ungeon

szer- 27

'“Cbe Legend of Skullkeepqi

- Instruction Wlanual






S unneon
dszer 1.

L S L L g H

Cbe Legend of Skullkeep

hh e e g Y

1995 Interplay Producticns and Software Haaven, Inc. All rights reserved.
DUNGEON MASTER is a trademark of Software Heaven, Inc.



Table 0]( Contents

Dungeon Master 11: The {e[.]em{ nf Sﬁu[[ﬁeeim R |

Starting your adventure
ORIBFTIEH . .o eiriiiianeeeinnesins ierereens it dieanerrae e 14
WHAL U0 EXPECL. .01 veeesieee e e e eesee e e st e eeenaeeeens 14
BEMAIFE] Lot 14
Ye Olde Technical Details ...........ooovviieeiiiiiiiiiiiiiiinnnn, 15
Hall of Champions
MOTING ABOUL. oo ee e e aeeees 15
Collisions. ............ USSP 15
C{mm:’ng G[mmpimls ................................................... 1]
Detailed Bxamtimations ...........c.ovviviriisisiineeiirsisnnns. 16
Unelerstanding the Numbers. .........ooooovvieeiiiiieiiviiinn 17
T o 17
Shills and Titles............. 18
1 1
The Champions.......coooooiiiiiiiiiiiiiiniinies rrraaeenns 20
Controlling the Champions
The ChHampions A¥ea................ooeiieiiiieieeseieeeieieaeaeeens 24
Champions! Mame. . ..oveveieiiiiieiiinann. et 25
Champions! TEEMS .........ovuriserereeeeeiaisceeseeseeaeseeeee e 15
Champions! Vital Signs .......o.o.ooiiiiiiioieii s ierie s 25
THUBHEOFY) AFBA. .. ooiiersarsrnressiessnsnnsnsensensrnnsssensenrenss 26
THUEHEOFY CHAMPIONS 1.vvtveeie e e i e ieiassesniinieiasaeas 27
Trnmentoryy’ Achon HAdS...............coviviiiiiiiinieissas e 27
THTRHEOTY BOAN. o2 vet e ce et e e es e 17
THEMEOr Y BackPack ......cocoivviiiiiiiiiiiiiiie i 27
N 28
Inventory/ Exe antd Mowth ToomS...ooooe e e, 28

THTEHLOrN SATe OPLIOHS ..o e cieeia e iaeaeann s 28
Ilmﬂutﬂq}fﬁprig

T N 29
ACTIONS MIOTEIMENL Lot e e e 30
Action/ I'-'Iﬂrcl:;i'nﬂ (o L TR 30

Action! Held THomS. ..o ee e ee et r e e e et 31



Action Facing Indrviduals................. . 3
Action/ Spells. L 32
WIEH SCFBEH L. co ottt s e v e e e e e e et na s e e anne e aens 32
WK TEEBES 21 v vavenss s vrsiarassmsiiainiasaarassnsesnsnsarsrsrsnseres 33
Wien Obstacles ........coooiiiiiiiiiiiiiinii e 33
Vi Switches and BEWs. ....oovesiiisieie e 34
Viens Hmivation ........ooveesveie s, OTUTRUTOTOTOTI 14

Magick

Priests! Wizard Diffevences ............ et 30
MAGIER VLGP ..o e s st e e e s e eaeaeaaeanans 30
Magich MIMION. ....ee s ere a2 36
PVLEEHOS M DLEHHS. .1 e vt e veeresisresseseseeenseanssnesnarnereneens 37

Survival

HOSEIES oot e e raneean s b
The Peculiar Wigs of THME. .......ooeeiieiiieiiee e e e 45

Marching Ovder and MOTEWENE. .......ovevsiiie e e e eaaa e 47
Rﬂﬂﬂ&fTu’i.-'h:pnlls.....-._.-._.-,_,.-.-,-,-,-,-,-,-,-,---,,-,-,-.-.........45‘.
B 48
Addventurer’s Quich SEart ......oivviiii i )
Leavingthe Hall .......oooovviviiiiiiiiiiiiiie e 49
SHOPS AFBAL ... evee e e 50

DHSE‘D]JJ{EEFEFS...............-1..-...-,..-,,,--,.1-...-...-.............Si
Lecving the SIOps A¥ea .. .......oovviiiee s ee e e e 52



Dungeon Master 11:
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B:g the bones of the TﬂchMag'e Fim:lur, there 1t was a-ga:[n!

In the puuring rain, Torham Zed yanlceﬂ his knife from the sheath
at his l'lip and stalked the movement in the thicket. He walked 1n a
crouch over the mucld}r g'ri:mu:uﬂ~ arms uutspread, dagger at the ready-
His heart puun&cd. For a moment, lightning hriﬁflitened his surround-
ing‘s like a bunf{rc: t]‘mn., as the brilliant lig‘]‘ﬂ: taded. all was Plungr:::l
]:lm:lc mnto cla rlm 255, It Was mid-cla:.r.. |:|ut in the Seasun ui: Storma, the
th[clt.t unencling clouds smothered the sun, drowned 1t with ::lriving
Faln. and ]s;ept it a half- dead prisuner until the ﬁpring.

There agnin! There was most cer‘cainly ﬁamething in the thicket.
Torham crept forward. his knife arm raised. poised and tense. The rain
blurred his vision. He swipcd at his Cyres, He waited. his fgaze 5“ding'
left. then right, for whatever lurked in the hm:]ge to E-etrﬂ"y itself. [t
was no Simplc animaL no wnndering‘ merchﬂntq no itinerant troubadour.

It had shimmered strﬂng'c:l;sr.t like snmst]'ling made of Magic]{.

EEIE]E in the villag‘e of the Ra :lan, the rest of his garriaﬂ-n 51-::11‘: in
the vaults, They thought it was a huge joke that Torham had. once
agaih, drawn the shortest stick and gotten himself elected for g‘uard
::].ut‘_',r. Tl'lr-':f never seemed to realize that he himscif. and not fatc.—u chose
the '&Ut}" so often. It was part of his secret mission, and so he could
never tell them that he was not quite the dolt they t]‘mught he was.

His fellow soldiers were a rag-tag band of brawlers and tricksters
'w]m would rati'lcr pi:lc a Hgl'lt tI'm.n fcr”crw an order. T]‘ley had no 1dea
that Torham's Unecle M}Flius had :lrr:mg'i:cI for their transport to this
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1solated, forsaken outpost. The old man had hand-chosen each one of
them and mndﬂ tlw necessary arrangements to sﬂnd t}\em }mre E-EEI'EI'I}F.,
quietl}f. shielded from diﬁcuvcr;&r |:|1.r his h;gh pﬂﬁitiﬂn in the World
Counecil. For Torham, the assignment had prt_‘lw:d very bitter. To justi~
fv shipping him to such a remote province. his uncle had had him
demoted. And because he had lost rank, Tﬂrham‘s betrothed, _]n'u had
broken their alliance and wed another. "more successful” man. There

was nnt]‘ning‘ Torham could do about either event. His superinrs had
been bribed b}r M}rlius to permit his loss of rank: and his uncle had

remiuﬂed ]ﬁm that as the ]1:::11:1 of the Hnuse crf ZB::L l'um Mylius.
required ].u}ralty and obedience from Torham Zed.

511::]1 qualities did not come ﬂasily to Torham. He wasa young sol-
dier, a man of action, with hnpes and dreams far too hig for an old man
to understand. He still could not believe that he had been sent to rot in
this place—an& for what? Sume muicly old machine that L';:r rust[ng and
in pie:es mmside the ruins uf the fortress on the ]111]. Castle Slstummﬂp as
1t had for decades? Sume mad dreams and strange feelings of a &ndﬂering
old man that aumething evil was swarming around the ltﬂ-ﬂp, snmet]‘uing‘

that would end the world?

uB:,r my I‘J.-Eﬂ.d..“ Tarhnm muttr:rn:cl undcr hiﬁ ]:-r-:ath. Nﬂthing’ maore
moved within the thicl:et. and he lowered his knife but did not sheath
1t and scowled. Better to have sumet]ﬁng‘ attack him than all this
skul]cing‘ a]:uut. It made him edgy.

He had not told the rest of the g‘arrl'sun, but of late. he had seen
increasingly strange things- Or rather, had almost seen them. F].ashing
movements. eddying shapes—they eluded him almost as if they were
taunting’ him. urg‘inﬁ him to g::vr: chase. He wondered if tkey were nat-
ural marsh gas, the g’lint of the sun on the thick, rulling‘ clouds or man-
made: some trick of the thieves who lived in the glen. for instance. A
Magickal experiment of the Keepers of the Runes, who had built the
cir:las n{ stones Lsynnd t]‘lc hﬂmcﬁ ﬂf tl‘le M:}-‘.}n Clan, But EVeryvone ]1¢
queried insisted that whatever he saw was no daing of theirs. Nor had
any of them seen anything unusual. Or so tl'lr.':.r assured him.

]
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But no one much trusted the soldiers of the ga Frigon. T]‘.r::.,r wers
looked upon as uninvited guests at best—and at worst, as invaders. 1 he
inhabitants traded with them and sometimes even drank and sang with
t]'lem. ]::ut th:}.r never tru].:.r acceptﬂd t]‘hem. T]‘u. 5(}].4:“:1-5 WwWare a Eraecl
apart, and even the thick-headed UE’ED and the vivacious Se:r'i knew
better than to trust the locals too much.

Torham laid the odd tl‘ting‘s he saw to ]:rn::uﬂing and boredom. and

rﬂaﬂing’ and rﬂ-rr:ading’ the documents Uncle M}rliua had g‘iw:n him,
because there was nothing much else to do. He refused to believe that
anything his uncle had told him could be true. It was too ridiculous.

“It'5 too mucl'l alc :mc] not Enuug]ﬁ luve. Tur]'lam ch:l,“ a saucwy wench
at the tavern in town had told him . "You're too solemn. You Epcncl far
too much time alone.” She had glanced admiringly at his body.
“.!!'thl'mug‘]'l I must s5a% all that E}cern;sing’ you do has pruclucea:] a nice
effect.”

Now the taverns were praﬂticalljr deserted. Most of the local popu-
lation had fled the Sturm Seam:rn to their distant c]ry]:uﬂt homes on the
Lylian Plains. The flooded streets were empty save for a few mer-
chants who could not bear the t]'mug’l'n: of p:n'f:ing' from the free—wheel-
ing garrison. There was nathing for the soldiers to do here but eat,
drink, and waste their pay on gambling‘ and baubles, The:.f spent their
money with far mora aiaanr:lﬂn tl'mn t]'m in]'labitants, WI‘L{} w:_'-ulr.:l ]:u:
trading now with the Plains merchants in any case. Commerce has no
care of weather of any sort.

Tut‘]‘lam stﬂppccl in the thicket and watched the Hg‘htning‘ flash on
the trees. Hideous faces flashed over the bark. disappcarccl. Illusions
caused I:I'}" the ELEJGWm as his unele's delusions were caused |::3,.r the
creeping shadows of old age across his thinking. Mylius had spoken of a
darker time, a c]anger time, that was ::nming again. He'd warned
an]'iam that one ::la}h someone would find the four I-l:e:.rs that would
unlock Slculllccep and either save the world or destroy it. Torham
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could still see and hear his uncle spcu]&ing of 1t in the darkest hour of
the nighh ata secret mccting’-—-plaﬂc in the wood. How M}flius had
trembled. almost wcuping with dread:

"You re voung, Tur]‘uam. ¥ ou know nnthllng of the evil side of the
world. But it swirls around us, unseen and unfelt. There are worlds
within wnrldm my nephew - worlds of gnuc]. and worlds of destrue-
tion. In the old 1:19.:;5, we snug}it to c—::l-:plnrc those worlds. And we paid
::lea.rlj,r *f-u-r it.ﬂ

M}rlius had slammed his gnarle& hand upon the head of his staff of
office. “We cannot permit such a thing agai:ﬂ And it 1s cﬂming, He s

ik

C’Umiﬂg. I g2ee I"til'l‘l l..].‘l my E].I'EE'ITI Haua

“W}m. Uncle?“ anham had as]rr.e::l. But ]1{5 uncle lmd. {:allcn ﬁilcnt.

his eyras closed. a look of terror on his face. Torham had waitcc].. but his
uncle hadn't spuhen ag‘ain fora lnng time. | hen he 11.']155[1!:1'&:1.. “anhﬂ.m..
I feel him in my frozen ald Eunes. I can sense him inside my mind. He 1s
watching us, and listcning to us, He 1s waiting for the moment when
we have grown camplacr:nt and ceased to WOrry about him. Then he
will strike!” And his unele had struck his staff into the earth like a

SWDI'CI..

