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THE ADVENTURE CONTINUES

�THE KINGDOM IN PERIL�
King’s Bounty: Warriors of the North is a continuation 
of the popular adventure series.

The action of the game takes place in the familiar world 
Endoria. The player will visit Darion, the underground lands  
of the dwarves, and even the lands of the Vikings, where even 
the legendary Bill Gilbert never ventured. 

The mighty Olaf, son of the King of Nordlig, has devoted 
himself to destroying the undead armies which have flooded 
the northern lands. It is his quest to free his frozen country  
of necromancers, and he will take his battle through the dwarven 
caves and even into the very heart of Endoria - the kingdom  
of Darion. On his road to glory, Olaf will meet treacherous 
enemies and new friends, and take part in fierce battles  
and exciting adventures.

�System requirements�
Minimum System Requirements
Operating System: 	M S Windows XP / Vista / WIN 7
Processor: 	 2,6GHz
Memory: 	 1GB
Video card: 	 nVidia GeForce 6600 with 128 MB or 		
	 equivalent ATI
Sound card: 	D irectX-compatible soundcard
Hard disc: 	 5,5 GB free hard disk space
CD ROM: 	P C DVD-ROM
Recommended System Requirements
Operating System: 	M S Windows XP / Vista / WIN 7
Processor: 	 3 GHz
Memory: 	 2 GB
Video card: 	 nVidia GeForce 7950GT with 512 MB or 	
	 equivalent ATI
Sound card: 	D irectX-compatible soundcard
Hard disc: 	 5,5 GB free hard disk space
CD ROM: 	P C DVD-ROM

�CHOOSING YOUR CHARACTER�
Your first choice is the profession of the hero - what kind  
of hero will Olaf be?
Please note that it is a little easier to play as a Viking.  
The Skald class is more difficult, and the Soothsayer is perhaps 
most difficult. Players who have never before played a King’s 
Bounty game should probably choose Viking.

Vikings trust not in the number of troops, 
but in their strength, and most of all in their 
Rage abilities and the aid of the Valkyries.  
The Viking is a master of combat, and his Attack 
and Defense increase more quickly than the Skald 

and Soothsayer. The Rage and skill of the Viking enable him and 
his troops to deal great damage to the enemy at the minimum 
loss of his own forces, despite the fact that his troops are not 
as numerous as those of the Skald. This class boasts two unique 
skills: Steadfast Norse and Absolute Rage.

The Skald is first and foremost an experienced 
military leader, and is very effective in 
commanding vast armies. Where the Viking excels 
in might and rage, the Skald relies on numbers and  
the great fighting spirit of his troops.  

The Skald has the unique ability to inspire his troops before 
battle by reciting Edda, legendary songs of the Viking sagas. 
After the battle, his fallen soldiers may be returned to life by 
the blessing of the northern gods, by virtue of his unique ability, 
Warriors of Valhalla. The Skald gains leadership faster than  
the other classes, and in battle, he uses magic to benefit his 
troops and heal and resurrect fallen warriors. The Skald can 
learn Mind Skills without great difficulty. 

Soothsayers prefer the wisdom and knowledge 
to brute force, and are true experts in runic magic. 
Soothsayers cannot command vast armies, but 
make up for this lack with enhanced skills in magic. 
Only Soothsayers can master the skills Higher 

Magic and Alchemy. The variety of spells and skills at their 
disposal allows the Soothsayer to choose the most appropriate 
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tactics for each battle, whether this involves sending an army 
of summoned creatures into battle, strengthening his own forces 
and to weakening the enemy, or destroying the enemy with 
powerful offensive magic.
After selecting a character class, you can specify a nickname for 
the hero, and choose his coat of arms from the available list, as 
well as set the game’s level of difficulty.

 
NEW FEATURES

�THE GAME’S NEW FEATURES�
•	A  whole new race - the Vikings of the north - plus new 

neutral creatures.
•	A  new hero - the Viking Olaf.
•	V alkyries! Five beautiful female warriors who serve as 

companions and can be called into battle by Rage.
•	A  revised skill tree, with new unique talents.
•	 New awards give bonuses for outstanding achievements.
•	A dvanced combat spells and an entirely new magic school - Rune 

Magic.
•	M odified combat system based on the use of runes.
•	 The Skald class can inspire his troops with legendary songs 

known as Edda.
•	 Craft new objects
•	 Full use of STEAM services, including Steam cloud and 

Leaderboards.
•	 New medals
•	A n all - new achievement system
 

CHARACTER DEVELOPMENT

�ATTRIBUTES�
Character development relies upon several attributes. Press ‘H’ 
to open the Hero window and consider the attributes located 
on the left side.

Experience is won in battle, and granted for performing tasks. 
After accumulating the required amount of experience, the hero 
gains a level.
Leadership determines how much and what kind of creatures 
the hero can command. Each creature has its own leadership 
requirements.
Leadership can be increased by obtaining levels, finding special 
flags on the map, or equipping certain items.
The hero’s Attack increases the damage dealt by creatures in 
the hero’s army. If the hero’s Attack is greater than  
the target’s Defense, then damage is increased.
The hero’s Defense reduces the damage incurred by his troops. 
If the hero’s Defense is greater than the Attack of the enemy, 
then the damage suffered is reduced.
Intellect affects magic damage dealt, the duration of spells, and 
spell power (which is especially important for the Soothsayer).
Mana expended in the casting of spells. It is naturally recovered 
in the time between battles, and under certain conditions it can 
even be recovered during battle.
Rage mounts during combat, and can be expended in the use 
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of the combat skills of Olaf and his Valkyries. In addition,  
the higher the level of Rage, the more probable your troops will 
score critical hits.
All these parameters, except experience, are increased when Olaf 
gains a level, and can also increase when visiting special places on 
the adventure map, or wearing certain items.

�AWARDS�
For successfully completing certain actions, you will earn awards 
which give bonuses to the hero. Some of these awards are specific 
to a certain class.
Grand Strategian. A reward for conducting combat without 
losses. Warriors show more respect for such able commanders, 
which increases the Leadership of the hero.
Headhunter. A reward for defeating other heroes. This increases 
the Rage at the beginning of battle against enemy heroes.
Dragon Slayer. This award is given for defeating dragons. It 
increases the hero’s Attack in future battles against dragons.
Treasure Hunter. This award is given for discovering numerous 
treasure chests. It increases the experience received in battle.
Vampire Hunter. An award for the Vikings. The destruction 
of Vampires gives an Attack bonus.
Battle Alchemy. This award is granted to those who often set 
their enemies ablaze, poison, and freeze them. It carries increased 
damage from burning, poisoning and freezing.
Trapper. This award is granted for killing enemy units with 
Traps. He who possesses this award places a few traps at 
random on the battlefield, and trap damage is increased.
Guardian. Upon using defensive spells in the first round of combat, 
the hero receives this award which increases the resistance of his 
troops to any type of damage.
Blind Rage. For frequent use of Rage skills, the hero awarded 
this honor, which increases the chance of critical strike of all  
the troops in his army.
Iron Knight. An award for Vikings. For regular use of such spells 
as ‘Berserker’, ‘Ghost Blade’, ‘Battle Cry’ and ‘Dragon Arrows’,  
the hero receives this award, which raises his maximum Rage.’
Fat Cat. This award is granted to a thrifty hero. If the hero 
saves enough money, he receives a bonus to the amount of gold 
received in combat.

