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Welcome to
Might and Magic® VII

Miglzt and Magic VII is a computer role-playing game set in Erathia, a mystical land of
magic and adventure. You will guide the actions of a group of four heroes—armored sworclsmen,
daring thieves, gifted archers and wielders of arcane sorcery—as they explore the land, sea and
subterranean passages in search of treasure and glory. Your party characters will })egin their
journey possessing only the most basic skills and equipment, and are Larely cleserving of the title
“adventurer.” As they continue, however, they will acquire personal a]oilities, enchanted artifacts,
&eacﬂy weapons, and powerful lznowledge, all of which t}ley will need to face the greater Challenges

ahead...to one (].ay epitomize a true adventurer.

Ohe (Pocumentation

This book is the Miglzt and Magic VII P/ayer’s Manual. Tt contains all the particulars
of how to operate the game and specific information about the game world. So if you want to know
what skills a monk can 1earn, what the Incinerate speu does, or how to fire your archer’s Low, this

is the place to look.

The Adventurers’ Guide to Role P/aying has general information about computer role
playing in the Migltt and Magic world and information for a player new to Miglzt and Magic,
or to this type of adventure game. In it you will find a discussion of basic role—playing concepts. If
you find yourse” rnystifie(l Ly pl’lrases like “character class” or “armor bonus,” you might want to
consider reading the guide first.

During play, most game O]Ojects and interface items will be identified for you in the rollover
text box as you pass the mouse cursor over them. Right-cliclzing on items in a list (lilze the display
of character slziﬂs) or inventory ol)jec’cs (1ilze weapons and scroHs) will usuaﬂy clisplay useful

information.
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Ent'ry 1
11 June 1165

Free at last! Never again will I take for granted what it
means to bend limb and breathe air. But what air do |
breathe? What land do 1 flee across? It is my E‘nrot'h,
surc{g, but so much has changcd in the ten years | have
been my brother’s coat rack—made an insensate stone
statue by his pet wizard, Tanir. If it wasn’t for those fool
“adventurers’ I'd still be there now. Tanir! | Promisc you
I will repay the insult one c/ay. And repay it with usurious
interest.

| have started this journa/ to /'ICIP me make sense of the
chaos of events. I am a hunted man, but have found
refugc in the remote estate of my co//caguc in the
necromatic arts, Nimbus. His apprenticcs tell me that
their master has sailed for Erathia. | wish he had not
been wise cnough to leave them with so few details...all 1
can derive is that the Necromancer’s Guild has some bold
Plan for Erathia. Per/‘:aps | should join them?

Both my hated brot/'lcr, Roland lromcisf:, and his
loathsome queen Catherine are absent. Roland s, by all

/ accounts, taken by strange demons. Catherine left for

i,

W

1y




7

Erathia five months ago to attend her father’s funeral
and has not been heard from since. Their brat, Nico/ai,
sits on the throne with the loutish Wilbur Hump/‘:rcy
standing as Regent. A/?, it on{g | were in a Position to
take advantage of things here in Enroth! It is like a
widowswccp fcrry ripc igor the Picking.

But first, | must rebuild. with no nation, it is as if 1 am
once again at the bcginning of things. Where are my
fellow gui/d members? | cannot reach them by means
mystica/ or otherwise. I I could on{g ra/{g them to my
cause! The aPPrcnticcs are no hel ~—~t/'ley are content
to work their crude “exercises.” Amateurs! What endless
Pridc they take in their zombified rats and mice! Ba/'l, the

useless t ings £all apart inside of hours. Pathetic.

/ rca/{g must have a talk with their master. Surc{g, he is
ncg/cctinf his role as a teacher if his students Perform
s0 poor. and expect my dcllght! The other day, /
observed one of them fumb/ing a basic CaanIP! One of
his so called “advanced” initiates! | couldn’t believe it. 1 am
forced to the sad conclusion that either the student or
the master was a comp/cte incompctent. / hopc for
Nimbus’ sake that he has had an unusua/{g bad string of
Juck in )[inding qua/ity apprcnticcs.
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Entry 37
23 October 1166

/ find myse/f aboard a fast and sturd, 5/71'P bound for
Erathia. How strangc are the events that compc/ me to
Jeave behind my native land!

Nimbus returned to his estates bringing with him a small
Party of Nccromanccrs-apparcnt{g all of any power that
remained in Enroth—he was gat/‘lcrin to take to Deyja in
Erathia so that tlvcy might serve the /ic/7~/<ing, Nicolas
Gry honheart. Yes, that Gryphon/‘:earﬁ! Catherine’s

)Cat' er.

The Erathian guild has made a bold and cr/‘laps
foo/hardy Pla fgr power. The gui/d Jeader anf /<ing of
Dcyja, Dcathfncll, SOUfhf to take the Erathian throne by
assassinating Gr P/'lon eart and then reanimating him as a
/ic/'l, bound to iﬁs service. We//, he got as é‘ as the
reanimation, but the binding did not take. Instead, the lich
killed Deathknell Now Erathia and Dcyja have a new
/<ing...and the gui/d has a new leader.

Now Gryphonhcart has called the Necromancer Guild to
his aid, and I and the Necromancers of Enroth are /'lccding

the call. He fl"g/'lt's his daug/ﬂ:cr, Catherine. That is a cause
| can hearken to, indeed!
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Incidentally, this little mission is now my mission. | took it Y
from Nimbus in the gui/d Challenge of Dominance. Needless
to say, | won. | wasn’t surprisccf Y My success, but rat'/‘lcr, at
the ease of it. Reall A if Nimbus’ jpowers are any measure of
the state of the necromatic arts these cfays, c/car[g the gui/d !
has lost much of its wherewithal since my day. What we need
s a systcmatic program of research. One which will re-instill
in us the vigor of the past. It is hard to believe that this is the
same guild of chdfn’la/ or Neberneith! Those luminaries
would never have let things become as t/‘lcy have were t/')cy
still around. Pcr/‘laps it is my dcstiny to restore our power to
its former g/ory!




\ Entry 145
- 5 August 1167

U

, Reversals within reversals within reversals. That is the way it
L goes for the fortunes of /<ings and would-be Lings these

cfays. Or s0 It seems.

In her victor spccc/'l, as it was rcportcc] to me — | was, to
be sure, nowhere near — Catherine made much ado about
stabi/ity. True, the “dark and vile forces who had wrongcd her
father so,” were defeated, AND her father “now lies in the
state of natural quictudc he cfcscrvcs,” AND “the Pcop/e of L
Erathia can /ay down their swords safe in the know/cdgc that-x\‘
peace reigns instead of terror.”

O/‘:, let her think all that if she wishes. Let the sants think it
too. That can but l‘lClP my cause. For as the /fcﬁe;yphonhcart,
rcp/accc] Dcat/')/mcll, so have | rcp/accc] Gryp/')on/')cart l
Catherine faces a more devious opponcnt in me. What m
Prcdcccssors used fike a b/udgcon, I will use as a tailor’s needle.

. The Necromancer Gui/c], under my /cadcrs/'up, will enter a go/dcn
) age of advance. Even now, our new /aboratozy of research is

’ Procfucing new know/cdgc. And as know/cc]gc is power, 50 will ~

our — and my —_ POWCI' gr OWw.
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But all P/ots must begin somewhere or remain formless.
Perhaps my seed of discontent will root in those fertile
“disputcd ands? Time will t'c//, and the tc//ing will be against
my brother and his wife! So swear I here!

Archibald Ironfist
Guildmaster of Necromancers

R{g/‘:tfu/ King of Enroth

\




 of
[ O he Startup Menu

o
"3

New Button

Click the New button to start a game
from the ]oeginning. This will take you to the
Create Party screen where a party of four
characters is already set up. If you want to
start with these characters, click the OK
button. Or, you can customize the characters

to your lileing, then click OK to Legin.

Load

If you have previously saved games, you

can return to that time and place 1)y
clicleing the Load button. The Load Game
(lialog will appear. Cliclzing on the names in
the list of saved games will show a
thumbnail image captured from the
A&venturing Window at the moment the
game was saved. Below this picture will be a
time and date stamp. Click the Load
button to load the selected game, or the
Cancel button to cancel and return to the
Startup Menu.

Credits

Click this button to display a list of the
people responsil)le for })ringing you Migllt
and Magic VII.

Exit

Click this button to close the program.




Party (reation ‘31

Portrait Selection Arrows Portrait
Voice Selection Race
Arrows
Class
Name
Attributes Current
Attribute
Bonus Points
Skills

Clear Button

Available Skills Class List

Overview

In the game you control the actions of a group, called a party, consisting of four characters.
Each character is a person with his or her own strengtlls , weaknesses, vocations, and skills. While
you can play the game using a default party of characters, you can also create a custom party at
the Create Party Screen. If you get to this screen })y mistake, hit the Esc lzey to return to the
Startup Menu.

While customizing your party, you work on each character one at a time. Choose the current
character l)y cliclzing within the column containing their portrait and statistics. When you do so,
the character’s portrait border highlights. You can then choose that character’s appearance, race,
class, and name. You will also assign each character’s starting sleiﬂs, and adjust their attributes I)y

distril)uting a pool of bonus points.
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Basic Operations

Chang’e a Character’s Portrait. Click the Portrait Selection arrows to cycle through the
available character portraits. What portrait you choose for a character will set their gender and race

(human, elf, goljlin, or dwar£).
Chang’e a Character’s Voice. Click the voice selection arrows to hear available character voices.

Choose a Character’s Class. You can change the currently selected hero’s class by cliclzing

on the name of a new class in the class list.

Chang’e a Character’s Name. Click on a name to erase it. A text cursor will appear in the

name box. Type in the new name. Press Enter to lzeep the name.

Give a Character Skills. A character has four starting skills. Two of these will be set ]:)y what
class you choose for the character, but you must assign the character their other skills. To choose
these additional slzills, click on their names in the list of available skills. Which skills are offered will
be different for each character class. If you want to choose a different skill for a character than one

you've already assigned, remove the unwanted skill ]3y clicleing on its name in the character’s skill list.

A(ljust Character Attributes. You have a pool of fif’ty bonus points which are used to a&just
character attributes. Click on an attribute to select it and then raise or lower its value ljy cliclzing
the + and — buttons ﬂanleing the bonus pool clisplay.

Finish. When you are satisfied with your party, click on the OK button to start the game.

You must have assigned skills to all of your characters and distributed all your bonus points.
Character Statistics and

D heir Lffects

Mig’ht: Might is a measure of how physicaﬂy power{:ul a character is—how strong they are.
A character with a high Might attribute will do more clamage in combat.

Intellect: How smart a character is—how able they are at pro]:)lem solving and un(lerstanding
abstract concepts—is measured Ly their Intellect. Characters of classes that use
elemental magic get more speﬂ points if they have high Intellect ratings. Sorcerers,

archers, rangers, thieves, and druids use elemental magic.




Personality:

E n(lurance :

Accuracy:

Speed:

Luclz:

Personality measures a character’s personal will and level of charm. Clerics,
paladins, rangers, monlzs, and druids—those character classes that use magic of

the self — get a speu point bonus if they have high Personality scores.

Endurance is a measure of how p}lysically tough a character is. Characters with
high En(lurance get a hit point bonus.

The Accuracy attribute reflects a character’s l’lancl/eye coordination. A high
accuracy rating gives a character a better chance to hit with hand-to-hand and

ranged weapons.

Speed is a measure of how quicle a character is. Faster characters are able to
perform more actions in a given amount of time and recover more rapidly from

actions t}ley perform.

Luck has a subtle effect on many actions that characters perform. Its most visible
effects are that characters with hig}l Luck attributes have better resistance to

magical attacks and take less damage from triggere(l traps.

Class: Skills

A character’s class affects what slzius, and to what level of expertise, t}ley can learn.

As characters achieve new rank in their class (see Promotion) they may be able to learn
some of their skills at higher levels of expertise. The Legend below applies to the Skill
Tables on the fo”owing pages.

B
E
M
GM

Skill Table Leg’end

Characters of this class and rank can learn the skill up to a Basic level of expertise.
The skill can be learned up to Expert level.

The skill can be learned up to Master level.

