































































































































































































The creature stopped dead in its tracks. It had grown
quite used to panicked flight or desperate attacks from its
victims. Conversation was quite beyond its ken.

“I say, are you deaf? That would be wonderful! I
could befriend you and help you find a cure. My adventure
would be assured! What say you?”

Unable to comprehend the foolish prattle of the little
morsel that had run right up to its massive feet, the monster
reached down and clutched poor Gurps firmly in one hand,
unleashing a hideous battle-roar. The EIf was startled, and
gaped helplessly as the great beast swallowed him whole.

Satisfied, the giant lumbered off to digest his strange
meal. No sooner had he entered a nearby wood, a voice
echoed up through the laybrinthine bows of its cavernous gut.

“I understand now. You are my adventure. I'm sorry,
I did everything all wrong. Let me try again. Please? You’ll
see, I will run in terror and everything! Just give me a second
chance. C’mon...”

The little elf kept this up until the giant became so
upset that he disgorged the babbling wanderer, who proceeded
to flee with all haste, as promised. He didn’t stop until he
reached his home, where he impressed one and all with the
story of his marvelous adventure.

Having come into contact with quite a few Giants in
my time, I can be fairly certain that this little tale is no more
than a fable, but it does capture the unparalleled ability of the
Breks to turn a situation from bad to good with a few well-
placed words of encouragement.

Very magical and very
secretive, these Elves have a
mastery of mystical forces that
is unknown to others of their
race. These peaceful creatures
generally choose not to use
weapons of any kind, preferring
to devote their efforts to arcane
learning. The most famous

Klvar was Glandamin, a powerful mage who allied himself
against Olegar against Tranzadeel only to be killed by the
fires that formed Olegar Bay. Often solitary and reclusive,
little more is known of this tribe or their unique talents.

MELOD

I was passing
through the village of
Ebbwater a few years
back with a few com-
panions and a load of
valuables liberated
from some bandits
who had liberated
them from various
caravans that they had
overcome. We were in
the process of return-
ing the valuables to
their rightful owners when we first heard the music.

Preoccupied as I was with our task, I did not notice
the melody at first, but I saw it in the faces of my comrades.
They had stopped what they were doing to look out over the
plain with the strangest expressions on their faces. Something
like the look of those asleep, it was, as though their troubles
had been drained away, leaving only peace. At first I thought
them ensorcelled, but I could see nothing as far as the horizon
but grass and a few clumps of trees.

Then I heard it.

My friend, there is no sweeter sound than that which
caught my ear that day. In my dreams I can hear dim echoes
of the sweet harmony off in the distance, just out of reach. It
is difficult to describe with words alone a near-tangible
sensation that you feel with your heart. Entranced, I stood
motionless, straining to hear it, like a flower turning its leaves
to the sun. To this day, I have no idea how long I stood there.
Hours, minutes, all sense of time was surrendered to the
moment, a blessed respite from the rigors of this world.

As suddenly as it had come, it was gone.
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Astonished, I asked one of the villagers where the
exquisite music had come from. With a voice low and full of
reverence, he told me that it was the Elves of Melod Wood.
He recounted some of the legends men have told in an attempt
to put the unearthly beauty of the music in terms they can
understand. It is no wonder that the people of Olanthan claim
that the Melod Elves sing the stars out at night and make the
trees sway on a still summer’s evening. The plainsmen
believe that the sounds of the wood are a tune played on their
flutes, lingering in the wind forever. On reflection, I believe
that they sing to express the joy of life, a joy only they can
truly understand.

When you
think EIf, you are prob-
ably thinking about the
Pyar. You will find as
you become more ac-
quainted with the rest of
the tribes that this is
very far from the truth.
Just as there are rogue
elements in our society,
the Pyar are rogue
Elves. Less secretive by

" far than the rest of their
people, these explorers have paved the way for those who
wish to enter human society.

The only Elves to engage in open trade with the
other peoples of Ashtalarea, they sell Pyar wood, which is
some of the finest available for crafting bows. Unfortunately,
Pyar wood dries out quickly unless treated properly, which is
a secret the tribe has kept to itself. In Brettle, an Elf has gone
so far as to open a shop, something the other tribes definitely
do not approve of.

