursDAY DAY SATURDAY
- Guberland ~ Sturmford ~ Guberland - Sturmford  Guberland
Drangheim Lindisfarne Thronheim Sturmford Guberland Thjorgard -
Sturmford  Lindisfarne Isle of Ashes Thronheim Thjorgard Frosgard ~ Drangheim
- Drangheim Sturmford Guberland - Thronheim Thjorgard
Drangheim - Drangheim - Drangheim Drangheim Drangheim
Thronheim Sturmford Drangheim Frosgard ~ Guberland Lindisfarne Isle of Ashes
Frosgard Isle of Ashes Thjorgard Drangheim Sturmford Guberland Lindisfarne



A Master in Elemental can choose which
Town Portal to teleport to. This is when Town
Portal truly becomes invaluable; strive to get a
Master in Elemental skill as early as possible,
just to acquire this ability.

A Grandmaster in Elemental can use Town
Portal in the middle of combat, thus rescuing
the party from a difficult or unwanted fight.

Common Features

As you travel through Chedian you’ll come
across certain features time and again. This
section explains those features.

Chests

Chests come in a wide range of shapes and
types. The appearance of the chest determines
the value of the treasure inside (and the
deadliness of the trap).

CHEST Treasure — Trap L

APPEARANCE Lever (1-6)  (1-10)

Square top, gray panels Up to 1 Up to.

Square top, Up to 2 Up to
brown panels

Round top, Upto 4 Up to
gray iron fittings

Round top, Upto s Up to!
golden fittings ‘

Black Upto6 Up to

Cookpots

Cookpots, which look like tripods suspende
over a campfire, assign a temporary bonust
character’s resistance. Always click on these
whenever you find them, but it’s seldom wo!
going out of your way to visit them; they
marked on the Chapter 6 maps.

Have every character click the cookpot
get the temporary bonus.



Cauldrons

: assign a temporary bonus to a Cauldrons provide a permanent resistance
acter’s stat (such as Might or Endurance). bonus to the entire party. Because of this

Have each character click the pedestal to gain valuable function, cauldrons are always marked
the temporary bonus. on the maps.

Again, these items are worth clicking
fyou're near them, but since their effects Barrels

‘e temporary, they aren’t marked on the
Chapter 6 maps.

Barrels with wooden tops have no effect at all.
These aren’t the sorts of barrels you’re
interested in. Instead, look for barrels
containing liquid; these barrels can bestow

Wells and fountains have various effects. Some permanent effects upon whoever drinks from
provide random functions, such as healing hit them.

points, while others bestow a valuable, Barrel effects are randomly assigned, so you
permanent stat-increasing effect upon the can’t predict which barrels contain which

entire party. The wells and fountains that effects. All you can do is check out all the

provide permanent effects are always marked barrels marked on the Chapter 6 maps, peek

on the maps. inside them, and drink if they contain

something worthwhile.




Here’s a list of barrel liquid colors, and
the effects a character should expect from
drinking them:

Liqum Cocor EFFECT

Clear Nothing

Red +2 Might

Blue +2 Magic

Green +2 Endurance

Yellow +2 Accuracy

Purple +2 Speed

White +2 Luck

Opaque Green Contains a random low-
with Bubbles level item, but character

taking it may become
poisoned or diseased

Trash Piles and Skeletons

In the course of your adventures, you find trash

piles and the skeletal remains of long-dead
creatures. Clicking on either of these object

types may net you a random object. However,

the character taking the item may become
diseased. It’s up to you whether to bother; in
many cases, it’s not worth it.

When creatures die, they drop treasure bags.
Always collect these treasure bags, regardless
their color, because all treasure is good. Som
bags contain only gold, while others contain
items as well. You can tell how good the
treasure is by the color of the bag:

BAG DESCRIPTION TREASURE. LEVEL (1-5)
Tan Burlap 1
Green Burlap

Brown Leather
Flower Trimmed
Red

(S S o8



We recommend that one party member
specialize in Perception, and crank up that skill
as much as possible, as early as possible.
Without it, you’ll have a hard time finding
important features of the game world.

Teachers and Training

lver bestows one skill point upon the user.
lover can be found as treasure. Also, most
gor cities of Chedian have two clover patches
owing somewhere inside them, and you can
one clover from each patch. If you’re

dligent about seeking out clover, you can

As the game unfolds, constantly be on the
lookout for skill teachers. These teachers charge
a fee to improve your characters’ skills from
Normal to Expert to Master, and even to
Grandmaster. Also seek out training halls,
where you can increase your characters’ levels.

List of Teachers and Locations

Teachers in Chedian come in two varieties. The
most common type of teacher can teach both
the Expert and Master level of a given skill. The
other type teaches only the Grandmaster level.

fost areas in the game have hidden features
such as traps, secret levers and buttons, and

seret doors. If at least one character in your
party has a Perception skill equal to or higher

than the Perception rating of the region, these
wret features glow red.



wandering around outside.

SKILLS
Armor

Armsmaster
Blade
Bodybuilding
Bow

Cudgel

Dark Magic
Disarm Trap
Dodge
Elemental

Magic
Identify Item

Identify

Monster
Learning

Light Magic

Meditation

T LA =y %
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The following table shows you where to MASTER (GRANDMAST
find teachers for each skill. Teachers are always SKILLS LOCATIONS LocATions
in the main city of the stated location, usually Perception Thjorgard, Yorwick
Frosgard
’ Repair Item Thjorgard, Yorwick
1l Frosgard
MASTER (GRANDMASTER Shield Sturmford, Thjorgard
Locations Locations Drangheim
Sturmford, Thjorgard Spear Sturmford, Thjorgard
Drangheim Drangheim
Sturmford,  Thjorgard Spirit Magic Guberland,  Lindisfarm
Drangheim Thronheim
Sturmford, = Thjorgard Thrown Sturmford,  Thjorgard
Drangheim Drangheim
Thjorgard, Yorwick Unarmed Sturmford,  Thjorgard
Frosgard Drangheim
Sturmford,  Thjorgard
Drangheim As you can see from the table, the
Sturmford,  Thjorgard teachers are grouped very consistently by
Drangheim skill type and city:
Guberland, Lindisfarne
Thronheim ® Sturmford and Drangheim have the
Thjorgard, Yorwick lesser weapon skill teachers.
Frosgard ® Guberland and Thronheim have the
Sturmford, = Thjorgard lesser spell skill teachers.
Drangheim ® Thjorgard and Frosgard have the less
Guberland, Lindisfarne miscellaneous skill teachers.
Thronheim @ Thjorgard has the weapon skill
Thjorgard, Yorwick Grandmasters.
Frosgard @ Lindisfarne has the magic skill
Thjorgard, Yorwick Clatsdniastons: ‘
Fro.sgard ) @ Yorwick has the miscellaneous skill
Thjorgard, Yorwick G aditiotic,
Frosgard,
Yorwick
Guberland, Lindisfarne
Thronheim
Guberland, Lindisfarne
Thronheim
Thjorgard, Yorwick

Merchant

Frosgard



lerview of Training Halls

fich of the main cities of Chedian, plus
dslegard City (see Chapter 6 for more on that
iile) has a training hall. These training halls
uyin cost and in the level to which they’ll
mina character. Here’s a summary of the
wrious training halls:

TRAINS T0 LEVEL Cost
ford 15 Cheap
Drangheim 20 Expensive
ihjorgard Tavern 25 Cheapest
rland 40 Moderate

gar 50+ Cheapest
lhorgard (Official) SO+  Very Expensive
Thronheim 50+ Expensive
islegard City 50+ Astronomical

The Thjorgard Tavern entry
wlers to a “black market” trainer
upstaits in the ravern in Thjorgard
(ity. The Thjorgard Official entry
ifor the standard training hall
“'inThjorgard City.

Asyou can see, Frosgard
ithe best place to train.

s really no limit on the
you can train to, and it’s
cheapest training spot, along with the

k market trainer in Thjorgard.

Never train in Arslegard City, and
goid training in Thjorgard. It’s simply
1o expensive.



CHAPTER FIVE
UEST WALKTHROUGHS

uests are the heart of Might and Magic IX. Most of your time will be spent

either completing quests or gaining the experience and power necessary
to complete quests.
This chapter walks you through every single quest in Might and Magic IX.

The walkthroughs are concise, so refer to Chapter 6 for maps and extra infor-

mation on the regions where each quest takes place.




Quests come in several types. Main Line
ests are the most important; you must
mplete all of these to win the game.
Promotion Quests reward your

racters with promotions—for example, a
uracter following the Might path can be
omoted to Gladiator. Promotion Quests

n't mandatory, but they make your

tharacters more powerful, and thus make it
asier to complete the Main Line Quests.
Secondary Quests aren’t mandatory
jther. They’re just extra quests that various
ghabitants of Chedian may send you on. You
pically receive experience, gold, or both, for
pmpleting these quests.

1111711

iis chapter is the ultimate “spoiler.”

If you
1'twant to know what happens in the

me, avoid this chapter, or read only about

ur current quests. Reading this chapter

raight through will ruin most of the

ame’s surprises.

Tip RS
Before the start of the actual adventure,
Jour party can either participate in
a training mission in the home village,
or skip the training and simply walk to
the ship.

The training lets you test the game’s
interface in a safe environment. You also
receive Identify Item and Disarm Trap
books, plus any scrolls that you may find.

Main Line Quest, Act I
Forging the Alliance

As Act I commences, your party is faced with
the task of escaping the Isle of Ashes, a semi-
deserted island where you’ve been shipwrecked.
In the process of leaving the island, you’re given
a task of heroic proportions: Unite the six clans
of Chedian.

Most of Act I will be spent uniting the
clans. You can bring clans into the alliance in
any order.

The adventure begins with a shipwreck on the
mostly deserted Isle of Ashes.

1. Find Yrsa’s Hut

Yrsa’s hut is on the island’s southeast end. Go
find it.

2. Talk to Yrsa

Agree to kill the Dragonflies that have been
pestering Yrsa.

3. Kill the Dragonflies

Go through the cave and kill every Dragonfly
you find on the other side.




4, Return to Yrsa and Get Your Quest
Chat with Yrsa about your destiny. You're fated
to unite the six clans of Chedian—whether you
want to or not!

5. Recruit Forad Darre

Forad Darre is standing near the bridge that
leads to the ruined castle (called the Verhoffin
Ruins). Talk to him about how your boat
crashed. When you tell him you’re ready to
leave, he joins the party.

Explore the area around the Verhoffin
Ruins, fighting roaming creatures as you do so.
Notice the locked door to the side of the main
entrance.

6. Get the Key from Yrsa

Return to Yrsa and ask her how to get through
the door. She gives you a key.

7. Open the Small Room

Return to the Verhoffin Ruins and unlock the
door with your key.

8. Click on the Book to Leave the Island

Behind the door is a small room containing a
book. Click on the book to start a sequence of
events that brings you to Sturmford.

Note

You can unite the clans in any order; for
example, you could bring Thjorgard intot
alliance before Sturmford, or you could J
bring Sturmford in before Thjorgard. Dor
feel obliged to unite the clans in the orde
presented here. However, you may have
trouble traveling to certain areas until yo

complete specific quests.

You start out in Sturmford, so it’s a good pla
to begin your recruitment of the six clans. Th
local leader is Bjarni Thorvaldssen, and he li
in the Longhouse inside the city.

1. Locate Bjarni Thorvaldssen

Enter Sturmford City and then locate the
Longhouse. Go inside to find Bjarni.

2, Agree to Bjarni’s Tasks

Talk to Bjarni and ask him what he wants
If you’re persistent, he gives you two tasks:
Clear out Anskram Keep in southern
Sturmford, and break Ivsar Forktooth out
Drangheim Prison. Accept both tasks.




To destroy a generator, stand next to it and
kill the stream of Imps that emerges. Eventually
the fire goes out and the Imps stop appearing.

When the last generator’s gone, a massive
Imp rises from the floor of a central room and
is hacked to bits by a pair of Bjarni’s guards.

5. Return to Bjarni
Tell Bjarni that Anskram Keep is clear. You get
a reward.

6. Travel to Drangheim Prison

Drangheim Prison is, not surprisingly, in

hiskram Keep is north of Sturmford City. Drangheim. You can enter the prison through
fin your party and upgrade equipment before the front door or through the well in the village
ing there. to the south. The well entrance is easier.

Awall surrounds the keep. Kill the

lusllisks guarding it, then locate a weak part in Tip D

iewall of the southern tower. Beat on that

otuntil a hole opens, then go inside. Don’t go here until your party is
much more powerful. (Complete
several Secondary Quests and
Promotion Quests first.)

Never be afraid to abandon the
Main Line Quests temporarily to
complete Secondary Quests or simply
kill wandering monsters to get more
gear and experience.

lean out Anskram Keep as thoroughly as
wssible—you can really use the experience.

To simply complete your task, destroy all
dghtof the Imp Generators shown on the map
e Chapter 6); these look like fireplaces with
ldders rising from below.




Ivsar’s cell is at the prison’s top level. Getting
there can be as straightforward as hacking
down all the guards and walking up the stairs;
see the Drangheim Prison section in Chapter 6
for details.

8. Open the Cell and Speak with Ivsar

The lever to open Ivsar’s cell door is in the
guard station at the end of the corridor. (The
last lever on the right.)

Speak with Ivsar. He follows you out of the
prison. Don’t worry if he doesn’t keep up; he’ll
get out regardless.

9. Speak with Ivsar Again

When you’re out of the prison, speak with Ivsar
again. He says he’ll meet up with you at
Sturmford Tavern.

10. Return to Sturmford and Collect Ivsar

Go to the tavern in Sturmford City. Talk to
Ivsar and have him follow you again.

11, Return to Bjarni

Return to Bjarni (in the Longhouse, in
Sturmford City). Tell him that you’ve rescued
Ivsar. Then ask Bjarni to join your coalition. He
agrees. You've finished with Sturmford.

Here’s how to get Drangheim to join your

alliance. (Again, remember that you can recn
the clans in any order.)

1. Locate Sigmund, Ruler of Drangheim

Sigmund, the insecure ruler of Drangheim, is
the castle in Drangheim City. His quarters an
on an upper floor.

2. Receive Quests from Sigmund
Talk to Sigmund and ask him to join your pa
He’ll ask you to disable the defenses at Anskn
Keep in Sturmford, and rescue the Crona Kig
from the Chasm of the Dead.

3. Go to Anskram Keep and Destroy
the Defenses

Anskram Keep is the same place that Bjami
ruler of Sturmford, asks you to clean out.D
worry; you can disable the defenses for
Sigmund and clean out the ruffians insidef
Bjarni; both rulers will be satisfied.



To destroy the defenses, enter the walls
nough the secret hole in the back. Climb to
tevery top of the walls, but don’t go inside the
iep. Instead, look for trapdoors on the top

el Open one of these and drop into a dark
samber with chains and a lever on the floor.
iow the lever to open the metal gates, and
dioot the two thin chains (not the extra-thick
gain that controls the gate) to make the

awbridge fall.

When the drawbridge is down and the

gate open, you’ve completed the task.

‘. can also attack the drawbridge
thains from outside; they’re vulnerable in

to Sigmund in Drangheim. Tell him
atyou've disabled the defenses. He rewards

on’t attempt this quest until your party is

asoned and well equipped. This is a

genuinely brutal dungeon.

6. Proceed to the Bottom of the
Chasm Dungeon

The Chasm of the Dead consists of a top level,

the chasm itself, a middle level, and a final level

at the bottom of the chasm. The Crona Kiga is
at the lowest level, in a heavily-guarded spot.
Grab it.

7. Return the Crona to Sigmund, and
Collect His Pledge

Return to Sigmund and hand over the Crona.

Ask him to join your coalition; he accepts.

You’re now done with Drangheim.

To reach Guberland, hire a boat. You can easily

find one outside Sturmford City.
i gpea.k to Markel in Guberland City’s

Travel to Guberland. In Guberland City, locate

Markel the Great in city hall. Tell him you need

his help.
Ask him for the two tasks: to get the Book

of Rules and to beat Ivan the Smart in a contest

of wits. Accept both tasks.

2@
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2, Travel to Ta’Sar Academy in Lindisfarne
Go find Ta’Sar Academy in Lindisfarne. Once

inside the Academy, locate the Book of Rules.
It’s hidden behind a bookshelf; refer to Chapter
6 if you’re having trouble.

3. Return the Book of Rules to Markel

Return to Guberland City. Talk to Markel, and
hand over the Book of Rules.

4., Locate Ivan the Smart, Outside
Guberland City

Ivan the Smart is in Guberland—but not in the
city. Find him art the Gathering, a fair outside
the city.

5. Answer Ivan’s Questions Correctly
Challenge Ivan, and answer his questions. In
the end he concedes defeat. The answers are as
follows:

“Sturmford and Drangheim”

“Verhoffin”

“Hallenhalt”

“Hubris”

“Making Magic Items”

“He Was Murdered by his Personal
Guards”

® “Ivan the Smart”

6. Tell Markel of Your Victory

Return to Markel in Guberland City. Tell him
that you beat Ivan, then ask him to join the
coalition. He accepts. Now you're done with
Guberland.

Bringing Thjorgard into the alliance is a bit
more complicated than persuading some oft
other rulers. Here’s how to do it.

1. Locate Sven Forkbeard

Sven is in the castle on the hill in Thjorgard
Find the castle and go talk to him.

2. Receive Quests from Sven

Tell Sven you’ve come to speak about Tamur
Leng. Then ask him about the two tasks he
needs accomplished. Accept both the Thjora
quest and the Mine quest.

3. Travel to Lindisfarne Monastery in
Lindisfarne

First we’ll work on the Thjorad quest. Travl
the Lindisfarne Monastery in Lindisfarne.



inthe east wing of the monastery, locate several
onks standing around a Monk hard at work
ulding a case for Thjorad. Talk to them to

ind out that they’re always there, except for

hen the bells call them to prayer.

jou can try to grab the case, but the monks
ite tough fighters.

llimb all the way up the bell tower. Five levers
the top ring the bells. Ring the bells from low
high. If the levers were numbered one
fiough five from the left, the sequence would
e 1,5,2, 4, 3. (In other words, ring the
ftmost, then the rightmost, then the second
om the left, then the second from the right,
then the middle.)

To get a bint, talk to a Monk at an organ

and bave him play a song based upon the
call to prayer.

6. Steal Thjorad

The Monks building the case now leave for
prayer, so you can walk right up and steal
Thjorad. The Monks won’t notice, and you
don’t have to fight anybody.

7. Return to Sven for a Reward
Go back to Thjorgard and talk to Sven to
collect a nice reward.

8. Travel to Thjorad Mine

Now for Sven’s second task. The Thjorad Mine
is in Thjorgard. Refer to the Chapter 6 map for
directions. Travel to the mine and get ready to
perform a three-part task.

Note

This task’s three parts may be performed in
any order.

9. Speak to the Idle Dwarf

Take the first right inside the mine. Ask the idle
dwarf (named Kertil Strongpick) why he isn’t
working. He explains that they’ve hit a vein of
rock that’s too tough to break through.




Go break the hard rock wall the dwarf tells you
about. (See the Chapter 6 map.) Shoot or attack
the rock to break it up. When you break the
wall, a demoness named Ebora is released. She
promptly disappears, but you will see more of
her later.

Return to Ketil Strongpick and talk to him
again for confirmation that the east mine is
now working.

11. Find Another Idle Dwarf

Return to the mine entrance. From here, go due
north to the first intersection, where you find
another idle dwarf, named Gudrek the Miner.
Talk to him. When he tells you about the
dangerous spot, ask him to see it. Follow him as
he leads you there.

When Gudrek stops at the spot, walk around
near the crack in the floor. The floor gives
and you fall into a pool of water, thereby

locating the dangerous fault the hard way!
Head back to Gudrek and talk to him again
thanks you for finding the fault.

Note

You’ll take a roundabout path back to
Gudrek, because you can’t go back up
through the cave-in. Refer to the map if

necessary.

13. Locate Njall Bjarnissen

Locate Njall Bjarnissen, west of where you
found Gudrek, and talk to him. He tells you
that he needs Hjarrand Fixer to come fix the
Slag Extracror.

14. Travel to Thjorgard City and Find
Hjarrand Fixer

Hjarrand Fixer lives in a house in Thjorgard

City. Go find him (his house is marked on

the map).



ik to Hjarrand, and ask him to come fix the
ag Extractor. You must offer Hjarrand at least
000 gold o get him to agree. When he agrees,
piells you he’ll meet you back at the mine.

fReturn to the Mine and Meet Hjarrand

oback to the mine. Inside, go to the Slag
mractor (marked on the map). You find
gand standing near it; ask him if the

chine is fixed. He says he hasn’t looked at

ilk over to the Slag Extractor and wait.

arand wanders around for awhile, scratching
5chin and inspecting the device. Let him go
bout his business, then, when he walks up to

1, talk to him.

B, Grab the Broken Extractor

flarrand says the machine is broken and you

d a new piece for it. Open a door on the

achine (at the spot where Hjarrand just made
nark), and grab the broken piece from inside.
Jhe piece is also called a Slag Extractor.

f,6o to Gunnar Thjorsmith

nnar Thjorsmith is the armor merchant in
hjorgard City. Go to Thjorgard City, visit the
mor shop, and ask Gunnar to help you. He
ades the broken Slag Extractor for a new one.

I, Return to the Mines and Replace

the Extractor
teturn to the mines. Go to the extracting
machine, open the panel, and click inside to
place the new Slag Extractor. Close the panel
and chat with Hjarrand the Fixer one last time
before leaving.

21. Tell Sven Forkbeard the Mines are
Working Again
Return to Thjorgard City and tell Jarl Sven

Forkbeard that the mines are in good working

order. Ask him to join the coalition and he

agrees.

Frosgard is inaccessible by sea until you

complete the Frozen Sea quest detailed later.

Therefore, your first visit to Frosgard will
necessarily be on foot. Get there from
Thronheim or Thjorgard.

1. Locate Jarl Tryygva Ravenlocks in

Frosgard City’s City Hall.
Tell Tryygva that you need help. Ask about

Tryygva’s two tasks: the Frost Giant quest and

the Frozen Sea quest. Accept both quests.

2, Travel to Yanmir’s Fort in Frosgard.

You have to teleport to the fort. The teleporter

is in Frosgard; the Frosgard map shows you
where.




3. Break the Three Ceiling Supports in
Yanmir’s Fort

Inside Yanmir’s Fort, avoid Yanmir at first. You
can tell when he’s coming because the ground
shakes!

L ISy
Yanmir continually wanders through his
fort. Use Fleet Foot to stay away from
bim. This isn’t too tough if you’re careful,
as be’s not very observant.

Find a secret door that leads under the
floor of a main hallway. (Refer to the map if
you can’t find it.) Break three ceiling supports;
the hallway above is now dangerously fragile.

4, Lure Yanmir to the Floor Above the
Broken Supports
Return to the main level and stand near the
door to the fragile hallway. Get Yanmir to chase
you through the door (shoot at him from
across the throne room), then run through the
door. Run all the way across the fragile hallway.
When Yanmir pursues, the hall section
crumbles and he falls through it.

AN o> UF ] R

Run all the way to the hall’s end! A big pi
of floor collapses, and you don’t want tob

on top of it.

5. Return to Tryygva and Tell Him
Yanmir’s Dead

Tryygva is still in city hall in Frosgard City. T

him that you've dealt with the Frost Giant.

6. Go See the Fireworks Salesman in Fros;

The fireworks salesman stands next to a bar
at the western edge of Frosgard City. Go talk
to him.

7. Have Fireworks Delivered to the Ice

Ask the salesman to deliver fireworks to thei
near the docks.

8. Shoot the Fireworks on the Ice

Go over to the docks. A barrel is now there,
sitting on the ice. Shoot it to clear away the

9. Return to Tryygva and Accept His Pledg
Back at city hall in Frosgard City, tell Tryygs
that you’ve dealt with the Frozen Sea. Askfur
his pledge to the coalition; he gives it. You'
now done with Frosgard.



ilk to Kira the Cold, Jarla of Thronheim.

ie's in the castle on the city’s eastern edge.)
dlher about the approaching army, then ask
bout her two tasks: to get rid of the Honks (a
wse-worshipping religious order with an
gortunate name), and clear the Mountain

5. Accept both rasks.

Speak to the Dockmaster

e dockmaster can help you get rid of the

nks. To reach him, exit the south gate of
ionheim City and find him on the docks (on
main Thronheim map).

Tell him that you'd like to ask him a favor.
ik him to send the Honks somewhere else. (It
't matter which location you specify; we

ally choose Beldonia.)

3. Send the Three White-Robed Worshippers
to the Dock

Three Honks can be found inside Thronheim
City. All three wear white robes. One of them,
displaying remarkable fashion sense, has a
goose on her head.

They tend to wander around the western
half of the city. Tell all three white-robed
individuals that you need help, and ask all three
of them to meet you on the docks.

4, Return to Kira
Return to Kira, outside city hall, and tell her
that you’ve accomplished her first task.

5. Travel to the Mountain Pass in Thronheim

The Mountain Pass is east of Thronheim City.
Go there.

6. Destroy Everything in the Mountain Pass
Eradicate all creatures from the Mountain Pass.
Be thorough; go all the way through to the
other side (the pass ends at Thjorgard).

7. Back to Kira

Return to Thronheim City and report to Kira
once again. Tell her that the Mountain Pass is
clear. Now ask her to join the coalition. She
accepts and you’re done with Thronheim.



When you win over the sixth and final Jarl to
the alliance, the war council is scheduled. It is
to take place in two weeks, in Thronheim. You
receive a hefty experience reward for accom-
plishing your goals.

The next time you enter a city (any city),
you’re met by Thorolf Ratatoskssen. Talk to
him and he’ll inform you of a war between
Sturmford and Drangheim. It’s now up to you
to stop this war.

Main Line Quest, Act II:
The Approach of the Hordes

In this act, most of your time will be spent
trying to negotiate peace between Sturmford
and Drangheim. When this is accomplished,
you join an army that’s been marshaled to
intercept the enemy hordes.

1. Talk to Bjarni
Travel to Sturmford City and speak to Jarl
Bjarni. Ask: “What is the meaning of this?” and

follow the dialogue. Tell him that you will get a
treaty for him.

2. Talk to Sigmund

Travel to Drangheim City and talk to Jarl
Sigmund. Ask him why he’s gone to war. Tell
him that you’ll get him a treaty.

3. Talk to Kira and Get the Treaty

Travel to Thronheim and go to Kira’s castle.
Ask Kira for help. She agrees to draft a treaty
that both sides can sign. She asks you to come
back the next day for it.

Rest in her castle until dawn of the next
day. Then talk to her again and ask her for the
treaty. She hands it over.

4. Get Bjarni and Sigmund to Go to
Thronheim

Visit Sturmford City and talk to Bjarni again

Tell him to travel to Thronheim and sign the

treaty there. Next, visit Drangheim City and

talk to Sigmund. Tell Sigmund that he, too,

should travel to Thronheim and sign the tre

5. Visit the War Council and Talk To Yrsa

Once both Bjarni and Sigmund are en route
Thronheim, go there as well. All the Jarls are,
there and a meeting takes place. During the
meeting, Kira gets into a dispute with Markd
Jarl of Guberland, and kills him—to everyons
great pleasure.

Kira decides that you should seek outa
replacement Jarl—but before you can do that
Yrsa appears. Yrsa calls on you to fulfill your
promise to her and perform a task. The task
to go to the Thing (it’s like a county fair), a
win a Dragon Prize for her daughter,



like the Gathering in Guberland—essentially
unty fair, complete with games. Play the
llowing games:

' Whack a Honky: In this game of reflexes,
goose heads pop up rapidly, and then
disappear just as fast. Click on at least
eight of them to win the game.

# Stones: Players can place stones only next
to stones they’ve already placed. The

object is to block off your opponent, so he
runs out of places to put his stones. Build
aline of stones straight toward your
opponent, then wall him off.

¥ Runestones: You have several chances to
guess the colors of the top row of stones.
Click on one of the colored bottom

stones, then click on a stone in the top

row to make it that color. Repeat this

until you've made the top row the colors
you want, then press the lever. The stones
that you guessed right flame. Now, change
the colors of the stones you didn’t guess
right, while leaving the ones you did get
right. Press the lever again. Repeat. You
need a little luck to win, but give it a few
tries and you’ll get it.

Boat Race: Buy a ticket, then fire arrows
and thrown weapons at your boat to
propel it across the lake. Follow the boat
along the lakeshore. If you get your boat
to the far side first, you win.
& Strongarm the Half-Orc: Just walk up to the
Half-Orc in the ring and pay your ticket. If
a member of your party is stronger than
he is, he cowers down and you win! If not,
have one character use magical spells or
items to crank up his or her Might, then
try again.
@ Ding the Bell: Have someone with at least a
20 Strength activate the lever at the
bottom of the tower. The bell rings and
you win!

2. Go to Thronheim and Give Yrsa’s
Daughter the Dragon

When you win all six games, you receive a
stuffed dragon. Return to Thronheim. Yrsa’s
daughrter, Bikki, is slightly northeast of the city
(standing in the outdoors area). Give her the
stuffed dragon.

3. Talk to Dain Strongsword
Return to the war council at Kira’s castle in
Thronheim City. Everyone’s gone.

Ask the guard at the front door (named
Dain Strongsword) where all the Jarls went. He
says the Jarls have all gone off to war.
Apparently Forad Darre claimed to know the
location of the enemy (Yorwick), so they went
to attack. You must catch up with them.




4, Travel to Yorwick

Leave the city and go to the Connecting
Tunnels entrance. Travel through the
Connecting Tunnels to Yorwick.

W=
If you haven’t already cleared the

Connecting Tunnels, you’ll have a fairly
tough fight.

5. Meet the Remains of the Army

When you emerge in Yorwick, you're greeted by
a dying Sven Forkbeard who tells you that the
Jarls’ armies have been betrayed and
slaughtered. Your only hope is to go to
Arslegard, the final resting place of fallen
warriors, and convince the god Skraelos to let
them return.

Main Line Quest, Act III:
Hallenhalt

In chis act you must go to Arslegard and
convince Skraelos to let the Jarls’ dead armies
return to Chedian.

1. Die
The only way to get to Arslegard is to die. Seek

out some monsters and let them kill your party,
or just jump in a lake. Really.

2. Navigate the Bridge
After warching a cutscene, you arrive in the
Dark Passage (refer to the map in Chaprer 6}

Your first task is to move across the brid
to the south. The bridge is made of several
sections that can be raised and lowered. To
move them up and down, touch various
monster-shaped statues along the bridge. Th
scroll at the beginning tells you in what
to press the statues:

Skeleton
Banshee
Lich
Zombie
Banshee
Lich
Zombie
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Skeleton

Run to the next bridge section after
pressing “Skeleton” for the first time,

or you’ll get stuck on your current
bridge section.

Cross the bridge and touch the glowi
crystal to move to the next area.

If you mess up, climb the ladder back to
the start and press the “Terror” statueto

reset the bridge parts to their starting
configuration before trying again.
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enext area is a cavern with a chasm in the
iddle. Walk along a ledge of rock that winds
wound the cavern.

Atthe very end of the ledge is a tiny

lieleton statue. Touch it and the door on the
erside of the chasm opens, but a series of
Hinshee statues also start firing projectiles.
Head along the ledge to the opened door,

ing your approach so that the Banshee

es don’t hit you. Beyond the door, touch
aystal to move to the next area.

| Cross the “Forest”

through a pair of secret doors, into a
ated outdoor area. Kill a Colloidal

Upen the three chests behind the secret door.
Killing the Colliodal Warrior opened the
door, plus the door at the end of this
. Go through the door and touch the

pstal to keep moving.

Warrior and open a secret door in the rock wall.

Follow the tunnel to a spot where you must
crouch down. Do so, and shoot the Sea
Monster in the pool below you. Drop into the
pool and follow an underwater tunnel down.
You fall from this tunnel into another pool.

This second pool contains a single island
with a tree and a crystal in a locked cage. Kill
the Sea Monster and the cage opens. Touch the
crystal to move to the next area.

6. Adjust the Mirrors

This next puzzle takes a fair amount of work.
This area is a desert with two “light pillars” and
four mirrors. One light pillar is lit; activating it
causes a light beam to shoot out. The goal is to
make the light beam hit the other pillar, which
is near the exit door.




To do this, adjust the four mirrors so that
the light bounces from mirror to mirror, and
eventually to the final pillar. The map of the
Dark Passage in Chapter 6 shows you the
pattern that the bouncing light should take.

It takes a lot of trial and error to get the
mirror settings right. Fire a beam from the first
pillar and watch where the light goes. Keep
adjusting the first mirror until the beam
reaches the second mirror, then work on the
second mirror until the beam can reach the
third, and so forth.

After you light up the other pillar, Terrors
are released. Kill them, then examine the alcoves
they came from. Loot the four chests there,
then go through the door next to the crystal. Be
warned, more Terrors lurk on the other side!

7. Be Righteous

At the sign referring to the “Path of
Righteousness,” take the door on the right.
Follow the corridor to a room with four floor
pressure plates. The pressure plates all have
different numbers of lines on them. One has
one line, one has two, one has three, and one
has four.

Step on the plates in this order: 3, 1, 2, 4.
Stand on the last plate and it ascends. Ride it
up, then jump across to a short bridge and
move along.

If you fall off; throw the lever to reset the
pressure plates and try again.

8. Talk to Igrid

After fighting a bunch of ghosts, you comer
room with an old lady named Igrid. Ask her
the Writ of Fate. Igrid says she’ll give you rh
writ, but not until you acquire the Capstonel
Order and place it inside Verhoffin Ruins. Ak
talking to Igrid, go through the teleporter -
behind her. You reappear in Guberland.

1. Win the Prizes
If you haven’t already won all six prizes from
the Gathering in Guberland, do so now. You
win the prizes randomly whenever you wina
game. The games are the same as the games
the Thing in Thjorgard.