Gifted Warrior. This reward is granted for the destruction 
of enemy units using Rage skills. It gives a bonus to  
the advancement of Rage skills.
Crystal Collector. For dedicated collection of magic crystals, 
the hero receives a bonus to Intellect.
Favorite of the Valkyries. The award is given for the frequent 
use of the unique abilities of the Valkyries. It enables them  
to recharge their powers more quickly.
Valhalla’s Messenger. An award for the Vikings. For destroying 
hostile armies, the Viking hero increases the damage dealt  
by Jarls, Berserkers, Slingers and Valkyries.
Purifier. An award for Skalds. For the destruction of undead 
armies, the hero receives this award, and a bonus to Defense for 
destruction of undead armies.
Guardian of Midgard. An award for Skalds. The more often 
the skald sings his epic songs, the longer their powers last.
Illiteracy Exterminator. An award for Soothsayers. In destroying 
armies of bloodthirsty orcs, the hero makes the world a more 
civilized place. This award increases the Intellect of the hero.
Acolyte of Odin. An award for Soothsayers. The more troops are 
destroyed by spells, the more quickly mana is restored between 
battles.
Rune Master. An award for Soothsayers. The more often 
the hero’s troops use runes (assigned by the hero, not Valkyries!), 
the more bonus runes they receive.
Holy Warrior. An award for Skalds. Skalds who often use 
the spells ‘Negation’, ‘Timelessness’, ‘Gift’, and ‘Justice’ in  
the first rounds of combat receive a bonus to Initiative, Attack, 
and Defense of their Vikings, Jarls, and Berserkers.

�EQUIPMENT�
In the center of the hero screen, below the main portrait, is  
the hero’s “backpack”, and surrounding the main portrait are 
slots into which equipment can be placed. The hero will come 
across many useful items in his adventures, purchased from shops 
or received as rewards for the performance of quests. Each 
object has its own characteristics, and when equipped may change  
the attributes of the hero or his troops. Such equipment is 
divided into several types, and each type of equipment can only 
be worn in certain slots. The types include helmets, weapons, 
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shields, gloves, armor, belts, footwear, jewels and artifacts. 
Equipment which your character no longer requires can be sold 
in castles or destroyed in return for Crystals and Magic Runes, 
provided your character has learned the “Neatness” skill.

Some items can be used to activate some of their additional 
properties or remove something from the object. Such items have 
an additional option, “Use”, in the item’s drop-down menu.

In addition, certain objects note in their description that they 
can be upgraded. To upgrade an object, select “Upgrade” from 
the item’s drop-down menu. After you commit to fighting  
the keepers of the object, you will be transported to a special 
arena to battle against the object’s keepers. After winning 
this battle, the item will be upgraded. You can read more about 
improving items in the “living objects” section, below.

Some items are more valuable if you disassemble them and extract 
the crystals and Magic Runes they hold. Before selling an item, 
consider whether it would be more profitable to destroy it and 
gather its crystals or runes.

Also, some items are a part of a set. If you collect all the objects 
in a set, you will receive an additional bonus - something even 
greater than the combination of items considered independently. 
From the item’s information window, you can see whether it is 
part of a set, and if you have any other items in its set.

If you possess the “Artifactor” skill, and a special recipe, you can 
create new items.

Finally - and perhaps most importantly. Some types of items 
you can donate to your Valkyrie warriors, to improve their 
capabilities. Each Valkyrie prefers a different type of objects: 
Christa prefers regalia; Gudrida loves boots, belts, and gloves; 
Hilda enjoys weapons; Regina collects shields and armor; and 
Mista  improves when she is given artifacts. To raise a Valkyrie 
to the second level requires one item. To reach the third level 
requires two more. For the fourth level, they need four  
of their favorite objects. 

�SKILLS�
The hero’s skills are shown on the right side of the character 
window. Whenever the hero gains a level, he receives talent 
rune which can be spent on the study and improvement  
of skills. In addition, Runes can be found or received as a reward 
for completing quests.

The hero’s potential skills are divided into three groups: Might, 
Mind and Magic. There are 15 skills in each group. Each skill group 
has a corresponding talent rune, which is more dominant in 
that group. For example, Runes of Might are primarily used for  
the development of Might skills. The different character classes 
more quickly and easily develop skills suited to his class.

Might Skills
Heroism. The hero’s Attack is 
increased, as his troops boldly and 
courageously rush into battle.
Resistance. The hero’s Defense 
increases, making his troops more 
resistant to enemy attacks.
Rage Control. Increases the amo-
unt of Rage that the hero can 
accumulate, increases the Attack 
power of all Vikings, and increases 
the amount of adrenaline which can 
be accumulated by Orcs.
Onslaught. On their first move, 
allied troops receive a bonus to 
their initiative. The hero’s maximum 
Rage increases, and orcs receive extra 
adrenaline. 
Steadfast Norse. Special skill 
of the Viking class. Intense northern 
training reduces the damage done  

by spells, and reduces the duration of adverse effects.
Rage Ready. Reduces the rest interval between the use 
of Rage skills, and can charge an orc troop with adrenaline at  
the beginning of battle.
Frenzy. Any allied troop which destroys an enemy unit becomes 
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inspired and receives an Attack bonus.
Quick Draw. Increases the Attack and Initiative of ranged allies.
Anger. The Rage of the hero increases when his troops exchange 
blows.
Berserker. Before battle, the hero inspires his troops into a fit 
of rage, which enables them to inflict double damage to their foes.
Shield of Rage. By sheer force of Rage, the hero’s soldiers can 
shake off negative effects at the beginning of each round.
Icy Rage. Enables Rage skills to inflict critical damage, and freeze 
their targets.
Absolute Rage. Special skill of the Viking class. Increases 
the damage inflicted by critical hits, and the probability  
of dealing a critical hit during counter-attacks. After receiving 
damage, troops increase their attack power.
Bloodlust. After scoring a kill, allied troops have a 50% 
probability of receiving an extra turn.
Runic power. Increases the damage done by Rage skills, and provides 
an opportunity to use Rage skills twice per round.