The skill can be learned up to the highest Grand Master level.
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CLASS

Fire

Water

Magic Skills

Air

Earth  Spirit

Mind Bo&y

D a1‘12

Light

Knig'l'lt

Cavalier

Champion

Black Knight

Thief

Rogue

Spy

Assassin

MOan

Initiate

Master

Ninja

Paladin

CILISB.ACI'

HCI‘O

Villain

Arc}lcr

Warrior Mage

Master Archer

Sniper

Rang’cr

Hunter

Ranger Lord

Bounty Hunter
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Cleric

Priest

Priest of the Ligllt

Priest of the Dark

Druid

Great Druid

Arch Druid

War]oclz

SOI’CCI‘CI‘

Wzard

Archmage

Lich




CLASS

SWOICI

Axe

Staff

Spear

Combat Skills

Dagger

BOW

Mace Unarmed Leather

Chain

Plate

h

Shield Dodge ]

Knight

M

M

E

M

M

Cavalier

M

M

M

M

Cl’lampion

GM

GM

GM

GM

Black Knig}lt

GM
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GM

GM

GM

Thief

Rogue

E
E
E
M
M

Spy

GM

Assassin
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Master
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Ninja
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Paladin

Crusat].er

Hero

Villain

Archer

Warrior Mage
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Master Archer
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Sniper

Q
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Ranger

Hunter
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Ranger Lord

Bounty Hunter|
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Cleric

Priest
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Priest of the Dark
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Druid

Great Druid
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Sorcerer
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o Miscellaneous Skills

[ CLASS D_ll_sre;;m Perception Merchant Learning Meditation B%jTi’i;g IclIetI;tfy Repair I&glﬁiié}; I\%;;:l:r Stealing Alcl'lemy

Knig’}lt B
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m
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Cavalier
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Thief

B
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Spy GM
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Q
=
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Q
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Villain
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Master Archer

Q
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Class: Spell and Hit Points %

A character’s class affects how many hit points and speH points they have at the start of the game, and how many
of each they gain when they reach a new level. A character’s class rank can also affect this as shown in the fullowing
table. Starting values fluctuate clepending on how many bonus points are assigned to the character’s Endurance, Intellect
and Personality Attributes.

Starting Values Hit Points Per Level Spell Points Per Level

Class Hit Spell Base First Second Base First Second

Points Points Promotion | Promotion Promotion | Promotion
Knight 40 0 5 7 0 0 0
Thief 35 0 4 0 8 0 1 1
Monk 35 0 5 0 8 0 1 1
Paladin 30 5 4 5 (0] 1 2 3
| Archer 30 5 3 4 0] 1 2 3
Ranger 30 0 4 5 0 0 2 3
Cleric 25 10 2 3 4 3 4 5
Druid 20 10 2 3 4 3 4 5
Sorcerer 20 15 2 3 3 3 4 0

Race: Starting Attributes
Race affects a character’s starting attributes and how high you can set those attributes using bonus points. With some,
you must spencl two points to raise the attribute value l)y one. Other attributes are raised two per point spent. The table

reflects the different races’ strengths and weaknesses.

Human Elf Goblin Duwarf
Attributes | Min ~ Start  Max | Min  Start Max |Min  Start Max | Min  Start Max
Might 9 11 25 5 7 15 12 14 30 12 14 30
Intellect 9 11 25 12 14 30 5 7 15 9 11 25
Porsonality | 9 11 25 9 11 25 5 7 15 9 11 25
Endurance | 7 9 25 5 7 15 9 11 25 12 14 30
| Accuracy 9 11 25 12 14 30 9 11 25 5 7 15
Speed 9 11 25 9 11 25 12 14 30 5 7 15
Luck 7 9 25 7 9 20 7 9 20 7 9 20

Attribute requires 2 bonus points to raise by one. Starting/going below initial value adds 1/2 point to bonus pool.
Attribute raises Ly 2 for each bonus point spent. Starting/going below initial value adds 2 points to bonus poo/.

Race: Starting Resistance

Each time a character is attacked l)y magic, the attack’s effect might be reduced or nullified. The higher a character’s
resistance to a particular type of magic, the greater the chance of avoiding ill effects: Humans start with a resistance value of
5 to Spirit Magic and Body Magic, Elves’ starting resistance is 10 against Mind Magic a’c’caclzs, Goblins have a resistance of
5 against Fire Magic and Air Magic, and Dwarves’ resistance to Earth Magic and Water Magic is 5. J

17
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(zame Screens
Adventure Screen

Torch Light Wizard Eye

Zoom In
Direction Facing Gauge

Zoom Qut

Followers
Active Spell Icons
Gold

Food
Books
Game Options

Characters Active Spell [cons

Cast Spe” Rest Quicle Reference
Main (Oiew

Once you have a party of adventurers assembled, you can l)egin play. Almost all game play
takes place on the Adventure Screen. The Main View shows you what your party can see of the
world. In it you will see people moving around, monsters closing to attaclz, clouds moving, etc.
This is because events in the game happen in real time. You use your lzeylaoard's arrow 1zeys to
move the party through the world. As new territory comes into view, a map of where you have
traveled is drawn for you. You can see a display of this map in the Automap. The arrow that
appears on the map shows you your party’s location and points in the direction tl'ley are facing.
For more information see Tﬂzings to Do While Ac]venturing, and Combat.
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Character (Portraits

Active Spel/ Icons:
Reacly Light

Bless

Preservation

Hit Points |8
\ .

Hammerhands

Spell Points Pain Reflection

These are the portraits of your four party members. While they are all traveling together as
a group, tl'ley perform actions — such as swinging a sword, opening a door, taﬂzing to a stranger,
or casting a speH — one at a time. You can tell which character is active because his or her
portrait will be highlighted with a glowing outline. Since it is the active character’s abilities and
skills that are applied to any action performed, you will want to make sure that you select the best
character for the jo}) at hand. Select characters l)y cliclzing on their portraits.

Some actions, like the casting of speﬂs or at’cacleing, cause a character to take a moment to
recover. This is indicated 1oy his or her reacly 1ig11t, which goes dark while the character recovers.
The reacly light also indicates the nearness of hostile creatures. When the light is green, none are
nearloy; when it’s yeHow, tl'ley are; and if it is red, the party is Leing attacked.

The blue bar to the right of cach portrait indicates how many speu points each character has
left. The green bar to the left does the same for hit points. Right—clicle on a portrait to show
summary information for the character. Doul)le-cliclzing on a character’s portrait accesses their

Character Screens as described in another section.

ollowers

These are the portraits of non-party characters £oHowing your party. You may have two hirelings
(see Hiring Fo//owers) and an unlimited number of other story-related characters tagging along with
your party. Click on followers’ portraits to talk to them. If you have more than two foHowers, you

can access unseen portraits }Jy clicleing on the arrows to either side of the displayed portraits.

I9J
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[ Active Spell ¢Icons

Feather Fa//, Fire Resistance, Air Resistance, Water Resistance, Mind Resistance, Earth Resistance and Boaiy Resistance.

Heroism, Haste, Slu'e/a/, Stones]efn, Protection from Magic, Immolation and Day of the Gods.

Below the followers is a group of icons that represent the different speHs that can be aﬁecting
your party. When a speu is active, its icon glows. The Torch Light and Wizard Eye icons are located
at the Automap’s upper corners. Active speH icons that affect individual characters are located

below their portraits.

BOO]ZS, FOO(l an(l GOl(l

The party carries books containing various travel notes. Click on a book to open it. See Book
Screens for more detail. Above the books is a display of how much food and gold the party has.

Cast Spell, Rest, Quiclz Reference, and Game Options Buttons

These are the buttons at the lower right corner of the screen. Click the Cast Spell button
to access the current character’s speH book (see Magic System). The Rest button accesses the
Rest Menu. Clicleing Quiclz Reference displays a summary of character and party information.
Game Options accesses the Game Options Menu.

P
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Character Screens ﬂi

Information about each of your
characters is displayed on four Character
Screens — Stats, Slzius, Inventory, and
Awards. To clisplay a character’s screens,
double-click on his or her portrait. The
buttons above the portraits switch between

(lisplays. You can switch to a different
character’s screens ]oy cliclzing on their
portrait. When you're done with the
Character Screens, hit the Esc 12ey or
press the Exit button to return to the

Adventure Screen.

Stats Screen

This displays a character’s personal statistics. Where two numbers on either side of a slash are
shown for a given statistic, the first number is its current value (as affected Ly clamage, Speus or
other effects) and the second is its normal value. For example, “Hit Points 20 / 307 means that
the character currently has 20 hit points out of a possible 30.

Damage is usuaﬂy shown as a range. “Damage 11-18” can be interpreted as, “this character’s
hand-to-hand weapon does between 11 and 18 points of damage when it hits.” A character’s Attack
Bonus and Shoot Bonus affects his or her chance to hit with hand-to-hand and ranged attacks. A
positive value indicates that the character has a higher chance than normal to hit, and a negative

Value means ’chey have a IOWQI' chance.

Right-cliclz on a statistic to display information about its effect on game play.

Skills Screen

Skills acquire& Ly characters are displayecl on their skill screens listed I)y name, expertise and
level. When characters advance levels, they gain skill points to spenc],, there})y increasing their

existing skill levels. To advance a skill to the next level, click on it. As skill levels go up, more

4

points must be spent for each increase. Right-cliclz on a skill 1isting to display clescriptive text.
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[ (PBook Screens

As you explore Era’chia, your party will automaticauy record useful information in their notebooks.

To turn pages within a section, click the next and previous page tabs.

——  Previous Page

—— Next Page

Section Tabs

Current Quests

Auto Notes
bkt 8 K R AT L — Maps
LA T
el-'._' ¥ =1——  Calendar
) | d - l | \
e [l e ] History

Current Quest: When you receive a quest, it is noted here. Quests remain in the book

until they are completed.

Auto Notes: In this book, your party will also record any potion mixing discoveries, the
effects of drinlzing from town fountains, and clues about the mysterious
obelisks that dot the landscape. This book also has a section dedicated to

miscellancous events that don’t fit into other categories.

Maps: This book shows you a map of your current location. Using the tabs you
can scroll the map, zoom in and zoom out.

Calendar: This book (lisplays the current time and date.

History: This is a chronological journal of the party’s travels.

2%
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(Inventory Screen

Loose

Inventory

.y BLille | Inven J.-l'u.:nJ\ Bxit

LA N
abil

Equipped
Character

Accessory Detail
Toggle

When your character I)uys or piclzs up an item, it ends up in their inventory. [tems in
loose inventory are tllings a character is carrying but not using. [tems may be looked at I)y
right-cliclzing on them; if the item has been identi)[iea] ]oy cither a shopleeeper or a character
with the Iclentify [tems slziu, &escrip’cive information about the item will be &isplayed. Click
on an item to piclz it up. Picked up items “stick” to the mouse cursor and follow it around.

Drop the item ]oy cliclzing again where you want it to go.

The character is displayed on the right, outfitted with the items he or she is using. To equip
a character with an item, piclz it up out of loose inventory and clrop it on the character’s
full—figure image. Characters may only use items that t}ley have the skill to use, and with the
exception of rings, may only use one of each type of item at a time. Click the Accessory Detail
toggle to display a character’s equipped rings, gauntlets, and amulet.

To have the active character give an item to another character, piclz up the item and click
the item on the receiving character’s portrait. To clrop an item on the ground, select it, hit
the Esc 12ey to return to the Adventure Screen, and then drop the item into the main view.
To use an item like a scroll, learning book or potion, right-clicle it over a character’s portrait

or left-click it over the character’s fuﬂ-{:igure image.
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Resting and Camp Screen

Your characters will need to sleep occasionauy. Thougll ’cl'ley can remain awake a 10ng
time, they will become weakened from fatigue after a day or so. To avoid this, you should have
them sleep for eight hours, once a day. Sleep also restores the party’s lost spell and hit points.
To have your party set up camp, click the Rest button on the Adventure Screen, and then
click the Rest & Heal 8 Hours button on the menu that appears. Camping uses up one unit

of food on grass terrain. Harsher terrains use more food units.

Be sure to have your party camp in as safe a location as possi]ale. Many creatures have no
qualms against attacleing your party while they lie helpless. Your characters are aware of this

and will refuse to camp when there are hostile creatures near]oy.

Sometimes your party will have to wait at a location with notlling better to do than kill
time. To sleip game time aheacl, click the Rest button and then choose from the wait without
healing options.

(same Option Screens

To access the Game Options Menu, click the Game Options button on the Adventure
Screen. There you can select from the options described below. While the Game Option Menu

is open, the game is paused.

Return

Closes the Game Option Menu and returns to the Adventure Screen.