-S]IIDI"IZ].‘_',? thereafter. Torham had been demoted and pﬂstﬂ:{ to this
place. A small box of documents was 52:1‘:’:13:' pac]rr.cl:l among his E:nel-:rng-
ing‘sﬂ and he was sure it was his uncle's cluing'. But M}r“uﬂ had not
direntlj.r contacted him ag‘aim and all efforts to communicate with him
had pruve::l futile. Torham i:neg‘an to wonder 1f he were dead. Surely he
would hear of the death of the head of his H{}usc, even out here.

There! Startled by a glimmering to his right. Torham locked into
Hg‘]ﬂ::r stance and raise& his knife agnin. He wished he had come better
armed. Back 1n the elan room. he had an excellent ﬁpccdhﬂw and a thick
hrcnstplﬁtc and helmet.
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Through the rain. he squinted hard at the thicket wall facing him.
There was definitely something there, It was larg‘: and round. a circle
of l[g]'nt that wobbled as he stared at 1t. Scmet}ning‘ seemed to form
inside 1t. His heart l'rJ,l'nrnnr:t'i:l:ig’~ he braced himself for an attack. His
empty hand flexed.

Sumething graen g]ﬂwed. detached itself from the shimmering cirele,
and hovered. It moved left as Torham moved left. Bobbed backward
WhEI‘l he moved hiﬂ- &agger. T]‘mn it rose in thc air am:l Hew avwray.
Bewildered. he cocked his head as he lost sight of it. It had looked very
lllltﬂ a miniun, ]Jui' Elﬂﬂr]‘}' was not any sort i}f minion 1‘1£ ]'lad 8VEer J8en.
They used them in the army for simple work—fetching. carrying. and
menial tasks. They were TczchMagic kal machines that army wizards
could cunjure up. but ‘I:l‘u::-.* were cﬂmplct:ly mindless. Of course. there
were alwaya rumors that the l'ugh command had created minions that
wers more ﬂumplica‘ced--.and pcrhaps more dnngernus. Could the green
orb have been aﬂmcthing like that? It had almost seemed intell[g‘ent-

Lightning ﬂashed. drawing Torham's gaze upwar::l_ In the dark :5].(:;
thick with churning clouds. he saw a tiny dot of green fly up to the
castle on the mountain. Then it seemed to dive into Sl(ulllu.'l:p.. to d[sap-
pear inside.

Torham was taken aback. He had agsumed. as had everyone else in
the garrison, that the single entrance into the Skullkeep was the only
entrance t]‘lﬂl‘ﬂ Wwas, Ll:l:f: EVEeryone clsc i:u:fure them~ t]‘IE}F ]13:.‘1 Ex.plﬂr:cl
EVEry inch of the stone walls—that the:r could reach—and nuriﬂusl}r
examined the entryway. Torham had memorized the distance from the
cavern-like entrance to the double doors of golden winged dragons. The
large pﬂlarﬁ and braziers that upon occasion the}r found lit, prni:m;::ly i::j,:-
some superstitious locals, or someone following a religion the soldiers
knew nﬂthing‘ ahout. He t]'uuught about the strange lock to the left of
the doors. called the Clan lock. Glearly. four keys were needed to open
it. For a ‘Wl‘lilﬁ. the Elcrl{liﬂr-s had entertained themselves ]J-:..r scﬂuring‘ the
surraunding‘ cuuntry&idﬂ for the ]-;n:;n,rs. T}u:},r had found nuthing- A
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w[z-:nc-:l nne-e:.re& armourer hacl laughed at t]'u:m and tﬂ]d them 1t was
all legend anyway. all nonsense and mischief lost in time.

But among the documents Torham had in his possession was a

sketch of the clan lock. and the words handwritten beneath 1t: KEYS
DF DESTINY KEYS GF DDDM ﬂll VEry mysteriuus and melu-
dramatic. He had sr:ﬂi:fl:cl. but for the sake of adventu re, he I'm::l seruti-
nized the papers for hints about where to find those keys.

Hnwaver* nonda n:rl: t]'u: n:]m:uments WA mu.—:h ]'u:lp. There was angthh
er sketch of bits and pi::cr:ﬁ of a hug‘e machine, {ncﬂmpletﬂly rendered,

and on 1t written, GO INTO THE VOID. NEVER COME
BACK EVIL. ZO-LINK.

Al‘l t]'le dread machinc Elmuld Nnever ]-.aw_- ]:H:r:n ]:nui}.t.t anham

t]'n-c-ug'ht sa rcast[ea.":.r. MDI‘E iilteim these &rawing‘s WEeres 5imp15r the
ra vings of an old man.

Torham aig hed. The green thing‘ he had seen was marsh gas, he
decided. The fact that it had seemed to follow his movements was coin-

I:]..d-ﬂnﬂ‘-ﬂ.

He decided to vary his guard route and walk among the Rune
Stones. The 5trang‘el}f robed pricﬁts and priestesses of the Runes who
EVEry season g‘reeted the sun at Storm s End intrig‘ueﬂ him. H.-: had lit-
tle knﬂwl:dge of thinga Mag’i:]ml. prefr:rring‘ to settle thing& like a man
rather than resurring to book-learned spells. Also, he believed that
Magick could turn on you. becoming a threat rather than an instru-
ment crl: VOUur 'Wﬂl.

He paused as he stood ]:r}r the obelisk carved with the clan sig'ns of
the Muﬂn Glan and the Sun Clan. Was that not exactly what ]11'3 uncle
had been trying to tell him? That the machine they had built had

pruveai more dnngcrﬂuﬂ than useful?
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Pundcring this, he tapped the obelisk n]}scntly. In the distance, a
Glﬂp ﬂ-lurped and flowed over the gr-:mnr.:i. Torham made a face. Glﬂ-ps
were for the most part harmless. but he found them diﬁagrﬂeable crea-

tures. T}m:.r smelled. Tl’lﬁ}r WEere very dirt}r. The:.r did not have such
animals back home.

There! Another shimme ring‘! ﬁga{nst the obelisk face. a circle ]chﬂn
to wobble and pulsnta. then to grow in hrig’htnes&- Sﬂmﬁt‘hing green

puppfd into the cirﬂle.. then pus]‘tcci outward. It was one of the mimon-
like things.

It hovered not ten meters from him. He held his knife tiﬁ]‘ntl}n his
gaze Htead}r, watcl'-ing it. It seemed to do the same. He took a threaten-
ing‘ step forward. [t flew straig‘ht upwarc]. Lﬂvcring there fora
moment. then swooped down on him. Torham shouted and slashed with
his dag’g’er- The thing‘ turned in the air and headed stt‘aight for the cas-
tle.

"Wizard s teeth,ﬂ he muttered* the very strongest of oaths. HE
crossed to the obelisk and examined it. running his hands over the sur-
face. He looked for an upening t]’lt‘ﬂll:g']‘l which these th:[ng’ﬁ could
emerge, He rappec] the obelisk saundly. in case 1t was hollow.

“I know vou. said a voice.

Torham whirled around. A small. hooded figure stood 1n the rain.
It was cloaked in black. and only the vaguest outline betrayed the fact

that it was a person.
"Who are }rﬂ-u?" Torham demanded 1n a g‘ru'H:. t]'lr::atening volce.

“M}fliuzl. have you come back to save us!” asked the 'ﬁg'urr.'. It
Edl’anﬂ-&d- Turham Hfﬂﬂd ]‘IIEI Erﬂund-

The fig'ure raised 1ts arms and drew back the hood. al].r.}Wing’ it to

10
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fall onto 1ts shoulders. [t wasa Woman. e}.derly yet stall very beautiful.
The ins{gniﬂ on her i:r:rrehr:&r:l announced that she was the H:adw oman

D{: tl‘lc an Clan.
"I'am Torham, nephew to Mylius.” Torham said.

The woman inclined her head. "Of course. How foolish of me. Even
one as FUWL'I"PUI and wise as M}rlius cannot stop time. B}r the: wiadnm u{

the H!.g]'l Lords. we all ag‘e.“

She came toward Torham, He did not let down his guard, She

reached out a hand, but aomething on his face must have Etﬂppccl her.
She lowered her arm.

"He has sent you. then.” She waited for his answer. He said nothing,
"He knows that the dark forces are gathering- He has had dreams.”

Torham frowned. "What are you ta":ing‘ about?”

She smiled gcntly. "Your mprassinn l:u:tra:.rs you., young war rior.
You know what I'm talking about.” She gestured at the obelisk. "They
are cuming t]‘lrﬂug']'j the Void. They are ]:u:ing sent 1nto Sl:ull]ceep fora
pllrpﬂﬁﬂ.“ She narrowed her cyes. "Su rel}r you know what that purpose

15.

"Headwoman. | do not.” he stated boldly. "I have no idea what
vou re talk[ng‘ about.”

Now she did touch I‘limﬁ putting‘ bath her hands on his WEeApon arm.
Her touch Was lig'ht. npiease. you need not hide your true mission from
me, M}TII.UE prﬂmiscd ]13 wculd sun& i'lelp W]‘lf.']l t]'m time came, I have
waited all this lnng' while. I had to ltnuw my pcupie would be EEZFE. if in
my lifetime he tried to cross the Void again.

"Who? Who?" Torham demanded. “Tell me who!”

n
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At that moment. another circle formed on the ﬂlﬂﬂli&!ﬁ.. and from 1t
shot another green orb. It flew at the woman and slammed into her

chest. With a grunt she cullnpsacl and fell into the mud.

Torham knelt beside her and lifted her up. “Tell me w]'m..“ l'u: aai{:l
suftl*y.

The green thing seemed to watch them. It was 1 oined ]:131' another,
an& annthen ]11 a cir:l: 1.'11:}" rose ancl acu rried awray.

She -gra-.b!:ed his arm and puintaﬂ in the direction they had gone.
“¥ ou see. they come and come and come. It 15 the danger time. Y ou must
hurry'! Put that infernal machine back tngct]'uer'[ Attack him there
before he attacks us here!” Her lids fluttered. "Get some he lp. Don't try
alone. Go into the Void!” Her eves closed.

She was dead.

Torham atared at her. at the u]:elisk at the cluuﬂ-chu]&e& 51(1-;. H.e
lifted her up and carried her through the rain to her village. to her
home.

Afterwards. Torham returned to the clan room and studied the
dncumenta ]'nis uncle ]131:1 sent with hi'm. P{cturca nf macl‘;inerg.r. z:r
Link. The old woman had used the word herself. He ran his fingers
over the sketches. ptrplﬂxed. Go into Sl:u].ll:ﬂﬂp and rebuild the
machine?

(Go into the Void. Never come hack.

Not an appealing‘ prospect.

T]‘m storm hnwled arnun& l'lim '::l'n the wind ]1& almﬂ-st ]‘jcard t]‘ll:

pleas of the dead woman. the voice of his uncle. He shivered hard.
Sﬂmct]‘:ing‘ was different. He felt 1t HE knew 1t.

12
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At the VEry least. he should investig‘ate. It was has duty, the reason
the garrisun existed. All rig‘ht then. he would order some of his fellows
to rise out of their resting chambers in the barracks, Who to take? Or
should he take anyone? They might just stand there and laugh at him.
Sure]y his uncle hadn't selected them for any special gifts tl‘lﬂ‘_‘p‘ pos=
sessed. More likely they were here because they were mpc:nc]n]:lle.

W:IL he would go to the sleaping vaults to deeide. He would
e:{plain to them all he Itnew.. and make it sound like an adventure. when
in truth he was Esginning to believe it was a dcar:u:.r mission from
which the:}r mig‘ht not return,

Go into the Void. How? By rcpn{ring’ the machine?

Acttack him there before he attacks us here. Whe was it who pﬂﬁed
such a threat?

Ashe cun.siﬂeracl.. not one. not two, but a dozen of the shimmering
circles formed in the walls around him. The grecn orbs burst free and
surrounded him, mnving‘ in a deliberate cirele like wolves cutting out a
yﬂung]ing smallbeast. Bea&s of sweat dotted his 'l:DI'E]'IEﬂ.E].: his heart
hammered against his ribs. Wizard's teeth. they’ were evil. He could
sense 1t. almost smell it. They meant to harm him.

To stop him.

T]‘iem as one ]:neing‘. t]'lf.-'}i" flew from the elan room and out into the
storm. an]‘mm I{DEW e::{:l{:f:l:.r wherﬂ tl‘ley weres g’m'ng: to Sltuukeep.

