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Now that you ·ve been on your 
own in the real world of high­
powered adventuring, you have 
probably discovered that there is 
more to this hero business than 
was covered in your Famous 
Adventurers' Co"espondence 
School Handbook. (After all. 
why should we tell you every­
thing at once when we can make 
big bucks selling you additional 
manuals'1J 

In your everyday Quest for Glory. you arc bound to encounter ~ituation' of '>Uch mag­
nitude and unbelievable stress that you probably say to your~elf. "Maybe I ~hould ha w 
taken the Famous An·o11nta111.f' Correspondence Course. in,tead."" 

Relax . We here at the Famous Adventurers· Correspondence School have the intonna ­
tion you need. For just 10 golds. plus 25 silvers shipping and handling. we will ,end )<HJ 

your free copy of the Famous Adventurers· Corre~pondem: c SchtKil ·, ''Advanced /\(I\ l"n ­
turing Manual". This manual will help you survive the everyday '>Ire" and ~ train of 
marauding mon~ters. malicious magic. and corporate manager~ to achieve the acme ol 
your adventuring activities. 

You . too. can become an "Advanced Adventurer"" . Guaranteed. or double your nHHll'} 
back (minus ~hipping and handling charge'>). 
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disblbufe copies of this softwue except 

to mu• • ll•CkuJI copy for uchiv.i 
purpose• only. Dupllcmlion of this 

softwue for •ny other re•son Including 
for sale, loan, rent.i or gilt Is • federu 

crime. Pen.illn Include finn of •• 
much •• Sll0,000 •nd jaU terms of up 

five years. 

~SIERRA 
as• membe1 ol the Sottw•re Pubhshers Assoc1111on (SP A ) 

suppor15 lhe industry 1 ettort to llgh11he 11leg1 I copying ol person1I 
computer sottw1re 

Report copyttghl v lo l1hons to 
SPA. 1101 Connecucul Avenue. NW Suite 901 

WHh1ngton , DC 20036 

LIMITED WARRANTY NOTICE 
Sierra On-Line. Inc. wants your continued business. If you fill out the enclosed product 
reg1strat1on card and return it to us. you are covered by our warranty. If your software 
should fall within 90 days of purchase. return it to your dealer or directly to us, and we 
will replace 1t free . After 90 days . enclose $5 for 5.25" disks (or $10 for 3.5" disks) and 
return the software directly to us. Sorry, without the registration card you are not 
covered by the warranty This warranty gives you specific legal rights . and you may also 
have other rights which vary from state to state. 

COPYRIGHT NOTICE 
This manual, and the software described in this manual , are copyrighted. All rights are 
reserved. No part of this manual or the described software may be copied. reproduced . 
trans lated or reduced to any electronic medium or machine-readable form without the 
pnor written consent of Sierra On-Line , Inc .. P.O Box 485. Coarsegold. CA 93614 . 
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VAN CED 

What is an 
Advanced Adventurer? 

When an adventurer becomes bored with brnvery, fatigul'd with fighting, ur 
ho-hummed abou t heroics, it's time to start thinking upward mobility. You'n• 
in the hero business now, and you rnn't just rest on your laurels. You must L'"- ­
plore strange new worlds, seek out new life and new civilizations. A hem must 
boldly go where no man (or woman) has gone before-and come bC1ck ;ilivl' . 

Advanced Fighting 

Now that you've mastered the basics of combat - thL' trusty thrust, thl' brash 
slash, the ordinary parry, and the hodgL'-podgl' dodgl' - it ' s time to discuss tlw 
backbone of battle, the essence of the frnrns, the gist of thl' joust, the peanut but­
ier and jelly of true pugnacity - Strategy C1nd Tactics. As the Old Adwntu n•r 
would put it: 

"You xot to know when lo fis,ht '011 

Know when lo lw polite to 'c111, 

Know when to dodge away and knml' wlw11 lo run 

You've got to practice fighting 

Any time you're 11hlc, 

'Cause thereai11'f (sic) 110 ti111c for 11rncficc, 

When the 111011sters c0111e . " 

