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— = THe ADVENTURE CONTINUES =

. — —
<ThHe KINGOOM IN PERIL-

RiNG'S BounTy: WARRIOR§ OF ThHE NORTD 1§ A CONTINUATION

OF THE POPULAR ADVENTURE SERIES.

The ACTION OF ThHE GAME TAKES PLACE IN THE FAMILAR WORLO
ENOORIA. The pLAYER WILL VISIT OARION, THE UNDERGROUND LANDS
OF THE DWARYVES, AND €VEN TNHE LANDS OF THE VIKINGS, WDHERE EVEN
THE LEGENDARY Bill GILBERT NEVER VENTURED.

The )vucth OLAJ, SON OF The Ring OF NOROLIG, DAj ©evoTED
DIMSELF TO OESTROYING THE UNDEAD ARMIES WDHICH hAVE FLOODED
THE NORTNHERN LANDS. 1T 1§ DIS QUEST TO FREE DIS FROZEN COUNTRY
OF NECROMANCERS, ANO D€ WLl TAKE DI§ BATTLE THROUGH THE OWARVEN
CAVES AND EVEN INTO THE VERY DEART OF ENOORIA - THE KINGOOM
of OARION. ON DI§ ROAD TO GLORY, OLAF Wil MEET TREACHEROUS
ENEMIES AND NEW FRIENDS, ANO TAKRE PART IN [IERCE BATTILES
ANO EXCITING ADVENTURES.

R SYSTEM REQUIREMENTS®*
MINIMUM SYSTEM REQUIREMENTS
OPERATING SySTEM:  MS Winoows XP / Vista / WIN 7

PROCESSOR: 2,6Gh=z

MEMORY: 1cB

VIOEO CARD: NVIOIA C;efo&cc G600 with 128 MB or
eQuIVALeNT AT1

SOUND CARD: DH{eC‘CX~COMPA‘C1BL€ SOUNDCARD

Haro o1sc: 5,5 GB Free HARD DISK SpACE

COROM: PC OVO-ROM

RECOMMENDED SYSTEM REQUIREMENTS
OPERATING SYSTEM:  MS WiNOOwWS XP / VisTA / WIN 7

PROCESSOR: 3¢hz

MEMORY : 2 gk

VIOEO CARD: NVIOIA Ge[Foree 7950GT wiTh 512 MB orR
€QUIVALENT ATI

SOUND CARD: OIRECT X ~COMPATIBLE SOUNDCARD

Maro orsc: 5.5 GB free HARD DISK SpPACE

CO ROM: PC OVO-ROM
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< CHOOSING YOUR CHARACTER ©»
YOUR FIRST CHOICE 1§ THE PROFESSION OF THE hERO ~ WDHAT KINO
OF Hero Will OLAF Be?
PleAse NOTE THAT 1T 1§ A UTTIE EASIER TO PLAY A5 A VIKING.
The SKALD CLASS 1§ MORE DIFFICULT, AND THE SOOTHSAYER 1§ PERDAPS
MOST OIFfIcUlT. PLAYERS WHO DAVE NEVER BEFORE PLAYED A Ring's
BOUNCY GAME Shoulo p&oBABLY CHOOSE VIKING.

VIKINGS TRUST NOT IN THE NUMBER OF TROOPS,
BUT IN THEIR STRENGTDH, AND MOST OF All IN ThHEIR
RAGE ABILITIES AND The A OF The VALkYmcs.
The VIKING 1§ A MASTER OF COMBAT, ANO hi§ ATTACK
ANO OEFENSE INCREASE MORE QUICKLY THAN The SKALO
AND SOOTNHSAYER. ThHE RAGE AND SKILL OF THE VIKING ENABLE DM ANO
DI TROOPS TO DEAL GREAT DAMAGE TO THE ENEMY AT ThHE MINIMUM
LOSS OF DIS OWN FORCES, DESPITE THE FACT THAT DIS TROOPS ARE NOT
AS NUMEROUS A THOSE OF ThHE SKALD. TNHIS CLASS BOASTS TWO UNIQUE
SKILS: STEADFAST NORSE AND ABSolutTe RAGE.

The SKALD 1§ FIRST AND FOREMOST AN EXPERIENCED

Mmtmq’ LEADER, AND 1§ VERY  €ffecTive 1IN

| COMMANDING WVAST ARMIES. WHERE THE VIKING €XCElg

' IN MIGDT AND RAGE, THE SKALD RELIES ON NUMBERS AND

THe GREAT FIGHTING SPIRIT  OF DI  TROOPS.

The SKALD DA THE UNIQUE ABILITY TO INSPIRE DIS TROOPS BEFORE

BATTLE BY RECITING EODA, LEGENDARY SONGS OF THE VIKING SAGAS.

AFTER The BATTILE, DIS FALLEN SOLOIERS MAY BE RETURNED TO Life BY

ThHE BLESSING OF THE NORTDERN GOOS, BY VIRTUE Of DI UNIQUE ABILITY,

WARRIORS OF VALDALLA. The SKALD GAINS LEADERSDIP FASTER THAN

THE OThER CLASSES, AND IN BATTILE, hHe uSeE§ MAGIC TO BENEFIT DI

TROOPS AND HEAL AND RESURRECT TALLEN WARRIORS. The SKALD CAN
LEARN MIND SKILIS W1THOUT GREAT OIFFICULTY.

SOOTNSAYERS PREFER THE WISOOM ANO KNOWLEOGE
TO BRUTE FORCE, AND ARE TRUE EXPERTS INRUNIC MAGIC.
SOOTNHSAYERS CANNOT COMMAND VAST ARMIES, BUT
MARE Up FFOR THIS LACK WITH ENDANCED SKILIS 1IN MAGIC.
ONLY SOOTNSAYERS CAN MASTER The SKills Digher
MAGIC ANO Alcbe)vq’, The VARIETY OF SPeLLS ANO SKIL§ AT TheR
OISPOSAL ALLOWS THE SOOTHSAYER TO CHOOSE THE MOST APPROPRIATE
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TACTICS FOR €AChH BATTILE, WDETNHER TNHIS INVOLVES SENDING AN ARMY
OF SUMMONED CREATURES INTO BATTLE, STRENGTNENING DIS OWN FORCES
AND TO WEAKENING TDHE ENEMY, OR ODESTROYING THE ENEMY WIThH
POWERFUL OFFENSIVE MAGIC.

AFTER SELECTING A CHARACTER CLASS, YOU CAN SPECIFY A NICKNAME FOR
ThHE HERO, AND CHOOSE DIS COAT OF ARMS FROM THE AVAILABLE LIST, AS
WELL AS SET ThE qA)\Ae‘S Level oF DIFfFiculTy.

— e S

== NEW FEATURES
— ,574 3 72; —
RTHE GAME'S NEW [FEATURESS®

= A Whole NeW RACE ~ THE VIKINGS OF THE NORThH ~ plug NEW
NEUTRAL CREATURES.

+ A New DERO ~ THE VIKING OLAF.

- VAU(YIUG.SI ﬁve BeAuTIFul FEMALE WARRIORS WDO SERVE A§
COMPANIONS AND CAN B€E CALLED INTO BATTLE BY RAGE.

+ AREVISED SKILL TREE, WITH NEW UNIQUE TALENTS.

+ New AWARDS GIVE BONUSES FOR OUTSTANDING ACHIEVEMENTS.

+ ADVANCED COMBAT SPELIS AND AN ENTIRELY NEW MAGIC SCHOOL ~ RuNe
MACIC.

* MODIFIED COMBAT SYSTEM BASED ON THE USE OF RUNES.

+ The SKALO CLASS CAN INSPIRE DIS TROOPS WITH LEGENDARY SONGS
KNOWN AS €O0A.

+ CRAFT NEW oBjecTs

- f‘uLL use of S”C€AM SERVICES,  INCLUDING S‘CGAM Cloud ANO
Le ADERBOARDS.

+ New MeDAIY

+ AN ALL ~ NEW ACHIEVEMENT SYSTEM

N

= 7 CHARACTER DEVELOPMENT =
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2 ATTRIBUTES >

CDARACTER DEVELOPMENT RELIES UPON SEVERAL ATTRBUTES. PRESS 1>

TO OpPEN THe NERO WINDOW AND CONSIOER THE ATTRIBUTES LOCATED

ON The lefT S1oe.
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EXPERIENCE 1§ WON IN BATTLE, AND GRANTED FOR PERFORMING TASKS.
AFTER ACCUMULATING TDHE REQUIRED AMOUNT OF EXPERIENCE, THE HERO
GAINS A level.

LEADGKSI?lp OETERMINES DOW MUCh AND WhHAT KIND Of CREATURES
THE NDERO CAN COMMAND. €AChH CREATURE DAS 1T OWN LEADERSDIP
REQUIREMENTS,.

LeADeKsmp CAN BE INCREASED BY OBTAINING LEVEIS, FINDING SPECIAL
FLAGS ON THE MAP, OR EQUIPPING CERTAIN 1TEMS.

The heKo‘s ATTACK INCREASES THE DAMAGE O€EAlT BY CREATURES IN
THhe herO’S ARMY. 1F The NERO’S ATTACK 1§ GREATER THAN
The TARGET'S DEFENSE, THEN DAMAGE 1§ INCREASEO.

The hero'S OCJENSE REDUCES THE DAMAGE INCURREO BY DI TROOPS.
1IFr The DGKO‘S DeFeNge 1§ GREATER THAN ThHE ATTACK OF The ENEMY,
THEN THE DAMAGE SUFFERED 1S REDUCED.

INTELLECT AFFECTS MAGIC DAMAGE DEALT, THE DURATION OF SPELLS, ANO
SPELL POWER (WDHICH 1§ ESPECIALLY IMPORTANT FOR THE SOOTDHSAYER).
MANA EXPENDED IN THE CASTING OF SPELL,. 1T 1§ NATURALLY RECOVERED
IN THE TIME BETWEEN BATTLES, ANDO UNDER CERTAIN CONDITIONS 1T CAN
E€VEN BE RECOVERED DURING BATTILE.

RAGE MOUNTS ODURING COMBAT, AND CAN BE EXPENDED IN The use



OF THE COMBAT SKill§ OF OLAF ANO DI§ VALKYRES. IN ADODITION,
THE DIGHER THE LeVEL OF RAGE, THE MORE PROBABLE YOUR TROOPS WLl
SCORE CRITICAL HiTs.

AlLL THESE PARAMETERS, EXCEPT EXPERIENCE, ARE INCREASED WHEN OLAF
GAINS A LEVEL, AND CAN AISO INCREASE WHEN VISITING SPECIAL PLACES ON
THE ADVENTURE MAP, OR WEARING CERTAIN 1TEMS.

R AWARDS >
TFOR SUCCESSFULLY COMPLETING CERTAIN ACTIONS, YOU WILL EARN AWARDS
WDhICh GIVE BONUSES TO THE HERO. SOME OF TNHESE AWARDS ARE SPECIFIC
TO A CERTAIN CLASS.
GRANO S‘CKA‘CGCAAN. A REWARD FOR CONDUCTING COMBAT WiThoutT
LOSSES. WARRIORS SHOW MORE RESPECT FOR SUCH ABLE COMMANOERS,
WDICH INCREASES THE LGADGKSDTP OF ThE hero.
Deaohunter. A REWARD FOR OEFEATING OTNHER HEROES. TNIS INCREASES
THe RAGE AT THE BEGINNING OF BATTLE AGAINST ENEMY DEROES.
ORAGON SLAYGK. TDIS AWARD 1§ GIVEN FOR OEFEATING ORAGONS. 1T
INCREASES ThHE De&o's ATTACK IN FUTURE BATTLES AGAINST ORAGONS.
TREASURE T}UNter\. THIS AWARD 1§ GIVEN FOR OISCOVERING NUMEROUS
TREASURE CHESTS,. 1T INCREASES TNHE EXPERIENCE RECEIVED IN BATTILE.
VAMPIRE Dunter. AN AWARD FOR TDHE WVIKINGS. ThHE OESTRUCTION
OF VAMPIRES GIVES AN ATTACK BONUS.
Bactle Alchemy. THIS AWARD 1§ GRANTED TO THOSE WhO OFTEN SeT
TDHEIR ENEMIES ABLAZE, POISON, AND FREEZE THEM. 1T CARRIES INCREASEO
DAMAGE FROM BURNING, POISONING ANO FREEZING.
TRAPPER. THIS AWARD 1§ GRANTED FOR KILLING ENEMY UNITS WIThH
TRAPS. he who POSSESSES THIS AWARD PLACES A FEW TRAPS AT
RANOOM ON TDHE BATTLEFIELO, AND TRAP DAMAGE 1S INCREASED.
GUARDIAN. UPON USING OEFENSIVE SPELIS IN THE FIRST ROUND OFF COMBAT,
THE HERO RECEIVES THIS AWARD WHICH INCREASES THE RESISTANCE OF D1g
TROOPS TO ANY TYPE O DAMAGE.
BUND RAGE. Fo& FREQUENT USE OF RAGE SKILl§, THE NHERO AWARDED
THI§ DONOR, WhHICH INCREASES THE CHANCE OF CRITICAL STRIKE OF AlL
THE TROOPS IN DI ARMY.
1RON RNIGHT. AN AWARD TFOR_ VIKINGS. fo& REGULAR USE OF Such 5peLL5
AS ‘BersERKER’, ‘GhosT Blade’, ‘BAttle CRY' ANO ‘ORAGON ARROWS,
THE DHERO RECEIVES THIS AWARD, WHICH RAISES DI§ MAXIMUM RAGe.'
AT CAT. THIS AWARD 1§ GRANTED TO A THRIFTY DHERO. I THE hHEro
SAVES ENOUGH MONEY, DE RECEIVES A BONUS TO THE AMOUNT OF GOLO
RECEIVED IN COMBAT.

GIFTED WARRIOR. TDI§ REWARD 1§ GRANTED FOR THE OESTRUCTION
OF €ENEMY UNITS USING RAGe SKills. 1T Ghves A BONUS TO
THE ADVANCEMENT OF RAGE SKIiLlS.

CRYSTAL COLLECTOR. FOR OEDICATED COLLECTION OF MAGIC CRYSTAL,
ThHE NHERO RECEIVES A BONUS TO INTellecT.