Mind Skills
Scouting. Allows you to see what 
kinds of troops compose an enemy 
army, when you encounter an enemy 
on the adventure map. Also increases 
Intellect.
Power of Spirit. A high level 
of spirit raises the Attack and 
Defense of the hero’s troops.
Jarl. Increases the morale and 
the hero’s leadership over troops 
who relish a life of freedom: Slingers, 
Vikings, Skalds, and Pirates.
Diversions. Sabotage operations can 
incapacitate enemy troops for the 
first round of battle.
Edda. Special skill of the Skald 
class. With their knowledge  
of ancient songs known as Edda, 
Skalds can inspire their troops to 
heroic feats before battle.

Diplomacy. If the hero and his opponent have the same kinds 
of troops, the hero can entice some of the troops of the enemy 
onto his side, or to persuade them to desert the army of the 
enemy. Has no effect on the undead.
Learning. A passion for knowledge allows the hero to learn 
faster and receive more experience in battle. Intellect is also 
increased.
Sense Weakness. Knowledge of vulnerabilities makes it easier to 
perform critical hits - and less likely to incur them.
Glory. Everyone wants to fight under the banner of a famous 
hero. This increases the hero’s Leadership
Tactics. Knowledge of Tactics allows the hero to arrange 
troops on the battleground before combat.
Favorite of the Gods. The gods protect the troops  
of the northern hero, and mete their destruction upon those 
who would challenge him.
Persuasion. Reduces the morale penalty of intolerant troops.
Reserve. The ability to plan in advance allows the hero to bring 
reserve troops into battle.
Warriors of Valhalla. Special skill of the Skald class. After 
battle, fallen troops are revived by the gods.
Oratory. Faith in their commander raises the morale 
of the hero’s soldiers.

Magic Skills
Wisdom. Increases the hero’s maximum Mana, as well as the number 
of scrolls that his Spell Book can hold.
Linguistics. Learning the languages of different peoples and races 
allows the hero to develop his Intellect.
Meditation. Increases the Hero’s maximum Mana, and enables him 
to recover Mana more quickly.
Order Magic. Allows the hero to learn Order Magic spells from 
scrolls.
Alchemy. Special skill of the Soothsayer class. Reduces 
the number of magic crystals required when transcribing scrolls 
and improving spells.
Distortion Magic. Allows the hero to learn Distortion Magic 
spells from scrolls.
Rune Magic. Allows the hero to learn Distortion Magic spells from 
scrolls. Also provides additional Viking runes.
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Transmute. This skill enables 
allows the Soothsayer to convert  
the death cry of a fallen allied 
troop into mana.
Chaos Magic. Allows the hero to 
learn Chaos Magic spells from scrolls.
Artifactor. Allows the hero 
to create magical artifacts, and 
to extract more magic crystals, 
and even Talent Runes, for their 
destruction. Also helps better 
manage mechanisms, and increases 
maximum Mana.
Soothsayer. After his dedication, 
a Soothsayer fully reveals his magic 
potential. Increases Intellect, Mana, 
and the Magic resistance of his 
troops.
Concentration. Allows the hero to 
restore Mana during battle.
Creation. The soothsayer, speciali-

zing in non-offensive spells, increases the efficiency and duration 
of his spells. This also the soothsayer’s skill in summoning 
creatures to join his army.
Higher Magic. Special skill of the Soothsayer class. The secrets 
of Higher Magic allow the magician to use weaker spells without 
exhausting his power, and use the Spell Book more than once per 
round.
Destruction. Mages who specialize in combat spells inflict greater 
damage when using them.

�QUEST JOURNAL�
King’s Bounty: Warriors of the North is an adventure game with 
role-playing elements. This means that over the course of the 
game you can not only improve the character’s skills and level 
of power, but also to communicate with the inhabitants of the 
game world and receive quests. For the successful fulfillment of 
a quest, your character receives a reward in the form of gold, 
experience, a valuable item, or even spells and scrolls.

Each mission you receive is recorded in the “Quest Journal”. Included 
is a description of the task, and each is marked with a special sign 
indicating whether it is a central mission or a secondary quest. 
The reward is also shown. As you progress in the quest, some tasks 
will be marked completed, and new tasks may appear. The more 
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 quest!
Completed and failed quests are also marked. These can be hidden 
so that the journal shows only the currently active quests.
Please note that buildings and characters from which 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 issued for the 
destruction of enemy heroes. Such targets are marked by an 
icon in the form of crossed swords, and the portrait of the 
hero shows a bounty sign. Such bounties can be quite lucrative, 
and it is a simple matter to complete such assignments, for it is 
unnecessary to return to the place where the quest was assigned: 
your reward comes immediately after destroying the enemy hero.

�VALKYRIES�
The Valkyries are beautiful 
celestial warriors. During 
his travels, Olaf will 
enlist the support of five  
of these charming allies, each 
possessing unique skills.
The fighting skills of these 
celestial warriors improve 
as they gain experience in 
battles, whenever Olaf uses 
his “Rage of the Valkyries” 
amulet.

In addition to participating in battle, Valkyries play an important 
role in the development of the character. They play the role  
of companions, much like the wives in “King’s Bounty:  
the Legend” and armor-bearers in “King’s Bounty: Armored 
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Princess”. Valkyries give substantial bonuses to Olaf’s attributes. 
The hero can travel together with all five warriors, but you 
can always choose who will be the senior Valkyrie, whose 
bonuses will then operate at 100%, while his other companions 
will aid Olaf with 25% of their power.

The value of each Valkyrie bonus also depends upon the level  
of the warrior. You can increase the Valkyrie’s level by sacrificing 
to them various items of specific kinds. Each Valkyrie prefers  
a different type of object: Christa prefers regalia; Gudrida loves 
boots, belts, and gloves; Hilda enjoys weapons; Regina collects 
shields and armor; and Mista improves when she is given artifacts.

To raise a Valkyrie to the second level requires one item. To 
reach the third level requires two more. For the fourth level, 
they need four of their favorite objects. The fifth level can 
only be achieved after completing a special quest unique to each 
companion.

�SPELL BOOK�
Not surprisingly, in the fairy-tale fantasy, Magic is one  
of the most important aspects of the game.

Your character possesses a magic book, in which he keeps  
the scrolls and spells.

Scrolls can be purchased in stores or won as rewards for completing 
quests. Initially, all the spells you receive are in the form  
of scrolls. To use them, open your Spell Book and select  
the you wish to use. After use a scroll disappears. Please note 
that the Spell Book is designed to handle only so many scrolls. 
If you managed to gain more scrolls more than it can hold, then 
you will need to use some of them (or sell them or simply throw 
them away) before you can purchase more scrolls.
 
Spells can be learned from your Spell Book, and in this 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 then gather the desired scrolls. Then, you can learn the 
spell through the use of Magic Crystals. The stronger the spell,  
the more crystals are required.

Learned spells 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 Crystals. Spells can be upgraded to Level III, with 
each level increasing the spell’s strength as well as the amount 
of Mana required for its use. Some spells are significantly change 
their properties when they increase in power.