Controls

T e

G Ty Y T ) .r‘ &
Opens the System Options Menu to set game ::I"."|I E—LE'.!;-LL!;'_F_LJ‘ E*-’J‘;'.}
N L ST

P NEwW Gavie | Coxeots. B§

Graphic Detail: This can be set to 1ow, medium, or -

(lisp]ay and sound playloaclz options.

high. The higher you set the graphic detail, the higher the

quality of the image in the main view. On slower comput-

ers, you may want to reduce the quality for better game

performance.
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Turn Rate: This controls how fast your party spins when you press the left and right arrow leeys.
16x is the fastest speed, and smooth is the slowest.

Walksound: This checkbox toggles on and off the footstep sound you hear when your party walks

forward.
Always Run: Party always runs instead of walking.
Flip on Exit: Party will always turn around upon exiting a Luil&ing.

Show Damage: Normaﬂy during combat, a Llow—l)y—])low account of damage given and received
appears in the Adventure Screen text bar. The checkbox turns this feature on and off.

Soun(l, Music and Character Voice Volume: These three controls set the play]oaclz volume for
sound effects, l)aclzground music and your character’s spealeing voices. Click inside the volume

ram LOXBS or on the control arrows to change the settings.
P g g

New Game

Click this button to start a new game from the party creation process.

S ave Game

H i [ g |
Click this button to f].isplay the Save Game Dialog. TRAR :_,IJJ-!:__J i e I'-E e £ Al

To save a game, click in the save game slot you want to

save in, type a name for your saved game, and press the
Save button. If you click on a previously saved game’s

slot, a thumbnail will appear s]nowing you where and

when that game was saved.

Loa(]. Game

The Load Game Dialog looks very similar to the

Save Game Dialog. To load a previously saved game, choose it from the list and then click the
Load button.

Quit

Ends the game and sends you back to the Startup Menu.

)
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Ohings to (Do While _Adventuring

Moving Around

You move around the world using the
lzeyljoard. Turn and move using the arrow 12eys.

Hold down Shift and the arrow leeys to run, Ctrl

and the left or right arrows to move si(leways.

Be aware of cliffs and pits. Your characters can
take massive damage from long faHs, though less
than vertical hills may be descended safely if you
are careful. Running jumps can help you to clear

small obstacles like low ledges and smaller pits.

Flying’

Up Arrow . ............. Walk Forward
Shift - Up Arrow .. ....... Run Forward
Left/ Rig’ht Arrow ... ... Turn
Shift -Left/Right Arrow . .. .Turn Quickly
Ctrl Le{t/Rigllt .......... Move Sicleways
Down Arrow . ......... Move Backwards
X o Jump
Pag’e Down .............. ... Look Up
Delete . .................. Look Down
End ............... ... .. Look Ahead

Speeds cllange if “Always Run” is highlightecl.

The high level Air Magic speH, Fly, can grant your party the power of ﬂight‘ You still use the

Traveling Long Distances

arrow 12eys to turn and go forward and L)aclzwar(ls, but with Fly in
eHec’c, you can go up and clown, too. This power is great for getting
over all sorts of trou})le, but be careful — your party will fall out of

Pag’e Up ..... Ascend
Insert ... ... Descend
Home . .Land Quickly ﬂigh’c as soon as the spe]l wears off.

Bach outdoor game map represents a square section of Erathia. When you reach the

edge of a map, you can travel to the next adjacen’c map. This travel will take some days. Your

party uses one unit of food per (lay during long distance travel. If they start the journey with

insufficient food, your characters will arrive at their destination in weakened conditions.

Long distance travel may also be accomplisl'led using hired boats or stage coaches (see Towns).
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(Pealing with Objects ]

Loose Items

Often while exploring, you will see useful items like equipment and potion ingredients just
lying around unprotected. These items are up for grabs. To picle up a loose item, click on it. Tt will
appear in the active character’s inventory. If you want to look at a loose item, rig}lt-cliclz on it. If
the active character has the Iclentify [tem s]ziﬂ, he or she will au’coma’cicaﬂy attempt to use it when

looleing at an item.

Containers

Treasure chests and drawers are examples of containers you will find. To have the active
character attempt to open a container, click on it. Many containers are Loohy trapped, so it is
always a good policy to have a character with the Disarm Trap skill do the opening. If a trap is
triggered, characters with the Perception skill may avoid some or all of the damage. When a
container is opene(l, the items within are clisplayecl. Pick them up and i(lentify them as you would

Loose Items.

Dead Bodies

Combat and other dea&ly events often produce corpses. Click on a dead })ody to search it. You
may find gold and/or other items. After a l)ody is searchecl, it (lisappears.

Buttons and Switches

T]nroug]nout the world, you will find a variety of ljuttons, levers, and other switches. To operate

one, click on it.

Fountains

To have the active character drink from a fountain, move up to it and click on the water’s

surface .




DOOI‘S

Dungeon Entrances:

Interior Doors:

Secret Doors:

TOWI'l DOOI‘S:

Other O])jects

To enter caves, fortresses, dungeons and other lairs, click on their
entryways. You will be asked if you reaﬂy want to go in or not.

Agree and you Will, refuse and you will remain outside.

In dungeons, you will come across closed doors. Clicleing on a door
causes the current character to attempt to open it. Some doors will
require that you have a particular item, like a 1zey, before tlley will
open. Others may require you to throw a switch or perform a

certain action to them.

Some doors will be hidden or clisguise(l. They are openecl like
normal doors, provided you can find them. Characters with the
Perception skill may detect them. If t}ley do, the door will be
Minleing red for you.

Doors to shops, houses, taverns, and other smaller Luildings can be
entered Ly c]iclzing on them. Some shops have business hours and
their doors will be locked during off times. Opening a town door

starts a transaction with the occupant. See Towns for more details.

The land of Erathia is full of o]:)jects whose effects and operations you will have to figure

out as you encounter them. As a general rule, o]ojects are operated, activatecl, piclee(l up, or

searched ]oy clicleing on them.

Stealing

Characters with the Stealing skill can attempt to lift items and goltl from people and

creatures. To have the active character attempt this 5 Ctrl-click on whomever you want to steal

from. A failed attempt to steal can have all sorts of negative consequences, so be careful whose

gold you take.
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(Pealing with Others ]

On your journey you will encounter all sorts of people and creatures. Some will be hostile, others
will not. You can tell the difference, because hostile creatures will attack you on sight. Interactions with

hostile creatures are dealt with in the Combat section.

Tallzing’

Portrait

|_—

Name

Response

To talk to a person or creature, move near to it and click on them in the main view. Tl’ley will
converse with the active character (Whose Personality attribute may have an effect on how well he or she

is perceive(l). When you click on a conversation topic, the person’s response will be c],isplayed.

Receiving a Quest

Sometimes when you talk to someone, ’clley will give you a quest. Quests are heroic actions to
perform, the completion of which often Lrings rewards of money and/or experience points. Typicauy you
complete a quest ]oy &oing somet]ning for the person that gives it to you, and then returning to them for
your reward. This is not always the case, so you should read the details care{‘uﬂy concerning what must

be done. Quests you have received but not completed are recorded in your Current Quests book.

Hiring a Follower

Some people you talk to will offer themselves for hire to the party. If you agree to hire a foHower,
you will typicaﬂy pay them an up-fron’c fee and then they will take a small percentage of any gold you
find. In exchange, they provide you with some benefit. You may have up to two hired followers with the
party at any given time. Followers’ portraits appear on the rig]nt side of the Adventure Screen. To ]oegin
a conversation with a fouower, click on their portrait. Choose the Dismiss <follower’s name>

conversation option if you no longer require their services.

29
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Towns are collections of houses, SllOPS and services. They typicauy act as places where your
party can learn new slziHs, Luy and sell equipment, obtain quests, receive training, and rest. While
no place in Erathia is Completely safe, towns are usuaﬂy safer than not. To talk to the occupants
of homes or use shops and other services, you must enter them. To enter a l)uilcling, walk up to it

and click on the door.

Shops

When you enter a shop, you start a conversation with the shoplzeeper. Choose from the

conversation options to l)uy and sell items, repair broken items, or learn skills from the shopleeeper.

Buy Standard or Special Items

Bach shop contains a selection of standard and special items. To see either selection click the
Buy Standard or Buy Special conversation option. When you move your mouse over the items
displayecl, the shopleeeper will tell you how much it costs. If the active character has the Merchant
skill, you will get better prices. Click on an item to ]ouy it. The cost will be deducted from the party’s

gold and the item will appear in the active character’s inventory.

5




Display Inventory

If you want to see your characters’ inventories, click the Display Inventory conversation
option. You can switch between inventories it)y ciicizing the character portraits. While inventories
are (iispiaye(i, the conversation options will change to Seii, I(ientiiy, and Repair. Click an option
to periorm the labeled function. After you're (ione, click the Exit button.

Sell: Allows you to sell your party’s items to the shopieeeper. As you move the mouse over
inventory items, the siiopizeeper will tell you if he is interested in i)uying the item or

not, and if so, for how much. Click on an item to sell it.

I(ientify: Shopieeepers can identify items for you. Unidentified items will appear highiighted in
green. Move the mouse over an item to see what it will cost to i(ien’cify. Click an item

to pay the shopieeeper for the service.
Repair: Broken items are highiighted in red. Siiopizeepers will repair items fora price. Click on

an item to have this done.

Learn Skills

Click the Learn Skills conversation option to (iispiay a list of skills the siiopizeeper can teach
and what is ciiargeci for the teaciiing. Siiopieeepers teach skills at the basic level. What skills are
offered will (iepencl on what the active character’s class is — siiopizeepers will not teach skills to
those incapai)ie of 1earning them.

Stealing’ from S]iops

If the active character has the Steaiing siziii, they may try to piiier items from shop dispiays.

To try to steal an item, Ctrl-click on it. A failed attempt can result in negative consequences.

Types of Shops

Siiops speciaiize in the kinds of items tiiey sell, icientiiy and repair; as well as in what skills
they teach. Usuaiiy each shop will further speciaiize in a particuiar category of their craft. For
instance, a particular Blacksmith migiit carry a wide selection of axes, but few or no (iaggers,

swords or other weapons.
Blacksmith: Blacksmiths deal in weapons.
Armories: You may find suits of armor, siiiei(is, iieacipieces, and gauntie’cs at armories.

Magic Shops: Magic SilOpS sell potions, potion ingredients, scroiis, rings, iearning books and

other items of magic.

Alchemists: These magic siiops carry the widest selection of potions and potion ingredients.
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Magic Guilds:

Taverns :

Temples:

S tal)les 8

Docks:

Banks:

Government:

Houses:

Other Town Services

Magic Guilds serve practitioners of the mystic arts. Visit Magic Guild Houses
to learn basic magic skills and l)uy learning books. Your party must purchase

a memljership from a Guild member to enter.

Serving the rest and relaxation needs of weary ’cravelers, taverns and
roadhouses can be found almost anywhere. At them you can l)uy food or rent

a room for a night of safe rest.

These houses of worship are maintained ]Jy your donations and through the

se”ing of healing services.

A network of overland stage coach routes operates in Erathia. Traveling l)y
coach shortens the duration of long distance trips considera]jly. Check with

the stable master to see if any rides are available.

Sl’xips found at docks may be available for hire. Ask the captain if you can
berth in his ship when it sails for its next port.

If you want to set aside money for an emergency, you can leave it in safe

lzeeping at a bank.

A town of any size usuaﬂy has someone in charge of things who may be in
need of some assistance. If you're loolzing for somet}ling to do, you can
usuauy find it at the local town hall or castle.

All sorts of people live in Erathia. While many have little to say, you can find
odd joLs to (lo, or locate guil(l members and master teachers, })y lznoclzing at

a l[eW (1001'5.




Combat takes place on the Adventure Screen. Characters equipped with bows or wands may make

range(l attacks—that is, attack targets that are far away. Other weapons and bare fists are good for

hand-to-hand combat with nearl)y enemies. To have the active character attack a specific creature,

either click on the creature in the main view, or move the mouse over the creature and press the A

12ey. If you press the A leey without targeting a specific creature, the nearest creature will be targeted

automaticaﬂy. Characters may not use bows to make ranged attacks if there are creatures directly in

front of the party.

Characters with magical abilities may, of
course, cast speHs during combat. To cast a
character’s chosen Quiclz Speﬂ (see Magic System)
press the S leey. You may target hostile creatures
with the mouse cursor, otherwise a near]oy creature
will be targete(l automaticaﬂy. You can also access

the active character’s speu book ]3y pressing the
Cast Spell button or the C lzey.