With extended contact, some of our traits have
started to creep into Pyar society. In many cases, the elements
first acquired are those least desirable to the majority of the

Elven race. For instance, the other day one of their children
tried to pick my pocket. Fortunately, the pocket was empty
and the child’s father was nearby. I can only hope this was an
isolated incident.

THISM

Largest of the six
tribes, this is easily the
most numerous of the
Elven races. Their
forest lies beside the
Mountains of Tyme
and they live in tree-
houses made of twigs
and leaves tightly
woven into a very
tough material. The
Thism love the wood,

and despise those who

would dare defile it. This tribe comprised most of the army
the Elves sent to fight in the Dark War, partially due to their
great numbers, but also due to an uncommon courage and
sense of duty sadly lacking in the Pyars.

USIP

It is sad irony
that the last tale I tell
you must be a tragic
one, but that is often
the way of the world.

The Plains of
Lintle seem to stretch
out forever. There is so
much room that those
who live on the plains
are nomadic, wander-
ing from place to place




in large caravans, setting up camp wherever there is good
hunting. It would seem that the plainsmen would have little
need for expanding their lands. This is basically true, but
expand they have, unintentionally or not.

The source of the problem is that the plains contain
precious little in the way of trees whose wood is useful for
crafting the spears, bows and tent poles that we tend to take
for granted. Without meaning any harm, the plainsmen took
this wood from the forests that border their homeland. This
slow pillaging has gradually cut back the forests to the point
where at least one of them is in danger.

On the eastern edge of the Plains of Lintle is a small
wood, smallest of the six inhabited by the Elven tribes. This
wood is home to the Usip, who are also the smallest tribe.
Very shy, these meek creatures hid in the underbrush while
the plainsmen savaged their home with handaxe and flame.
Peaceful and unaggressive, they had no way to defend
themselves and were unable to bring themselves to confront
what they believed was a race of deadly savages.

Eventually, they sent an emissary to the Breks, who
explained the situation to the plainsmen. Unfortunately, things
have gotten out of hand, and many fear that the Usip are in
danger of dying out. The plainsmen, who have a great deal of
respect for most of the Elven tribes, were repentant when they
heard what they had done. They put the Usip under their
protection and have set guards on the wood. Only time will
tell if this will buy the smallest Elven tribe time to recover
what has been lost before it is too late.

[ APPENDIX 1:
THE ELVEN LANGUAGE
Introduction by Zebin Al Zored

I have attempted, in this minor work, to describe the
basic structure of the Elven language as used in the performance
of magical rites and incantations.

The major references on the use of Elven in magic are
held in the tower of Astimiah Eckhart, Mage of Brettle. It was he
who so kindly allowed me to spend many days delving through
his library's extensive stacks. To him and the brothers of his
order I am indebted.

Original research on ancient Elven was conducted by
the mage Yonden Clang in the years 734 to 767. He discovered
the fifteen “trees” of Elven speech, and documented the various
historical variations which define modern Spoken Elven. In this
summary of his research I will endeavor to do justice to his fine
linguistic research.

HISTORY OF THE ELVEN LANGUAGE

Use of Elven in Ashtalarea began, of course, with the
appearance of Elves on the continent around the year 686. At that
time, there were three forms of Elven in common use: Anfél,
Kafarifél, and €avorfél.

Anfél, is the commonly-known Elven language, spoken
by all Elves in one dialect or another. This is the language taught
to non-Elves by Elven sages.

Kafarifé] is the secret language of the Elven Lords, and
is used ostensibly in the preparation of Elven military plans and
other Elven secrets. Presumably the location of the famed “Secret
Elven Wood-City” is discussed in Kafarifél.

The last, €avorfél, is the language of magic and
incantation.

All three Elven languages trace their etymologies to the
fifteen “Trees.”" These Trees are the roots of both Anfél and

' The Elven term is éna (tree). In English these éna would be called
“roots” or “stems”, but I have used the Anfél translation.




