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THE MAKING OF KNIGHTS OF LEGEND

The vision that was to become Knights of Legend
began in George’s Restaurant in Pella, Jowa, in 1981, There,
four dedicated pamers—Todd Porter, Arvin VaniZante, David
Barnes and Jelf Groteboer—spent long, late night hours
discussing their favorile roleplaying games. The pen-and-
paper games they enjoved the most featured claborate,
realistic combat systems, but were frustratingly slow to play,
Computer roleplaying games moved more quickly, but lacked
the rich environments and involving characters of paper
games, What these four gamers wanted was a game that
combined the quick play of a computer with the detailed
combat and warlds of paper. Programmer Todd Porter
decided to make this vision a reality.

Moving back to his home town of Glen Ellyn,
linois, Porter began with the game’s graphics and data
routines, which would let a player see and feel his fantastic
realm. In 1984, Porter became a computer research associate
at Southwest Texas State University in San Marcos, By 1987,
he had a prototype version of the game, and began to scek 4
publisher. He calied an old associate from tus days a1l Penguin
Software, Dave Albert, who was then at Onigin Systems.
Albert mentioned that Richard Garrioit—Lord British of
Ultima—was in Austin, Texas thar day, and arranged a
mesting between the two. Porter drove the 30 miles to Austin
and demonstrated the game 1o Garriott, They talked through
the night, and within a week, Porter had signed with Origin.

Mow that Knights of Legend was certain 1o become a
reality, Porter called upon his old gaming friends from Pella
for design input. With their long-distance help, Porter
designed and refined the combat, town and conversation
systems. Working with the authors and staff at Origin, Porter
developed the game's icon-based user interface and lush
graphics. In June of 1989, the game that began as discussion
over burgers in Pella eight years before, was demonstrated (w
an appreciative audience at the Consumer Electronics Show in
Chicago. Four months later, the eight-year-old dream of those
four Pella gamers was realized, when Knights of Legend was
released to the public,
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FPlay the Game begins your adventure in carmest.
When you select this page, you'll be asked to pick one of the
heroes from your character list. This adventurer will become
the unofficial leader of your party; once you begin play, he
can recruil other characters you've created to join with his
capedition,

The first time you play Knights of Legend, you'll
see 4 bold warrior approaching on a dark and stormy night.
Ren the Inre allows you to watch this sequence again.
Pressing the space bar any ume during the introductory
sequence will trunsfer you buck 1o the main book.

CREATING A CHARACTER

Select Character Optioas on the Table of Contents.
The page will turn, revealing another menu of oplions. Select

“Create Character.” The page will turn again to a page entitled
"Mew Character.”

NAME

The first step in creating a character 15 10 come up
with a name. To do this, use the keyboard to type any name of
up to sixteen letters and spaces. Only the first four leters of
the name will be shown with the character figure on gume
displays.

To enter a name, hit RETURN, To undo a name you
have entered and retum 1o Character Oprions, hit ESCAPE.

RACE

Next, you must choose your character’s race—
Human, Elven, Dwarven or Kelden. Humans are ordinary
people: Elves are fair-skinned friends of nature known for
their boweral; Dwarves are short, sturdy folk interested in
hacking trolls and hoarding gold. The Kelden are newcomers
1o Ashtalarea, a strange and mysterious race, little known by
ather peoples. Most Kelden stand over seven feet 1all, and 11y
about the kingdom en huge, leathery wings, More information
on Kelden and the other races of Ashtalarea can be found in
the “Races of Ashwlarea” section of this book.

Select your character's race, then hit RETURN or the
mouse button to enter your selection. To undo your selection
50 you can select a different race. hit ESCAPE.

Onee you have chosen yaur_characicr‘s Face, you
hoose i1§ sex. Select male or female and hit lh:‘

RET cRN key OF mouse button. If you change your mind,

RETU ESCAPE will undo your selection. Mote that only male

PR .d Kelden are available. For reasons ?nknown o

ﬁﬁ::c;ﬂs the women of these two races dion't adventure,

CLASS

: °s i sex, you
ine chosen your characler s Tace an ;
it ¢ her class. This decision is perhaps the

“lect his o .
n“";:: ?;;Jﬁnm and—for a new player— the most difficult. It

i - the churacter’s statistics (o stats), base skill
Eﬁiiiefnr:ln:t:ning equipment. For now, select any class
which sounds interesting, and hit RETURN or the mouse
button. Later, you can read about all the character classes In

M ers'” section.
e M?:.Mh:fcﬁ ?;in hit RETURN or the mouse button 1o
record your character’s class. his statistics will be generated
randomly, based on the class you've chosen. Select the ,
“Reroll Stats™ pption to roll the churacter's stats Over again.
You can reroll as many times as you like. Select “Accept
Stats™ when you are satisfied with the character’s statistics,

FIGURE

To complete your character, choose a figure which
will represent him during the game. Use the RIGHT and
LEFT ARROW keys to scan through the available figures,
When you have found the one that best represents your
character, hit RETURN to record your selection. Once you
have done so, your character will be saved 1o disk, and the
page will sutomatically wm back to Character Options,

CREATING ADDITIONAL CHARACTERS

Knights of Legend allows you 1o adventure with as
many as six characters ut a time. Of course, you must creaic
all of the characters in your party. Ta do this, just repeat the
character-creation process for each adventurer, As you finish

each character, it will be saved to disk and recorded on your
character list.