You need a complete set of six prizes,
because the prizes are assigned randomly, ]
will probably need to win more than six time
to gather all the items. You need a Wooden
Sword, Wooden Shield, Fur Cap, Cloth Glog
Quilted Armor, and Fuzzy Slippers.

2. Give the Prizes to Thorir Mouth

Thorir Mouth, who’s standing right there
Gathering, wants a complete set of six prizs
When you have all six kinds, talk to him and
trade them for the Capstone of Order.



| Place the Capstone of Order on a Pedestal
inthe Verhoffin Ruins

avel to the Isle of Ashes and enter the
hoffin Ruins. Go through the door with the
itagram before it, and place the Capstone of
deron a pedestal. (Refer to the Chapter 6

up if necessary.)

pm

. Don’t forget to loot the black chest near

aars on a table behind you. It looks like a
Y IL Take it.

Die..Again

may be unpleasant, but for now, dying is the
alyway back to Arslegard. Might we

xommend the water-filled spike pit in front of
he Capstone pedestal?

You reappear in Arslegard City. Check out the
city, then, when you're ready, go through the
teleporter to the Hall of the Gods.

Tip===e2
Once you get to Arslegard City, set a
Lloyd’s Beacon. That way you can freely
go back and forth between Arslegard
City and Chedian without constantly

dying.

7. Talk to Skraelos

Talk to Skraelos, the scary-looking head god.
He agrees to return your army to you, but only
if you light the Six Fires of Penance in the
Afterworld. Agree, and he’ll whisk you away to
the Afterworld.

Your task in the Afterworld is to light the six
fires of penance. Do this by performing six
tasks.

1. Apologize to the Jarls

You appear in the Afterworld beside Skraelos.
Talk to Skraelos and admit your guilt. Skraelos
tells you that your first task is to apologize to
the Jarls for getting them killed.
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The six Jarls stand at various spots in the
Afterworld. Seek them out and apologize to all
six, then return and talk to Skraelos.

2. Answer the Questioner

Skraelos says your next task is to suffer. A
questioner asks you a series of questions.
Answer as follows, then talk to Skraelos again
afterward.
® “You, my lord”
@ “To serve you, my lord”
@ “We encouraged others to trust our
misjudgment”
“We owe those we betrayed”
“We must pay the price of failure”

“Yes, my lord”

L
®
@ “The ultimate price, my lord. Our lives”
L 4
@ “Thank you”

3. Kill Forad and the Beldonians

Forad Darre and a host of enemy warriors now
appear for your next task, which is vengeance.
Kill Forad and the warriors. (You aren’t killing
them in reality; they still exist on Chedian.)
When they’re all dead, return to Skraelos and
talk to him again.

4. Collect the Jarls’ Swords

Skraelos tells you to collect the Jarls’ swords
to the bartlefield. The swords are standing
upright, driven into the ground. They all has
black hilts. When you have the five swords,
return to Skraelos and tell him you’ve got th

5. Enter the Inferno

Skraelos tells you to enter the inferno. Gong
and walk into the blaze. You reappear in thci
Hall of the Gods. :

6. Talk to Skraelos Again
Back in the Hall of the Gods, talk to Skraelo:
again. He tells you that the Jarls and soldiers
have been returned to you, and that Sven
Forkbeard, their leader, is waiting outside tht
gates of the Hall of Gods.

|
7. Talk to Sven Forkbeard |
Take the teleporter back to Arslegard City.
the steps near the teleporter, you’ll find Sven
Forkbeard. Tell him you’re glad to see him,
ask him to rally the troops. He says he will,
he’ll meet you in Frosgard.




Tamur Leng now joins your party.

Main Line Quest, Act IV:
Capture the Meddler

1. Return to legard to Stand before Krohn

thsgard City. When you arrive, a full-
awar is in progress. Hostile Horde Warriors
jtfriendly Clan Warriors all over. Ignore
allfor now, except for the ones that

ally attack you. Head to the town hall,

e you'd normally expect to find Tryygva,

ok for Forad Darre in front of the town

ll. Have a short conversation with him,

jen kill him. This isn’t necessary to win the
ime, but you’ll certainly want to do it after
betrayed you.

Go to Arslegard City (either with Lloyd’s
Beacon or by killing the party again), and from
there, go to the Hall of Gods.

2. Accept Krohn’s Quest

Talk to Tamur Leng Talk to Krohn and accept his quest to
imprison Njam the Meddler in the Tomb of
1,000 Terrors.

3. Go to Njam’s House and Take the Scroll

Return to Arslegard City and locate Njam the
Meddler’s house. Open the door with the key
Krohn gave you, then walk inside. Take the
scroll from the desk and read it.

mur Leng, the leader of the Hordes, is inside
town hall. Talk to him and tell him you’re
eto put an end to his conquest. He tells you
he has a Writ of Fate decreeing that he will
nquer the world, so he cannot be stopped.
When the conversation’s over, a messenger
amies and summons both you and Tamur

mg to stand before Krohn in the Hall of



Walk a bit farther inside Njam’s house, and
Njam shows up. Run away, and he follows.
Head straight for the Tomb of 1,000 Terrors
entrance. Make sure that Njam is on your heels.
If he falters, go back and shoot him to provoke
him. Enter the Tomb of 1,000 Terrors.

5. Go to the Lower Level

The Tomb of 1,000 Terrors section in Chapter 6
gives full details on what to expect here. You
must find a key in a black chest in the southern
part of this level. When you have this key,

you can unlock a stairwell and go down to

the lower level.

Note

Njam periodically shows up while you’re in
the Tomb of 1,000 Terrors, and beats up on
you. Run away; fighting him is useless.
Eventually he disappears.

6. Proceed Back to the Middle Level

On the lower level, solve the “chess” puzzle
get a key. The key opens the door to a maz
which you must walk through. Beyond the
maze is a ramp, which leads back to the mi
level—a different part of the middle level, wh
you haven’t seen yet.

Refer to Chapter 6 if you’re stuck on an
the derails of this level.

7. Take the Elevator to the Top Level

This new part of the middle level containsa
elevator. Ride it up to the top level.

8. Proceed to the Lever

The location of the lever is marked on them
in Chaprter 6. It appears only after you killal
the monsters in the big room it’s in. (Afterd
monsters fall, a wall drops, revealing the lew

9, Throw the Lever

Throw the lever. Njam the Meddler rushesi
stop you, but he’s too late; he’s imprisonedis
ice. When this is accomplished, the Main Lis
Quests are complete.

Congrartulations! You’ve beaten the gan
Of course, you can still continue playing, an
you can complete any Secondary Quests you
didn’t complete before. Specifically, there'sa
certain dragon in Lindisfarne that you migh
want to Visit....



lzht Promotion Quests

ur characters can’t just walk up to a teacher
ibe promoted to a new class in the same way
yean walk up to a skill teacher and advance

i skill level. Instead, they must undertake a

stor series of quests to prove their worth.

The next few pages walk you through the

smotion Quests for fighter-type characters.

|

oit a merchant and his daughter to their
whome in Thronheim.

¢ Travel to the tavern in Thronheim City.

¢ Talk to Thorfinn Skullsplitter, and ask
him about promotions.

# Accept the quest to get Atli
Sigmundssen in Guberland and
guard the caravan until he leaves.

# Travel to Guberland.

¢ Find Acli Sigmundssen near the
entrance to the Gathering.

- ¥ Tell him “We've come to guard your

boat.” He tells you to show up at 3 AM

and wait until 6 AM.

@ The boat is at the dock in Guberland.
Arrive at the dock between 2:45 AM and
3:15 AM, or you must restart the quest
the following day.

@ Asyou arrive, the guard on duty
departs. Use the “rest” screen to wait.
You will be attacked by several bandits
sometime between 3 AM and 6 AM.

@ Kill the bandits and wait for Atli; he
arrives at about 6:15 AM.

® Speak with Atli for your promotion and
reward.

@ Choose “Good Luck on your journey.”

Fighter to Crusader

Your task is to protect the innocent villagers of
Drangheim from the extortionist Yobboe Gang.

® Travel to the temple in Drangheim City.

@ Speak with Keith Bloodaxe.

@ Say, “We have come seeking
promotions.”

® Accept the task to get rid of the
Yobboe Gang.

® Go to the Yobboe camp; it’s marked on
the main Drangheim map.

@ Kill all the Yobboes.

o
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Take the items at the back of the camp
(plow, herbs, dolly). These items do not
appear unless you are on the quest.

@ Visit the small village near the camp.

® Talk with Hring the Plowhands and give

him the plow.

® Talk with Ragnheid Lifegiver and give
her the herbs.

@ Talk with Tyock A’Norta a’Leipshi and
give her the dolly.

@ Return to Keith Bloodaxe in the temple.

@ Tell him you’re done, and receive your
promotion.

Mercenary to Gladiator

Fridleif Gjukissen in Sturmford City handles
Gladiator promotions. He’s on the third floor
of the building indicated on the map (see
Chapter 6). To be promoted to Mercenary, you
need to complete the three gladiatorial labors:

@ Kill a Basilisk and bring its skin back to
Fridleif.

@ Fetch the shield of Kira, Jarla of
Thronheim.

@ Fight and win in the Arena at Lord level.

To complete the Basilisk quest, you need a
Basilisk skin. You’ve probably already killed a
bunch of them and sold the skins. If so, go to a
shop where you sold the skin and buy it back,
then take it to Fridleif. If you haven’t killed one
already, look for Basilisks wandering around
near Anskram Keep, or in the wilderness of
Thronheim.

Kira’s shield is sitting in plain view, int
hallway right outside her room. Travel to
Thronheim City, enter her castle, find her,
and look nearby for the shield. Pick it up,
it’s yours!

Finally, go to the Arena in Thjorgard
and speak to the Arena Master. Tell him “
here to fight,” and “Send us in at Lord!”
the Arena and kill everything they send at
up to five creatures.

It’s easier to do the Arena when your
characters are low-level, because you fi
low-level opponents. The higher level

your characters, the meaner your

opponents tend to be.

When you’ve completed all three tasks(s
sure you've got the Basilisk skin and Kira’s
shield in your inventory), return to Fridleifin
Sturmford City. Tell him that you’ve comp
all three labors, and you receive a promotion



el to Drangheim City and look inside the
gern to find Acli the Quick. Ask him about
wmotions. Atli gives you two tasks:

# Break into Mr. Kluso’s house and steal
his treasure.

- # Assassinate Guiare A'Velsi.

" Kluso’s house is, conveniently, right in

fuse, and go inside. Kill any hostile guards
puencounter, and take the dagger on the
wplace mantle in the library. Leave Kluso’s
wuse when you have the dagger.

See the Chapter 6 entry on Kluso’s house
| for the best method of getting the dagger.

Now find Guiare A’Velsi. Conveniently,
are is located in Drangheim City as well,
wully near the tavern or weapons shop. He
ks like a bandit, not like a typical
pisperson.

Jangheim City. Leave the tavern, go to Kluso’s

When you find him, he asks: “Are you
following me?” Say “Of course not,” then either
wait until he goes behind a building, or shoot
him with an arrow and let him chase you to a
secluded spot. Either way, kill him discreetly.

When he’s dead, return to the tavern and
tell Acli you have completed both tasks. You’ll
receive your promotion.

Crusader to Paladin

Travel to Lindisfarne Monastery. Find
Grehgknak the Right; he’s a blue-robed Monk
who wanders around in the central courtyard.
Ask him if he has any interesting tasks for
adventurers. Accept the three tasks he gives you:

@ Save the Jarl of Thjorgard by giving him
an important letter.

@ Damn a family by sending the father to
jail for thievery.

@ Save the same family by getting a job
for one of the children.

To save the Jarl of Thjorgard, proceed to
Thjorgard City and visit Jarl Sven Forkbeard in
his castle. Then:

@ Give him the letter that tells of the
assassination plot.

® Accept his invitation to go to the Arena
the next day.

@ Wait one day (you might just want to
rest), then go to the Arena on the
eastern side of town.

@ Enter the Arena and say you're there to
fight. Choose any difficulty level and
enter the battle area.

@ Promptly, Byri the Scarred enters. Do
not attack him. Instead, ask him about
the letter. He tells you that Harris
Willington put him up to the assassi-
nation. Then he flees.




® Go to the general store in Thjorgard (He’s the oldest child, upstairs—the one who
City. Harris Willington is there. Ask him looks like a full-grown man). Tell him thath
dbout the letter and he conifesses. father is in jail. Ask him why he doesn’t geta

job, then tell him you’ll help him find a job.
When the conversation is finished, got
the magic shop on the north side of town. T:
to Injor, the proprietor. Ask her if she needs:
help. When she says yes, recommend Itlor.
Return to Itlor and tell him he’s got the job!

@ Return to Jarl Sven Forkbeard and tell
him that Harris Willington is the
culprit. You’re rewarded.

You now have to catch a thief. Go to
Sturmford City and ask the clerk at the town

hall (the man who also handles the Gladiator agrees to, show up. |
You’ve now completed your tasks. Rel

to Lindisfarne Monastery, talk to Grehg
the Right again, and tell him you’ve ﬁnishd!‘
your tasks. You receive a promotion to Palad

Note Crusader to Ranger

Hatlati looks like a typical old He’s Tr‘avel to Fro§gard CiFy, and look for Fenja'
not in-abuilding: oféen you can find him friend, standing outside near the bank. Ask

N S o B el abourt getting a Crusader promoted to
g o She assigns two tasks:

promotion) if he’s been having trouble with
thieves. He says he has. Look around Sturmford
City for Hatlati Oord.

@ Find the bow known as Everstrike.

Tell Hatlati that you’ve been watching him,
and that he must go to jail. He follows you.

@ Gert through the Dungeon of Secrets

Everstrike is in a chest beneath the Dook
Castle in Guberland. Go to the Dook’s Castk
and retrieve the bow; twist a particular shield
on the wall to access the caverns it’s storedis
(Refer to the Dook’s Castle section of Chapt
for details.) |

When you have the bow, go visit the
Dungeon of Secrets in Frosgard. Talk to the
man and tell him that you’re there for the
Ranger test. Refer to the Dungeon of Secrets
section in Chapter 6 for details on getting

Go back to the town hall. On the ground through this area. When you've made it
floor is a small cell with a single guard. Talk to through the dungeon, talk to the old mans
the guard and tell him you've caught a thief, He to verify that you've completed the test.

opens the door and lets Hatlati in. Now Y Fenja Tree-friend in
When Hatlati is safely inside the cell, F rosgar.d City, and tf’—ll her you've complete@
proceed to Hatlati’s house (marked on the your trials. You receive your Ranger promoti

Sturmford City map) and talk to Itlor Oord.




sfollowing pages walk you through the
gous Promotion Quests for the Magic class.
et to this section when you want to advance
urlnitiates into more advanced classes.

receive this promotion your party must
udya Magreeb.

# Travel to Thjorgard City.

# Go ro Bembridge University and
speak with Tymon the Nord about
promotions.

# Tymon instructs you to study a
Magreeb.

¥ Leave the city and find a Magreeb at
the spot labeled on the Thjorgard map.

# Get fairly close to the Magreeb; it
eventually runs away.

# Return to Tymon and tell him you've
seen the Magreeb. Answer his question
regarding the beast’s color; you can give
either answer, but “green” is correct.
You receive your promotion.

To receive this promotion you must cure
Nurtigan of his madness.

- Talk to Tjolnir about promotions, and

Travel to Guberland City and enter the
temple. Inside, you find Tjolnir.

accept his quest.

Visit Skarphedinn Njallssen in the local
apothecary/general store. Talk to him
about Nurtigan, and he tells you to get
a lock of the Old Hag’s hair.

Leave the city. Enter the Old Hag’s Lair
(near the beach).

You can talk to the Old Hag, but all you
need to do is take her comb, sitting in
plain view.

Return to Skarphedinn in the
apothecary and give him the comb.
Wait two hours, then take the potion
from him.

Visit Nurtigan, locked up in the town
hall. Have him drink the potion.
Return to Tjolnir in the temple and
collect your promotion.
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Healer to Priest
Travel to Guberland City and visit the temple.
Talk to Gray Slemnir, who is always there. Ask
him about promotions and he gives you three
tasks:

@ Find a new priest for the Guberland
temple.

@ Get the Tree of Life from the Ruined
Temple.

@ Find the Ritual of Consecration.

To find a new priest, travel to Lindisfarne.
Enter the Lindisfarne Monastery and complete
the following:

@ Speak to the main Monk, Leffery Caid,
at the altar. Tell him you’re looking for
a priest; he tells you to come back
tomorrow morning.

® Wait until morning and talk to Leffery
again. Tell him you’ve returned for the
priest.

@ Go out into the central courtyard and
speak with Robert Aefgil. Tell him
you’re ready to take him to Guberland.
He says he’ll meet you there.

Now visit the Ruined Temple in Frosgard
and get the Tree of Life.

temple to get the Tree of Life. Refer to the
Ruined Temple map in Chapter 6 if you ne
help. Collect the Tree of Life, then exit the.
temple.

You now need the Ritual of Consecrati
Travel to Frosgard City and look for Nath!
A’Mor. He’s usually in or near the corral by
training hall. Talk to Nath’I and have him
down the Ritual of Consecration.

You've accomplished your tasks. Retun
Guberland City and talk to Gray Slemnir
collect your promotion.

Healer to Druid

Travel to Frosgard. In Frosgard City, som#
east of the man selling fireworks, look for
Menja Ketildotir. (She’s standing outside)
her about getting a Druid promotion.

She tells you that you need to find th
Green Man, and recommends that you ci
with a tracker named Fland de Allasan Al
a’rysha first.

Leave the city. Just outside the city, on
road, find Fland de Allasan A’Lanth a’
Talk to him and ask for help. He gives
directions.

The Green Man’s location is marked
Chapter 6 map. Find the Green Man neat
base of a giant tree. |



Talk to the Green Man and say you've come
behalf of Frosgard. He explains the three
gshe wants done:

# Erect a new maypole in town.

# Ger seven Frosgard townsfolk to pledge
to the Green Man.

# Ger Jarl Tryygva to carve a runestone.

to Frosgard City.

To get a new maypole, talk to Soxolf

gvassen, who's standing near the training
LAsk what he does. Agree to pay him for a
‘maypole.

To get the seven pledges, walk around town
ask everyone about the Green Man. When
1people have pledged, the “Green Man”

no longer appear when you initiate

Avoid teachers and storekeepers. It’s the
“ commonfolk who will pledge to your
cause. Soxolf; who agreed to make the
| new maypole, will also pledge to the

Green Man.

Finally, to get Jarl Tryygva to carve a
runestone, just visit him (he’s in the town hall),
and tell him that the Green Man needs a
promise. Follow the conversation until he
promises the runestone.

When all three tasks are complete, exit the
city, return to the Green Man, and tell him
you've accomplished his tasks. He promotes
any would-be Druids and gives you a Green
Man Amulet—a powerful artifact.

Scholar to Mage

Travel to Thjorgard City. Go to Bembridge
University and speak with Johannes Bem, the
man behind counter. Tell him that you wish to
become Mages.

He tells you to retrieve Verhoffin’s Diary,
which may either be in the Verhoffin Ruins on
the Isle of Ashes, or somewhere in Drangheim.
Take the following steps:

® Travel to the Verhoffin Ruins, located
on the Isle of Ashes.

@ Locate Verhoffin’s silver book inside the
Verhoffin Ruins. (You need a key from
elsewhere within the ruins to access the
book).

@ Return to Thjorgard City and tell
Johannes Bem about the book.




® Talk to Johannes yet again, and ask him
if the book is authentic. He tells you it’s
not the right one, then gives you a key,
which opens a house in Drangheim.

@ Travel to Drangheim, and go to the
village—not the city, but the village that
was terrorized by Yobboes.

@ One of the three houses in the village
can be unlocked with your key.

Go inside.

@ There’s a crack in the floor with the
book underneath. Hit the crack to
break open the floor, then take the
golden book.

@ Return ro Thjorgard City and present
the new book to Johannes Bem.

@ Talk to him again and ask how the
new book worked out; you get
promoted to Mage.

Scholar to Lich

Travel to Frosgard. In Frosgard City, look for

Skulkil the Dark. He tends to stand near the
tavern. Tell him you’d like to ask him some
questions; ask if he has any news.

Skulkil gives you the first half of the Lich
instructions, and tells you to find the second
half of the Lich instructions in the Chasm of

the Dead.
Travel to the Chasm of the Dead in
Drangheim. Inside, about halfway down the

chasm, find the Lich instructions that you need.
Travel to Yorwick, and go to the Lich Lab.
Inside, clear a vast army of undead foes, then:

@ Ger one jar and one elixir ingredient

from the shelves on Level B (the entry
level). Get a separate jar and ingredient

for each would-be Lich.

® Go to Level A (the top floor). In the
room designated on the map, clicke
the cookpot in the center of the roos
then click on the Bunsen burner in
northeast corner of the room. You
have an Elixir of Defedation. (Repei
the process if you have multiple wot
be Liches).

central chamber, a huge Lich-mak

machine dominates the room.

@ Walk along the catwalk on the uppd
floor of this room. Throw the lever
the console set a few feet back from
machine.

® Have the would-be Lich(es) drinkd

Elixir of Defedation.



# Go down to the room’s lower floor.

machine and throw the lever. A glass
shield descends, and the would-be
Liches become Liches.

quests have no bearing upon the

enges. Often, completing a secondary
rewards your party with gold or
iperience points.

Secondary quests are listed by the general
gon in which they’re assigned (such as
angheim, Sturmford, or Guberland). Note
tsome quests may take you outside the
ion in which the quest is assigned. For
mple, a secondary quest assigned in
umford might require you to travel to

# Visit the Tavern in Sturmford.

¢ Talk to Bjarni Herjolfssen (no relation
to the ruler of Sturmford) at the bar.

~ Buy him a drink and chat. If you’re
agreeable, he assigns this quest.

¢ The “operative” is Randver the Storm.

Find him on the ground floor of the
town hall.

Enter the small alcove at the base of the

ne's main plotline. They’re simply interesting

® Ask Randver a series of pointed
questions and he flees; it’s apparent
that he is the saboteur.

@ Rerturn to the tavern and tell Bjarni
Herjolfssen what you've discovered.

Retrieve the Manuscript from the Beet Hoven
Ludwig Van, the proprietor of the shop known
as the Beet Hoven, often fancies himself a
writer. He dropped his manuscript down the
drain in his Beet Cellar and is too afraid to go
get it.

To complete this quest, go down to the
lower level of the Beet Hoven, locate the
manuscript at the spot marked on the map (see
Chapter 6), then return it to Ludwig.

She Loves Me, She Loves Me Not

If you talk to Bjarni, Jarl of Sturmford, he asks
you to deliver a love letter to Kira the Cold,
Jarla of Thronheim. Agree to the task.

Go to Thronheim City and seek out Kira
the Cold. Give her the message and listen to her
response.

Return to Bjarni and tell him you’ve
delivered the message. When he asks how she
reacted to the letter, either response will do.
You collect your reward after talking to Bjarni.

Gossip

Talk to Jarl Sigmund. He thinks that the gossip
in town is getting out of hand. Find the source
of all the misinformation!

Talk to Greudach A’Dorad, who walks
around in Drangheim City. Question her about
the rumors. She directs you to Marsaili A’Lanth
in Sturmford.




Travel to Sturmford City and talk to
Marsaili A’Lanth. She’s usually walking
somewhere around near Bjarni’s Longhouse.
She refuses to stop spreading gossip.

Return to Jarl Sigmund in Drangheim City
and tell him what you’ve learned. He thanks
and rewards you.

Help Nicolai Get a Job

Find Nicolai standing around in Drangheim
City. Talk to him, and discover that he wants a
job: a circus job.

Travel to Guberland and talk to people at
the Gathering. Talk to Thorir Mouth, and learn
that he needs help for a circus-style act.

Return to Nicolai and tell him about the
job opportunity. He accepts.

Finally, return to Thorir Mouth in
Guberland and tell him that Nicolai has
accepted the job. You get your reward.

Win Prizes in the Gathering

The Gathering is essentially a local fair. It’s held
in Guberland, in the open air.

Several tents at the Gathering host games
Look for a man who sells you tickets to the
games. Along with the tickets, he gives youa
scroll with game instructions. (The games are
also described in the Main Line Quests sectior
of this chapter.)

There are six possible prizes given for
winning a game. These are: Wooden Sword,
Wooden Shield, Fur Cap, Cloth Gloves, Quilt
Armor, and Fuzzy Slippers. Collect and retai
the complete set of prizes—you'll use them i
for a Main Line Quest.

You can play the same game several times
and collect prizes for each victory. Buy

more tickets if you run out and still don't
have all six prizes.

Kill the Dook
Talk to Jarl Markel the Great, and ask whath
wants done. He wants you to get rid of the
Dook, a would-be Duke whose aspirations
reach higher than his spelling ability.

Agree to the task, and visit the Dook’s
Castle (marked on the Guberland map).
fight the guards, just go directly to the Do
and tell him Jarl Markel wants him gone. T¢
him you’ll use force if necessary. (The “nice;
method doesn’t work.) When you threaten.
violence, he agrees to leave.

Return to Markel and let him know
ridded the Dook to collect your reward.
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lhe Dook and his men never actually leave;
fey just say they’re going to. That’s good

wough for this quest; however, if you plan
o get Everstrike for the Ranger Promotion
Juest, you'll probably fight the Dook’s

ing ¢ Gunnar Thjorsmith (proprietor of the
morshop in Thjorgard City) as much

ntal Thjorad as you can. You get the best
ssible rate for it here.

y This isn’t so much a quest as an ongoing
| way to make a nice profit.

g Hall

Goto the tavern in Thjorgard City. Buy a drink
fira grizzled old warrior, Snorri, and he talks
ihout the Warrior’s Proving Grounds. He

doesn't give you a quest per se, but he does tip
wuoff to the existence of the training hall.

Leave the city. On the main Thjorgard map,
locate the training hall and clear it out.

Tpe=ess
When you have successfully completed
the training hall dungeon, eligible
characters (Mercenary/Gladiator/
Assassin) gain a one-time bonus of +5 to
Might and Endurance.

When you've defeated everything in the
training hall, return to Snorri in the Thjorgard
City tavern.

Snorri tells you about a dragon and sends
you off to talk to Leffery Caid in Lindisfarne
Monastery. Check out the Lindisfarne section
for details on the follow-up quest.

Strange Brew

Go to Brewmaster Smith in the tavern in
Frosgard City. Ask if there’s anything you can
do for him. He tells you about a new beer that
he wants to sell in Guberland. Agree to try to
sell it for him.

Go to the tavern in Guberland City and
talk to the bartender. Tell her that the ale was
made by the Brewmaster himself, not by the
apprentices. Accept the 500 gold.

Return to Brewmaster Smith in Frosgard
City for your reward.




Deliver a Message
Go to the tavern in Thronheim City and talk

Ealusaid A’Norta a’thrakan (“the midwife”) is in Dagfari the Peevish. He‘gi.ves you a quest to
the northeast corner of Thronheim City, near deliver a message containing bad news to the
where the Desert Terror gets loose. Temple _OF Ratarosk.

She wants to be a healer/midwife, but she Deliver the news to Erlend the 'Nay-Sayer
needs information. Such information could the Temple of Ratatosk. It’s £l Kira’s castle
come from a Black Orb of Knowledge. Talk to When t.h.e message has been delivered, recurs
her and tell her that you’ll get one of these orbs Dagfari in the tavern for your reward.
for her. . [

She tells you that Mad Wizard Robinssen The Orbs of I‘lnkmg
in Yorwick has one of these orbs. e

Talk to Brynhildr in the bank in Thronheim
City. She gives you a quest to find the six
of Linking and install them in the banks of

Travel to the Wizard’s Lab in Yorwick.
Inside, find Robinssen. (Refer to Chapter 6 for

details.) Chedian’s six major towns.

Ask Robinssen for assistance, and buy the The Orbs are in tbe Inventa Storca. Go
Black Orb of Knowledge from him for 2,000 there and ?0.11€Ct all. six. ' |
gold. Now visit the six banks of Chedian, and

install all six. Return to Brynhildr for the
reward.

From this point on, Safe Deposit boxes
appear in all the banks.

Return to Thronheim City and give the
Black Orb to the midwife to gain your reward.
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You can’t do this quest until after you’ve
completed the Training Hall Secondary
Quest in Thjorgard. At the end of that
quest, Snorri tells you to talk to Leffery

. Caid in Lindisfarne Monastery.

llowing Snorri’s advice, go to Lindisfarne
mastery and talk to Leffery Caid (the blue-
bed priest at the main altar). Tell him you

itto summon the dragon.

He tells you there’s a problem: The
pnastery’s holy relic has been stolen by a

rd named Ramnivar, so the priests have

i forced ro put a fake relic in its place to
lthe pilgrims. The real relic is necessary to .
ammon the dragon, so you Tlp =D
wd to retrieve it. : =

. Travel to Yorwick and

After you’ve cleared out the training hall in
Thjorgard and returned the Holy Relic to
Lindisfarne Monastery (see the quest detailed
above), you can go into the Dragon’s Cave and
fight the dragon.

The dragon won’t show up until the relic
is returned.

The Dragon’s Cave is in Lindisfarne; refer
to the map in Chapter 6 for its precise
location.

This dragon is tougher than anything

else you'll encounter in the game. It has
about a billion hit points. Therefore, we
recommend taking on the dragon only after
beating the rest of the game. Even then, you’ll
have trouble unless you really pumped up

your characters.

If and when you do decide to attack

the dragon...good luck. Killing it is the only
requirement here. Ignore the occasional

Winged Mutants that appear; they’re

actually useful, as they attack the dragon

and momentarily distract him.

When you
e the relic,
tumn to Lindisfarne
mastery and hand it
ierto Leffery Caid. He
you and gives
your reward.




When the dragon is slain, collect loot
from the black chests, and rest assured that
you've beaten the toughest challenge the game
can offer.

Find Mary’s Sheep

Mary, a lictle girl in the middle of the village

at Yorwick, has lost her pet sheep. The sheep is
actually in plain sight to the east, near an
entrance to the Connecting Tunnel. Click on
the sheep (be sure not to attack it!) and it
follows you back to Mary. Talk to Mary again to
finish this minor quest.

Go to the Temple of Honk; it’s in
Guberland. Inside, take the Golden Honk fr
the altar. The Honks become hostile as soon:
you steal either the key to a locked door ort

Honk itself, or whenever you attack one of
Arslegad them,

Divine Justice Return to Fre in the Hall of the Gods,
Go to the Hall of the Gods, and talk to Fre. The present the Golden Honk to claim your ey
gods are not pleased with the growing

popularity of the Temple of Honk. The Great The New Bathhouse
Honk is, after all, only the pet of the gods. Fre TS BTN
wants you to go to the Temple of Honk and
steal the Golden Honk, then kill any temple
members that get in your way.

Talk to the bartender in Arslegard. He
purchased an unused Bathhouse and plans
open it soon. One of his most important
will be Krohn, King of the Gods. Unfortun
the previous occupant failed to secure the |
doors, and some nasty critters now inhabi



. Ebora, the demoness you released when

you re-opened the Thjorad Mine in

| Thjorgard, has taken up residence in the
Bathhouse.

To complete the quest, get rid of Ebora and
Concubines. Actack the Concubines but
jaway from Ebora. She leaves when the

ines are dead. Return to the bartender
your reward.

ﬁpm

Clean the whole place out to get at a
black chest in the back. Refer to Chapter
6 for details.

The Spear of Hanndl
Hanndl, the gatekeeper of Arslegard City, is the
owner of a grand weapon known as Gungnir.
One day, while on duty, he dropped his staff
from Arslegard down to Chedian. It is very
important to him, but he can’t leave his post to
retrieve it.

Talk to Hanndl at the gates of Arslegard
City and ask him why he looks unhappy; he
tells you about the missing spear. Now talk to
Fre in the Hall of the Gods and ask her about
the missing spear. She tips you off that it’s in
western Thronheim.

The spear is located in the Inventa Storca
in Thronheim. Travel to Thronheim, clear out
the Inventa Storca, and look for Gungnir in a
black chest hidden under a floor plate. The
map in Chapter 6 shows its precise location.

Return the spear to-Hanndl for your
reward.

Gungnir is a very powerful spear. If you
don’t have many great weapons, delay

returning it until you find something
comparable.




CHAPTER SIX
ATLAS OF CHEDIAN

his chapter contains maps and descriptions of every location in Chedian,
Important locations such as shops, castles, and passages to other regions
are marked on the maps. The listings are by region.

Quests and quest-related items and locations are mentioned in this
chapter, and locations are marked on the maps. However, refer to Chapter S for
full details on how to beat individual quests.

Townsfolk, including the teachers that can instruct your characters in
important skills, walk around town during the day and sleep at night.
Although they stick to a particular area during the day, marking their locations
on the map would be misleading. Therefore, we don’t mark teachers on the
maps; the entry for each city has a table that lists teachers, along with notes on

where you’ll find them.
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Each map in the game has a refill rate—
the rate at which the creatures you’ve
killed and the treasures that you’ve
taken are replaced. Quest-related
areatures and treasures, however,

Y don’t refill.

Loose items that you leave on
the ground are cleared away during
the refill.

Indoor dungeons and ruins refill the
| fastest—in about half a year (150 days).
A few may take 300 days to refill.

Outdoors areas and cities take the
longest to refill—about two years.

1 map features an information box. The
s in these boxes are as follows:
lerception: Required to notice secret
doors and other hidden
features on the map; values
go from 0 to 20
ok Difficulty: Relative difficulty of the
locks in this dungeon range
from 0 to 20
Irap Deadliness: Measures how deadly chest
traps are in this area, on a
scale from 1 to 10
reasure Value: Measures the value of the
random treasures found.on
this map, on a scale from 1 to
6 (1 is the worst; 6 means
they’re all artifacts)
reatures: The types of creatures found
on this map

The rate (in days) at which

the map is repopulated with

creatures and treasures

Perception: 0

Lock Difficulty: 0

Trap Deadliness: 1

Treasure Value: 1

Creatures: Skeletoids, Dragonflies |
Refill: 600

Isle of Ashes Locations

No. NAME Nores

a4 Start This is where your party starts

the game.