éavorfél. Of Kafarifél I was able to leamn nothing, but it is likely
that it derives in some form from these fifteen Trees as well.

The Trees describe all that the most ancient Elves knew
of their world, and they are divided into three “families™: natural,
familial, and unnatural. These categories havn’t any linguistic
significance, although the three “families” form a consistent
theme in the literature of the Elven houses. It is interesting to note
the existence of the “unnatural” family, and that it contains fire,
stone, and noise, which comprise the Anfél word for Dwarf,
Tuyaswa. Elven hatred of Dwarves is a result of the historical
Elven disdain for linguistic members of the unnatural family.

In this text I will discuss only the Anfél and €avorfél
languages of Elven speech. A reference to “Elven” should be
taken to refer to both languages. Items appearing only in one or
the other will be clearly identified as such.

NOTES ON PRONUNCIATION

1. Not all Common letters are represented in Elven. The Elven
alphabet (transcribed into the Latin alphabet) reads as
follows:
a,b,d,ef ikl mnoprstuv,wyz

2. Vowels follow the general European patterns:

A = ahh (as in “father”)
E =ay (as in “way”)
O =oh (as in “go” or as in “bought”)
I =i (as in “him”)
U =00 (as in “loop”)
3. Double and Special vowels are read as follows:
00 =ooh (as in “school”, longer than “u”)
ee =ee (as in “he”)
€ =ceh (as in exit)
€ =4 (as in “make”or the German “Réder”)

4. Accents are quite simple to leam. The only general rule is
that verbs in their infinitive form are accented on the final
syllable (manya, lawénya, kiityu). In all other cases the
accent must be leamed, and the Elves themselves are
undecided on the proper pronunciations. Stress, it would
seem, is a major factor in distinguishing between the various
dialects of Elven speech.

Thus, the new leamer of Elven is often left to decide
upon his own accents. This creates enormous difficulties in the
lexicography of Elven. A positive note is that, however pro-
nounced, magical incantations all seem to work, and I have heard
some quite horrendous pronunciations of the spells by mages
across Ashtalarea (especially among the Krag Barbarians).

THE THREE “FAMILIES”
AND THE FIFTEEN “TREES”

All words in Elven are derived in some way from one
of the Fifteen “Trees.” These Trees (or “root words,” if you
prefer) are the basic ideas which the ancient Elves first put into
language. They also represent the letters of the Elven alphabet.
The Trees are divided into three “Families” which reflect the
bases of all Elven thought.

THE NATURAL FAMILY (ANON)

The natural family is comprised of the “Trees” which
the Elves hold most sacred. They are the things which nurture
and nourish the Elves and the children of the forests:

an the woodlands éa water
la the sun na foodstuffs
fa the wind

THE FAMILIAL FAMILY (ONON)
The familial family represents the relationships of the
Elven family and their magical heritage:

ma mother da father

vorra the Elven gods ri Elf,
Elvenkind

fé singing, speech 6no family, clan

THE UNNATURAL FAMILY (ASON)

The unnatural family consists of the things which are
opposed to the natural and, to a lesser degree, the familial
Families:

tu stone aweé fire

asa noise, sounds ki the moon




THE USE
OF EAVORFEL IN MAGIC

éavorfél, the Elven language of magic, is typically the
first Elven which non-Elves leam. It is actually a simplified form
of Anfél with a few syntactic changes. These changes will not be
discussed here, but must be dealt with at some future point if one
wishes to become fluent in Anfél.

Since all Elven magic concems itself with its effect on
living things, the vocabulary of the incantations is actually quite
limited.

FORMATION OF SPELL NAMES

The object of the spell is written first — that is, the race
on which the spell will have effect. Next comes the particular
personal statistic affected: All spells increase or decrease
some stat.