Now it is true that some people confuse strntl'gy with tactics, and vice vers;i . 
Here is Cl simple mnemonic to help you keep strnight which one is which : 

"If it is prophylactic and emphatically didactic, thc11 it's not tactic ." 
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ComlYat Careers 
Career Paths for the Successful Fighter 

Warlord 

Hero 

Paladin 

Career Paths for the Not-Quite-So-Successful Fighter 

Combat lnstroctor 

Sec11rity Guard 

Babysitter 

Warlord 
This is the perfect job for the aggressive, gung-ho typl' fig hter. If you haw 

the moxie fo r mayhem, the obsession for aggression, the resolution for revo lu­
tion, and a few fri ends, then you, too, ca n have a successful ca reer in p illaging 
and looting. Imagine yourself a t the head of an enti re army, storming tlw 
countryside a nd leaving only havoc in you r wake. If you lovl' the smell of 
naphtha in the morning, this is the job for you . 

Remember - it 's "Loot /1rforc pi/Inge, ~nrk bc•fore /111 m ". 

Hero 
To be a Hero is, o f course, one oft he p referred occu pa t inns fnr Fightl'r'> Pl .1 I I 

times and cli mes. Receiving the adu la tion of a gra td ul pL'.l'>ilntry (and 11flt•n .i-. 

not a few members of the fa irer -which is to say, p rderred - sex) c<in dP 
wonders for your ego. The more su bst<i nti a l rew<irds fro m thosL' of mt•<ino.; c.rn 
also be very useful when it comes time to adva1ict• nne's L'd ura tion and carl'L'r 
w ith our marvellous Famous Ad venturt•rs' Corrl'spnndPnct• Schon) sup­
plementary materi als . 
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Paladi11 

.The PC11<ld in is the Goody-Two-Shoes of champions and the Dudley-Do­
R1ght of defenders. This job is clearly not for everyone. If you are willing to be 
bold for no gold, risk your name without acclaim and campaign without gain, 
this cou ld be the occupation for your emulation. A Paladin is a hero' s hero 
(and lw can hilve him). Frankly, Paladins constantly become involved in ex­
tremel y dC1ngerous quests like s laying Dragons, and rarely survive long 
enough (or eilrn enough) to purchase our all-important F.A.C.S. pamphlets. 

Combat /11stmctor 

It h,1s often been Sil id that 'Those who can, do, while those who teach, sur­
viVL'." Of course, this is generally repeated only by those who have never 
taught. Combat instructors, Drill Sergeilnts, Samurai Sensei and others of their 
ilk h.lVL' two great advantC1ges over most members of the violent vocations -
they collect steady p;iy, and eventually Social Security. 

Sernrity Guard 

If you h;i VL' pilngs about pain, misgivings over martyrdom, and are terrified 
of t1 i~ture, then the more modest monotony of being a watchman may be for 
you. rhe security guMd's life is fairly free of strife, but sildly susceptible to ex­
tinction bv ennui. 

Ba/1ysitter 

TlwrL' ;in· kw jobs more dangerous, or less rewarding, than that of the Com­
b;it ,111ny. On the whole, you're better off ch;irging Dragons than changing 
d 1a J1l' ro., . 
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Advanced 
Magic Using 

Having mastered the basics of magic and g;iined skill in i1 few spells, it cnmes 
the time for a fledgling Thaumaturge to figure out what he (or she) wants to do 
with him-(or her-) self. It is all very weli and g!lod going around imprL'Ssing 
the rubes with a few trivial gestures of your h;inds, or broiling a few brig,111ds 
with your Flame Darts, but merely showing off your milgic is hardl y tlw be-,111 , 
end-all for a professional. Besides, it doesn ' t pay parti cularly well. 

Now is the time to go beyond whilt you learned in SpL'llcc1sting 101 . If yo u ,1re 
tired of low-paying jobs with no security, you need to quest for glory. You, too, 
can be upwardly mobile! It's time to st;irt learning some re,11 mC1gi c. 