Forad is an NPC who will join your
group after you accept the quest

S Forad Darre

from Yrsa.
8 Y Yrsa is a mysterious old woman

who asks your party to kill some
Dragonflies and tells you to unite
the clans of Chedian.

Verhoffin Map follows.

Ruins

Book After getting the key from Yrsa,

unlock the door to this book.
Touching the book teleports the
party to Sturmford. Before you
leave, loot the chest in this room.
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The Isle of Ashes is your starting locale. It’s a out. The experience and gold they net you wil
small, barren place with only a couple of get you off to a good start. Avoid Verhoffin
characters (Forad and Yrsa) and a single Ruins until your party is very experienced.
dungeon, the Verhoffin Ruins. Look for a pedestal that grants temporay
The monsters on this island chain are Might bonuses, located along the path to Y
manageable; take your time and clean them all The well beside Yrsa’s house heals hit points

Verhoffin Ruins

Save exploring the Verhoffin Ruins for
later; the monsters in here are way too Trap Deadliness:
tough for a party with poor equipment Treasure Value:

and zero training. Creatures: Skeletons, Banshees
Zombies

Refill: 600

0
0
1
4




frhoffin Ruins Locations
0 Nave Notes No.

Notes

{ Entrance - & Valve Wheel  This room has a valve wheel on each

8 Bured Door  Break the bar to open this door. Room of its four walls.

9 Serap of Diary — © Flood Release A button on the wall makes the

o locked Door  You need the key from Area 5 to Button water recede if you accidentally
open this door. flood the area.

§ Ky and The key opens the door at Area 4. D Trap Watch out for a ceiling bar that

Scrap of Diary swats you into this pit.

) Veoffin's ~ This book is needed for the Mage T8 Pedestal Place the Capstone of Order here
Diary Promotion Quest. in Act IIL.

| liked Door  There’s a pentagram on the floor in @ Chest -

i front of this door. The door won’t

open until Act III.

Sturmford Locations
No. Name Notes

4 Surmford City Map follows.

8 Anskram Keep Map follows.

8 Patho This path leads to Drangheim, but
Drangheim  boat travel will get you there faster.

@ Chest -

D Barel -

B Docks Offers travel to limited locations.

Notes

Sturmford is the first region you visit after the
Isle of Ashes. It shares an island with
Drangheim, so most of your early adventures
will be in Sturmford and Drangheim.

Sturmford has a single large city, which
features a wide array of combat skill teachers;
it’s a great place to improve your low-level or
mid-level characters’ combat skills.

Beet Hoven is a two-level dungeon beneath
Sturmford City. It’s the focus of a Secondary
Quest and a greart place to gain experience and
gold for early-level characters.

Dragonflies, Thralls, 3
Basilisks e
600
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Anskram Keep is northeast of Sturmford Ti (@’Q@

City and is the focus of two tasks required to p

advance the game’s central plotline. Sturmford City is a great place to learn
Groups of Dragonflies are scattered across most combat skills up to the Master level

the map, Field Thralls huddle around fires in

the northern areas, and dangerous Basilisks

lurk near the walls of Anskram Keep.

2 Creatures: —
2 Refill: 600
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Traivs 70 LEvEL  TEACHER NAME FAvORITE SpoT
Master Devlin A’Norta A’Meich  Southern Streets
ster Master Adotette Haji Southern Streets ‘
Master Katrina Vianni North Central Streets T
Master Lilie A’Ghrie Near Bjarni’s Longhouse
Master Hafgrim Shorthands North Central Streets
Master Leppa the Shy Near Bjarni’s Longhouse
Master Olrun Fjalldotir Near Bjarni’s Longhouse
Master Mirjam Thjordotir North Central Streets
Master Eskil Tryygvassen Near Bjarni’s Longhouse
Master Hildr Fjalldotir Near Bjarni’s Longhouse

NotEs No. Name Notes
- ) Hatlati's Home Visit this place during the
You can begin the “Locate Paladin Promotion Quest.
the Saboteur” Secondary 93 City Entrance There is a southwestern
Quest here. entrance.
Bjami's Longhouse  This is where you find Bjarni, A3 Town Hall Upstairs is Fridleif Gjukissen,
the ruler of Sturmford. who assigns the Gladiator
4§ Town Portal Stone - promotion; the bottom floor
§ Amor Shop — contains Randver the Storm, a
@ Weapon Shop - saboteur.
§ Magic Shop - @  Clover Pick these for skill points.
§ Level Training You can train only up to level
A 15 here.

9 bk -
) Library =
| General Store -
) Ludwig's House This house contains Ludwig,
who gives you the “Retrieve the
7 Manuscript” Secondary Quest.
® Bect Hoven Entrance Map follows. There are several
entrances to the Beet Hoven.
The best is in the northeast,
near the training area; it has
convenient stairs, and you can
train immediately after exiting.
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Beet Hoven is a two-level dungeon located beneat
Sturmford City. It’s a good starting dungeon for
early-level parties. Save the game before opening
crypts and chests, because the traps here are dead
to low-level characters.

In a narrow tunnel in the lower level, find the
manuscript needed to complete the “Retrieve the
Manuscript” Secondary Quest (see Chapter 5).

Perception: 10

Lock Difficulty: 10
Trap Deadliness: 6
Treasure Value: 3

~ Creatures: Lobbers, Skeletoids, Sk
Rotrers, Flying Ickies
Refill: 300

Beet Hoven Upper Level Locations

No. NAME Notes
QL Near Tavern Exit -
8 In House Exit -
&  Near Training Exit =
& To Lower Level -

Beet Hoven Lower Level Locations

No.  NAME NoTES

1 Manuscript The item needed for a Sec
Quest (see Chapter 5).

8 To Upper Level X

8  Door to Skeleton Maze  It’s opened by the nearby

& Skeleton Maze Maze contains Skeletons,
Skeletoids, and chests.

8 Secret Door to Chest o

@  Chest/Crypts Crypts may contain items ot
monsters. [tem-containing
crypts are trapped.

7 W Party gains +5 Speed
(permanent).

C

Lower Level

-
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skram Keep is the focus of two Main Line

Quests. Bjarni of Sturmford sends you here to

dear out all the monsters, while Sigmund, ruler
Drangheim, sends you to destroy the

efenses. You can accomplish both tasks

yithout making the opposing rulers angry.

Find a broken section of wall to gain entry.

at this section until it crumbles; crawl in.

There are two entrances to the keep proper.

One is on ground level, and one is up high.

ake the tower stairs to reach the higher

entrance; this is the one you want because the

whole keep is inaccessible from the ground

entrance.

\

The levers near the southern end of the

keep open a pair of double doors. To get
through the doors, throw L1 and L2 to reveal
L3, then throw L3 and run through the massive
doors as one opens and the other closes.
Alternately, leave and re-enter through the
ground-level entrance.

Anskram Keep Locations

No. NAME
9l  Entrance
2 Biglmp

©  Entrance near
Front Gate
@  Imp Generators

B Levers
Inner Door Lever
3 Outer Door Lever
@ Traps
@ Chests
B Barmels

Nores

This where you should enter.
This appears after Bjarni’s
quest is finished; Bjarni’s men
appear and slay it.

Kill all the Imps that emerge.
When the Imps disappear,
you’ll know the generator is
destroyed.

Throw both of these levers to
activate lever L3.

This opens the inner door.
This opens the outer door.

'_..ﬁ-‘_". "




Drangheim Locations

No. NamE Notes

@  City Entrance Map follows.

8  Chasm of the Dead  Map follows.

8  Village/Secret Go down the well to access the

Entrance to Prison  secret entrance.

& Yobboe Camp Kill the Yobboes after talking
to Keith Bloodaxe.

8  Drangheim Prison ~ Map follows.

@ Passage to Sturmford —

@  Locked House This house contains
Verhoffin’s Diary, but you
receive the key only if you’re on
the Mage Promotion Quest.

@  Chests —

D Docks ~

@ Po The party gains +5 Elemental
Resistance (permanent).

Dragonflies, Thr:

Notes

Drangheim is similar to Sturmford. Both ar#
have comparatively safe outdoor areas, lots of
weapon skill teachers, and easy Secondary
Quests.

However, while Sturmford’s dungeon a
are mild, Drangheim’s Prison is nasty, and i
Chasm of the Dead is terrifying.
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TRAINS T0 LEVEL

Master
Master
Master
Master
Master
Master
Master
Master
Master
Master

No. Name
9  City Entrance
&  Kluso's House

(O]

Jarl and Town
Portal Stone

Jarl's Castle
Temple

Bank
Training Hall
Weapon and
Armor Shop
Tavern

Nicolai Ironfist
Magic Store

Barrels
Clover

PR B © evae @&

TeACHER NAME

Fasolt Hreidmarssen
Krej Matlal

Hagar the Horrible
Aefantid A’Feslo
Cermak Atlor
Cassidy A’Dorad
Rannveig Hafgrimdotir
Comghan A’Dorad
Thorhalla the Short
Galvin A’Mor

Drangheim City Locations

Nores
Map follows. Break in to
complete the Assassin
Promotion Quest.
Sigmund is the Jarl of
Drangheim, and the Town
Portal stone is in his room.
Find Keith Bloodaxe, who
promotes Crusaders, here.

Find Atli the Quick, who gives
out Assassin promotions.

For a small reward, try to find
Nicolai a job.

FAVORITE SpoT
Lower Level
Upper Level
Upper Level
Upper Level
Upper Level
Lower Level (Palace)
Lower Level
Lower Level
Upper Level
Lower Level



Steal a dagger from this house for the Assassin
Promotion Quest. There are two entrances—the
front door and an upstairs window, which you
can reach via a ladder. Enter through the
window. All the upstairs guards are asleep;
ignore them.

Begin at the stairs leading down, and pick
off the lower-level guards. Get them to chase
you up the stairs. Kill them one or two ata
time, then kill Kluso.

The dagger you need is in the library on the
mantle. Before you take it, though, look in the
black chest nearby. Black’s Heart, an extremely
potent Assassin weapon, is inside.

Take the dagger from the mantle. This trips
an alarm and brings in many more guards.
Don’t fight them; escape out the front door.

Kluso’s House, Lower Floor Locations

No. NAME Nores

2 Front Door =

8 Dagger This is a quest item.
8  Lord Kluso -

@  Chest —

Kluso’s House, Upper Floor Locatio

No. NAME Nores
f1  Entrance This is the window en
8 Stirs These stairs lead down to

lower level.
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Breaking into Drangheim Prison is one of
your earliest quests, but wait until later to
come here.

Use a stealthy method (the cook’s secret
passage) to avoid some of the guards. However,
you get good treasure and experience if you
barge in and kill everyone.

Guards, Nagate, Lobbers

b "?90 s o e bl '
Drangheim Prison, Bottom Level Locations
No. Name Notes

Entry from Well This is the secret entrance
from the village well.
& Secret Passage This ladder leads up to Level 2.
to Kitchen Slide open the secret panel to
reach the kitchen.

Drangheim Prison, Middle Level Locations

No. NamE Nores
Q1 Main Entrance  You arrive here if you entered by
the front door.
& FomSecret A secret panel alongside the ladder
Lower Level  allows you into the kitchen.

Entrance
8 ook Talk to the cook; tell him the
truth, and he’ll open a secret
passage leading up.
& Secret Passage  The cook opens this secret
Upstairs
Levers for Cells —

@ SairstoTop  These stairs lead to the top floor
(if you ignore the cook’s secret
passage).

@  Chest This is a black chest—it’s

guaranteed to have great treasure. 4@
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Drangheim Prison, Upper Level Locations

. NAME NoTES
Stairs Leading —
Down
Secret Entrance
from Kitchen

The cook’s passage leads here.

NAME Notes
Cook's Brother Rescue him to make the cook

happy.

© ad oF

General Ivsar You need to rescue this man.

Levers to Cells The lever on the far right free
General Ivsar.

Barrel -

This is a nasty dungeon. Visit this place for th
Crona Kiga and the Lich instructions (if you
plan to make any party members into Liches).

Stay away from this place if you feel
insecure. Wait until you’re extremely tough.
Bring strong NPCs.

The dungeon is fairly straightforward
despite its size. There are several traps, plus
treasure chests and monsters everywhere. The
undead monsters tend to reappear once befor
you permanently kill them; keep your guardy

The level consists of an upper level, a pat
down to the bottom of the chasm, a middle
level along the way, and a final level at the
bottom of the chasm. The good stuffis at
botrom.

Skeletons, Imps, G
Zombies, Mummies
" 3Q0
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Nores
fntrance — The Crona Kiga is on a
J lih Instructions ~~ These instructions are atop pedestal in this room full
a small pyramid, surrounded of mummies.
by mummies. @ Trap -

[nusual Trap Spring the trap and move back
before it drops you into a pit.
Get onto it; it moves you up
into a wall compartment
where there’s a black chest!
Loot the chest, then look for a
small wall button, which gets
you back to the hallway.

Guberland Locations
No. NAME Notes

@ City Entrance Map follows.

8  Temple of Honk  Map follows.

8  Dook’s Castle Map follows.

€ The Gathering -

8 0id Hag's Lair -

D  Docks These docks are the gateway to
the rest of Chedian.

Notes

Guberland is important for several reasons. For
one thing, it contains the first magic skill
teachers you’ll encounter. By the time you
arrive, your Initiates will be hungry for training.

Also, the ships that sail from Guberland’s
docks travel almost everywhere. Contrast this
with the docks at Sturmford and Drangheim,
where the ships go practically nowhere.

Finally, where else on Chedian can you
play carnival games and win a pair of Fuzzy
Slippers?




Teachers

SKILL

Dark Magic
Elemental Magic
Light Magic
Meditation
Spirit Magic

TRAINS 10 LEVEL

Master
Master
Master
Master
Master

No. NAME

City Entrance
Magic Shop
Bank

Tavern

Nurtigan

QoOdE

Jarl

<

Temple

&  Weapon Shop
©  Armor Shop
D Apothecary

Y Town Portal Stone

23 Training
9B Well

@ Clover

TeACHER NAME
Bohus Kinar
Peterk Olin
Treshi Yatol
Hrapp Tjorvissen
Rya Fremi

Guberland City Locations

Notes

Cure Nurtigan of his
madness for the Healer
Promotion Quest.
Here you'll find Jarl Markel
the Great.

Here you'll find Tjolnir,
promotes Initiates to H
and Gray Slemnir, who
promotes Healers to Pries

Buy books and general i
here; you'll travel here if you
decide to cure Nurtigan,
Someone is using it as

their table.

The party gains +5 Speed
(permanent).

FavoriTe Spot
Northeast Quarter
Northeast Quarter
Northeast Quarter
Northeast Quarter
Northeast Quarter
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Jhis is home to Guberland’s resident crackpot Temple of Honk Locations
pligion, the goose-worshipping Honks. Late in No. NAME NoTES

he game, you receive a Second uest
gAme, ¥ ary Q Entrance —

structing you to steal the Honks’ religious -
on, the Golden Honk. Secret Door Open this and grab treasure
from the chests.

Don’t be fooled by their downy white : -
ppearance; these priests are mean. Their pet L e wecE Ak g
’ break for the Golden Honk.

e Golden Honk You need this item fora
Secondary Quest assigned by Fre.

Central Chamber ~ The biggest concentration of
Honks is in here.

Chest —

@ @ & ® oo




The Dook’s castle is a tough locale. However,
depending on what you want from it, you
might not have to fight.

If you are fulfilling Jarl Markel’s Secondary
Quest of getting rid of the Dook, verbally
threaten him with the use of force. He’ll back
down and say he’s leaving; report to Markel that
the Dook is leaving. Fighting is unnecessary.

The Dook never actually leaves; be just

says he’s leaving. Tell Markel you
succeeded, though.

However, if you snoop around in restricted
areas of the castle, the guards will attack.

If you fight (which you’ll need to, if you're
doing the Ranger Promotion Quest), go to a
spot with only a few guards and attack them.
Pick them off by twos and threes instead of
entering a forbidden area and getting the whole
army at once.

The caverns below contain Trellborgs, and a
water-filled cavern contains Winged Mutants.
Kill all the Mutants before jumping along the
bridges to collect Everstrike from a black chest.

Dook’s Castle Locations
No. Name Notes
i  Entrance =3

8  The Dook Threaten him with force, and
he’ll back down.

&  Underground Entrance —

& Bverstrike Everstrike, a bow needed for
the Ranger Promotion Quest
is in a chest.

8  Shield Activate this shield on the

It opens the passage leading
down to the caverns.
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Notes

Thjorgard is a tough region, filled with tough
enemies. The training hall is a great place to get
experience and loot if you can’t get enough
combat in the outlying regions; you can fight in
Thjorgard City’s Arena.

Thjorgard City is packed with instructors.
7 3 You find the Grandmasters in all the weapon
! orgard Locations disciplines and regular instrucrors (up to

Nasee

NotEs Master level) in lots of miscellaneous skills.

| (iy Entrance Map follows.

Thiorad Mine Map follows.

U Tnining Hall Map follows.
§ The Thing —
§ Magreeh =

§ oot Travel to Frosgard —

J ToMountain Pass ~ —

8 Chest -

8 Cauldron Party gains +5 Elemental
resistance (permanent).




Thjorgard City Locations

No.
a
2]

EIY0adbe

©

NAME
Entrance
Tavern

Town Hall
Temple
General Store
Library
Bank

Armor Shop

Weapon Shop

= a

Teachers

SKiLL 10 LEvEL  TRACHER NAME Favonr
Armor Grandmaster Fjarkskafinn the Still-Alive South(e
Armsmaster Grandmaster Chera Papan East
Blade Grandmaster ~ Cinnfhail A’Mor Southve
Body Building Master Toman Yatol West
Cudgel Grandmaster Gjerta Headstrong West
Disarm Trap Master Barabell A’Dorad Central
Dodge Grandmaster Hildigunna the Quick South
Identify Item Master Darby Davinssen West
ID Monster  Master Tove Halvardotir West
Learning Master Giorsal A'Velsi West
Merchant  Master Cator Fiskdal North
Perception  Master Eilinor A’Mor North
Repair Item  Master Bysen A’Klindor No
Shield Grandmaster Halfdan the Hidden South
Spear Grandmaster Hrrapp Spearhands Central
Thrown Grandmaster Thorfinn Quickeye East
Weapons
0 Unarmed  Grandmaster Sigre Bjarnidotir So
Nores No. NAME Nores
— QD Training Hall -
Snorri tells you about the training @ Bembridge Here you find Tymon the
hall. Upstairs, buy weapons, University who gives Scholar promoti
armor, and get level training and Johannes Bem, who gi
in a miniature black market. Mage promotions.
— 3 Arena You can fight at various skil
= levels or place wagers here.
- & Jarl and -
= Town Portal
- 89 Hjarrand Fixer  Visit him for a Main Line
Gunnar Thjorsmith pays for 03 Hrolf Spearmaster —
Elemental Thjorad. He also fixes Q3 Magic Shop -
the Slag Extractor, which is C) Clover -
necessary for a Main Line Quest. @ wel Party gains +5 Endurance
- (permanent).
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Ttiorad Mine Locations

Nawe Notes No. Name Notes
{ Entrance - @  Njall Bjarnissen Njall is important to a
B feil Strongpick  Ketil is important to a Main Line Quest.
Main Line Quest. ¥  Machine Location =
§ Breakable Rock When you break this rock wall, &  Slag Extractor Fix this—it’s part of
you free Ebora, a demoness; (Broken) your quest.
she doesn’t attack, so it’s safe. ©  Breakable Door/Rock To break these doors, pull out
Gudrek the Miner ~ Gudrek is important to a all of their bolts.
Main Line Quest. D Troglodyte Ambush A few Troglodyte Gnolls pop
§ Caveln Walk over this spot to cause from the wall when you enter
a cave-in, and fall to the this room.
water below. 3B Barrel =
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Snorri told you about this place.

The front door to the training hall is locked.
To get inside, climb up a tumble of rocks off to
one side; climb until you reach a fragile section
of wall. Break the wall to get inside.

Training Hall Level A Locations

No. NAME
f1  Chandelier

Breakable Crate

Training Room
Exit

Stairs Down
Rope Room

oa &6 ©

Ghouls, Lizard-Oi
Trellborgs
300

Notes

Enter above the chandelier
Stand on it (or shoot it) and
it drops you down into the
main level. |
There’s a black chest inside
this crate, ‘
Several Lizard-Orcs are in he
Break the bar across the doo
and you can exit. |
These stairs lead to Level B,
This tall room has ropes and
sliding beams. Climb up the
ropes and sliding beams to
access a chest.

Training Hall Level B Locations

No. Name

Q  Stairs Up
8 Lever

£  Breakable Wall

Nores

These stairs lead back upto
Level A.

Throw the lever to send the
mechanical horse forward a
break the wall.

The mechanical horse breaks
this wall section. Behind the |
hole (not pictured on the mi
is a short tunnel containing |
Ghouls and a treasure chesté
each end.
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osgard Locations

{ Entrance to City

f) Dungeon of Secrets

9 Ruined Temple

4 Green Man

§ Teleport to Yanmir's
Sky Fort

U Yanmir's Sky Fort

/ Passage to Thjorgard

NoTEs

Map follows.
Map follows.
Map follows.

Map follows.

J Passage to Thronheim —

Yeti Ambush

Frosgard is a tough area. The outdoor monsters
are tough, Yanmir’s Sky Fort is tough, and the
weather could certainly be better.

At first, it’s even tough getting to Frosgard;
the docks are frozen as the game begins, so
come on foot. When you finish one of Tryygva’s
quests, you can break up the ice.

There are several good reasons to visit
Frosgard. It’s rich in Promotion Quests, it has
good teachers for miscellaneous skills, and it’s
the best place to train your characters because
the training hall has no level limits, yet is
comparatively cheap.
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Teachers
SKILL TRAINS T0 LEVEL
Disarm Trap Master
Body Building Master
ID Monster Master
Learning Master
Perception Master
Repair Item Master
Frosgard City Locations
No. NAME Nores
9  Entrance =
8  City Hall and Jarl =
8 Taem =
& Temple —
8  Training Hall This is the best training hall
for higher-level characters.
@  Armor and —
Weapon Shops
@  Magic Shop =

TeACHER NAME
Eachann A’Mor
Lansa Akin

Hagen Hrrappssen
Dymphna A’Klindor
Derbforgaill A’Meich
Hervor Etzildotir

NAME

Magic Shop and
Town Portal Stone
Fireworks Seller

No.
8]

AD Bank
B Docks

7 Wwell

FAvORITE Spot
Central
Inside Tavern
Central
Central
Central
Central

Notes

This merchant sells the
fireworks needed to clear the
ice blockade.

The docks are inoperative ,l
you clear the ice.
Party gains +5 Magic
(permanent).




\number of important people are walking or
anding around in Frosgard. These people

i de:

¢ Skulkil the Dark, who gives Lich
promotions, and can be found near the
tavern.

Janmir is a more-or-less indestructible giant
ihat continually wanders through the fort. You
an't fight him with conventional methods, so
woid him until you can set a trap.
The ground shakes when Yanmir
yproaches, so you can always tell when he’s
dose. You can also hear whenever he kicks open
adoor. Yanmir tends to look straight ahead, so
ifyou press against the wall of the door he’s
wming though, he often won’t see you.

If Yanmir does see you, either re-load the
gme or try to run to the eastern half of the
fort (Fleet Foot helps) where there are some
human-sized hallways he can’t get through.

& Menja Ketildotir, who gives Druid
promotions, and can be found east of
the fireworks seller.

® Fenja Tree-friend, who gives Ranger
promotions, and can be found near
the bank.

Yanmir’s Sky Fort Locations

No. NAME NoTES
0 Teleporter from This is the entrance.
Frosgard

8 Sage Notes These notes are found in a chest
and give hints on how to kill Yanmir.
& Yanmir's Key  This key is located on a giant
throne. Move a block of ice to jump
up and get it.
Yanmir's You can open these cells and release
Prisoners the children if you have Yanmir’s Key.
Teleporter to  This exit takes you back to
Frosgard Frosgard.
Secret Door to  This secret door looks like a
Basement bookcase.
Weak Hallway ~This is where you break the floor
supports. To get at the supports,
take the secret door at Area 6. Then,
go upstairs and lure Yanmir over
this section to make him fall through.
@ More Prisoners  Free more children from the cages
in here.

@ Chests -

g & a &




Visit this temple for the Tree of Life, an icon

needed for the Priest Promotion Quest.

Ruined Temple Locations

No. NAME
1  Entrance
#  Secret Passage
8  Tree of Life
4 lamp

Caven
@ Lift

Barrels
Chests

@e

Notes

This passage leads to the Treeof
Life. Press a button on the wall
break open the sarcophagus,
drop inside the sarcophagus
keep breaking away the floor
you fall into a lower level.
This is needed for the Priest
Promotion Quest. Press a wall
button to access it.

Touch the lamp and a genie
appears, giving you a choice of
gold, experience, an item, ora
random attribute bonus. Go for
the item—it’s guaranteed to bea
nice artifact,

A cave-in occurs here, blocking
your way back to the entrance
To drop the lift, press the butts
on each wall that corresponds
the red symbol on the centralp
(In other words, press the stara
the west wall and the di

the east wall.) Press the button
atop the central post to d




Booth

Lever

§ Firehall Room

Notes

| Envance Ticket This is where you enter the

dungeon. Talk to the old man in
the booth.

Press the lever and quickly run
through the door before the axe
trap falls.

Press the lever and quickly run
through the door before the
second axe trap falls.

Press the lever and quickly run
through the door before the third
axe trap falls.

Open the grate and swim under
the trap.

Throw the lever and quickly hop

across the plates between the lava.

Get through the door before time
expires, to avoid the axe trap.

No. NAME

@  Spinning Blade

&  Multiple Lever
Room

©  Trapped Floor

HOF

$61 Trapped Floor

@ Traps

The Dungeon of Secrets is a series of
short tests in which you get whacked
with an axe if you fail. Try it for fun, or
come here as part of the Ranger
Promotion Quest.

Nores

Throw the lever, then approach the
spinning blade. When the blade
emerges, wait for it to stop, then
run past. Avoid the axe by running
up the stairs and through the door
before time expires.

Throw the only lever that works
(ninth from the far end), and

dash through the door before

time expires.

Throw the lever, hop over the
trapped floor panel, hop across the
gaps, and get through the door
before time expires.

Jump on this lift and wait for it to
descend. At the bottom, throw a
lever and run through a door.
Throw the lever and run down

the hallway, avoiding the trapped
floor panels.




Trap Deadliness:
Treasure Value:
Creatures:

| Thieves, Vampi

" . T4 ¢

Thronheim Locations
No. NAME NoTES No. NAME Nores
Q4 Entrance to Map follows. @  VYrsa's Daughter In Act II, find Yrsa's
Thronheim City daughter here.
8  Connecting Tunnel ~ Map follows. The Connecting ® Docks -
Tunnel leads to Yorwick. @ Chests —
8 Passage to Frosgard  — @3 Cauldron —
4 Inventa Storca Map follows.
8  Mountain Pass Map follows. The Mountain

Pass leads to Thjorgard.




hght

Meditation

Spirit

fronheim is a land of moderate to difficult Liches. It’s not a bad place to test your

unsters and dungeons. The Connecting characters; if they can handle this short but
nnel and Mountain Pass both lead to other challenging adventure, they probably can

ds, but they’re also tough dungeons in and succeed in most of the game’s other areas.

ithemselves. Fight your way through both. Thronheim is where the war council takes
The Inventa Storca is a small but extremely place after all six Jarls have agreed to the

igh dungeon, featuring a number of deadly alliance.

TRAINS T0 LEVEL

Master
Master
Master
Master
Master

TeACHER NAME FAVORITE Spor
Ran Tryygvadotir Central

Bryan Hrutssen North Central
Dagny Borkdotir Central
Andvari Egilssen South Central
Fjall Bodilssen South Central




Thronheim City Locations

No. NaME Nores No. Name Nores
4 Entrance - 8 Tavenn Here you meet Thorfinn
8 Magic Shop - Skullsplitter, who gives the
&  Armor Shop - Mercenary Promotion Quest,
& Temple — and Dagfari the Peevish, who
8 Jal = wants you to deliver a messig
@ Town Portal Stone ~ — &3 Temple of Ratatosk  Deliver a message here to
% Training Hall - complete a Secondary Ques
&  Weapon Shop — 03 Desert Terror A Desert Terror bursts outof
© Town Hall Note that Kira isn’t here. this building. Let the city
She lives in her castle to guards deal with it; they'll keg
the east. appearing and arttacking it
D Library — it’s dead. Meanwhile, look
M Miscellaneous - inside the building the Tem
Magic Shop emerged from to find barres
9 Bank - @ Clover - ‘
Z well Party gains +5 Might
(permanent).

The Mountain Pass is a tough, monster-filk
location. Explore it thoroughly and kill
everything to complete a task for a Main Li
Quest (and open a land route from
Thronheim to Thjorgard).

Wolves, Imps,
Winged Mutants,

-




fisis a tough dungeon. The main prizes are
six Orbs of Linking (needed for the Orbs of
nking Secondary Quest), and the spear
uned Gungnir. The extremely potent spear
1be kept or given to Arslegard City’s
sekeeper to complete a Secondary Quest. The
psare scattered around the dungeon.
Asmall number of Thieves and Flying
iies near the entrance make this place seem
s formidable than it really is, but as you get
keper inside you deal with the Liches—and

re a handful.

There’s a lower level, where you’ll find a lot
the really good stuff, including Gungnir. Get
ere by sliding aside a floor plate.

Inventa Storca Locations
No.

SOdP

(O

NAME

Thieves, Flying Icki

kgletons, Liches

NoTES

Passage to Thronheim —

Breakable Wall
Orbs of Linking
Secret Switch

Super Secret Switch

Trap Switch

Hidden Floor Plate

Ambush

Secret Cache

Barrels
Chests

These switches open nearby
wall panels that conceal
treasure.

This switch opens a cache in
the floor slightly to the north.
Avoid throwing this “book”
switch. It knocks over the
shelves and blocks your access
to the treasure cache.

Move aside the plate to access
a ladder to the lower level.

A Lich and two Skeletons drop
from the ceiling as you
approach the Orb.

This floor cache, opened by
the “book” switch just to the
south, contains two chests.
The black chest contains the
spear Gungnir.




The section of tunnel behind the secret door is
inaccessible your first time through. You need
to go through the tunnel, enter Yorwick, then
re-enter the tunnel through the entrance near
Yorwick’s village. Only then can you reach the
secret part of the tunnel and bash open the
secret door.

Lindisfarne

Teachers

SKiLL TRAINS 0 LEVEL
Dark Magic Grandmaster
Elemental Magic Grandmaster
Light Magic Grandmaster
Meditation Grandmaster
Spirit Magic Grandmaster

Connecting T

No. NAME

1 Exit to Yorwick

8 Secret Door

8  Exit to Yorwick

& Exit to Thronheim

8 Black Chest

B3 Barrels

@  Chests
TEACHER NAME

Alanna Etzeldotir
Gudlaug Eitrissen
Annabel A’Tryht
Delano A’Lanth
Gymir Lokissen

Locations
Nores
This door can be shotor
smashed opened only fron
north side. ‘
- J
= |
Atop a strange structure
guarded by undead, isa
chest hidden in a sarcoph
It contains Spencer’s
Obedience, a potent

FAvoRITE Spor
Village
Village
Village (in a ho
Village
Village



Notgs
There are no proprietors at

these empty shops.

Map follows.
Map follows.
Map follows.

Party gains +5 Spirit resistance
(permanent).
Party gains +5 Dark resistance
(permanent).

Notes

Lindisfarne is one of two territories—along with
Yorwick—that has a good-sized village but no
actual cities. The village in Lindisfarne has
shops and teachers, but no Jarl and no Town
Portal stone.

You can reach Lindisfarne by boat, so it
isn’t as remote as Yorwick. Drop a Lloyd’s
Beacon here as soon as you arrive to facilitate
travel.

You will travel to Lindisfarne quite a lot. All
the spell skill Grandmasters are here, and if
that’s not enough, several quests require you to
visit Lindisfarne Monastery.

Along with Yorwick, this territory’s danger
level is a notch above that of most other terri-
tories. Evil Sorcerers are both plentiful and
extremely dangerous.
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. Lmdlsfarne Monastery Locations :

e 0121 [ Nores

9  Entrance - |

#  Thiorad This relic, guarded by a gro
of Monks, is needed foraMs
Line Quest.

8 Alar You find Leffery Caid here
He is vital to three different

quests.

4@ Courtyard This is where you'll find
Grehgknak the Right,
who assigns the Paladin
Promotion Quest.

8 Bell Tower Climb up as far as you can
operate the church bells.

Lindisfarne Monastery is the focal point of a
Main Line Quest (in which you must steal a
relic named Thjorad). You also visit it to
complete the Priest Promotion Quest, the
Paladin Promotion Quest, the Missing Relic
Secondary Quest, and the Summon the Dragon
Secondary Quest. Consider dropping a Lloyd’s
Beacon here during the game’s mid to late
stages.




Read the scroll on each table to determine
which book goes where. The books should be
placed as follows:

® Fortifications and their Uses goes on the
“Defense” table

& Weapons of the Ursanian Empire goes on
the “Offense” table

@ Methodology of Acquiring Information goes
on the “Intelligence” table

@ A Study in Tactical Strategy goes on the
“Strategy” table

When all four books are in the proper
spots, a bookshelf on the top floor slides aside,
letting you find a scroll with a coded message
that reads: “You can find the Book of Rules
behind the rotating bookshelf in the next
room.”