For example, increasing or decreasing the Body stat is
the magical way to cause or heal wounds. In Old €avorfél the
affix for the body was declined according to the Family from
which the targeted race is derived (The Natural Family= “a,”
Familial Family= “o0,” and Unnatural Family="u"). “Human
Body,” for instance, derives from “Daysa” (Humans), whose
stem is asa, which is in the Unnatural Family. The word for
Human Body therefore is *“Daywu,” whereas “Elven Body” is
“Anvo” and *“‘Animal " is “Anva.” In modem éavorfél,
however, these declinations are no longer used, and the generic
affix “na,” of unknown origin, is used regardless of the etymol-
ogy of the creature affected by the spell.

The severity of the spell is affixed next, followed by the
range of the spell and its duration. Finally, a suffix denotes the
particular subclass(es) of creature at which the spell is targeted.
These creature suffixes are derivations of the Anfél cardinal
numbers, and relate directly to historical listings of creatures of
the lands which were first made by the Elf-Druid Elandrohil
hundreds of years ago.

SPELLING AND VOCABULARY

In actual practice, spellings of Anfél and &avorfél words
have undergone a number of variations since their introduction in
Ashtalarea. In general, diacritical marks are seldom used in
€avorfél text. Except in special cases, omission of the diacriticals
does not change the pronunciation or meaning of an incantation.

Anfé] is less forgiving, not only because fewer non-
Elves use it but also because the much richer vocabulary of an
active language requires more subtle differentiation between
lexical items. In short, if you’re casting a spell, you can ignore
diacriticals, but if you're writing a poem, you’d better
use them.

In addition, €avorfél names for spells are written using
twelve characters or less, due to the necessity for speed in
speaking incantations during combat. Many &avorfél words
therefore are difficult for the non-specialist to analyze linguisti-
cally.

In the lists below the original spellings of &avorfél
words and phrases have been kept to aid in formation of future
incantation names. The most frequently-used abbreviated
€avorfél words are listed alongside their Anfél variants (Anfél
spellings minus diacritical marks):

STATISTICS:

Englis} Anfél vari savorfél
STRENGTH DANTURA DAN
QUICKNESS VAFA VA
FORESIGHT DAVORA DA
INTELLIGENCE VORNIFA VOR
FATIGUE TWE TWE
OFFENSE KUTWE KUT
DEFENSE ANDANA AND
BODY NAVA NA
CLASSES:

HUMAN DAYSA DAY




CLASSES:

Englis| Anfél vari & fél
ELF ANRIEA AR
DWARF TUYASWA TYA
KELDERHEIT KELDAR KEL
ANIMAL ANNEA AN
DRAGON DAKU DAK
ELEMENTAL VORNEA VON
GIANTKIND KUMATWE KUM
LEGENDARY VORANNEA VAR
REPTILE ENNEA EN
SPECTRE KUNEA KUN
UNDEAD VORKUNA VOR

SEVERITY:

Insignificant Healing/Damage:  Ri
Moderate Healing/Wound: La
Serious Healing/Wound: Wa
Great Healing/Wound: Ye

Tremendous Healing/Wound: Fe

RANGE:

M<K g ®

Close (Adjacent Or Touching)

ON

[ SUBCLASS:

The éavorfél Numbers

1 LA 10 KE

2 MU 11 aT

3 FE 12 LO

4 TI 13 RI

5 Ml 14 oT

6 KO 15 Yo

7 RA 16 U

8 a All, every TA
9 Ui

MODERN COMMON DERIVATIVES

There are, surprisingly, a number of Modem Common
words which derive from Elven:

FLORA: derived from Old Common flora , the
goddess of flowers in one mythology. She was, in fact, an Elven
princess from the Tinyu Forest in Astrikan. Her name, félorra ,
derives from the Old Anfél félavorra , “song of the sun god.”

FAUNA: derived from the Old Common Fauna , the
goddess of fruitfulness in ancient mythology, and the sister of
Faunus. An Elven wizard-maiden named Féanna is the basis for
this name. It derives from Old Anfél félaan , “song of the
woodland gods.”

FAIRY: derived from Old Common faa , “goddess of
fate,” which is derived from the noun famm , “fate.” Continuing
the etymology into Elven, we find that it derives from Modem
Anfél féari , from Old Anfél fééari , “water songs of the Elves.”