He I:legarl to run. He must ]’mrry. Fiodor furg’iw& him for ever
::lc}u]:ting his uncle. Like the waters of the storm. dang’er was fluuding

tl'lr.' land.

He must stop it, he and his fellows.

J'-lncl t]‘my must l:l-'.:r 1t soon.

13



Starting Your Adventure

OVEI'T]..EW:

What To E:{pcct

T]‘n: quest to activate the Zo Link will be lung and arduous,
with many diversions and complexities to confuse and hewilder even
the wiliest of heroes. Y ou have the power of tel-:magic]t and vour
selection of the best heroes of Zalk to l'lr.'lp you accom p]ish this quest,
But as vou travel thuug]'n the realm. atﬂpping in cities, ﬁalving
ﬁendishl:ﬂ' elever puzzlcs and interanting with the eitizens of the
world. never fﬂrget that time 15 dear. and unl:.r you stand between

peace for Zalk and the dark and &cstraying‘ rule of Dragnt}l-

The Goal

Y our g’nal should alwa:.rs be foremost: to reactivate the Zo Link
and go thrnug]—; the pﬂrtal to clestru:,r Dragﬂth and his invading
armies. Dﬂn*t El.llﬂw yﬂurﬁ:l'l: to be distrac:tecl ]:ly t]‘n‘: many false leacla

and dead ends you may find in the land of Zalk.

BEW&I"E!

But beware: the world is a violent place, filled with dangerous
and malevolent ereatures. While tr}r{ng to fulfill your gquest yvou
will find many more enemies than friends: Dragoth’s minions have
bent the will of many creatures to his evil purposes. The forces of
darkness are strong. and your purity of goals are like a candle in the
n:[g'].'xt. Take care that candle 1sn't txting‘xliﬁ]lcd. for the fate of the
world rests on your shoulders.
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YE Oldﬂ Tecl'mi-::al Details

In order to '_Full:,r realize yvour quest, the great Magickal box
that connects your world with Zalk must first be prnperl;ﬁr fed. The
TechMagﬂs recommend ... more in this vein from I-pla:.n

Hall Of Champions

Here in the Hall of Champ{ﬂns 15 the rcﬁting pla:e of the strong
and stalwart heroes who will ]'u:].p you with your p:riluus mission.
Each has apeciﬁc atrengt]'ls and weaknesses and the entire fate of

your nrdaine& quest 15 a larg'e part &ﬂtcrm{necl ]:13.? wise clecfsinns

made 1n this Hall.

Mﬂving' About

ch‘ardlea& uf w]‘uch cuntrul clﬂvice you have se]ente::L there are
s1x basic directions to send your adventurers in: forward and back-
ward one space, furning‘ left or rig‘]ﬂ: on the same space. and sidcstcp-
ping‘ left or rig‘ht without changing direction. B}r clicking on the
direction keys shown on the screen. vour party of fierce champiuns
wll move 1n the apprupriate dire:tiun. The key]ﬂ-uﬂrd Arrows can
also be used. More information about movement and control 1s found
later in this tome, but this 1s :nuugh to get thrnugh the Hall of
Ghampiﬂns,

Collisions

Even in the relative sa.{:et}r of the Hall. the He&g‘]ing party can
I:.:f: t:]arnag::cf ]::y Earel.zss movement. Tr],ring to move 1nto a space occu-
piecl ]53.? any largc solid ﬂ]]_fc:-::t results in l] a few Eruises and
2] cnmplaining “0of s from the two members closest to the fmpa.!-a-
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able space. Example: when facing a solid wall, tr}ring to move 1nto 1t
causes 1 pﬂint of damagc each to both of the front—line adventurers:
attcmpting’ to back into it does the same to t]'[e two in the rear; side-
stepping into 1t damages one 1n the front and one in the rear on
whichever side made the attempt. The other two adventurers who
do not take damagc have time to stop themselves after seeing their
comrades painfu“:.r fail to become nnn-curpnrszal. Therefore. you
should be mindful of the directions you give your party because.
a]thuug’h the f.larnagc 15 minor. it S].OWI.}.J' erodes their health.

Chuusing‘ Champinns

Now comes one of the most eruecial tasks in the game:
Choosing your Champions. Although it 1s possible to venture out
with fewer than four. most of the hostile ereatures will appear in
large numbers. so having a full group will help weigh the odds of
survival in your faver. This also allows a party specialized in melee
skills, sorcery. or a mix of both. Be advised. however. that once a
Champiun 15 awalcenecl,, he or she cannot be replaced or returned to
stasis. W alking over to and facing a chamber allows vou to see the
sleeping individual within, but their appearance 1s usually not
Em::lug'h to determine their skills, GIicl(llng on the window of the
chamber with the left mouse button allows further examination of
their current belongings and abilities (or lack thercof). Choosing the
"X 1con in the upper right or pressing the right mouse button
returns the view to outside the chamber, and selecting the large lever
adds t]‘ie Champiﬂn to your party.

Detailed Examination

Before ﬂIicl«:ing on the lever to awaken a 'l'.:]-u'.rm;nia::-n~ vou will
want to further examine their attributes and skills by cliclcing on
and hul-:ling down the E}Te icon 1n the upper left of the viewing
screen. T}\is information 1s Primarfly what determines how well
they perform and learn new skills in particular areas. Y ou may also
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examine the :::laja:r:ts thc}; carry I:l}r cl:[r:lcing on the ﬂ']:i]‘cﬂf., moving 1t
onto t]'ur: E}rc in::n:n, ant:l hulding’ dc}Wn tl'u: lcft I:uttcm. Nute t]‘lat t]‘lEEE
ul:je::ts cannot ]:u: removed from the chamber unlesa the occupant 18
awakened. The Mouth icon beside 1t 1s for eating and drinking.

Clicking on this icon with the pointer only shows the current
level of satiation. Thcﬁc bars shorten with time, and later wou wll
need to find sustenance to restore them.

Understanding The Numbers

A ean be seen. there are many numbers associated with each
Champiﬂn to help better decide which have the nimble wits, quick
blades and true hearts to hr:lp Eﬂmplete your task. Spencling‘ a moment
to peruse this section can help in deciding which Champions best suit
your high task.

Statiatir.-s

Health: This is a measure of how much pnin and su{ferlrng an
adventurer can take before dying. Many tl‘ling’ﬁ like monsters or
falling into pits cause physical damage. The first number 1is therir
current health level, and the second represents their maximum.
Health 1s regained I:r_',r arinl(:[ng ]'lcaling pﬂtiﬂnﬁ. 51£rzping.. or simply
existing over time. | he latter is the slowest method of rejuvenating
wvour an:lvr.-ntu rer.

Stamina: Tl‘liﬂ represents an adventurerqs a]n'“ty to overcome
'.Fatig'uf:. Fighting, walking* maving‘ hca?y n]:riectm ]'mng'ﬂn and thirst
all erode an adventurer's stamina over time. &lluwing‘ it to go below
zero results in damage to their health and decreased skill perfor-
mance. Stamina 1s reg‘ainﬁcl sluwly over time, and I]}T sIeeping or
drinking stamina potions. Remember, however. 1t 1s hard to rest
w]‘lf:n sta rving' or dch}rd rated.

Mana: Tlns iE t]'u: amount n'E raswr Mag‘ickal energy an aclventurcr
has to cast apr:“s. Each spcﬂ Syllahlc will rcquirc a certain amount of
Mana, so spell:astﬂrﬂ need as much as pﬂssihie to cast incrcasing‘ly
difficult combinations. Note that having larg'e amounts of available
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Mana will not guarantee the success of a :ipcl]... butitisa VEry Neces—
sary component. Mana 18 reg‘ain Ecl II’_'I-}F slaeping* drinlul ng custl}r Mana
putiuns or slﬂwly over time.

Load: All material objects have weightﬁ and 1n reality one can
unly carry a certain amount relative to one s streng‘t}\- These num-
bers represent the total wcig’ht of all ﬂhjcctﬁ cnrri:d. and the maxi-
mum amount alluwalzr]e witl‘mut a serious ]uss ui: atamina. Later vou
may see thaae num]:ners turn yellnw or recl; yelluw means that the
adventurer 1s c::lrr:.ring‘ a heavy load that their 'E:ltig’uc 15 inereased
somewhat. Red means that tl'ﬁ:},r have e:{ceeﬂe& their ai:rilit:.r to ‘l"unc-
tiun nnrmaﬂy und:r 80 much waf gl'ut, resu l‘ting 1n a serious strain on
their stamina an-cl abilities 1f tl'm],.r attempt to do much more than
stand still. Hﬂnv}f armor 15 the most common contributor to ].::-a.cl,

Skil]ﬂ and Ti‘tlﬂﬂ

Each adventure:r starts with a certain amount D'F sltill in at least

one I:I'E :l:ﬂ'l.ll' 'F'I"im&r}"" C].H.SEL'E:

Fighter: Able to smite foes with strength and melee skills.
Fig‘hters are most effective with large hand-to-hand Weapons.

Ninia: Fighta with small or no Weapons, and relies on speecl and
accuracy rather than brute force. Ninjaa also work well with bows

a I'I.C]. t'h FOW I Weadpons.

Priest: Skilled wath putinns and prutﬂ:tinn spelis. Clerieal
Mag‘i:’:k always ]:renefits tl‘m party in some WAY.,

Wizard: U&es Mana for more destructive purposes, Scnding
Magicl;al energy outward rather than inward. Wizards also ereate
ligh‘c and are skilled with artifacts,

Each skill has a range of titles that reflect the gen:ral level of
ﬂ.]]ilit}r in that class: Nﬂﬂpl'lj.rtc‘ ﬂpprenticc. Nov ir:-r:.. jﬂurncyman.
ete. As your adventurers g‘ain cxperience in the world, they will
earn new titles far above what tha}f alread}r know. Increased skall
aIlnws 'Eig'l‘ltﬂr types to strike more E'Efe:‘:tivaly and add different
attacks with weapons, and spelleasters find 1t easier to weave
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inereasingly difficult spells. Greater skill rewards the adventurer
with hig‘her stats and attributes in areas apprnpriatc for the skill
]:reing' used.

A ttributes

Acttributes and skills inerease as the character gains more experi-
ence, resulting in increased physical and mental ability. Fighters who
frequently use their weapons or fists will soon find themselves with
stronger arms, quicl:er I'EH-E:I-I:EE. and better P]l}FEiCﬂl ﬂnduranue.
Likewse, those who practice the arts of Magick gain sharpened
minclﬁ am‘.1r greater awareness n:]i: tl'lr: WaAYSs nf Manﬂ..

Strength: This 1s a measure of one's muscular development. It
allﬂw.s :u:]vcnturﬂ:rs to carrv more, tI‘irﬂw fartl'mru mowve heavier
objects, and put more musele behind melee attacks. As with all
attribute statistics. tl'ae {'irst number 1s the current level and the sec=

ﬂncl iﬁ t]'u.' max;mum.

Dcxt-:rity: A combination r;:f many things li]u: I’-ﬂ‘{:lﬂcﬁt accuracy.
speed. and musele control. All classes benefit from ]'ligl-ler dexterity,
since 1t plays a part in avoiding or reducing physical damage. as well
as ]'lelping' all types of weapons strike their intended tardet.

Wisdom: This also represents a combination of several abilities,
such as mental acuity. Mag:[clc awareness, and depth of insight. Vital
to &ll 5pcllcaﬁtcr5., wisdom prnvides a ]::-etter chance to master arcane
]scnuwlcclg'e. and faster recovery of Mana.

Vitality: Vitality determines how quic]ﬁ.ly one heals. regains sta-
mina* and resists pﬂiaﬂns. vitality hr:lps reduce damag: and rcpairs
the nasty results faster.

.A_ﬂtiﬂMEEiL‘lt: _.F.Ls t]'te name suggests. 1t allnws one to ﬂeal w:.t]]
the 1ll-effects of M&g‘ickal attacks. Whether by minor forms of

reflection or a]:snrptiun, enemy Mag‘icl& fails or causes less damage to
the individual with h{gh numbers in this attribute.

Anti-Fire: A-galrn‘ a measure of resistance to elemental fire. The
individual suffers less damag‘e from flames clllrecte:i at them.
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The Champions

With an understanding of the numbers involved. you must now
choose wisely among the various Champions stored in the Hall. To
save time and help make vour decision easier. important information
on Eﬂ.c}] one i5 c:l::l-mpl.i-ﬂl:l hﬂl"ﬂ.