FAvomte OF The VALkYmes. The AWARD 1§ GI'VEN FOR THE FREQUENT
uSE Of ThHe UNIQUE ABILITIES OF THE VALRYRIES. 1T ENABLeS Them
TO RECDARGE TNHEIR POWERS MORE QUICKLY.

VALDALLA'S MESSENGER. AN AWARD FOR TDE VIKINGS. TOR DESTROYING
hosTile ARMIES, ThHE VIKING hHERO INCREASES THE DAMAGE OD€EAlT
BY JARIS, BERSERKERS, SLINGERS AND VALKYRIES.

PurifierR. AN AWARD FOR SKALOS. FOK THE DESTRUCTION OF UNDEAD
AR MIES, THE HERO RECEIVES THIS AWARD, AND A BONUS TO OEFENSE FOR
DESTRUCTION OF UNDEAD AR MIES.

GUARDIAN OF MIDGARD. AN AWARD FOR SKALDS. ThHE MORE OFTEN
THE SKALD SINGS DIS €PIC SONGS, THE LONGER THEIR POWERS LAST.
ILUTERACY EXTER MINATOR. AN AWARD FOR SOOTNSAYERS. IN DESTROYING
ARMIES OF BLOODTDIRSTY ORCS, THE HERO MAKES THE WORLD A MORE
CIVILZED PLACE. THIS AWARD INCREASES ThHE INTELLECT OF THE hHERQ.
AcolyTe OoF ODIN. AN AWARD FOR SOOTNHSAYERS. THE MORE TROOPS ARE
OESTROYED BY SPELS, THE MORE QUICKLY MANA 1§ RESTORED BETWEEN
BATTLES.

RUNE MASTER. AN AWARD [FOR SOOTNHSAYERS. THE MORE OFTEN
The hero's TROOPS USE RUNES (ASSIGNED BY THE HERO, NOT VALkYmeSI),
THE MORE BONUS RUNES tbeY RECEIVE.

DOLY WARRIOR. AN AWARD FOR SKALDS. SKALOS WhO OFTEN use
The sSpelly “NeGATION', ‘TimelessNess', ‘GIFT’, AND  ‘JusTice’ 1IN
ThHE FIRST ROUNDS OF COMBAT RECEIVE A BONUS TO INITIATIVE, ATTACK,
ANO Deyzewse Of TDHEIR VIKINGS, JARIS, ANO BeKseRkexs,

R EQUIPMENT >
IN THE CENTER OF THE NERO SCREEN, BELOW THE MAIN PORTRAIT, 1§
The HErRQ'S “BACKPACK”, AND SURROUNDING THE MAIN PORTRAIT ARE
SLOTS INTO WDHICH EQUIPMENT CAN BE PLACED. THE herRo WLl COME
ACROSS MANY USEFUL ITEMS IN DI ADVENTURES, PURCDASED FROM Shops
OR_ RECEIVED AS REWARDS [FOR The PERFORMANCE Of QUESTS. €AChH
OBJECT MAS 1TS OWN CHARACTERISTICS, AND WHEN EQUIPPED MAY CHANGE
THE ATTRBUTES OF THE NHERO OR DI TROOPS. Such EQUIPMENT 1§
OIVIOED INTO SEVERAL TYPES, AND €EACH TYPE OF EQUIPMENT CAN ONLY
BE WORN IN CERTAIN SLOTS. THE TYPES INCLUOE DHELMETS, WEAPONS,
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Shielos, Gloves, ARMOR, BELTS, FOOTWEAR, JEWES ANO ARTIFACTS.
EQUIPMENT WhHIChH YOUR CHARACTER NO LONGER REQUIRES CAN BE SOLO
IN CASTLES OR DESTROYED IN RETURN FFOR CRYSTAILS ANO MAGIC RUNES,
PROVIOED YOUR CHARACTER DAS LEARNED ThHE “NeATness” SKilL.

SOME 1TEMS CAN BE USED TO ACTIVATE SOME OF THEIR ADOITIONAL
PROPERTIES OR REMOVE SOMETDHING FROM ThE oBlecT. Such 1Tems have
AN ADDITIONAL OPTION, “USE”, IN THE 1TEM 'S DROP~DOWN MENU.

IN ADDITION, CERTAIN OBJECTS, NOTE IN THEIR DESCRIPTION THAT ThEY
CAN BE UPGRADED. TO UPGRADE AN OBJECT, SElecT “UPGRADE™ FFROM
The 1Ttem ’5 OROP~DOWN MENU. AFTER YOU COMMIT TO FIGHTING
The KeEPER§ OF ThHE OBlECT, YOu Will BE TRANSPORTED TO A SPECIAL
ARENA TO BATTLE AGAINST TDE OBJECT'S KEEPERS. AFTER WINNING
TH1S BATTLE, THE 1TEM WILL Be UPGRADED. You CAN READ MORE ABoutT
IMPROVING 1TEMS IN THE “LIVING OBJIECTS” SECTION, BELOW .

SOME 1ITEMS ARE MORE VALUABLE 117 YOU DISASSEMBLE THEM AND EXTRACT
ThHE CRYSTAIS ANO MAGIC RUNGS TheY holo. Berore SELUNG AN 1TEM,
CONSIOER WHETHER 1T WOULD BE MORE PROFITABLE TO DESTROY 1T ANO
GATDER ITS CRYSTAIS OR RUNES.

AISO, SOME TTEMS ARE A PART OF A SET. IfF You collecT ALl THE oBlecTs
IN A SeT, you WILL RECEIVE AN ADOITIONAL BONUS ~ SOMETNHING €VEN
GREATER THAN THE COMBINATION Of ITEMS CONSIOERED INODEPENDENTILY.
f&om The 1TeEM '5 INFORMATION WINDOW, YOU CAN SE€ WNHETNER 1T 1§
PART OF A SET, AND IfF YOU DAVE ANY OTDER ITEMS IN ITS SET.

1 YOu POSsESs THE “ARTIFACTOR ™ SKILL, AND A SPECIALRECIPE, YOU CAN
CREATE NEW ITEMS.

FINALLY ~ AND PERDAPS MOST IMPORTANTLY. SOME TYPES OfF ITEMS
YOU CAN DONATE TO YOUR VALRYRIE WARRIORS, TO IMPROVE ThHEIR
CAPABILITIES. €ACH VALKYRIE PREFERS A DIFFERENT TYPE OF OBjeCTS:
CDRISTA PREFERS REGALIA; GUORIDA LOVES BOOTS, BEITS, AND GLOVES;
DIloA eNjoYS WEAPONS; REGINA COllecTS SHIELOS AND ARMOR; ANO
MISTA  IMPROVES WHEN SHE 1§ GIVEN ARTIFACTS. TO RAIKE A VALRYRIE
TO TNHE SECOND LeVEL REQUIRES ONE 1TEM. TO REACH ThHE THIRD level
REQUIRE§ TWO MORE. FFOR ThHE FOURTh LEVEL, THEY NEEO FOUR
OF TDHEIR FAVORITE OBJECTS.

< RIS -
The herp's SKIL§ ARE SHOWN ON ThHE RIGHT SI0€ OF THE CHARACTER
WINDOW. WhHENEVER THE HERO GAINS A LeVEL, De RECENVES TALENT
RUNE WDICH CAN BE SPENT ON TDHE STUOY AND IMPROVEMENT
OF SKILIS. IN ADODITION, RUNES CAN BE FOUND OR RECEIVED A A REWARD
FOR COMPLETING QUESTS,.

The hero's POTENTIAL SKILS ARE DIVIOED INTO THREE GROUPS: MIGhT,
MIND AND MAGIC. THERE ARE 15 SKILS 1IN €AChH GROUp. €ACh SKill GROUpP
DAS A CORRESPONDING TALENT RUNE, WDICH 1§ MORE OOMINANT 1IN
TDHAT GrROUP. fo& EXAMPLE, RUNES OfFF MIGNT ARE PRIMARILY USEO FOR
THE DEVELOPMENT OF MIGHT SKIllS. ‘THE DIFFERENT CHARACTER CLASSES
MORE QUICKLY ANO €ASILY OeVELOP SKill§ SUITED TO D1S CLASS.

MIGHT SKIL§

a ,(”; Derosm. The hero’s ATTACK 1§
N ’jr' INCREASEO, A5 DI§ TROOPS BOLOLY ANO
Resistance ~ Rag COURAGEOUSLY RUSH INTO BATTLE.
RESISTANCE.  The hero’S  Oerense
INCREASES, MAKING DIS TROOPS MORE
RESISCANT TO ENEMY ATTACKS.

Onslaught. Ste: Ml RAGE CONTROL. INCREASES ThHE AMO~
: UNT OF RAGE TDOAT ThHe hHerO CAN
oz N ; A ACCUMULATE, INCREASES ThHE ATTACK

POWER OF ALL VIKINGS, AND INCREASES
THE AMOUNT Of ADRENALINE WDHICH CAN
Be ACCUMULATED BY ORCS.

ONSLAUGHT. ON ThHEIR FIRST MOVE,
ALLIED  TROOPS RECEIVE A BONUS TO
ThHER_INITIATIVE, The DGKO'S MAXIMUM
RAGE INCREASES, AND ORCSRECEIVE EXTRA
ADRENALINE .

SceADAST  NORge.  SpeciAl - skill
OF THE VIRING CLASS. INTENSE NORTDERN
TRAINING REOUCES THE DAMAGE OONE
BY SPeLIS, AND REDUCES THE DURATION OF ADVERSE EFFECTS.

RAGE READY. REOUCES THE REST INTERVAL BETWEEN <The use
OF RAGE SKILY, AND CAN CHARGE AN ORC TROOP WITH ADRENALINE AT
ThHE BEGINNING OF BATTILE.

TFRENZY. ANY ALLICO TROOP WHICH DESTROYS AN ENEMY UNIT BECOMES
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INSPIRED AND RECEIVES AN ATTACK BONUS.

Quick ORAW . INCREASES THE ATTACK AND INITIATIVE OF RANGEO AlLiEsS.
ANGER. The RAGE OF THE NERO INCREASES WHEN DI TROOPS EXCHANGE
BlLOWS.

Bergerker. Before BATTLE, THE HERO INSPIRES HIS TROOPS INTO A FIT
OfF RAGE, Which eNABLES THEM TO mfhct OOUBLE DAMAGE TO THEIR. TFOES.
Shiclo ofF RAGE. BY Shecer FORce OF RAGE, THE NHERO'S SOLOIERS CAN
SDARE OFF NEGATIVE EFFECTS AT THE BEGINNING OF €AChH ROUND.

1oy RAGE. ENABLESRAGE SKILS TO INFLICT CRITICAL DAMAGE, AND FREEZE
THEIR TARGETS.

ABSolute RAGE. SpeciAl SKIL OF THE VIKING CLASS. INCREASES
THe ODAMAGE INFLCTED BY CRITICAL DITS, AND ThHE PROBABILITY
OF DEALING A CRITICAL DIT DURING COUNTER ~ ATTACKS. AFTER RECEIVING
DAMAGE, TROOPS INCREASE THEIR ATTACK POWER.

Blooolust. AFTER SCORING A Kill, Allico Troops have A 50%
PROBABILITY Of RECEIVING AN EXTRA TURN.

RUNIC POWER. INCREASES THE DAMAGE DONE BY RAGE SKILIS, AND PROVIOES
AN OPPORTUNITY TO uSe RAGE SKILg TWICE PER ROUND.

MINO SKILI§

SCOUTING. ALLOWS YOu TO Se€ WhAT
KINDS OF TROOPS COMPOSE AN ENEMY
ARMY, WHEN YOU ENCOUNTER AN ENEMY
ON ThHE ADVENTURE MAD. AISO INCREASES
INTellecT,

pO\VGK OF SpIRIT. A  Dhigh level
OF SPIRIT RAISES THE ATTACK ANO
Ogcfrense oF The hero's TROOPS.

JARL. INCREASES THE MORALE ANO
The hero'S LEADERSDIP OVER TROOPS
WDHORELISDH A LIF€ OF FRECOOM: SllNQGKS»
VIKINGS, SKALDS, AND PIRATES.
O1VERSIONS. SABOTAGE OPERATIONS CAN
INCAPACITATE ENEMY TROOPS FOR ThHE

Leaming

Favorite of
ds

th ds X FIRST ROUND Of BATTILE.

€ODA. SpeciAl SKill oF The SKALO
CLASS. wWatch Ther. KNOWleoge
OF ANCIENT SONGS KNOWN A5 €OD0A,
SKALDS CAN INSPIRE TDHEIR TROOPS TO
DERQOIC FEATS BEFORE BATTILE.
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OlpLOMACY. IF THE NHERO AND DIS OPPONENT DAVE THE SAME KINOS
OF TROOPS, THE NERO CAN ENTICE SOME OF THE TROOPS OF THE ENEMY
ONTO DIS SIO€, OR TO PERSUADE THEM TO DESERT THE ARMY OF The
ENEMY. T)AS NO EFFECT ON THE UNDEAD.

LeArRNING. A PASSION FOR KNOWLEDGE ALLOWS THE DERO TO LEARN
TASTER AND RECEIVE MORE EXPERIENCE 1N BATTLE. INTeEllecT 1§ AlSO
INCREASED.

SENSE WEARNESS. Rnowleoge OF VULNERABILITIES MAKES 1T EASIER TO
PERFORM CRITICAL DITS ~ AND LeSS LIKELY TO INCUR THEM.

GLORY. €VERYONE WANTS TO FIGHT UNDER THE BANNER OF A FAMOUS
DeErRO. THIS INCREASES ThE heao’s LEADEKsblp

‘CACTICS. Rnowleoge Of TACTICS AlLLOWS THE HERO TO ARRANGE
TROOPS ON THE BATTLEGROUND BEFORE COMBAT.

fAvoth OF The GOOS. TNHE GODS PROTECT THE TROOPS
OF TNHE NORTNERN DERO, AND METE THEIR DESTRUCTION UPON THOSE
WhHO Would ChALLENGE Dim.