Ta’Sar Academy Locations

No. Name Nores
@ Entrance -
& Secret Door This “bookshelf” door is opened
by pressing a book that’s sticking
out very slightly. Look for it

iSar Academy contains the Book of Rules,

geded for a Main Line Quest. To reveal the carefully.

ok, solve the Books Puzzle at Area 8. To do 8 Book of Rules  This is the object you’re

s, collect the four books in Area 8, then put looking for.

iem on the appropriate tables on the two & False Book (Trap) If you approach this book you’ll

gher levels (accessed via the spiral stairs, also fall into a pit trap.

Area 8). 8  Secret Door This secret door (which must be
hacked apart) allows you to get
out of the pit from Area 4.

Secret Door -

Secret Area -

with Chests

Secret Door Open this door with a lever
located right next to it.

Books Puzzle Refer to the level description for
puzzle instructions.

© e 96




The dragon won’t show up unless you've
completed the Missing Relic Secondary Quest.
Consider saving this area for after you’ve beaten
the Main Line Quests and effectively completed
the game. The dragon is ridiculously tough, and
all but the most pumped-up characters will be
turned into burnt toast.

Yorwick

Teachers

SKILL TRAINS 10 LEVEL
Body Building Grandmaster
Disarm Trap Grandmaster
Identify Item Grandmaster
ID Monster Grandmaster
Learning Master
Learning Grandmaster
Merchant Grandmaster
Perception Grandmaster
Repair Item Grandmaster

No. Name
1  Entrance
2 Dragon
C  Black Chests

TeACHER NAME

Stev Palac

Marshall Hanford
Laina Wilan
Ragfreid Manslayer
Giorsal A’Velsi
Jenn Harrise

Bren Haukdotir
Broccan A’Ghrie
Halvar Davinssen

Note that the Winged Mutants that perio
ically appear are a good thing. They attack, and
momentarily distract, the dragon.

Dragon Cave Locations

Notes

FAvoRITE Spot
House 10
House 8
House 7
Outside
Outside
House 10
Outside
House 7
House 8
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mwick Locations
i N Notes No
| TComnecting  This tunnel leads to & House Find teachers here.
- Tumel Thronheim. ©  General Store =
8 Wiard's Lab Map follows. Enter via the D House Find teachers here.
‘ teleporter. @ To Connecting  This entrance to the Connecting
4§ (auldron Party gains +15 Dark resistance Tunnel Tunnel is old and unused. Hack
- (permanent). the boards off the door.
| (audron Party gains +15 Elemental @  Chests -
resistance (permanent).
~ (auldron The cauldron gives the party Notes
and Chest +10 Physical resistance - ‘
(permanent). Yorwick is an extremely harsh land, with tough

 Lich Lab Map follows. Visit this place if undead and Evil Sorcerers wandering the
any party members intend to countryside. The wandering monsters outside
: B cani Liches: are powerful, the creatures in the Wizard’s Lab
D House Bidsaachots heve: are brutal, and the hordes of undead in the Lich
Lab are overpowering.

Needless to say, don’t come here
unless your party is leveled up. High-
level parties will come here eventually
to find Grandmasters in several
miscellaneous skills. When you do get
here, drop a Lloyd’s Beacon—there’s
no Town Portal stone and no docks
for boat passage.
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Zombies,
Banshees,
ating E

The Wizard’s Lab is a series of areas
that are not physically connected.
Instead of hallways, the wizards use
teleporters to get from one spot to
the other.

The main teleportation system has a set of colored buttons. Press a colored button before
entering a teleporter, and you’ll reappear at the teleporter corresponding to the color you pressed
Refer to the map for a list of teleporter colors.

In addition to this main teleportation system, other teleporters take you directly from one s
to another; these have no buttons.

Wizard's Lab Locations

No. Name  Nomes No. Nave  Notes
Q  Entance  This teleporter is where you enter. 9 Blue =
g White See level description for help on Teleporter
Teleporter  using color-coded teleporters. &D Mad Wizard  After killing the Winged Mutans
8 Yellow = Robinssen  around him, talk to Mad Wiz
Teleporter Robinssen and buy a Black Orbt
@ Locked Door This door cannot be opened. Knowledge for a Secondary Qué
8 Teleporters  These two teleporters aren’t part of & Red —
the main system; they only connect Teleporter
to one another. They’re the only way Purple When you enter this area, wiza
of getting the Holy Relic. Teleporter ~ have just summoned a demon
@ Saint's Relic This small bone is lying on a table. fight is talking place. Teleports
It’s needed to complete the Missing and let both sides kill each oﬂn
Relic quest and to summon the @  Chest =
dragon in Lindisfarne. @ Pool Drink from the middle section®
¥ Green -~ give the party +5 Dark resistane
Teleporter (permanent). Drink from the no
8  Levers These levers open the cells in section to regenerate spell point

this area. and from the south section to
regenerate hit points.



blich Lab is an exceptionally difficulc area,  Lich Lab Level B (Entry Level) Locations
anks to the hordes of undead infesting it. It's No. NAME NOTES

ston the bottom level, where a few places 9 Entrance This is where you enter the
in very large, difficult-to-manage groups tich Fab Gom Yoradek.

iches and other enemies. ) 8  Blixir Ingredients,  Elixir ingredients and jars are
| Ifyou’re here to turn a party member into a fars arranged on shelves along the
#, you'll have to clean out the level. If you’re oty wall
; for combat and treasure, you'll find plenty 8  Stairs to Level A These stairs lead up to Level A.
it everywhere. & Stairs to Level C  These stairs lead down to
You enter the Lich Lab via the middle level Lavel €.

@ Chests =

Lich Lab Level A (Top Floor) Locations
No. NAME Nores

Q  Stairs from Level B —

8 Skeleton Maker If you want to create more

Liches, Floating Eyes, .
Dagrell Skeletons et

Skeletons, pulling the levers
causes new ones to appear.

8  Elixir Instructions A paper on the wall explains
how to make an Elixir of
Defedation.

& Cookpot and Burner Use the cookpot in the center
of the room to heat the jar
and ingredients, then use the
Bunsen burner in the
northeast corner to finish the
Elixir of Defedation.

@  Chests -




Lich Lab Level C (Basement) Locations

No. Name NoTES

@ Stairs to Level B -

8 Black Chest =

&  Lich Maker This machine turns party

@  Chests

Arslegard City

members into Liches; see
Chapter § for a review of
the process.

Arslegard City Locations
No. NAME Notes ,
9  Bridge fo Arslegard  This is where your party
appears if it dies aftera
point in the game. Leavi
through this bridge
party to Thjorgard.
8  Gate to City Hanndl the gatekeeperis|
& Tavern -
& Bank -
8 Magic Shop e
@ Temple —
@ Library =
@  To Bathhouse Map follows.
©  Armor Shop —
XD General Store —~
1 Weapon Shop 5
¥} Training Hall Don’t train here; it’s way
too expensive.
8 Teleporter to Hall  Map follows.
of the Gods
&3 Entrance to Tomb  Map follows.
of 1,000 Terrors
09 House of Njam Open this area with akey -
the Meddler from Krohn.




nlegard City is where the dead folk of
edian go when they die. After a certain

it in the game, your party can travel here by

ing, too. You won'’t travel here until late in

Ihis is where you’ll find the gods Fre, Skraelos,
fiohn, and Phillip the Great Honk (who's
ually just the gods’ pet goose). Reach this

w2 through a teleporter in Arslegard City. You
el back and forth from this area several

mes in the game’s later stages.

of the Gods Locations

0. NaME Nores
 Teleporter to Arslegard City —

Phillip the Great Honk —
) e Fre assigns the Divine
| Justice Secondary Quest.
d Skraclos Talk to Skraelos to
complete a Main Line
Quest.
J Koha Krohn assigns you the

game’s final major task.

Dying is a very unpleasant way of getting

here, so set a Lloyd’s Beacon on your first visit.

Even after you have access to Arslegard City,
you’ll want to return to the regular cities of
Chedian for training and to perfect your
characters’ skills.




Upper

The Bathhouse is a small but extremely tough
area, packed full of nasty critters. You can
accept a Secondary Quest that requires you to
clean this place out.

A demoness named Ebora has taken up
residence here; she’s the main source of the

problems. If you kill her Concubines (which are

quite tough), she’ll leave without personally
fighting you.

A flooded section of the main level can be
drained and accessed if you activate the Pump

Lever in the lower level.

No. NaME
To Arslegard City
To Lower Level
Steam Controller

a

2]

8

& To Lower Level
8 Movable Grating
(6]

Locked Door

@  Black Chest
@  Chest

Bathhouse Lower Level Locations |

No. NAME
2 To Upper Level
2 To Upper Level
8  Pump Lever

Colloidal Warriors,
Demons, Concubines
300

Bathhouse Upper

Level Locations
Notes

Turn this to “high” to kill
least one Colloidal Warriot

This grating leads to the
Steam Controller.
When you get this doorop
prepare to face Demons a
Colloidal Warriors.

Nores

Activate this lever to drain
section of the upper level
containing the black chest:



Ghosts, Terrors,
Colloidal Warriors

Dark Passageway is not linked to any other
irea; as a result, you can’t come and go freely.
Iistead, you’re brought here as a challenge at a
ain point, and you must fight your way
trough it to escape.
Because this is part of the Afterworld, we
fescribe it here, under the Arslegard City
wtion. We won'’t explain this place in great
erail in this section, because it’s thoroughly
aplained at the appropriate spot in Chapter 5.
lefer to this section for the map if necessary.

Dark Passageway Locations

NAME
Starting Point
Pressure Plates

Spike Pit
Mirrors

O PRF

(&

Beam Shooter

Secret Door
Door

to Open Door
Bridge Puzzle
Reset Lever

© @96

D Exit

“Skeleton” Switch

Notes

Press these in the right order

to raise a lift.

Align these mirrors so you can
shoot a beam of light and
illuminate a column.

This is the source of the

light that you’ll bounce off

the mirrors.

This switch opens the door to

the next area.

Click on this small statue of
a Terror to reset the bridge
pieces to the south to their

starting positions.
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Afterworld isn’t somewhere tha
you can freely travel to and fros
Instead, you’re taken here ata
particular point, and you must

you can leave.

As with the Dark Passage,j
find a complete walkthrought
this area in Chapter S.

The Afterworld Locations
No.

a
a8

NAME
Start Point

Jarls

Horde Warriors

Slain Warriors

Fire

Nores
Skraelos appears here with you, andst
while you perform your tasks.
The Jarls appear in these spots forju
first task, which is to apologize to th
for the betrayal.
Forad Darre and a group of Horde sl
appear here during your trials.
The bodies of the Jarls and theiry
lie in this area. Collect swords fromt
area to complete one of your tasks.
Step in here when your tasks are comp



The Tomb of 1,000 Terrors is the site of the
umdgame. It is here that you imprison Njam the
Meddler and bring the adventure to a close.

The middle level features lots of fireball-
dooting traps and statues. In most cases, avoid
fem or move by them quickly.

During the endgame, you start out on the
iddle level, move down to the lower level, then
move into a section of the middle level you
wuldn’t access before. From there you can reach
the top level, where the endgame takes place.
Chapter 5 gives you general instructions for
piting through this level. Check them our,

then refer back to this section for details on
;there things are and how they work.

(lip ===

|

I Njam the Meddler periodically shows up
if you’re bere for the endgame. Always
run away from bim instead of fighting.
After a certain amount of time he always

|| wvanishes.

| Trap Deadliness:
Treasure Value:

Terrors, Demons,
Floating Eyes
150




Tomb of 1,000 Terrors Level B (Entry Level) Locations

No. NaME
@ Entrance from
Arslegard City
8 Elevator to
Top Level
& Floor Plate Trap
& To Lower Level

8 Secret Room

@ Secret Switch

NotEs

Your ultimate goal is to get to the
top level.

Dodge the fireballs as best you can.
You need the key from Area 11 to
open this stairwell.

The secret room beyond this door
contains a black chest. Open the
door with the secret switch.

After standing on the secret floor
plate, look around to see this secret
switch on the stones bordering the
secret floor plate.

@ Secret Floor Plate Stand on this and the plate drops

& Trapped Floor

slightly, revealing the secret switch.
Run across this trapped area and
try to avoid the fireballs. There’s no
way to avoid the traps, so quick
about it!

© Animated Statues These rooms are protected by

D Puzzle Doors

fireball-shooting or lightning-
shooting statues. Run in to grab
treasure and then get out quickly.
These doors have 4x4 grids of
buttons. To open them, press the
buttons in the order shown in the
illustration, at right. If you mess up,
pull the nearby lever to reset the
puzzle. The chest behind the south-
eastern puzzle door is a black chest.

No. Name
2 Big Fight

From Lower

NoTES |
This room contains lots of enemi#
and the door seals behind you.
Creep into the room slowly to
individually draw out the Demons
and other foes. If Njam showsup,
run around until he leaves. All
chests in here are black; the mi
one contains the stairs key, Whe
you’re done, solve a puzzle door
escape. The pattern is the sames
the puzzle doors from entry 1(;
refer to the illustration below
the solution.

If you made it downstairs and

Level solved the puzzles, you can come
back up via this ramp.
3
1
4
2
Press the tiles on the puzzle doors in this sequence.




of 1,000 Terrors Level C
er Level) Locations

Nave Notes

Fi To Upper Level — —

(a Tnp Shooter ~ Avoid these giant skulls, which

shoot projectiles at regular

| intervals in a fixed direction.

9 Tap Door Switch  —

(hess Puzzle  The chess pieces on this board
move like their real-life chess
counterparts. If you walk within
their striking range, they’ll knock

You can try to cross as many times as you want, but the safe '

you off the board. See the path changes whenever the pieces move. Here's one way to get
L. 2tion below for one sals across safely on the first try; it only works with the pieces in ’

} path across the board. ther starting posiions. 4
Secrel Passage  Jump across the line of pylons to

find a little passage leading to Tip m

Area 6.
b Secret Passage  This is where the secret passage If Njam appears when you’re almost
Room leads—though there’s little reason across the chessboard, keep moving
to actually go here. forward until you’re off the board, then
7 lamp Touch the lamp to randomly jump into the water. If you retreat
exchange gold for experience instead, and the pieces knock you off; you
points. must think up another way to cross based

O Biit o Level B When you've gone through the
l maze in this area, you find a

ledge that leads around the room Tomb Of 1 000 Ten_ orS Level A

to this ramp.

i (Top Level) Locations

} No. Name Notes
@ Switch to Trap This switch appears once you've
the Meddler ~ killed all the monsters in the room.
8 ChessTrap  This trap causes the pieces to
transform into demons and attack

on the new position of the pieces.

you (regardless of how you try to
cross). Fight them.

Floor Plate Trap —

Elevator You arrive on this elevator.

oO®




CHAPTER SEVEN
CREATURES

his chapter provides detailed information on every creature and enemy.
This is a good resource for scouting your foes and determining their
strengths, weaknesses, and overall level of power.

We begin with a list of the creatures grouped according to type. These
creature groups are listed alphabetically; within each group, the creatures are
listed from weakest to toughest.

This is followed by the bulk of the chapter—a comprehensive, alphabetical
listing of every monster in the game, so you can easily find your foe and learn

how to deal with it quickly and efficiently.
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Creatures

~ Because you have this chapter, you don’t
. need to pour skill points into Identify
- Monsters.

kiinitions
fire's an explanation of the information listed
the following tables.

el Hit Points, and Armor Class

lhese three ateributes determine the creature’s
toughness.
 Level is a general measure of the creature’s
pabilities. Higher-level creatures tend to be
ore dangerous and more resistant to your
arty's attacks.

Hit points measure the creature’s ability to
ibsorb damage.
Armor class (AC) is the creature’s ability to
woid or minimize damage from your party’s

faximum Speed, Movement, and Fly

Maximum speed is the fastest the creature can
e. The value is provided in abstract “speed

Movement, always a much smaller number,
the number of “paces” the creature can move
furing each phase of turn-based combat.

Fly is simply a yes or no option; if it’s “yes,”
the creature can fly.

iack Reach, Attack Range, and Recovery

Attack reach is a measure of how far the
weature can reach with its melee attack.

Attack range is the distance the creature
an reach with its long-range attack and spells.

Attack reach and attack range are listed
in abstract units. Compare the values of
different creatures to get a sense of how
long or short each creature’s range or
reach is.

Recovery is the amount of time (again, in
abstract “game units”) the creature rests
between attacks.

Bonus

Bonus is any extra effect that the creature’s
attacks may cause. For example, some creatures’
artacks have a chance of poisoning the target or
giving it a disease. Other attacks have a chance
of breaking armor or weapons. These “extra”
capabilities are listed under Bonus.

Experience, Treasure Type, and
Treasure Level

These three categories explain the benefits
you’ll reap if you defeat the creature.

Experience is the base number of
experience points you get when you slay the
creature.

Treasure type is the type of item, if any,
you're likely to find on the creature’s body.

Treasure level is a measure of how good the
creature’s treasure is. Treasure level goes from 0
to 5; a creature with a treasure level of 5 has the
best treasure.

Attacks

This table summarizes the creature’s attacks,
both melee and long-range. Most creatures
possess both types of attack.




In the Attacks table, damage type is the
category of damage dealt by the attack
(Physical, Dark, Light, Spirit, Elemental). This
is important because your characters are more
resistant to certain types of damage than
others.

e
Boost your characters’ resistance to
various damage types by casting

protective spells and using resistance-
boosting items.

Damage is listed in a “dice” format, such as
2d4+3. In this example, the computer rolls two
virtual four-sided dice, and then adds three to
the total, to determine the damage from the
attack.

Spells

This table lists the spells the creature may cast.
Some creatures have multiple spells, while
others have none.

In the Spells table, skill level is the level of
proficiency (Normal, Expert, Master, or
Grandmaster) at which the creature casts the
spell.

Each spell requires expertise in two
different skills (such as Light and Elemental).
The primary skill and secondary skill categories
list the numerical values that the creature has
in these skills.

Resistances

Just as your characters have innate resistances
to various damage types, so do creatures. This
listing shows you which damage types, if any,
the creatures have resistances to.

Tp&=e=
When a creature bas a particularly high
resistance in one area, such as
Elemental, avoid attacking the creature
with those attacks. Use spells and
weapons that deal damage types the
creature isn’t very resistant to.

Banshees

Basilisks

S BASILISK
& FIBRASE BASILISK
KNG BASILISK

Bigfoot
BIGFoOT

SASQUATCH
| YETI

Clan Warriors

CLAN SOLDIER
R CLAN CORPORAL
(0| CLAN SERGEANT



Colloidal Warriors

| CoLLOmAL SOLDIER
! CoLLOIDAL WARRIOR
COLLOIDAL GUARDIAN

Dagrell

1 DAGRELL
“| VENoMOUS DAGRELL
$-| SPECTER DAGRELL

LESSER DEMON
GREATER DEMON

Dragonflies

DRAGONFLY MITE
| DRAGONFLY
FIRE DRAGONFLY

Dwatrves

DWARVEN GUARD
DWARVEN SOLDIER
DWARVEN COMMANDER

Evil Sorcerers
EVIL APPRENTICE

| EVIL SORCERER
| EVIL GRAND SORCERER

*| SPECTER

APPARITION

PLAIN GIANT

8 FOREST GIANT

Half-Orcs
HALF-ORC RECRUIT

| HALF-ORC SOLDIER
A HALF-OrRC CAPTAIN
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ELDER HONK
HoNk SEER
Horde Warriors
HORDE GRUNT

HorDE WARRIOR
HORDE LEADER

Ickies

S AIRBORNE ICKY
§ FLying Icky
8 ASTRAL ICKY

IMPLY
= Imp
i IMP ELDER

LicH
Power LicH
Lich King

Lizard-Orcs
LizARD-ORC

LizARD-ORC WARRIOR
8 LizARD-ORC MAGE

LoBER PoD
LoBBER PoD
(STRONGER VARIANT)
| LOBBER
IcE LOBBERCICLE
IcE LoBBER

Magreeb

MAGREEB SPAWN
MAGREEB
ARMORED MAGREEB
MAGREEB BABY

INITIATE
MoNK
REVEREND MONK

Mummies

Canoric MuMmy
EMBALMED MumMMmY
| PETRIFIED MUMMY

NAGATE HATCHLING
o NAGATE
i NAGATE ELDER

BARON
! VISCOUNT
{ Count



Nosferatu

BLOODSUCKER

Scholars

| SCHOLAR
| MASTER SCHOLAR

Sea Monsters

SEA MONSTER MALE
SEA MONSTER FEMALE

Skeletoids

SKELETOID
&8 BONE THRASHER
S8 SKULL THROWER

Skeletons

SKELETON
SKELETON WARRIOR
S SKELETON MASTER
SKELETON (GREATER)

=¥ JELLYSPORE
S GELATINOUS SPORE
8| NETTLE SPORE

AMPHIBIOUS TERROR
%™ DESERT TERROR
| REPTILIAN TERROR

Thieves

CUTPURSE
= BURGLAR
=8 BAnDIT

Town Guards

GUARD
TowN GuArD
GUARD SERGEANT
TownN GuArD 2

= | Town Guaro 3
= TowN GUARD 4

Trellborg

TRELLBORG
N KIN TRELLBORG
S ANCIENT TRELLBORG

Troglodytes

il TROGLODYTE
= TROGLODYTE WREN
™ TROGLODYTE GNOLL




Winged Mutants Unique and Unusual Characters
Creatures

Wingep Oppity

| WINGED MUTANT Weak Individuals
! | WINGED ABERRATION

These creatures and characters are all beneath
Level 10.

Wolves ALBERIK GUSMUNDSSEN
ALvAR THE CLUMSY

GREY WoOLF CLEIRACH A’LYRAE

S RED WoLF Epina A’Mor

| BLack WoLr EHWAZ

SOWELU AXELDOTIR

Mid-Level Individuals

These creatures and ch
are all at or above Level 10,
but below Level 30.

AriENH A’KLINDOR

CONCUBINE

FLORIE DE LATHARNA A’WASHADI
PHANTOM FIGHTER

TesArR OLIN

1 Powerful Individuals

| ZoMBIE

:_Q ‘ | These powerful creatures
| all higher than Level 30;

;_._ ’ s -; are much higher.

AKE THE RIGHTEOUS
BEAGAN A’GHRIE
DrAGON KING

EBORA

HROLF SPEARMASTER
RANDVER HEADCRUSHER
YANMIR



Creatures

.
e e

Resistances

DamaGe TYPE  DAMAGE RESISTANCE VALUE
300  Melee Physical 2d5+2 Physical 0
v Ranged Physical 1d5+2 Elemental
36 Dark
3 Spells: None Light
Disease (Minor) Spirit

o As

Por Ind

Resistances
S ATIAK DAMAGE TYPE  DAMAGE  RESISTANCE VALUE
150 Melee Physical 3d10+3 Physical 30
N; Ranged - - Elemental 10
36 Dark 10
o Spells g Prowary Secooary v 10
— SpRLL LeveL  Skmp  Skmp  Seirit L
4'50_0 Sparks Normal S 2
- Elemental Bolt Normal 3 1
=il - Aftacks Resistances
3 ATTAK DaMAGE TYPE  DAMAGE ~ RESISTANCE VALUE
150 Melee Physical 3d2+2 Physical ]
No  Ranged - = Elemental 5
36 Dark 5
% Spells: None ;x:; 1
B Vekindindmal Aftacks Resistances
i 3 Ak DaMAE TYPE  DAMAGE  RESISTANCE VALUE
Maximum Speed 150 Melee Physical 3d2+1 Physical 5
:;'m No  Ranged = = Elemental 5
e e = :
: Ehs 2
= s Spells: None S :
Experience

: 17 .
Treasure Type — )
Treasure Level - —'@



Type
Level

Hit Points

AC

Maximum Speed
Movement

Fly
Attack Reach

Terror
45
439
40
150

5

No
100
125
30
Afraid
3,713
Item
5

Type
Level

Level

Hit Points

AC

Maximum Speed
Movement

Fly

Attack Reach
Attack Range
Recovery

Bonus

Treasure T
Treasure Level

Annelid

Type

Level

Hit Points

AC

Maximum Speed
Movement

Fly

Attack Reach
Attack Range
Recovery
Bonus
Experience
Treasure Type
Treasure Level

Trellborg
50

525
80
200
5
No
36
60
30

4,500
Weapon
5

Ghost
44
423

150

Yes

36

60

30
Agex2
3,564
Item

Nosferatu
33

263

35

200

5

No

36

60

30

Drain SP
2,129
Random
S

ATTACK Damae TYPE  DAMAGE

Attacks
Melee Physical
Ranged Physical

Spells: None

ATTACK Damace Type

Attacks
Melee Physical
Ranged Physical

Spells: None

ATTACK Damace Type

Attacks
Melee Dark
Ranged Dark

Spells: None

ATTACK Damace TYpE

Attacks

Melee Dark
Ranged Dark
Spells g

SPELL LEVEL
Dark Grasp Master
Wound Expert

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

PRIMARY SECONDARY ="
pirit

Vi

B2 ods ot g g
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Creatures

| Ak Resisces "

MicLevel Endividual
20

120 ATTAK Damace TYPE DAMAGE  RBSISTANCE VALUE
""" 150 Melee Physical 3d2 Physical 0
' No  Ranged - . Elemental 20
36 Dark 20
0 Spells oy Prowary Scowary ek 20
i SPELL LeveL  Skmp  SkmL P 2

_ Elemental Blast Expert 6 1

7 4

Poison Clond  Master

Resistances
RESISTANCE

Melee Physical 8d6 Physical 0

N_o Ranged Physical 6d6 Elemental 0
36 Dark 0
% Spells: None Light g
Spirit 0

© Resistances

ATTACK DAMAGE TYPE  DAMAGE RESISTANCE VALUE
300 Melee Physical 2d5+8 Physical geetiadl)
Ve Ranged Physical 1d5+8 Elemental 0
36 Dark 0
> Spells: None Light 0
Disease (Moderate) Spirit 0
756
Item
i}
i et siittacks Resistances
o 12 ATTAK DamAE TYPE  DAMAGE  RBSISTANCE VALUE
Maximum Speed 250 Melee Physical 2d4+10 Physical 15
:""“ N Ranged Physical 2d4+10 Elemental 15
Attack Reach 36 Dark 15
™ ¢ Spells: None Light 15
Bonus Steal 3 (2) Spirit 15
Experience le&ose
Treasure om
Treasure T’Leg:l 7

o
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Tree Basilisks  Attacks Resistances
B oincs 7o Ama Davae Tyee  DaMace  RESISTANCE T
Maximum Speed 150 Melee Physical 2d8+2 Physical
;‘l"’"m‘m 6 Ranged Physical 2d8+2 Elemental
y No
Attack Reach 36 Dotk
Attack Ran, 60 i
Recry + o Spells  §xu  Prowry Sconoary o
nus oison (Moderate SPELL LEVEL SKILL SK]LL
563
'E‘xrzaestnc;'m Irem  Poison Normal 2 1
Treasure Level 3
T Romeual  Attacks Resistances
i Botage 0 Amx Damae T¥PE  DAMAGE  RESISTANCE
Maximum Speed 175 Melee Physical 15d4 Physical
il?ilovemcnt S Ranged Physical 9d4 Elemental
ly No
ot 5 e
A . i
— % Spells: None P
Bonus = T
Experience 3,713
Treasure Type Random
Treasure Level S
T[,g:] . Powerful lndlvxdl;:g AﬂaCkS ReSistances
- % ATTAK DAMAGE TYPE  DAMAGE RESISTANCE
Maximum Speed 150 Melee Physical 3d8+2 Physical
gc;vement N; Ranged e — Elemental
Atk Reach 36 Bk
A . i
T %  Spells: None Lighe
Bonus = st
Experience 4,500
Treasure Type =
Treasure Level =
Type Bigfoot  Attacks Resistances
e ‘% ATmAck Dawace TvPE  DAMAGE  RESISTANCE
Maximum Speed 300 Melee Physical 2d10+4 Physical
gwement 4 Ranged Physical 4d5+2 Elemental
y No
e o e
A e . i
e %  Spells: None Ligw
Bonus Stun s
Experience 756
Treasure T Random
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ST S 4

Attacks : : Resistances

ArTAcK Damace TYpE  DAMAGE RESISTANCE VALUE
Melee Physical 2d12+20 Physical 20
Ranged Physical 2d10+8 Elemental 100

S ll Dark 20
ells Light 20
P Sk ProuaRy Seconoary (B =

3000 OPELL LEVEL  SKILL  SKILL

Paralyze Bite ~ Expert i !
T S
Attacks Resistances
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE VALUE
Melee Dark 3d8+15 Physical 10
Ranged Dark 3d8 Elemental 5
Dark 100
» Spells Sk Provary Secowoary e =
o Smu Lever  SkmL Sk
Randon; Wound Expert 5 1
B e
&2 Attacks Resistances
% ATIAK DAMAGE TYPE  DAMAGE  RESISTANCE VALUE
Melee Physical 3d4 Physical S
Ranged Physical 2d4 Elemental 10
Dark 90
Spells: None Light 40
Spirit 10
B TR 3 N :
et Attacks Resistances
2 Atk DAMAGE TYPE DAMAGE  RESISTANCE VALUB
250 Melee Physical 2d4+5 Physical 10
:""“ N Ranged Physical 2d4+s Elemental 10
‘k:klnch 36 Dark 10
Range %  Spells: None Light 10
E L s s r
Experience d504
Random
i :
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Mummy Aftacks Resistances
129 ATTAK Damace TyE  DAMAGE  RESISTANCE Vuie
175 Melee Dark 3d7+6 Physical 10
Nf) Ranged Dark 9d4 Elemental
36 Dark
60 i
% Spells  suu Proury Secovouny .
sop OPHIL LeveL  SkiL  SkiL
Random Disease Normal 2 1
3
Gt Altacks Resistances
23 Ak DAMAGE TYPE DAMAGE ~ RESISTANCE
200 Melee Physical 2d8+12 Physical
Ng Ranged Physical 2d8+12 Elemental
36 Dark
¢ Spells: None Light
i Spirit
3,564
Armor
ClraWemer . Kitacks Resistances
6% ATTACK Damack TYPE  DAMAGE  RESISTANCE
200 Melee Physical 2d8+20 Physical
N Ranged Physical 2d8+20 Elemental
36 Dark
S0 Spells: None Light
i Spirit
5,184
Weapon
3
Claveaio = Aitacks Resistances
26 ATTACK DamaE TYPE  DamAGE  RESISTANCE
200 Melee Physical 2d8+4 Physical
Ng Ranged Physical 2d8+4 Elemental
36 Dark
¢ Spells: None Light
— Spirit
2,244




Wea.k Indmdual
9
40
4
150
No
36
60
30

257

Colloidal Warrior
70

945
40
200

7

No

36

60

30
Dead
8,400
Armor

Cllidal Wor

Attacks
AtTACK DAMAGE TYPE  DAMAGE RESISTANCE
Melee Physical 3d4+5 Physical
Ranged = - Elemental
Dark
Spells: None Light
Spirit

Attacks * Resistances

ArTAcK DAMAGE TYPE  DAMAGE RESISTANCE

Melee Physical 25d3 Physical

Ranged Physical 3d7+60 Elemental
Dark

Spells: None Light
Spirit

5 Attacks Resistances
525 ATTACK DaMAGE TYPE  DAMAGE  RESISTANCE
200 Melee Physical 15d3 Physical
No  Ranged Physical 3d7+25 Elemental
36 Dark
% Spells: None s;h'::.
4,506
Weapon
5
e Collodal Vaior  Attacks Resistances
- 720 ATRACK DamE TYPE DAMAGE  RESISTANCE
Maximum Speed 200  Melee Physical 20d3 Physical
. N Ranged Physical 3d7+40 Elemental
P = bt
ol 50 Spells: None lghe
Bonus Irésggg piri
Treasure Type Wea,pon
Treasure 5

Resistances

VALUE
30
30
30
30
30

VaLug
10
10
10
10
10

VALUE
20
20
20
20
20




Nobleman
65

829

40

175

k]

No

36

60

30

7,313
Random

Attack Reach 36

Attack Range 60

Recovery

Bonus Break Weapon
i 2,867

Treasure Type Irem
Treasure Level 2

A

ATTACK Damace TYPE  DAMAGE
Melee Physical 9d6+66
Ranged - =
Spells g Prowsry Seconvary
SPELL Lever  Skmp  Skimo
Sparks Normal 3 2
Elemental Bolt Normal 3 1
Attacks

ATTACK DamAGE TyPE  DAMAGE
Melee Physical 24d4
Ranged Physical 16d4
Spells: None

Acs

Atk DamaE TYPE  DAMAGE
Melee Physical 2d4+1
Ranged Physical 2d4+1

Spells: None

Attacks

Arack DamaE TYPE  DAMAGE
Melee Physical 3d7+25
Ranged Physical 1d6

Spells: None

Resistances
RESISTANCE

Physical
Elemental
Dark
Light
Spirit

r Rsces

RESISTANCE

Physical
Elemental
Dark
Light
Spirit

7 Resstances

RESISTANCE

Physical
Elemental
Dark
Light
Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit



PN 0 L e -
~ Creatu

Lot

Resistances
DAMAGE TYPE  DAMAGE RESISTANCE
Maximum Speed Melee Physical 12d6 Physical

:’“’“ N Ranged Physical 2d12+4 Elemental 30 B
Dark 30 E o
Light 50 E NS
Spells: None spiic 30
i Y Attacks Resistances Zre
T ArTAK DAMAGE TYPE  DAMAGE  RESISTANCE VALUE f
um Melee Physical 5d2+1 Physical 0
Ranged Elemental 3d2+1 Elemental 20
Dark 0
Spells sk Provary Secomary o : |
SpELL LeveL  SkmL  SkiL *‘
Elemental Bolt Normal 2 2 |