Strengthening Spells
In addition to improving individual spells to level II or III,  
the spell’s power is influenced by the Intellect of the hero, and 
certain equipped items can increase the power of spells as well. 
For offensive spells, damage is increased by 10% for each point  
of Intellect. For every 10 points of Intellect, the duration  
of the spell is increased for one round.

The “Destruction” skill increases the damage inflicted by spells, 
and the “Creation” skill increases the power of divine spells and 
their duration. Items may amplify the effects of certain spells, 
or even whole groups of spells, such as increasing the amount  
of fire damage inflicted.
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�MAGIC SCHOOLS�
The game has four combat magic Schools: Order, Distortion, Chaos, 
and Rune Magic. Each school has about 20 different spells.

Order Magic is of higher, divine origin, and affects the body and 
the mind. It enables you to heal, protect, and empower your 
troops with mystical abilities. However the gods are also quite 
capable of punishing and destroying those who stand against 
the righteous way, so this school also contains powerful attack 
spells.
Distortion Magic is the source of spells which alter the natural 
state of objects and the way they are perceived, distorting both 
their inner nature and their outward appearance. This school 
includes strengthening and weakening spells, and magical illusions 
which effect the mind.
Chaos Magic weakens and destroys creatures both living and 
dead. This is the preferred school for Battle Mages who intend 
to put whole armies to flight, and razed the fortresses  
of their enemies.
Rune Magic is a new school of magic best known by Vikings 
warriors. The people of the north have for centuries studied 
the mysteries of nature, and have finally learned to tap into the 
awesome forces of Cold. These spells include powerful offensive 
and defensive magic, and can use Viking runes in addition to Mana, 
thus increasing the power of the spells.
Using Magic
Spells from these magic orders can only be used in battle. Usually 
the Spell Book can be used once per round, but the “Higher Magic” 
skill allows the magic-user to cast two spells per round. To call 
a spell, the magician requires sufficient Mana, unless of course  
a scroll is to be used instead.
Spells can have different effects: causing damage to the enemy, 
or raising or lowering the attributes of troops. They can 
subdue the enemy, or call to the battlefield magical creatures - 
and much, much more. The power of a spell greatly depends on  
the specific situation, so they are best used with care and 
thought.
Wanderer Magic
This peculiar school of magic involves spells which are used only 
during travel through the game world. These spells increase  

a certain attributes or call soldiers to the hero’s army. Wanderer 
spells can only be used in the form of scrolls, and cannot learned 
or improve. Currently active wanderer spells are displayed in  
the upper right corner of the screen.
 

THE COMBAT SYSTEM

When hostile armies meet, the scene of action moves to  
a tactical arena, across which the units of each army move in 
turn. The order of turns is determined by the troops’ Initiative, 
and during their turn, a troop may move around the battlefield, 
exchange blows, and use their skills. When all troops have 
completed their moves, the combat round ends and a new one 
begins.

The commanders of the troops do not directly participate in 
combat, but they may apply certain bonuses to their troops, and 
influence the course of the battle by casting magic spells, and 
Olaf’s can also use various Valkyrie skills as well. Once per round, 
during the turn of a friendly unit, the hero can use the Book  
of Magic and the abilities of the Valkyries. The battle ends when 
one side loses all of its troops.

A player can withdraw from battle before its completion, but 
in defeat or escape, the hero receives no experience or trophies, 
and loses all his troops. But the game does not end there, for 
you will find yourself in a friendly capital, from which point 
the game continues - and you might expect some compensation 
from your allies. However, in some cases when escape is impossible, 
defeat will lead to the loss of the game. For example, you 
cannot flee while fighting inside objects or against bosses, as 
well as certain other battles.
 

�THE BATTLEFIELD�
Battles take place in special arenas, which all vary in shape, 
size and tactical interest. What sort of arena you enter will 
depending on where the fight takes place. If you meet the 
enemy upon a forest road, the fight will take place on a narrow 
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forest path. When attacking an enemy castle, be prepared for 
the fact that the castle’s defenders may be well-positioned at 
the top of siege towers. When boarding enemy ships, the battle 
takes place on the deck of a ship. Battles waged inside objects 
are waged in an incredible and strange arena.

Tactics are determined by the shape and dimensions  
of the battlefield, as well as any obstacles that appear in  
the arena. These can be low obstacles which hinder the movement 
of foot soldiers, but are easily overcome by flying creatures. - 
And there may be other higher obstacles which block the passage  
of all beings.

Another important factor in the battlefield is the type  
of environment and the time of day. Those with night vision 
and undead creatures better fight in the dark, at night, or 
in underground caves. The type of the battlefield affects  
the combat characteristics of other creatures as well. Demons are 
better protected in their native lava arenas, while in the snow 
their protection is quite compromised. The morale of undead 
troops increases in cemeteries.
 

�TROOPS�
The basic combat unit appears on the screen as a single soldier, but 

is in fact a stack of any number of creatures, from a single one up 
to several thousand creatures. These troops will continue to 
fight so long as even one soldier remains alive. The health and 
damage of the troop are considered cumulatively: the amount  
of damage inflicted by a troop is equal to the amount of damage 
which a single solder is capable of, multiplied by the number  
of soldiers in the troop.
All creatures have attributes which determine their combat 
effectiveness, and many creatures have their own unique 
characteristics and abilities.

Race indicates whether the unit belongs to one of the six major 
races in Endoria, or is of neutral race. Relationships exist between 
the races, which influence the morale beings who are in the 
hero’s army. In addition, effects and objects may have special 
effects upon creatures of certain races.
Leadership indicates how much of the Hero’s leadership is required 
to command one such creature.
Morale displays the troop’s morale - that is, its current happiness 
and battle spirit. A high morale increases the troop’s Attack and 
Defense, and increases its chance of scoring a critical hit. A troop 
suffering from low morale is not so capable in combat, and it is 



20 21

unlikely to land critical hits.
Attack indicates the power of the attacks inflicted 
by the troop. If the Attack of the troop is greater than the 
Defense of its target, the damage it inflicts increases.
Defense marks the troop’s degree of protection from enemy 
attacks. If the enemy’s Attack is less than the defender’s 
Defense, the damage of the attack is reduced.
Initiative indicates how quickly the troop can engage in battle. 
The higher the initiative, the sooner the troop can strike, 
outstripping the attacks of enemy troops.
Speed shows the maximum number of action points the troop 
is capable of using in a single round. These points are replenished 
each round. They are expended when the troop moves (traversing 
one cell expends one action point), and they are expended when 
performing other actions. Attacking an enemy or using a skill 
generally expends all of the troop’s remaining action points.
Crit, or Critical Hit, indicates the probability that the troop 
will inflict a blow which deals 150% of the normal damage 
which the unit is capable of.
Damage shows the amount and type of damage the troop 
inflicts. Damage may for example be physical, poisonous, fire, 
or magic. Each creature may have resistance to certain types of 
damage. A resistance greater than zero means that the creature 
will receive less damage from this type of attack. If the troop’s 
resistance is below zero, then attacks of that type will inflict 
greater damage.
Health shows the vitality of the unit. When the current 
health reaches zero, one being in the troop falls in battle.
Effects show the effects currently applied to the troop in 
battle. These effects alter the combat capabilities of the troop 
in various ways. These effects are shown by icons below the 
character’s portrait. The number beside the icon indicates the 
number of rounds that the effect will last. You can hover your 
mouse over the icon to see a description of the effect. Effects 
highlighted in green are the positive, and those highlighted in red 
are negative effects.
Talents are skills that can be used during the battle. Simply 
press the desired Talent button to activate the talent. These 
typically spend all the troop’s current Points of Action. Each 
troop can have up to three talents, and they are often unique.