The best way to improve the status of your spells is to tr,l\'d to ,1 pli1CL' wlwn• 
Wizards congregate. Through the city of Shapt•ir trnvl'I m;iny t.'xperil•nccd 
magic users on their way to the Wizard's Institute ofTechnocery. This citv is 
thus a good source for advanced scrolls. Whether you wish to commit t1• t11L' 
study and time it takes to become i1 true Wizard , or just pick··~ i1ft'\"'' 1ww in­
cantations, a journey to Shapeir is definitely a step up tlw m,1giCC1l rnrpPr.ill' 
ladder. 

WJZard's 
Institute of Technocery 

The Wizard's Institute of Techmict•ry, or WIT, is the u ltimatc Univero.;it vol 
the Occult. Within its ivory towers, the ;ispiring Wiz;ird 1·,111 ll'il rn the in rwr n.i­
ture of magic. Of course, it takes time, dcd ication, and a tnrL' love of lc,1 ming lo 
master the many mysteries, to become the compll'tL' c!lnju ror. 

Naturally, the Wizards of WIT do not wish to be found by ;iny riff-r,111 ( 1( ,1 

would-be wonder-worker. After all, C1ny yahoo ca n do hoodnn, but WIT'-. h.1 l­
Jowed halls are reserved for the few, the proud , the elite - thL' true Wi/,in .. b . 
While the entrance to WIT is reputed to be in Sh;ipeir, the I nstitutc itsl'l I i-. ..,,11J 
to exist on ilnother plane. The entrance is well-hidden from ,111 but thos1 · 111l'.111t 
to find it. If you are among them, rnrC'fu I i1pplication of your knowll'dg1· 
should soon point the way. 

Before you can become a full-fledged student. you will bL' given a scril'" ot 
entrance examinations. Failure is not hl'ld agil inst you - ,1-. long ,is you Ml' wi 11 -
ing to try again. These trials are a learning expt•ric1irL' in tlwm-.elves . 
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Occult Occupations 
Career Paths for the Successful Magic User 

Royal Magician 

Wizard 

Arc/1111age 

Career Paths for the Not-Quite-So-Successful Magic User 

Court fester 

Co111p11ter Programmer 

Corporate Manager 

Royal Magician 

Whill• perhops not the most prestigious of possible professions for the 
profound prl'stidigitator, the position of palace performer is preferable to 
pL'cuniary paupacy. Morl' precisely, it pays. 

Wizard 
Wl'ighl'r l if wonders, thl'orisl of thaumaturgy, meditator on mystl' ries, the 

wandl'ring WizMd is a savant of sorcery, a watcher of weird, and an 
i'ICiH.iL•mician of l'nchantments. Delving deep in mystirnl mi'lnuscripts, the 
Wi:tard sl'l'b to know the True Meaning of Life, the Universe, ;md how to do 
thl' voodoo that thl' Zulu do to you . 

Arcl111111gc 

Thl' A rrhmt1gl' is thl' epitome of Power, the elite of enchC'lnters, the creme de 
la crl'ml' of conjurl'rs, the nonpareil of necromi'lncers. Archmages are prl'tty 
hot stutf, in tt1ct. 

Court fester 
Whill' nol ,1s dignified as some of the othl'r occupations, Court Jesters, Stage 

Magici,rns and slrl'L't entertai ners lrnve one thing that mC'lkes them the envy of 
ot lwr prnfe..,sions - an t111d ience. Having someone to appreciate the subtle spm-
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ning of i'I spell , the incalculable incoherence of your inrnnti'ltions, or jus t to 
IC'lugh at your jokes, is well worth the price you pay 111 prestige. 

Computer Programmer 
Just becC'luse you are incompetent at incC'lntC'llions, klutzy ilt rnnjurntions, or il 

dud at divination does not mean you can't work mi'lgic. You, too, can ht1vl' il 
successful rnreer in computer progrnmming. Just send t1way to our Famous 
Computer Progrnmmer's Correspondence School for further detC'lils. 