ATTACK Davae Tyee  Damace  RESISTANGE VALUE |
llll Melee Physical 3d2 Physical 0 -‘
i Ranged Elemental 2d2 Elemental 10 !
Dark 0
Spells gy Provary Secovoary 25 ,
SPELL LeveL Sk Skmr
Elemental Bolt Normal 1 1
Powertil lodse miiitacks Resistances
ame 8 v ATIMK DaMAGE TYPE  DAMAGE  RESISTANCE VALUB
Maximum Speed 500 Melee Elemental 24d8+100 Physical 120
:;"‘”“‘ e Ranged Elemental 24d8+100  Elemental 120
mw 150 S ll Dark 120
Range 250 e S P Light 120
Bonus ] Break Ami? P SKILL SECONDARY Spirit 120
R 20000  SPELL LeveL  SkmrL  SKILL
Treasure Type —  Column of Fire Grandmaster 15 15

Treasure Level S Paralyze Expert S 1 mﬂ@



N -
-
e
Fa

>

>

Maximum Speed

Movement

:lymckkuch

Attack Range
Recovery
Bonus
m
Treasure Level

Attack Range

Treasure Type
Treasure Level

Zombie
13

65

14

150

4

No

36

50

30

Disease (Major)
449

Random
5

Spells: None

* Attacks

ATTACK DamAGE TYPE  DAMAGE RESISTANCE
Melee Physical 4d2+4 Physical
Ranged Physical 4d2+2 Elemental
Dark
Light
Spells: None Spiit

Resistances

DamAGE TYPE  DAMAGE RESISTANCE
Dark 3d6+35 Physical
Dark 4d12 Elemental
Dark
SKL  PRIMARY SEcoNDARY (%
Lever  Skmp  SkimL
Expert 8 1
Resistances
Damace TyPE  DAMAGE RESISTANCE
Physical 2d7+4 Physical
Physical 2d6+4 Elemental
Dark
SKILL  PRIMARY SECONDARY ;‘:;
Levee  Skmr Sk
Expert S 1
Resistances
DamaGe TYPE  DAMAGE RESISTANCE
Physical 4d2+16 Physical
Physical 4d2+8 Elemental
Dark
Light
Spirit

Resistances




Weak Individual
1

Wesk Individeaal:
1

4
3
150
No
36
60
30
17

4

3
150
No
36
60
30
7

Arack Damage TYPE  DAMAGE
Melee Physical 4d2+8
Ranged Physical 4d2+4
Spells: None

Souldrinker

Attacks
ArTAcK

Melee
Ranged

 Attacks
ATTACK DaMAGE TYPE  DAMAGE
Melee Physical 9d6+66
Ranged = =
Spells  sxur  Prowary Secowpsry
SPELL Levir  SkmL  Skimo
Column of Fire Grandmaster 15 15

Grandmaster 12 4

Damace Type  DAMAGE
Physical 3d2+1

Spells: None

Attacks

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 3d2+1
Ranged _ =
Spells: None

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE

Resistances
RESISTANCE

HEEL]

Resistances
RESISTANCE
Physical
Elemental

Dark

Light

Spirit

Resistances

VALUE

o © ©C O o

wt Lt b

VALUE

“nn L th



\J.”m

o DXRPi

Type
Level 25

Hit Points 169
AC 25
Maximum Speed 175
Movement N
Fly No
Attack Reach 36
Attack Range 160
Recovery 30
Bonus -
Experience 1,313
Treasure Type Random
Treasure Level 4
Type Evil Sorcerer
Level
Hit Points 525
AC 45
Maximum Speed 175
Movement 5
Fly No
Attack Reach 36
Attack Range 160
30
Bonus -
Experience 4,500
Treasure Type Random
Treasure Level 4

ATTACK DamAGE TYPE  DAMAGE
Melee Physical 4d6+4
Ranged Physical 2d4+4
Spells: None

Attacks

ArTACK Damace TYPE  DAMAGE
Melee Dark 3d7+12
Ranged Dark 12d4
Spells  gxur  Prouary Seconoary
SPELL LEveL  Skmr  SkiL
Disease Expert S 1
Attacks

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 9d4

Ranged Physical 2d8+10
Spells  sxr  Prowary Seconoary
SPELL LeveL  Skmr  SkiL
Elemental Bolt Expert 6 1
Attacks

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 16d4

Ranged Physical 2d8+20
Spells  sxr  Prowary Seconoary
SPELL LeveL  SkmL  SkiL
Chain Lightning Master 10 1

Spell Reaver ~ Master 8 1

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit




Floating Eye
35

289
20
250

8

Yes

40

60

30
Asleep
2,363
Item

4

23
149
35
150
6

No
36
60
40

Poison (Strong)

Item

Treasure

34
Maximum Speed 200
Movement 2
Hy No
Attack Reach 36
Attack Range 60

30
Bonus

Disease (Minor)
216

Treasure
TmmllZvP:l 1

Attacks

ATTACK DamaGe TYPE  DAMAGE
Melee Physical 12d4
Ranged Physical 2d8+15
Spells g Prouary Seconvary
SPELL Levie  Skmr  Skmr
Elemental Blast Expert 6 1
Elemental Bolt Expert 8 1

ArAck Damace TYype  DamAGE
Melee Spirit 8d4+5
Ranged Spirit 8d5
Spells  gxmr  Prouary Seconoary
SPELL Levet  Skmn  SkiL
Fear Expert 4 1

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 2d8+6
Ranged Physical 2d8+6
Spells  gxur  Prouary Seconpary
SpELL Lever  Skmr  SkiL
Poison Normal 5 3
Attacks

ATTACK Damace TypE  DAMAGE
Melee Physical 3d4+3
Ranged Physical 3d4+1

Spells: None

Resistances
RESISTANCE
Physical

E

Resistances

RESISTANCE

Resistances
RESISTANCE

Physical
Elemental

Dark
Light
Spiri

Resistances

RESISTANCE
Physical
Elemental
Dark

Light
Spirit

VALUE
30
30

100
30
30

VaLue
20
20
20
20
20

VALUE
10

wn W n
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e Dragonfly  Attacks Resistances

s s 1> ATTAK DAMAGE TYPE  DAMAGE  RESISTANCE Vi

Maximum Speed 250 Melee Physical 6d2+2 Physical 0

govemt Y 6 Ranged Elemental 4d2+2 Elemental R/
y es

e 50 e °

. ;

Recovery o Spells  gur Proury Secowoary s :

o I 113 SPELL LeveL Sk SkiL

Treasure Type Item  Elemental Bolt Normal 4 4

Treasure Level 1

o (Midleelindwdel - Attacks Resistances

e 100 ArTack DAMAGE TYPE  DAMAGE  RESISTANCE

Maximum Speed 150  Melee Physical 3d10+3 Physical

Movement = Ranged L - Elemental

Fly No

Am Reach 36 Dark

A Ran 60 i

Recovery % Spells  gxur Prowary Seconory -

o B 1313 OPELL LEveL ~ SkmL  SKiLL

Treasure Type —  Heal Grandmaster 10 8

Treasure Level -

o i Attacks Resistances

P 3 ATIAK DAMAGE TYPE  DAMAGE ~ RESISTANCE

Maximum Speed 300 Melee Physical 2d5+4 Physical

- s Ve Ranged Physical 1d5+4 Elemental
y es

Attack Reach 36 Dark

Attack Range 50 Light

Reoores?  isease ey ODellS: None Spiit

Experience 347

Treasure Type =

Treasure Level 1

i Giant Attacks Resistances

oy 720 Ak DAMAGE TYPE  DAMAGE ~ RESISTANCE

Maximum Speed 300 Melee Elemental 2d20+35 Physical

Tt N Ranged Elemental 1d20+35 Elemental 0

ReiackRanch 15 Dark 10

Attack Range 160 Light ]

Bcoriey 3 Spells: None Spiri 1

Experience 6,300

Treasure Type -

Treasure Level 5




ATTACK DAMAGE TYPE  DAMAGE
200 Melee Physical 5d6+2
Yei Ranged Physical 2d6
36
60

Spells: None

Attacks

ArTAck DamaGe TypE  DAMAGE
200 Melee Physical 2d5+15
o Ranged Physical 4d10+30
Spells: None
i Attacks
- 22 Ak Dawace Twes  Dawace
e b Physical 2d5+20
By N: Rasgel Physical 5d10+40
Attack Reach 36
Bonus Break Armor SpeHS. None
Experience 11,596
tem
Trumerlzs:l 5

%0 Amax DAMAGE TYPE  DAMAGE
350 Melee Dark 3d6+20
NZ mged Da.rk 3d12
36
% Spells g Prowary Seconpary
— SeELL LeveL  Skmr  SkiL
ngeii Fear Expert 4 1

Resistances
RESISTANCE

Physical
Elemental

Dark
Light
Spiri

Resistances

RESISTANCE

Physical
Elemental

Dark
Light
Spirit

Resistances
RESISTANCE
Physical
Elemental

Dark

Light

Spiit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

VALUE
50
10

100
10
10

VALUE
30
30
10
15
10

VaLug

25
40
40
40
40

VALUE
30
50
50
50
50
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o Gezzampe  Attacks Resistances
o 5 Amax DAMAGE TYPE  DAMAGE  RESISTANCE Vi
Maximum Speed 200  Melee Physical 2d5+10 Physical bl
g;""““‘ N Ranged Physical 3d10+20  Elemental ¥
Attack Reach 36 Dark 30
Attack Range 60 Light 30
Recov 30 » = 2
Bonul“y Break Armor Spells’ None Spirit Ell
i 563
Treasure TIZvP:l Item
Treasure 4
] G Attacks Resistances
i e ATmack DamacE TyPE  DAMAGE  RESISTANCE
Maximum Speed 200 Melee Physical 5d13 Physical
:;vement N(7> Ranged Physical 1d7 Elemental
Attack Reach 36 S ll Dark
Eiukip ¢ ODEUS  Sup  PriMARY Seconpary Lish
Spirit
Bonus Disease (Minor)/Afraid SPELL LEVEL Skir Sk P
900
Treasure TYP¢l Tter Fear Normal 2 1
Treasure Level 4
Ghoul
L] Ghey’ Attacks Resistances
- 5 ATTACK DamAGE TYPE DAMAGE  RESISTANCE
Maximum Speed 200 Melee Physical 6d13 Physical
:{l;vement No Ranged Physical 2d7+2 Elemental
Attack Reach 36 S ll Dark
St R ¢ OPEUS  Sgmp  PRMARY SECONDARY Lisht
Bonus Paralyze/Afraid  SPELL Lever  Skmp  Skmp S
Treasure Typ:l lrem Paralyze Expest > -
Treasure Lev 5 Disease Expert 5 1
s Pemon Attacks Resistances
i LSS ATTACK Damace TyPE  DAMAGE  RESISTANCE
Maximum Speed 200 Melee Elemental 12d5+15 Physical
Movement 5 Ranged Elemental 12d5+15 Elemental
Fly No
Attack Reach 40 Dark
Attack Range 60 Light
Resorecy 30 Spells: None Spirit
Experience 9,563
Treasure Type Item




Wolf

Town Guard
11

52

16

250

4

No

36

60

30

347

Town Guard
33

263

36

250

30

Break Weapon
2,129

Armor

Experience
Treasure Type

Bonus
Tl‘mlgnl

Town Guard

uardSecgeant
Type

‘ 19
Hit Points 112
AC 24
Maximum Speed 250
Movement 4
Fly No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus e
Experience 827
Treasure Type Weapon
Treasure Level 2

&

Attacks
ATTACK Damace TYPE  DAMAGE
Melee Physical 2d12+12
Ranged Physical 1d10+2
Spells  qxur  Privary Seconoary
SPELL Levee  Skmr  SkmL
Poison Bite Normal 2 2
Attacks
ATTACK DamAGE TYPE  DAMAGE
Melee Physical 3d3+S
Ranged Physical 3d3+3
Spells: None
Attacks
ATTACK DamaGe TYPE  DAMAGE
Melee Physical 3d3+20
Ranged Physical 3d3+10
Spells: None

e
Attacks
ATTACK DamAGE TYPE  DAMAGE
Melee Physical 3d3+10
Ranged Physical 3d3+5

Spells: None

Resistances

RESISTANCE VALUE
Physical 10
Elemental 100
Dark 10
Light 10
Spirit 10
Resistances

RESISTANCE VALUE
Physical 10
Elemental 10
Dark 10
Light 10
Spirit 10
Resistances

RESISTANCE VALUE
Physical 30
Elemental 30
Dark 30
Light 30
Spirit 30

';‘j ey ey

Resistances

RESISTANCE VALUE
Physical 20
Elemental 20
Dark 20
Light 20
Spirit 20




.
=1 AU UIUL

Fl No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus -
Experience 1,224
Treasure Type Weapon
Treasure Level 1
Type Honk Worshipper
Level 15
Hit Points 79
AC 10
Maximum Speed 150
Movement S
Fly No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus -
Experience 563
Treasure Type Random
Treasure Level 1

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 3d3+14
Ranged Physical 3d3+7
Spells: None

Attacks

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 3d3+6
Ranged Physical 3d3+3
Spells: None

Attacks

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 3d3+10
Ranged Physical 3d3+5
Spells: None

Attacks

ATTACK DAMAGE TYPE  DAMAGE
Melee Physical 4de6
Ranged Physical 2d4

Spells: None

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Vi

0
2
2
20



_Creatures

Im Honk Worshipper  Attackg Resistances
g 223 Ak Damace TYPE  DAMAGE  RESISTANCE

Maximum Speed 150  Melee Physical 4d6+8 Physical 20 : ~
:7""""‘ N Ranged Physical 2d4+8 Elemental 15 \:‘.3"*:- :
Attack 36 Dark 15 B »
Atack 60 Light 15 PN
30 Spells: None spirit 15 =
1,800 e
Random E e
2 P
Horde Warrior — Attacks Resistances
276 ATTAK DaMAGE TyPE  DAMAGE  RESISTANCE VALUE
200 Melee Physical 2d6+2 Physical S
N Ranged Physical 2d6+2 Elemental 5
36 Dark 5
60 Light 5
30 Spells: None spiit s
i
Horde Warrio® Attacks Resistances
o0 ATIAK DAMAGE TYPE  DAMAGE  REBSISTANCE VALUE
200 Melee Physical 3d7+3 Physical 15
N Ranged Physical 3d7+3 Elemental :
5 =
Light
30 Spells: None Spiit

e HoseWros:  Ritacks Resistances

- % A Damace TYPE  DAMAGE  RESISTANCE VALUE

Maximum Speed 200 Melee Physical 3d6+3 Physical 10

;‘;‘"“"‘ N Ranged Physical 3d6+3 Elemental 10

m Reach 28 Dark 10
Range Light 10

oy 3 Spells: None spirit 10

Experience 5 3,564

Treasure eapon

Treasure IIZS:I ® 2




Powerful Indjvidx;a‘i At[aCl(S ReSiStanceS
T 276 ATTACK DAMAGE TYPE  DAMAGE  RESISTANCE Yaure
Maximum Speed 150 Melee Physical 5d4+10 Physical 0
g;vemmt N:) Ranged Physical 5d3+10 Elemental 0
goiges % i :
A ge Light 0
Recovery 30 Spells: None Spire 0
i 2,244
T T =
Tosommts Lot 3
e Lobber Attacks Resistances
R e 190 ArTack Davae Tyee  Damace  RESISTANCE
Maximum Speed —  Melee Physical 3d7+10 Physical
:;vement Ng Ranged Elemental 2d7+10 Elemental
Attack Reach = Ukt
Astack Range o SPellS g Prowsry Sconpamy sk
ery . Spird 0
Bonus Poison (Moderate) SPELL LEVEL SKILL SK[L[, L
ltge?g Elemental Bolt Expert 6 1
1
Type Lobber Attacks Resistances
B s % Amx Damae T¥pE  DAMAGE  RESISTANCE
Maximum Speed 225 Melee Physical 3d7+5 Physical
;llovement 4 Ranged Elemental 2d7+5 Elemental
y No
Attack Reach 24 ey
Attack Range 60 Light
Recov . 5.a
Bonmlefy Poison (We:i(; Sp ells' None o
Expefignu 449
Treasure Type —
Treasure Level 1
e mp  Attacks Resistances
o To  ATTAK DamAGE TYPE  DAMAGE RESISTANCE
Maximum Speed 150 Melee Physical 1d9+2 Physical
gmmmt 3 Ranged Physical 4d2+2 Elemental
y No
Attack Lunch g g e
Attack Range Light
R 30 . ogd
Recorery carse S Spells: None Spicc
Experience 144
Treasure Type =
Treasure Level 1
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Creatures

Attacks Resistances

15 ATk DAMAGE TYPE DAMAGE  RESISTANCE VALUE
150 Melee Physical 1d9+4 Physical 15
Ranged Physical 4d2+4 10

Spells: None

Resistances

AtTAck DAMAGE TYPE  DAMAGE RESISTANCE VaLUE
150 Melee Physical 1d9 Physical
3 Ranged Physical 4d2

Spells: None

Resistances

ATTACK DAMAGE TYPE  DAMAGE RESISTANCE VALUE
200 Melee Physical 9d4 Physical 10
4 puneed < 3 , ; e
Dark 5
Spells g Prouary Seconoary v S
SPELL Levee  SkmL  SkiL " $
Sparh Normal 4 1
i e Attacks Resistances
i 79 ATIAK DAMAGE TYPE  DAMAGE  RESISTANCE VALUE
Maximum Speed 200 Melee Physical 5d6 Physical 10
s o Ranged Physical 2d4 Elemental 10
e R 5 45 :
t
gaomey 30 Spells: None Spirit s
Experience 563
Treasure Type t




" Basilisks
30

225

AC 40
Maximum Speed 150
Movement 6
Fly : No
Attack Reach 36
Attack Range 60
: 40

Bonus Poison (Strong) x 2
Experience 1,800
Treasure Type Item
Treasure Level 4
Trellborg

35

289

60

200

3

No

36

60

30

2,363

Weapon

S

Demon

70

Hit Points 945
AC 60
Maximum Speed 200
Movement 7
Fly No
Attack Reach 40
Attack Range 60
Recovery 30
Bonus —
Experience 8,400
Treasure Type Item
Treasure Level -]
Type Lich
Level 45
Hit Points 439
AC 15
Maximum Speed 200
Movement S
Fly No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus -
3&7 13

Treasure Type Random
Treasure Level §

ATTACK DamAGE TYPE  DAMAGE RESISTANCE Valce
Melee Physical 3d8+10 Physical 30 |
Ranged Dark 2d8+10 Elemental 0
Dark 0
Spells S Prwary Secovoary L »
SPELL LeveL  SkmL  SkimL et &
Poison Expert 8 5 1
Attacks Resistances
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE
Melee Physical 7d6+25 Physical
Ranged Physical 4d10+10 Elemental
Dark
Spells: None ?,’.‘;
Attacks esistances
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE ’
Melee Elemental 10d5+10 Physical
Ranged Elemental 10d5+10 Elemental
Dark
Light
Spells: None Spirit
Attacks Resistances
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE
Melee Spirit 3d8+6 Physical
Ranged Spirit 3d8+6 Elemental
Dark
Spells  §yu  Proury Secovoary visk
SPELL LeveL  Skmr  SkmL Splskt
Fear Expert 6 1



Creatu Ies

Resistances

55 ATTACK Damace TYPE  DAMAGE RESISTANCE VALUE

200 Melee Dark 5d8+20 Physical 30

N Ranged Dark 5d8+20 Elemental 30

36 Dark 30

o0 Spells  gxu  prowary Sconomry viame 30

Insane  GPELL Leve  Skmi Sk Seint 30
Rax?&iln:z Dark Grasp Master 10 1

Master 8 S

Resistances

ArTack Damace TvpE  DAMAGE RESISTANCE VALUE
200 Melee Physical 4d5+20 Physical 20
Ne Ranged Physical 4ds+10 Elemental 0
36 Dark 20
60 Light 100
30 Spells: None Spiit 20

Attacks Resistances
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE VALUE
---- 200 Melee Physical 4d5+40  Physical 40
4 Ranged Physical 4ds+20 Elemental 0
Dark 40
Light 100
Spells: None Spirit 40
limesRiat o tiacks Resistances
s 720 ATIAK DAMAGE TYPE  DAMAGE  RESISTANCE VALUE
Maximum Speed 200 Melee Physical 4d5+30 Physical 30
g"""“ No Ranged Physical 4ds+15 Elemental 0
B p s "
Light 100
Raney 30 Spells: None spiri 30
Experience 6,300
Treasure Type Weapon




Type Lobber
Level 7
Hit Points 29
AC 10
Maximum Speed -
Movement -
Fly No
Attack Reach -
Attack Range 60
Recovery 30
Bonus Poison (Weak)
Experience 179
Treasure Type Item
Treasure Level 1
Type Lobber
Level 1
Hit Points Rl
AC 3
Maximum Speed 225
Movement 4
Fly No

Attack Reach 30
50

22
139
12
150
No
36
60
40

1,056
Random
3

Magreéb

ATTACK DamaGe TYPE

Spells  sxr  Privary Seconmary
SkiL  SkiL

AtTACK Damace Typg

Attacks

Melee Physical
Ranged Dark
SPELL LBVEL
Poison Normal
Attacks

Melee Physical
Ranged Dark

Spells: None

ZV  Attacks
ATTACK Damace Type

ATTACK Damace Type

Melee Physical
Ranged Dark
Spells: None
Attacks

Melee Physical
Ranged Physical

Spells: None

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

[ T

0
0
0
0
0

0
]
0
0
0



_ Creatures

Treasure Level

Type
Level

Hit Points

AC

Maximum Speed
Movement

fly

Attack Reach
Attack Range
Recovery

Bonus

ience
Treasure
Treasure Level

T

Level

Hit Points

AC

Maximum Speed
Movement
Fly

Attack Reach
Attack Range
Recovery
Bonus
Experience

Treasure Type
Treasure Level

Magreeb
50

100

18

150

No

36

60

30

100
Random
3

Magreeb
16

87

10

150

No

36

60

40

624
Random
3

Scholar
28

202

24

150

No

36

60

30

1,596

Random
2

Monk
289
18
200

No
36

30

2,363
Item

Attacks

ATTACK Damae TYPE  DAMAGE
Melee Physical 6d10
Ranged Physical 4d6

Spells: None

Attacks

ATTACK DaMAGE TYPE  DAMAGE
Melee Physical 3d6
Ranged Physical 2d6

Spells: None

Attacks

ATTACK Damace TYeE  DAMAGE
Melee Physical 3d4+4
Ranged Physical 2d4+4

Spells: None

Attacks

AtTACK Damae TYPE  DAMAGE
Melee Physical 12d4
Ranged — -
Spells g Prouary Seconmary
SPELL LEvEL  Skmr  Skir
Sparks Expert 6 1

Bless Expert Vi 3

Resistances
RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE

Physical
Elemental
Dark

Light

Spirit

b 4

Resistances
RESISTANCE
Physical
Elemental

Dark

Light
Spirit

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

‘_‘{ fi

VALUE
15
10
10
10
10




Nagate

Level 10
Hit Points 45
AC 15
Maximum Speed 150
Movement 3
Fly No
Attack Reach 30
Attack Range 50
40

Bonus Poison (Moderate)
Experience 300
Treasure Item
Tmm 1

72
20
150
3
No
30
50
40
Poison (Strong)
504
Irem

Nagate

¥ 6

24

12

Maximum Speed 150
3
No
30
50

40
Poison (Weak)
144

T : Type It
reasure em
Treasure Level 1

Nage Attacks

Attacks

ATTACK Damace TyPE  DAMAGE
Melee Physical 3d3+4
Ranged Physical 3d2+3
Spells: None

ATTACK DamAGE TYPE  DAMAGE
Melee Physical 3d3+8
Ranged Elemental 3d2+6
Spells: None

Attacks

ATTACK DamAGE TYPE  DAMAGE
Melee Physical 3d3
Ranged Physical 3d2
Spells: None

Attacks

ATTACK Damace TYpE  Damace
Melee Physical 5d6+4
Ranged Physical 2d6+3

Spells: None

VaLte

0

0

Dark 0
: 0
iri 0

Resistances

RESISTANCE

Physical
Elemental

Dark
Light
Spirit

Resistances

RESISTANCE

Physical
Elemental

Dark
Light
Spiri

Resistances
RESISTANCE
Physical

Elemental
Dark
Light

Spirit




Floating Eye
50

525
40
250

8

Yes

40

60

30
Insane

T Mumm

v b
Hit Points 360
AC 34
Maximum Speed 175
Movement S
Hy No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus =
Experience 3,000
Treasure Type Random
Treasure Level 3

Type Mid-Level Individual
Level 20

Hit Points 120
AC 18
Maximum Speed 150
Movement 4
Fly No
Attack Reach 36
Attack Range 60
Recovery 45
Bonus =
Experience 900
Treasure Type —
Treasure Level 2

Attacks

ArTAcK
Melee
Ranged

Spells

SPELL
Paralyze
Curse

e R T T
o

ttacks
ATTACK
Melee
Ranged
Spells
SPELL

Fear

Attacks

ATTACK
Melee
Ranged
Spells
SPELL

Curse
Paralyze

Attacks
ATTACK

Melee
Ranged

DamaGE TYPE  DAMAGE
Spirit 14d4+15
Spirit 14d15

SKILL ~ PRIMARY SECONDARY

Levie  Skmp  SkiL

Expert 10 1
Master 8 5

DaMAGE TYPE  DAMAGE
Spirit 10d4+10
Spirit 10d10

SKILL ~ PRIMARY SECONDARY

LeveL  Skmp  SkiL
Expert b 1

DamAGE TYPE  DAMAGE
Dark 3d7+18
Dark 16d4

Skl PriMARY SECONDARY

LeveL  Skmp  SkiL
Master 12 3
Master 10 1

Damace TyrE  Damace
Physical 5d3+6
Physical 3d3+6

Spells: None

Resistances

ResisTANCE
Physical
Elemental
Dark

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

VALUE

100

VALUE
40
100
30
40
40

VALUE
30
40
40
40
40

VALUE
10
10
10
10
10




Type Powerful Individual
40

360
15
150
No
36

60
30

3,000

Wolf
30
225
25
300
L
No
36
130
40

1,800

Resistances

Attacks
ATTACK DamAGE TYPE  DAMAGE RESISTANCE Vol
Melee Elemental 2d20+25 Physical 30
Ranged Elemental 1d20+25 Elemental 0
Dark 100
Li; 0
Spells: None o y
Attacks Resistances
ATTACK DamaGe TYPE  DAMAGE RESISTANCE
Melee Dark 4d8+12 Physical
Ranged Dark 4d8+12 Elemental
Dark
Spells gy Prowary Sconomry vt
SPELL LeveL  SkmL  SkimL Splee
Curse Expert 7 S
Attacks Resistances
ATTACK Damace TYPE  DAMAGE RESISTANCE
Melee Physical 8d4+15 Physical
Ranged Physical 5d3+25 Elemental
Dark
Spells: None ﬁ
Attacks Resistances
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE
Melee Physical 2d12+16 Physical
Ranged Physical 1d10+6 Elemental
Dark
Spells g Prowary Sconoary v
SPELL Levee  SkmL  SkmL Spint
Disease Bite Expert 4 3




Terror

60

720

60

150

6

No

100

125

30

Paralyze

6,300

Armor

Ghoul

38

331

30

200

7

No

36

60

30

Paralyze/Afraid

2,736

Item

S

Monk

”l;:l 50
Hit Points 525
AC 30
Maximam Speed 200
Movement 4
Fy No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus —
Experience 4,500
Treasure Type Item
Treasure Level 3
Zombie

i 5
Hit Points 40
AC 8
Maximum Speed 150
Movement 4
Hy No
Attack Reach 36
Attack Range 50
Recovery 30
Bonus Disease (Moderate)
Experience 257
Treasure Type Random

Treasure Level 2

Attacks
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE
Melee Physical 14d6 Physical
Ranged Physical 2d12+8 Elemental
Dark
Light
Spells: None Spirit
Attacks Resistances
ATTACK DamAGE TYPE  DAMAGE RESISTANCE
Melee Physical 7d13 Physical
Ranged Physical 3d7+4 Elemental
ll Dark
Spells ki Provary Secowoary s
SPELL LeveL  SkmL  SKiL ppees
Fear Master 10 1
Attacks Resistances
AtTACK DAMAGE TYPE  DAMAGE RESISTANCE
Melee Physical 16d4 Physical
Ranged — - Elemental
ll Dark
Spells i Prowary Secowpary g
SPELL LeveL  Skmr Skt S
Natural Armor Master 10 2
Heal Master 7 1
Attacks Resistances
ArTack Damace TYPE  DAMAGE RESISTANCE
Melee Physical 2d7+2 Physical
Ranged Physical 2d6+2 Elemental
Dark
Light
Spells: None spirit

Resistances

VALUE
100
50
50
70
50

VALUE
30
50

100
50
50

VALUE
20
15
15
15
15

VALUE
20
100
20
20
20




202

28

300

4

No

40

60

30

Stun

1,596

Random

5

Scholar

20

120

18

150

No

36

60

30

900

Random

Sea Monster

70

Hit Points 945

AC 80

Maximum Speed 200

Movement 8

Fly No

Attack Reach 36

Attack Range 130

Recovery 30

Bonus -

Experience 8,400

Treasure Type Item

Treasure Level 3

Type Sea Monster

Level 50

Hit Points 525

AC 60

Maximum Speed 200
Movement

Fly No

Attack Reach 36

Attack Range 130

Recovery 30

Bonus -

Experience 4,500

Treasure Type Item

Treasure Level 2

ATTACK DamaGE TYPE  DAMAGE RESISTANCE
Melee Physical 3d10+6 Physical
Ranged Physical 5d5+4 Elemental

Dark

Light
Spells: None Spirit
Attacks Resistances
ATTACK DAMAGE TYPE  DAMAGE RESISTANCE
Melee Physical 3d4 Physical
Ranged Physical 2d4 Elemental

Dark
Spells: None ;ﬁ
Attacks Resistances
ATTACK Damae TYPE  DAMAGE RESISTANCE
Melee Physical 6d15 Physical
Ranged Physical 4de6 Elemental

Dark

Light
Spells: None spirit
Attacks Resistances
ATTACK Damace TYPE  DAMAGE RESISTANCE
Melee Physical 5d1s Physical
Ranged Physical 2d6 Elemental

Dark

Light
Spells: None Spirit

Resistances




Maximum Speed
Movement

Fly

Attack Reach
Attack Range
Recovery

bouus

Experience
Treasure Type

Treasure Level

Skeleton (Greater)
i

Hit Points

AC

Maximum Speed
Movement

Hly

Attack Reach
Attack Range
Recovery

Bonus

Experience
Treasure Type
Treasure Level

Ghost
33
263
25
150

7

Yes

36

60

30
Afraid
2,129
Item
2

Skeletoid
8

11

Skeleton
16

87

12

200

4

No

36

60

30

624
Weapon
2

Skeleton
40
360
30
200

4

No
36

60

30
3,000

Weapon
2

Attacks

ATTACK Damace Type
Melee Dark
Ranged Dark

Spells: None

Attacks

ATTACK Damace Type
Melee Physical
Ranged Physical

Spells: None

Attacks

ArAck DamAGe Type
Melee Physical
Ranged Physical

Spells: None

Attacks

ATTACK Damace Type
Melee Physical
Ranged Physical

Spells: None

Resistances

RESISTANCE

Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

=

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

g "
TP

VALUE
10
10

100
10
10

VALUE

50
90
50
50




188 :

22
139
20

30

Resistances

ATTACK DaMAGE TYPE  DAMAGE RESISTANCE
Melee Physical 2d12+8 Physical
Ranged Physical 2d12+4 Elemental

Dark

Light
Spells: None Spirt
Attacks Resistances
ATTACK DamaGE TYPE  DAMAGE RESISTANCE
Melee Physical 2d12+4 Physical
Ranged Physical 2d12+2 Elemental

Dark

Light
Spells: None Spiit
Attacks Resistances
ATTACK Damace TYPE  DAMAGE RESISTANCE
Melee Physical 3d4 Physical
Ranged Physical 2d4 Elemental

Dark
Spells: None ﬁ
Attacks Resistances
ATTACK DamAGE TYPE  DAMAGE RESISTANCE
Melee Physical 3d2+1 Physical
Ranged = = Elemental

Dark
Spells S Proway Seconoary i
SPELL Leve  Skmp  Skmp P
Heal Master 7 6

-
- |° ,8 =



Yes

36

60

30
Unconscious
5,363

[tem

Dagrell
79

1,174
40
400

6

No

36

60

30
Break Item
10,547
Item

Attack Reach 36
Attack Range 60
Recovery 30
Bonus —

i 7,313

nce
Treasure Type [tem
Treasure Level 5

Tesar Olin
Type

Mid-Level Individual

Hit Points 79
AC 9
Maximum Speed 150
Movement =
Fly No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus =
Experience 563
Treasure Type —
Treasure Level -

Attacks

ATTACK
Melee
Ranged
Spells

SPELL
Dark Grasp

Attacks
ATTACK
Melee
Ranged
Spells

SPELL
Paralyze

Attacks

ATTACK
Melee
Ranged
Spells
SPELL

Fear

Attacks

ATTACK
Melee
Ranged

DamAGe TyPE  DAMAGE
Dark 12d4+12
Dark 3d6+6
SKILL ~ PRIMARY SECONDARY
LEveL  SkmL  SkiL
Master 10 4
DamaGe TYPE  DAMAGE
Physical 3d7+60
Physical 5d6
SKIL ~ PRIMARY SECONDARY
LEveL  SkmL  SkiL
Expert s 1

DamaGe TYrE  DAMAGE
Dark 3d6+50
Dark 6d12
Sk~ PRIMARY SECONDARY
LEveL  Skimr  SKiL
Master 10 1