A . Active character will attack near])y opponent
S ... .Active character will, if able (in this order)
1. Cast quicle speH
2. Attack with a bow or wand
3. Make a hand-to-hand attack
B........ Active character passes combat turn

C......... Opens active character’s speH book

Enter . .Toggles real time and turn-based modes
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Real Time vs. Turn Based Combat

Game time moves without pause, or in real time. Each action your characters perform,
like casting speﬂs or swinging a sword, takes a certain amount of time to accomplish, a fact
reflected by their ready lights (see Adventure Screen) which darken while the characters recover.
While a character is recovering, he or she can perform no new actions. Normally, this is not
reaHy noticeable, but (luring combat the effect can be quite pronouncecl. Attaclzing creatures
may be able to attack more efficiently than the party due to the time it takes you to thinle,
select characters and target attacks.

The game can be put in turn based mode Ly pressing the Enter lzey. The Enter leey
toggles between real time mode and turn based mode. In turn based mode each combatant
takes their action one at a time, in order depen&ing on their speed and recovery status.
Combat is divided into rounds 1asting a few seconds. Characters and creatures that are
particularly fast can perform mul’ciple actions in a round. The game pauses before each
character’s turn so you can calmly execute his or her action. Press the B lzey to slzip a

character’s action turn.

At the end of each round, action pauses and you can move your party a short distance
using the arrow 12eys. After tha’c, creatures move and then the next round loegins. Press any

1zey to slzip your movement phase.

When you are in turn based mode, an icon appears in the lower right corner of the main

view. The icon changes to reflect the different round phases.

Action Phase Movement Phase Computer Thinlzing

v v B
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Damage and Other Il Effects

Your characters receive (lamage from many sources—comkat strilzes, speH eﬁects, traps,

—)

fauing, and the explosions of incorrectly mixed potions to name a few. They may also be affected
loy other conditions like {atigue, weakness or drunkenness. Ill effects can always be removed, for a

price, at temples.

P}lysical Wounds: Weapon strilaes, explosions, faHs, and most offensive spells wound characters
directly ]oy taleing away hit points. P]nysical damage may be healed using various curative speHs
or I)y resting.

Unconsciousness/Death: If a character’s hit points faH Lelow Zero, they l)ecome unconscious or
die. Unconscious characters are knocked out of action and cannot per{orm any actions until
their hit points heal to a positive value. Resting and healing revives unconscious characters.
Death results when a character’s hit points are reduced too far below zero. Dead characters
may only be revived using the Raise Dead speH or ]oy paying a ’cemple to perform the service.

Weakness: Characters become weak from fatigue or hunger. Some attacks can also cause this effect.
Weak characters have lowered maximum hit points and are less able to perform actions and fight.
Weakness can be cured ]oy resting or ]oy the Cure Weakness speH.

Poison and Disease: These very similar effects can be caused by traps or certain speu and creature
attacks. Both reduce character attributes 0 reduce their combat efficiency, and lower speH points
over time. They can only be cured at temples or ]oy casting the appropriate Cure Disease or
Cure Poison speu.

Insanity/Afraicl: Some attaclzs malze characters Insane or Mraid. Both of these conditions aﬁect
character attributes and may be removed by the Cure Insanity and Remove Fear speHs.

Cursed: Some speu attacks can curse characters. Cursed character actions fail 50% of the time.
The Remove Curse speu takes care of this condition.

Asleep: A few creature attacks can make characters fall asleep. Characters waken when attacked
or after you rest them. You can also use the Awaken speu.

Stoned/Paralyzed: Characters can become frozen l)y being Stoned or Paralyzed. If this happens,
they cannot per£orm any actions. These conditions can be cured using the Stone to Flesh and
Cure Paralysis speus.

Zombie: If you cast Reanimate on a Dead character, they become a Zombie. Zombified
characters don’t sleep, so resting does not replenish their hit or speH points. Zombification can

only be cured at temples.

Eradicated: Some monsters can eradicate characters — lziﬂing them and destroying their bodies.

p

Eradicated characters can be brought back at temples or with the Resurrection speH.




Character Advancement

Experience Points and Levels

As the game progresses, your characters gain more speﬂ and hit points, and become better
at the skills t}ley possess through level advancement. Characters gain experience points for
overcoming chaﬂenges — notal)ly for lziuing monsters and for completing quests. When your
characters earn enough experience points, they qualify to train for the next level at a training
hall. You can see your characters” current level and experience points on their Stats Screen.
Right—cliclzing on the experience statistic will display what level a character is ready to train
for, or how many experience points they need to reach the next level. A character needs
(Current Level x 1000) to move from one level to the next. For example, a character needs

3000 experience points to move from level 3 to level 4.

A character eligible to train must do so at a training hall. Training halls are located in
towns throughout Erathia. Tl’ley cl'large a fee for their services. Most have a limit to how far

tlley can train a character.

When a character gains a new level, they receive increases to their maximum hit points
and spell points. What each specific character gains clepends on their class, their rank within
the class, and attribute scores. At early levels (1-9) characters receive five skill points to spencl

on advancing the levels of skills t]ney possess. This number increases lay one every five levels

thereafter (six at levels 10-19, seven at levels 20-29, etc). See Skills for more details.
Rank

The party can receive special quests in the game called promotion quests. Certain people
that the party meets will be empowerecl to grant class rank on characters of a particular
character class. Before they will do this, tlley will ask the party to prove its worth Ly
completing a promotion quest. Gaining a new rank increases the number of speﬂ and hit
points a character receives per level. This will also allow the character to learn new skills and

to learn other skills at higher levels of expertise.




Skills

In order to use weapons, armor, cast magic spel]s, or perform special actions, a character must
possess the proper skill. Each character starts the game with four skills and can learn new ones
from shopleeepers and guilcls located throughout Erathia. Bach skill has a numerical level, which
is “1” when a character first learns that skill. You may increase your characters’ skill levels loy
spencling the skill points they gain through experience level advancement. The cost of aclvancing a
skill level is equal to the level you want to get to. For example, a character with a Bow skill of 3
would need to have 4 skill points to advance to Bow skill level 4.

As you explore, you will find master teachers who are able to increase your characters’ expertise
level in their skills. When first learnecl, a skill is at the basic or Normal level. Teachers can increase
that level to Expert, Master, or Grand Master. Skills possesse& at higher levels of expertise give

characters atlvantages in their use.

i
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Weapons Skills

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

Axe:

BOWZ

Dag’g’er:

Mace:

Spear:

Staﬁ:

SWOI'(J.Z

Axes are slow, but do goocl c]a:mage when Jclley hit. A character’s expertise level is added to their attack
bonus. Experts gain a reduction in recovery time; Masters skill level will yielcl additional damage;
and Grand Masters have a chance to halve the armor class of their opponents.

Bow skill applies to both bow and crossbow use. At Normal 1eve1, skill level is added
to a character’s ranged attack bonus. Experts get a recovery rate reduction. Masters
get off two shots per attacle, and Grand Masters at their skill level to their &amage..

Daggers don’t do a lot of c]amage b but have a very low recovery time. At Normal expertise 1eve1,
skill level is added to attack bonus. At Expert level, dagger users can put the dagger in their
left hand and hold another weapon in their rigl'lt. Masters have a percentage chance equal to
their skill to do ’criple (].amage. Grand Masters add+1 per point of skill to damage done.

Mace skill allows a character to use blunt hand-to-hand weapons. At Normal level,
skill level is added to attack bonus. Experts’ skill levels are added to the &amage done
Ly successful attacks. Masters and Grand Masters have a percentage chance equal to

their skill to stun or paralyze their opponents, respectively.

Spears are polearms with s}larp metal points or blades. At Normal level of expertise,
spears must be held in two hands and skill level is added to attack bonus. Experts’
skill level is added to their attack damage. Masters gain the ability to hold the spear
in one hand, while Grand Masters learn to defend with their spears and their skill

level is added to their armor class.

Staffs are blunt two-handed polearms. At Normal level of expertise, the wielder’s skill
level is added to their attack bonus. Experts add theirs to their armor class. Masters get
a percentage chance equal to their skill to momentarily stun their opponents, while
Grand Masters gain the ability to use their Staff in conjunction with the Unarmed skill.

Sword skill covers all 10ng blade weapons. At Normal 1eve1, skill is added to attack
bonus. Expert users enjoy decreased recovery time. Masters can carry a sword in their
left hand and a second weapon in their rig]nt, and Grand Masters add their skill to

their armor class.

Unarmed: The Unarmed skill is applied when a character has no equippecl weapon. At

Normal expertise, skill level is added to attack ]:)onus, and at Expert level it is added
to attack (lamage. At Master level, the effect of skill level on attack bonus and
damage is doubled. Grand Masters gain a percentage chance equal to their skill level

to avoid incoming attacks entirely.




Armor Skill

In order to equip a piece of armor, a character must possess the proper armor skill. Wearing

armor slows a character down. The heavier the armotr, the slower a character becomes. Belts . ]ooots,

capes, helmets, and gauntlets require no particular skill to use.

Leatller:

Chain:

Plate:

Shield:

Dodg‘ing’:

Leather armor is the ligh’ces’c armor and slows down a character the least. It also
offers the least protection. At Normal level of expertise, a character’s skill level is
added to their armor class. Experts’ recovery time is not affected })y their armor’s
Weight. Masters add twice their skill level to their armor class, while Grand Masters
have their skill added to their resistance to Earth, Air, Fire, and Water magic.

Chain armor is heavier than leatller, and lighter than plate. At Normal level of
expertise, the wearer’s skill level is added to their armor class. For Exper’cs the
effect of their armor’s Weight on recovery time is halved; for Masters it is eliminat-

ed. Grand Masters take only 2/3 damage from physical attacks.

Plate armor is the heaviest and most protective armor available. At Normal level,
skill level is added to armor class. Experts have their armor related recovery time
penal’cy halved. Masters take only half damage from pl'xysical attacks. Grand

Masters have no recovery penal’cy.

Shields are held in a character’s left hancl, and so can’t be used with two-handed
weapons. At Normal level of expertise, skill level is added to armor class. Experts
have no recovery penalty from holcling shields. Masters add twice their skill level to
their armor class. Grand Masters gain the effects of the Shield speH while ]nolding
their shields.

The clodging skill is applied when a character is not wearing any armor. At Normal
level, a character’s skill level is added to their armor class. For Experts, this is
doubled; for Masters the effect is tripled. Grand Masters gain the al)ility to use

their Dodge skill while wearing leather armor.

Magic Skills

Before a character can cast spells ofa particular type of magic, they must hold the proper magic
skill. Each type of magic—Fire Magic, Air Magic, Water Magic, Earth Magic, Spirit Magic, Mind
Magic, Body Magic, Light Magic, and Dark Magic—has its own skill. The effects of expertise and
level is different for each spell type. For more information, see SpeHs under Magic System.
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Miscellaneous Skills

Alcllemy:

Armsmaster:

Without the Alcllemy skill your characters can only make simple potions.
Having this skill allows you to mix more complex potions. See Potions under

Magic System.

The Armsmaster skill generally increases a characters abilities with all
weapons. Normal skill level reduces the recovery time of their attacks. Experts
and Masters add their skill to their attack and damage bonuses, respectively.
Grand Masters double all the previous bonuses.

Bocly Building’: At Normal level, a character’s Bocly Building skill level is (iirectly added to

Disarm Trap:

Identity Item:

their maximum hit point value. For Experts the amount is (ioul)leti, for
Masters it is triple(l, and for Grand Masters it is quintuplect.

Having this skill allows a character a chance to disarm l)ool)y trappe(i
containers. For Experts, this chance is (ioul)le(i; for Masters it is triple(i.
Grand Masters have a 100% chance of (lisarming traps.

This skill gives a character a cliance, based on their skill level, to i(ientity
items. To make the attempt, riglit-cliclz on an item. Normal level of expertise
allows a character to attempt ictentitying the item. Experts double their
chance of i(ientitying any item. Masters have three times the cliance, and
Grand Masters have 100 % chance to identity the item.

Identity Monster: If your party has a character with the I(lentity Monster sleill, you can get

Learning:

Meditation:

better riglit—clicle information from monsters you encounter. The lligller the
character’s skill level, the better your chances of tliis liappening. Successful
Normal level identification will reveal a monster’s exact number of hit points.
Expert, Master and Grand Master skill levels add to the information attack
type and (iamage, what spells a monster can cast, and the monster’s levels of

resistance, respectively.