Corporate Manager 
If you prefer the power of the petty bureaucra t - h<'lving people cons l,rntl y 

wait upon you, passing down directives on Wednesday which must be L·om­
pleted by Tuesday, and sitting in an air-conditioned office while less clevl'r 
Magic Users are flame-broiling fiends in the hot Summt.'r su n - then the 1ob of 
Corporate Mi'lnager is for you. Let others do you r \'\'Ork for you. Evl'n till' 
simplest Calm spell is more than sufficient to makt.• friends and influetKl' 
people, encouraging those of lesser C'lbility (such as Computl' r ProgramnH•r..,) 
to work long hours of unpi'lid overtime on your bt'11alf. 

Basic Spell Usage 
The more skill a Magic User has with a spell , the grl'ater tlw effect and dura­

tion of the spell. 

Calm 
This was developed for avoiding awkward s ituations, such as physic;il rnm­

bat. It relaxes the natural aggressive tendencil's of things in the are,1 of lhl' spl'l l 
for a short duration. Once in actual combat, however, it is inl'ffectiw. /\ L·alnwd 
opponent will just calmly ea t you. 

With advanced skills in this spell , it is possible to ca lm evl'n nun-I ivi ng 
things. 

Dazzle 
Erasmus's Razzle Dazzle product.'S a bright flash of magic which tempor,1ri ly 

blinds i'ln opponent. This, of course, prcsupposl'S that tlw opponent '111 :-- l'\'l's. 

Detect Magic 

This spell is used to perceive the aura of mi'lgirnl powl'r which surrnu nds ob­
jects which hC'lve had spells cast upon them . It can also be ll'>l'd to find invisiblt' 
creatures <'Ind things. 
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Flame Dart 

This offensive spl' ll projects a ball of magirnl fire towards an object. 

Open 

This initi;illy is usdul for unlocking simple locks, but can be used to open 
doors whl'n the rns ter is sufficiently skilled . Unfortunately, it will not affect 
mos t m;igic,1 l locks or doors, or those doors barred on the other side. 

Trigger 

R. Rogl'r~ · ~ Re.icti v;i ting Ritual, o r "Trigger", is used to 'set off' operating 
magi cci l spl' ll s alrl'.idy cast upon some object. Thus a Magic User can avoid 
d;image from m,1 g icci l traps. Trigger ca n sometimes be used to both ' turn on' 
and ' turn off' cert,1in spell s. 

Zap 

Thl' Leydl'n's L1tl'nt 'Lcctrica l Discharge spell, or 'Zap,' allows a caster to 
plan.• m;igi ·cil enl'rgy upon a weapon. This is released when the weapon 
s trikl's a n o i 'Ftrn,.nt, increasing the amount of damage. 

Advanced Spell Usage 

Force Holt 

A ronsun ·., Arcci m· Arball's t of Action ;rnd Reaction, or 'Force Bolt', is a magi ­
ca l g lobe of l'nergy which is usl'd to push against som ething in the distance. Bl'­
cause it cci n 'hounrp' off an object, it ca n be used against things not in direct 
linl' of sigh t. WhL•n properly ;ii med , ;i Force Bolt can be made to bounce severa l 
timl'" bdorl' rL • ~,i~ing all of its energy. It may be used as an offensive spell. 

Levitat1• 

1-: lll'n 's EnchanlL•d Eleva tor, or 'Levitate', spe ll allows the spell caster to move 
up ,rnd down ;it will. This is idecll for getting the book you need off the top 
shl'lf in your library or for dusting the top of your refrigerator. This spell con­
tinu;ill y dr;iins the caster's Spell Points while in use. 