DamAGe TYPE  DAMAGE
Physical 6d4+5
Physical 5d3+10

Spells: None

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

VALUE
20
20

100
20
20

VALUE
100
50
90
50
50

VALUE
70
20

100
20
20

VALUE
20
10
10
10
10
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e Thel  Attacks Resistances
i g % ATIAK DamAGE TYPE  DAMAGE  RBSISTANCE
Maximum Speed 200 Melee Physical 3d4+6 Physical
S —_"— 2 Ranged Physical 3d4+3 Elemental
y No
Attack Reach 36 Dark
Attack Range 60 Light
30 ’ o
Bonus Disease (Moderate) Spells' None Spirit
Experience 396
T —
Tressure Lol I
B Theat  Attacks Resistances
- % Armack Damace TYPE  DAMAGE ~ RESISTANCE
Maximum Speed 200 Melee Physical 3d4+12 Physical
gc;vment N(Z) Ranged Physical 3d4+6 Elemental
— S =
A e Light
Recov 30 . i
Bmm.:fy Disease (Moderate) Spe“s' None Spirit
i 756
T
emendiin e
oo Town Guard Attacks Resistances
o T Amax DaMAGE TYPE DAMAGE  RESISTANCE
Maximum Speed 250 Melee Physical 3d4+4 Physical
govement N4 Ranged Physical 2d4+4 Elemental
o
- R -
A ge Light
ey 3 Spells: None Spict
Experience 504
Treasure Type Weapon
Treasure Level
o Towa Guid  tiacks Resistances
o 120 ATTAK DamGE TyPE DAMAGE  RESISTANCE
Maximum Speed 250  Melee Physical 5d3+6 Physical
]‘,‘l;"m“' N Ranged Physical 3d3+6 Elemental
e & s
Al ge Light
Bacomey 3 Spells: None Spirc
Experience 900
Treasure Type Weapon




Town Guard
34

276

16

250

4

No

36

60

30

Town Guard
Level 37
Hit Points 317
AC 30
Maximum Speed 250
Movement 4
Hy No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus Break Weapon
' Experience 2,609
Treasure Type Armor
Treasure Level 2
Trellbor:
e i
Hit Points 139
AC 40
Maximum Speed 200
Movement 5
Hy No
Attack Reach 36
 Attack Range 60
' Recovery 30
~ Bonus -
-~ Experience 1,056
Treasure Type Weapon
Treasure Level S
Trglodyte
Type Troglodyte
Level 10
Hit Points 45
AC 10
Maximum Speed 150
Movement 3
Fly No
Attack Reach 36
Attack Range 60
Recovery 30
Bonus -
Experience 300
Treasure Type Random
Treasure Level 1

Attacks

ArTAcK Damace Type
Melee Physical
Ranged Physical

Spells: None

Attacks

ATACK DamaGe Tye
Melee Physical
Ranged Physical

Spells: None

Attacks

ATTACK Damage Type
Melee Physical
Ranged Physical

Spells: None

Attacks

ATTACK DamaGe TypE
Melee Physical
Ranged Spirit

Spells: None

DAMAGE
3d8+4
2d8+4

DAMAGE
5d3+14
3d3+14

DAMAGE
5d6+20
3d10+5

DAMAGE
3d7+4
3d7+2

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

VALUE

wn L Lt e n

VALUE
30
30
30
30
30

VALUE
10

10
100
10

VALUE

10
10
10




S Micht AManie D

ey 3
Troglodyzt: ReSiStaIlCCS
- o Ak DaMAGE TYPE  DAMAGE  RESISTANCE Vi
Maximum Speed 150 Melee Physical 3d7+8 Physical 1§
%‘l‘;"“"“" N Ranged Dark 3d7+4 Elemental 1s
Attack Reach 36 Dark 30
g ® Spells g Prowary Secowary Light »
Bonus Poison (Weak)  SPELL LeveL  Skmr Sk Sl &
?xpeﬂenc;m Ranl &202;1: Disease Expert 6 |
Treasure Level 2
Troglodyte  Attacks Resistances
7 ATTAK DamacE TYPE  DAMAGE  RESISTANCE i
Maximum Speed 150 Melee Physical 3d7+6 Physical 10
Ng Ranged Elemental 3d7+3 Elemental 10
36 Dark 20
0 Spells g Prowary Secowpmy s u
30 Spirit 0
—  SPELL LEVEL ~ SKmL  SKiL T
Rart d?)srg Poison Normal 3 1
1
e Nosteraie  Attacks Resistances
- ane 9 ATTAK DAMAGE TYPE  DAMAGE  RESISTANCE
Maximum Speed 200 Melee Dark 3d8+35 Physical
:‘l;"“‘““ o Ranged Dark 3d8+35 Elemental
Attack Reach 36 Dark
el 0 Spells gy Proury Ssconary v
Bonus Drain SP SPELL Lever  Skmr  Skir Tk
.f.z‘:;emw Ra : &{;g Souldrinker Grandmaster 12 4
Treasure Level S Wound Master 10 1
1] Dagrel Attacks Resistances
= %% ATTAK DAMAGE TYPE  DAMAGE  RESISTANCE
Maximum Speed 400 Melee Physical 3d7+40 Physical 100
:.‘l;'m' Nc6> Ranged Physical 3d6 Elemental 0
Attack Reach 36 Dark 90
- & Spells o Prowary Secowoamy Light 9
Bonus Break Armor  SPELL Deve  Skmr  Skmp et 2
mm 6['[15()“71 Fear Expert 5 1
Treasure Level 3



Nobleman

55

Hit Points 619
35

Maximum Speed 175
Movement 5
fly No
Attack Reach 36
Attack Range 60
30

Experience 5,363
Treasure T Random
Treasure Level 3

Aberration

Type

Winged Mutant
Level 51

Hit Points 544
AC 40
' Maximum Speed 350
Movement 7
Fy Yes
Attack Reach 36
- Attack Range 200
Recovery 30
Bonus Break Armor
 Experience 4,667
Treasure Type Item
Treasure Level 5

Dhged Mutant

Winged Mutant
39

lli! Points 346
AC 30
Maximum Speed 350
Movement 7
Fy Yes
Attack Reach 36
Attack Range 200
Recovery 30
Bonus —
Experience 2,867
Treasure Type Item
Treasure Level 4

M(’d‘lﬂy

Winged Mutant
27

Hlt Points 191
AC 20
Maximum Speed 350
Movement 7
Fly Yes
Attack Reach 36
Attack Range 200
Recovery 30
Bonus —
Experience 1,499
Treasure Type Irem

Treasure Level 4

Attacks

AtTACK Damace TyPE  DAMAGE
Melee Physical 18d4
Ranged Physical 12d4

Spells: None

Attacks

ATTACK Damace TyrE  DaMAGE
Melee Physical 5d10+30
Ranged Physical 5d10+30
Spells g Pruuary Seconpsry
SPELL LeveL  Skmr  SkiL
Sparks Master 9 7
Attacks

ATTACK DamaGe TyrE  DAmAGE
Melee Physical 4d10+25
Ranged Physical 4d10+25
Spells  gxu1 PRy Seconmary
SPELL LeveL  Skmr Skt
Sparks Expert 6 4
Attacks

ATTACK Damace TyrE  DAMAGE
Melee Physical 3d10+20
Ranged Physical 3d10+20
Spells  xur PRy Seconoary
SPELL Lever  Skimr  SkmL
Sparks Normal 3 2

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances
RESISTANCE
Physical

Elemental

Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

Resistances

RESISTANCE
Physical
Elemental
Dark

Light

Spirit

VALUE
20
30
30
30
30

VALUE
40
30
30
30

100

VALUE
30
20
20
20
20

VALUE
20
10
10
10
10




Powerful Individual

Type

Level 70
Hit Points 945
AC 70
Maximum Speed 300
Movement 6
Fly No
Attack Reach 55
Attack Range 120
Recovery 30
Bonus Afraid
Experience 8,400
Treasure Type Random

38

i 331
AC 38
Maximum Speed 300
Movement 4
Fly No
Attack Reach 40

Level 17
Hit Points 95
AC 20
Maximum Speed 150
Movement 4
Fly No
Attack Reach 3

Attack Range 50
Recovery 3

Bonus Drain SP
Experience 689
Treasure Random
Treasure Level 5

ATTACK Damace Type
Melee Elemental
Ranged Elemental

Spells: None

ArTACK DamAGe Typ
Melee Physical
Ranged Physical

Spells: None

ATTACK DamAGE TYPE  DAMAGE
Melee Physical 3d7+8
Ranged Physical 2d6+8
Spells g Prowary Seconnary
SPELL LEveL  SkmL  SkiL
Spell Reaver ~ Master 10 1

Wound Master 8 1

DAmAGE
2d20+45
1d20+45

DAMAGE
4d10+10
6d5+8

Resistances

RESISTANCE Vit
Physical 50
Dark 100
Light 0
Spirit 0

Resistances
RESISTANCE

i‘EEEg

Resistances
RESISTANCE
Physical

E‘EE




CHAPTER EIGH

=

ITEMS

his chapter is a catalogue of the weapons, armor, and varied miscel-

laneous items that you'll encounter in the game. Items are listed by the

skills needed to use them, such as Blade, Cudgel, or Armor, and then by

general category. Within each category, they’re listed roughly in
ascending order of power.

You’ll find an entry for every non-quest item, plus entries for quest-related
items that can be used as weapons, sold for a reasonable price, or used for a
magical effect—in short, items that have uses beyond the actual quest.

What you won't find here are listings for valueless quest items, such as
letters and keys. Those items appear only once in the game, and they have only

one function. You'll find information on those items in the appropriate quest

walkthroughs, in Chapter 5.




Items are listed in this order:
® Weapons

@ Blades

® Bows

@ Cudgels

@ Spears

@ Thrown Weapons
® Armor

Belts

Body Armor
Boots
Gloves
Helmets
Shields

® Non-Armor, Worn Items

@ Amulets
@ Rings
@ One-Shot Magical Items
Potions
Skill Books
Spell Books
Scrolls

Runestones

@ Wands and Miscellaneous Items
@ Wands
@ Miscellaneous Items

@ Matched Artifact Sets

Definitions

What follows is an explanation of the infor-
mation that is listed in the following tables.

Item Type

Item type is the item’s general category. This is
sometimes identical to the section the item is
listed in, but not always.

For example, there are lots of weapons
listed in the Blade Weapons section—but withi
that section, there are several different weapon
types: swords, daggers, axes, and so forth. Item
type lets you know exactly what sort of item
you’re dealing with.

Tipc==es=
Item type can be very important.
For example, Assassins that have
Grandmastered in Blade get incredible
attack bonuses, but the best bonuses
happen only when they’re using
daggers. Use item type to determine
whether a particular weapon is
categorized as a dagger.

Equipment Location

This entry is only given for nonweapons and
nonarmor items.

Equipment location is the spot where the
item is carried or worn. (This isn’t given for
weapons and armor, because it’s obvious
weapons go in your hands, helmets go on
head, and so forth.)

If this entry says “Items,” it isn’t worn at
all; it just goes into your character’s general
inventory until you decide to use it.

Treasure Level

If you look at the Atlas of Chedian (Chapter
you’ll see that every map has a treasure value
between 1 and 6. It’s a measure of how good
the randomly generated treasure is on that
particular map.



The items in this chapter have a treasure

el that directly corresponds to maps’ treasure
due. If a map has treasure value of three,

w're likely to find items of up to three

rasure level on that map.

mndmaster Merchant, this is the price you’ll
iyand sell at. If you have lesser Merchant
iill, you’ll pay more and sell for less.

ntify and Repair
his dual-purpose number shows you the

i entify skill value needed to identify the item,
ud the Repair value needed to repair the item.

Jimage

Jimage is listed for weapons and shows the
lse amount of damage dealt by them. Extra
émage and special effects are listed in the
fifects area.

Damage is expressed as a formula, such as:
14+3. This example formula means: "Roll two
itual four-sided dice (which yields a number
erween two and eight), then add three to the
sult.” That's the damage dealt by the weapon
nany given attack. In the above example, the
amage would be 5-11.

Sometimes you see a “Q” in the formula,
#:2d4+Q. The Q stands for weapon quality,
yhich varies from weapon to weapon.

Determine a weapon’s quality by looking at it
nyour inventory.

The exact “Q” bonus depends both on the
quality of the item (Normal, Good, Excellent)
ind the treasure level (1-5). Weapons have the
Q" bonus applied both to the damage and the
‘0 hit” calculation; with armor, the bonus
iffects the bottom-line armor class (AC).

TREASURE
LEVEL NORMAL Goop EXCELLENT
1 0 i 2
2 2 3 4
3 4 S 6
4 6 7 8
R 8 9 10

Armor (lass

Armor class is listed for armor items. It’s a
numerical rating of the armor’s protective
value. This value figures into the “to hit” calcu-
lation whenever an enemy attacks your
character; a higher armor value makes the
character less likely to be hit.

Recovery

Recovery is the base amount of time required to
“recover” from using the item. A large, unwieldy
item such as a quarterstaff has a longer
recovery time than a dagger. As a result, most
characters will attack more frequently with the
dagger than with the quarterstaff.

Note

Even nonweapons, such as armor, potions,
and scrolls, have a recovery time.

Armor’s recovery time is the amount of
time the armor adds to whatever task you’re
performing.

Restrictions

Any character classes listed here are banned
from using the item.

Some items have attributes or skills listed
here, such as: Might 20. In this case, only
characters with a 20 or better in Might can use
the item.

©




Effects and Enchantments
This entry lists any special properties that don’t
show up in the “Damage” category. For
example, in addition to its damage, a weapon
may confer +10 Might upon its wielder. Also,
certain items have enchantment properties,
such as: “of Regeneration.” These properties are
listed here also.

Npe=es
Enchantments properties are sometimes
referred to as “concatations.”

Here’s a list of possible enchantments (or
concarations):

ENCHANTMENT ErrECT

+1 skill level to Dod:

Baﬁ Bﬁe +30 Accurai
+3d6 Elemental damaie

Il

+10 resistance to Simt Maﬁc

+3 skill level for its associated
weapon skill. Armor provides
a +2 skill level to Armor

of Ablation Anyone struck by a weapon of
ablation or striking a target wearing
armor of ablation takes an
additional 4-10 points of e,

of Agili -10 armor recove

of Amelioration Doubles the character’s regenerarion

H\ of hit and sill ioints

) +3 sklll level to Mercha.nt

Knocks the target back ZdS fee, do
an additional 2d6 in damage,an

stuns the target

of Brawlers 7

*’ parget back 245 feek |

+l sk111 level to Repai irlem

+2 armor class

of Drag 0 l'; er when fighting Drago

Item ismoderately harder to brea
1 and has a higher value

of Endurance

+3 skill levels in Light Magic
8 -5 r recovel -1
Slows aret v

-5 weapon recovel

0

+5 skill lels in Elemental Magic
of lLore _ ' +s level to ID Item

of Life +1 skill Level in Light Magic



ErrECT
+5 skill level to Repair Item
Doubles character’s regeneration of

spell points
+5 skill level to ID Monster
+3 skill level to ID Monster
+3 skill levels in Dark Magic
+5 resistance to Light Magic
+1 skill level to Disarm Trap
+3 skill level to Perception
Item is unbreakable and has the
highest value
uf Practiced Hands -5 skill level to Disarm Trap
Mn +5 armor class
\ilecovery -15 armor recovery
+10 resistance to Light Magic
fd'Sensing +1 skill level to Perception
. +3 skill level to Repair Item
of Soul +3 skill levels in Spirit Magic
o Speed -10 weapon recovery
of Spirit +1 skill level in Spirit Magic
o Stoning Stuns targer
of Swapping +1 skill level to Merchant
ifthe Bigfoot  +5 to Endurance
of the EIf +30 to Luck
ofthe Fairy +15 to Luck
ofthe Gezzampt  +15 to Might
ofthe Giant  +30 to Might
ofthe Gladiator +5 to Might
fthe Jajarb +30 to Magic
of the Jarb +5 to Magic
ofthe Jig 1 extra attack with weapon
of the Pixie +5 to Luck
if the Polka 1 extra atrack with weapon
ofthe Punjarb  +15 to Magic
sfthe Reel 1 extra attack with weapon
of the River +10 resistance to Elemental Magic
of the Rock +20 resistance to Elemental Magic
ofthe Sasquatch +15 to Endurance
of the Sleep +1 skill level in Dark Magic
of the Tree +5 resistance to Elemental Magic
of the Wight +5 to Speed
of the Wraith +30 to Speed
of the Wrath +15 to Speed

+5 skﬂl level to Merchant

of V 1/3 of damage taken is transferred to

Drain bothspell and hit points |~

of Vampiric 1/3 of damage taken is transferred to

Meditation spell points

of Vital Flame  +20 resistance to Dark Magic

of Vital Force +5 skill levels in Spirit Maglc

of Vital Spark  +10 resistance to Dark Magic

of Vitality +5 resistance to Dark Magic

of Wind +1d6 Elemental damage

Soulless +20 resistance to Spmt Mag1c

Spry +5 skill level to Dodging

The Expert’s +1 skill level for its associated weapon
or armor skill

The Grandmaster’s +5 skill level for its associated weapon
skill or +3 skill level bonus to Armor

Vampiric 1/3 of damage taken is transferred to

character’s hit points

+15 to Accuracy

Vigilant

Keep your eyes peeled for “normal”
items that are enchanted with one of
these properties. For example, in
addition to the basic long sword listed in
this chapter, you might find a Long
Sword of Wind. That sword will have all
the properties of the basic long sword,
plus 1-6 Elemental damage per attack.

Description

This slightly abridged version of the description
found within the game itself is printed here for
easy reference.
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You must have the Blade skil
these weapons.

1 to use any of

Poor Sword
Item Type Short Sword
Treasure Level 1
Base Value 50
Identify and Repair 1
Damage 2d4+Q
Recovery 50
Restrictions Initiate, Scholar,
Healer, Mage, Lich, Priest, Druid
Effects -
This type of sword is often taken in raids of the far
south.
Shaba Couta
Item Type Short Sword
/ Treasure Level 2
Base Value 200
Identify and Repair 3
Damage 2d4+Q
Recovery 50
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects -
Literally Old Ursanian for “short cutter,” this style of
short sword has been popular for many centuries,
and its making is a closely guarded secret.

Item Type Long Swort
Treasure Level y
Base Value 400
Identify and Repair 3
Damage 3d3+Q
Recovery 50
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Drug

Effects -

The name comes from Chedian natives and means
“wound-making implement.” This single-bladed

sword is a Chedian favorite. ﬂ

Imperial Sword

Item Type
Treasure Level
Base Value
Identify and Repair
Damage 3d3+Q
Recovery 30
Restrictions Initiate, Scholar,
Healer, Mage, Lich, Priest, Druid
Effects -
This sword was used by the Ursanian Imperial
Guard, before the fall of the Ursanian Empire.

Long §

Mercenary Sword
Item Type
Treasure Level
Base Value
Identify and Repair
Damage 4d3
Recovery
Restrictions Initiate, Scho
Healer, Mage, Lich, Priest, Druid
Effects -
This is the favored sword of the mercenaries.

Broad S



Sword
Item Type Broad Sword
Treasure Level 4
Base Value 800
Identify and Repair 9
Damage 4d3+Q
Recovery 50
Restrictions Initiate, Scholar,
Healer, Mage, Lich, Priest, Druid
Effects -
ssword was issued by the Heronport Death Cult
ore they were stamped out by King Ichvan II.

Item Type Scimitar
Treasure Level 4
Base Value 900
Identify and Repair 9
Damage 3d3+Q
Recovery 50
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects —
imore civilized weapon from a more civilized time.

fimitar

Item Type Scimitar
Treasure Level 1
Base Value 300
Identify and Repair 1
Damage 3d3+Q
Recovery 50
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects —
(ommissioned by Kira the Cold for her cavalry, this
sjord is primarily a slashing weapon.

Sven’s Sword
Item Type Long Sword
Treasure Level Quest Item
Base Value 300
Identify and Repair 20
Damage 3d3+Q
Recovery 50
Restrictions —
Effects —

This is the sword Sven took into battle.

Bjarni’s Sword
Item Type Long Sword
Treasure Level Quest Item
Base Value 300
Identify and Repair 20
Damage 3d3+Q
Recovery S0
Restrictions -
Effects —

This is the sword Bjarni took into bacttle.

Sigmund’s Sword
Item Type Long Sword
Treasure Level Quest Item
Base Value 300
Identify and Repair 20
Damage 3d3+Q
Recovery 50
Restrictions -
Effects -

This is the sword Sigmund took into battle.

Tryygva’s Sword

Item Type Long Sword
Treasure Level Quest Item
Base Value 300
Identify and Repair 20
Damage 3d3+Q
Recovery 50
Restrictions —
Effects -

This is the sword Tryygva took into battle.

_@



Kira’s Sword

Item Type Long Sword
Treasure Level Quest Item
Base Value 300
Identify and Repair 20
Damage 3d3+Q
Recovery 50
Restrictions —
Effects -

This is the sword Kira took into battle.

Item Type Two-Handed Sword
Treasure Level )
Base Value 900
Identify and Repair 12
Damage 4d5+Q
Recovery 65
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects —
The bastard son of the Ursanian Emperor used this
type of sword during the earthquakes that tore the
Empire apart, and the revolution that followed. Its
wavy blade was thought to cause more damage.

The Chopper

Item Type Two-Handed Sword
Treasure Level S
Base Value 900
Identify and Repair 6
Damage 4ds+Q
Recovery 65
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects -
The Chopper was originally a ritual sword until it
was discovered that it had surprising military value.

Item Type Dagger
Treasure Level 1
Base Value 50
Identify and Repair 1
Damage 2d2+Q
Recovery 4
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects =
This dagger is designed for stabbing and piercing

mail.

Elite Dagger

Item Type

Treasure Level

Base Value

Identify and Repair

Damage

Recovery :

Restrictions Initiate, Scholar,
Healer, Mage, Lich, Priest, Druid

Effects =

Standard issue dagger of the Drangheim Prison

guards.

Baselard

Item Type

Treasure Level

Base Value

Identify and Repair

Damage

Recovery

Restrictions Initiate, Scholar
Healer, Mage, Lich, Priest, Drui

Effects

This dagger is often worn by peasants.



Item Type Dagger
Treasure Level S
Base Value 700
Identify and Repair 12
Damage 2d3+Q
Recovery 45
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects —
is dagger is the Chedian’s constant companion.
hould he ever have to go somewhere without his
ord, he would take this dagger with him.

Item Type Axe
Treasure Level 1
Base Value 50
Identify and Repair 1
Damage 3d2+Q
Recovery 65
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects —
lithough it is more a tool than a weapon, when
wessary, one could make do with this axe

(imbat Axe
| Bl Item Type Axe
Treasure Level 2
Base Value 100
Identify and Repair 3
Damage 4d2+Q
Recovery 65
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects -
(heap and plentiful, this axe is often the primary
sapon of soldiers throughout Chedian.

Battle Witch
Ml Item Type Axe
Treasure Level 4

Base Value 600
Identify and Repair 9
Damage 3d7+Q
Recovery 65

Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid

Effects —

The favored axe of the Chedian warriors, this axe got
its name through hundreds of successful battles.

Storm Axe

Item Type Axe
Treasure Level S
Base Value 900
Identify and Repair 12
Damage 3d7+Q
Recovery 65
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects -

It is very rare to see the blade of this axe, enchanted
by the Sturmford Mages, dulled.

Sing Sword

Item Type Short Sword
Treasure Level 6
Base Value 20,000
Identify and Repair 20
Damage 2d6+35
Recovery 50
Restrictions -
Effects +30 to Might,

of Arms Mastery

This sword was enchanted by an unknown mage for
the doctor-turned-skald known as Frank. It is said to
cast a pleasing tone in battle, causing the wielder to
become stronger.
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Excala Banna

Item Type Long Sword
Treasure Level 6
Base Value 20,000
Identify and Repair 20
Damage 4d6+50
Recovery 55
Restrictions -
Effects -5 Accuracy,

-5 Endurance, +50 Luck
This yellow-hued sword is legendary among the
native people of Frosgard. They claim that it was
carried by their hero Eric, who it seemed was never
prepared for battle. It is supposed to have surfaced
from a lake when Eric cried out, “Yoohoo!”

Mevan Sword
Item Type Broad Sword
Treasure Level 6
Base Value 1,500
Identify and Repair 20
Damage 10d5+35
Recovery 5§
Restrictions —
Effects Breaks after first use

The Mevan Sword is pure evil. It surfaced early this
century, after being buried under a pile of rubble
since the Great Cataclysm. It is not known who made
it, or why, but those who have used it either swore by
it or died by it.

Jorhgamesh

Item Type Scimitar
Treasure Level 6
Base Value 21,000
Identify and Repair 20
Damage 3d6+25
Recovery 55
Restrictions 25 Accuracy
Effects -50 to SP,

+20 to Accuracy, +10 to Speed
Jorhgamesh was commissioned by Olaf the Fat
during his short reign as Jarl of Frosgard. He believed
that with this sword he could conquer and unite all
the Clans of Chedian.

Black’s Heart
Item Type Dagge:
Treasure Level [
Base Value 23,000
Identify and Repair v/
Damage Sd6+7
Recovery 4
Restrictions -
Effects Increased damagt'.4

increased chance to hit, |
increased Speed
Long ago, a group of Chedian warriors was led by
Halfred the Black. This dagger was his constant
companion. After his death, the dagger was buried
with him. His grave, however, was soon looted; its
contents taken and sold.

Integris

Item Type

Treasure Level

Base Value

Identify and Repair

Damage

Recovery

Restrictions

Effects +60 to hit and damag
+15 points of poison, Fragile

Named after the Old Ursanian Emperor who

committed suicide in 225 BC, this is the daggerth

he used to finally end his life.




Item Type

3 Treasure Level | 6
Base Value 20,000
Identify and Repair 20
Damage 3d6+35
Recovery 60
Restrictions -
Effects 40 percent chance to

“poison” target at Grandmaster
level, +20 Endurance, +10 to all
resistances
ITl‘his axe is named after the Sturmford warrior Sven
Bloodaxe who was ever victorious in combat.
Athough it is denied by many, he finally died of old
igein 340 AC.

Sjgnir
a0 Item Type Axe
PSP Treasure Level 6
Base Value 15,000
Identify and Repair 20
Damage 3d6+75
Recovery 60
Restrictions —
Effects Fragile, extra damage,

+6 Armsmaster, +6 Blade skill,
Regeneration
This axe was forged in 200 BC at Minespring.
The dwarves of that era were weaponsmiths of
exceptional ability.

These weapons all require the Bow skill.

Student’s Bow

Item Type Bow
Treasure Level 1
Base Value 100
Identify and Repair 1
Damage 4d2+Q
Recovery 65
Restrictions —
Effects -

This small bow is used by the elves of Chedian to
teach their children how to shoot.

Cavalry Bow
Item Type Bow
Treasure Level 2
Base Value 300
Identify and Repair 3
Damage 4d2+Q
Recovery 65
Restrictions —
Effects -

This bow is meant to be fired from horseback.

Coward’s Bow
Item Type Bow
Treasure Level 3
Base Value 600
Identify and Repair 6
Damage 5d2+Q
Recovery 65
Restrictions -
Effects —

This bow earned its name because of its extremely
long range.
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Composite Bow

Item Type Bow
Treasure Level 3
Base Value 900
Identify and Repair 9
Damage 5d3+Q
Recovery 65
Restrictions —
Effects —

This bow is made up of several layers of different
woods to increase its durability and strength.

Dark Bow
Item Type Bow
Treasure Level 4
Base Value 1,500
Identify and Repair 12
Damage 5d3+Q
Recovery 65
Restrictions -
Effects —

Made of yew and ironwood, and backed with steel,
this bow is one of the most deadly missile throwers
ever made.

Deadman’s Crossbow
Item Type Crossbow
Treasure Level 3
Base Value 600
Identify and Repair 3
Damage 4d2+Q
Recovery 75
Restrictions Slow
Effects —

This crossbow never became popular because of its
complicated loading mechanism. After firing the first
shot, the user often finds himself dead....

Item Type Crossbow
Treasure Level 5
Base Value 1,500
Identify and Repair 12
Damage 5d3+Q
Recovery 65
Restrictions 30 Might
Effects -

This massive, hulking crossbow is normally mounted
on a carriage for easy transportation. It has been
removed for some reason, and if you have the
strength to carry it, it is certain to put fear (anda
bolt) into your opponent’s heart.

Everstrike
Item Type Longbow
Treasure Level 6
Base Value 25,
Identify and Repair v
Damage 5d3+3§
Recovery 60

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar, Mg
Lich, Healer, Paladin, Gladiator,
Assassin, Druid
Effects 100 percent Accuracy
Made of Elemental Thjorad, this weapon was oneol
the finest creations from the famed weaponsmith
Borfinn Ironhands. He always claimed he was not
adept at making missile throwers, but this weaponi
clearly the finest example of anything he ever made
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Item Type Light Crossbow
Treasure Level 6
Base Value 25,000
Identify and Repair 20
Damage 5d4+45
Recovery 55
Restrictions -
Effects +10 to all stats,
+ 7 Bow skill

This bow was carried into battle by the mighty
amor Halfnorr the Ox-Shouldered. It conferred
pon him great strength and skill. He was slain by
wother warrior, Sven Bloodaxe, when they met in
tttle in Thjorgard.

kpowder

Item Type Hand Cannon
Treasure Level 6
Base Value 30,000
Identify and Repair 30
Damage 5d3+45
Recovery 55
Restrictions 30 Strength

Effects Bypass AC, extra damage,

slow reload, 2 percent chance per
use of it breaking and damaging

player
This device was created by the mad scholar Roj'ere

sometime before his death in 320 AC. He was called a

gnius by some, a madman
by others. This particular invention uses a strange
black powder to propel a projectile from its muzzle.

These weapons all require the Cudgel skill.
Bone Club

Item Type Club
Treasure Level 1
Base Value 1
Identify and Repair 1
Damage 1d3+Q
Recovery 55
Restrictions -
Effects —
This club is just a thighbone from a large animal.
Crude Mace
Item Type Club
Treasure Level 2
Base Value 50
Identify and Repair 3
Damage 1d3+Q
Recovery 55
Restrictions -
Effects -

This mace is just a metal stick.

Spiked Club

Item Type Club
Treasure Level 3
Base Value 100
| Identify and Repair 6
Damage 1d3+Q
Recovery 5SS
Restrictions -
Effects -

This club has spikes on one end to increase the
damage.
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Dragon Club

Item Type Club
Treasure Level 4
Base Value 300
Identify and Repair 9
Damage 2d5+Q
Recovery 5§
Restrictions =
Effects -

Thjoradric Mace

Item Type Club
Treasure Level S
Base Value 700
Identify and Repair 12
Damage 2d5+Q
Recovery 5SS
Restrictions —
Effects —

This style mace was made for one purpose: crushing
armor and shattering bones. It was made when the
Thjoradric Raiders were fighting across the sea
during the first invasion.

Flail

Item Type Flail
Treasure Level 1
Base Value 100
Identify and Repair 1
Damage 2d6+Q
Recovery 5S
Restrictions -
Effects —
It’s similar to a grain flail, except this one was
designed to hurt people.

This club is made from the strong bones of a dragon.

Horseman’s Flail
Item Type Flail
Treasure Level 2
Base Value 175
Identify and Repair 3
Damage 2d6+Q
Recovery 55
Restrictions -
Effects -

This flail has a shorter shaft and longer chains. It
was designed to be used from a horse.

Morning Star

Item Type

Treasure Level
Base Value

Identify and Repair
Damage

Recovery
Restrictions -
Effects 4
The morning star evolved from the flail,

but with added spikes on the balls to cut through

armor.

War Star

Item Type

Treasure Level

M Base Value

| Identify and Repair g

Damage 2d6
Recovery
Restrictions
Effects

This morning star is made for use in battle.
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Item Type Flail
Treasure Level 5
Base Value 800
Identify and Repair 12
Damage 2d6+Q
Recovery 55
Restrictions —
Effects —
is morning star was used by the Ursanian Army
ing its Imperial period.

boden Staff

Item Type Staff
Treasure Level 1
Base Value 40
Identify and Repair 1
Damage 2d4+Q
Recovery 65
Restrictions -
Effects -
This is nothing more than a polished stick.

Tournament Staff

Item Type Staff
Treasure Level 2
Base Value 250
Identify and Repair 3
Damage 2d4+Q
| Recovery 65
Restrictions -
Effects -

This staff is often used in the Arena. Its stout
mnstruction is resistant to breakage, and its even
halance makes it easier to handle.

Steel Staff

VAl Treasure Level 3

Base Value 500
Identify and Repair 6
Damage 2d4+Q
Recovery 65
Restrictions —
Effects -

This staff is made of steel instead of wood.
It breaks less, is heavier, and causes greater damage.

Monastic Staff
Item Type Staff
Treasure Level 4
Base Value 700
Identify and Repair 9
Damage 2d4+Q
Recovery 65
Restrictions -
Effects —

This is the favored weapon of the Monks of
Lindisfarne.

Truth Staff

Item Type Staff
Treasure Level S
Base Value 1,000
Identify and Repair 12
Damage 2d4+Q
Recovery 65

Restrictions Fighter, Mercenary,
Crusader, Assassin, Gladiator,
Ranger, Paladin, Initiate,
Scholar, Mage, Lich
Effects —
This staff was made by the legendary priest Ezerim
for his followers. Despite being wood, it is light and
strong.

;@
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Item Type Hammer
Treasure Level i
Base Value 40
Identify and Repair 1
Damage 3d4+Q
Recovery 5S
Restrictions —
Effects —

This hammer is made for building things. It is also
very effective at breaking them.

Dwarven Hammer
Item Type Hammer
Treasure Level 2
Base Value 120
Identify and Repair 3
Damage 3d4+Q
Recovery 55
Restrictions —
Effects —

This short hammer is still very heavy. It was made by
and for the dwarves.