Characters with the Learning skill get a percentage bonus to their experience
g g p g P

point awards. At Normal level, this bonus is 9% + 1% per level of skill.

Experts receive double this l)onus; Masters, triple; and Grand Masters,

quintuple.

At Normal level of expertise, the Meditation skill adds one to the character’s
maximum spell points value for each level of skill. For Experts, Masters and

Grand Masters, the bonus is doubled, triple(i and quintuple(i, respectively.




Merchant: A character with the Merchant skill gets selling and Luying prices in shops I
adjusted in their favor. The higher the skill level, the better the prices. For Experts
the effect is doulole(l, and for Masters it is tripled. Grand Masters can Luy items and

sell items at their actual value.

Perception:  Possessing the Perception skill gives a character a chance to notice traps, hidden
treasures and secret doors. It reduces the amount of damage ’tlley take from triggered
traps. The higher the skill 1eve1, the greater these effects. For experts and Masters,
the effects are doubled and ’cripled. Grand Masters have a 100% chance of receiving
these benefits.

Repair Item: The Repair Ttem skill gives a character a chance, based on their skill 1evel, to repair
broken items. To make the attempt, right-clicle on a broken item in the character’s
inventory. Normal level of expertise allows a character to attempt fixing an item.
Experts have double the chance or repairing the item. Masters have three times the
chance, and Grand Masters have 100 % chance to repairing the item.

Stealing: The Stealing skill allows a character to attempt stealing items from shops, and gold
and items from people. To use the slzill, Ctrl-click on the item you want to steal or

the person you want to steal from. Getting caught can have any number of bad
effects. The chance of success is based on the character’s skill level. The chance is

(loulalecl, triple(l and quintupled respectively for Experts, Masters and Grand Masters.
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Magic System

Spell (Books

Your characters can use magic in the form of speHs which they cast from their spell books.
Each spell belongs to one of the nine schools of magic— Earth, Air, Fire, Water, Body, Mind,
Spirit, Light, or Dark. Each school has a skill which a character must possess before they can
learn and cast that school’s spells. The more powerful speHs will require a character to possess
a magic school’s skill at Exper’c, Master, or even Grand Master level.

Characters learn new speﬂs from learning books which may be purchasecl at various guilds
and Sl’lOPS, or found as treasure. To use a learning book, piclz it up out of a character’s inventory
and then click on the character’s full ﬁgure image or portrait. The speu will now be permanently
recorded in the character’s speH book. Bach learning book can only be used once.

Spell Icon

~E




To have a character cast a speﬂ, select the character (cliclz on his or her portrait, or press “1-
47) and then open his or her speH book loy cliclzing the Cast Spell button or pressing the C lzey.
The book will have a page tab for each magic school skill that the character possesses. Turn the
pages l)y cliclzing the tabs. Double-click on a spell icon to cast that speH. If the speH targets a party

member, click on the target character’s portrait to select them.

Each party member may have one ready speu, called a QuiclepeH. To seta QuiclepeH, open
a character’s speu 1)0012, click on the speu icon to select it, and then press the SetSpeH button.
Readied speHs may be cast lay pressing the S button.

To (lisplay further information about a speﬂ, right-clicle on its speu icon.

Scrolls and Wands

Speus may also be cast from scrolls and wands. Each scroll has one speH written on it and can
be used once. To cast a scroll speH, piclz it up out of a character’s inventory and click over the
character’s full figure image. Wands are loaded with multiple charges of a speﬂ. A character must
equip a wand as their weapon to use it. Each time a character attacks with a wand, one of its
charges is expended. When a wand’s charges are exhaustecl, it disappears. Scrolls and wands require

no particular skill to use.

Potions

Characters can quaff potions to gain a wide variety of benefits. Potions can be purchased, found,
or created. To have a character drink a potion, pi012 up a potion out of a character’s inventory and
click it over their full figure image or portrait. If it is i&enti)[ietl, right-cliclzing on a potion will

clisplay information about its effects.

Potions may be created using an empty potion bottle and any of a variety of herbs and rare
substances called reagents. To create a potion, put a reagent and an empty potion bottle in a
character’s inventory clisplay. Pick up the reagent and then right—clicla it over the bottle. Characters
with the alcl’lemy skill can also mix potions to form potions with more powerful effects. To attempt
this, piclz up one potion and then right—cliclz it over another. Be warned! Mixing incompatﬂ)le

potions can cause an explosion.

Characters possessing the Alchemy skill at Normal level can mix basic potions (ones made
(lirectly from reagents) ’cogether to form comp/ex potions. Experts can attempt mixtures involving
complex potions to form compounal potions. Masters can mix compouncl potions to form white

potions. Grand Masters can mix white potions to form black potions.
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Spells

Here is a list of the game's speus. Normal level speus may be learned and cast by characters with a
basic level of expertise in their speﬂ school’s skill. Expert, Master, and Grand Master speﬂs may only be
used once a character has achieved the appropriate skill level. Characters who possess higher magic

school ranlzings cast lower level spe”s with greater effect, as noted in the speH &escriptions.

Oire Magic
Norma/ Leve/ Spells

501"Ch (;Qﬂflt: Spe// Point Cost: 1. Normal: Increases the radius of 1ig11t surrounding the party. The
effect is only visible when it is dark. Expert: Brighter 1ig1'1t. Master: Brightest light. Grand Master:

Faster recovery.

gire (BO[t: Spe// Point Cost: 2. Normal: Launches a burst of fire at a single target. Does 1-3 in
clamage per point of caster’s Fire Magic skill. Expert: Faster recovery rate. Master: Faster recovery rate.
Grand Master: Fastest recovery rate.

gire (ligsistance: Spe” Point Cost: 3. Normal: Increases all of your character’s resistance to Fire
Magic Ly one per point of caster’s Fire Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is triple&. Grand Master: Resistance increase

is quaclruplecl.

gire Aura: Spe// Point Cost: 4. Normal: Causes a weapon with no special abilities to burn with
magic fire. Gives the weapon “of Fire” a]oility. (Example, “Trident of Fire.”) Duration is one hour per
caster’s Fire Magic skill. Expert: Weapon gets “of Flame” a]oility. Master: Weapon gets “of Infernos”
alt)ility. Grand Master: Weapon gets permanent “of Infernos” ability.

Expert Level Spells

Haste: Spe// Point Cost: 5. Expert: Reduces recovery time for party actions. Duration is 1 hour plus
1 minute per point of caster’s Fire Magic skill. Party will be weak for six hours after speu wears off.
Master: Duration is 1 hour plus 3 minutes per skill point. Grand Master: Duration is 1 hour plus 4

minutes per skill point.
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O ireball: Spel/ Point Cost: 8. Expert: Launches a fireball at a single target that hits and then
explodes to damage anyone nearl)y, including your party, if it is too close. Damage is 1-6 points per point

of caster’s Fire Magic skill. Master: Faster recovery rate. Grand Master: Fastest recovery rate.
gire Spike: Spe// Point Cost: 10. Expert: Drops a fire spilze on the ground that waits to explode

until a creature passes near})y. Tlley remain until triggered or until your party leaves the map. A
maximum of five spilees can be droppe& at any one time. Damage is 1-6 per point of caster’s Fire Magic
skill. Master: Seven spilees are clropped. Damage is 1-8 per skill point. Grand Master: Nine spilees are
dropped. Damage is 1-10 per skill point.

Master Leve/ Spells

Immolation: Spe” DPoint Cost: 15. Master: Surrounds your party with a very hot fire that is only
harmful to others. The fire lasts 1 minute per point of caster’s Fire Magic skill. Damage delivered is 1-
6 per skill point. Grand Master: Duration is increased to 10 minutes per skill point.

QV(eteor Shower: Spe” Point Cost: 20. Master: Summons a ]Jarrage of ﬂaming rocks that strike
ina 1arge radius around your target. Sixteen rocks are summone(l, each c].oing 1-8 (lamage per point of
caster’s Fire Magic skill. Only works outdoors. Grand Master: Faster recovery. lwenty rocks are

summoned.

qnferno: Spe// Point Cost: 25. Master: Burns everyone in sight, including party, for 12 damage plus
1 per point of caster’s Fire Magic skill. Only works indoors. Grand Master: Faster recovery.

Grand Master Level Spe//

CIncinerate: Spe/] Point Cost: 30. Grand Master: Does massive fire damage to a single target.
Damage is 15 plus 1-15 per point of caster’s Fire Magic skill.

Alr Magic

Norma/ Leve/ Spells

Wizard (Eye: Spell Point Cost: 1. Normal: Causes Automap to reveal location of creatures.
Duration is 1 hour per point of caster’s Air Magic skill. Expert: Location of treasure is shown. Master:
Other points of interest are indicated. Grand Master: Casting cost is zero.

1
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geatﬁer g«'a[[: Spe/] Point Cost: 2. Normal: Slows your party’s rate of descent so it doesn’t take
&amage from falls. Duration is 5 minutes per point of caster’s Air Magic skill. Expert: Duration is 10
minutes per skill point. Master: Duration is 1 hour per skill point. Grand Master: Faster recovery rate.

Ail” Q{esistance: Spe// Point Cost: 3. Normal: Increases all of your c]naracter’s resistance to Air
Magic by one per point of caster’s Air Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is triplecl. Grand Master: Resistance increase

is quadrupled.

Sparks: Spel/ Point Cost: 4. Normal: Fires three small balls of lightning which bounce around until
they hit some’ching or clissipate. Bach sparlz does 2 points of damage plus 1 per caster’s Air Magic skill.
Expert: Faster recovery. Five sparles are cast. Master: Even faster recovery. Seven sparles are cast. Grand

Master: Fastest recovery. Nine sparles are cast.

Expert Level Spel/s

81111’1}): Spe/] Point Cost: 5. Expert: Your party leaps forward sixty feet, taleing no (lamage from the
jump. You must use the forward arrow lzey or your party will leap s’craight up. Master: Faster recovery.
Grand Master: Even faster recovery.

Sﬁie[d; Spe// Point Cost: 8. Expert: Slows down incoming missiles (lilee rocks and arrows) so they
only do half damage if they hit. Duration is 1 hour plus 5 minutes per point of caster’s Air Magic skill.
Master: Duration is 1 hour plus 15 minutes per skill point. Grand Master: Duration is 1 hour plus 1
hour per skill point.

Qﬁﬂhtning Bolt: Spell Point Cost: 10. Expert: Fires a bolt of lightning at a single target. Damage
is 1-8 per point of caster’s Air Magic skill. Master: Faster recovery. Grand Master: Even faster recovery.

Master Leve/ Spells

Clnvisi[n[ityz Spe// Point Cost: 15. Master: Makes the party invisible to creatures. Duration is 10
minutes per point of caster’s Air Magic skill. If the party spealzs or attacks, the speH is broken. Invisil)ility

cannot be cast when hostile creatures are near]oy. Grand Master: Duration is 1 hour per skill point.
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CImpfosion: Spe// Point Cost: 20. Master: Creates a thun(].erclap implosion around a single target
Ly destroying its surrounding air. Damage is 10 points plus 1-10 per point of caster’s Air Magic skill.
Grand Master: Faster recovery.

5"[?: Spe/] Point Cost: 25. Master: Your party can ﬂy for the duration of the speﬂ, which is 1 hour
per point of caster’s Air Magic skill. For every five minutes the party is in the air, an additional speH point
is drained from the caster. Grand Master: No additonal spen point drain.

Granal Master Leve/ Spe//

Starburst: Spe// Point Cost: 30. Grand Master: Calls twenty stars from the heavens which smite
and burn creatures in a 1a.rge area arouncl ’cl’le target creature. Each star cloes 20 points of damage plus 1

per point of caster’s Air Magic skill. On]y works outdoors.

“Water Magic
Norma/ Leve/ Spells

Awaken: Spe// Point Cost: 1. Normal: Wakens party from normal (resting) sleep, and will waken
them from magical sleep if they have been asleep for a period of time less than 3 minutes per point of
caster’s Water Magic skill. Expert: Works for 1 hour per skill point. Master: Works for 1 day per skill
point. Grand Master: Same as Master.

gDOison SPI‘GY: Spe// Point Cost: 2. Normal.: Sprays a spray of poison at creatures in front of party.
Damage is 2 points plus 1-2 per point of caster’s Water Magic skill. Expert: Faster recovery rate. Fires
three shots of poison. Master: Faster recovery rate. Fires five shots. Grand Master: Fastest recovery.

Fires seven shots.