APPENDIX 2:
TIMELINE FOR ASHTALAREA

604

604

686?
764

794
936-38

952
960
962
963
972

973

1003

1004
1011

Dwarves thrive under the mountains of Mytrone
and Ghor unaware of the worlds above them.

Ghor Dwarves surface from beneath the Ghor
Mountains.

Elves arrive on the backs of mystical winged steeds.
Dwarves carve their way out of the Mytrone
Mountains.

The Reign of King Zolod begins in Ashtalarea.
Ghor Dwarves encounter Stone Ogres. First Ogre
War.

Second Ogre War.

First Humans cross the Tyme Pass into Ashtalarea
Brettle Founded.

Third Ogre War destroys Ghor mountains, reducing
them to rubble.

Time of Human expansion. Shellemoon founded.
Feglar discovers Great Dismal Bay.

Krell and Feglar fight. Krell flees into swamplands.
Feglar enlists the aid of the Mytrone Dwarves in
building the Hobe.

Brettle is made a Dukedom, Formation of the
Brettle Regulars.

Duke forms Highwaymen’s Guild by hiring hench-
men to build roads to Shellemoon and the Hobe.
Pildar, the Dark Lord, begins amassing Orcs and
Goblins in Drezin and South Tantowyn Forests.
Pildar breeds humans for soldiers (Dark Guard).
Small group of Elves leave their homes and follow
Pyar in the interest of trading with Humans.

Pyar convinces Plainsmen to settle the border areas
of Lintle despite other Elves’ complaints.

Dwarf Crelek goes North in search of Ghor remains
and disappears into the hills. Htron founded.
Elf-Human skirmishes break out.

Walbars sail into Anchoring Bay and begin sea-
trade with Htron.

First Htron ships set sail under command of the

1042

1044

1047

1048

1049

1050

1057

1065
1067
1077
1079-96
1088

1092

1096

Rogue Poitle. Ship Olanth’s Folly sets sail from
Htron.

The Dark War breaks out. Pildar’s Orc and Ogre
army attacks King Zolod in the Mytrone Hills.
Goblins and Darkguard attack Shellemoon. The city
is besieged until 1049.

Dwarven city of Zolod is laid siege by Orcs

and Ogres, City of Poitle founded.

Elves from Lintle attack rear lines of Pildar’s army
in the Sodden Hills. King Usip dies, ending the
lineage of Usip.

King Zolod orders destruction of water supply for
his mountain city, thereby flooding it and commi-t
ting suicide with over 1000 Dwarves. Olegar fights
Pildar’s mage Tranzadeel near Prazen Point.

Sir Segallion and the Hobean Sqires arrive in
Mytrone too late to save Zolod, but they push
Pildar’s army south into the Valley of the Damned.
In the Valley of the Damned, Pildar’s army is
defeated by squires and Elves. Victory in the West.
Shellemoon counterattacks against the siege.
Regulars, Highwaymen, Amazons, Crelek and a
new Dwarven amy from Ghor attack and defeat
Pildar’s only remaining forces.

Pildar retreats into the Dark Tower. End of the
Dark War. Plainsmen settle all of Lintle before the
Elves can retum from the Dark War.

Olanth’s Folly enters Ebbwater and beaches. Town
of Olanthen founded.

Locks built in Poitle. Town renamed Poitle’s Lock
First Kelden arrive in Ashtalarea, in Brettle.

Last female of the Usip line dies.

Barbarians of Krag attack Thimblewald.

Hrondar the Leamed enters Ashtalarea through the
Tyme Pass.

Dungar Stiffnuckles finishes road from Ghor to
Brettle. Highwaymen extend it all the way to Htron
Thimblewald Keep constructed on the River Down-
ing to defend against the Barbarian attacks. End of
Barbarian Wars.