Pondata

Pl Item Type Hammer

L) Treasure Level 3

Base Value 350

Identify and Repair 6

Damage 3d4+Q

Recovery 55
Restrictions —

Effects —

This hammer, literally Old Ursanian for “pounder,”
was made centuries ago. Mysteriously, it looks like it
was made yesterday.

Dragon Hammer
Item Type Hammes
Treasure Level 4
Base Value 500
Identify and Repair 9
Damage 4dd+Q
Recovery 55
Restrictions -
Effects g

|
This hammer is engraved with fanciful dragon

markings. With its sharp spike and heavy hammer 4
face, it is a devastating weapon. :

Trellborg Hammer
Item Type H
Treasure Level

Base Value

Identify and Repair
Damage 4ddel
Recovery

Restrictions

Effects

This hammer is so massive, it might take two menfs
wield it. Legend has it that these hammers werema
by the Trellborgs of Frosgard. Whether Trellborgs -
exist is legend, but the hammers do exist, and they
are deadly.

Vanir’s Himmer

B I[tem Type H
P®Y Treasure Level
Base Value 20,
Identify and Repair
Damage 2d5+
Recovery
Restrictions -
Effects +20 Magic, of Incantation
of Mortal Rest, of Existenc
Vanir’'s Hammer was created by the legendary
sorcerer Vanir several hundred years ago. He wasa
adeprt at wielding this weapon as he was at sorcery




Item Type Flail
Treasure Level 6

Base Value 15,000
Identify and Repair 20
Damage 6d6+50
Recovery 33
Restrictions =
Effects 5 percent chance of

stunning opponent, of Bruisers,
if fail vs. Skill, 70 percent chance
of knocking self unconscious
flurrerbunger was a popular weapon in 480 AC

when it was discovered. It can confound an

ipponent, making it popular in barroom brawls as
iell as on the battlefield.

Ylanarus
Item Type Morning Star
Treasure Level 6
Base Value 20,000
| Identify and Repair 20
Damage 5d6+30
Recovery 55
Restrictions Fighter, Crusader,

Mercenary, Assassin, Gladiator,
Paladin, Ranger
Effects +80 SP,

the Grandmaster’s, of the Jajarb
This morning star is named after the mythical hero
Manarus who became the guiding star in the
northern sky. The history of this weapon is not
fnown, but it is said to bestow great skill on
magic users.

Treasure Level 6

Base Value 20,000

Identify and Repair 30

Damage 6d4+50

Recovery 39

Restrictions 20 Might,
30 Accuracy

Effects + 20 Endurance,

+20 Might, of Endurance,

of Mastery
This staff is made of an unknown metal. It is
surprisingly light, and also very old. It was found
with documents written in Old Ursanian that
suggest it predates even the earliest mention of the
Ursanian Empire.

Thjorad

Item Type Maul
Treasure Level 6
Base Value 25,000
Identify and Repair 9
Damage 5d4+20
Recovery 50
Restrictions 60 Might

Effects +5-15 points of Elemental
damage, 10 percent chance of
killing target

This maul first appeared about 10 years AC, when
most people were still picking up the pieces of the
Great Cataclysm. It is said to be made out of pure
Elemental Thjorad, and is extremely heavy.




Treasure Level 6

Base Value 20,000

Identify and Repair 20

Damage 8d4+25

Recovery 45

Restrictions —

Effects  +10 to Speed, very fast,
of the Jig

General Spencer used this club to keep his troops in
line. He often found them playing card games
instead of staying at their posts,

so he had this magical club created to

“inspire” them to do their jobs. It proved to be very
effective.

Mjulnir

Item Type Hammer
Treasure Level 6
Base Value 35,000
Identify and Repair 30
Damage 3d6+65
Recovery 50
Restrictions 25 Might
Effects +16-25 points of

Elemental damage, +60 Might,
Divine Intervention will always
fail, -20 Speed
Mjulnir is often called “The Hammer of the Gods”
and for good reason. It is said that the god Krohn
lost it when he hutled it at his wife after a quarrel. It
is a massive weapon, meant to be wielded by a
massive warrior.

Spea
Treasure Level 1
Base Value 50
Identify and Repair 1
Damage 1d9+Q
Recovery 5

Restrictions Initiate, Scholag
Healer, Mage, Lich, Priest, Druid
Effects -
This spear looks like nothing more than a butter
knife tied to a broomstick.

Sergeant’s Spear

Item Type

Treasure Level

Base Value

Identify and Repair ,

Damage 1d9+Q

Recovery 55

Restrictions Initiate, Scholar
Healer, Mage, Lich, Priest, Druid

Effects =

Although used more often to intimidate than to

fight, this spear is still sharp and pointy.

Abli Duta

Item Type
Treasure Level
Base Value
Identify and Repair
Damage 1
Recovery
Restrictions Initiate, Schol
Healer, Mage, Lich, Priest, Druid
Effects -
This type of spear is often found in ancient bural
grounds. The meaning of the name has been lostin
time, but knowledge of this spear’s use will neverbe
forgotten.



Item Type Spear
Treasure Level 4
Base Value 700
Identify and Repair 9
Damage 2d9+Q
Recovery 55

Restrictions Initiate, Scholar,
Healer, Mage, Lich, Priest, Druid
Effects —
Commonly seen on many battlefields, this long spear
smeant to keep distance between the attacker and
his opponent.

:lmperial Spear

Item Type Spear
Treasure Level S
Base Value 1,000
Identify and Repair 12
Damage 2d9+Q
Recovery 5§
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects -
This is probably the most feared spear ever created.
Made by the metalsmiths of Ursana during Ursana’s
Imperial Period, this was the weapon that forged an
empire.

Halberd

Item Type Halberd
Treasure Level 1
Base Value 150
Identify and Repair 1
Damage 3d6+Q
Recovery 55
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid

Effects —

Itis not uncommon to see town guards carrying this
weapon with them on their rounds.

Ronenguard Bill

Item Type Halberd
Treasure Level 2
Base Value 300
Identify and Repair 3
Damage 3d6+Q
Recovery 5§
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects —
This halberd is based on hedge cutters. When th
Ronenguard were away at war, and mercenaries
artacked Ronenguard Palace, the gardeners
defended the palace with these weapons. Since
then, the Ronenguard have embraced them.

Yagar Axe
ppg Item Type Halberd
el Treasure Level 3
Base Value 600
Identify and Repair 6
Damage 3d6+Q
Recovery 55
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid

Effects -

This poleaxe was invented and issued to the infantry
by the legendary General Yagar.

Regimental Halberd

Item Type Halberd
‘Ll Treasure Level 4
Base Value 900
Identify and Repair 9
Damage 3d6+Q
Recovery 55
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects -
This halberd is used by the Mercantile Regiment,
which formed when highwaymen were making off
with much of the Trade Merchants’ profits. It is tall,
heavy, and deadly.
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Einherjar
Item Type Halberd Item Type ‘ Halberd
po"*] Treasure Level S Treasure Level 6
Bl Base Value 1,500 Base Value 20,000
Identify and Repair 12 Identify and Repair 20
Damage 3d6+Q Damage 5d6+45
Recovery 5S Recovery 5§
Restrictions Initiate, Scholar, Restrictions -
Healer, Mage, Lich, Priest, Druid Effects Vampiric, +20 Might,

Effects —~
Old Ursanian for “Large Cutter.” Because of its even
balance and sharp blade, this type of weapon has
been popular for centuries

Gungnir

Item Type Spear
Treasure Level 6
Base Value 35,000
Identify and Repair 30
Damage 3d9+35
Recovery SN
Restrictions -
Effects —

Gungnir was fashioned by Hanndl himself to serve as
his weapon during the Great Reckoning that is fated
to happen one day.

Formanir
Item Type Spear
Treasure Level 6
Base Value 35,000
Identify and Repair 30
Damage 2d9+55
Recovery 55
Restrictions —
Effects -10 to AC, -20 Endurance,

the Grandmaster’s, of Endurance,
+30 Might
This spear was cast over the heads of the Tredskas
rebels by Krohn himself when they rebelled against
the gods and tried to capture Arslegard.

10 percent chance of insanity per
week, 10 percent chance -30 HP
per week
This halberd is said to carry with it the souls of
men slain by it. It has an unusual effect on those
wielding it. Its first owner was said to have gone mad
Its second owner gave it away and threw himself
from a cliff.

Stouka Couta
Item Type Halberd
Treasure Level 6
Base Value 20,000
Identify and Repair 20
Damage 4d10+55
Recovery 55
Restrictions -
Effects S percent chance to cast

“Enrage” on target at
Grandmaster level, +30 Might,
+10 Endurance
Literally Old Ursanian for “stick cutter,” thisis
the only surviving example left. It was used by
the Ursanian Persana Garda, the men who were
personally responsible for the Emperor’s safety.



Item Type Dagger
Treasure Level 2
Base Value 125
Identify and Repair 3
Damage 2d3+Q
Recovery 65
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid
Effects -
is dagger is weighted and balanced for throwing.
ke the other throwing weapons found in Chedian,
tis magically enchanted to return to its wielder.

Th WingAxe

Item Type Axe
Treasure Level 2
Base Value 200
Identify and Repair 3
Damage 3d7+Q
Recovery 65
Restrictions Initiate, Scholar,

Healer, Mage, Lich, Priest, Druid

Effects -

This axe is balanced and weighted for throwing. And

ike all the throwing weapons found in Chedian, it is
magically enchanted to return.

Trolleri
Item Type Throwing Dagger
Treasure Level 6
Base Value 15,000
Identify and Repair 20
Damage 7d3+50
Recovery 75
Restrictions -

Effects Slow, +100 HP, 3 attacks
This dagger was given as a reward to Aesir the
scholar from the Thronish town of Nirheim. She
pent most of her life traveling across Chedian from
own to town healing children and teaching her
ikills to townsfolk.

Throwing Axe
Treasure Level 6

Base Value 20,000
Identify and Repair 20
Damage 5d3+35
Recovery 60

Restrictions —
Effects+30 Accuracy, +10 Strength,
of Disease, of Mastery
Tillhygge was unearthed on the Isle of Ashes in 75
AC when Scavengers were picking through the
remains of Verhoffin’s Tower.

3 - LLEARE VRN
These armor items don’t require any particular
skill to use.

Peasant Belt
Item Type Belt
Treasure Level 1
Base Value 40
Identify and Repair 1
Armor Class 2+Q
Recovery —
Restrictions -
Effects —

This belt is commonly seen all over Chedian.

Fancy Belt
Item Type Belt
Treasure Level 2
Base Value 100
Identify and Repair 3
Armor Class 2+Q
Recovery -
Restrictions -
Effects —

This belt is often sold by merchants to lower classes,
who often try to copy the fashion of
the Jarls.




o Prima

Sl g g e i
A At A A T

- -

Treasure Level 3
Base Value 450
Identify and Repair 6
Armor Class 2+Q
Recovery —
Restrictions -
Effects -

This is the belt most often worn by soldiers in

Framon.

Regal Belt
Item Type Belt
Treasure Level 4
Base Value 500
Identify and Repair 9
Armor Class 2+Q
Recovery =
Restrictions -
Effects —

This belt is a symbol of nobility and is often worn to
show status.

Dragon Belt
Item Type Belt
Treasure Level S
Base Value 600
Identify and Repair 12
Armor Class 2+Q
Recovery —
Restrictions B
Effects —

This nearly unbreakable belt was made from
dragon scales.

Item Type Bels
Treasure Level 6
Base Value 20,000
Identify and Repair 2
Armor Class 6
Recovery -
Restrictions -
Effects +30 Might, increased

chance to hit target, of

Endurance, of Protection, of

Arms Mastery 1
This belt was looted from the Chasm of the Dead, -
and is allegedly the belt that was worn by Emperor j
Hubris himself when he began to forge the Ursanin
Empire. Some scholars believe that this belt helped
him defeat the invaders and forge an empire.

This armor is worn on the torso, and generally
requires some knowledge of the Armor skill

Arming Doublet

Item Type Leather Armor
Treasure Level 1
Base Value 500
Identify and Repair ¥
Armor Class S
Recovery

Restrictions

Effects

This padded leather jacket is usually worn under
more armor.



Padded Leather

Item Type Leather Armor
Treasure Level 1
Base Value 800
Identify and Repair 1
Armor Class 8+Q
Recovery S
Restrictions -
Effects -

Similar to an arming doublet, it is thicker and
stronger, yet unlike an arming doublet often worn
without more armor.

Hardened Leather

Item Type Leather Armor
Treasure Level 2
Base Value 750
Identify and Repair 3
Armor Class 5+Q
Recovery 5
Restrictions —
Effects -

This armor is made by taking normal leather armor
and soaking it in a bath of heated beeswax mixed
with dragon fat. This method produces a harder,
more rigid type of armor.

Beldonian Hard Leather
Item Type Leather Armor
Treasure Level 2
Base Value 1,200
Identify and Repair 3
Armor Class 8+Q
Recovery <]
Restrictions -
Effects -

Using a method learned from the Beldonian region
of the Old Usanian Empire, this leather armor has a
magical enchantment instead of dragon fat to
prevent the protective wax from melting in the sun.

Scaled Leather

Item Type Leather Armor
Treasure Level 3
Base Value 1,000
Identify and Repair 6
Armor Class 5+Q
Recovery 3
Restrictions —
Effects -

This armor is made by riveting thick pieces of leather
to a lighter leather backing, giving it a scale-like
appearance, and making it much more flexible.

Imperial Scale

Item Type Leather Armor
Treasure Level 3
Base Value 1,600
Identify and Repair 6
Armor Class 8+Q
Recovery 5
Restrictions -
Effects —

These were made during Ursana’s Imperial period for
the city guard. The scales are backed with steel for
more protection.

Brigandine

Item Type Leather Armor

Treasure Level 4
Base Value 1,250
Identify and Repair 9
Armor Class 5+Q
Recovery 5
Restrictions —
Effects —

This armor is made by sewing or riveting steel plates
to the inside of a thick leather coat. It is both
stronger and more flexible than hard leather.
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Combat Brigandine Butted Chain
Item Type Leather Armor Item Type Chain Armor
Treasure Level 4 Treasure Level 3
Base Value 2,000 Base Value 1,000
Identify and Repair 9 | Identify and Repair 1
Armor Class 8+Q Armor Class 10+Q
Recovery S Recovery 10
Restrictions — Restrictions Fighter, Initiate,
Effects — Scholar

This armor is mass-produced for the conscripted Effects -

peasant armies of Mendossus. It is not uncommon to

find the original owner’s initials engraved on one of
g g

the inside plates.

Brigan der Combit
Item Type Leather Armor
Treasure Level S
Base Value 1,500
Identify and Repair 12
Armor Class 5+Q
Recovery S
Restrictions —~
Effects -

This is sturdy brigandine armor made in Thjorgard
according to an ancient tradition. Its name comes
from Old Ursanian, literally meaning “cover for
fighting.” Its sturdiness and ready availability makes
it very popular among rogues.

Aklean Bouila

Item Type Leather Armor
Treasure Level S
Base Value 2,400
Identify and Repair 12
Armor Class 8+Q
Recovery S
Restrictions —
Effects -

This leather armor is imported by the Chedian
traders. It is not known why it is called Aklean
Bouila, or where it came from. It is only known
that it is the best leather armor that can be bought.

This armor is made up of several thousand inter-
locking rings. It has seen better days, however. A
few of the links have opened, and holes are starting

Lo appear.

Riveted Chain
Item Type Chain Armor
Treasure Level 3
Base Value 1,200
Identify and Repair 1
Armor Class 124Q
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects -

This armor is made up of several thousand inter-
locking rings that have been riveted together. Itis
both stronger and more flexible than butted mail

Iron Chain
Item Type Chain Armor
Treasure Level 3
Base Value 1,500
Identify and Repair 3
Armor Class 10+Q
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects -

This is a short-sleeved mail shirt with rings of rivered
iron. It is very flexible, but it’s also very, very heavy.




Item Type Chain Armor
Treasure Level 3
Base Value 1,800
Identify and Repair 3
Armor Class 12+Q
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects —

This short-sleeved mail shirt is often worn by inland
aiders. It’s valued for its flexibility and light weight.

(hain Haubergeon
Item Type

Chain Armor

Treasure Level 4
Base Value 2,000
Identify and Repair 6
Armor Class 10+Q
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects -

This armor is made of several thousand interlocking

riveted rings. The haubergeon is big, strong, and very
flexible.

Chain Hauberk

Item Type Chain Armor
Treasure Level 4
Base Value 2,400
Identify and Repair 6
Armor Class 12+Q
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects -~

This hauberk has its links riveted together and is
very well constructed. It’s mass produced in the
Ronenhall Armories.

Chain Armor

Treasure Level 4
Base Value 2,500
Identify and Repair 9
Armor Class 10+Q
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects -

Often called “Foe-of-Arrows,” or “Swordsbane” by
the Chedian, this armor, while not made by a master
craftsman, is sturdy nonetheless, and guaranteed to
fulfill both of those names during its lifetime.

Chain Harness

Item Type Chain Armor

Treasure Level 5

Base Value 3,000

Identify and Repair 9

Armor Class 12+Q

Recovery 10
Restrictions Fighter, Initiate,
Scholar

Effects -

This is a complete suit of mail.

Lachmon Hauberk

Item Type Chain Armor
Treasure Level 5
Base Value 3,000
Identify and Repair 12
Armor Class 10+Q
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects -

It is not known where this suit of mail came from.
Most of the suits in circulation were looted from the
shipwreck of an unknown ship outside of Lachmon
Cove. What is known about this armor is it fits well,
it’s light, and it’s very strong.




considered the greatest mailsmith of all time, this suit
is made from a metal known only to Trigva. Despite
the size of the rings, it’s still strong and very light.

Ronenguard Plate
Item Type Plate Armor
Treasure Level 3
Base Value 3,000
Identify and Repair 3
Armor Class 15+Q
Recovery 15

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar, Mage,
Lich, Healer
Effects —
This plate is made in the Ronenhall Armories
especially for the Ronenhall Guard. The rivets
are made of high carbon steel, and special
care is taken to ensure a proper fit.
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Field Plate

Item Type Chain Armor Item Type Plate Armor
Treasure Level S Treasure Level 3
Base Value 3,600 Base Value 3,750
Identify and Repair 12 Identify and Repair 3
Armor Class 12+Q Armor Class 17+Q
Recovery 10 Recovery 15
Restrictions Fighter, Initiate, Restrictions Fighter, Mercenary,
Scholar Crusader, Initiate, Scholar, Mage

Effects - Lich, Healer
Part of the collection made by Trigva Ironhands, often Effects -

This plate armor was mass-produced to be used by
large armies during wartimes. It isn’t the most
beautiful or ornate armor, but it will keep you alive.

Full Plate

Item Type Plate Armor
. Treasure Level 3
Base Value 4,000
Identify and Repair 6
Armor Class 19+Q
Recovery 15

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar, Mage,
Lich, Healer
Effects =
This plate armor was forged by a master
blacksmith. The metal is thick where it needs
to be and is surprisingly well ficting, The
joints and rivets are well oiled, and the
metal has been polished to a keen shine.



Paladin’s Plate

o Item Type Plate Armor
COMMll Treasure Level 4

Base Value 5,000
Identify and Repair 6
Armor Class 20+Q
Recovery 15

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar,
Mage, Lich, Healer
Effects —
This is the armor of choice for almost all Paladins.
(enturies of tradition have made it one of the few
symbols of the Paladin.

Heavy Plate

Item Type Plate Armor
Treasure Level -
Base Value 5,000
Identify and Repair 9
Armor Class 22+Q
Recovery 15

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar,
Mage, Lich, Healer
Effects -
This heavy plate armor was made thicker to thwart
powerful bows and crossbows. It protects you better
than any of the lighter plate, but is very heavy.

Thjoradric Plate

Item Type

Plate Armor

Treasure Level 4
Base Value 6,250
Identify and Repair 4
Armor Class 23+Q
Recovery 15

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar,
Mage, Lich, Healer
Effects -
This armor is very strong, but like anything made by
Thjoradric Smiths, very heavy.

Imperial Harness

Item Type Plate Armor

Treasure Level S
Base Value 6,000
Identify and Repair 12
Armor Class 24+Q
Recovery 1S

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar,
Mage, Lich, Healer
Effects -
A complete suit of armor like this is hard to
find. Made during the Imperial Period of
Ursana, most were looted or destroyed during
the earthquakes that tore the Ursanian
Empire apart.

Dark Plate
Item Type Plate Armor
| Treasure Level S
Base Value 7,500
Identify and Repair 12
Armor Class 25+Q
Recovery I

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar,
Mage, Lich, Healer
Effects -
This plate armor was made by the Dark Mage
Verhoffin. It is said that armor of this type corrupted
the souls of his army.

Igdrasine
Item Type Leather Armor
Treasure Level 6
Base Value 25,000
Identify and Repair 20
Armor Class 18
Recovery S
Restrictions =
Effects +10 Magic

Legend has it this armor was a gift from Igrassa
herself to Dagna Kramartrag, for his service to
her temple.
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Item Type Chain Armor
Treasure Level 6
Base Value 25,000
Identify and Repair 20
Armor Class 20
Recovery 10
Restrictions Fighter, Initiate,
Scholar
Effects of Regeneration,

-20 Move Silently, 10 percent chance
of opponent becoming Afraid
This armor was allegedly made from the chains that
some ghosts carry with them. Whether that is true or
not, it certainly has some ghostly properties. It
weighs nearly nothing and carries with it a

foreboding cloud.

Swordsbane
Item Type Plate Armor
Treasure Level 6
Base Value 20,000
Identify and Repair 20
Armor Class 75
Recovery 15

Restrictions Fighter, Mercenary,
Crusader, Initiate, Scholar, Mage,
Lich, Healer
Effects +40 AC vs. melee attacks,
-10 AC vs. ranged attacks
This armor was worn by Leit the Crusader during his
reign as leader of the Thronheim Clan. It was with
this armor he slew the foul creatures that inhabited
the area that would become Thronheim City. It is
said to prevent a sword from ever touching the skin
of the wearer.

These items are worn on the feet; they require
no special skills.

Leather Boots
Item Type Boots
Treasure Level 1
Base Value 200
| Identify and Repair 1
Armor Class 2+Q
Recovery -
Restrictions -
Effects -

These are barely more than leather shoes. They are
comfortable, but that comfort comes at the price of*
protection.

Hardened Boots
Item Type Boots
Treasure Level 1
Base Value 300
Identify and Repair 1
Armor Class 3+Q
Recovery =
Restrictions =
Effects -

These boots have gone through a hardening process

to increase the protection to the feet. They are boiled
in beeswax mixed with fat, which results in a strong,
flexible boot.

Chain Boots
Item Type Boots
Treasure Level 2
Base Value 450
Identify and Repair 3
Armor Class 2+Q
Recovery =
Restrictions -
Effects -
These boots are made from leather, covered with
mail on the outside. They are flexible and tough,
but not the most comfortable on the feet.



Item Type Boots
Treasure Level 2
Base Value 450
| Identify and Repair 3
Armor Class 3+Q
Recovery -
Restrictions -
Effects —

These are the boots worn by the Ronenhall Guard.
They are soft leather covered with steel plates on the
outside. They are comfortable and flexible, but still
protective.

Steel Boots
Item Type Boots
Treasure Level 3
Base Value 600
Identify and Repair 6
Armor Class 3+Q
Recovery -
Restrictions =
Effects -

These boots are made from steel, with leather inside
to increase comfort.

Sabaton
Item Type Boots
Treasure Level 4
Base Value 700
Identify and Repair 9
Armor Class 3+Q
Recovery -
Restrictions —
Effects -

These are steel boots made to be worn with a suit of
plate armor. Made of steel, they have leather insoles
and mail to cover the ankle bone.

Prote der Fatta

Item Type Boots
Treasure Level S
Base Value 1,000
Identify and Repair 12
Armor Class 3+0)
Recovery —
Restrictions -
Effects

Old Ursanian for “protector of feet,” the making of
these shoes has been lost to history. They are strong,
have virtually no break-in period, and have magical
wardings in them to stop your heel from being
disconnected from your ankle.

Walking Boots

Item Type Boots
Treasure Level 6
Base Value 20,000
Identify and Repair 20
Armor Class 20
Recovery —
Restrictions -
Effects +10 speed, of Endurance,

of Health, of Amelioration,

+10 to all resistances
These boots were made for walking. However,
because of the special enchantments put upon them
to protect the traveler’s feet, they have been used
more often by the fortunate soldier who happened
upon them.
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Steel Gauntlets
This armor is worn on the hands. It requires no Item Type Gloves
special skills. .« Treasure Level 2
Base Value 500
Leather Gloves Identify and Repair 3
Item Type Gloves Armor Class 3+Q
Treasure Level 1 Recov.er.y =
Base Value 200 Restrictions E
Identify and Repair 1 Effects . -
Armor Class 2+Q These steel gauntlets are the first major step
Racove: ks in protecting the hand. They offer more protection
Restricgons e than mail gauntlets, while not
Effects - sacrificing flexibility.

These gloves are more often seen at the Thing than
in combat. Nonetheless, they offer better protection
than a bare hand.

Leather Gauntlets
Item Type Gloves
Treasure Level 1
Base Value 300
Identify and Repair 1
Armor Class 3+Q
Recovery —
Restrictions —
Effects —

These hardened leather gauntlets have articulated
fingers and a softer leather palm for better feel of the

weapon.

Mail Gauntlets
Item Type Gloves
Treasure Level 2
Base Value 400
Identify and Repair 3
Armor Class 2+Q
Recovery —
Restrictions —
Effects -

These gloves have a leather palm and are backed with
mail. They don’t fit quite properly, but they stop
glancing blows from doing serious damage.

Exceptional Mail Gauntlets

Item Type Gloves
Treasure Level 5
Base Value 600
Identify and Repair 6
Armor Class 2+Q
Recovery =
Restrictions -
Effects -

These mail gauntlets are made of a resilient alloy
whose secret is only known to mailsmiths. The flex-
bility and strength of this gauntlet mean it offers
great protection.

Superior Steel Gauntlets

Bl Item Type Gloves

f Sl Treasure Level 3

#=| Base Value 700
Identify and Repair b

Armor Class 3+Q

Recovery —
Restrictions -

Effects -

These gauntlets are made from the finest steel
available. Each finger is separately articulated, and
the rivets holding them in place are of the highest
quality. You would he hard pressed to find better
armor for the hand than this.



Prote der Hanne

| Item Type Gloves
| Treasure Level 4

Base Value 800
Identify and Repair 9
Armor Class 2+Q
Recovery —
Restrictions -
Effects -

0ld Ursanian for “protector of hands,” these gloves
are copied from pictures in tapestries and plates
from centuries ago. They offer a great deal of
protection, but it is certain, as many scholars attest,
these copies are no match for the originals.

Processxonal Gauntlets
Item Type Gloves
Treasure Level 4
8 Base Value 900
Identify and Repair g
Armor Class 3+Q
Recovery =
Restrictions -
Effects —

These gauntlets are used more for parades and
stately matters than for fighting. They are
comfortable and sharp looking, and they keep your
hands safe.

Magreeb Gauntlets
Item Type Gloves
Treasure Level S
Base Value 1,000
Identify and Repair 12
Armor Class 3+Q
Recovery =5
Restrictions —
Effects Attack bonus to

unarmed and melee combat
These gauntlets are so named because they resemble
the clawlike arm of the Magreeb. Despite the
fancified claws, they are still flexible and strong. The
claws on them are also very sharp, and could possibly
be used as a weapon themselves.

Gloves
Treasure Level 6
Base Value 25,000
Identify and Repair 20
Armor Class 20
Recovery —
Restrictions -
Effects  -10 Accuracy, +10 Luck,

+5 Disarm Trap

This pair of soft leather gloves was found outside
Verhoffin’s tower in 300 AC. They are soft and
somewhat slippery. No matter the size of the wearer’s
hand, they always seem to fit.

These items are worn on the head. No

particular skill is needed to wear them.

Coif

Item Type Helm
Treasure Level 1
Base Value 200
| Identify and Repair 1
Armor Class 2+Q
Recovery ==
Restrictions -
Effects —

This is a simple mail hood. It is well made, but is
missing a few links.

Plain Helm
Item Type Helm
Treasure Level 2
Base Value 450
Identify and Repair 3
Armor Class 3+Q
Recovery —
Restrictions -
Effects —

This is a round skullcap that has been fitted with a
nose guard.



Barbute Helm
Item Type Helm Item Type Helm
Treasure Level 2 Treasure Level 4
Base Value 450 Base Value 700
Identify and Repair 3 Identify and Repair 9
Armor Class 3+Q Armor Class 2+Q
Recovery = Recovery =
Restrictions - Restrictions -
Effects - Effects -

This helm is produced from the many armorsmiths
across Chedian.

Loaf Helm

Item Type Helm
4\ Treasure Level 3
Base Value 400
Identify and Repair 6

Armor Class 2+Q
Recovery =
Restrictions —
Effects -

This helmet was so named because it resembles a loaf

of bread.

Bascinet

Item Type Helm
Treasure Level 3
Base Value 600
Identify and Repair 6

Armor Class 3+Q

Recovery —

Restrictions -

Effects —
This helm is similar to the barbute, but it’s made of a
better material and is lighter and stronger.

This helm is often worn by the Chedian town guards.
It contains a special enchantment to increase its
hardness and resistance to damage.

Dragon Helm
Item Type Helm
Treasure Level 4
Base Value 800
Identify and Repair 9
Armor Class 3+Q
Recovery =
Restrictions -
Effects -

This helm was made from dragon scales. The
downward slope of the scales helps deflect blows
away from the head.

Imperial Helm
: Item Type Helm
Treasure Level S

Base Value 900
Identify and Repair 12
Armor Class 2+Q
Recovery ~
Restrictions -
Effects -

This helm is extremely rare. It was made during the
Imperial Period of Ursana.




Item Type Helm
Treasure Level 5
Base Value 1,000
Identify and Repair 12
Armor Class 3+Q
Recovery -
Restrictions -
Effects -

This helm was made for the Jarls. It is comfortable
to wear and offers great protection.

Vitchbane
Item Type Helm
Treasure Level 6
Base Value 25,000
Identify and Repair 20
Armor Class 15
Recovery —
Restrictions —
Effects +20 all resistances,

+20 AC vs. magic attacks
It is said that this helm is made from the skull of
lithic, the most powerful witch of the Ursanian
Empire. Rumor says that Emperor Ralfor himself
severed her head. After removing the unnecessary
parts, he had the new helmet enchanted against
magical atracks.

Brongnoker
Item Type Helm
Treasure Level 6
Base Value 35,000
Identify and Repair 20
Armor Class 25
Recovery —
Restrictions —
Effects +10 all stats,

+10 Armor skill
Pitted and dented, this helm does not look
like much. Looks can be deceiving however.
Brongnoker was made before the founding of the
Ursanian Empire, with long-lost forging techniques.

The use of all shields requires some proficiency
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in the Shield skill.

Footman’s Buckler
Item Type Shield
Treasure Level 1
Base Value 600
Identify and Repair 1
Armor Class 6+Q
Recovery 5
Restrictions Initiate, Scholar,
Mage, Lich
Effects -

Mass-produced for the Arena, the Footman’s Buckler
was quickly adopted for use during the Clan Wars.

Small Shield

Item Type Shield
Treasure Level 2
Base Value 900
Identify and Repair 3
Armor Class 6+Q
Recovery 5
Restrictions Initiate, Scholar,
Mage, Lich
Effects -

This small round shield is cheap and easy to make.
Its price makes it very popular.

Kite Shield

Item Type Shield
Treasure Level 3
Base Value 1,200
Identify and Repair 6
Armor Class 6+Q
Recovery S
Restrictions Initiate, Scholar,
Mage, Lich
Effects -

The favored shield of the Jarls of Chedian, the Kite
Shield provides better protection than the Footman’s

Buckler. It is often painted with the Jarl’s Bindrune. a



olle
Item Type Shield Item Type Shield
Treasure Level 3 Treasure Level 5
Base Value 1,600 Base Value 1,800
Identify and Repair 6 Identify and Repair 12
Armor Class 8+Q Armor Class 6+Q
Recovery S Recovery 5
Restrictions Initiate, Scholar, Restrictions Initiate, Scholar,
Mage, Lich Mage, Lich
Effects - Effects -

This medium-sized shield is a favorite of
Mercenaries. It is made of wood and reinforced
with steel.

Pavise
Item Type Shield
Treasure Level 4
Base Value 1,500
Identify and Repair 9
Armor Class 6+Q
Recovery S
Restrictions Initiate, Scholar,
Mage, Lich
Effects -

This is the shield used by crossbowmen to protect
themselves while reloading their weapon.

Ronenguard Shield

Item Type Shield
Treasure Level -+
Base Value 2,000
Identify and Repair 9
Armor Class 8+Q
Recovery S
Restrictions Initiate, Scholar,
Mage, Lich
Effects -

This is the shield used most often by the Ronenhall
Guard. It is made of solid steel. It is heavier than
most other shields, but the strong members of the
Ronenhall Guard use it well.

Literally Old Ursanian for “Soldier Protector.” These
shields were found in an abandoned warehouse in
Old Ursana. They are rare and exceptionally strong.

Haklea Shovis
Item Type Shield
Treasure Level 5
Base Value 2,400
Identify and Repair 12
Armor Class 8+Q
Recovery 5
Restrictions Initiate, Scholar,
Mage, Lich
Effects -

This shield comes from a shipment of shields that
washed up on Lachmon Cove from an unknown
shipwreck. Its name is derived from the words
written on the side of the crates.

Arrowfoe
Item Type Shield
Treasure Level 6
Base Value 20,000
Identify and Repair 20
Armor Class 30
Recovery 10
Restrictions Initiate, Scholar,
Mage, Lich

Effects + 30 AC vs. missile weapons
This shield was carried by the mighty warrior
Hrothgar Krohnssen. He claimed to be the son of
Krohn himself, and he possessed mighty strength.