Certain Talents may only be used once per battle, while others 
can be used repeatedly. Typically it takes time to recharge a talent 
before it is reused, but  such Talents will again be available for 
use when the specified number of rounds has passed. All Talents 
are fully charged at the beginning of the next battle.
Features are the creature’s passive properties that apply 
continuously or which are triggered automatically when certain 
conditions are met.
 

�CREATURES AND RACES�
The game has about one hundred different creatures of the 
various races: vikings, humans, dwarves, elves, orcs, undead, and 
demons. There is also a large group of neutral creatures that are 
not affiliated with any race.

Vikings 
Vikings are a new race introduced by the Warriors  
of the North.
These brave souls hail from the harsh northlands, 

and many of them have an innate resistance to cold, 
and receive a bonus to protection when battling in 
snowy arenas. Most Vikings are great warriors, but 
among them can be found skilled magicians known 
as Soothsayers. Runic knowledge is a unique feature  

of the Viking race. They are known to fiercely despise 
the undead who have invaded their lands.
The armies of Vikings include Slingers, Vikings, 
Skalds, Berserkers, Axe Throwers, Warrior Maidens, 
Soothsayers, and Jarls.

Humans
These people who are not hardened by the northern 

climes represent one of the biggest races of Endoria. 
Humans live happily beside elves and dwarves, and 
are enemies of the undead and demons. They are 
versatile, balanced warriors, and equally good 
in both defense and offense. Many of them are 
trained in effective armor and fighting techniques, 
and the priests of their temples do battle with  
the undead and demons like no others. The magic  
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of the humans is available to servants of the gods and adepts 
of their magic academy.
Their forces include: Peasants, Bandits, Marauders, Archers, 
Swordsmen, Guardsmen, Priests, Inquisitors, Horsemen, Knights, 
Paladins, and Archmages.

Dwarves
Both giants and dwarves fall into this racial 
class. They dislike elves and demons, and are 
sworn enemies of the undead. Dwarves fear 
magic, preferring to develop their powers 
through science and mechanics. Their mechanical 
devices, created by their legendary engineers, 
and their alchemical potions are quite 
effective in battle - every bit as powerful as 
the spells of other races. As warriors, dwarves 
are rather slow, but their low speed and 

initiative is compensated for by their great 
health and strength.
Their forces include: Miners, Foremen, Dwarves, Alchemists, 
Cannoneers, Mountain Giants, Repair Droids and Guard Droids.

Elves
Elves historically dislike the Dwarves, feud 
with demons and hate the undead and orcs. 

Elves, together with the like-minded creatures  
of the forest, make for a truly impressive army. 
However, elves do not like to fight, having both 
low health and low defense. Nevertheless, 

they are very swift and rely upon the 
magic of nature - which has proven a deadly 
combination. Elven armies are divided into 

warriors who take the front lines, magicians and 
other supporting units - and archers who are 

truly without equal!
The elven army consists of: Forest and Lake 

Fairies, Dryads, Elves, Rangers, Druids, Werewolves, Unicorns, Black 
Unicorns, Ents, and Ancient Ents.

Orcs
The warrior tribes of orcs and goblins have  

a strong aversion to the undead, and fear demons. 
They rely on their brute strength, their unrivalled 

endurance, and the great size of their armies. 
With the support of their sinister magic, orc 
shamans fiercely join the battle, crushing their 
enemies.

Their troops include: Goblins, Furious Goblins, 
Orcs, Orc Veterans, Catapults, Ogres, and 

Shamans.

Undead
The dead are indifferent to all races, 

while all the other races either fear or 
despise them. They are resistant to poison 
and vulnerable to holy attacks, and at night 
and in cemeteries, the fighting capability  
of the undead greatly increases. The power  
of the undead army rests in the absence of 
life in their dead bodies, and in their ability to 
replenish their ranks by sapping the life energy 
of their enemies.
The undead army includes: Skeletons, 

Skeleton Archers, Undead Spiders, Zombies, 
Decaying Zombies, Ghosts, Cursed Ghosts, 

Vampires, Ancient Vampires, Black Knights, 
Necromancers, and Bone Dragons.

Demons
Demons are is evil and powerful creatures 
from another world. They are powerful 
magicians and dangerous warriors, and they 
are mighty warriors of devastating power. 
Born as they are in the fires of Hades, they 
are protected from fire damage, but fear 
cold, and become quite uncertain in wintery 

climes. The magic of Demons is focused 
upon one thing only: to sow confusion into  

the ranks of the enemy and crush him!
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Demon troops include: Imps, Scoffer Imps, Cerberuses, Demonesses, 
Demons, Executioners, and Archdemons.

Neutral creatures
Neutral creatures are those who count none  

of the other races either enemies or 
allies. Neutral troops value freedom and 
independence, and are willing to fight for it. 
However, you may find among them those who 
are willing to sell their freedom to one who 
offers sufficient gold and board.
Neutral units include: Pirates, Sea Dogs, 
Assassins, Devilfish, Thorns, Thorn Warriors, 
Royal Thorns, Fire Dragonflies, Lake Dragonflies, 
Venomous Spiders, Cave Spiders, Fire Spiders, Ice 
Spiders, Marsh Snake, Red Snakes, Royal Snakes, 
Wolves, Hyenas, Bears, Polar Bears, Ancient 
Bears, Griffins, Royal Griffins, Beholders, Evil 
Beholders, Cyclopes, Demonologists, Trolls, 

Emerald Dragons, Red Dragons, Black Dragons, 
and Ice Dragons.

 
�RAGE SKILLS�

As with the Book of Magic, once per round you may call upon 
the aid of Olaf or his Valkyries. To use their skills requires Rage, 
which is somewhat similar to Mana. Rage is gained during combat, 
whenever troops exchange blows. The more creatures are killed in 
an attack, the greater the increase of Rage. Double Rage is earned 
whenever a troop is destroyed outright.

The more powerful the ability of Olaf or his Valkyries, the more 
Rage it will require, and the longer period of time is necessary 
for it to recharge. With the skill “Runic Power”, the hero can 
use Rage skills up to two times per round.