PERSUASION. REOUCES THE MORALE PENALTY OF INTOLERANT TROOPS.
ReServeE. The AB]LR:Y TO PLAN IN ADVANCE ALLOWS THE DERO TO BRING
RESERVE TROOPS INTO BATTILE.

WARRIORS OF VALDALLA. SpeciAL SKRilL OF THE SKALO CLASS. APTER
BATTILE, FALLEN TROOPS ARE REVIVED BY THE GOOS.

ORATORY . Fmtr) IN TDHEIR COMMANDER RAISES THE MORALe
OF ThE HErQ'S SOLOIERS.

MAGIC SKILIS

WISOOM. INCREASES THE DERO'S MAXIMUM MANA, AS WELL AS THE NUMBER.
OF SCRrOLI THAT hig Spell Book cAN holo.

LiNGuISTICS. LEARNING TDE LANGUAGES OfF DIFFERENT PEOPLES AND RACES
ALLOWS ThHE herp TO DeveLop biS INTellecT.

MEDITATION. INCREASES THE NERO’S MAXIMUM MANA, AND ENABLES Him
TO RECOVER MANA MORE QUICKLY.

OROER. MAGIC. ALLOWS THE HERO TO LEARN ORDER MAGIC SPELS FROM
SCROLIS.

Alchemy. SpeciAl SRilL OF THe SOOTDHSAYER CLASS. Reduces
THE NUMBER OF MAGIC CRYSTAIS REQUIRED WNHEN TRANSCRIBING SCROLIS
AND IMPROVING SPELL.

Olstox(tjow MACIC. ALLOVVS The HerO TO LEARN D15to1\tlow MAGIC
SPELIS FROM SCROLS.

RUNE MAGIC. ALLOWS ThHE HERO TO LEARN OISTORTION MAGIC SPELLS FROM
SCROLIS. AISO PROVIOES ADDITIONAL VIKING RUNES.
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TRANSMUTE. Th1§  SKILL  eNABLeS
ALLOWS THE SOOTNSAYER TO CONVERT
THe DeATh CRY OF A TFALLeN Allico
TROOP INTO MANA.
A . ChAOS MAGIC. Allows The hero TO
&‘a‘ ‘ LEARN CHAOS MAGIC SPELIS FROM SCROLIS.
70 1 ARTIFACTOR.  Allows The  hero
oy TO CREATE MAGICAL ARTIFACTS, ANO
TO EXTRACT MORE MAGIC CRYSTAIL,
AND €VEN TALENT RUNES, FOR ThHEIR
OCSTRUCTION.  AlgOo  helps  BeTTER
gl MANAGE  MECDANISMS, ANO  INCREASES
MAXIMUM MANA.
% SOOTHSAYER. AFTER DI DEDICATION,
o 7 &n A SOOTNHSAYER FULLY REVEALS DIS MAGIC
POTENTIAL. INCREASES INTELLECT, MANA,
AND TDhE MAGIC RESISTANCE OF DI
TROOPS.
CONCENTRATION. AllOWwS ThHE hHero TO
RESTORE MANA OURING BATTIE.
CREATION. The SOO‘CDSAYeK. 5pec1AL1~
ZING IN NON~OFFENSIVE SPELIS, INCREASES THE EFFICIENCY ANO DURATION
OF hi§ Spells. THI§ A0 ThHE SOOTHSAYER'S SKILL 1N SUMMONING
CREATURES TO JOIN DI ARMY .
Dicher MAGIC. SPECIAL SKIlL OF THe SOOTHSAYER CLASS. ThE SECRETS
of DIGher MAGIC ALLOW THE MAGICIAN TO USE WEAKER SPELLS without
EXDAUSTING D15 POWER, AND Use THE Spell Book MORE TDHAN ONCE PER
ROUND.
Oesm(ucmow. MAGeS wWho SpeoAuZG 1IN COMBAT SpeLLS INFLICT GREATER
DAMAGE WDEN USING THEM.

Soothsayer Concentration

RQUEST ]OUKNAL%

King ’5 BOUN‘CY: “WARRIORS OF THe NORTN 1§ AN ADVENTURE GAME W1Th
ROLE ~PLAYING ELEMENTS. ThHI§ MEANS TDHAT OVER THE COURSE OF The
GAME YOU CAN NOT ONLY IMPROVE The cDAKActeK’S SKIll§ ANO level
O POWER, BUT AISO TO COMMUNICATE WITH THE INDABITANTS or The
GAME WORLD AND RECEIVE QUESTS,. fox The Successrul FULFILLMENT OF
A QUEST, YOUR CHARACTER RECEIVES A REWARD IN THE FORM OF GOLO,
CGXPERIENCE, A VALUABLE 1TEM, OR €VEN SPELIS AND SCROLIS.
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€AChH MISSION YOURECEIVE ISRECORDED IN THE “QuEST JOURNAL”. INCLuOED
1S A DESCRIPTION OF THE TASK, AND €ACh 1§ MARKED WITDH A SPECIAL SIGN
INDICATING WDHETDHER IT 1§ A CENTRAL MISSION OR A SECONDARY QUEST.
THE REWARD 1S AISO SHOWN. AS YOU PROGRESS IN THE QUEST, SOME TASKS
WILL BE MARRED coMpLeteD, AND NEW TASKS MAY APPEAR. The MORg
COMPLEX MISSIONS CAN INVOLVE OVER A DOZEN STEPS PERFORMED ACROSS
QUITE DIFFERENT AREAS, AND IT IS EVEN POSSIBLE TO EARN A NUMBER OF
REWARDS DEPENDING ON HOW YOU PURSUE THE Qucs‘cl

COMPLETED AND FAILED QUESTS ARE AISO MARKED. THESE CAN BE DIODEN
SO THAT THE JOURNAL SHOWS ONLY THE CURRENTLY ACTIVE QUESTS.
PleAse NOTE TDHAT BUILDINGS AND CHARACTERS FFROM WDHICH YOu CAN
RECEIVE AN ASSIGNMENT ARE SPECIALLY MARKED, AS ARE LOCATIONS WhERE
YOu ARE TO Fulfill A QUEST'S TASK.

IN ADDITION TO USUAL TASKS, BOUNTIES MAY BE 1SSUED [FOR THE
OESTRUCTION OF ENEMY hHEROES. SuCh) TARGETS ARE MARKED BY AN
ICON IN THE FORM OF CROSSED SWORDS, AND THE PORTRAIT OF ThHE
DERO SHOWS A BOUNTY SIGN. SUCH BOUNTIES CAN BE QUITE LUCRATIVE,
AND 1T 1§ A SIMPLE MATTER TO COMPLETE SUCH ASSIGNMENTS, FOR 1T 1§
UNNECESSARY TORETURN TO THE PLACE WHERE THE QUEST WAS ASSIGNED:
YOUR REWARD COMES IMMEDIATELY AFTER DESTROYING THE ENEMY HERO.

R VALKYRIES >

o The VALKYIQGS ARE BeAuTirFul
CELESTIAL  WARRIORS.  OURING
b1 TRAVEL, OLAF WiLL
ENLIST The SUPPORT Of FIVve
OF ThESE CHARMING ALLES, €ACh
POSSESSING UNIQUE SKILIS.

The FIGHTING SKIll§ OF These
CELESTIAL  WARRIORS IMPROYE
AS ’CDGY GAIN EXPERIENCE 1IN
BATTLES, WheNever OLAF uses
b1y "RAGE OoF The MALKYRES”
AMulet.

IN ADOITION TO PARTICIPATING 1IN BATTLE, VALRYRIES PLAY AN IMPORTANT
ROLE IN THE DEVELOPMENT OF ThHE CHARACTER. TheY PLAY The role
OF COMPANIONS, Much ke <The wrives 1N “King's Bouncy:
The leGeND” AND ARMOR-BEARERS IN “KING'S BounTy: ARMORED
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PRINCESS™. VALKYRIES GI'VE SUBSTANTIAL BONUSES TO OLAF 'S ATTRIBUTES,.
The HERO CAN TRAVEL TOGETHER WIThH ALL FIVE WARRIORS, BUT You
CAN ALWAYS Choose who Wwill Be THE SENIOR MALRYREE, WhHOse
BONUSES WLl THEN OpPERATE AT 100%, While DS OTHER COMPANIONS
WL A1D OLAF With 25% OF THEIR POWER.

The VALue OF €AChH VALKYRIE BONUS AISO DEPENDS UPON ThHe level
O THE WARRIOR. YOU CAN INCREASE ThE VALKYRIE'S LEVEL BY SACRIFICING
TO THEM VARIOUS ITEMS OF SPECIFIC KINDS. €ACH VALRYRIE PREFERS
A DIFFERENT TYPE OF OBJECT: CHRISTA PREFERSREGALIA ; GUORIOA LOVES
BOOTS, BElTS, ANO Gloves; Diloa ENJOYS WEAPONS; REGINA collectTy
SDHIELOS AND AR MOR; AND MISTA IMPROVES WheN ShE 1§ GI'VEN ARTIFACTS.

TO RAISE A VALRYRIE TO THE SECONO LEVEL REQUIRES ONE 1TEM. TO
REACH THE THIRD LEVEL REQUIRES TWO MORE. FOR ThHE fFourch level,
TNEY NEED FOUR OF THEIR FAVORITE OBJECTS. THE FIFTh LeveL CAN
ONLY” BE ACHIEVED AFTER COMPLETING A SPECIAL QUEST UNIQUE TO €AChH
COMPANION.

@SPGLL BOOK
NOT SURPRISINGLY, IN THE FAIRY~TALE FANTASY, MAGIC 1§ ONE
OF THE MOST IMPORTANT ASPECTS OF THE GAME.
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YOUR CHARACTER POSSESSES A MAGIC BOOK, 1IN wWhich he  keeps
THE SCROLIS AND SpeLs.

SCROLIS CAN BE PURCDASED IN STORES OR WON ASREWARDS [FOR COMPLETING
QUESTS. INITIALLY, ALl THe SPell§ YOu RECEIVE ARE IN THE FORM
OF SCROLS. TO use Them, OpPeN YOur Spell Book AND select
The Yyou WiSh TO use. AFTER USE A SCROLL DISAPPEARS. PleAse NoTe
THAT The Spell Book 15 DESIGNED TO DANDLE ONLY SO MANY SCROLIS.
I YOU MANAGED TO GAIN MORE SCROLI§ MORE TDAN IT CAN HOLO, ThHEN
YOou WILL NEED TO USE SOME O THEM (OR SELL THEM OR SIMPLY THROW
THEM AWAY') BEFORE YOU CAN PURCHASE MORE SCROLIS.

Speus CAN BE LEARNED [FROM YOUR Speu. Book, AND 1N THI§ cASe THeY
WILL REMAIN IN YOUR SpeLL Book, without TAKING up ANY SpAce. To
LEARN A SPELL, YOU MUST FIRST LEARN THE APPROPRIATE MAGIC School
AND ThHEN GATHER TNHE OESIRED SCROLS. THEN, You CAN LeARN The
SPELL THroOUGh THE use OF MAGIC CRYSTAIS. ThHE STRONGER ThHE SpelL,
TDHE MORE CRYSTAIS ARE REQUIRED.

LeArRNED SPElLly DO NOT EXPEND ON USE, BUT RATHER EXPEND MANA. IN
ADDITION, THE SPELL CAN BE IMPROVE. TO IMPROVE A SPELL you hAve
LEARNED REQUIRES ADVANCED SKILL IN THE RELEVANT MAGIC School, AND
AGAIN MAGIC CKYS‘CALS, SpeLLS CAN Be UPGRADED TO level 111, wich
€AChH leVEL INCREASING ThHE SpeLL’S STRENGTD A5 WELL A§ THE AMOUNT
OF MANA REQUIRED FOR 1TS USE. SOME SPELIS ARE SIGNIFICANTLY ChANGE
TDHEIR PROPERTIES WHEN THEY INCREASE IN POWER.

STRENGTDENING Spells

IN ADDITION TO IMPROVING INOIVIOUAL Speus TO level 11 or 1,
The SpeLL’S POWER 1S INFLUENCED BY ThHE INTELLECT O THE HERO, ANO
CERTAIN EQUIPPED ITEMS CAN INCREASE THE POWER OF SPELl§ A Well.
fo& OFFENSIVE SPELL, DAMAGE 1§ INCREASED BY 10% FOR €ACH POINT
Of INTellectT. foK GVERY 10 POINTS Of INTELleCT, THE OURATION
OF THE SPELL 1S INCREASED FOR ONE ROUND.

The “DeSTRUCTION” SKILL INCREASES THE DAMAGE INFLICTED BY Spells,
AND TDE “CREATION” SKILL INCREASES THE POWER OF OIVINE SPELl ANO
THEIR DURATION. TTEMS MAY AMPLIFY THE EFFECTS OF CERTAIN SpELIS,
OR €VEN Whole GROupS OF SPeLlS, Such AS INCREASING TDHE AMOUNT
OF FIRE DAMAGE INFLICTED.
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RMAGIC SCHOOIS.
ThE GAME DAS FOUR COMBAT MAGIC SCHOOIS: ORDER, OISTORTION, CHAOS,
ANO RUNE MAGIC. €ACH SCHOOL DAS ABOUT 20 DIFFERENT SpeLLs.

OROER MAGIC 1§ OF DIGHER, DIVINE ORIGIN, AND AFFECTS THE BODY ANO
THE MINO. 1T ENABLES YOu TO NEAL, PROTECT, AND EMPOWER YOUR
TROOPS WITH MYSTICAL ABILITIES. DOWeEVER THE GOOS ARE AlSO QuITE
CAPABLE O PUNISDING AND ODESTROYING THOSE WNHO STANO AGAINST
THE RIGHTEOUS WAY, SO TNIS SCHOOL AISO CONTAINS POWER UL ATTACK
Spets.

OISTORTION MAGIC 1§ THE SOURCE OF SpPelLly WwWhich ALTER THE NATURAL
STATE OF OBJECTS AND THE WAY THEY ARE PERCEIVED, DISTORTING BOThH
TDEIR INNER NATURE ANO THEIR OUTWARD APPEARANCE. TNHI§ School
INCLUDES STRENGTDENING AND WEAKENING SPEL, AND MAGICAL 1LLUSIONS
Which eFfFect The MIND.