Non-Armor, Worn Items

The following items are worn on the body. They

might in some cases provide protection, but
technically, these items are not armor. No
special skills are required for their use.
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Some amulets are simply decorations that you
can sell for profit. Others have potent
enchantments.

Bronze Amulet
Equipment Location = Amulet
Treasure Level 1
Base Value 500
Identify and Repair 1
Recovery -
Restrictions -
Effects -

This plain bronze amulet was probably meant as a
blank for some other design. It’s not worth much.

Platmum Amulet
Equipment Location  Amulet
Treasure Level 2
Base Value 750
Identify and Repair 3
Recovery -
Restrictions -
Effects —

This is a lightly decorated platinum amulet.

Gemmed Amulet
Equipment Location  Amulet
Treasure Level 3
Base Value 1,000
Identify and Repair 6
Recovery -
Restrictions -
Effects -

This golden amulet is star shaped and encrusted
with gems.

Warrior Amulet

Equipment Location Amulet
Treasure Level 4
Base Value 1,250
Identify and Repair 9
Recovery -
Restrictions —
Effects —

This amulet was cast to resemble the face of a now-
unknown Warrior-God.

Thjoradric Amulet

Equipment Location = Amulet
Treasure Level 5
Base Value 2,500
Identify and Repair 12
Recovery —
Restrictions =
Effects -

Made from elemental Thjorad by Thjoradric Smiths,
it is of a very high quality.

The Green Man
Equipment Location Amulets
Treasure Level 6
Base Value 30,000
Identify and Repair 30
Recovery -
Restrictions —
Effects +20 SP, +3 Meditation,

+5 Light, +5 Spirit, of
Regeneration
This amulet was a gift from The Green Man. Very
few are blessed with a visit to The Green Man, and
fewer still have a gift bestowed upon them for it.
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Mountbatten Rings :
Equipment Location Amulets Each character may wear several rings.
Treasure Level 6
Base Value 20,000 Iron Ring
Identify and Repair a0 Equipment Location Rings
Recov.er.y = Treasure Level 1
Restrictions b Base Value 100
Effects +5 Dark, +3 Perception, Identify and Repair 1
of Amelioration Recovery I
This amulet was carried by the four mystical sages, Restrictions “
Dirk, Stig, Nasty, and Barry. These four men had, for Effects g

a time, carried a message of peace and happiness to
the Chedian, before they were chased out forever. In
their hurry to go, they left this behind.

Not the most fancy of jewelry, this is a simple ring
made of iron.

Gold Rin
Pendant of the Spheres & g :
. . Equipment Location Rings
Equipment Location Amulets
e Treasure Level 2
Treasure Level 6 s
- Base Value 500
Base Value 23,008 Identify and Repair 3
Identify and Repair 20 P
Recovery =
Recovery — . s
ey Restrictions -
Restrictions —
Effects +5 all magic skills i 3
. y g. J This is a small gold band, popular with the Chedian
+3 Learning, +3 Meditation Sbids
This pendant was taken by Nazrim the Assassin from {
Verhoffin’s Tower around 10 BC. .
Puzzle Ring
Screever Equipment Location Rings
. 2 Treasure Level 3
Equipment Location Amulets
Base Value 900
Treasure Level 6 Identify and Rpad 6
Base Value 20,000 Roenes P 1
:lentlfy and Repair 20 Rintoiilinit 4
mtmey = Effects s
Restrictions —

The initial design of the puzzle ring was made by the
Archmage Jesper, who found that the twisted puzzle
like ring was very susceptible to enchantment.

Effects Immune to all conditions,
-3 Learning, gain 85 percent
of normal experience
Beggars are often seen in the major towns of
Chedian, and many complain to have any sort of
adverse condition. Oftentimes, a healer would curse
the beggar with the affliction he claimed to have.



Equipment Location Rings
Treasure Level -4
Base Value 1,250
Identify and Repair 9
Recovery -
Restrictions —
Effects —
A large, lovely pearl adorns this otherwise
unremarkable ring.
Diamond Ring
Equipment Location Rings
¢ % Treasure Level S
- Base Value 1,500
Identify and Repair 12
Recovery =
Restrictions -
Effects —
Simple gold band with several far diamonds
mounted in it.
Weregild
Equipment Location Rings
g N M) Treasure Level 6
~ Base Value 20,000
' Identify and Repair 20
Recovery —
Restrictions —
Effects +1,000 gold per week,

-40 party Endurance
Weregild was created by Snorri the Dwarf as
awedding gift for his soon to be son-in-law.
Unfortunately, another of his daughter’s
suitors became jealous and stole the ring on
the wedding night.

Equipment Location Rings

Treasure Level 6
Base Value 15,000
Identify and Repair 20
Recovery —
Restrictions —
Effects +5 Light, +3 Meditation,

+50 SP, of Speed
Soulband wasn’t so much created as evolved from
something else. It started its life as a trinket worn by
a small child who became possessed by a Revenant.
Since that time it has passed from owner to owner.

Sturkabygel

Equipment Location Rings
Treasure Level 6
Base Value 20,000
Identify and Repair 20
Recovery ~
Restrictions —
Effects +10 Might, +5 Endurance,
+100 HP

Sturkabygel was looted from the dwarven town of
Minespring when it was razed by Ichvan I'in 75 AC.
It was taken by one of his soldiers who went on to
become one of his most prominent generals. After
his death, it was kept in the family as an heirloom.

Lubricious
Equipment Location Rings
, ‘.' Nl Treasure Level 6
Base Value 20,000
Identify and Repair 20
Recovery —
Restrictions -
Effects +20 AC, +5 Dodge,

-3 percent to damage
Some claim that Lubricious was actually made from
these ingredients: the slip of a snake, the sly of a fox,
and the nimbleness of a hare. It was given to Helga
Gunnarsdotir by a salacious suitor. Not caring a whit
for him, she promptly sold the ring.

_@



One-Shot Inventory Items

The following items are stored in your
inventory and can be used exactly once.

- = Eacy 8
Potions can be used by just about anyone. The
main limitation is that the stat-increasing
potions (Pure Might, Pure Magic, etc.) can be
used only once per character.

Cure Wounds
Equipment Location Items
Treasure Level 1
Base Value 5
Identify and Repair 0
Recovery 45
Restrictions —
Effects Cure 5xQ hit points

This potion heals hit points.

Magic Potion
Equipment Location Items
Treasure Level 1
Base Value 5
Identify and Repair 0
Recovery 45
Restrictions —
Effects Cure 5xQ spell points

This potion restores spell points.

Cure Weakness
Equipment Location Items
Treasure Level 1
Base Value 5
Identify and Repair 0
Recovery 45
Restrictions —
Effects Cures Weakness

This potion cures Weakness.

Cure Disease

Equipment Location Items
Treasure Level 1
Base Value 50
Identify and Repair 0

Recovery 45

Restrictions -

Effects Cures Disease condition
This potion cures Disease.

Awaken
Equipment Location Items
Treasure Level 1
. Base Value 50
Identify and Repair 0
Recovery 45
Restrictions -

Effects Removes Asleep condition
This potion removes Asleep condition.

Cure Poison
Equipment Location Items
Treasure Level 1
Base Value 50
Identify and Repair 0
Recovery 45
Restrictions -
Effects Cure Poison condition

This potion cures the Poisoned condition.

Haste
Equipment Location Items
Treasure Level 3
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions -
Effects Vigor for 6 hours

This potion grants Haste.
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Bless
Equipment Location
Treasure Level 3
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions -
Effects Bless for 6 hours

This potion grants Bless.

Remove Fear
Equipment Location Items
Treasure Level 3
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions =
Effects Cures Fear

This potion cures Fear.

Remove Curse
Equipment Location Items
Treasure Level 3
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions -
Effects Cures Curse

This potion cures Curse.

Might Boost
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -
Effects Increases Might 3xQ

for 30 minutes per level
Increases temporary Might by three times the
strength of the potion, for 30 minutes per point of
strength of the potion.

Magic Boost
Equipment Location Irems
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -
Effects Increases Magic 3xQ

for 30 minutes per level
This potion increases temporary Magic by three
times the strength of the potion, for 30 minutes per
point of strength of the potion.

Endurance Boost
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions —
Effects Increases Endurance 3xQ

for 30 minutes per level
This potion increases temporary Endurance by three
times the strength of the potion, for 30 minutes per
point of strength of the potion.




Accuracy Boost

Equipment Location Items
Treasure Level S

Base Value 750

Identify and Repair 0

Recovery 45

Restrictions —

Effects Increases Accuracy
3xQ for 30 minutes per level

This potion increases temporary Accuracy by three
times the strength of the potion, for 30 minutes per
point of strength of the potion.

Speed Boost
Equipment Location Items
Treasure Level S
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -
Effects Increases Speed 3xQ

for 30 minutes per level
This potion increases temporary Speed by three
times the strength of the potion, for 30 minutes per
point of strength of the potion.

Luck Boost
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions —
Effects Increases Luck 3xQ

for 30 minutes per level
This potion increases temporary Luck by three times
the strength of the potion, for 30 minutes per point
of strength of the potion.

Cure Paralysis
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45

Restrictions -
Effects Cures Paralysis condition
This potion cures Paralysis.

Flaming Potion
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45

Restrictions -

Effects Temporary concat of weapon
This potion adds the “Flamed” property to a
nonmagic weapon for 30 minutes per point of
strength of the potion.

Freezing Potion

Equipment Location Items
Treasure Level $
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -
Effects TemTemporary concat of

weaponThis potion adds the “Icy”
property to a nonmagic weapon for 30 minutes per
point of strength of the potion.



Vampiric Potion
Equipment Location Items
Treasure Level S
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions —

Effects Temporary concat of weapon
This potion adds the “of Vampiric Drain” property
to a nonmagic weapon for 30 minutes per point of
strength of the potion.

Shocking Potion

Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45

Restrictions —

Effects Temporary concat of weapon
This potion adds the “of Wind” property to a
nonmagic weapon for 30 minutes per point of
strength of the potion.

Divine Cure
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -

Effects Heal HP up to maximum
This potion restores your character’s hit points.

Divine Power
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -

Effects Restore SP up to maximum

This potion restores your character’s spell points.

Divine Restoration
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions —
Effects Remove all adverse

conditions (except Death,
Stoned, or Eradicated)
This potion removes all adverse conditions (except
Death, Stoned, or Eradicated)

Pure Might
Equipment Location Items
Treasure Level 5
Base Value 2,000
Identify and Repair 0
Recovery 45
Restrictions Once per character
Effects Adds 20 (permanent)

to Might

This potion adds 20 (permanent) to Might.

Pure Magic
Equipment Location Items
Treasure Level S
Base Value 2,000
Identify and Repair 0
Recovery 45

Restrictions Once per character
Effects Adds 20 (permanent)
to Magic
This potion adds 20 (permanent) to Magic.
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Pure Endurance Slaying Potion
Equipment Location Items Equipment Location Items
Treasure Level S Treasure Level )
Base Value 2,000 Base Value 2,000
Identify and Repair 0 Identify and Repair 0
Recovery 45 Recovery 45
Restrictions Once per character Restrictions Works on
Effects Adds 20 (permanent) weapons only
to Endurance Effects Adds “of Dragon Slaying”
This potion adds 20 (permanent) to Endurance. to weapon
This potion adds “of Dragon Slaying” to a nonmagic
Pure Accuracy weapon—permanently.
Equipment Location Items
Treasure Level 5 | ' o 0
Base Value 2,000 — ——
Identify and Repair 0
Recovery 45
Restrictions Once per characrer
Effects Adds 20 (permanent)
to Accuracy There’s a skill book for every skill in the game.
This potion adds 20 (permanent) to Accuracy. These skill books allow a character to learna
skill at the Normal level. They have no effect on
Pure Speed characters that already have the skill, or
Equipment Location Ttetns characters who cannot learn the skill due to
Treasure Level 5 class restrictions.
Base Valuée 2,000 All skill books are essentially the same
Identify and Repair 0 except for the skills they teach, so there’s no
Recovery 45 benefit in listing them here individually. There
Restrictions Once per character is a moderate price difference between skill
Effects Adds 20 (permanent) books, though, as follows: ‘
to Speed |
This potion adds 20 (permanent) to Speed. @ Weapon skill books (Blade, Cudgel) are ;
worth 50.
Pure Luck . Armor, Dodge, Disarm Trap, Shield, ‘
Equipment Location Items Identify Item, and Identify Monster are
Treasure Level 5 worth 50. ‘
Base Value 2,000 @ Spell skill books (Dark, Light) are worth |
Identify and Repair 0 75
Recovery 45 @ Armsmaster is worth 75

Restrictions Once per character
Effects Adds 20 (permanent)
to Luck

:a y This potion adds 20 (permanent) to Luck.

@  Merchant, Perception, Repair Item,
Body Building, Learning, and
Meditation are worth 250.



Spell books teach characters a single spell;
there’s a book for every spell in the game.

These books have no effect on characters

‘who already know the spell. Also, spells cannot
be learned by someone who doesn’t already
have the necessary skills.

Spell books are essentially the same except
for the spells they teach; therefore, we won’t list
them individually. Refer to Chapter 3 for details
on specific spells.

Spell books range in cost. Low-level spells
that require only Normal skill levels tend to
cost 250; spells requiring Expert status range
from S00 to 750; and books with the very best
spells go for 2,000.

Scrolls

Scroll of Blessing
Equipment Location Items
Treasure Level 1
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions -~
Effects -

This scroll casts the “Bless” spell.

Scroll of Curses
Equipment Location Items

' \ Treasure Level 1

g Base Value 150

Identify and Repair 0
Recovery 45
Restrictions —
Effects -

This scroll casts the “Curse” spell.

Scroll of Heal

Equipment Location Items
Treasure Level 1
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions —
Effects —
This scroll casts the “Heal” spell.
Scroll of Elemental Bolt
Equipment Location Items
Treasure Level 1
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions —
Effects -
This scroll casts the “Elemental Bolt” spell.
Scroll of Elemental Protection
Equipment Location Items
3 \ Treasure Level i}
i Base Value 150
Identify and Repair 0
Recovery 45
Restrictions —
Effects —
This scroll casts the “Elemental Protection” spell.
Scroll of Poison
Equipment Location Items
Treasure Level 1
Base Value 150
Identify and Repair 0
Recovery 45
Restrictions —
Effects -

This scroll casts the “Poison” spell.

9
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Scroll of Turn Undead

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

Scroll of Wizard Eye

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Wizard Eye” spell.

Scroll of Wound

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Wound” spell.

Scroll of Sparks

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Sparks” spell.

This scroll casts the “Turn Undead” spell.

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Spell Reaver” spell.

Scroll of Earth

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery

Restrictions

Effects

This scroll casts the “Arms of Earth” spell.

Scroll of Elemental Blast

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Elemental Blast” spell.

Scroll of Elemental Aura

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Elemental Aura” spell.

[tems

150

45

Items

250

45

Ttems

250

45

Items

250

+a
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Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery

Restrictions

Effects

This scroll casts the “Enchant Item” spell.

Scroll of Purification

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Purify” spell.

Scroll of Rage

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Enrage” spell.

Items Equipment Location
Treasure Level

Base Value

Identify and Repair
45 Recovery

- Restrictions

— Effects

This scroll casts the “Resist Death” spell.

Scroll of Faith

Equipment Location
Treasure Level

Base Value

Identify and Repair
45 Recovery

— Restrictions

- Effects

This scroll casts the “Faith” spell.

Scroll of Fear
Equipment Location
Treasure Level
Base Value
Identify and Repair
45 Recovery

— Restrictions

- Effects

This scroll casts the “Fear” spell.

Scroll of Feather Fall

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Feather Fall” spell.

Items

250

Items

250

45




Scroll of Fleet Foot

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Fleet Foot” spell.

Scroll of Haste

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Haste” spell.

Scroll of Disease

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Disease” spell.

Scroll of Pain Reflection
Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Pain Reflection” spell.

Items

250

45

Items

250

45

Items

250

45

Items

250

45

Scroll of Paralysis

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Paralyze” spell.

Scroll of Phantoms

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

Items
2

250

0

45

Items
2

250

0

45

This scroll casts the “Phantom Fighter” spell.

Scroll of Torchlight

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Torchlight” spell.

Scroll of Lightning

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery

Restrictions

Effects

This scroll casts the “Chain Lightning” spell.

Items
2

250

0

45

[tems
ki

500

0

45

2



Scroll of Fire

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Column of Fire” spell.

Scroll of Dark Grasp

Equipment Location
Treasure Level
Base Value
Identify and Repair
Recovery
Restrictions
Effects

This scroll casts the “Dark Grasp” spell.

Scroll of Leggib

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Eye of Leggib” spell.

Scroll of Natural Armor

Equipment Location
Treasure Level
Base Value
Identify and Repair
Recovery
Restrictions
Effects
This scroll casts the “Natural Armor” spell.

Items

500

45

Items

500

45

Scroll of Regeneration
Equipment Location
Treasure Level
Base Value
Identify and Repair
Recovery
Restrictions
Effects

This scroll casts the “Regeneration” spell.

Scroll of Shared Life

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Shared Life” spell.

Scroll of Town Portal

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Town Portal” spell.

Scroll of Transfusion

Equipment Location
Treasure Level
Base Value
Identify and Repair
Recovery
Restrictions
Effects

This scroll casts the “Transfusion” spell.

Items

500

45
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Scroll of the Bugs

Equipment Location Items
Treasure Level 3
Base Value 500
Identify and Repair 0
Recovery 45
Restrictions -
Effects —

This scroll casts the “Wrath of the Bugs” spell.

Scroll of Beacons
Equipment Location Items
Treasure Level 4
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -
Effects —

This scroll casts the “Lloyd’s Beacon” spell.

Scroll of Death’s Touch
Equipment Location Items
Treasure Level 4
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions -
Effects 7

This scroll casts the “Death’s Touch” spell.

Scroll of Divine Intervention
Equipment Location Items
Treasure Level 4
Base Value 750
Identify and Repair 0
Recovery 45
Restrictions —
Effects 9

This scroll casts the “Divine Intervention” spell.

Scroll of Meteors

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Meteor Shower” spell.

Scroll of Poison Cloud

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery

Restrictions

Effects

This scroll casts the “Poison Cloud” spell.

Scroll of Resurrection
Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Resurrection” spell.

Scroll of Souldrinking

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery
Restrictions

Effects

This scroll casts the “Souldrinker” spell.

Items
4
750

£
L7 G~

|

Items

750

45

Items

750

45



Scroll of the Storm

Equipment Location Items
Treasure Level S
Base Value 1,000
Identify and Repair 0
Recovery 45
Restrictions —
Effects —

This seroll casts the “Eye of the Storm” spell.

Throw these runestones to cause an instant
spell effect. Think of them as a different type

of scroll.

Elemental Runestone
Equipment Location Items
Treasure Level 2
Base Value 250
Identify and Repair 0
Recovery 45
Restrictions —
Effects 11

Throw this runestone to cast the “Elemental
Blast” spell.

Flint Runestone
Equipment Location Items
Treasure Level 2
Base Value 250
Identify and Repair 0
Recovery 45
Restrictions -
Effects 40

Throw this runestone to cast the “Sparks” spell.

Runestone of Earth

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery

Restrictions

Effects

Throw this runestone to cast the “Arms of
Earth” spell.

Fire Runestone

Equipment Location
Treasure Level

Base Value

Identify and Repair
Recovery

Restrictions

Effects

Throw this runestone to cast the “Column of
Fire” spell.

Lightning Runestone

Equipment Location
@, Treasure Level
: Base Value

Identify and Repair
Recovery
Restrictions
Effects

Throw this runestone to cast the “Chain
Lightning” spell.




Wand of Poison
Equipment Location Items Equipment Location = Weapon
Treasure Level 3 Treasure Level 2
Base Value 500 Base Value 750
Identify and Repair 0 Identify and Repair 0
Recovery 45 Recovery 65
Restrictions — Restrictions -
Effects 26 Effects 31
Throw this runestone to cast the “Meteor Target is blasted with poison that does immediate
Shower” spell. and continual damage until the poison has run its
course.
Wands and Miscellaneous Items ~ Wand of Elemental Blast
These hard-to-categorize items have a wide Equipment Location = Weapon
variety of functions. Treasure Level 3
Base Value 1,500
Identify and Repair 0
L —— Recovery 65
Wands lie somewhere between one-shot items Restrictions =
and permanent items; they can be used several Effects 11

times, but they eventually run out of power.
Therefore, you shouldn’t rely upon them.

The “Effects” row of a wand is almost
always a number. This number indicates the
number of “charges” the wand typically
possesses. When the wand is out of charges, it
becomes useless.

Wand of Elemental Bolts
Equipment Location Weapon
Treasure Level 2
Base Value 750
Identify and Repair 0
Recovery 65
Restrictions -
Effects 12

This wand launches a magical bolt of one of the
four elements at the target. The bolt always hits
the targer.

This wand launches a magical attack outward froma
targeted creature.

Wand of Sparks
Equipment Location = Weapon
Treasure Level 3
Base Value 1,500
Identify and Repair 0
Recovery 65
Restrictions -
Effects 40

Sparks fires small balls of lightning that bounce
around until they hit something or dissipate. It is
hard to tell where they will go, so this spell is best
used in a room crowded with small monsters.



Wand of Chain Lightning

Equipment Location Weapon
Treasure Level 4
Base Value 2,500
Identify and Repair 0
Recovery 65
Restrictions -
Effects 2

The lightning bolt discharges electricity from the
hand of the caster to a single target. It always hits
and does 1-8 points of damage per point of skill. If
there are any monsters within a certain range of the
target, they will be hit as well.

Wand of Poison Cloud
Equipment Location Weapon
Treasure Level 4
Base Value 2,500
Identify and Repair 0
Recovery 65
Restrictions —
Effects 32

A poisonous cloud of noxious gases is formed in
front of the caster and moves slowly away from your

party. The cloud does 25 points of damage plus 1-10

per point of skill.

Equipment Location

Treasure Level 4
Base Value 100
Identify and Repair 0
Recovery —
Restrictions -
Effects -
Use this four-leaf clover to gain a skill point.
Fizbin of Misfortune
Equipment Location Amulets
Treasure Level Quest Item
Base Value 25,000
Identify and Repair 20
Recovery —
Restrictions -
Effects Party Luck -20, chance

of random encounter +15 percent
The Fizbin appear at the worst times. Its fame
precedes it, and most owners have a hard time
getting rid of it.

Lump of Elemental Thjorad

Equipment Location Items
Treasure Level 1
Base Value 500
Identify and Repair 0
Recovery —
Restrictions —
Effects —

This is a small piece of the ore that the Thjoradric
Smiths use to make their weapons.




Chunk of Elemental Thjorad

Equipment Location Items

Treasure Level 3
Base Value 1,000
Identify and Repair 0
Recovery —
Restrictions -
Effects -

This is a medium piece of the ore that the Thjoradric

Smiths use to make their weapons.

Lode of Elemental Thjorad

Equipment Location Items
Treasure Level S
Base Value 2,500
Identify and Repair 0
Recovery =
Restrictions —
Effects -

This is a large piece of the ore that the Thjoradric

Smiths use to make their weapons.

Basilisk Skin
Equipment Location Items
Treasure Level 5
Base Value 500
Identify and Repair 0
Recovery =
Restrictions -
Effects -

This is a skin that came off a dead basilisk.

King Basilisk Skin
Equipment Location Items
Treasure Level 5
Base Value 750
Identify and Repair 0
Recovery —
Restrictions -
Effects -

This is a skin that came off a dead King Basilisk.

Matched Artifact Sets

Most artifacts and unique items are listed in the
appropriate category—for example, artifact
swords are listed under Blades, and artifact
crossbows are listed under Bows.

The following artifacts have been grouped
in this section, however, because they belong to
special sets. When a character possesses the
entire set of items, there are special bonuses.

sl B Cirtgiaad e,

There is a myth about a great Holy Warrior
named Broderick, whom the Gods charged to
destroy the demon Nodens. With his mighty
sword, Broderick destroyed the demon and
presented the Gods with the trophy of the
demon’s ugly head. These items are ideal for
Crusaders and Paladins.

Broderick’s Two-Handed Sword
Item Type Two-Handed Sword
Treasure Level 6
Base Value 13,000
Identify and Repair 15
Damage 5d2+25
Recovery 60

Restrictions Fighter, Ranger,
Mercenary, Assassin, Gladiator,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Blade, +2 Learning
(+40to hit with complete
Broderick set)



Brodenck’s Hauberk

Item Type Chain Armor
Treasure Level 6
Base Value 13,000
Identify and Repair 1S
Armor Class 32
Recovery 45
Restrictions Fighter, Ranger,

Mercenary, Assassin, Gladiator,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Blade, +2 Armor
(+10 all resistances with
complete Broderick set)

Brodenck’s Helm

Item Type Helm
Treasure Level 6
Base Value 13,000
Identify and Repair 15
Armor Class 12
Recovery —
Restrictions Fighter, Ranger,

Mercenary, Assassin, Gladiator,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Blade, +2 Might
(of Regeneration with
complete Broderick set)

Broderick’s Gloves
Item Type Gloves
Treasure Level 6
Base Value 13,000
Identify and Repair 15
Armor Class 10
Recovery —
Restrictions Fighter, Ranger,

Mercenary, Assassin, Gladiator,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Blade,+2 Virtality
(+10 to all stats with
complete Broderick set)

Broderick’s Amulet
Equipment Location Amulets
J Treasure Level 6
@9) Base Value 13,000
Identify and Repair 15
Recovery -
Restrictions Fighter, Ranger,

Mercenary, Assassin, Gladiator,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Blade, +2 Armsmaster

(of Arms Mastery with
complete set)

When followers of Skraelos reached the highest

state of communion with him, he awarded
them with objects to show their status. No
scholar has reached this status in many years,
but the objects still exist.

If you've got a Lich in your party, this is the
best set of items you could hope for.

Death Hammer
Item Type Hammer
Treasure Level 6
Base Value 15,000
Identify and Repair 15
Damage 4d4+25
Recovery 55
Restrictions Initiate, Mage,

Healer, Priest, Druid, Fighter,

Crusader, Mercenary, Paladin,

Ranger, Assassin, Gladiator
Effects +2 Dark, +2 Armsmaster,

(of Death with complete

Death set)




Death Cuirass

Item Type Leather Armor
Treasure Level 6
Base Value 15,000
Identify and Repair 15
Armor Class 40
Recovery 10
Restrictions Initiate, Mage,

Healer, Priest, Druid, Fighter,
Crusader, Mercenary, Paladin,
Ranger, Assassin, Gladiator

Effects +2 Dark, +2 Meditation
(+10 all resistances with
complete Death ser)

Death Cap
Item Type Helm
Treasure Level 6
Base Value 15,000
Identify and Repair 15
Armor Class 8
Recovery —
Restrictions Initiate, Mage,

Healer, Priest, Druid, Fighter,
Crusader, Mercenary, Paladin,
Ranger, Assassin, Gladiator

Effects +2 Dark, +2 Learning
(of Jajarb with complete
Death ser)

Item Type Boots
Treasure Level 6
Base Value 15,000
Identify and Repair 15
Armor Class 7
Recovery =
Restrictions Initiate, Mage,

Healer, Priest, Druid, Fighter,

Crusader, Mercenary, Paladin,

Ranger, Assassin, Gladiator
Effects +2 Dark, +2 ID Monster

(+20 to Speed with

complete Death set)

Death Ring
Item Type Ring
Equipment Location Rings
Treasure Level 6
Base Value 15,000
Identify and Repair 15
Recovery =
Restrictions Initiate, Mage,

Healer, Priest, Druid, Fighter,
Crusader, Mercenary, Paladin,
Ranger, Assassin, Gladiator
Effects +2 Dark, +2 Elemental
(+10 to all stats with
complete Death se)



The Gathering Set

This set of items can be won at a fair known as
the Gathering. The items are not very helpful,
but you can sell the complete set to the
Collector for a hefty premium.

Wooden Sword
Item Type Wooden Sword
Treasure Level Quest Item
Base Value 5
Identify and Repair 20
Damage 1d3
Recovery 45
Restrictions —
Effects -

The Wooden Sword you won at the Gathering; it
looks like something with which a child would play.

Wooden Shield

i Item Type Wooden Shield

/ Treasure Level Quest Item
Base Value 5

Identify and Repair 20

Armor Class 1

Recovery S
Restrictions L

Effects 2

The Wooden Shield you won at the Gathering; it
looks like something with which a child would play.

Fur Cap
Item Type Fur Cap
el Treasure Level Quest Item
Base Value 5
Identify and Repair 20
Armor Class 1
Recovery -
Restrictions =
Effects =

The Fur Cap you won at the Gathering is small, but
it fits all right.

Cloth Gloves

Item Type Cloth Gloves
Treasure Level Quest Item
Base Value S
Identify and Repair 20
Armor Class 1
Recovery —
Restrictions -
Effects -

Gloves you won at the Gathering; they might
be helpful.

Fuzzy Slippers

Item Type Fuzzy Slippers
Treasure Level Quest Item
Base Value R
Identify and Repair 20
Armor Class 1
Recovery —
Restrictions —
Effects -

Slippers you won at the Gathering; they might be
helpful.

Quilted Armor

‘ 7 Item Type Quilted Armor
,L-g- @l Treasure Level Quest [tem
N Base Value 5
Identify and Repair 20

Armor Class 1

Recovery S
Restrictions -

Effects -

Little more than a quilt with string to hold it on; it’s
a little small, bur it fics all right.




During the Rise of the Old Ursanian Empire,

the current Emperor’s feast-day. The greatest
Gladiator of those games was honored with a
set of armor and weapons. This potent set of
artifacts is only for Gladiators.

Prize Gladius
/ Item Type Short Sword
Treasure Level 6
Base Value 10,000
Identify and Repair 15
Damage 5d3+15
Recovery 50
Restrictions  Fighter, Assassin,

Crusader, Paladin, Ranger,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Body Building,
+4 Armsmaster (+40 to hit
with complete Prize set)

Prize Plate
Item Type Plate Armor
Treasure Level 6
Base Value 10,000
Identify and Repair 15
Armor Class 60
Recovery 15

Restrictions  Fighter, Assassin,
Crusader, Paladin, Ranger,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Body Building,
+4 Might (+10 all stats with
complete Prize ser)

great Gladiatorial Games were held in honor of

Item Type Skullcap
Treasure Level 6
Base Value 10,000
Identify and Repair 15
Damage 3
Recovery —
Restrictions Fighter, Assassin,

Crusader, Paladin, Ranger,
Initiate, Scholar, Healer, Mage,
Lich, Druid, Priest

Effects +2 Body Building,
+2 Armor (of Regeneration
with complete Prize set)

Prize Shield
Item Type Shield
Treasure Level 6
Base Value 10,000
Identify and Repair 15
Damage 10
Recovery S

Restrictions  Fighter, Assassin,
Crusader, Paladin, Ranger,
Initiate, Scholar, Healer,

Mage, Lich, Druid, Priest

Effects +2 Body Building,
+2 Dodge (Spry with complete
Prize set)




Item Type

Equipment Location Rings Equipment Location Rings
Treasure Level 6 Treasure Level 6

Base Value 10,000 Base Value 15,000

Identify and Repair 15 Identify and Repair 15

Recovery - Recovery =

Restrictions  Fighter, Assassin, Restrictions Initiate, Druid,
Crusader, Paladin, Ranger, Scholar, Mage, Lich, Fighter,
Initiate, Scholar, Healer, Mage, Crusader, Mercenary, Paladin,
Lich, Druid, Priest Ranger, Assassin, Gladiator

Effects +2 Body Building, Effects +2 Light, +2 Spirit
+2 Learning (+10 to all (+10 to all stats with complete
resistances with complete Fre’s set)

Prize set)

Fre’s Helm

’ Item Type Helm
Fre’s ltems Treasuz'l: Level 6
Hundreds of years ago, the Priests of Ratatosk Base Value 15,000
had smiths. These smiths forged weapons and Identify and Repair 15
armor to protect the priests when they accom- Armor Class 13
panied the Crusaders on their Holy Wars. This Recovery o
matching set is the ultimate Priest gear. Restrictions Initiate, Druid,
Feo'aSncoti iace Scholar, Mage, Lich, Fighter,

Crusader, Mercenary, Paladin,

Item Type Weapon Ranger, Assassin, Gladiator
Treasure Level 6 Effects +2 Light, +2 Meditation
Base Value 15,000 (+10 all resistances with
Identify and Repair 15 complete Fre’s set)

Damage 8d2+20

Recovery 55

Restrictions Initiate, Druid,

Scholar, Mage, Lich, Fighter,
Crusader, Mercenary, Paladin,
Ranger, Assassin, Gladiator

Effects +2 Light,
+2 Might (of Body with
complete Fre’s set)



Fre’s Gloves

Item Type Gloves Equipment Location Amulets
Treasure Level 6 Treasure Level 6
Base Value 15,000 Base Value 25,000
Identify and Repair 1S Identify and Repair 20
Armor Class 74 Recovery —
Recovery — Restrictions —
Restrictions Initiate, Druid, Effects +50 to HP, -10 SP,
Scholar, Mage, Lich, Fighter, of Regenerarion, Fragile
Crusader, Mercenary, Paladin, This heart-shaped amulet was created in honor of
Ranger, Assassin, Gladiator Fre, the goddess of Vita. It was last carried by
Effects +2 Light, +2 Repair Item D’vorna Life-Toucher, the Healer who traveled
(of Repair Items with through Chedian, healing its inhabitants for
complete Fre’s set) exorbitant prices.
Fre’s Chain Boots

Item Type Boots
Treasure Level 6
Base Value 15,000
Identify and Repair 15

Armor Class 7
Recovery —
Restrictions Initiate, Druid,

Scholar, Mage, Lich, Fighter,
Crusader, Mercenary, Paladin,
Ranger, Assassin, Gladiator

Effects +2 Light, +2 Speed
(+20 to Speed with complete
Fre’s set)
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