CWater Q{gsistance: Spe// Point Cost: 3. Norma/: Increases aﬂ of your character’s resistance to
Water Magic Ly one per point of caster’s Water Magic skill. Duration is one hour per skill point. Fxpert:
Resistance increase is doubled. Master: Resistance increase is triplecl. Grand Master: Resistance increase

is quaclruple(l.

Cce (Bo[t: Spe// Point Cost: 4. Normal: Fires a bolt of ice at a single target. SpeH always hits.
Damage is 1-4 points per point of caster’s Water Magic skill. Expert: Faster recovery rate. Master: Faster

recovery rate. Grand Master: Fastest recovery rate.
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Expert Level Spe//s

Water Walk: Spe// Point Cost: 5. Expert: Allows your party to walk on water without sinlzing.
Duration is 10 minutes per point of caster’s Water Magic skill. One additional speH point is drained from
caster every twenty minutes while in contact with water. Master: Duration is 1 hour per skill point.

Grand Master: No speH point drain.

%charge CItem: Spe// Point Cost: 8. Expert: Recharges any magical item that uses charges. Bach

time the speu is cast, the item maximum number of charges is reduced Ly 50% minus 1% per point of
caster’s Water Magic skill. Master: Charge loss is 30% minus 1% per skill point. Grand Master: Charge
loss is 20% minus 1% per skill point.

Acid (Burst: Spel/ Point Cost: 10. Expert: Fires a jet of caustic acid at a single target. Damage is
9 plus 1-9 per point of caster’s Water Magic slziH. Master: Faster recovery rate. Grana] Master: Fastest

recovery rate.

Master Leve/ Spells

Enchant CItem: Spell Point Cost: 15. Master: Enchants a normal item with magical powers. The
chance of success is 10% per point of caster’s Water Magic skill. Enchantments are of moderate

strength. May not be cast on quest items. Grand Master: Stronger enchantments.

50\)\’" g)orta[: Spe// Point Cost: 20. Master: Teleports party to central fountain of any town that
they have visited. Chance of success is 10% per point of caster’s Water Magic skill. Cannot be cast when

hostile monsters are near]ay. Grand Master: Works when hostile monsters are near.

CIce (B[ast: Spe” Point Cost: 25. Master: Fires a ball of ice in the direction the caster is 1£acing.
The ball shatters when it hits something and launches seven shards of ice in all directions except towards
the caster. The shards ricochet until they hit something or melt. Each shard does 12 points of damage
plus 1-3 per point of caster’s Water Magic skill. Grand Master: Faster recovery rate. Ball shatters into

nine shards.

Grand Master Level Spe//

%OYCPS (B(ZCICOH: Spe” Point Cost: 30. Grand Master: Allows you to place a marker at a location
that you would like to telepor’t the party back to. Cast the speH to set a beacon or to telepor’c to one
previously placed. You may have up to five beacons at any one time. Beacons remain in place for 1 week

per point of caster’s Water Magic skill.
48




(Earth Magic
Normal Level Spells

Stun: Spe/] Point Cost: 1. Normal: Delivers a stunning blow which does no damage, but knocks back
the target monster and forces it to recover before performing any actions. Expert: Stronger effect.

Master: Stronger effect. Grand Master: Strongest effect.

S[OW: Spe// Point Cost: 2. Normal: Halves movement speecl and doubles recovery time for a single
target creature. Duration is 3 minutes per point of caster’s Earth Magic skill. Expert: Duration is 5
minutes per skill point. Master: Creature slowed to a quarter of regular speed. Grand Master: Creature
slowed to an eighth of regular speecl.

Farth %Sistance: Spe/] Point Cost: 3. Normal: Increases all of your character’s resistance to
Earth Magic ]Jy one per point of caster’s Earth Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is triplecl. Grand Master: Resistance increase

is quadrupled.

{[)cad[xz Swarm: Spe]/ Point Cost: 4. Normal: Summons a swarm of insects which bite and sting
a single target creature. Damage is 5 plus 1-3 per point of caster’s Earth Magic skill. Expert: Faster

recovery rate. Master: Faster recovery rate. Grand Master: Fastest recovery rate.

Expert Level Spells

Stone Ski‘r‘l: Spe// Point Cost: 5. Expert: Increase the armor class of a target character Ly 5 plus
1 per point of caster’s Earth Magic skill. Duration is 1 hour plus 5 minutes per skill point. Master:
Duration is 1 hour plus 15 minutes per skill point. Grand Master: Duration is 1 hour plus 1 hour per
skill point.

(B[ades: Spe// Point Cost: 8. Expert: Fires a rotating metal blade at a single target. Damage is 1-9

per skill point. Master: Faster recovery rate. Grand Master: Fastest recovery rate.

Stone to Dlesh: Spel/ Point Cost: 10. Expert: If a character is turned to stone, this speu will turn
them back to flesh if it is cast in time. Works if character has been stoned less than 1 hour per point of
caster’s Earth Magic skill. Master: Works for 1 day per skill point. Grand Master: No time limit.
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[ Master Level Spe//s

q@ck CB[ast: Spe// Point Cost: 15. Master: Releases a magical stone into the world which rolls and

bounces around. When it hits a creature or comes to rest, it explodes, doing 1-8 points of damage per
point of caster’s Earth Magic skill. If the party is nearl)y its members will take damage. Grand Master:

Faster recovery rate.

ae[ekinesis: Spe/] Point Cost: 20. Master: Allows you to manipulate ol)jec’cs at a distance. Among
other tllings, you may open (loors, get items, and open chests. Grand Master: Faster recovery rate.

@eath (B[OSSOM: Spe” Point Cost: 25. Master: Fires a magical stone into the air which explocles
into shards. Damage is 20 points plus 1 per point of caster’s Earth Magic skill. Can only be cast outdoors.
Grand Master: Faster recovery rate. Damage is 20 plus 2 per slziu point.

Granal Master Level Spe/]

Mass @istortion: Spe/l Point Cost: 30. Grand Master: Enormously increases the weig}l’c of a
target creature causing it massive internal &amage. Damage is 25% of monster’s health plus 2% per point

of caster’s Barth Magic skill.

Spirit Magic
Normal Level Spe/]s

(Detect Qﬁfe: Spe/] Point Cost: 1. Normal: Allows you to see the health points of opponents as an
exact number when you right-cliclz on them. Duration is 10 minutes per point of caster’s Spirit Magic
skill. Expert: Duration is 30 minutes per skill point. Master: Duration is 1 hour per skill point. Grand
Master: Curren’cly active opponent speﬂs are clisplayed.

(B[QSS: Spe// Point Cost: 2. Normal: Increases target character’s chance to hit opponents with hand-
to-hand and missile attacks. Bonus to hit is 5 plus 1 per point of caster’s Spirit Magic skill. Duration is
1 hour plus 5 minutes per skill point. Expert: Affects entire party. Master: Duration is 1 hour plus 15
minutes per skill point. Grand Master: Duration is 1 hour plus 1 hour per skill point.
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gate: Spe// Point Cost: 3. Normal: If cast on a c]aaracter, character’s chance to hit is increased. If ]
cast on a monster, monster’s chance to hit is decreased. Bonus or penalty is 20 plus 1 per caster’s Spirit
Magic skill. Duration is 5 minutes or until target attacks. Expert: Bonus or penalty is 20 plus 2 per skill
point. Master: Bonus or penalty is 20 plus 4 per skill point. Grand Master: Bonus or penalty is 20 plus

6 per skill point.

5111‘?1 (andead: Spell Point Cost: 4. Normal: Causes all visible undead creatures to flee for the
uration ot spell which is 5 minutes plus one minute per point ot caster's irit Magic skill. Bxpert:
d i fpﬂ hich is 3 mi pl i per poi f 's Spirit Magi IHEP

Duration is 3 minutes plus 3 per skill point. Master: Duration is 3 minutes plus 5 per skill point. Grand

Master: Faster recovery rate.

Expert Level Spells

Q{gmove Curse: Spe// Point Cost: 5. Expert: If cast in time, removes the effects of curses affect-
ing a character. Works if character has been cursed for less than 1 hour per point of caster’s Spirit Magic
skill. Master: Works for 1 day per skill point. Grand Master: No time limit.

(Preservation: Spe// Point Cost: 8. Expert: By more tightly binding a character’s soul to his or her
Lody, this speu provides Complete protection against instant death and eradication speus, and similar
monster abilities. It also delays death due to massive hit point loss. The character will instead become
unconscious. If hit points are still too low when the speH wears OH, a gravely wounded character will die.
Duration is 1 hour plus 5 minutes per point of caster’s Spirit Magic skill. Master: Works on entire party.
Grand Master: Duration is 1 hour plus 15 minutes per skill point.

Heroism: Spe// Point Cost: 10. Expert: Increases the clamage party members do on successful
attacks by 5 plus 1 per point of caster’s Spirit Magic skill. Duration is 1 hour plus 5 minutes per skill
point. Master: Duration is 1 hour plus 15 minutes per skill point. Grand Master: Duration is 1 hour
plus 1 hour per skill point.

Master Leve/ Spells

Spil‘it %Sh: Spe// Point Cost: 15. Master: This speH damages a target creature l)y attempting to
weaken the link between its body and soul. Damage is 10 plus 2-8 per point of caster’s Spirit Magic skill.
The creature must be very close for the speu to work. Grand Master: Faster recovery rate.
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Q{gise (Dead: Spe/] Point Cost: 20. Master: If cast in time, raises a dead character back to life.
Works if character has been dead for less than 1 day per point of caster’s Spirit Magic skill. Raised
characters will be weak. Grand Master: No time limit.

Shared Q[ife : Spell Point Cost: 25. Master: Creates a pool of hit points and then distributes them

equally among your characters. Pool size is equal to total number hit points of all party members plus 3 per
point of caster’s Spirit Magic skill. Grand Master: Pool size is total hit points plus 4 per skill point.

Grand Master Level Spe//

Q{gsurrection: Spe” Point Cost: 30. Grand Master: Brings a character back to life after their
]:)otly has been destroye&. Resurrected characters will be weak. SpeH caster takes a long time to recover,
but this is speedecl Ly increased Spirit Magic skill.

Mind Magic
Norma/ Leve/ SPQ//S

qumove gear: Spe// Point Cost: 1. Normal: 1f cast in time, removes effects of fear on a target
character. Works if character has been affected l)y fear for less than 3 minutes per point of caster’s Mind

Magic skill. Expert: Works for 1 hour per skill point. Master: Works for 1 day per skill point. Grand
Master: No time limit.

Mind (B[ast: Spe// Point Cost: 2. Normal: Fires a bolt of mental force at a single target causing 3
points of clamage plus 1-3 per point of caster’s Mind Magic skill. Expert: Faster recovery rate. Master:

Faster recovery rate. Grand Master: Fastest recovery rate.

QV(ind Q{esistance: Spe// Point Cost: 3. Normal: Increases all of your character’s resistance to
Mind Magic by one per point of caster’s Mind Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is triplecl. Grand Master: Resistance increase

is quadrupled.

ae[epath\z: Spe// Point Cost: 4. Normal: Caster reads target’s mind to find out what items and how
much gold it possesses. Expert: Faster recovery rate. Master: Faster recovery rate. Grand Master:

Fastest recovery and cost is 0 speH points.
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Expert Level Spells ]

Charm: Spe// Point Cost: 5. Expert: Removes any hostile feelings a target creature has for the party.
Effect of speu is removed if the creature takes any damage. Duration is 5 minutes per point of caster’s
Mind Magic skill. Master: Duration is 10 minutes per skill point. Grand Master: SpeH lasts until party

leaves map.

Cure (Para[\zsis: Spe/] Point Cost: 8. Expert: If cast in time, cures effects of paralysis on target
character. Works if the character has been paralyzecl for less than 1 hour per point of caster’s Mind Magic
skill. Master: Works for 1 day per skill point. Grand Master: No time limit.

(Berserk: Spel/ Point Cost: 10. Expert: Causes target creature to go mad with battle lust and attack
the nearest creature. Duration is 5 minutes per point of caster’s Mind Magic skill. Master: Duration

is 10 minutes per skill point. Grand Master: Effects last until party leaves map.

Master Leve/ Spells

Mass gear: Spe// Point Cost: 15. Master: All creatures within sight flee from the party while the
speﬂ lasts. Duration is 3 minutes plus 5 minutes per point of caster’s Mind Magic skill. Does not affect

undead creatures. Grand Master: Duration is 5 minutes per skill point.