During the game, the hero gains experience in battle and increases 
in level. When gaining a level, Olaf can learn new Rage skills or 
enhance the ones he has already learned. You can learn up to nine 
unique Rage skills in total.

Viking Vortex. Olaf bursts into a crowd of enemies, damaging all 
nearby enemies with physical damage, and pushing back creatures 
under level 4.
Ice Blades. Creates a great icy whirlwind, which leaves in its wake 
a wall of ice. The ice wall reflects part of any melee damage 
inflicted upon it.
Lord of the North. A torrent of icy hail pours down from the 
sky, causing ice damage. Any the empty cells it impacts have  
a chance of growing icy spikes.
Gudrida’s Rage. The Valkyrie’s flaming swords hail down upon 
the arena. All units within the area of effect suffer fire 
damage, and are set ablaze.
Mista’s Lightning. Fog and thunder join to create a great fireball 
that hovers over the battlefield for three turns. Lightning 
strikes and pursues enemies, killing a part of each troop struck. 
The effect also has a chance to shock the target.
Christa’s Gift. Pour a handful of enchanted coins in a selected 
cell. Nearby enemy troops feel an irresistible urge to take  
the treasure for themselves. If an enemy picks up the gold, he is 
tossed into the air, then falls somewhere nearby receiving some 
damage from the fall. If an ally collects the gold, the hero 
receives the money, and the trap does not spring.
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Regina’s Messenger. In the selected cell a meteorite falls, causing 
physical damage to any nearby troops. From the meteorite steps 
forth a Lava Golem, whose health and other characteristics 
depend on the level of the Rage skill.
Hilda’s Arrows. The Valkyrie creates magical jets of energy, 
inflicting astral and magical damage upon three random 
opponents. If the attack destroys an enemy troop, the remains 
of the troop is converted into magical energy.
Loki’s Aid. Sends forth a wave of fire that spreads in a single 
direction, causing Fire damage. In some cells there may appear 
fissures filled with boiling lava. 

�SONGS�
The Edda are the ancient legends 
of the Viking race, and only  
the Skald class possess the unique 
ability to recite these heroic tales 
before battle, thereby inspiring their 
troops to heroic feats, and calling 
down the blessings of the norse 
gods. To learn them the Skald must 
master the “Edda” skill. With each 
skill level, the Skald’s proficiency 
with these ancient Viking songs 
increases. These songs not only give 
bonuses to the troops, but change 
their attributes. Thus, they are  
a unique tool by which the hero can 
adjust his strengths to his current 
challenge, and to the amplify 
the strengths of his army and his 
equipment while compensating for 
any weaknesses. After learning 
the “Edda” skill, the Skald can use 

these songs in every battle. The effectiveness of a song depends 
on the hero’s “Edda” skill.
Song of Midgard
With the Song of Midgard, the hero sings an inspiring tale to 
increase the morale of his troops. At least one unit will increase 
morale, and others have a chance to do so as well.

Song of Jötunheim
With the Song of Jötunheim, the hero inspires his troops with 
the strength and calmness of Jotun. This increases Attack and 
Defense, but lowers Initiative.
Song of Svartalfaheim
Performing the Song of Svartalfaheim, the hero awakens in his 
troops the spirit of greed. The amount of gold received after 
battle is increased, and the army throws itself into battle, 
increasing its Initiative, but decreasing its Defense.
Song of Niflheim
Performing the Song of Niflheim, the hero dedicates to his 
troops the spirit of eternal frost. Some part of the damage 
they deal will be in the form of Cold damage, and while their 
resistance to cold also increases, their Fire resistance falls, as does 
their Initiative.
Song of Alfheim
With the Song of Alfheim, the hero summons to the battlefield 
a dark fairy of chaos, who will watch over his troops. At  
the beginning of each round, the hero has a chance of recovering 
10% of his Mana. In addition, at the beginning of each round,  
a positive or negative spell will be cast upon one of the units 
on the field.
Song of Vanaheim
With the Song of Vanaheim, the hero calls for upon the ancient 
forces of nature. Allied troops deal a certain amount of physical 
damage to their enemies, and their health increases. However, 
their resistances decrease.
Song of Muspell 
With the Song of Muspell, the hero bestows upon his troops 
the power of the element of fire. Allied troops are shrouded in 
an aura of fire, and thus deal a certain amount of Fire damage 
whenever they attack. In addition, when an enemy strikes them, 
there is a chance that the enemy attacker is set ablaze, unless 
the attacker is immune to Fire. All allied units receive increased 
resistance to Fire, but their resistance to cold decreases, as does 
their Initiative.
Song of Helheim 
With the Song of Helheim, the hero prepares his troops for  
a particularly fierce battle against the walking dead. Each hit by 
enemy undead places them in Holy Shackles, lowering their Attack 
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and Defense, and each blow to the enemy brings greater Rage and 
Mana.
Song of Asgard 
With the Song of Asgard, the hero inspires his troops in  
a battle worthy of Odin himself. The resistances of enemies is 
partially ignored, but the hero’s Defense is likewise reduced. At  
the beginning of each round, an allied unit receives a bonus  
to speed and initiative.

�INTERACTIVE OBJECTS�
The tactical profile of a battlefield is largely determined by its 
shape and any obstacles that may be found there. But in addition 
to such static obstacles there may appear certain interactive 
objects, which are able to influence the warring troops in various 
ways. Many types of interactive objects can appear on the field, 
depending on where the battle takes place. Graves may be found 
in cemeteries, ice statues in the snowy places, and so on.
Chests hide gold, scrolls, Talent Runes, or even objects. Anyone 
can collect the contents of a chest, including the enemy.
Mine or powder keg. These objects can act as obstacles, but it 
is unwise to stand near them for very long. When destroyed, 
they explode, dealing damage to all creatures nearby.
Inside Coffins can be found a troop of skeletons, which will 
fight to the end of the battle on the side whichever army 
destroyed coffin and released them.
Holy Statues aid one troop each turn, within their area 
of effect, by healing the troop or casting “Blessing” or “ Divine 
Armor.”
Cursed Crosses strike any nearby with a random attack, such as 
“Poison Skull”, or weakens any trespassers with “Weakness” or 
“Slow”.
From a Hornet’s Nest, a swarm of angry wasps spills forth, 
attacking one random unit within range, dealing physical damage.
An Altar of Lightning electrocutes all units in range with its 
magical power. 
A Volcano casts the spell “Fireball” or “Fire Rain” upon any who 
are foolish enough to approach.
An Ice Statue, constructed in honor of a dwarven god, randomly 
selects a nearby target. If the statue is a dwarf then that 
troop receives the statue’s blessing. Any troop which does 

not belong to the dwarven race is blasted 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 is wisest 
to destroy the object if only that it may not be used to good 
effect by the enemy.
 