Reversal 

Kirl-.ov' <, Cosmic Karma Cookies or 'Reversal' reflects offensive spells back 
upon thl' ccister. Cast this spell before entering magical combat. It should be 
noted th;it when two opposing Magic Users both use this spelJ, the results can 
bl' very dangerou<, to spectators. 
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Advanced 
1hieving Techniques 

Warning: If you have not studied the F.A.C.S. Cutpurses' Curriculum, do NOT 
read this section! This contains classified, top-secret information for Thieves' 
eyes only. 

You have your toolkit and the skilJ to unlock the secures t safe, the s tl';ilth to 
sneak by the surliest security guards, and the dex terity to direct your d ;iggl'r to 
your desired destination. You practice daily; honing your skills every chcincl' 
you get to create that finely tuned machine that is your body. Now it is timl' to 
talk about the other tools of the trade. 

Rope - /11 the words of the i111111ortnl Sn111 '/h t' M1111 ' Ganges, "Yo 11 go/la 
scope the ro11e if you wn11/n cope." 
Oil - This is often owrlooked as n11 essmtin/ 1111rl of lite tltief's equip111enl , 
but ii ltnppe11s lo be very ltn11dy. Squeaky hi11g1•s 011 cabi11cls 11nd doors rnn 
create lite creak that causes lite cops lo capture 11 crook. Oili11s /1i11ges 
reduces lite noise co11sidernbly. Oil is also useful for 111011i 11 ,11 ltm11y obit'rts. 

Tliief Sign - Tlte recog11ilio11 signal used nmo11s Thiwes is one of fill' 1110s/ 
closdy-ltl'ld secrets of the Co11so/idnted Thieves' Guilds . Bui you arc 11 Thief. 
rigltt? No peeking now, the rest of you 1 
O.K. To make the lop-secret Thieves' sign, first pince your lhu111b upon your 
nose wit/1 the hand held perpendirnlar lo your face, n11d lite fi11scrs out­
spread. Thm wiggle your fingers while fornsi11s your !'yes u11011 your t/111111/1 
and pnlli11g yo11r belly witlt yo11r frre ltn11d. Yo 11 sltould 111nkc the sign 11'ltc11-
evcr you believe yourself lo be i11 lite prl'scncl' of a fe llml' prnclitio11er. I lm1 •­
e11cr, yo11 should be aware that 110/ all polilicin11s will rccogni:::.c tit is s_11111/10/ 
- so111c of them are scabs . 
Improvisation - Tltere docs co111e a li111e when el'ell the best of //1ic111·s sl'f..; 
caught without his equip111enl, and ltc really 1weds lo open a lock. True, _11ou 
111ny bl' standing before a locked door al lite dcnd-rnd of a corridor of lh1• 
castle of the black prince wlto has swam n11 on tit lo torture nll lhil'11es, willt 
his two 11cn11dertlinl x unrds 111nrclti11g towards you, only lo discm•1'r that you 
left your /ockpick i11 the shirt pocket of the s11il tltnt you sc11/ lo lite laundry 
this morning, b11/ ii is very important in this sort of silunlio11 110/ lo panic. 
A11nl11se the situation . ls the door simply lntcltl'rl on the otlter side? If so, a 
simpie insrrlio11 of your Thieves' Guild card s/1011/rl flip the lalc/1. Is lite door 
1111/ockn/Jle with a ske/c/011 key? The11 a11y thi11 , metal probe such as lite pi11 
that was i11 the hlnck prince's feathered hat which _11011 j11sl /111pp1'11 lo find i11 
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your backpack ca11 be used to click the lock. Is the door fir111/I/ /](1/lt>d 011 the 
other side and does it resist all your attempts at breaking it rlow11? Thc11 put 
the hat of the black prince 011 your head covering most of your face, stroll 
towards the guar~s, give them a lecture about their appeara11ce, lt'lli11g them 
not lo slouch, lett111g them know that you will not tolerate sloppi11ess, and 
then push on pa.st, l~avi11g them lo think that the black prince has poor taste 
111 clothes combmatwns. All you need is a little imagination , and 11ou cn11 ..;et 
through n11y situation. · ' 

Purloiner's Positions 
Career Paths for the Successful Thief 

Playboy 

Chief TI1it'f 

Godfatl1cr 

Career Paths for the Not-Q uite-So-Successful Thief 

Tax Acco11nta11t 

Politician 

CEO 

Playboy 

What th id c~n't i~agine himself (or herself) in a fancy oceanside resort, gam­
bling ;ind g;ill1vantmg by day with beautiful (or handsome) members of the op­
posite (or wha.teve.r) sex unable to keep their hands off you, and steathily 
sneak mg by mght into the cabins of the rich tourists and accumulating more 
Wl'alth to fritter away the next day? 