Cure C[nsanity: Spe/] Point Cost: 20. Master: If cast in time, removes effects of insanity on a
target character. Works for 1 day per point of caster’s Mind Magic skill. Grand Master: No time limit.

(Psychic SflOCk: Spe/] Point Cost: 25. Master: Delivers a powerful attack directly at the mind of
a target creature. Damage is 12 points plus 1-12 per point of caster’s Mind Magic skill. Grand Master:

Faster recovery rate.
Grand Master Spel/

Enslave: Spell Point Cost: 30. Grand Master: Caster takes control of target creatures mind for 10
minutes per point of caster’s Mind Magic skill. Affected creature will ﬁght monsters hostile to the party. The
spell is not broken if the party delivers damage to the creature. It has no effect on undead creatures.
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[ Body Magic

Norma/ Leve/ Spe//s

Cure MWeakness: Spe// Point Cost: 1. Normal: 1f cast in time, removes effects of weakness on
target character. Works if target character has been afflicted l)y weakness for less than 3 minutes per point
of caster’s Botly Magic skill. Expert: Works for 1 hour per skill point. Master: Works for 1 (la.y per skill
point. Grand Master: No time limit.

Heal: Spe” Point Cost: 2. Normal: Restores lost hit points to a single target. Damage healed is 5
points plus 2 per point of caster’s Bo&y Magic skill. Expert: Amount healed is 6 plus 3 per skill point.
Master: Amount healed is 5 plus 4 per skill point. Grand Master: Amount healed is 5 plus 5.

(BOC[Y (]stistance: Spe// Point Cost: 3. Normal: Increases all of your character’s resistance to
Bocly Magic l)y one per point of caster’s Body Magic skill. Duration is one hour per skill point. Expert:
Resistance increase is doubled. Master: Resistance increase is tripled. Grand Master: Resistance increase

is quadrupled.

Harm: Spe// Point Cost: 4. Normal: Inflicts magical damage direc’cly on target creature. Damage is
8 plus 1-2 per point of caster’s Body Magic skill. Expert: Faster recovery rate. Master: Faster recovery
rate. Grand Master: Fastest recovery rate.

Expert Level Spe//s

QQggeneration: Spe// Point Cost: 5. Expert: Target character heals slowly over time while the speH
is active. Duration is 1 hour per point of caster’s Bocly Magic skill. Master: Heals more quiclz]y over

time. Grand Master: Heals the quicleest over time.

Cure (Poison: Spe// Point Cost: 8. Expert: If cast in time, cures the effects of poison on a charac-
ter. Works if target character has been poisoned for less than 1 hour per point of caster’s Body Magic
skill. Master: Works for 1 day per skill point. Grand Master: No time limit.

Hammerhands: Spe// Point Cost: 10. Expert: Enhances the skill of an unarmed comLatant,
a”owing his or her strikes to land more precisely against an opponent’s weak spots. Damage of these
attacks is equal to the character’s unarmed attack. Master: Faster recovery rate. Grand Master: SpeH
affects entire party.

&
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Master Leve/ Spells ]

Cure (DiS(ZCISQ: Spell Point Cost: 15. Master: If cast in time, removes the effects of disease on
target character. Works if character has been diseased for less than 1 day per point of caster’s Body Magic
skill. Grand Master: No time limit.

(Protection from magic: Spe// Point Cost: 20. Master: Grants entire party immunity to attack-
effects that cause poisoning, clisease, stoning, paralysis, and weakness. The spell will negate one such
attack per point of caster’s Bocly Magic skill. Grand Master: The speﬂ grants immunity to cleath—causing
attack effects.

gfying gist: Spe// Point Cost: 25. Master: Fires a powencul magical force at a single target.
Damage delivered is 30 plus 1-5 per point of caster’s Bocly Magic skill. Grand Master: Faster

recovery rate.

Grand Master Level Spe”

TOWQI‘ Cure: Spe” Point Cost: 30. Grand Master: Restores lost hit points of all party members
at once. Hit points restored are 10 plus 5 per point of caster’s Body Magic skill.

Qight Magic
Norma/ Leve/ SPQ//S

%ﬂht (Bo[t: Spe” Point Cost: 5. Normal: Fires a bolt of hght ata single target. Damage is 1-4 per
point of caster’s Light Magic skill. Undead creatures take double damage. Expert: Faster recovery rate.
Master: Faster recovery rate. Grand Master: Fastest recovery rate.

(DeStPOY (andead: Spe// Point Cost: 10. Normal: Calls upon the power of Heaven to undo the
magic which animates an undead target creature. Damage is 1-16 per point of caster’s Light Magic skill.
Only works on undead creatures. Expert: Faster recovery rate. Master: Faster recovery rate. Grand

Master: Fastest recovery rate.

(])ispe[ Q(agic: Spel/ Point Cost: 15. Normal: Removes spell effects from all creatures within sight
of the party. Recovery time is reduced l)y caster’s Ligh’c Magic skill. Expert: Faster recovery rate. Master:
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Faster recovery rate. Grand Master: Fastest recovery rate.
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(Para[yze: Spell Point Cost: 20. Normal: Temporarily prevents a target creature from attacleing or

moving. Duration is 3 minutes per point of caster’s Light Magic skill. Paralyzed creatures may be
attacked without ]orealeing the speH. Expert: Faster recovery rate. Master: Faster recovery rate. Grand

Master: Fastest recovery rate.

Expert Level Spells

Summon lemental: Spe// Point Cost: 25. Expert: Summons a Lesser Ligl'lt Elemental to
fight for the party which will remain until it is killed or the speﬂ clissipates. Duration is 5 minute per
skill point. Caster may have only one elemental summoned at any time. Master: Duration is 15 minutes
per skill point. Caster may summon up to three elementals. Grand Master: Summons a Greater Light

Elemental. Caster may summon up to five elementals.

(DCIY Of the GOdS: Spe// Point Cost: 30. Expert: Increases all your character’s attributes })y 10
plus a bonus of 3 times the caster’s Light Magic Skill. Individual speHs take effect as if cast at 3 times
caster’s Light Magic skill. Master: Spells cast at 4 times skill points. Grand Master: Spells are cast at
5 times skill level.

Master Level Spells

@rismatic (;Qﬂflt: Spel/ Point Cost: 35. Master: Delivers 25 points of damage plus 1 per point of
caster’s Light Magic skill to all creatures in sight. Cannot be cast outdoors. Grand Master: Faster

recovery rate.

Q)ay Of (Protection: Spel/ Point Cost: 40. Master: Simultaneously casts Protection from Magic;
the Air, Body, Eart]n, Fire, Mincl, and Water Resistance speHs; plus Feather Fall and Wizard Eye on all
your characters. Speﬂs are cast at 4 times caster’s Light Magic skill. Grand Master: Speﬂs are cast at 5
times skill level.

Hour Of @ower: Spe// Point Cost: 45. Master: Simultaneously casts Haste, Heroism, Shiel&,
Stone Slein, and Bless on all your characters at 4 times caster’s Light Magic skill. Grand Master: Speﬂs

are cast at 5 times skill level.

Sunray: Spe// Point Cost: 50. Master: Focuses the rays of the sun on a single target. Damage is 20
plus 1-20 per point of caster’s Light Magic skill. Only works outdoors. Slow recovery rate. Grand
Master: Moderate recovery rate.
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Grand Master Level Spe//

(])ivine CIntervention: Spe// Point Cost: 55. Grand Master: Heals the party of all damage,
restores lost speﬂ points, and removes all adverse conditions. May only be cast three times a clay and ages

caster ten years. Recovery time is shortened with hig}xer levels of Light Magic skill.

Park Magic

Norma/ Leve/ Spells

(l{ganimate: Spe// Point Cost: 10. Normal: Creates a zombie out of a lifeless target creature.
Zombie will have 20 hit points (up to its normal maximum) per point of caster’s Dark Magic skill, and
will figl'lt against creatures hostile to the party until it is re-slain or until the party leaves the map. Expert:
Zombie gets 30 hit point per skill point. Master: Zombie gets 40 hit points per skill point. Grand
Master: Zombie gets 50 hit points per skill point.

’éToxic Cloud: Spe// Point Cost: 15. Normal: A poisonous cloud forms in front of the caster and
slowly drifts away until it hits sometl'ling. Damage is 25 plus 1-10 per point of caster’s Dark Magic skill.
Expert: Faster recovery rate. Master: Faster recovery rate. Grand Master: Fastest recovery rate.

C()ampiric C\Veapon: Spe/] Point Cost: 20. Normal: Enchants a weapon with Vampiric aLility.
Damage inflicted on creatures struck by the weapon is given to its wielder as extra hit points (up to his
or her normal hit point maximum). Enchantment lasts for 1 hour per point of caster’s Dark Magic skill.

Expert: Faster recovery rate. Master: Faster recovery rate. Grand Master: Fastest recovery rate.

Shrinkinﬂ (RC/IY: Spe// Point Cost: 25. Normal: Reduces the size of a target monster. Shrunk
monsters deals only half its normal damage. Duration of effect is 5 minutes per point of caster’s Dark
Magic skill. Expert: Monster does one third normal damage. Master: Monster does one quarter normal

damage. Grand Master: Can be cast on a group of monsters.

Expert Level Spe//s

Shrapmeta[: Spel/ Point Cost: 30. Expert: Fires a blast of hot jagge& metal in front of caster that
damages any creatures that get in its way. Five metal fragments do damage equal to 6 plus 1-6 per point
of caster’s Dark Magic skill. Master: Faster recovery rate. Seven fragmen’cs are fired. Grand Master:

Fastest recovery rate. Nine fragments are fired.
|
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COHU‘O[ Undead: Spel/ Point Cost: 35. Expert: Takes control of an undead creature’s mind.
While speH lasts, creature will attack monsters hostile to the party. Duration is 3 minutes per point of
caster’s Dark Magic skill. Speﬂ is not broken if party attacks the controlled creature. Master: Faster
recovery rate. Duration is 5 minutes per skill point. Grand Master: Fastest recovery rate. SpeH lasts until
party leaves the map.

(Pain Q{(_zf[ection: Spe/] Point Cost: 40. Expert: This speu is cast on a target character. If a
creature attacks and &amages the cllaracter, it receives &amage equal to the amount delivered. Duration
of effect is 1 hour plus 5 minutes per point of caster’s Dark Magic skill. Master: Affects entire party.
Grand Master: Duration is 1 hour plus 15 minutes per skill point.

Master Level Spe//s

Sacrifice: Spe/] Point Cost: 45. Master: This speﬂ slays a single NPC party hireling. The caster’s
speH and hit points are restored to maximum, all adverse and magical aging effects are removed. Casting
this speﬂ will greatly reduce the party’s reputation. Slow recovery rate. Grand Master: Moderate recovery

rate.

@ragon (Breath: Spe” Point Cost: 50. Master: The caster exhales a cloud of toxic vapors that
target a single monster and damages all nearl)y creatures. Damage is 1-25 per point of caster’s Dark

Magic skill. Slow recovery rate. Grand Master: Moderate recovery rate.

Armageddon: Spe/] Point Cost: 55. Master: This speH inflicts massive damage to all creatures on
the map, inclu(ling the party. Damage delivered is 50 plus 1 per point of caster’s Dark Magic skill. Tt can
only be cast three times a day, and only outdoors. Grand Master: Can be cast four times a day.

Grand Master Level Spe/]

Souldrinker: Spell Point Cost: 60. Grand Master: This spell sucks life from all creatures in sight

and transfers their life energy to your party in the form of hit points. These points are distributed evenly
among the party members. Damage (and healing) is 25 plus 1-8 per point of caster’s Dark Magic skill.




APPENDACES
Pefault (Keyboard (Controls

(5round Movement

Up Arrow Walk forward
S}lift-Up Arrow —---mmememeeeo- Run forward
Left Arrow, Right Arrow-----oomeeee- Turn
Shift-Left, Rig’ht Arrow------------ Turn quiclzly
Ctrl-Right, Left--------coooo- Move sideways
Down Arrow-------------ecemee e Move backwards
X Jump
Page Down Look up
Delete Look down
End Look ahead
[ Brackets || eemmm e Strafe Le&, Right

Spacel)ar——Search/activate nearest o]oject in view

O lying

Page Up Ascend
Insert Descend
Home Land quiclely
Combat

Ao Active character attack nearl}y opponent

S-----Active character will, if able (in this order):
1. Cast a Quick Spell, or
2. Attack with a ];)ow, or wancl, or
3. Make a hand-to-hand attack

B Active character passes combat turn

(G . | Cast speﬂ — opens speﬂ book

Togg]es combat modes

Open (PBooks

(0) Current Quests
N Auto Notes
M Maps
T Calendar
H History
Others

R Rest
+ and — —coem- Zoom in/out on Automap
1 -4 oo Selects characters (left to right)

5_6----- Talk to visible party follower characters
Esc (A(‘lventure Screen) ----Game Option Menu

Esc (Elsewhere) ———————————— Closes current window

F4 Toggles full screen mode

Ohe Erathian Alphabet

sk

o TJaT 0

T ToU Wz I

- 1 X W L

)} N PRasy

5]




Croubleshooc incj

Installation

Problem: The CD is in the CD-ROM clrive, but the computer is not recognizing it.