Note: the Attributes category lists only their two highest num-=

I]lEl'E 'F'Dl' 5% l'E‘flEl'EI'.I.-E‘.E:.

1) Kol Del Tac
Stats: Health 94, Stamina 36, Mana ()
Skills: Apprentice Fighter, Novice Ninja
Attributes: Strength, Dexterity
Carrying: Club, Blue pants, 4 gold.

2) Het Farvil
Stats: Health 32, Stamina 47 Mana 33
Skills: Novice Ninja, Apprentice Priest
Attributes; Dexterity, Wisdom ) ‘
Carrying: Black Top, Tabard, Leather Boots, 3 Gold, 3 c;ll".."E]"

3) Equus
Stats: Health 95, Stamina 85, Mana 2
Skills: Neophyte Fighter, Apprentice Ninja
Attributes: Strength, Vitality )
Carrying: Wood Shield, Torso Plate, Fine Robe, Black B{}ma
Money Box containing 2 Gold, | Silver, 2 Copper.

4) Bane Blade Cleaver
Stats: Health 91, Stamina 80, Mana 3
Skills: Journeyman Fighter
Attributes: Strength, Dexterity
Carrying: Sword, Leather Jerkin, Leather Pants.
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5) Cletus
Stats: Health 100, Stamina 70, Mana 5
Skills: Apprentice Fighter, Novice Ninja
Attributes: Anti-l'ire, Strength
Carrying: Club, lllumulet, Leather Pants, 1 Gold.

6} Tresa Vulpes
Stats: Health 47 Stamina 67 Mana 17
Skills: Apprentice Ninja, Novice Wizard
Attributes: Dexterity, Anti-Fire o
Carrying: lewel ﬂf*wmal Bandana, Black Top, Black ‘31(111
Black Boots, 3 Silver.

6.5) Torham (The Player Character)
Stats: Health 83, Stamina 77 Mana | 4
Skills: Apprentice Fighter, Neophyte Ninja,
Movice Priest, Novice Wizard
Attributes: Wisdom, Dexterity
Carrying: Dagger, Leather Jerkin, Leather Pants, 1 Emerald,
3 Gold, 1 Silver, Bota,

7) Seri Flamehair
Stats: Health 43, Stamina 72, Mana 32
Skills: Journeyman Priest, Neophyte Wizard
Attributes: Wﬁd:}m Anti-Fire

Carrying: Bodice, Gunna, Sandals, 3 Silver, 3 Lupper

8) Uggo the Mad
Stats: Health 88, Stamina 65, Mana 10
Skills: Apprentice Fighter, Novice Ninja,
Neophyte Wizard
Attributes: Strength, Anti-Magick
Carrying: Club, Scale Hauberk, Blue Pants, 7 Copper.

21



Dung‘:nn Master II™ The ch‘e:m:l of Shuulu:r:p

9) Aliai Mon
Stats: Health 65, Stamina 75, Mana 12
Skills: Neophyte in all four.
Attributes: Wisdom, Strength
Carrying: Scale Hauberk, Leather Pants, Leather Em}tg 2 Gcld
3 Silver.

10) Anders Light Wielder
Stats: Health 28, Stamina 47 Mana 36
Skills: Novice Ninja, Apprentice Wizard
Attributes: Dexterity, Vitality
Carryving: Torch, Fine Robe Top, Scale Hauberh, Black Boots,
| Gold, 1 Silver,

11) Cordain Dawnkeeper
Stats: Health 37 Stamina 68, Mana 22
Skills: Novice Fighter, Apprentice Priest,
Neophyte Wizard
Attributes: Anti-Fire, Anti-Magick
Carrying: Rapier, Scale Hauberk, Leather Pants, Black Boots,
Money Box with 2 Gold, 1 Silver.

| 2) Graen Ozbor
Stats; Health 35, Stamina 47 Mana 40
Skills: Neophyte Ninja, Novice Priest,
Apprentice Wizard
Attributes: Wisdom, Dexterity
Carrying: Fine Robe Top, Leather Pants, Sandals, Rope, 1 Gold.

| 3) Saros Shadow Follower
Stats: Health 72, Stamina 50, Mana 29
Skills: Neophyte Priest, Journeyman Wizard
Attributes; Wisdom, Dexterity -
Carrying: Staff, Cloak of Night, Leather Pants, | Gald 1 Silver.
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| 4) Jarod Nightwielder
Stats: Health 62, Stamina 85, Mana 20
Skills: Novice Ninja, Apprentice Wizard
Attributes; Dexterity, Wisdom
Carrying: Leather Pants, 1 Gold

15) Odo Alu Kailo
Stats: Health 60, Stamina 55, Mana 24
Skills: Novice Fighter, Apprentice Priest
Attributes: Strength, Vitality b
Carrying: Stafl, Cape, Blue Pants, Sandlals, Bota, Shank,
Flask (empty), | Gold, | Silver.
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Controlling The Champions

Surrounded by the hard evil of the world, fast action is imperative,
Not only must one be possessed of quick wits, but also nimble fingers.
Nary a hesitation must be evidentin issuing the orders that can mean
the difference between life and death, success and failure. Understand-
ing the issuing of orders is paramount, if the quest is to be fulfilled.

There are four main areas where commands can be issued:
Champions, Inventory, Action and the View Screen.

Tl‘lE Champiﬂns AI"EH

.E:'Llung‘ the top of the Main screen are four hoxes which contain
the first Name, Items held in each hand. and Vital Signs bars of each
Champian in the party.
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Champions/ Name

Cl{cking on a name with the left button will switch vou to the
Invﬂntﬂry‘ sereen of the selected Ehamp:[nn. The r;ght IJuttun will
take vou immecliately from the Main sereen to the Invenmry sCreen
of the current Party Leader whose name 1s 1'L1g‘}1]lgl-1tr:d n ycllnw,
regardless of where the pointer 1s.

Cl‘tampiﬂnﬂ/ Items

WEapﬂnS, pﬂtionm and artifacts cannot be used unless ths‘:}r are
platﬂd in an aclw:nturf:r‘s hand first. Tl‘u. two 1cons rc—:prﬁﬂenting the
left and right hand in each Champion’s box show wou what each of
tl'lem 18 ]‘mHing,. if nnjrtl'ling'. These are the same 1cons t}la.t are found
on the Inventur}r screen, placcd here for convenience. Cli:lting‘ the
left button on a held 1tem wll pick it up for moving. and clicking left
again will place 1t.

C}mmpinns/v:ital Sig‘ns

The three I:iars Elluwn 11EI'E Elmw the current level of cach
C]‘lﬂ.mpiﬂn'a primary stats. The first is Health. the second, Stﬂml‘na..
and the thiri Mana. A full bar means that particular stat 18 cur-
rently at maximum. Tl‘.u: actual num]::rer& 'III]E]J' represent can i:e s2en
in each Champion's Inventory sereen. Also. any object dropped in
this area (ratl‘mr than into an empty hand} disappcars and plm:cs
itself in the first open slot of that Champl'unﬁ inventory. If their
inv-:"ntﬂf:..r 1.5 i:u].l VoL w:ll l-mw.- to fl:m:i snmeplace e]se to put 1t. Keep
reading to see how to ﬂrganize carried 1tems.
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From the Main screen. after clicking left on an adventurer's
Hame or cliclting‘ the rig’]‘lt ]:uut ton to seleet the Pnrty Lenc]en you
will see a familiar screen. the same one from the suspension chambers.
Champiﬂns and ﬂﬂtinn areas remain in their Main screen Pusitiuna,
while the View Screen and message areas are replaced by Body.
Backpack. and Stats info. Here vou will also find additional icons:
Eve, Mouth. Disk aptiuns, and Slc-‘:p.

S, Sl T T e S e s

1?hrHHH TEL

_"l_'f _—E, %i%}fi&‘}-f'

HEALTH
STHMIHA - -
'MArA 1o 10 LEHD
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Invent{}ry/Champiﬂns

Yﬂu will now see a pﬂrtrait of the Champinn whose information
15 shown, instead of their name and two hand icons which are now in
the Bﬂd}r areda. Cl{c]cing on another first name will c]‘iang: the infor-
mation and the portrait to the selected adventurer. As before, drnp—
ping an ui:njent on any empty hand icon. or any of the Vital Signs sta-
tus bars will placc 1t 1n the inventory of the rcspectivs Champf.ﬂn,
TI‘L;S makes moving items from one person to the next much faster.

Inventnry/ Action Hands

Tl'n:- arca is t}m Samme as in t]'m Main SCTecn in all respects.

Inventn r:,r/ Bﬂrcl}f

Here 15 where C]‘iampions g‘i rd with thcir armor, wiclcl Weapons,
and Carry small 1tems outside the Backpac]-:. Armor 1s ineffective
un].r.‘a:‘-:i WOrn., and wedpons do no ﬂ'ﬂucl paciu::l:l away, 50 you will want
to placc them on or in appropriate places. If a person has taken a larg‘e
amount of ﬂamage, one or more of these spaces may turn red and
El'mw a ]:l-am:lag'e 1'1: no item covers 1t. T}n's represents a grave {niurj,r to
tI'mt ]mcl}f part. one t]'mt r'r.:c]ucr.'s a]:ilit{es ancl cannot ]'_'IE ]malm:l ]::-y rest
{llﬂnﬂ. A Clr.‘riﬂ can PI‘EI‘I-?']..-EIE t'l'll‘.‘ rcmcdy 'l:m' 5111‘.‘]1 wﬂun-l:l:i.

Inventnry/ Backpaclc

An E}:tensinn r:rl: 1:11:3 Bud'y area. this s:s where items not currentl}r
N uSe are placec] and carried. This tends to fill up qui:lcly and pGESE-
]:l-l}r slow down the Ecarer, so check here 'l:re:qucntly and try to dis-
tribute the items among all party members.
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Inventﬂry/Stats

For a detailed deseription of the various state. please see the Hall
of Champions (page 15). You will see one major difference: instead of
the lever to open a stasis chamher, there are now bars 5]1uwing their
current level of satiation from food and water. As time passes these
bars shorten. representing increased hunger and thirst. Therefore it
18 Necessary either to find easy access to nourishment or ]:rring 1t
alung‘. Otherwise the bars turn vellow, then red, taking a serious toll
on the victimﬁ stamina and overall pﬂr{'urmancc. Below these I::lars
vou ulll fincl the lna.cl ]:u:ing carricd I]}T t]‘mt par‘cicular Champiun.

Inventory/E};e and Mouth Icons

In the upper left above the E:}d:-,r section are two familiar 1cons.
the E}FE anr:l Mﬂut}l. Ju&t as in the stasis c]'laml:nr:rs.. cl{clcing' on and
}mlding down the left mouse button on the E.«y'e 1eon shows skills and
attributes, Picking up 1items with the mouse. moving them to the Eve.
and hﬂfaing down the left button will show more detailed informa-
tion about u]}jr:cts. Viewing an :]I:leE‘L' always reveals 1ts we{ght. and
viuwing‘ a chest or ]:'.-ag shows 1ts contents. Huwever some ﬂ]:liects.. lllr_e
weapons, may show one or two bars, These represent the apprnxi—-
mate quality of the item being viewed. or for Magickal items. the
approximate amount of stored Mana left in 1t. Food. water. and
potions dropped on the Mouth icon are ingested. assuming the item is
edible. Your Champiung cannot make a meal of such thinga as rocks,
armor. and WEaApons, reg‘arﬂless Df their despcratinn.

Inventary/Savﬂ Optiﬂns

Dn the rig]'lt side uf tI‘u‘: Invcntary area 1s thﬂ Dfs]{ 1con. S-::lc—:::ting‘
this pauses the game and lets you Savc. Quit or Resume the game 1n
progress |33r selecting’ the apprnpriatﬂ 1con. Quit does cxactl}r that.
ancl returns vou to DDS wit]‘mut saving the game. Rcsume leac]a to
the Inventory screen. Choosing Save gives another sereen which lists
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up to ten saved games with a one line deseription for each, another
Save 1con, and a Eanr:cl 1icon which returns to DJ.SI( ﬂptiuns. To save
the game. a filename isn't required: simply click on a slot with the
left button to hig‘hlig}lt it. To c]'lnng'e the descripti-}n, click on the bar
beneath the list. I:uaclcspace over the old d-;-ﬁcriptinn and type in the
new deseription. up to 31 characters. and press Enter. Then click on
the Save icon at the bottom to save the game to that slot. You will
then return to the ].nvantnr}:r sereen where Disk Optiq}nﬁ were first
selected. and the game resumes immediately.