CHAOS MAGIC WEAKENS AND OESTROYS CREATURES BOTNH LIVING ANO
DEAD. THIS 1§ THE PREFERRED SChOOL FOR BATTLE MAGES Who INTEND
TO put WwWhole ARMIES TO FLGHT, ANOD RAZEO TNHE FORTRESSES
OF THEIR ENEMIES.

RUNE MAGIC 1§ A NEW SCHOOL OF MAGIC BEST RNOWN BY VIRINGS
WARRIORS. The people OfF THe NORTDH hHAVE FOR CENTURIES STUDIED
THE MYSTERIES OF NATURE,, ANO DAVE FINALLY LEARNED TO TAP INTO ThHE
AWESOME FORCES OF COLo. THeSE SPELIS INCLUDE POWERFUL OFFENSIVE
AND DEFENSIVE MAGIC, AND CAN USE VIKING RUNES IN ADDITION TO MANA,
THUS INCREASING THE POWER Of THE Spells.

USING MAGIC

SPELIS FROM THESE MAGIC ORDERS CAN ONLY BE USED 1IN BATTLE. USUALLY
The SpelL Book cAN Be useo once PERROUND, BUT ThHE “higher Magic”
SKILL ALLOWS THE MAGIC~USER TO CAST TWO SPELS PERROUND. TO CALL
A SPELL, THE MAGICIAN REQUIRES SUFFICIENT MANA, UNLESS OF COURSE
A SCROLL 1§ TO BE USED INSTEAD.

SPELS CAN DAVE DIFFERENT EFFECTS: CAUSING DAMAGE TO THE ENEMY,
OR RAISING OR LOWERING TDHE ATTRIBUTES OF TROOPS. THEY CAN
SUBOUE THE ENEMY, OR CALL TO ThHE BATTLEFIELO MAGICAL CREATURES ~
ANO Much, Much MORE. THE POWER OF A SPELL GREATLY DEPENDS ON
THE SPECIFIC SITUATION, SO THEY ARE BEST USEO WITH CARE ANO
Thought.

WANOERER MAGIC

ThHI§ PECULIAR SCHOOL OF MAGIC INVOLVES SPELS WhHICh ARE USEO ONLY
OURING TRAVEL THROUGH THE GAME WORLD. THESE SPELlS INCREASE
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A CERTAIN ATTRIBUTES OR CALL SOLOIERS TO THE HERD'S AR MY . WANOERER.
SPELIS CAN ONLY BE USED IN THE FORM OF SCROLIS, AND CANNOT LEARNCO
OR IMPROVE. CURRENTLY ACTIVE WANOERER SPELy ARE OISPLAYED 1N
THE UPPER RIGNT CORNER OF THE SCREEN.

—— —

= 7 The CoMBAT SYSTEM
7 e é — N
WheN hOoSTIlE ARMIES MEET, THE SCENE OF ACTION MOVES TO
A TACTICAL ARENA, ACROSS WDICH) THE UNITS OF €ACH ARMY MOVE 1IN
TURN. THE OROER OF TURNS 1§ DETER MINEO BY The t&oops’ INITIATIVE,
AND DURING THEIR TURN, A TROOP MAY MOVE AROUND ThHE BATTLEFIELD,
EXCHANGE BLOWS, AND uUSE ThER SKIlS. WheN ALl TROOPS bhave
COMPLETED THEIR MOVES, THE COMBAT ROUND ENOS AND A NEW ONE
BEGINS.

N

The COMMANDERS Of TNHE TROOPS DO NOT OIRECTLY PARTICIPATE 1N
COMBAT, BUT THEY MAY APPLY CERTAIN BONUSES TO THEIR TROOPS, AND
INFLUENCE THE COURSE OF TNE BATTLIE BY CASTING MAGIC SPELS, ANO
OLAF 'S CAN AlSO use VARIOUS VALKRYRIE SKILIS AS WeLL. ONCE PER ROUND,
OURING TNHE TURN OF A FRIENOLY UNIT, THE NERO CAN USE ThHE Book
OF MAGIC AND ThHE ABILITIES OF THE VALKYRIES. THE BATTLE ENOS WhHEN
ONE SIOE LOSES ALL OF 1TS TROOPS.

A PLAYER CAN WITHORAW FROM BATTLE BEFORE 1TS COMPLETION, BuT
IN DEFEAT OR ESCAPE, THE HERO RECEIVES NO EXPERIENCE OR TROPDIES,
AND LOSES AlL hi§ TROOPS. BUT THE GAME DOES NOT €NO ThHERE, FOR
You Will FINO YOURSELF IN A FRIENOLY CAPITAL, FROM WhHICh POINT
TNHE GAME CONTINUES ~ AND YOU MIGDT EXPECT SOME COMPENSATION
FROM YOUR Allies. DOWEVER, IN SOME CASES WheEN ESCAPE 15 IMPOSSIBLE,
DEFEAT WLl leAd TO The LoS§ OF THE GAME. TOR EXAMpLE, You
CANNOT Fleéc WhILE FIGDTING INSIOE OBJECTS OR AGAINST BOSSES, AS
WelL AS CERTAIN OTHER BATTILES.

RThe BATTLefELOY.
Bactles TAke PLACE IN SPECIAL ARENAS, WDICH ALL VARY IN SDAPE,
SIZE AND TACTICAL INTEREST. WHAT SORT OF ARENA YOU ENTER Will
OEPENDING ON WDhERE The FIGHT TAKeS pLAce. 1F Yyou MmeeT The
ENEMY UPON A FOREST ROAD, THE FIGHT WILL TAKE PLACE ON A NARROW
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]aoaes‘c pAth WheN ATTACKING AN eNe)VW CAS‘CLG, Be px(epm(eo FOR
THE FACT THAT ThHE CASTLE'S DEFENDERS MAY BE WELL~POSITIONED AT
THe TOP Of SIEGE TOWERS. WhHEN BOARDING ENEMY SDIPS, THe BATTLE
TAKES PLACE ON THE DECk OF A Ship. BATTLES WAGED INSIOE OBjecTs
ARE WAGED IN AN INCREOIBLE AND STRANGE ARENA.

TACTICS  ARE  DETERMINED By THE SHAPE  AND  DIMENSIONS
OF ThHE BATTLEFIELD, A5 WELL AS ANY OBSTACLES THAT APPEAR 1N
THE ARENA. THESE CAN BE LOW OBSTACLES WHICH HINDER THE MOVEMENT
OF FOOT SOLOIERS, BUT ARE €ASILY OVERCOME BY FLYING CREATURES. ~
AND TDHERE MAY BE OTNHER DHIGHER OBSTACLES WhHiCh BLOCK THE PASSAGE
Of AlLL BEINGS.

ANOTHER IMPORTANT [ACTOR IN The BATTlerElo 1§ The TYPE
OF ENVIRONMENT ANO THE TIME Of OAY. Those wiITh NIGHT VISION
AND UNDEAD CREATURES BETTER FIGHT IN THE ODARK, AT NIGHT, OR
IN UNOERGROUND CAVES. ThHE TYPE OF THE BATTIEFIELD AFFecTS
THE COMBAT CHARACTERISTICS OF OTNHER CREATURES AS WeELL. OEMONS ARE
BETTER PROTECTED IN THEIR NATIVE LAVA ARENAS, WDILE IN THE SNOW
THEIR PROTECTION 1§ QUITE COMPROMISCO. ThE MORALE Of UNDEAD
TROOPS INCREASES IN CEMETERIES,.

“@"CKOOPS@O
ThHE BASIC COMBAT UNIT APPEARS ON ThHE SCREEN A5 A SINGLE SOLOIER, BUT
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IS IN FACT A STACK OF ANY NUMBER OF CREATURES, FROM A SINGLE ONe up
TO SEVERAL THOUSAND CREATURES. THESE TROOPS WILL CONTINUE TO
FIGNT SO LONG AS €VEN ONE SOLOIER REMAINS Alrve. The heAlTh ANO
DAMAGE OF THE TROOP ARE CONSIOERED CUMULATIVELY: THE AMOUNT
OF DAMAGE INFLICTED BY A TROOP 1§ EQUAL TO THE AMOUNT OF DAMAGE
Which A SINGLe SOLOER 1§ CApABLe or, Mul‘apheo BY The NUuMBER
OF SOLOIERS IN ThHE TROOP.

AlLL CREATURES DAVE ATTRIBUTES WHICH DETERMINE THEIR COMBAT
CPFFECTIVENESS, AND MANY CREATURES DAVE THER OWN UNIQUE
CHARACTERISTICS ANO ABILITIES.

Berserker

Leadership 60
<>
Attack 44(2
Defense 63
Initiative 36 (€
Speed 2/3
Crit 81%
Damage 4-5
Health
=y

i OHardened, Shock Shield, Mad Fury,
Ignores Pain, Runic Knowledge.

RACE INDICATES WDHETNER THE UNIT BELONGS TO ONE OF THE SIX MAJOR
RACES IN ENOORIA, OR 1§ OF NEUTRAL KAce_KeLAUowsl’)lps EXIST BETWEEN
ThHE RACES, WHICH INFLUENCE THE MORALE BEINGS WDHO ARE IN ThE
De&o'g ARMY. IN ADDITION, EFFECTS ANO OBJECTS MAY DAVE SpecIAl
EFFECTS UPON CREATURES OfF CERTAIN RACES.

LEADeKSmp INDICATES how much ofF The Der(o’s LeADeRSmp 1ISREQUIRED
TO COMMAND ONE SUC CREATURE.

MORALE DISPLAYS ThHE tKoop'S MORALE ~ THAT TS, ITS CURRENT DAPPINESS
AND BATTLE SPIRIT. A DIGH MORALE INCREASES ThE tKoop'S ATTACK ANO
OGCIFENSE, AND INCREASES 1T CHANCE OF SCORING A CRITICAL hiT. A TROOP
SUFFERING FROM LOW MORALE 1§ NOT SO CAPABLE IN COMBAT, AND 1T 1§

19



UNLIKELY” TO LAND CRITICAL DiTs.

ATTACK INDICATES ThHE POWER OF THE ATTACKS INfFlicted
BY ThHe TROOP. I THe ATTACK OF THE TROOP 1§ GREATER THAN ThHE
OEFENSE OF ITS TARGET, THE DAMAGE 1T INFLICTS INCREASES.

OcFeNse MARKS The TROOP'S OECREE OF PROTECTION FROM ENEMY
ATTACKS. IF TDHE ENemY's ATTACK 1§ leS§ TDAN ThHE OEFENODER’S
OCFeNSE, THE DAMAGE OF THE ATTACK 1§ REDUCED.

INITIATIVE INDICATES NOW QUICKLY THE TROOP CAN ENGAGE IN BATTILE.
The DHIGHER THE INITIATIVE, THE SOONER THE TROOP CAN STRIKE,
OUTSTRIPPING THE ATTACKS OF ENEMY TROOPS.

Speeo Shows THE MAXIMUM NUMBER OF ACTION POINTS THE TROOP
1§ CAPABLE OF USING IN A SINGLE ROUND. ThHESE POINTS ARE REPLENISHED
E€ACHROUND. tbeY ARE EXPENDOED WheN Tthe TROOP MOVES (TRAVERSING
ONE CELL EXPENDS ONE ACTION POINT), AND THEY ARE EXPENDED WhHEN
PERFORMING OTHER ACTIONS. ATTACKING AN ENEMY OR USING A SKill
GENERALLY EXPENOS ALL OF THE TROOP'SREMAINING ACTION POINTS,.
CRIT, OR CRITICAL DIT, INDICATES THE PROBABILITY TDAT The TROOP
WilL INFLCT A BLOW WDhich O€Al§ 150% OF THE NORMAL DAMAGE
Which ThHe uNIT 1§ cApABLe Oor.

OAMAGE SHOWS THE AMOUNT AND TYPE OF DAMAGE THE TROOP
INFLICTS. DAMAGE MAY FOR EXAMPLE BE PHYSICAL, POISONOUS, FIRE,
OR MAGIC. €AC) CREATURE MAY DAVE RESISTANCE TO CERTAIN TYPES OF
OAMAGE. A RESISTANCE GREATER TDHAN ZERO MEANS TDHAT THE CREATURE
WILLRECETVE LESS DAMAGE FROM TDHIS TYPE Of ATTACK. Iff The TROOP'S
RESISTANCE 1§ BELOW ZERO, THEN ATTACKS OF TDAT TYPE Will INFLICT
GREATER DAMAGE .

Dealch Shows The VI‘CAU‘CY OF THE uNIT. WDHEN TDHE CURRENT
DEALTH REACHES ZERO, ONE BEING IN THE TROOP FALIS IN BATTILE.
€FFECTs ShOwW TNHE EFFFECTS CURRENTLY APPLED TO THE TROOP IN
BATTLE. ThHESE EFFECTS ALTER THE COMBAT CAPABILITIES OF THE TROOP
IN VARIOUS WAYS. TDESE EFFECTS ARE SHOWN BY ICONS Below The
CHARACTER’S PORTRAIT. ThE NUMBER BESIOE THE 1CON INDICATES The
NUMBER_ Of ROUNDS TDAT THE EFFeCT WiLL LAST. YOu CAN DOVER YOUR
MOUSE OVER THE ICON TO SEE A DESCRIPTION OF TNHE €FFeCT. €FfFects
DIGHLIGHTED IN GREEN ARE TNHE POSITIVE, AND THOSE HIGHLIGHTED INRED
ARE NEGATIVE EFFECTS.

TALENTS ARE SKILI§ THAT CAN BE USCD OURING ThHE BATTLE. SIMPLY
PRESS THE DESIRED TALENT BUTTON TO ACTIVATE ThHE TALENT. These
TYPICALLY SPEND ALL THE TROOP'S CURRENT POINTS O ACTION. €AChH
TROOP CAN DAVE UP TO THREE TALENTS, AND THEY ARE OFTEN UNIQUE.
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CERTAIN TALENTS MAY ONLY BE USED ONCE PER BATTLE, While OThERY
CAN BE USCOREPEATEDLY . TYPICALLY 1T TAKES TIME TORECHARGE A TALENT
BEFORE IT 1§ REUSEO, BUuT Such TALENTS WILL AGAIN BE AVAILABLE FOR
UsE WHEN THE SPECIFIED NUMBER OF ROUNDS DAS PASSED. AlLL TALENTS
ARE fuLLY CDARGED AT TDHE BEGINNING OF THE NEXT BATTILE.