Answers: The CD may be clirl:y or scratched.

Solutions:

1. Make sure that the data side of the CD (s}liny side) is not dirty or scratched. If it is tlirty, take a
lint-free non-abrasive cloth and wipe gently to clean it (a.lways wipe from the inside of the CD to the
outside edges). If the data side of the CD appears to be scratchecl, return the game to the store that
you ljought it from, and excllange it for a new copy. If you are unable to excllange the game at the
store that you L)oug}l’c it from, please call Customer Support for information on our exchange policy.

Problem: The computer freezes cluring install, or you receive an error message (such as “*_ins error” or

“An error has occurred during the move data process”) (luring install.

Answers: Your computer may be using an older 16-hit CD-ROM clriver; or there may not be enough

space on your hard drive for temporary files to expancl; or the CD-ROM drive might be having

prol)lems with how it buffers information. Or, the Autorun or DMA settings on your CD-ROM drive
could be interfering with the game installation.

To check and sce if your computer is using an older 16-bit CD-ROM driver:

1. Righ’c—clicle on the ‘My Computer’ icon and select ‘Properties’.

2. Click on the ‘Performance’ tab.

3. In the Performance status box, if the File System line says “Some drivers are using MS-DOS
compa’cil}ility", you are using a 16-bit CD-ROM driver.

Solutions:

1. For 16-bit CD-ROM drivers: Contact the manufacturer of your CD-ROM drive or the manufac-
turer of your computer for an update(l 32-bit CD-ROM driver.

2. For 32-bit CD-ROM drivers:

1. Close all unnecessary programs running in the Baclzground. Press the CTRL+ALT+DEL keys at
the same time to open the Close Program Win(low, select a program, and press the End Task button.
Repeat this process until all programs except ‘Explorer' and ‘Systray' are closed.
2. Delete all files in your C :\Wn&ows\Temp fol(ler, then empty the Recycle Bin.
3. Turn off read-ahead on the CD-ROM drive:
1. Righ’c—clicle on the ‘My Computer’ icon and select ‘Properties’.
2. Click on the ‘Performance’ tab.
3. Click on the ‘File System’ button.
4. Choose the ‘CD-ROM’ tab at the top
5. Change the ‘Optimize access pattern for’ field to ‘No read-ahead’
6. Click on Apply, then OK and finaﬂy click Close (you will be prompted to restart your system).




4. Turn off the Autorun and DMA settings on your CD-ROM drive:
1. Right click on the ‘My Computer” icon and choose ‘Properties’.
2. Click on the ‘Device Manager’ tab.
3. Click on the ‘+’ sign next to the CD-ROM line so that it becomes a -’ sign.
4. Click on the line that appears under the CD-ROM line so that it is highlighted, then click on the
‘Properties” button.
5. Click on the ‘Settings’ tab.
6. Look for the Auto-insert Notification and DMA lines. If there is a check mark in the boxes next to either
of these iines, click on the box to remove the check mark.
7. Click on the ‘Appiy’ i)utton, and then click on the ‘OK’ button.
8. When you are asked if you want to restart your system, choose ‘Yes'.
You can restore all of the CD-ROM settings back to normal after the game has been successiuiiy installed.

Launching’ the Game I

Problem: After iaunciiing the game from the Start menu or Desiztop icon, you get a blank screen, a black

box that surrounds the mouse cursor, i)iurring or ci'ioppy grapiiics, vertical lines on the screen, ciioppy sounci,

%
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or no sound.
Answer: There is proi)ai)iy a conflict between your video or sound card and Microsoft’s DirectX.

Solution:

For Windows 95 and 98 users:

1. Press the ‘Start’ button on the Windows 95/98-task bar and select
‘Run’.

2. Type “c:\Program Fiies\(iirectx\setup\dxdiag.exe” then click on the ‘OK’ button. This will run the
DirectX Diagnostics Tool.

3. Make sure all your files are DirectX 6 compatii)ie. Select the ‘DirectX Files” tab make sure there are no
exclamation points next to the file names. If you find exclamation points under this tab you will need to
reinstall DirectX 6 i)y going to the ‘START’ Button on the Windows95 task bar then select ‘RUN’ and
type your CD-ROM drive letter followed i)y “8 \DirectX\(ixsetup.exe” and click on the ‘Reinstall DirectX’
button. This will reinstall DirectX 6.

4. Make sure all of your drivers are DirectX 6 compatibie. Select the ‘DirectX Drivers’ tab and make sure
there are no exclamation points next to any of the file names. If you find exclamation points under this
tab you will need to upciate your drivers i)y contacting the manufacturer of the hardware ’ciirougil their
Phone Support or ti'irougi'i their web site. 3DO has a iisting of manufactures sites available at:
http://www.3do.com/support.

5. Test your hardware with the DirectX 6 Diagnostics tool. Run the tests that are available on the
‘Dispiay', ‘Sounci', and Tnput’ tabs. If one or more tests faii, this could be due to driver incompatibility.

Instaiiing the newest drivers available for your sound and video card hardware can usuaiiy resolve this.
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D or Windows 98 users:

1. Press the Start button on the Windows 98 task bar and select ‘Help’
2. Select the Search talj, type ‘DirectX Troubleshooter’ in the text ljox, and then press the List Topics
button. Select ‘DirectX Troubleshooter” in the Topics win(low, click the Display Button, and then

follow the instructions to troubleshoot your DirectX issue.

Launclling’ the Game II

Problem: You try to start the game and the screen flashes Lrieﬂy, and you are returned to the deslztop
without an error message.

Answer: There are prol)al)ly miscellaneous programs running in the l)aclegroun(‘l that are interfering
with the game and causing it to crash.

Solution:

or Windows 95 users:

1. Press the CTRL+ALT+DEL keys at the same time to open the Close Program window.
2. Click on a program so that it is highlighted, then click on the ‘End Task’ button.
3. Repeat this process until only ‘Explorer' and ‘Systray’ are left in the Close Program list, then try

running the game.

or Windows 98 users:

1. Click on the Windows Start button, then choose Run.

2. In the Run line type in: “msconfig”, then push the ‘Enter’ lzey. (This will l)ring up the System
Conﬁgura’cion Utility‘)

3. Select the ‘Startup’ tab, and turn all of the check boxes o{;f, except for the one next to ‘Systra.y'.

Press ‘OK’. When you are prompte& to restart your system, click ‘Yes'.

=

5. Once your machine has restarted try running the program again. Video and Sound card manufac-
turers regularly upclate their software drivers to enhance per‘formance and sta]aility, and to improve
Compati]:)ility with DirectX. You can find links to many of these manufacturers’ sites ljy going to
the Driver Up(la.tes section of our support web site, which is located at http://www.&lo.com/support.

You may obtain a list of Microsoft-certified video and audio drivers for your hardware by going to
llttp://www.microso{'t.com/hw‘cest/llcl/. Drivers listed here are confirmed to be compati]:ale with Windows
95, Windows 98 and Windows N'T4.0.

Microsoft upc].ates DirectX and its components regularly and posts them for download off of their web
site at http://www.microso{'t.com/DirectX.
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Cuscomwer Sup]:)ort ]

Web Site

Visit www.3do.com/support for 1ate-t)rea12ing news and information, answers to Frequently
Asked Questions (FAQ’s), links to hardware manufacturers” web sites, and the latest product
updates.

If you want to ask a specitic technical question, you can use the online email form available at
our web site, or send an email (],irectly to customer-support@3do.com.

Phone

Call (650) 261-3454, Monday through Friclay, 9:00am - 12:00 noon and Z:OOpm - 5:00pm,
Pacific Time.

U.S. Mal

Customer Support

The 3DO Company
600 Galveston Drive
Redwood City, CA 94063

However you choose to contact us, please provide us with the toﬂowing information: Computer
OS type, amount of RAM, and CPU type (this information is available t)y right-clicleing the
My Computer icon, selecting lProperties’, and then clicleing the ‘General’ tal)) , as well as your
hard drive size and available free space (right-clicle on your hard drive icon and select
“Properties”).

3DO Direct Sales - (800) 336-3506
World W]ide We]) - http://www.3do.com

Hints and Tips

Need help tinishing the game? Can't solve that Quest your lord sent you on or do you just need
a useful tip to beat the map? You can get all that and more on the 3DO Hint Line. Call 1-900-
CALL-3DO (1-900-225-5336) for pre-recor(le(l hints tips and clues.

Calls to the Hint Line cost $0.90 per minute for recorded hints and tips. Ifyou are under
18 years of age, you must get your parent’s permission Lefore ca//ing. You must use a
touch-tone pltone. 63 I
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THE 300 COMPANY LIMITED qo-DAY WARRANTY

The 3DO Company (“3DQ”) warrants to the original consumer purchaser of this 3DO software product that the compact
disc on which the undcrlying computer program is recorded is free from defects in materials and worlzmansl’lip under normal,
recommended use for ninety (90) clays from the date of purchasc. The 3DO software program recorded on such a
medium is sold on an “as is” l)asis, without any warranty or condition of any Izind, and 3DO shall not be liable for any

losses or damagc of any kind or nature rcsulting from the use or inal)ility to use such program.

3DO’s entire 1ia1)ihty and the original consumer purchascr]s exclusive rc1nedy for breach of any warranty (express or
implicd) shall l)c, at 3DO’s option, cither: (a) to rcplace, free of chargc, this 3DO software procluct, or (L) to return to
the original consumer purcl1ascr the price paid for this 3DO software procluct. The prcccding warranty shall not be
applicalole and 3DO shall not be ol)ligatccl to rcplacc this 3DO software product or to return any such sum to the original
consumer unless ’chis 3DO soﬂwarc procluct is returnccl within thc Qo-day warranty pcriod, postage prc—paicl wit11 proolt
of purchasc to The 3DO Company, 600 Galveston Drive, Redwood City, CA 94063, Attn.: Customer Support Dcp’c.,
and the prcccding warranty shall be void if any defect in this 3DO software protluct arises tln‘ough accidcnt, negligcncc, use
in any application for which this 3DO software product was not dcsignccl or intcndcd, modification without the prior
consent of 3DO, any cause external to the protluct (c.g, hcat), or Ivy any other cause unrelated to defective materials or

worlemansl'lip.

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

3DQ neither assumes nor authorizes any other person or entity to assume for 3DO (or any related or affiliated entity)

any other ha})ility in connection with this 3DO software product. IN NO EVENT SHALL 3DO BE LIABLE FOR
ANY INCIDENTAL, CONSEQUENTTIAL (INCLUDING LOSS OF PROFITS), SPECIAL AND/OR OTHER
DAMAGES OF ANY KIND OR NATURE RESULTING FROM THE PURCHASE, POSSESSION, USE,
OR INABILITY TO USE THIS 3DO SOFTWARE PRODUCT, EVEN IF 3DO HAS BEEN ADVISED OF
THE POSSIBILITY OF SUCH DAMAGES OR LOSS. IN NO EVENT SHALL 3DO’S LIABILITY TO
THE ORIGINAL CONSUMER PURCHASER EXCEED THE AMOUNT ACTUALLY PAID FOR THIS
3DO SOFTWARE PRODUCT. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON
HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES
YOU SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM
JURISDICTION TO JURISDICTION.

3DO has endeavored to ensure that the end user manual and prmnotional materials rcgarding this 3DO software protluct
accuratcly reference the procluct. However, because of ongoing improvements and updaﬂng of 3DO software products,
3DO cannot guarantee the accuracy of printed materials after the date of pulolication, and 3DQ disclaims any loss, liahil-
ity ancl/or damages, whether in contract, tort or othcrwise, arising out of or rcsulting from the manual and promotion-
al matcrials, inclucling, without hmitation, any loss or lial)ility rcsulting from cl1anges, errors or omissions with respect

to any of such items.