Inventury/ Sleey

The Slccp 1con 1s a frcquentl:-.r used ﬂpti{m. [t allows the entire
party to rest quictl:.r.. in order to regain vital stats: Health, Stamina.
and Mana. Be warned that time goes by faster, lit torches burn out,
and C]‘mmpinns cannot see with their EVes closed. The ﬂptinn to
Wal(e U'p appears, and cliclting on 1t returns to the Inv&ntnry SCTeen.
While asleep. monsters can sneak up to attack but, fortunately. the
party wakes up immediatﬂly if that l'mpp.':ns.

Actiﬂn Area

TI‘EJ.EI drea Eﬂl‘ttﬂit‘lﬁ many iEDn
functions: Part}r Movement_
Mnrching‘ D'I'dt‘:l‘., Cl’lﬂﬂﬁing Partj..r
Leader. attaclting with or uﬁing‘
Held Items. changing individual
faﬂing to war{l uff attacks ’Erum t]‘le
side or rear. and Spells.
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Actiﬂn/anemEnt

In addition to using the mouse on the direction icons on the screen,
kevhboard directions for movement can also be given with arrow keys
O1 ]'J.le]:l{!:t' I(E}rpﬂd wit]]. Num L'Dﬂl{ U"i:f- Wit:['l AT 0w ]'CEFE-: 'L'EP aﬂd
down control forward and backward movement, while left and right
turn the party facing‘ on the same spot. With a lmypacl: 5 and 2 eon-
trol forward and backward. 4 and 6 change the facing. and unlike
the arrow keys. 1 and 3 contral sidestepping left or right one space
without changing facing.

ﬂction/Marching Order

For cach member of the party there 15 a colored 1con to represent
their pusitiﬂn. The color for each one 1s the same as the color of their
Vital Signs bars in the Champions section. T'o move their positions,
left click on one of the icons to pick 1t up, move it over an occupied
space, and left click again to drop it. The Champion so moved now
uccupies that space. while the former occupant mowves to the empty
space left EEI'I mr:l Motice that the Hela Itﬂms 1cons (sﬂctiﬂn 4 belﬂw}
that relate to each Champinn have moved alﬂng’ with the Marehing
Order 1cons. The purpose of this 1s to pla:e; stronger, better armored
warriors in front of weaker ones.

Actiﬂn/ Part}r Leader

To the left or rig’ht of each Marching Order 1con 1s a gray trian-
gle. Clicf-&ing on any of them will move t]‘le Part:-,r Leader 1con. a hand
with a pointing finger. into the triangle. Notice that the Name of
that adventurer in the C}\ampiu}nﬁ section has turned from white to
vellow to high[ight 1t. The Parf:.r Leader manipulates cn]:}jects in the
View Secreen like ‘thrnwing 1tems aruﬂ presaing’ switcham and when-
ever the rig’ht mouse button 1s prcs&&:c[ on the Main screen, theirs 1s
the Invﬂntcrr:-; screen that pops up. x"'"_'..n}f of the Champinns 15 wnrt]‘ny
of this honor, except those valiantly killed in battle ({Jt' s]‘uam::fu“y
killed by stupidity).
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Impurtant: Any time the polnter 1s represented by a picture of a
pﬂinting‘ hand. commands are assumed to be carried out ]a}r the cur-
rent party Leader. An arrow represents a g‘r.:nc:ral command. for
cxamplﬂ in the Aection area. With practi:e these differences wall not
be noticed: however. those unfamiliar with the interface might be
confused ]:}:.r it

Actinn/ Helrl Items

J.'!!L{'ter a useable 1tem 1s plaﬂecl in t|1=3 hand of a Champiun, a grey
silhouette of that 1tem appears in this area. in the ﬂﬂrruspﬂ-n&ing’ hand
nearest the small, colored Champiﬂn 1con 1t I:u:lungf.s to. If no silhou-
ette appears, then that object has no active function. and 1s best put
AV aAY In a backpack, An open hand in this area 15 indeed an cmpty
one, but 1t still has uses in combat. To activate an item, left-click on
it in this area. Y ou will now see the entire Actions area repIacecl ]:):,.r
four things: the name of the Champion performing the action. an X
1con to abort the command, largﬂ 1con bars (up to three} shﬂwing‘ the
available actions, and at the bottom. the option to ::I'lange the Hcing’ of
that parficular adventurer. cliclting’ on an action bar perfurms that
actlli.':rn ;md returns t}le ﬁctiun area to nurma].. l-mwcvcr Vo w1”
notice tiie Hcld It:m icon used darkens Erieﬂy. T]‘uis represents the
time 1t takes to actually perform the action. For example. a wide
Ewing with an axe takes much more time than a qui::l( Punc]'l-

Actiun/Facing’ Individuals

After clicl:ing on a Held [tem icon or chﬂﬂsing’ to casta EPEIL you
have the ﬂptinn of turning that individual left or rigfht to face any
direction. Then, when you pf.'rfnrm an action such as tl‘iruwing a
l:lﬂg'g'ar or f]‘lrusting with a sw{:rd. 1t wall go in the direction faced
rather than the one shown 1n the View Sereen. This allows a party
S rmun&c& ]J:.r cncmit.‘::‘- to launr:l'l uutg‘ning attaci(a- :'.n .'ﬁ-ﬂ".?'El'Ell Eli.rﬂ-ﬂ—
tions at onece. as well as turning shields to fend of f incoming attacks
from the side or rear. Note that this tactie works nnlg.r qur a party
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standing still: 1f a normal direction command is given. all members
will ng‘ain turn to face in the direction shown ]:r},r the View Screen.

Actiﬂn/SpEHs

Each white triangle is bordered by a black one. with a white ™!
1con within, Clicking on this 1con 15 the first step in the process of
caating‘ Spe].ls, whlch 15 covered extensivel:.r in the Mag‘ick sectiomn.

ViEW SCI"EEH

Here 1s where your Champions interact with the grim world in
which they have been awakened.
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View/ltems

Other 1tems that may be encountered are chests, sacks, quivers
ancl uther similar ;temﬁ. TCI viuw :m-l:lg"rur manl'pulate tl‘m itermi t]‘lEl‘t
ma.;v-,ri:c contained wit]‘nrnﬂ p[c]{ up the u]::ject like vou wuuld any other
one and place it 1n one of the hands in the character status bar. Yﬂu
will see that the item has appea r-E-L'l in the held 1tem section {:-u-r that
character. Click on it to reveal what 1s contained 1n the ﬂ]:lj[r.'-r:t. Items
can be placecl in the upened -:r]:rjr:-:t or removed ]:r:.r clicl::[ng on the
apprﬂpriatc slot. Some of these are specializcd like the money box
which can only hold money or a quiver which can only hold arrows.

ThEI'E dra ElSﬂ E0TE VET Y apccial itr.‘m& Y¥Ou may ﬁncl Eallaa
M-‘lg’iﬂk Mﬂpﬁ and Minion Maps- These can be of great assistance,
They can be readied like a Weapon or a r:l':eat an-r.:l are activated ]::3,:-
cliclcing‘ on the ]‘Je]d item seetion. Further :::-Lplanatiuns can ]::e {Du.ﬂﬂl

in the Magiciﬁ Maps section of Mag‘ic]ﬁ.

Smaller 1tems encountered in yvour travels are eas lj,r acquire{l ]:n},r
left-::liclc:[ng' on them. You need to be within one space 1n order for
your Party Leader to piﬂl{ it up. Onee obtained. there are several
things which can be done with the item: 1t can ]:h‘.‘ pl:.i.r:-r.‘d in any
Champiun‘s inventory or empty hand. plar:e::l back where 1t was got=
ten. or thrown |:1}r “drﬂpping" 1t in the upper half of the View Secreen.
The same appii:s to 1tems pic]u.‘d up from a Champicnﬁ inventur}f.

View/Obﬁtaﬂles

Some larg'e obstacles can also be rotated. One such item 15 the
table. If VOou move the hand cursor to the far left or rig'l-[t side of a
table and elick the rig‘]‘tt mouse button 1t will turn the table 90
degrees. This wall hclp wvou get to 1tems on a table when there 15 no
space to move the table 1tzel{.
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Some larger items that cannot be carried can be moved instead.
Walk up to the obstacle and left-click on it with an empty hand.
Notice the Direction 1cone in the ﬂctiﬂn area have now changcd
color, incl{cating the obstacle 1s ready to be moved. aning‘ the [mint—
er within the lower half of the View Screen now causes Direction
icons to flash. Choose the desired direction to move the obstacle and
left-click again. Moving the pointer outside the View Sereen aborts
the action. and the Direction icons return to normal. [f the nbstncla
cannot be muvea in a certain direction because of another u]:rstar:le,.
then the Arrow icon for that direction will not flash. Remember
yvour party may repusitinn themselves and c]mng‘e their facing‘ to fin-
1sh moving an obstacle to a new position. The party repositioning

‘w111 Lr.: autnmatic-

View/Switchcs and KE}TE

Most doors have a switch nearby to open and close them. Simply
left-click on the switch to operate the door. If it will not Eudge. then
a key 1is required to free the mechanism. Look for a kevhole nearby.
and 1f vou have the rig{]‘ut lccj,r.t p[c:lc 1t up and “+:lrup“ 1t 1n the lLE}F]'lﬂ]E.
A Ice:,r that does not fit will not go in. To retrieve the I'L-l;‘.‘_'-;f. click on 1t
agaim but remember that most switches will not operate unless the
](E:,.r stawys 1n the l-l;l-t,'.'l(,

View/ﬂluminatinn

T]‘J is is a g’rim ancl clarlr. Wﬂrld.. w]‘nere even cla}rlight cannot fﬂter
thruugh the thunderstorms canstantly I:nuiling overhead. Torches or
lan’c:.'rns set 1n t}te wall light S0ME areas., Eut ﬂthcrwiﬁc VoL w111 m:crl
to carryv a light spurce to see more clearly. Impnrtant items or e]ues
often hide in the ul:s::uring shelter of the shadows.
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The ways of Magick are long and arduous, but much reward
comes to tI"n:]-E:: whﬂ f:}llﬂw f:}u: ﬂ].cl WAWE wit]‘t care{ul attention to t|1::
needs of mind and Mana. Slow to develop, the powers gained through
Magickal ﬁtudic5 can warp tl‘lE Fﬂ]:ric: -Df rea“t:.r itself: eitl‘mr fur gum:l
or for ill. So beware: while Magick can be a strong force for thosc
pure of heart. in the hands of those of dark intentions. it can I:uring
shadow and chaos to the land 1n great measure.

prerequlsltes

There are three hasic requft‘cmcntﬁ for uﬁing M&g‘iclml forces:
Mana. prm‘:ticm and studies of the Priest or Wizard WANE, [Missing
any DE t]‘u:-::‘n: tI'J.r:r.' parts n:rl: f:]'lrs m:.rstic](al triangie. the WaAYs nf
Magick will be closed to the aspiring supplicant.)

M&Il a

Knuwledge of the Ways of Mana 1s required for even the simp].est
spcn. The amount of Mana availah]e to Each a{:lventurf:r 15 a g‘ﬂud
indication of their overall level of spﬂllcasting skill. because Mana
increases with ]anrwl:r:lg: of the Arts. Each symbel of any incanta-
tion requires a certaln amount of Mana. so ]:u:ginners are limited to

ﬁimplc EPE.I.].E 'l.lII.tIr.]. tII-E]r.I' AW dI'ENness E}LPEH&E.

Practice

Having larg: amounts of available Mana will not fuarantee the
success ﬂf: a new sPe”, even 1{ the caster 18 adept w:l.t]1 similar ones.
Each individual 5pc:11 rcquirﬂs Prantice with weaker forms EEFDI’E‘ it
can be invoked with l‘.tigi'u:r Power. Succcsﬁfully casting a 5ch
1ncreases experience muc}i faster than chanting‘ correct combinations
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with no result, For c:{ample. wizards who attempt a mm:leratc[}r
powerful lightning bolt for the first time are very likely to sce 1t
tail. however a few successes with weaker ones provide a much bet-

ter chance to invoke it with more potency.