Cliief Tliief 

Rising to tl~e hc~d of the Thieves' Guild is high status in this workaday 
:-vorld . To ga111 this coveted position, it is important to have contacts. Be sure to 
impress any Chief Thieves you meet and go out of your way to demonstrate 
your t;ilcnts . Rl' member, it's not who you know, it's whether they know you. 
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Godfather 
To really become a Godfather, it helps to have plenty of relatives. You must 

learn to use bad grammar and mumble when you speak. Above all, be 
generous. If someone has something you want, make him an offer he can't 
refuse. 

Tax Accountant 
If you think juggling figures and balancing budgets doesn' t take a lot of 

agility, try it someday. For a real test of agility, try balancing two sets of books! 

Politician 
It's a dirty job, but somebody's got to do it. 

CEO 

See politician. 

Prof~ional 
Adventuring Organizations 

Adventurers' Guild 
This place is where adventurers can get together, relax, and chat about 

monsters. It is a good place to catch up with the local gossip and to learn ;ibout 
local employment situations. Be sure to sign in when you first enter a str,rnge 
town to give yourself official Adventurer Status. Otherwise, the locals might 
mistake you for a vagrant and have you ;irrested . It's an easy mistake. 

Eternal Order of Fighters (EOF) 
This org<rnization is for real Heroes. This means no pansy Magic User~ or 

slimy Thief scum will be admitted . Only the best and the baddest can join the 
'Eternal Order of Fighters'. You got to have true grit and heavy mettle. We're 
glad you're bad and we're keen you're mean . "EOF - The Guts, The Glory, The 
Greatest!" Membership by invitation only. 

Thieves' Guild 
This benevolent organization provides a thief with the comfort of a home 

away from home. Where else can you relax in public knowing no one 1s look­
ing through the Wanted ads for you? Where else can you be certain the jolly 
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stranger next to you is attempting to pick your pocket? How else can vou be 
bailed out of a strange jail? · 

The way to locate the local Thieves' Guild is to contact a local thief hy use of 
the Thieves' Sign. Once you have found the guild and identified yourself, it is 
not uncommon to be asked to prove your identity. A simple test is often given 
to prow your worth to .the or~~nization. Accomplishing this trial will improve 
your pos1t1on m the guild. Failing the test will earn you the rank of 'convict.' It 
is recommended that you do not fail. 
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~~it'~ 
Southern 

Supplen1ent 

Background and History 

The Land of Shapeir 
Shapeir is a small Sultana IL' in the 

South. It consists of two major 
mountain ranges surrounding a 
desert of sand dunes . Its climalL' is 
arid and extremely hot in the Sum­
mer. It has two major cities: the 
capital, Shapeir, in the north , and 
Raseir in the south. Shapeir's prin­
cipal income is from imports and 
exports as it is along a major track 
route. It is noted for its exotic 
scenery and fascin,1ting baz,1.irs. 

The twin cities were built around Katta settlements (see Sentients of ShapL•i r) 
protected by mountain barriers. Magical springs which never run dry crea te 
the central fountains of the cities. Both Raseir and Shapeir were designed as 
mirrored cities, with the Sultan's Palace in Shapeir, and the Emir's in R,1seir. 

Some thousand years ago, a Marid called lblis (see Djinn) atll'mpted to ru IL· 
the world and turn all men into slaves. I-le created a huge city in the desert and 
tried to summon the Djinn to his side. The Sultan Suleiman bin Daoud in turn 
summoned all the magical Djinn he could bind, and a great war occurred . I bl is 
was defeated and bound into the form of a statue. Ruins remain near Raseir of 
what is now called the 'Forbidden City.' 