FEAtuKes ARE The cKeAtur\e'S PASSIVE  PROPERTIES THAT ApPpLY
CONTINUOUSLY OR WDHICH ARE TRIGGERED AUTOMATICALLY WHEN CERTAIN
CONOITIONS ARE MET.

<R CREATURES ANO RACESW»
ThE GAME DAY ABOUT ONE HUNOREO OIFFERENT CREATURES OF THE
VARIOUS RACES: VIKINGS, DUMANS, OWARVES, €LvES, ORCS, UNDEAD, ANO
OEMONS. THERE 1§ AISO A LARGE GROUP O NEUTRAL CREATURES THAT ARE
NOT AFFILIATED WITH ANY RACE.

VIKINGS
VIRINGS ARE A NEW RACE INTROOUCED BY THE WARRIORS
Of The Norch.

These BrRAVE Soul§ DAL FROM THE DHARSD NORTDHLANDS,
AND MANY OF THEM DAVE AN INNATE RESISTANCE TO COLo,
AND RECEIVE A BONUS TO PROTECTION WHEN BATTLING IN
SNOW Y ARENAS. MOST VIRINGS ARE GREAT WARRIORS, BUT
AMONG TDHEM CAN BE FOUND SKILLED MAGICIANS KNOWN
AS SOOTNSAYERS. RUNIC KNOWLEDGE 1§ A UNIQUE [FEATURE

OF THE VIRING RACE. THEY ARE RNOWN TO FIERCELY DESPISE

ThHE UNDEAD WHO DAVE INVADED ThHEIR LANDS.

The ARMEES OF VIKINGS INCLUOE SLINGERS, VIKINGS,

SKALOS, BERSERKERS, AXe THROWERS, WARRIOR MAIOENS,

SOOTNHSAYERS, ANO JARK.

Dumans
These people WhHOo ARE NOT DARDENED BY THE NORTDERN
CLIMES REPRESENT ONE OF ThHE BIGGEST RACES OF ENOORIA.
DuMANS Lirve DAPPILY BESIOE €LvES AND DWARVES, ANO
ARE ENEMIES OF THE UNDEAD AND OEMONS. ‘CDeY ARE
VERSATILE, BALANCED WARRIORS, AND €EQUALLY GOOO
IN BOTH OEFENSE AND OFFENSE. MANY OF TDHEM ARE
TRAINED IN EFFECTIVE ARMOR AND FIGHTING TECHNIQUES,
AND TDE PRIESTS OF THEIR TEMPLES DO BATTLE WiTh
THE UNDEAD AND OEMONS LIKE NO OTDERS. THE MAGIC
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OF THE NUMANS 1§ AVAILABLE TO SERVANTS OF TNHE GOOS AND ADEPTS
OF THEIR MAGIC ACADEMY.

ThHEIR  FORCES  INCLUDE: pGASAN’CS‘ BANDTCS‘ MARAUDERS, ARCDERS,
SWOROSMEN, GUARDSMEN, PRIESTS, INQUISITORS, Norsemen, Knighcs,

OReS

THE WARRIOR TRIBE§ OF ORCS AND GOBUNS hAve
A STRONG AVERSION TO THE UNDEAD, AND FEAR DEMONS.
‘CbeY RELY ON THEIR BRUTE STRENGTD, THEIR UNRIVALLED

TPALADINS, AND ARCHMAGES.

OWARVES
Both GIANTS AND OWARVES FALL INTO TDHIS RACIAL
CLASS. They oISlike €LvES AND DEMONS, AND ARE
SWORN ENEMIES OF THE UNDEAD. OWARVES FEAR
MAGIC, PREFERRING TO DEVELOP THER POWERS
THROUGDH SCIENCE AND MECDANICS. ThHER MECHANICAL
DEVICES, CREATED BY THEIR LEGENDARY ENGINEERS,
AND TDhER  ALCHEMICAL POTIONS ARE  QUITE
EFFECTIVE IN BATTLE ~ EVERY BIT AS POWERFUL A
THE SPELIS OF OTHER RACES. AS WARRIORS, OWARVES
ARE RATDER SLOW, BUT TDHER LOW SPEED AND
INITIATIVE 1§ COMPENSATED [OR BY THEIR GREAT
DeAITh AND STRENGTD.
ThER - FORCES  INCLUDE:  MINERS, T:OKGMGN, DWAKVGS, ALChEMISTS,
CANNONEERS, MOUNTAIN GIANTS, REPAIR OROIOS ANO GUARD OROTOS.

€lbves
chves mstochuY oislike  The DWAKves, Feud
WITH OEMONS AND DATE THE UNDEAD ANO  ORCS.
€hves, TOGEThER WITH THE UKRE~MINOED CREATURES
OF THE FOREST, MARE FOR A TRULY IMPRESSIVE ARMY .
Dowever, €lveg DO NOT Like TO FIGHT, hAVING BOoTh
LOow DEAIThH ANOD lOow O€EfeNse. NeverTheless,
THEY ARE VERY SWIFT AND RELY UpPON The
MAGIC OF NATURE ~ WNHICH DAS PROVEN A DEADLY
COMBINATION. €LVEN ARMIES ARE OIVIOED INTO
WARRIORS WHO TAKE THE FRONT LINES, MAGICIANS ANO
OTNHER SUPPORTING UNITS ~ AND ARCHERS WhHO ARE
TRuUly Wichout €QuAll
The ELVEN ARMY CONSISTS OF: JFOREST ANO LlAke
TAIRIES, ORYADS, €LVES, RANGERS, ORUIOS, WEREWOLVES, UNICORNS, Black
UNICORNS, ENTS, AND ANCIENT ENTS.
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ENDURANCE, AND TDHE GREAT SIZE OF TDHEIR ARMIES.

WATH THE SUPPORT OF THEIR SINISTER MAGIC, ORC

SDAMANS FIERCELY JOIN THE BATTLE, CRUSHING THEIR

ENEMIES.

THEIR TROOPS INCLUDE : GOBUINS, Furious GOBLINS,

ORCS, ORC VETERANS, CATAPULTS, OGRES, ANO
SHAMANS.

UNDEAD
ThHE DEAD ARE INDIFFERENT TO All RACES,
While ALl THE OTNER RACES EITHER [EAR OR
OESPISE THEM. THEY ARE RESISTANT TO POISON
AND VULNERABLE TO NOLY ATTACKS, AND AT NIGHT
ANO IN CEMETERIES, THE FIGHTING CAPABILITY
OF THE UNDEAD GREATLY INCREASES. ThE POWER
OF THE UNDEAD ARMY RESTS IN THE ABSENCE OF
LF€ IN THEIR DEAD BODIES, AND IN THEIR ABILITY TO
REPLENISD THEIR RANKS BY SAPPING THE UFE€ ENERGY
OF ThHEIR ENEMIES.
ThHe UNDEAD  ARMY  INCLUDES:  SKELETONS,
J SkeleToN ARCHERS, UNDEAD Spﬂ)exs, LOMBIES,
OecAYING ZomBIeS, GHosTs, CUrRSED GHOSTS,
VAMPIRES, ANCIENT VAMPIRES, BlAck RNighTs,
NECROMANCERS, AND BoNe ORAGONS.

OcMmOoNg

OeMoNS ARE 1§ EVIL ANO powe&ﬁul CREATURES
TROM ANOThER WORLO. ThHEY ARE POWERfUL
MAGICIANS AND DANGEROUS WARRIORS, ANO ThHEY
ARE MIGNTY WARRIORS OfF DEVASTATING POWER.
Born AS THEY ARE IN THE TIRES OF DADES, They
ARE PROTECTED [FROM FIRE DAMAGE, BUT FEAR
COLD, AND BECOME QUITE UNCERTAIN IN WINTERY
CUMES. THE MAGIC OF DGMONS 1§ FOCUSED
UPON ONE THING ONLY: TO SOW CONFUSION INTO

THE RANKS OfF THE ENEMY AND CRUSH Himl
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OEMON TROOPS INCLUDE: IMPS, SCOFFER IMPS, CERBERUSES, OEMONESSES,
OEMONS, EXECUTIONERS, ANO ARCHOEMONS.

NEUTRAL CREATURES
NEUTRAL CREATURES ARE THOSE WHO COUNT NONE
OF The OTNHER RACES EITHER ENEMIES  OR
ALLIES. NEUTRAL TROOPS MALUE FREEOOM  ANO
INDEPENDENCE, AND ARE WILLING TO FIGHT FOR 1T.
however, YOU MAY FINO AMONG THem THOSE Who
ARE WILLING TO S€ell THER FREEOOM TO ONE Who
OFFERS SUFFICIENT GOLO AND BOARD.
NeuTrAL uNITS INCLUOE: pmAtes, SeA Ooc}s,
ASSASSING, Oevilfish, THORNS, THORN WARRIORS,
ROYAL THORNS, [FIRE ORAGONFLIES, LAk ORAGONFFLIES,
VENOMOUS, SPIOERS, CAVE SPIOERS, FIRE SPIOERS, Ice
SPIOERS, MARSDH SNAKE, REO SNAKES, ROYAL SNAKES,
Wobves, DHyenas, Bears, PolAR BeArs, ANcienNT
BeARs, GRIFFINS, ROYAL GRIFFINS, Beholoers, €vil
Beholoers, Cyclopes, OeMONOLOGISTS,  TROLL,
EMERALD ORAGONS, Reo ORAGONS, BLACK ORAGONS,
AND Ice ORAGONS.

RRAGE SKILI§.
As with The Book OF MAGIC, ONCE PER ROUND YOU MAY CALL UPON
The A1D Of OLAF OR DIS VALRYRIES. TO use THEIR SKILS REQUIRES RAGE,
WHICH 1§ SOMEWDAT SIMILAR TO MANA. RAGE 1§ GAINED DURING COMBAT,
WHENEVER TROOPS EXCHANGE BLOWS. THE MORE CREATURES ARE KILLED IN
AN ATTACK, THE GREATER THE INCREASE OF RAGE. DouBle RAGE 1§ EARNED
WDHENEVER A TROOP 1§ DESTROYED OUTRIGHT.

The MORE POWERFUL THE ABILITY OF OLAF OR hi§ VALKYRIES, THE MORE
RAGE 1T WILL REQUIRE, ANO ThHE LONGER PERIOD OF TIME 1§ NECESSARY
FOR 1T TO RECHARGE. WiThHh The SKill “Runic powe&“, The HERO CAN
USE RAGE SKILIS UP TO TWO TIMES PER ROUND.

OURING TDHE GAME, THE NERO GAINS EXPERIENCE IN BATTLE AND INCREASES
IN LleVeL. WhHEN GAINING A level, OLAF CAN LEARN NEW RAGE SKILl§ OrR
ENDANCE TDE ONES hE DAS ALREADY LEARNEO. YOU CAN LEARN UP TO NINEG
UNIQUE RAGE SKILIS IN TOTAL.
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Ice Blades Lord of the North

N

Gudrida's Rage

Mista's Lightning

VIKING VORTEX. OLAF BURSTS INTO A CROWO OF ENEMIES, DAMAGING All
NeAKBY ENEMIES WITH phyycAL OAMAGE, ANO pusbmq BACK CREATURES
UNOER_level 4.

Ice Blaoes. CREATES A GREAT ICY WDHIRLWINO, WhHIChH LEAVES IN 1TS WAKE
A WALL OF 1ICE. TNE ICE WALL REFLECTS PART OF ANY MELEE DAMAGE
INFLICTED UpPON 1T,

Loro OF The NORThH. A TORRENT OF 1€y DHAIL POURS DOWN FROM The
SKY, CAUSING ICE DAMAGE. ANY ThE empPTY cCell§ 1T IMPACTS hAVE
A CDANCE OF GROWING ICY SPIRES.

GUORIOA 'S RAGE. The VALKYRIE'S FLAMING SWORDS DAIL DOWN UPON
THE ARENA. AlL UNITS WITHIN THE AREA OF €EFFECT SUFFER FIRE
DAMAGE, AND ARE SET ABLAZE.

MISTA’S LIGHhTNING. TFOG ANO TNHUNOER JOIN TO CREATE A GREAT [FIREBALL
THAT DOVERS OVER ThHE BATTIEFIELDO FOR TNHREE TURNS. hqbtwmq
STRIKES ANO PURSUES ENEMIES, KILLING A PART OF €ACH TROOP STRUCK.
The EFFECT AISO DAS A CHANCE TO SHhOck THE TARGET.

ChRISTA'S GIFT. pou& A DANOFUL OF ENCHANTED COINS IN A SElecTed
Gl NGAKBY ENEMY  TROOPS FEEL AN IRRESISTIBLE URGE TO TAKE
THE TREASURE TFOR. Themsebves. 17 AN ENEMY plcks up The Golo, he 1§
TOSSED INTO THE AIR, THEN FALY SOMEWNERE NEARBY RECEIVING SOME
OAMAGE FROM The fALL. IF AN AlLy collects The Golo, The hero
RECEIVES THE MONEY, ANO THE TRAP DOES NOT SPRING.
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REGINA'S MESSENGER. IN THE SELECTED CELL A METEORITE FALLS, CAUSING
PDYSICAL DAMAGE TO ANY NEARBY TROOPS. [FROM THE METEORITE STEPS
FORThH A LAavA Golem, Whose heAlth AND OTNHER CHARACTERISTICS
OEPEND ON THE LeVEL OF THE RAGE SKILL.

DﬂoA’S ARROWS. The VAkame CREATES MAGICAL 1€TS OF ENERGY,
INFUCTING ASTRAL AND  MAGICAL  DAMAGE UPON THREE RANOOM
OPPONENTS. I THE ATTACK DESTROYS AN ENEMY TROOP, THE REMAINS
OF TNHE TROOP 1§ CONVERTED INTO MAGICAL ENERGY .