Priest/ Wizard Diff'erences

ﬂltl‘i:}ug’h the same set of symlmls 15 usecl to invoke ]:rr:lth Clcrical
and Magc spe”s. the end result determines which 5pl‘1¢re of influence
it conforms to. p:}tjﬂnﬂt prutr:r:tinm and heal[ng Eelung to the Clerical
sphere, and most of the rest are alignud with wizarﬂry- This 1
impurtant to know when attcmpting a new spel]- For :::carnplf:, the
chances of successfully cﬂsting i new pricst spcu are ing]'utlz.r better
when one already has advanced skill in that area. and Pr[.r:stﬁ will
have to practicc Frcquﬂntly with weaker forms of wizard spells
before tl‘ney become prc:“c-l'Ent with more difficult ones,

Magick Map

Magick maps allow wizards and priests the a]:ility to view the
Eurrﬂuncll.ng environment. | he maps are puwercd IJ]J" f:}le Mana of fhE
person hnld;ng it. To operatce a magicl( map 1t should be readied like
ANy weapon and then you ﬂ]'mulcl -.:i:[cl: on the action Euttun tl-mt has
1t readied. The map will activate,

The basic map only shows stationary objects surrounding the
player. There are more advanced maps with several buttons along
the I::crttmn. Each one Eﬂ].l:;‘- a 5pc:::“::'c function. Tl‘uz first lmttnn on
the left reveals hostile creatures on the map. T hese ereatures will
show up as green dots on sereen. The second button reveals mana-
laden items. and the third button projectiles thrown by hostile crea-

tures,

Magic]( Minion

Magic]& M:'niuns are the standard workers and Eghters for those
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powerful Mages that can conjure them. The Minions can be elassi-
JEIL'E] intn:] tl'lrcc Ensic tw pes: 5::[:1_11:5~ Purtﬂra, amﬂ Fig‘]‘ltﬂrs- Fﬂr a trues
Mage, mastery of Miniﬂnﬁ could be the most {mpnrtant task ever
undertaken.

Methﬂds and Means

Know ve that the power of Mana s a power of nature harnessed
b}:f the mind. W hat the mind can c:r.:njurc—:.. the power of Mag‘icl: wl.ﬂ
carry out. Yet, this power 15 not gained by mere imagining. It
raquire& a knnwle&g‘e of the true order of things- Our mind must do
more than imaginc fire to summon 1t. It must look I:neynnd and see
instead the true nature of fire. From this need was born the art of
spell:aating‘.

L‘f'!'.. Spcll 15 a visualization and recitation that focuses the mind on
a spe-:-iﬁc taﬂl( and channels Mana to carry it out. A Spcll 1s made of
symhuls which have both form and name. The beginning‘ spcllcastcr
learns to pronounce the name as the sym]:m] 18 seen 1n tl';.e m:l.m:l Each
5:;rm]:||:rl must be recited 1n the proper order to prucluc:ﬂ the intended
-EJ;{-E'EJI:. HDWE‘UEI‘ Mﬂg’lﬂl( iS not cnmmandcd 1".":1.5“}?. Ev:n witl'l Euf{i-
cient Mana and proper recitation. a Spell may fizzle if the spellcaster
lacks the e:cperience to cast1t. Lo g‘ain experience‘ the apellcaat&r
should first master the simpler sp{:”s I:ne{ure a‘ttempting those more

difficult.

PDWEI‘

Tl‘u: Power E}lelﬂl.'i arc the Etarting puint for all ﬁpcllﬁ. Where
the other symbols g’ive substance to 51}1’.‘115. these 5ym]:mls im part
strength. Starting from the weakest symbol, LO. up to the most
Pu'werful, MON. the speucaster may control the power of a spell to
su1t thﬂ s1tuation. Ear:l'l step on thc sc:alﬂ 15 ﬂqun.l. S0 ti'.te add;tiﬂnal
Mana needed fora speciﬁc 5pr:11 of the next level should always be
‘th-l;‘. SaIme.
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&
£o

L]

UMW

|

eé

PAL

Won

The 51‘1rin]&ing pattern of L{:]' elicits an Ef‘PEEt oppo-
site to MON I:}r drawing power away from the other
syllables in the sPcll. The resuiting Spcll 1s weaker, but
easter for the neuphytc Mugick—-user to control.

UM controls and directs the forces of stupidit}; and
121:11:11‘9:1;. [ts wcakcning‘ effect on other syllah]es 15 less
drastic than LO., so spells of this power require more
expﬂr:;f:ncc to cast safelj;r-

The effect of the syllable ON 1s that of equality.
The natural stn:ngth of the other syllahles in the spell
determines the power of the finished incantation.

A subtle uppnsitc to UTVI the tilted square appears
balanccd on a puj'nt., Pﬂ-isec] fur movement 1n any c“-rn:c-—
tion. UM's dull sides have become the sharp points of
the sym]::crl EE. Speed and intcllig‘ence are the furcea
that cumbim: to make 5pe”s of this syml‘ml more power=
ful l::tm:l castl}r} than nurmal-

The basis for the symiml PAL is still ]:u:ing debated
b}r scholars, but the effect of the ﬁpr."” EI}TIT‘I.EII{!I 1s much
better known. [ts ability to increase the power of a spell

15 atcﬂnd nnly to MGN

Tapping the str{:ngtl'l that builds mountains 1s the
greatest of the power symbols, MON. Only a well
practiced Magick-user can control spells of this size and

power,
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Element

After Power, the influence of Element 1s called upon to give sub-
stance to the spc”. Many useful speus require unlj,.r incr and
Element. T]‘IE M.‘lg‘ic}( torch ﬁpc”. usually an apprcnticeks 1 rst.
invokes first Power and then calls upon the Element FUL to bring
l{ght from fire. As the novice gﬂ.ins E}Lperience with this spe“, he can
attempt high:r and highcr power symbols giving greater and more
steady 1llumination.

Sﬂlidity and structure are the mamn components of the IE
sym]ml YA, used to represent the Elemental influence of
earth. A useful sy“alale, YA 15 the haais uf many protec= P’A

t1on 51:!-::115.

Water 1s the most precious of the Elemental influences.
fmn more than a thirst quen L'.I'lEl'* water can both restore S

health and give Life. The syllable V1 petitions the aid of Ul
this least abundant Element.

The Elemental influence of air is cunjurecl with the . -
Epﬂll 5}?11;‘1]}13 GH. and the prapﬁrticﬁ of gasses are often *
irnpnrtad to the result, ’UH

The syllahle FUL invokes the Elemental power of fire.
It extracts the essence of heat and flame from the air and
.'111 near]:r:.r 51U ]:bstanccs :md t:mpﬂrarily concentrates tl'u:m M
unc]-:r t]‘n‘: c-:mtrcrl -Djl: tl’ll: M&glflk LsCer, Furthcr Ej.?'].lﬂ.lj].ﬂﬁ can ,?”ﬁ
bottle this power or send 1t fl}ring“ before the inherent
instahilftj,r uf the concentra ted energy ex pluclﬂs into a dev—
astating fireball.

The sun burns the desolate plain of the s}rmbul DES. 0
L]I-I,-E t}w_ barren desert 1t represents, this syliai:rlc in‘l-'u](es (D_z:;

destitution. desolation. absence. the void. The power of the
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void 1s one of the few that can damage creatures of vapor
and denizens of the Ethereal planc.

The most dangerous of the Elemental influences is
(8 not fire, but the n:g‘ativa material Z'::'-' Hﬂwcvar., a
great deal of Mana must be cxpcnded to Lceep this essence
ZO under control. for negat:[ve material can absorb the
matter from any material -u]:ject or being in an instant.

FD rm

Adding the influence of Form to a spell channels it into a specific
direction. The invocation of the form KATH. as an EKEITIIPIE,
imparts cxplnsive force to the selected element. Form 15 not requ{rec]
for all spells. but its influence greatly increases the versatility of a
apell.

The queen of venom. the black widow SPii:lcr bran-
dishes a single spot of color on her otherwise jct-l:lacli
Z form. Hnurglass-shaped. she seems to warn that time
will soon run out for the unfortunate soul she bites. In
the sj,rmlwlug':f of Mag‘ic]{. the I‘tuurg’laﬂs represents the
S}"'llahlﬂ vEN.. WI'.I.J.EI'I ENCOMmpasses am:l conduects all

things pPO1S0ONOUS.

DEN

EW depicts the head and arm of a beast. This sylla-
’b ble is used to fashion the Elemental component into the
form of a creature. Though the conjuration of
ET0 Elementals is st1ll only a theoretical possibility. the
syllable 1s still useful to “sculpt™ a spell to affect only
the monsters targ’ctcd.

40



EqULI=

The a}rm]:rﬂl for ROS &Epicts a hand rcaching‘ for an *
object of value, and, as such, 1s the abstraction for a svlla- UJ
ble that involves all aspects of the thief and his art. 305

The E:I-:pam:ling linfs of the E}Fmbﬂl Kf&.TH charae-
terize the shockwaves Emanating from a single source, I
This follows, for the syllable KATH impartﬁ cxplnsive n—l
force to speHs which already involve Energr:tic elements KATH

51.1:*.}1 as 111;111: or air.

IR abstracts the arc of a wing. and apprnpriataly,
imparts the ability to float or fly to cast a spell. B:,r g‘iv~ g
ing motion to the completed incantation, the spell can be

sent traveling through the air. IR

The rcciprucal arms of the sym]:lﬂl BRO represent
the mutual support and hnnest}r of true fricndﬁhip. 5
However. recent usage of this construct has drawn upon
1ts power for the ereation of beneficial putiuns. ﬂﬂfﬂ

Cnnstructed Jfrum components uf ﬁrc. Hg’htning’. and
the spear, the jagged line of the symbol GOR combines to {

invoke the attributes of an enemy. Like its opposite.
BRO, recent usage has broadened the power of GOR to GOﬁ?

the ereation of clangr.:rﬂus put:[cms,
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Alig’nment

The influence of ﬂl{gnment connects nature with the world of

man: his prnfessiﬂns and his concepts of g‘uud and evil. Thus. these

inﬂuenﬂes are less predfctah]e and rc—:quirc a great deal of Mana to

control, T he noviee would be well advised to leaw: this 5n{:luence to

thc master.

X

KU
A‘

(DAM

T

HETA

K

RA

S

SAR

T'm: swnrd -::-JE t]'ne figl'lter 18 clearly 53.rm|m]izcd ]:31'
KU the -E"-Fﬂl[f.':t' of all thing‘s martial.

DAIN depiﬂts the spell lﬂaving’ the caster s raised

staff. and in turn conjures the realm of the wizard and
draws around the skills and power of hisart.

The eross is unmistakable in the Prfest]:; character

NETJ!L But unli]u: tl‘u:—: 5}?11&]}1:5 ::-'E t]'u: ﬂtl‘lcr claﬁﬁcﬁ..
NET.HL 15 influenced far l:a-s ]:.:, t}'nr: natural f:::-rces.
Instead. the power of this symlml 1s related to the
Mag‘ick-userks sta nding with his or her g-::-d.

RA 15 the most Energetic and Pawer{ul of the spell
syllables. The lig’ht and heat of the sun and stars are the
sources tapped with this syilal‘:le, Fﬂrtunately‘ 1t happens
to hﬂ a somewhat cnuperativn form of energy and 1s rela-
tivaly gasy to r:l'mnnel once t}'u‘.' Magick-user ha.s learnecl
how to draw 1t forth.

SAR is the effective ﬂppﬂaite of RA. The symbu]
depicta the head u{: a demon. T he demon stands for dark-
ness and evil and the g‘uardian of the nig’I'zt., the moon. TI‘iE
power of darkness 1s great. but unruly. so Mag’icl:-users
must E:{pen& more of their own Mana energy when
attcmpting’ to control it. Evil owes no a“eg‘iance, and 1s
therefore an inhcrentl}f clﬂngeruus element to inelude ina

5peiL
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Casting
Svllables

Naw t]'mt WOU are ’Familfar with tlm components, all that rﬁmaing
15 to put this knnwlcdg: to use. Choose the Spcll 1con for anwy
Champiun from the Action command area. The upper section con-
cerns the S}Fllﬂ.lﬂ-lﬁﬂ themﬂel‘vam and chnu&ing one autnmatically
changes your choices to the next 5p}u:ru of intluence. Notice that each
selected S}rmhﬂl 18 then &iﬁplayed mn 1:11& Gﬂﬂt bar ]a-:nea.th it. To form
the 53:'”;1]:1:: combinations into a EDm]]lEtE& 51:"3”, click on the Cast bar
cﬂntain;ng the selected S:.rm]:l:ﬂE. If you happcn to make a mistake, the

AI‘I‘GW I:EGII'I hESidE ‘t]‘l.-l;‘. Gﬂﬁt ].'.I‘:ll" w:l.].l EEE]{SPE.C-L‘. one -E}"ll-&blﬂ. And a5

alwa:.rs, t]‘le X 1con ai’mrts t’I‘lE a:tiu.ﬁ.