The Sultan is the absolute ruler of the realm . The current Sultan, 1 laru n al­
Rashid, is noted for his wisdom and judgement. The Emir is the governor of 
Raseir. During the past year, the Emir of Raseir is rumored to have disap­
peared, and there have been disquieting tales about the current politca I situa­
tion. 
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Desert Survival 
Water- Without it, you are just a heap of bones covered with sand . It is best 

to carry several waterskins when traveling in the desert. Water is available in 
the cities and at the occasional oasis. 

Saurus - The friend you can depend upon for roaming the dunes. This crea­
ture makes an excellent mount. It is fearless, loyal, and quick to defend its 
master against monsters. It is obedient and willing to go wherever its master 
wishes. Most critically, it can always find its way back to the place where it is 
stabled, so it never gets lost. A properly trained Saurus will understand such 
simple commands as "go home," "Stay," and "Get off my foot." Your Saurus -
Don't leave town without it . 

Caravans - For long distance travel of any sort, it is best to join a car;ivan. 

Money 
The basic coin of the realm is the Dinar, a gold coin equal in value to the gold 

coin of Spiel burg. The people of Shapeir also use centimes, which are ..,mall 
brass dis ks . The current rate of exchange is one silver to ten centimes, and ten 
silvers (or one gold) to one dinar. 

When visiting the city ofShapeir, it is wisest to first seek out a MonL'Y 
Changer, who will exchange your coins. This person will usually retain a small 
percentage as an exchange fee . 

Sentients of Shapeir 
There an: 'cwral intelligent races associated with thi~ region . 
H11111a11s 

I luman.., are a relatively new race to this area . They creatl'd the citil's and 
towns whi ch occasionally dot the landscape ofShapeir. 
G110111l'S 

Small humanoids with a frivolous outlook on life, Gnomes, as always, go 
anywhere they choose to go in order to have fun . Since mankind seems to be 
the butt of m.rny of their jokes, wherever humans congest, Cnomes are pests, 
as tlwy fn·quently know magic. If you become the victim of one of th1'ir practi­
cal jokes, it is best to grin and bear it. 
Katta 

Katt,1 ML' small , feline-like humanoids which have adapted well to dL'aling 
with human society. They resided for centuries in the region around where 
Raseir was built, but are now found throughout the Southern regions. They Me 
gifted ,utisansand talented merchants. 
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Ce11ta11rs 

Half horse a nd half human, the Centa urs roam the deserts of Shapeir in 
nomadic herd s. They make excellent guides for this region, si nce they tilke 
prid e in knowing the desert like the tips of their ta ils. Centaurs are ex tremely 
hornm1ble, but hilve no sense of humo r. They do not get a long well wi th 
Gnome!->. 

Lio11ta11rs 

The Liontilur looks like a cross between a huma n and a lion . They res id e 
primarily to the south of Shapeir in their great kingdom of Tilrna. Ocrnsionally 
a young mil le will wander into the Shapeir land s. Lion tau rs ilre fierce fighters 
and very proud, so it is bes t not to annoy them . 

The Land of Enchantment 

When Shilpeir is called the 'land of enchantment', it is not simpl y a motto. 
ThL're ilre milny magica l beings residing here. 
Dji1111 

Djinn ilnd their relatives, the Djann, Shaitan, lfreet, and Ma rid , ilre milgical 
creiltun·s oi high intelligence found primarily around the lands ofShapL•ir. 
They ilrL' illl shilpe-changers, but mos t frequ ently take man-like forms . They 
are occ,1!->ionillly found trapped in items such as bottles and rings. Rell'ilsi ng i1 

Djinni from such an item can be very dangerous. 

Dj111111 take lh1• shape of a11i111a/s, lil •r i11the 11101111tai11011s areas, 1111d arc scl­
do111 S1'1' /1. 