Present Day

b
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INDEX

A

Adventure points 39; and training 43-44

Aiming 33

Ambush 24

Anvil icon 18, 19-20

Arena 70

Armor, 60, 64-65; buying 15-17, 45-46; fitting 10, 19-20; protection 10
Armor up icon 8,9, 17, 18, 45

Ashtalarea 78-93

Attack icon 30-31

Attacking 30-34; aiming 33; fatigue costs 57-58; types 32-33

B

Back up icon 34
Balance 56

Berserk icon 32
Body points 56-57
Body shot icon 33
Bows 28

Brek elves 123-124
Brettle regular 95-96
Buying 15-17; 45-46

C

Campaigning 65-77; arena 70; character advancement 65;
common-folk 67; gentle-folk 67-68; knights 69-70;
medals 77; peasants 66; questing 76-77; ranks 66-70;
regions 77; squires 68-69

Characters, 2-5, 48-57; advancement 65; class 3, 49-52; deleting 4;
editing 5; figure 3; list 4; multiple 3; name 2; options 1;
party 6; profile 8-9, 16; race 2, 64, 94-128; saving 14, 21-22;
sex 2; statistics 3, 48-57

Charisma 55

CIiff guard, kelden 121-122

Combat 24, 27-41, 57-65; attack 30-34; damage 63; defense 29-30, 63;
healing 46; hit location 63; movement 28-30; offensive
modifiers 62; options 61; resting 37, 38; rolling to hit 62;
rounds 61-64; strike order 62

Common-folk 67

Companions 14; icon 14, 22

Credits 1

Crossbows 28; loading 35

D

Damage 8, 28, 33, 38, 39, 63
Dark guard 96-97
Dedication 1

Defense 29-30, 34; types 34
Dodge icon 34

Door icon 7, 15, 23

Drezin ranger 97-98

D

Drop icon 10, 11

Duck icon 34

Duke’s highwayman 99-100

Dwarves 51, 79, 84-85, 114-120; Ghor digger 115-116;
Ghor militia 119-120; Ghor spiderguard 116-117;
Ghor trollbane 118-119; Mytrone levie 119-120; Mytrone
orcbane 118-119; Mytrone ratguard 116-117; Mytrone
tunneler 115-116

E
Elements 24-25
Elves 50-51, 80-81, 122-128; Brek 123-124; Klvar 124-125;
Melod 125-126; Pyar 126-127; Thism 127; Usip 127-128
Encumbrance 57-58
Endurance 56
Equipment, screen 9, 10, 13, 17, 18
Examine icon 9-10, 13, 16, 17, 45

F

Far seeker, kelden 122
Fatigue 57-58; basic actions 57; combat 57-58; effects 58, 64
Fire icon 30, 31, 35
Fist icon 30, 32
Fleeing 37, 38, 39, 40
Fly icon 29

Fly faster icon 29
Food 13, 25-26, 45
Foresight 55

Forward 1

G

Gentle-folk 67-68

Ghor dwarves, digger 115-116; militia 119-120; spiderguard 116-117;
tigress (human)110-111; trollbane 118

Give icon 17-18

H

Hack icon 32

Head butt icon 32

Healing 46

Health 54

High shot icon 33

Hobean squire 100-101

Htron pirate 102-103

Humans 49-50, 83, 86-87, 94-114; Brettle regular 95-96; dark
guard 96-97; Drezin ranger 97-98; Duke’s highwayman 99-
100; Ghor tigress 110-111; Hobean squire 100-101; Htron
pirate 102-103; krag barbarian 103-104; Krell warrion 104-
105; Lintle plainsman 105-106; Lintle plainswoman 111-112;
Olanthan hunter 106-107; Olanthan huntress 113; Poitle rogue
108-109; Shellernoon watchman 109-110; Tegal Amazon 114
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I