Lokr’'s A10. SENOS FORTD A WAVE OF FIRE THAT SPREADS IN A SINGLE
OIRECTION, CAUSING [FIRE DAMAGE. IN SOME CEll§ THERE MAY APPEAR
FISSURES FILLED WITDH BOILING LAVA.

<R JONGS®*
syl The €DDA ARE THE ANCIENT lecenos
/ OF <ThHE VIKING RACE, ANO ONLy
ThHe SKALD CLASS POSSESS ThHE uNIQue
AB]LI'CY TO RECITE THESE HEROIC TALES
BEJFORE BATTILE, THEREBY INSPIRING THEIR
TROOPS TO HEROIC FEATS, AND CALLING
DOWN TDhE BLESSINGS OF THE NORSE
GODS. TO LEARN THEM THE SKALD MUST
MASTER ThHE “ED0A " SKIlL. WiTh €Ach
SKILL level, The SKALD'S PROFICIENCY
WITD THESE ANCIENT VIKING SONGS
INCREASES. THESE SONGS NOT ONLY Give
BONUSES TO THE TROOPS, BUT CHANGE
ThEIR  ATTRBBUTES. Thus, THEY ARE
A UNIQUE TOOL BY WhICh THE NERO CAN
ADJUST DIS STRENGTNHS TO DI CURRENT
CDALLENGE, AND TO <The AMPUFY
THE STRENGTNS OF DIS ARMY ANO DI§
EQUIPMENT  WHILE COMPENSATING FOR
ANY  WEARNESSES. AFTER LEARNING
The “€0DA™ SKill, The SKALD CAN USe
THESE SONGCS IN €VERY BATTLE. THE EFFECTIVENESS OF A SONG DEPENDS
ON ThE hero’s *€ooA ™" SKill.

Sowq OF MIOGARD

Wich t©he SoNq OF MIDGARD, THE HERO SINGS AN INSPIRING TAle TO
INCREASE THE MORALE OF DIS TROOPS. AT LEAST ONE UNIT WILL INCREASE
MORALE, AND OTDERS DAVE A CHANCE TO DO SO AS Well.
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SONG OfF JOTuUNheIm

wWich the SoNq oF JoTunhem, The hero INSPIRES D TROOPS WwWich
THE STRENGTD) AND CALMNESS OF JOTUN. TNHIS INCREASES ATTACK ANO
Ocrense, BuT LOWERS INITIATIVE .

SONG OfF SVARTALFADEIM

PERFORMING THE SONG OF SVARTALFADEIM, THE NERO AWAKENS IN DIS
TROOPS THE SPIRIT OF GREED. TNHE AMOUNT OF GOLOD RECEIVED AFTER
BATTLE 1§ INCREASED, AND TDHE ARMY THROWS ITSELF INTO BATTILE,
INCREASING 1TS INITIATIVE, BUT DECREASING 1TS OEFENSE.

SONG of NifFLhem

PERFORMING THE SONG OF NIFLDEIM, THE NERO DEDICATES TO DhIg
TROOPS The SPIRIT OF CTERNAL FFROST. SoMe PART OFf THE DAMAGE
‘CI‘)GY O€AL WILL BE IN THE FORM oF COLD DAMAGE, AND While TDHEIR
RESISTANCE TO COLD AISO INCREASES, TNEIR TFIRE RESISTANCE FALLS, AS DOES
ThHEIR_INITIATIVE.

SONG of AlrFhem

WAThH THE SONG OF ALFheEIM, THE HERO SUMMONS TO ThHE BATTILEFIELD
A DARK FAIRY OF CHAOS, Who Wil WATCH OVER DI TROOPS. AT
TDHE BEGINNING OF €ACH ROUND, THE HERO DAJ A CHANCE OF RECOVERING
10% OF DI MANA. IN ADDITION, AT ThHE BEGINNING OF €AChH ROUND,
A POSITIVE OR NEGATIVE SPELL WLl BE CAST UPON ONE OF THE UNITS
ON The fielo.

SONG OF VANAhEM

Wich the SONC} OF "VANADEIM, THE NERO CALI§ FOR UPON THE ANCIENT
FORCES OF NATURE. ALLIED TROOPS DEAL A CERTAIN AMOUNT OF PhHYSICAL
DAMAGE TO THEIR ENEMIES, ANO THEIR HEAIThH INCREASES. Nowever,
TDHEIR RESISTANCES DECREASE .

Sowq OoF MuspeLL

WiTh The SONG OF MuSpPELL, THe HERO BESTOWS UPON DI§ TROOPS
THE POWER OF THE ELEMENT OF FIRE. Alli€o TROOPS ARE SHROUDED 1IN
AN AURA OF FIRE, AND THUS DEAL A CERTAIN AMOUNT OF TFIRE DAMAGE
WDENEVER THEY ATTACK. IN ADDITION, WHEN AN ENEMY STRIKES THEM,
THERE 1§ A CHANCE THAT THE ENEMY ATTACKER 1§ SET ABLAZE, UNLESS
ThHe ATTACKER 1§ IMMUNE TO TIRE. ALL ALLIED UNITS RECENVE INCREASED
RESISTANCE TO FIRE, BUT THEIR RESISTANCE TO COLO DECREASES, A DOES
ThHEIR_INITIATIVE.

SonG oF Delhem

With The SONG OfF Delhem, the hero PREPARES DIS TROOPS FOR.
A PARTICULARLY FFIERCE BATTLE AGAINST THE WALKING DEAD. €ACH DIT BY
ENEMY UNDEAD PLACES THEM IN DOLY SDACKLES, LOWERING THEIR ATTACK
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ANO OEFENSE, AND €AChH BLOW TO THE ENEMY BRINGS GREATER RAGE ANO
MANA.

SONG OF ASGARD

WITh THE SONG OF ASGARD, THE NHERO INSPIRES DI TROOPS IN
A BATTIE WORTDY OF OOIN DIMSELF. ThHE RESISTANCES OF ENEMIES 1§
PARTIALLY 1GNORED, BUT THE HerO’S OEFeNSE 1§ LIKEWISE REOUCED. AT
THE BEGINNING OF €AChH ROUND, AN ALLIEO UNIT RECEIVES A BONUS
TO SPEED AND INITIATIVE.

RLINTERACTIVE OBJECTS -
The TACTICAL p&oﬁle OF A BATTILEFIELO 1§ I.AKQELY OETER MINED BY 1TS
SDApe AND ANY OBSTACLES THAT MAY Be FOuUND TheErE. But 1N ADDITION
TO SUChH STATIC OBSTACLES THERE MAY APPEAR CERTAIN INTERACTIVE
OBJECTS, WhHICH ARE ABLE TO INFLUENCE THE WARRING TROOPS IN VARIOUS
WAYS. MANY TYPES OF INTERACTIVE OBJECTS CAN APPEAR ON THE FiElo,
DEPENDING ON WHERE THE BATTLE TAKES PLACE. GRAVES MAY BE FOUND
IN CEMETERIES, 1CE€ STATUES IN THE SNOWY PLACES, AND SO ON.
Chests DIOE GOLD, SCROLES, TALENT RUNES, OR €VEN OBJECTS. ANYONE
CAN COLLECT TNHE CONTENTS OF A CHEST, INCLUDING THE ENEMY.
MINE OR POWOER KEG. THESE OBIECTS CAN ACT AS OBSTACLES, BUT 1T
1§ UNWISE TO STAND NEAR THEM FOR VERY LONG. WHEN DESTROYED,
THEY eXPLODE, DEALING DAMAGE TO ALL CREATURES NEARBY .
INSIOE COFFING CAN BE FOUND A TROOP O SKELETONS, wWhich will
FIGHT TO ThHE eNO OF THE BATTLIE ON ThHE SOE Whichever ARMY
DESTROYED COFFIN AND RELEASED THEM.
Doly ScATtues A0 ONE TROOP €ACh TURN, WITHIN THEIR AREA
Of EFFECT, BY DEALING THE TROOP OR CASTING “BLESSING™ OR * Orvine
ARMOR.”
CURSED CROSSES STRIKE ANY NEARBY WITH A RANOOM ATTACK, Such A5
“PoISoN SKull”, OR WEAKENS ANY TRESPASSERS WIThH “ WEARNESS™ OR
“Slow .
TRoM A DORNET'S NeST, A SWARM OF ANGRY WASPS SPIL§ FORTD,
ATTACKING ONE RANDOM UNIT WITHINRANGE, DEALING PHYSICAL DAMAGE .
AN AITAR OF LighTNiNg €LECTROCUTES AlL UNITS IN RANGE WITh 1TS
MAGICAL POWER.
A VOLCANO CASTS ThE SpelL “TFIReBALL” OR “JHIRE RAIN” UPON ANY Who
ARE FOoLlSh enough TO Appl{OACD.
AN Ice STATUE, CONSTRUCTED IN HONOR OF A DWARVEN GOO, RANOOMLY
SCELECTS A NEARBY TARGET. I THE STATUE 1§ A OWARF THEN TDHAT
TROOP RECEIVES ThHE STATUE'S BLESSING. ANY TROOP WhHich DOe€S
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NOT BCLONG TO TNHE DWARVEN RACE 1§ BLASTEO WiTh A “GeYSer” OR
CONSUMED BY AN “Ice SNAKe ™.

You MAY DESTROY ANY OF THESE INTERACTIVE OBJECTS, OR USE THEM
TO YOUR OWN PURPOSES ~ AS CAN YOUR ENEMY . SOMETIMES IT 1§ WISEST
TO DESTROY THE OBJECT 1fF ONLY THAT 1T MAY NOT BE USED TO GOOO
EFFeCT BY The ENEMY .

L —— = T———

The WORLO OF GT\J RIA

RThHe ADOVENTURE MAPY.
ALL €VENTS OCCUR IN REAL TIME ON THE ADVENTURE MAD. AS OuR_DERO
TRAVEL] THE WORLD, ENEMY TROOPS PATROL AREAS THEY PROTECT, ANO
TIME PASSESs DAY GIVES WAY TO NIGHT. THE PROGRESS OF THE NHOURS 1§ NOT
ONLY A COSMETIC EFFECT; MANY CREATURES FIGHT MuUCh BETTER AT NIGHT
TDAN DURING THE DAY. AT ANY TIME YOU MAY PRESS “Space” To pause
THE GAME AND DAIT ThHE FLOW OF TIME. While THE GAME 1§ PAUSED,
YOU CAN SAFELY CONSIOER YOUR ENVIRONMENT, STUOY YOUR SpeLL Book,
CONSULT YOUR QUEST JOURNAL AND ThHE NerO’S CHARACTER WINOOW .




ENOORIA CONSISTS OF MANY ISLANOS AND SEVERAL CONTINENTS, AMONG
WHICh YOu CAN MOVE FREELY, USING ThHe “FAST TRAVEL” OPTION ON YOUR.
MAP. WDILE YOU ARE SAILNG ON YOUR SDIP, YOU CAN INSTANTLY MOVE
BETWEEN THE ISLANDS OF ENOORIA, SO LONG AS YOU DAVE A NAVIGATION
MApP OF ThHE DESIRED 1SLAND. THIS FEATURE ALLOWS YOU GREAT [FRECOOM
OFF MOVEMENT, AND MAKRES EXPLORATION OF THE WORLO Much €ASIER.

Though You SAIUNG “INSTANTLY” BETWEEN I1SLANDS, A CERTAIN
AMOUNT OF TIME PASSES IN THE GAME, A5 You WLl Sce WwheNn you
REACH YOUR DESTINATION. YOU MAY WISH TO PLAN YOUR MOVEMENTS
BETWEEN ISLANDS CAREFULLY, IF YOU WISh TO TAKE Full ADVANTAGE
OF ThHhe TIME Of OAY, WDhich INFLUENCES THE COMBAT CAPAB]L]”C]GS
OF CERTAIN CREATURES,.

AS IN PREVIOUS RELEASES 1N THe KingG's BouNTY SeRies, OLAF 1§ ABle TO
TRAVEL UPON A WINGED DHORSE. THE NERO GAINS AFTER MEETING WIThH
ThHE FIRST VALkYme. D15 WINGED STEED CAN REACH THE MOST REMOTE
PLACES ON ThHE 1ISLANDS OF ENDORIA ~ PLACES WDHICH ARE IMPOSSIBLE TO
REACH BY €ITHER LAND OR WATER. DOwever, FLGHT 15 MPOSSIBLE INSIOE
DUNGEONS AND CASTLES.

WHEN DESCENDING INTO A OUNGEONS OR EXPLORING AN ENCLOSED
SPACE, OLAF LleAveS DIS FAIThHFUL DORSE AND SETS OUT ON FOOT.
WheN WALKING, he MOVES SOMEWDAT SLOWER, BUT TDIS INCREASES
The MANGUVGKABﬂI‘CY or THE DERO: NE CAN SQUEEZE THROUGH €VEN
QUITE NARROW PASSAGES.

You CAN LEAVE NOTES AND MARKS ON THE MApP. TO DO THIS, SIMPLY
OPEN THE MAP (BY PRESSING M), ANO POINT TO TNHE OESIRED LOCATION
WIThH YOUR MOUSE. TheN SIMPLY click THE LEFT MOUSE BUTTON. IN
THe TEXT BOX WhHICH APPEARS, YOU CAN ENTER A SHORT DESCRIPTION
OF ThHE MARK You’&c MAKING. ThHESE MARKS CAN BE €OITED BY leFT-~
CLICKING ON ThEM, OR REMOVED WITH A RIGHhT click.

RCASTLES -
CASTLES ARE SOMEWDAT LIRE OTNER BUILDINGS YOU WLl ENCOUNTER ON
THE MAP, BUT UNLIKE CONVENTIONAL BUILDINGS, THEY ARE MARKED WiTh
A SPECIAL ICON ON THE GLOBAL MAP, AND DAVE A UNIQUE INTERFACE.
THESE STRUCTURES ARE QUITE LARGE, AND CAN BE USED TO STORE 1TEMS,
TROOPS, AND SCROLIS. IN ADOITION, THEY MAY hHolo up TO ThHreE
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Castle Ingvar,
stiand

T A —— o

RULERS, WITH WHOM YOU CAN SPEAR AND ACQUIRE QUESTS. CASTLES ARE
THe ONLY PLACES WNHERE THE NHERO CAN SELL DIS 1TTEMS, AND THE ONLY
PLACES WHERE DE CAN GARRISON UNITS OF DI§ ARMY. €Ach castle's
GARRISON CAN DHOLO up TO Three TROOPS, ANO THERE 1§ NO LiMIT TO
THE NUMBER OF CREATURES IN €AChH TROOP. GARRISONED TROOPS WL
REMAIN THERE UNTIL THE PLAYER RETURNS,.