Dji1111 11n· co111 111011/y associated with air. Talcs arc told of 1uishcs /1ci11s 
sm11tet! tn whomever relcasrs a Dji1111i fro m a11 item . Talcs an· also told of 
the n;i1111i dcstroyi11s the Olll' who released him . 

S/rnita11 11rcfcr to live aro1111d streams a11d r111111i11g waler. lb this is a11 e.r­
t re1111'/.1111rid nsio11 , Shaita11 arc cxtrcmcly rare. 

lfrect 11n• fiery crcat11rcs that Jlrcfcr the remote d1111cs of the desert . 

Ma rid lln' the most J10wcrf1il of al/ the Oji1111. 
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Enchanted Creatures 
Much of the magic in Shapeir has to do with shape-changing. It is not uncom­

mon for humans to be turned into animals, animals into humans, and snakes 
into Trademark Lawyers. It is wise to be wary around Wizards and Djinn to 
avoid this occupational hazard. 

Endemic Monsters of the Desert Regions 
Creatures endemic to the desert regions have one outstanding characteristic 

- they <1rc tough to kill. The evolutionary reasons for this are rather obvious. 
A monster, as alwilys, is defined as "that which attacks before asking ques­
tions". 
/ackalman 

jackillml'n are jilckal-Jike humanoids that travel in packs. They are cunning 
and prder to c1ttack things previously wounded. 

Brigand 
Dl'sert hrig;rnds roam the desert in search of unwary travelers to wily lay. 

They ilrL' tough fighters and experts at desert survival. Tribes of brigandc; oc­
casionil lly bilnd together to attack caravans. 
Griffin 

The griffin is a highly intelligent creature which seldom attacks humcins. 
Howevl'r, this cross between an eagle and a lion is a ferocious fighter, ilnd is ex­
tremely tough . It is difficult to kill , and will retreat from battle if seriously in­
jured . OncL' its anger has been aroused, however, it will not forget an enemy. 
Griffins ciln he found nesting on the rocky ledges of the mountains surround­
ing the d eserl regions . 
Terrursa11rus 

This i!-> ,111 L• xtremely quick-footed creature well adapted for racing down and 
disemhmwling prey with the deadly claws upon its hind feet. Like most 
species uf ..,aurusl's, this one is not noted for its brains. 
Moose 

The r.ue southern desert Moose, a benevolent and frnternill creature, is fre­
quently found congregating in groups around a drinking hole. It is extremely 
dangernus to approach at such a time, since you will probably be forced to 
wear a !->ill y hat and be dunked into the pool. It is also advised to avoid the 
stampnk wlwn the Moose discover that the only thing to drink is water. 
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Scorpion 

The giant black desert Scorpion is one of the deadliest creatures upon the 
sands. I ts claws are capable of inflicting deep wounds. The tail has a stinger 
which contains a deadly poison. One sting brings death to the one stung. Anti­
venom pills are available, but are of no avail against multiple stings. Unless a 
fighter has an extremely good defense against the tail, he or she should avoid 
this monster. Retreat from combat usually means a stab in the back. 

Magical Creatures 
Elementals 

Elementals arc created by magical spells placed upon the primal elements of 
Earth, Air, Water, Pizza, and Fire (Some theoreticians suggest that there are 
only four real elements, but most modern scholars agree that fire is undnubted­
ly a ba~ic element). The Elementals have the characteristics of their a~sociated 
element. 
Glio11ls 

Supl'rnatural creatures of the undead which prey upon the living. The very 
touch of onl''s claws has a chilling effect upon the victim similar to frostbite. 
The mon' wounds the ghoul makes, the more the victim's movements arc 
slowed , until he finally collapses. It is best to avoid damage from Ghouls en­
tirely. 
Masikl1 

This distant relative of the Djinn is frightening and dangerous to encounter. 
It is invisible, distinguished only by the movement in the sands and the fearful 
reactions uf animals in their vicinity. 
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