Icons 7; anvil 18, 19-20; armor up 8, 9, 17, 18, 45; attack 30, 31; back
up 34; berserk 32; body shot 33; companion 14, 22; dodge 34,
door 7, 15, 23; drop 10, 11; duck 34; examine 9-10, 13, 16,
17, 45; fire 30, 31, 35; fist 30, 32; fly 29; fly faster 29;
give 17-18; hack 32; head butt 32; high shot 33; jump 34;
kick 32; listen 12-13; load 35; low shot 33; magic 30,
31, 44; mirror 8, 16; mouth 13, 45; move 28-29; no; 17; none
32, 34; pack 10, 11; panic 34, 37-38, 40; pick up 36-37;
punch 33; putting down 36-37; ready 11, 35, 36; rest 14, 21-
22, 37, 38, 46-47; road 23-24; run 29; scroll 76; sell 18-19;
sheath 10-11, 35, 36; signpost 23-24; slash 32; spacebar 7, 12;
sprint 29; stand 34; switch 35-36; thrust 32; u-turn 8, 12, 18,
22, 23, 33, 37-38; view party 8-9; walk 29; yes 17, 37-38;
zoom 29

Inns 6, 21-22

Intelligence 55

Item, screen 10, 11

1y

Jump icon 34

Kelden 52, 92-93, 120-122; cliff guard 121; far seeker 122;
rock ranger 122

K

Kick icon 32

Klvar elves 124-125

Knights 69-70

Krag barbarian 103-104

Krell warrion 104-105

Lintle plainsmen 105-106; plainswoman 111-112
Listen icon 12-13

Load icon 35

Low shot icon 33

M

Magic 28, 44, 64 71-76; casting spells 71-74; icon 30, 31, 44; learning
spells 74; magical orders 74-75; modifying spells 75; scroll
icon 76; selecting spells 75-76

Maps, combat 27-30; town 7, 15, 22; wilderness 23, 24, 25, 27

Medals 77

Melod elves 125-126

Mirror icon 8, 16

Missile weapons 28, 64

Monsters 24-25, 65

Mouth icon 13, 45

Move icon 28-29

Movement, combat 28-30; town 15; wilderness 22-24

Mytrone dwarves, levie 119-120; orcbane 118; ratguard 116-117;
tunneler 115-116

N

No icon 17

None icon, attack 32; defense 34
Nutrition 8, 25-26, 45

(0]

Ogres 81-82

Olanthan hunter 106-107; huntress 113

Options, character 1; credits 1; dedication 1; forward 1; install new
region 1; play the game 2, 6; run the intro 2

B

Pack icon 10, 11

Peasants 66

Pick up icon 36-37

Panic icon 34, 37, 40

Pildar 88-89, 90-91

Pirates 86-87; Htron102-103

Poitle rogue 108-109

Primary stats 52-56; charisma 55; foresight 55; health 54; intelligence
55-56; quickness 53; size 54; strength 53

Profile, character 8-9

Punch icon 33

Putting down icon 36-37

Pyar elves 126-127

Q
Questing 76-77; medals 77
Quickness 53

R

Races 2, 64, 94-128

Ranged weapons 28, 64

Rations 25-26

Ready icon 11, 35, 36

Regions 1, 77

Rest icon 14, 21-22, 46-47; healing 46; in combat 37, 38
Road icon 23-24

Rock ranger, kelden 122

Run icon 29

S

Screens, character profile 8-9; combat 27-28; equipment 9, 10, 13, 17,
18; item 10, 11

Scroll icon 76

Secondary stats 52, 56-57; balance 56; body points 56-57; endurance 56

Seggallion 87, 89-91, 93

Selling 18-19, 42-43; icon 18-19; items 42-43

Sheath icon 10-11, 35, 36

Shellernoon watchman 109-110

Shields 59

Signpost icon 23-24

Size 54 141
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S

Skills, increasing 43-44

Slash icon 32

Spacebar icon 7, 12

Spells, casting 71-74; learning 74; modifying 75; selecting 75-76;
viewing 76

Sprint icon 29

Squires 68-69

Stand icon 34

Statistics (stats) 3, 48-57; primary 52-56; secondary 52, 56-57

Strength 53

Switch icon 35-36

T

Table of contents i

Tegal amazon 114

Thism elves 127

Thrust icon 32

Towns, 6-20, 42-47; chatting with townsfolk12-14
Trading items 42-43

Training, arena 70; icon 43-44

Treasure 39-40

U

Usip elves 127-128

U-turn icon 8, 12, 18, 22, 23, 33, 37-38
View party icon 8-9

w

Walbars 85—86

Walk icon 29

Weapons 9, 58-60; attacks 30-32; backups 65; dropping 11, 36-37;
packing 11; picking up 36-37; readying 35-36;
training 43-44, 70