Cnst in Ma:na

Fnrming -Eﬂ.-f.‘]'l 5}"11&]3142 I'-Eunit'-L‘ﬁ ]:l-l:l'tl'l cunccntration and Mil.nﬂ.
Furtunatel}r, once a syllable 15 formed, the putential for casting‘ it
remains, even 1f the caster decides to abort :asting and Perfarm some
unrelated tasim like slceping or ﬁg‘]‘ltﬁlg‘. Unfﬂrtunatcly. 1f you decide
to correct a mistake, the Mana spent to form that particulnr 531].1]:-1&
iE lﬂ'ﬁt. H.Ill:{ maore Mana must II.'JE expended to ED'I'I'I:'I t]'h‘: e 33.?'].1-'6113'11‘:.

Results

T]‘IEI‘E are ']:cl-ur Pnssimc outcomes ai:ter chucﬂing to Cast any com-=
bination. The 1deal result is a suecessful spcll.. with the desired
effects tal;ing‘ plac: immediately. However. in practicc this 15 not
always the case. The reward of an incorrect combination 1s brief
::anf:usiun_ l‘EPI‘E&EntEd }J:..F a vision of questinn mar]-::h and the now
uncontrollable Mana Eimpl}r fizzles. rcturning to 1ts ﬂrigins- A cor-
rect combination invoked ia:.r the im:xpcricnced also results in the dis-
sipatiun of the Mana involved, but a Very small amount of r:xper{enc:
15 gal-.nf:{:l in the attempt. In this case a brief glancﬂ of the EI!I'IEI'C of
influence invoked 1s shown. eitther DAIN or NETA. Ths sugdgests
that a lesser Power should be used as the first syllable. in order to
learn the Drig‘ins of the spe“.
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Discoveries

Since your Champions do not come equipped with a compendium
of EIPEHEI, news cﬂmbinatinns will have to be discovered tl'ir{:-ug]‘l cnstly
:xpcrimcntatiﬂn.. or I]].J’ stut:ly ing items already ::mpﬂwrzrzd 'wif]'l
Mﬂ.g‘iclc. These iteme are the result of exhaustive research and prac-
tices whose origins are lost in the mists of the past. However. much
knuwledge can be g‘aine:cl from them, and the spells they invoke can be
c].upIicatecl with practic:. Therefore. learn as much as you can from
the 1tems you encounter and your repertoire of spells will inerease
with time.

Survival

Viﬂlﬂncc &nd Evll run rampant in 'I:I'IE wcrrlr:l,, and more t]-mn OTLe
hero of pure heart has peris]‘lecl rapidly, ig‘nﬂr:mt of the Ways of sur-
"'r"i"'r"illr HGWE"-"EI'-. cven a Sm-'-'l” amount DE knﬂwledgc D'l: "Wl'lat llrEE out-
side the doors of the Chamber of Heroes 1s often enuugh to let a
’Fledg’ling’ party last lnng cnﬂug’h to carve some g‘cmcl result in the dark
world.
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Hﬂrstﬂes

ﬁ]lies n tl'11:5 wﬂrl& are harcl to come ]:.-y. but {:ﬂﬂs E:rtainly are
not. Virtuany every creature yvou meet w1ll attaclt if prnvulcg&‘ a,nd
many need no prﬂvncatiun at all: 5imp1:.r stanﬂing in the way of a
mobile creature 1s often enough. Some will even attempt to steal held
1tems, and ut]‘mrs will c:t]l for help. If vou wiah to avoid ]:lattlm 1t 15
best to tread thtly and quic]cly. 'Dnly the s]‘u::pl;:epers will quietly
stand guar& over their wares. but their paticnce quiclt].y turns to
rage if any sort of vielence is used against them.

Munsters are not your unly advcrsar:.n as you Will 200N discover.
Dangeruus- pits and traps await to crush the unwary, doors close onto
the party producing rather unpleasant results. and even natural
lightning from the storms can turn the unluclqr mto piles nf smolder-

ing‘ ash.

The Peculiar Ways of T:.,.rme

Unless the game 18 paused‘ events take placa constantly whether
you are aware of them or not. Hunger and thirst increase, liglﬂ:
sources slowly burn themselves out. monsters roam about looking for
easy targets. It 1s therefore important to make every second count.
Even w}]ile clm'ng invdntﬂry’ maintenance, a creature can sall}r up an&
do hideous &amag: while adventurers rummage in their pac:las.

Sleeping not only blinds Champions from outside events, 1t great-
1:.? speeds the passage of time. While this time may be necessary to
recover vital stats, yvou can l'ua sure that the furc:es of chaos are a]&u
using it to further their cause. Food and water are also consumed at
accelerated rates and. where these are scarce, there 1s no guarantee
that more can be found to ward off the effects of starvation and
:leh].rclra tion.
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Death

Ifa G]‘lamp{nn should suffer an untimcly death. the party has not
failed in 1ts quest. Remember that these are Chosen heroes and hero-
ines, and death 1s merely an inconvenience as lnng‘ as the entire party
has not perished. In the rooms above the Hall of Champions vou will
find an altar of “JI the symlwl of life. This 15 where to I:ring the
bones of a fallen Champion for resurrection. Place their remains on
the altar and they become whole again, but with weakened health
and no passesaiﬂns. Hﬂwcvcr. all their f::-:pericm:c gaincd up to the
pq:r:int of death 1s retained. Tr}f to ]}ring alung‘ their equipmcnt.. and
have a couple healing potions ready to get them back into action as
quicltl}r as pﬂﬁﬁi]ﬂc. Remember tl'lat you cannot replace a clead ar;lv-:n-

turer wit]’t anﬂt}h‘:r frn::lm stasis.

Life

As with all livinﬁ creatures, being funectional requires keeping
vital signs as l‘ugh as pnﬁﬁi]}le at all times. Health is more valuable
than steel or gems because the dead have no use for such things. Sleep
will h:ip restore hife energics but wastes valuable time, so whenever
possible resort to healing potions to mend broken bones. These are
fairly simple to create. assuming there are enough empty flasks to
store them in. H:wing a hﬂaling patiun hand},r 18 very often more
effective than even the best weapons when combat occurs. becanse
staying alive to finish a fight prevents enemies from running away to
heal, or worse, coming back later with reinforcements. Remember. if
vou find }ruursel{ in a tig‘]‘lt spot with no casy way to heal. 1t 15 best
to retreat f:rum ]:}Elttlt;" and g‘ﬂ.ther yvour streng’th before trjfing' agafn.

When sleep is necessary. find a safe place where an ambush 1s
unlikely. One such place is in the Hall of Champions. but remember
that adventurers gain little experience staying at home. and often the
wall( back 1s pruhihitively lung or dangerﬂus. Talcc note of seldom
travelled areas where battle-weary Champions can get uninterrupt-
E:[l SIEEF.
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Fmd am:l water are alsﬂ MECessSaATry fﬂr 41 rvival.. ]51,11: pausing n
the middle of battle to savor a juicy steak will only cure a growling
stomach. Mundane foods offer no Magickal healing. but instead are
necessary to tht fatigue and malnutrition. It 1s best to carry a
healthy supply at all times, and keep the party as well fed as possible.

Combat

Having armed yuuraelf with a vast amounts of I-:nuwleclg'ﬂ.. you
must now take up the g'aunt]r:t and do battle with the minions of
chaos. W hether by sword or sorcery.a basic Icn-::-wl-:dg’f: of tacties
will prove to be more valuable than even the best Weapons.

Marcl'ling' Order and Movement
The first concern 1s m:l.rcl'll..ng' order. REHEI‘&]EEE of which

Champiuns are chosen. the two in front who normally f{ght enemies
are going to take a lot of abuse, and the two behind will be unable to
assist with melee Weapons, lest they aceidentally strike their com-
rades in the back. Lend the best available weapons and armor to those
who do the most Hgl—n:ing. and concentrate on ].r.r:n:ping enemies 1n
front. one at a time.

ENTRY TOWNMAP
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Unﬂ]rt1|1r|L:t1::alj.r~ most of the creatures in this world are not
mindless and prefer to be creative about ripping adventurers to
shreds. Instead of standing still and having it out, most of them
attempt to move around to the side or rear where the party 15 less
prntcctc&. This becomes a serious pru]:nlern where more than one
enemy 18 involved. T'ry to use the terrain to your advantage by
standing between or near solid walls, or. attempt countermovements
]::',r Si&estu&pping‘ or maneuvcring’ to strilce t]'lf::ir weak sides as well.

Rangecl wgapnns

Rang'ec] weapons, whether Speila Or ATrrows or dagg‘ara. are an
effective method of dispatching‘ foes while avﬂiding direct engage-
ment. wﬂﬂpﬂns such as bows rcquire two hands to operate: one 1s
requirﬂcl to ‘Eirc. and the other to reload ammunition. Fﬂrtunately*
the task of relua&ing arrows 1s made s{mple I:n,:,r the use of a quivcr. In
the Bcrcl}* section of each adventurer's In?entur:ﬁr screen there 1s a
four-slot section devoted to ]:'tulcling Spare arrows and daggcrs.. and 1f
one 1s thrown or fired from the hand nearest. another will automati-
cally ready itself in the now empty hand.

ﬁs Wit}l any cunf:lict, i:lcrnqt expect advﬁrsarieﬂ to 5t:mc1 ﬁ:"}f whﬂc
vou fill them with pninted u]:-jects, At distances of two or three
spaces. enemies usually have time to simply move out of the way of
even a well-aimed Iig‘]ﬂ:ning‘ bolt. Further distances are ﬂnly effee-
tive for stationary target practice.

Combat Mag‘ir:lt

Spelleasting during combat tends to be cumbersome and time con-
suming. so 1t 13 wise to prepare potions before battle. and keep them
handy. Time will not pause for Champions to dig through bags and
chests, while creatures are trying to make a meal out of them. Also.
choosing the syllables of a Spell without casting it before conflict
allows it to be invoked much faster later.
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Adventurer's Quick Start Guide

ﬂttentiﬂn pla},rer-s: Thlb section :nnta{ﬂs spccific l'u:ntﬁ not immg_
diatcly ohvious in the game. H VoL pref:r to clis::u"-rer t}ling‘s on your
oW L, t]'lis infurmatiun may apnil s0Mme uf t}'.e 'l:un. ﬂ.lthnugh it 18 unl};
a small g’limpac of the vast areas to e:{plﬂrc. the intent 1s to hcl‘p puz-
zled players on their way to rid&ing the world of chaos. The infor-
mation 15 more or less sequentiall s0 read anly as far as needed, then
explore this advice in the game.

Leaving the Hall

Onee a party 1s assembled in the Hall. elimb the ladder into the
dwelling above 1t by clicking on the ladder with an open hand. Here
you will see many t]‘ling’s: two doors with switches. a torch. a cold
Erc—:plac& a chest, a table with a Eﬂuplc items on 1t, and a painting on
the wall. One of the doors 1s locked. and no amount of ﬁtrcng'tl'l or
SOrCery will open 1t without a ltE}F. The second dunr, I‘IGW:FETE needs
only a press of the button to operate 1t. Within the next room are
two more torches set in the wall. a window. and an altar with a
seroll on 1t. Go near the altar and left-click on the seroll to pick 1t up.
Now rig‘ht-—click to Ering up the part:,r Leaders Inventory screen,
and move the scroll over to the E:.re 1c0m. Hulding‘ the left button
down on it reveals that this altar 1s for the resurrection of fallen
Champian& The seroll may be kept. but 1t 1s not Mag‘iekal and has
already served its purpose of prﬂviding‘ information.

Now you need to g‘a‘ther the useful items prﬂvidcd in the first
room and venture out into the world. First, go to the chest sitting‘ on
the floor and piE]L 1t up. Place it in any empty hand in the Champinna
area near the top of the sereen. then move the pointer to the Action
area. and click on the silhouette of the chest. The contents of the
chest are revealed: two hnaling‘ putiuns. Move these into any
C]‘lampiﬂn.s invr.'ntnr}r for quiclt retrieval. Select 'l:]'l.ﬁ.‘ X 1con in t]'lﬂ
chest inventory to close it, and move the chest from the C]‘lampinn‘ﬂ
area to one of the stronger adventurers to carry since it 1s rather
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heavy. but also holds a lot. Next. walk over to the table and retrieve
the bota and guld coin from 1it.