THE WORLD OF ENDORIA

�THE ADVENTURE MAP�
All events occur in real time on the adventure map. As our hero 
travels the world, enemy troops patrol areas they protect, and 
time passes; day gives way to night. The progress of the hours is not 
only a cosmetic effect; many creatures fight much better at night 
than during the day. At any time you may press “Space” to pause 
the game and halt the flow of time. While the game is paused, 
you can safely consider your environment, study your Spell Book, 
consult your Quest Journal and the Hero’s character window.
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Endoria consists of many islands and several continents, among 
which you can move freely, using the “fast travel” option on your 
map. While you are sailing on your ship, you can instantly move 
between the islands of Endoria, so long as you have a navigation 
map of the desired island. This feature allows you great freedom 
of movement, and makes exploration of the world much easier.

Though you sailing “instantly” between islands, a certain 
amount of time passes in the game, as you will see when you 
reach your destination. You may wish to plan your movements 
between islands carefully, if you wish to take full advantage 
of the time of day, which influences the combat capabilities  
of certain creatures.

As in previous releases in the King’s Bounty series, Olaf is able to 
travel upon a winged horse. The hero gains after meeting with 
the first Valkyrie. His winged steed can reach the most remote 
places on the islands of Endoria - places which are impossible to 
reach by either land or water. However, flight is impossible inside 
dungeons and castles.

When descending into a dungeons or exploring an enclosed 
space, Olaf leaves his faithful horse and sets out on foot. 
When walking, he moves somewhat slower, but this increases  
the maneuverability of the hero: he can squeeze through even 
quite narrow passages.

You can leave notes and marks on the map. To do this, simply 
open the map (by pressing M), and point to the desired location 
with your mouse. Then simply click the left mouse button. In 
the text box which appears, you can enter a short description 
of the mark you’re making. These marks can be edited by left-
clicking on them, or removed with a right click.
 

�CASTLES�
Castles are somewhat like other buildings you will encounter on 
the map, but unlike conventional buildings, they are marked with 
a special icon on the global map, and have a unique interface.
These structures are quite large, and can be used to store items, 
troops, and scrolls. In addition, they may hold up to three 

rulers, with whom you can speak and acquire quests. Castles are  
the only places where the hero can sell his items, and the only 
places where he can garrison units of his army. Each castle’s 
garrison can hold up to three troops, and there is no limit to 
the number of creatures in each troop. Garrisoned troops will 
remain there until the player returns.

�BUILDINGS�
In addition to the castles, you will encounter many normal 
buildings - shops and homes of various creatures, many of which 
offer troops which you can recruit. Such buildings are occupied 
by characters you can talk to, and even receive quests from, or 
purchase items. Some merchants offer very interesting and rare 
items, and numerous troops you can hire for your army. Like 
castles, all buildings are marked on the map with a special symbol.
 

�NON-PLAYER CHARACTER S�
You will meet many non-player characters in your journey: 
castle rulers, merchants in shops, or just characters standing  
on the adventure map. You can speak to any of them whenever 
you like, and many offer valuable information, or opportunities 
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for quests.
Non-player characters are the principle source of side-quests. 
After performing their assignments they may offer you new 
items for purchase, or troops and items. However, the opposite 
situation is also possible: if you fail a quest, you may entirely lose 
your opportunity to trade with certain characters.

�PORTALS�
These passageways allow you to move between locations 
or between rooms within the same location. They often 
look different, depending on their purpose. Some lead merely  
to the next location, some descend into a dungeon or even move 
the player into another world. All such transitions are indicated 
on the world map with special signs. A “ladder” sign means that 
this transition leads to an upper or lower levels on the map.

 �TREASURES�
During your traveling, you will gather resources and treasures 
scattered across the adventure map. In various nooks and buried 
underground you will find gold, Magic Crystals, Talent Runes, 
and scrolls. One particularly special item is the Banner, which 
you can collect to increase your Leadership. In the buried treasure 
chests you may find gold, objects, scroll, or magic crystals - even 
Talent Runes. Typically, the finer the chest, the more valuable 
its contents.
One important element of the game is the search for treasure. 
Very valuable treasures are hidden underground. When your 
character is close to one of these buried treasures, you will see  
a special effect - a column of light - marking the place where 
you should dig. By clicking on the “shovel” (or pressing “D”), you 

will dig, and a buried chest will burst forth from the ground. - 
The contents are now yours! Apart from the normal treasures 
hidden across the many lands of Endoria, there are special 
treasures which you can only find if you possess a treasure map 
or another special item. If you do not have the necessary map, 
you cannot recover the treasure, even if you know its location.
Please note that all the treasures, unless they are hidden or 
buried, are marked with a special star on the minimap.

�OBJECTS�
In addition to buildings and portals, you can find a variety  
of interactive objects on the adventure map. Interacting with 
them can provide additional resources, and increased the hero’s 
capabilities. After using these objects, they are marked as visited, 
and they cannot be re-used for a time. Some such objects can be 
used only once per game, while others require time to recharge, 
such as fountains or Mana and Rage wells.

Some objects may increase the basic parameters of the hero (Attack, 
Defense, Mana, and so on), or grant experience, additional Mana 
or Rage - even Talent Runes or magic scrolls.

Examples include: Altar of Knowledge, Altar of Battle, Training 
Target, Shrine of Knowledge, and the Fountain of Happiness.

There are a number of other objects which provide various 
bonuses or items randomly. They can grant gold, scrolls, valuable 
items, or troops who will join you. It never hurts to look!
Examples include: Wishing Wells, Sarcophagi, Hidden Caches.
 

WONDER S OF THE WORLD

King’s Bounty: Warriors of the North offers numerous amazing 
and intriguing aspects. Enemy armies can be commanded by special 
enemy heroes, unique and specially-skilled opponents, certain 
objects possess souls as real and willful as any ordinary creature, 
and there are some battles in which the divine assistance of the 
Valkyries is all that stands between victory and doom.
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�ENEMY HEROES�
In your exploits, you will encounter numerous enemy heroes. 
These unique characters, each of which has his own history and 
motivations, for which they will fight to the death. These 
units can be visually distinguished by their unique appearance, 
and the luminescent aura that follows them. In addition, when 
you hover the mouse over their army, you will see the hero’s 
portrait and can read about his special characteristics.

In combat, an enemy hero has many of the same capabilities that 
Olaf possesses. He grants bonuses to his troops, increasing their 
performance, and uses a spell once per turn, supporting his army 
with magic, or damaging his enemy’s army. An enemy army led by 
such a hero is far more dangerous than a usual army - but the 
reward for defeating him is much higher as well.
Among the inhabitants of Endoria, there are many who desire 
the heads of their sworn enemies. Such characters may tell 
you their sad stories, and beg you to exact revenge upon  
the offending enemy hero. When you kill an enemy hero for to 
whom you have received a bounty, you will immediately win  
a reward for completing your task.