< BUILOINGS©>
IN ADDITION TO THE CASTLES, You WILL ENCOUNTER MANY NORMAL
BUILDINGS ~ SHOPS AND DOMES OF VARIOUS CREATURES, MANY Of Which
OFfF€R. TROOPS wWhich YOu CAN RECRUIT. Sucb BUILOINGS ARE occupIco
BY CHARACTERS YOU CAN TALR TO, AND €VEN RECEIVE QUESTS FROM, OR
PURCHASE 1TEMS. SOME MERCHANTS OFFER VERY INTERESTING ANO RARE
TTEMS, AND NUMEROUS TROOPS YOU CAN DIRE [FOR YOUR ARMY. Like
CASTILES, ALL BUILDINGS ARE MARKED ON THE MAP WITH A Specmt SY)uboL‘

R NON- pLAYGK CHARACTER S
You WILL MEET MANY NON~PLAYER CHARACTERS IN YOUR JOURNEY:
CASTLE RULERS, MERCHANTS IN SHOPS, OR JUuST CHARACTERS STANDING
ON TNHE ADVENTURE MAP. YOU CAN SPEAK TO ANY Of THEM WDHENEVER
You LRE, AND MANY OFFER VALUABLE INFOR MATION, OR OPPORTUNITIES
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JFOR QUESTS,.

NON~PLAYER CHARACTERS ARE TDE PRINCIPLE SOURCE Of SIOE ~QUESTS.
AFTER PERFORMING THEIR ASSIGNMENTS THEY MAY OFFER YOu NEW
ITEMS FOR PURCDASE, OR TROOPS AND 1TEMS. However, the opposice
SITUATION 1§ AlSO possﬂsle: 1 you TAIL A QuesT, YOou MAY en‘cmeLY lose
YOUR OPPORTUNITY TO TRADE WITH CERTAIN CHARACTERS.

R PORTAIg>
ThESE  PASSAGEWAYS ALLOW YOU TO MOVE BETWEEN LOCATIONS
OR BETWEEN ROOMS WITDIN THE SAME LOCATION. THEY OFTEN
LOOK OIFFERENT, OCEPENDING ON TDHEIR PURPOSE. Some leAD MGKGLY
TO THE NEXT LOCATION, SOME DESCEND INTO A DUNGEON OR EVEN MOVE
THE PLAYER INTO ANOTDHER WORLO. AlL Such TRANSITIONS ARE INDICATED
ON THE WORLD MAP WTThH SPECIAL SIGNS. A “LADOGR” SIGN MEANS THAT
THIS TRANSITION LEADS TO AN UPPER OR LOWER LEVEL] ON THE MAP.

s

R TREASUREN®®

OURING YOUR TRAVELING, YOu Will GATDER RESOURCES AND TREASURES
SCATTERED ACROSS THE ADVENTURE MAP. IN VARIOUS NOOKS ANO BURICO
UNDERGROUND YOu Wil FINO GOLD, MAGIC CRYSTAL, TALENT RUNES,
AND SCROLIS. ONE PARTICULARLY SPECIAL 1TEM 1§ THE BANNER, WwWhich
YOU CAN COLLECT TO INCREASE YOUR LeADERSDIP. IN THE BURICO TREASURE
CHESTS YOU MAY FINO GOLO, OBIECTS, SCROLL, OR MAGIC CRYSTALS ~ €VEN
TALENT RUNES. TYPICALLY, THE FINER THE CHEST, THE MORE VALUABLE
TS CONTENTS.

ONe IMPORTANT ELEMENT OF TNHE GAME 1§ TNHE SEARCH FOR TREASURE.
VERY VALUABLE TREASURES ARE DIODEN UNDERGROUND. WhHEN YOUR
CHARACTER 1§ CLOSE TO ONE OF ThHESE BURIED TREASURES, YOu Will see
A SPECIAL EFFECT ~ A cOlumN OF LIGhT ~ MARKING ThE plAce Where
You should 01G. By clickiNg oN The “shovel™ (OrR PRESSING “O™), you
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WiLL OIG, AND A BURIEO ChHeST WILL BURST FORTD FROM THE GROUND. ~
ThHE CONTENTS ARE NOW You&sf APAKC FROM THE NORMAL TREASURES
DIDDOEN ACROSS THE MANY LANDS OF ENOORIA, THERE ARE SPECIAL
TREASURES WHICH YOU CAN ONLY FINO IfF YOU POSSESS A TREASURE MAP
OR ANOTDER SPECIAL ITEM. 17 YOU DO NOT DAVE TNE NECESSARY MADP,
YOU CANNOT RECOVER THE TREAJURE, EVEN 1F YOU KNOW 1TS LOCATION.
PleAse NOTE THAT AlL THE TREASURES, UNLESS THEY ARE DNIODEN OR
BURICD, ARE MARKRED WITH A SPECIAL STAR ON THE MINIMAD.

ROBIECTY >

IN ADOITION TO BUILDINGS AND PORTALS, YOU CAN FINO A VARIETY
OF INTERACTIVE OBJIECTS ON TNHE ADVENTURE MAD. INTERACTING wWi1Th
THEM CAN PROVIOE ADDITIONAL RESOURCES, AND INCREASED ThHE ber\o’s
CAPABILITIES. AFTER USING THESE OBJECTS, THEY ARE MARKED AS VISITED,
ANO TDEY CANNOT BE RE~USED FOR A TIME. SOME SUChH OBJECTS CAN Be
USEO ONLY ONCE PER GAME, WDHILE OTNHERS REQUIRE TIME TO RECDARGE,
SUCDH AS FOUNTAINS OR MANA ANO RAGE WELLS.

SOME OBJECTS MAY INCREASE THE BASIC PARAMETERS OF THE NERO (ATTACK,
OcFense, MANA, AND SO ON), OR GRANT EXPERIENCE, ADDITIONAL MANA
OR RAGE ~ €VEN TALENT RUNES OR MAGIC SCROLIS.

EXAMPLES INCLuDE: AITAR Of KNOWleDGe, AITAR OF BATTLe, TRAINING
TARGET, ShRING OF KNOW1eDGE, AND ThHE FOUNTAIN OF DAPpINGSS.

ThHERE ARE A NUMBER OF OTNHER OBIECTS WDICH PROVIOE VARIOUS
BONUSES OR 1TEMS RANDOMLY. THEY CAN GRANT GOLO, SCROLIS, VALUABLE
ITEMS, OR TROOPS WHO WILL JOIN YOU. 1T NEVER HURTS TO Look!
€><AMPLES INCLUOE: WISDING WELLS, SAI{COPDAC}L DlODeN CACDheS.

= WONCG;(S OF The WBKLD =

i «S a\ ~
KiNG'S BouNTY: WARRIORS OF The NORTD OFFERS NUMEROUS AMAZING
ANO INTRIGUING ASPECTS. GNGMY AR MIES CAN BE COMMANDED BY Specml
ENEMY DEROES, UNIQUE AND SPECIALLY ~SKILLED OPPONENTS, CERTAIN
OBJECTS POSSESS SOUIS ASREAL AND WLLFUL AS ANY OROINARY CREATURE,
AND TDHERE ARE SOME BATTILES IN WhHICDH THE DIVINE ASSISTANCE OF ThHE
VALKRYRIES 1§ ALL THAT STANOS BETWEEN VICTORY ANO DOOM.
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RENEMY hHeroegwe

IN YOUR €explorcs, you Will €NCOUNTER NUMEROUS ENEMY DEROES.
‘ThHeESE UNIQUE CHARACTERS, €ACH OF WNDICH DAS HI§ OWN DISTORY ANO
MOTIVATIONS, FFOR Which tbeY WilL FIGhT TO The DeATh. These
UNITS CAN BE VISUALLY OISTINGUISHED BY TDHEIR UNIQUE APPEARANCE,
AND TDHE LUMINESCENT AURA THAT FOLLOWS THEM. IN ADDITION, WHEN
You hOVER THE MOUSE OVER THER ARMY, YOU WLl Se€ ThHe hero'S
PORTRAIT AND CANREAD ABOUT DIS SPECIAL CHARACTERISTICS.

Enemy hero's troops
(slightly weaker)

Prince Constantine

e

Mana

16

IN COMBAT, AN ENEMY DERO DAS MANY OF THE SAME CAPABILITIES THAT
OLAF POSSESSES. De GRANTS BONUSES TO IS TROOPS, INCREASING THEIR
PERFORMANCE, AND USES A SPELL ONCE PER TURN, SUPPORTING DI§ AR MY
WITH MAGIC, OR DAMAGING D1§ eNeM\r’S ARMY . AN GNEMY ARMY LeO BY
SUCh A DERO 1§ FAR MORE DANGEROUS THAN A USUAL ARMY ~ BUT ThHE
REWARD FOR DEFEATING DM 1§ Much DIGDHER AS WeELL.

AMONG TDHE INDABITANTS OF C€NDORIA, THERE ARE MANY WhHO Oe€SIRE
THE HEADS OF THEIR SWORN ENEMIES. SuCh CHARACTERS MAY TELL
YOu TNHEIR SAD STOREES, AND BEG YOU TO EXACT REVENGE UPON
THE OFFENDING ENEMY DERO. WHEN You Kill AN ENEMY DERO FOR TO
Whom You DAVE RECEIVED A BOUN‘CY, You WILL 1MM€DlA‘C€LY WIN
A REWARD [FOR COMPLETING YOUR TASK.
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RLIVING OBIECTS®

ONE VERY UNIQUE FEATURES OF THE GAME 1§ LIVING OBJECTS. Such 1TEMS
DAVE UNIQUE PROPERTIES ANO CAN CDANGE TDHEIR CHARACTERISTICS IN
RESPONSE TO ThE PLAYGV\'S ACTIONS.

TheESE 1ITEMS AISO DAVE MORALE, WHICH INDICATES DOW  SATISFIED
The oBjectT 1§ with The pLAYeK’S ACTIONS. €VERY LIVING OBIECT DAS 1T
OWN DISTORY AND PURPOSE, AND THEY SEEK TO FOLLOW AN OWNER
WHO SDARES THE SAME BELIEFS. 1F THE BEDAVIOR OF TNHE PLAYER RUNS
COUNTER TO ThHE 10€A5 OF A LIVING OBJECT IN ThHEIR POSSESSION, 1T
MORALE SUFFERS. THE REVERSE 1§ TRUE A5 WELL: AN OBJECT CAN BE
pleaseo with The pLAYGK'S ACTIONS, ANO 1TS MORALE INCREASES. WHEN
LIVING OBJECTSREACH A MAXIMUM MORALE, THEY AUTOMATICALLY Become
MORE powe&ful.

IF THE MORALE OF AN OBJECT ALy TO A CRITICAL LOW, IT GOES ouT
OF CONTROL AND NO LONGER OFFERS ITS BONUSES. TO REGAIN CONTROL
OF THE OBJECT, ONE MUST CDALLENGE 1T BY DEFEATING 1T GUARDIANS.
ToO chAllenGge The 1‘ceM'5 GUARDIANS TO BATTILE, CLiICk ON THE 1TEM
IN THE DHERO’S INVENTORY ANO CHOOSE THE MENu rTem “ SUPPRESS”
OR_“UPGRADE”. ONCE YOU COMMIT TO TDHIS ChALleNGe, You Will Be
TRANSPORTED TO A SPECIAL ARENA LOCATED INSIOE ThE oBjecT 1TSElf.
THE MOST IMPORTANT ANO MOST UNUSUAL OPPONENT IN Such BaTTles
ARE GREMLINS, THE OBJECT'S KEEPERS. THESE MALEVOLENT CREATURES
WIlL TRY ANYTDOING TO OESTROY YOUR ARMY. GREMLINS POSSESS
POWERFUL MAGIC, AND Wil ACTIVELY USE 1T TO OESTROY YOUR
FORCES, OR SUPPORT THEIR OWN. TIGHTING ALONGSOE THE CGREMLINS
ARE REGULAR TROOPS WHOSE TASK 1T 1§ TO PROTECT THE GUARDIANS
OF ThE OBECT. YOU MAY WIN A VICTORY AGAINST ThHE oBjecT’s
REEPERS ONLY BY DESTROYING EVERY SINGLE GREMUIN ~ AND €ACh OF ThEIR.
SERVANTS.

RBOSSEgS.
OVER ThHe COURSE OF ThHe GAME YOou WILL ENCOUNTER CERTAIN
OPPONENTS WhHO ARE VERY OIFFERENT FROM All OTHER eNemies. These
CREATURES ARE CALLED “BOSSES”, AND MAY BE SO HuGE AS TO OCCupy
DALF OF The BATTLlepiElo. Such TERRBLE FOES CAN BY Themsebves
DEFEAT AN ENTIRE ARMY. IN THE PRESENCE OF SUChH CREATURES THE HERO
CANNOT uS€ RAGE SKILIS.

BOSSES POSE TRUE TACTICAL puzzles, A THEY hAVE uNIQUE ABILITIES
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AND SPECIAL COMBAT SKILlg, QUITE UNLRE NORMAL eNemies. ON DI
VOYAGE, THE NERO MAY MEET FOUR BOSS. W& BRIEFLY TWO OF Them
here...

UNDEAD SPIOER

fAst AND IMMUNE TO POISON, THhE GIANT SPIOER PREFERS TO NOT TO
FIGHT, AND RATHER CALIS UPON OTNHER SPIOERS AS SERVANTS. WHENEVER
1T SENSES DANGER, THE SPIOER DIOES UNDERGROUND, THEN APPEARING
IN ANOTDER PLACE, ATTACKING THE UNSUSPECTING GNGMY‘S REAR FFLANK
WwiTh fFull Force. The 51310@(’5 POWERFUL LEGS CAN STRIKE MulTiple
ENEMIES, AND EAChH BITE DEADLY POISONOUS.