Weaponsmaster 43-44, 70

Weather 25

Wilderness 21-26, 27

X
Yes icon 17, 37-38

zZ

Zoom icon 29
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WARRANTY

ORIGIN, Inc. LIMITED 90 DAY WARRANTY. ORIGIN warrants to the
original purchaser of this computer software product that the recording
medium on which the software programs are recorded will be free from
defects in material and workmanship for 90 days from the date of purchase.

If the recording medium is found defective within 90 days of original
purchase, Origin agrees to replace, free of charge, any such product upon
receipt at its Factory Service Center of the product, postage paid, with proof
of date of purchase. This waranty is limited to therecording medium containing
the software program originally provided by Origin. This warranty shall not
be applicable and shall be void if the defect has arisen through abuse,
mistreatment or neglect. Any implied warranties applicable to this product
are limited to the 90-day period described above. If failure of the software
product, in thejudgment of Origin, resulted fromaccident, abuse, mistreatment
or neglect, or if the recording medium should fail after the original 90-day
warranty period has expired, you may return the software program to Origin,
at the address noted below with a check or money order for $5.00 (U.S.
currency), which includes postage and handling, and Origin will mail a
replacementto you. Toreceiveareplacement, youshould enclose thedefective
medium (including the original product label) in protective packaging
accompanied by: (1) a $5.00 check (2) a brief statement describing the defect,
and (3) your return address.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY
WARRANT OF MERCHANTABILITY OF FITNESS FOR A PARTICULAR PURPOSE, AND NO
OTHER REPRESENTATION OF CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE ORIGIN. IN NO EVENT WILL ORIGIN BE LIABLE FOR SPECIAL, INCIDENTAL OR
CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY AND TO THE EXTENT PERMITTED
BY LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF ORIGIN HAS BEEN ADVISED OF THE
POSSIBILITY FOR SUCH DAMAGES. SOME STATES DO NOT ALLOW LIMITATIONS ON
HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION
OFINCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION AND/OR
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY
GIVES YOU SPECIFIC LEGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS WHICH VARY
FROM STATE TO STATE.
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About the Author. ..

Growing up in
the tree-lined suburb
of Glen Ellyn, Illinois,
Todd Porter certainly
had the ideal play-
ground to test the N\ \
limits of his imagina- AAGEEE |5 W
tion Asa child, Todd o kol |
enjoyed making up
games to entertain his
friends, using what-
ever he could find Todd Mitchell Porter
around the house or yard for "props.” With four brothers and
two sisters, Todd had plenty of "playtesters" to try out each of
his new games.

After high school, Todd enrolled in Central College, a pre-
ministry private school in Pella, lowa, During this time, Todd
concentrated his studies on Linguistics and History, discovering
an insatiable appetite for the history of medieval England. Soon
came Todd's discovery of the Dungeons and Dragons roleplay-
ing game. The realm of fantasy role-playing gave Todd a
medium for his inventive storytelling skills. "After three years,
I left school and spent all of my money on an Apple computer to
play a really neat game called "Ultima." Although he had what
seemed to be a strong start on a straightforward path towards
computer gaming, it was actually several years before any of his
creations would be taken before the public.

In 1981, Todd joined Penguin Software and assisted in the
development of several products. He later relocated to San
Marcos, Texas and refined his programming skills as a Com-
puter Research Associate at SouthWest Texas State University.
Todd was a member of the first team to design an inexpensive
laser-disc interactive system for educational purposes. In 1987,
Todd joined ORIGIN as a Computer Game Designer and
completed the development of Knights of Legend, a fantasy
roleplaying game that he had been working on for several years.
The game reflects many of the influences on Todd's life and is
the crowning achievement of his career to date.
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