Y ou will need to move the table 1n order to get to the Sun Crest
pain‘ci.ng behind it for behind the painting you will find more 1tems.
[t is possible to destroy the table instead by hacking on 1t for quite a
while. but for now moving it 1s much simpler and faster, Face the
table. left-click once on it, then slowly move the pﬂ{nter down until
the Down Arrow 1con 1n the Acction section HEIE]'IEE. Left-click
again, and wour party moves hackward one space. clragging the table
with them. In this fashion the table 1s moveable in almost any direc-
tion wou like as lung as it isn*t hlocked. Thc Way 15 NOW clear to rr::u:}'n
the painting. M:]"-.-’{;‘. in front of 1t and pluc]( it from the wall to reveal
a hidden niche behind 1t. Drﬂp the painting or k-ze.p it 1f you like. then
retrieve the items: a ]:mg Eﬂntﬂ{ning several food 1tems, a Magick Map
that when activated shows an overhead view uF the immediate area.
a money box to urg‘anize comns and gems in. and a solid key with
which to open the locked door.

Shops Area

Before ﬂpcning the door to leave. be warned that clang'er lurks
nearby. Have the Marching Order arranged. weapons readied for
combat. and a held torch for illumination. Drnp the lu:}f into the
l{ﬂ}rhﬁle, and open the door. Down the corridor to the outside vou
will likely face a hostile Glop. These creatures are dangerous but not
E:{tremcly 50, giving’ the party a challcnge and a chance to gain com-=
bat c:-;pcricnr:e. Remember that the resurrection altar 1s near]:r};. so 1f
a Cham pinn gdets killed 5in'1p13r piclc up their bones and ]:rring them
baclc to life rather than restarting the game. Use tI‘uis a::lvantage: to
kall as miny Glops as can be found, for g&ining skill levels and to
make the area reasanabl}r safe.

Onece you have time to look around, this area has many interest—
ingﬂ tlﬁngs. Minur weapons, Eﬂ-ins ﬂncl de]:ris are Scattereﬂ a]:n:lut ]:lut
often are pic]s.f:d up ]}1-.' the Glnpm which 13 w]‘u:..r th{:}r often leave
items behind when killed. In the center of the open area are two
ngtahle landmarks: a mj,,rsterinus black and red star pattern on the
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ground. and a fountain. The former reveals 1ts purpose much later.
but the latter 15 more obvious and usable immet:la:a.tc:ly- Botas plac.m:l
n tl‘m :hurning water come out fillecl, am:l tl‘u::.r ﬂlsn contain a fuw
Lid&en cninﬁ. N:ar]:nj,r 011 tl'ue g‘rﬁun& is 11kcl}f to i:ne a very usc'ful it-:m.
a staff. Spellcasters who hold it gain five points to their maximum
Mana. since the staff 1s capable of storing small amounts. and 1t also
allows unlimited casting of weak Magickal torch spells. The second
E.pr.:u on the staff has ﬂnly one charge* an incantation to open or close a
door from a &istance. Take note of the s:i,rm]:nis the:.r use, for f:]'IEjT can
be duplicatcd,

Each E}mp has a sig’n outside 1ts entrance r:lepicting’ the wares 1t
deals in. and near the Hall is vet another locked door. As before.
ﬂp&ning it requires a ]ce*g,r ra.ther tl‘lan foree.

011 Sl‘.l.ﬂpl(ﬂﬂpﬂrs

Once inside one of the shops. you will discover several things.
Each one has a g‘uarﬂ pﬂsted to deal with would-be thieves and mur-
derers. and you can be sure ‘thE}? do their ]G]:h VETY ef'ﬁciﬂntly when
necessary. | read lightly by them. and walk up to the specialized dis-
play window between two largz tables. Here YOou may ;nspr.:r.‘t the
wares available. In the window 15 a picture of the item. which is
changed by clicking on the upper or lower half of the window.,
E}Fcling’ thrnug‘l'l the :[nventur}r- f‘!‘..].')m?c and below the windﬂw are
two bars: the top one. with an arrow pninting to the rig}m represents
the selling‘ pricr: in gems and coins. and the bottom one pninting’ left 1s
the ]:ruying priﬂe if vou wish to sell that 1tem. (Once a selection 1s
made 1n the window, siclestep to the rig’lﬂ: to make a purchase from
the s]'mp owner across the l:-:lrtering table.

The owner will approach and place the requcsted item on his side
of the table. and wait for payment. You may pay with coins, gems.
or even other 1tems assuming‘ the owner 15 interested 1n Laving it.
The sclling priﬂc in the window 1s not necessarily what he will
accept. and placing less on your side of the table allows him to consid-
er the offer. If he accepts, the table 5;||1L115~ ]Jringing »ou the Purﬂ}mﬁﬂ-
and him the payvment, If ¥ou place more than the as]-:ing pricﬂ on the
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table, then he also places “chang’c“ with the purc:l'msc before clﬂsing
the deal.

The other table 15 used for sclling items to the 511{)13. and for
MOoney CONVersion. Placing a money box on this table allows the sl'mp
owner to convert your currency to the lightest and most valuable
forms pﬂssible. E?antuauy in vour travels the money box wall weigh
heavily with coins. which have the following value: 4 coppers = 1
silver. 4 silvers = 1 gold, 4 gold = 1 emerald. and so on. Gems are
much lighter and easier to carry. not to mention that it 1s easier to
make purcl'iﬂses- with a few gems instead of clcrling' out hundreds of
coins.

It 15 very impurtant not to anger or threaten the owner or the
E'L'I.ﬂ.l'd., because c:luing 50 15 “1(-&11." to cause the deaths of all party mem-
bers. When placing any item or object on the table. remember that
dropping it on the upper half of the View Sereen 1s the command to
THRGW tl"u: item rathcr t]‘lan -r.:lrup 1t. Man}r fuﬂlish advﬁntur:rs
have d.1r:d frum this small mistake* as the E]‘mp owner 1s VEry quick to
protect his }Jelunging’s. r:garc].]ess of what 1s thrown at him. Hurled
g‘i{ts are not graciausiy a:cepted. Be also advised that there 1s no
known way to steal anything‘ from behind the ]:mrtering tables.

Leaving the Shops Area

As soon as possible. you need to venture toward the dark keep on
the horizon. In the shop that sells food items, furthest from the Hall
in this area, there are several tables as well as a small fountain set 1n
the wall. Clicking on the fountain allows the entire party to drink
their fi1ll without Botas. and on one of the tables n::&rl:}}r 1s the lce.:.r
necessary to leave. Take 1t to the lock near the door. clrup 1t 1n. and
press the switch. More creatures await outside, so ready your
weapons and go with courage into this hostile world. Y ou have now
cnmpletad the first step in a lung’ and dangerﬂus quest...

Good luck!
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Customer Support

If you have any questions about this, or any other Interplay product, you can reach our
Customer Service/Technical Support Group at:

Interplay 17922 Fitch Avenue Irvine, CA 92714 Attn: Customer Service. Customer
Service is available 24 hours a day through our Automated Customer Service system,
with a Custormer Service representative available during normal business hours at (714)
553-6678,

Please have your system information available, or better yet, try to be at your comput-
er. The more detailed information you can provide our support personnel, the better
service we can provide you.

If you have a modem, you can reach us at the following:

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for cus-
tomer questions, support and fixes. The number is 714-252-2822. Modem settings
are 300-28.8k Baud, V.32bis, V.42bis, 8-N-1. This is a free service.

America Online: You can E-mail Interplay Customer Support at IFTECH. To reach
our Customer Support board in the Industry Connection, press CTRL-K for “Go To
Keyword.” Then type INTERPLAY in the Keyword window. In addition to reading and
leaving messages, you can download fixes and demos from the “Software Libraries.”

CompuServe: We are available for IBM and compatible an-line support. We are locat-
ed in the Game Publishers B Forum, type GO GAMBPUE at any “1" prompt. Then
select "Section 4" for Interplay Productions. You can leave technical support questions
there. You can also download fixes and demos from Library 4 in GAMBPUB. The best
place for game play hints about our games is in the GAMERS forum. If you are not
already a CompuServe member, you can call CompuServe toll-free at 1-B00-524-3388
and ask Representative #354 for a free introductory membership and a $15 usage
credit. For game play hints look in the Gamer’s Forum (GO GAMERS). Besides technical
support for Interplay products, CompuServe offers many other services, including com-
munications, reference libraries, hardware and software support, travel, games and
much more,

GEnle: We are located in the Games RoundTable by Scorpia, type M805;1 at any *?"
prompt. Then select "Category 13" for Interplay Productions. Fixes and demos are
available in the libraries.

PRODIGY® Interactive Personal Service: You may send mail directly to us. Qur ID
is “PLAYS9B".

Internet: You can reach Interplay with “support@interplay.com®”. Many Interplay
demos and patches are available at Internet FTP sites. To visit our World Wide Web
site, point your browser to: “http://www.interplaycom/”



Limited Warranty

INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the original consumer purchaser of this computer software product
that the recording medium on which the software programs are recorded will be free from
defects in material and workmanship far 90 days from the date of purchase. If the recording
medium is found defective within 90 days of eriginal purchase, Interplay agrees to replace,
free of charge, any product discovered to be defective within such period upon receipt at its
Factory Service Center of the product, postage paid, with proof of date of purchase, This
warranty is limited to the recording medium containing the software program originally pro-
vided by Interplay and is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect.
Any implied warranties applicable to this product, including warranties of merchantability
and fitness for a particular purpose are disclaimed. Interplay disclaims all responsibility for
incidental or consequential damacges.

Some states do not allow limitations as to how long an implied warranty lasts andjer exclusions or limita-
tions of incidental or consequential damages so the above limitations and/or exclusions of liability may
not apply to you. This warranty gives you specific rights, and you may also have other rights which vary
from state to state,

Lifetime Warranty

If the recording medium should fail after the original 90-day warranty period has expired,
you may return the software program to Interplay at the address noted below with a check
or money order for $5.00 (U.5. currency), which includes postage and handling, and
Interplay will mail a replacement to you. To receive a replacement, you should enclose the
defective medium (including the original product label) in protective packaging accompa-
nied by: (1) a 35,00 check, (2} a brief statement describing the defect, and {3} your return
address. If you have a problem with your software, you may wish to call us first at (714)
553-6678, If your media is defective and a replacement is necessary, U.P.5. or registered
miil is recommended for returns. Please send the defective disk(s) only (not the box) with a
description of the problem and $5.00 to:

WARRANTY REPLACEMENTS
Interplay 17922 Fitch Ave., Irvine, CA 922714

System Upgrades

Interplay has a system upgrade policy. At any time after purchasing any Interplay product,
you may send us your original disks and a check for $15.00 (U.5. funds) and we will replace
your disks with the version for another computer system that you specify. (This price is sub-
ject to change.)

Copying Prohibited

This software product and the manual are copyrighted and all rights are reserved by
Interplay and are protected by the copyright laws that pertain to computer software, These
disks are not copy-protected. This does not mean you may make unlimited copies. You can
back up the disk for your own personal use, but it's illegal to sell, give or otherwise distrib-
ute a copy to another person.

NOTICE: Interplay reserves the right to make modifications or improvements to the
product described in this manual at any time and without notice.



W= =W.A S WORLD WIDE WEEB SITE

“Welcome to the Interplay Web! As a company dedicated to providing innovative, high-qual-
ity interactive entertainment software, we are always striving to stay as close as possible o
the leading edge of technology. This Web site is the latest example of our ongoing effort
provide a wealth of information and opportunities to you.

As a company of fanatic gamers, we love the idea ol gamers all over the world tpping into
cyberspace to see, touch and feel our latest games. No hype, no marketing campaign; just
oreat games. To make it work, our goal is o keep this site fresh and new, to make it a place
to where you can tell US what you like about our games... and what you don’t hke about
them. 5o use the feedback options on these pages and sound off,

Enjov vour visit in our Web site, explore all the different areas we have to offer, and come
back soon, Check us out in the weeks and months ahead; we will be mroducing new and
exciting areas for you 1o
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HOW TO Welcome to Interplay Productions!

GET THERE

Interplay's World
wide Web site is
an Internet
service designed
to give you the lat-
est information
about Interplay
and our products.

The site features
our demos,
upgrades, product
information and

By GaEtrr. For Gemieet S
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ordering |

information. ' S SR A
From your e T '
Internet account, This pag, o somes, an Copyegh () 1995 o Lswglay Pesuriaa o, v, Cabdomc, USA.
point your favorite [ : Al

browser to: http://www.interplay.com






MN-ICD-046-0