�LIVING OBJECTS�
One very unique features of the game is living objects. Such items 
have unique properties and can change their characteristics in 
response to the player’s actions.
These items also have morale, which indicates how satisfied  
the object is with the player’s actions. Every living object has its 
own history and purpose, and they seek to follow an owner 
who shares the same beliefs. If the behavior of the player runs 
counter to the ideas of a living object in their possession, its 
morale suffers. The reverse is true as well: an object can be 
pleased with the player’s actions, and its morale increases. When 
living objects reach a maximum morale, they automatically become 
more powerful.

If the morale of an object falls to a critical low, it goes out 
of control and no longer offers its bonuses. To regain control 
of the object, one must challenge it by defeating its guardians. 
To challenge the item’s Guardians to battle, click on the item 
in the hero’s inventory and choose the menu item “Suppress” 
or “Upgrade”. Once you commit to this challenge, you will be 
transported to a special arena located inside the object itself.
The most important and most unusual opponent in such battles 
are Gremlins, the object’s keepers. These malevolent creatures 
will try anything to destroy your army. Gremlins possess 
powerful magic, and will actively use it to destroy your 
forces, or support their own. Fighting alongside the Gremlins 
are regular troops whose task it is to protect the Guardians  
of the object. You may win a victory against the object’s 
keepers only by destroying every single Gremlin - and each of their 
servants.

�BOSSES�
Over the course of the game you will encounter certain 
opponents who are very different from all other enemies. These 
creatures are called “bosses”, and may be so huge as to occupy 
half of the battlefield. Such terrible foes can by themselves 
defeat an entire army. In the presence of such creatures the hero 
cannot use Rage skills.

Bosses pose true tactical puzzles, as they have unique abilities 
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and special combat skills, quite unlike normal enemies. On his 
voyage, the hero may meet four boss. We briefly two of them 
here...

Undead Spider
Fast and immune to poison, the giant spider prefers to not to 
fight, and rather calls upon other spiders as servants. Whenever 
it senses danger, the spider hides underground, then appearing 
in another place, attacking the unsuspecting enemy’s rear flank 
with full force. The spider’s powerful legs can strike multiple 
enemies, and each bite deadly poisonous.

Loki
This giant Viking serves King Asvald, and protects the central 
island of the southern kingdom of the Riftland Vikings. No 
one remembers where Loki came from, and even the old-timers 
can hardly guess his age. Rumor has it that he was the son  
of the Torah, though Loki had been seen near the shrines  
of the Torah as well as the temple of Odin. One thing is certain 
- he is a fearful foe, and takes his work as battle master most 
seriously.
 

INSTRUCTIONS FOR ADVENTURER S

�SETTINGS�
After selecting “Options” from the main game menu, you will 
see a window where you can configure the performance  
of the game, and adjust the graphics and sound settings.

General
Show introduction video. Show or hide the logos and games 
developer movies when the game is being loaded.
Invert mouse on the X-axis. This options enables you to reverse 
the motion indication by horizontal mouse movement.
Invert mouse on the Y-axis. This options enables you to reverse 
the motion indication by vertical mouse movement.
Mouse sensitivity. This increases the speed of camera movements, 
and the speed with which the cursor moves.

Graphics
Resolution. The best quality visual display is provided 
on the “native” resolution of your monitor. Resolution affects 
the speed of the game slightly. Screen refresh rate determines 
the refresh rate of your monitor.
Combat Animation Speed. The speed at which creatures move 
during battle. The cinematic camera shows attacks in powerful 
detail.
View distance determines the distance at which objects and 
landscape are visible. The smaller the distance, the better  
the performance.
Water quality changes the visual quality of water. High 
quality lowers performance.
Anisotropic filtering increases the sharpness of the textures in 
the distance. It has a negligible impact on performance.
Shadows  changes the quality of the shadows. The higher 
the resolution, the smoother and sharper are the edges  
of shadows. Turning on shadows significantly reduces 
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performance. Changes in the quality of shadows has little 
effect on the speed of the game.
Shadows on objects. Enable / disable self-shadowing.
Landscape texture Quality changes the texture detail 
of the landscape. This affects the texture quality,  
the processing speed, and the amount of memory required. This 
significantly affects performance.
Object Texture Quality changes the texture detail of objects. 
This affects the texture quality, the processing speed and  
the amount of memory required.
Creature Texture Quality changes the texture detail 
of creatures. This affects the texture quality, the processing 
speed and the amount of memory required. Has almost no effect 
on performance.
Antialising smoothes the edges of objects, eliminating the jagged 
“ladder” effect. Affects the performance of the game.
Vertical Sync is required by LCD displays. This determines 
the rate at which the screen is refreshed. Has almost no effect 
on performance.

3D view (requires special bicolor (red/blue) glasses)
Enable. Enables / Disables 3D view.
Depth. Adjusts the effect of stereoscopic depth. We recommend 
you decrease the depth of the effect or disable 3D view, if 
your eyes become fatigued.

Sound
Music. Enable / Disable music playback.
Sounds. Enable / Disable playing sounds.

HOTKEYS

Adventure Mode

Esc Menu

F2/F3  Save and Load Game

 F5/F8 Quick-save and Quick-load

Space Pause the Game

H Hero Window

B Magic Book

Q Quest Journal

M Map

D Dig for Treasure

F Command your Steed to Fly

Combat Mode

Esc Menu

Home Return the Camera to Default Position

D, Space Take Defensive Position

W, Enter Wait

A Toggle Auto-Battle

B Open Spell Book

R Use the ‘Rage of the Valkyries’ Amulet

1, 2, 3 Select a Troop’s Special Skill

Ctrl+1, 2, 3 Choose Attack, Defense, or Luck Rune

Ctrl/Shift When selecting 2nd or 3rd level spells, Ctrl 
and Shift lower the level by 1 or 2 levels.

Left/Right Move the Camera
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�Technical Support �
If you encounter problems while installing or playing the game, do  
the following before you contact us: 
•	 Choose “Run” in the “Start” menu. 
•	 Type «dxdiag» in the dialog window and press “Enter” to run 

Microsoft DirectX Diagnostic Tool. 
•	P ass all tests. 
•	H aving passed the tests, press “Save All Information”. 
•	 Send the text file obtained and a description of your problem 

to our technical support.

Information Required
•	 Game version (installed updates)
•	 Operating system
•	P rocessor brand, type and clock speed
•	RAM  volume
•	 Sound card type
•	V ideo adapter model and parameters
•	 CD/DVD-ROM drive type
•	M ouse type and driver version
•	D irectX version
•	D etailed description of the problem that you faced

�Contact�
Via e-mail at: support@1cpublishing.eu
Please use the e-mail address provided. All support enquires to  
the company address or phone number(s) cannot be answered by 
our staff.

For more information and updates please visit: www.1cpublishing.com

�Registration�
Join the 1C community by registering on our website 
www.1cpublishing.com and receive all the latest news on  
1C games, events, contents etc.