Lokt

THIS GIANT VIKING SERVES KING ASVALD, AND PROTECTS THE CENTRAL
ISLAND OF TDHE SOUTHERN KINGOOM OF THE RIFTLAND VIKINGS. NO
ONE REMEMBERS WHeERE LOKI CAME FROM, AND €VEN ThHE OlO~TIMERS
CAN DARDLY GuesS DIS AGE. RUMOR DAS 1T TDAT he WAS THE SON
OF The TORAD, Though loki hAD Been SEEN NEAR TDHE SHRINES
OF The TORAD A5 We€LL A5 THE teMpLe O ODIN. ONE THING 1§ CERTAIN
~ DE 1§ A FEARFUL FOE, AND TAKES DI WORK AS BATTLE MASTER MOST
SERIOUSLY .

— b L ¢ —

= T INSTRUCTIONS, FOR AOVENTURER S =

o — -_—

A

R SCTTINGS®*
AFTER SELECTING “OPTIONS™ FROM TDE MAIN GAME MENU, YOu Will
SEE A WINDOW WHERE YOU CAN CONFIGURE TDE PERJFORMANCE
O ThHE GAME, AND ADJUST ThHE GRAPDICS AND SOUND SETTINGS.

GENERAL

SHOW INTRODUCTION VIOEO. SHOw OR Hioe THE LOGOS AND GAMES
OEVELOPER MOVIES WHEN THE GAME 1S BEING LOADED.

INVERT MOUSE ON THE X~AXIS. THIS OPTIONS ENABLES YOU TO REVERSE
THE MOTION INDICATION BY DORIZONTAL MOUSE MOVEMENT,

INVERT MOuSE ON The Y~Ax15. ThHIS OPTIONS ENABLES YOU TO REVERSE
THE MOTION INOICATION BY VERTICAL MOUSE MOVEMENT.

Mouse SENSITIVITY . TNHIS INCREASES THE SPEED OfF CAMERA MOVEMENTS,
AND ThHE Speed with Which THE CURSOR MOVES.
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Options

~ % V) Show introduction video
Rotate mini-map

%) Invert the mouse on the X-Axis
Mouse sensitivity: [«] T =
Invert the mouse on the Y-axls

S s Dt EXE
Graphics. © & Resolution: | 1920x1200 Antl-allasing
—SEPPTCREIN

3. %) Vertical synchronization
Screen refreshrate: | 60Hz

Texture quality
Combat animation speed: | Normal
Landscape: | High

Visibility distance: | High
Objects: | High
Water appearance: | Normal
Units: | High
Anisotropic filtering: | 2x W

V) Shadows on objects Shadows (quality) ¥ Gamma

/\ S— — ~ L
& 3D mode. B Enable Degree of depth
Ay A

~ = ,
;C\& o ‘> V) Music Music volume:

V) Sounds Sound volume: [

C,KAp‘mCS

RESOLUTION.  THE BEST QUALTY VIUAL DISPLAY 1§ PROVIOED
ON The “NATIVE” RESOLUTION Of YOUR MONITOR. RESOLUTION AFFECTS
THE SPEEd OF THE GAME SLIGHTLY. SCREEN REFRESDH RATE DETER MINES
THE REFRESH RATE OF YOUR MONITOR.

COMBAT ANIMATION SpEcD. ThHE SPEED AT WHICH CREATURES MOVE
OURING BATTLE. ThHE CINEMATIC CAMERA SHOWS ATTACKS IN powe&fuL
O€TAIL.

VIEW OISTANCE DETERMINES THE DISTANCE AT Which oBjecTs ANO
LANDSCAPE ARE VISIBLE. ThHE SMALLER THE ODISTANCE, THE BETTER
ThHE PERFORMANCE.

WATER. QUAU”CY CDANGES ThHE VISUAL QUAU‘CY OF “WATER. D1c,r>
QUAU‘CY LOWERS PERFORMANCE.

ANISOTROPIC FILTERING INCREASES THE SHARPNESS OF THE TEXTURES 1IN
THE DISTANCE. 1T DA A NEGUIGIBLE IMPACT ON PERFORMANCE.

SPADOWS  CHANGES THE QUALITY OF THE SHADOWS. The DIGher
THE RESOLUTION, THE SMOOTDHER ANO Sr)m(pe& ARE The €0GeS
OF SPhADOWS. TURNING ON SHADOWS  SIGNIFICANTLY REDUCES
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PERFORMANCE. CHANGES IN THE QUALITY OF ShADOWS DA liccle
EFFECT ON ThHE SPEED OF THE GAME,

ShADOWS ON OBJECTS. ENABLE / OISABLE SELF~SHADOWING.

LANDSCAPE  TEXTURE QUAULITY CDHANGES TDHE TEXTURE OETAIL
OF The L1ANDSCAPE. TNIS AFFECTS THE TEXTURE QUALITY,
The PROCESSING SPEcO, ANO THE AMOUNT Of MEMORY REQUIRED. ThS
SIGNIFICANTLY AFFECTS PERFORMANCE.

OBjecT TeEXTURE QUALITY CHANGES THE TEXTURE OETAIL OF OBJECTS.
ThHIS AFFECTS THE TEXTURE QUALITY, TNHE PROCESSING SPEED ANO
THE AMOUNT OF MEMORY REQUIREO.

CREATURE TEXTURE QUAU'CY CHANGES ThHE TEXTURE OETAIL
OF CREATURES. TNDIS AFFECTS THE TEXTURE QUALITY, THE PROCESSING
SPECD AND THE AMOUNT OF MEMORY REQUIRED. 1A ALMOST NO effect
ON PERFORMANCE.

ANTIALSING SMOOTDHES THE EDGES OF OBJECTS, ELIMINATING ThHE JAGGED
“LADDER” €FFECT. AFFecTs THE PERFORMANCE OF THE GAME.
VERTICAL SyNC 1§ REQUIRED BY LCO OISplAYS. THIS OETERMINES
ThHE RATE AT WhHICh THE SCREEN 1S REFRESHED. DAS ALMOST NO EFFecT
ON PERFORMANCE,

30 VIEW ®eQuIRes SPECIAL BICOLOR (ReD/ BLue ) GLASSES)

CNABLE. ENABLES / DISABLES 30 VIEW .

Oepth. ADJUSTS THE EFFECT OF STEREOSCOPIC DEPTN. WE RECOMMEND
YOu DECREASE ThE DEPTh OF ThHE €FFecT OR DISABLE B3O ViEw, If
YOUR_EYES BECOME FATIGUED.

SOUNO

Music. ENABLE / DISABLE MUSIC PLAYBACK.
SOuNDS. ENABLE / DISABLE PLAYING SOUNDS,.
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~ hotkeys ¥

E i

-~

ADVENTURE MODE

€sc Menu
2D SAve ANOD LoAd Game
5/F8 QuICK ~SAVE ANO QuICK ~LOAD
SpAce pAuse The GAMe
h Dero WinoOW
B MAGic Book
Q QUEST JOURNAL
M MAP
O O1G FOR TREASURE
IS COMMAND YOUR Steed To FLy
COMBAT Mode
€s¢c MeENU
DHome RETURN THE CAMERA TO OEFAULT PDOSITION
O, SpaAce TARE O€Fensrve PDOSITION
W, ENTER WAIT
A Toggle Auto-~Bactle
B Open Spell Book
R Use The RAGE OF THE VALKYRIES' AmuleT
RS SelecT A tKoop'S SpeaAL SKill
CTrl+1, 2,3 Choose ATTAck, OeFense, or Luck Rune
CcrL/ qu"c WhHEN SELECTING 2NO OR 3RO level SpeLLs, CTrL
ANO SmT:'C lower The level BY 10R 2 levelw.
Lepe/Right Move the CAMERA
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< CREOTTS

KATAUR] INTERACTIVE:
MANAGEMENT ANO GAME DESIGN
OMITRY GUSAROV

LeAo ARTIST
ALEXANOER_ V\ZYN“‘]
Chiep pxoqr\AMMa{
ALEXANOER ZEBERG
ANIMATION AND €fFects
RUSLAN ChHERNY

GAME DESIGN

TVAN MAGAZINNIKOYV
ANNA SeleznevA
ANTON MIKhAILOYV
INTERJACE OESIGN
EVGeNY ChereNkov
Level oesiGN

DMVCKY OeC}”CYAKGV
PROGRAMMERS
VYACHESLAY MATY TSIN
ALEXANDER TRETIAK
ALEXANODER PARSDIN

Y VEENY GONChARUK
ARTISTS

SErRGEr SIMONOYV

NINA VATulich

OMITRY OEGTYAREY
AlexANDER Belchenko
€ugene Chepikoy
ROMAN ChuBov
VLADIMIR_ Sbel.estov
Music

Lino EreBrOS

TRINORN PRODUCTIONS,
COMPOSERS

MIRDALL KosTylev
ANOREY GLADKOY

ANASTASIA PANROVA
Souno OESIGN
pAtmkeev pAveL
VAOIM CDALY

WARRIOR OF The
NORTD TEAM:
YuliA ARSENOVA
V1AOIMIR ALERSANOROY
ANOREW BeSgARAB
Alex VARhrushev
MAXIM VOLKOV

ANTON GuRINOV
KonsTANTIN OROZOOV
ANTON ZINOVIEV
OMITRY ZOSIMOV
AlexAnoer Klumenko
€lenA KozyrevA
Sergel KonorATovich
Pavel Konorashov
SveTlANA KrRoT
ANorew Kulik
VERONICA LuKRINA

Glek Lyusimoy

Oenig MALTzeV
ANDKGY MINAEV

Yum MIROSHNIROV
PAVEL OSDARIN

ALENA RUSSRYKRD
ALEXANOER RYZDENKO
CLENA SABLINA

RUSLAN SVOBODIN
MAXIM SEVOSTYANOYV
VLADIMIR. SKORODUMOYV
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ANNA SUZKROVA
ALEXANDER SIOOROYV
Oleg SUKHANOYV
CAThHERING TERENTEVA
VITALY TIMRIN

Alex Tuzhiun
ALEXANOGR DRISTYAN
V1AoMmIR Chutkoyv
Alex ShuMeYkm
LocAliz ATioN

OleGg MIRONOV
MARRETING € PR
NIKOLAY BARYSHNIKOYV
ANATOLYy SuBBOTIN
fele YZ\kovLev
NIKITA putmN
ANOREY Oi1neev

Q%A
Q-loc

QloC S.A.
GENERAL MANAGER
ADAM PIESIAR

Business OeVveLOpMENT DIRECTOR

PAwWEL GRZY WACZEWSKI

Business OeVELOPMENT MANAGER
MARCTA OLEINICZAK

JuNIOR Business OevelopmeNT
MANAGER

JARuB TRUOZIK

QA PrOJIECT MANAGER

GRZEGORZ NODALA

OIRECTOR OF QUALITY ASSURANCE
Luk A5Z RYNKOWSK1

QA LAB MANAGERS

MACIE] MAZURER

Luk A5z OSINSK1

QA Team leaoery

Rami Kgiez Ak

PA\‘VGL Scrzelc Yk

FuNcTIONAL QA TeSTERY
ProTr BiAroA

Borys JozwiAk

ROMAN SKuRrsK1

ROGER WASZKRIEWICZ
MIChAL ZYC}MUN'CO\‘VKLZ
LinguisTic QA TesTers
BARTER ANTECKT
PIOTR MUGER MAN

1T MANAGER_

BArTek Zukowski
REO SpeciAlisT

JACER TAIFER
‘TRANSLATION

Breslin Scuoios

Music BY

Lino E€RreBROS

O)mtyq' PeTyAKIN

1C PUBLSHING €U
SAleg Team

OANIELA RAVIN

TOoMAS STROMSKY

LukAs PArouLek
LOCALIZATION AND PRODUCTION
MANAGER

JAN OLeNIk

MARRETING € PR, GRAPHICAL
OcsIGN

ANODREA PISECNA

Lusos Bachura

MANY TDANKS TO All Who
SUPPORTED AND BELIEVED 1N us!

A Deep Bow TO The “racher”
OF THE SERIES JON VAN CANEGheMm
ANO THE COMPANY New WORLO
COMPUTING .
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RTECHNICAL SUPPORT ©°

I YOU ENCOUNTER PROBLEMS WHILE INSTALLING OR PLAYING TDHE GAME, DO

ThHE FOLLOWING BEFORE YOu CONTACT us:

+ Choose “Run” 1N The “START ™ MENU.

- Type {OXOIAGH IN THE DIALOG WINDOW AND PRESS “ENTER” TO RUN
MICROSOFT O1RecT X O1AGNOSTIC TOOL.

* ]SS ALL TESTs.

+ DAVING PASSED The TESTS, PRESS “SAVE AlL INFOR MATION™.

+ SEND THE TEXT FILE OBTAINED AND A DESCRIPTION OF YOUR PROBLEM
TO OUR TECHNICAL SUPPORT.

INFOR MATION REQUIRED

+ GAME VERSION (INSTALLED UPOATES)

+ OPERATING SYSTEM

- p&ocesso& BRANO, TYPE ANO clock Speeo
+ RAM volume

+ SOuND CARD TYPE

+ VIOEO ADAPTER MODEL AND PARAMETERS

+ CO/OVO-ROM ORIVE TYPE

+ Mouse TYPE AND ORIVER VERSION

+ OIRECTX VERSION

- OetAlleo OESCRIPTION OF THE PROBLEM THAT YOU FACED

RCONTACT®»
V1A €~MAIL AT: Suppoat(ﬂcpubhgbmq.eu
Please use THE €-MAIL ADDRESS PROVIOED. ALL SUPPORT ENQUIRES TO
THE COMPANY ADDRESS OR PHONE NUMBER(S) CANNOT BE ANSWERED BY
OUR STAFF.

TFOR MORE INFOR MATION ANO UPOATES PLEASE VISIT: W W W .ICPUBLISHING.COM
RLREGISTRATION®=
IINZL TR SNl COMMUNITY  BY REGISTERING ON  OUR WeBStTe

WW WL ICPUBLISDING.COM  AND RECEVE ALl ThHe LATEST NEWS ON
1C GAMES, €VENTS, CONTENTS €TC.
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