OTHER CHARACTER OPTIONS

Once you've created your characters and returned to
the Table of Contents, select “Character Options™ to investi-
gate some other features of this men.

CHARACTER LIST

Select "List Characters.” The page will turn to reveal
a complele roster of all the characters on your Charucter Disk.
The characters are listed by name, in order of ¢reation, on the
left-hand page.

On the right-hand page, each character's current
locution is listed, The first ten letters are an abbreviation of
the inn's name, followed by a three letter prefix of the town in
which the hostel is located. For example, all new characters
appear al the Trollshane Tnn in Brettle, so their current
position is listed as "Trollshane, BRT."

A single Characrer Disk ¢an hold up to 16 characters
al 4 time, but there is no limit o the number of Character
Disks you cun create. You can transfer characters between
disks. To do this, boot up the pame and create a party of
adventurers from the list on your first Character Disk.
Remove that disk and insert your second Character Disk.
Save the parly back 1o the inn (see page 213, This will
transfer them to the new Character Disk,

When you have finished examining your character
list, hit any key w0 return o Character Options,

DELETE A CHARACTER

If you would like to erase a character from your
Character Disk, select “Delete Chamcier.” The page will wrn
to the character list. Select the character you want to remove
from your roster and hit RETURN or the mouse button,

A window will appear, asking if you are surc you
wish to delete the selected character. Double-check 1o make
sure you huve chosen the character you wanted, since d
deleted character cannot be recovered, If you have selected
the wrong character. or decided not to delete any character at
all, select “No," which will 1ake you back 10 the Character
Options without deleting the character. Selecting " Yes™ will
delete the selected character and take you back 1o the Charac-
ter Options page.
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F— = cxt wi ells you about the inn.
| ;-r: the screen- md me,]]:':g :xt:amntl. al :::c bortom of the
1| Nailed 0 Blaque. In Knights of Legend. the small,
sereen, is the IGG__ alled “icons” — which appear on this
square R lace of verbal conumands, Most n_t' the actions
. ﬁ-ﬁﬂkﬂi gr:trring lay will be chosen from the icons

displayed on his PIAIE - op ACEBAR icon is displayed.
' Jatp text in the large window, hit the

Once ¥ have read the lext
-wﬁ,"w hring up the next passage of lext.

14 h:'_i

— gas =i

The SPACEBAR icon appears when the compuiter
has displayed text and is waiting for you to read it before

||' -4 Now that you've created a character—ar hetter yel, a continuing. When you have finished the .fg,:ﬂ‘ on-screen, hit
' ol whole party of adventurers — you're ready to play Knights of the spacebar to let the computer Know you're ready [0 go on.
=y Legend. Sinve ull new characters set out from the Trollsbane '

. Inn in the town of Brettle, that’s where we'll begin. Select It the next message, Elmu greets you and asks whit
|‘ 41 “Play the Game" on the Table of Contents to start. he can do for you. You reply by selecting one of the icons
£ I which has appeared on the lcon Plague.
|+t AT THE TROLLSBANE INN
=k 3

9 The book will open to your character list. As men-
e tioned above, you should now select the character that will
= “lead" your party. Once you have done so, the page will wm,
: revealing 4 final message from the author. and then be The DOOR ican is used to enter or leave various lo-
! replaced by the game screen. cations., If you are in a shop when the DOOR icon appears,
A The members of your party are displayed scross the selecting it will take you out of the shop and into town. If

f top of the play screen. At the moment, only the leader of your You are approaching a town or village, selecting the DOOR

A party — the character you chose after seleeting “Play the icon causes you to enter that town. When you leave a town,
- Game"” — can be seen. Other characters will appear alongside selecting the DOOR icon takes you into the wilderness.
b _|| him onee he has asked them to join his party.

- In the center of the sereen are three windows. The Select DOOR to leave the Trollsbane Inn. Elmu and
small one an the upper right reads, “Trollshane Inn, Elmu the text window will disappear, to be replaced by a town map
Trollhewer,” telling you what establishment you are in, and #nd coat of arms, For now, select DOOR, to re-enter the
who runs the place. Elmu's picture appears on the left side of

Trollsbane Inn. Hit the spacebar when its icon appears.




THE CHARACTER PROFILE

Next is the MIRROR icon, Select it to check yoyr
hero’s current status,

B,
Ihsd | e
MAROR
The MIRROR icon altows you to view Your herp's
Character Profile. This displays all the pertinent informa.

tion about him. It alse atlows you to view and manipulary
the character's equipment.

On his Profile, you can easily check a character's
statistics, height and weight, weapon skills, gold crowns, ad-
venture points, movement rate, magic order and present rank.
Giold crowns are the Coin of the Realin; this money can be
used to buy weapons and other equipment, as well as magical
and martial training. Stars, skills, adventure points, movement
and rank are all discussed in detail later in this book.

The bar graphs at the bottom of the screen indicate
the character's current state of health, “DAMAGE” indicates
the wounds he has taken from combat or exposure to the
environment. “NUTRITION" rellg you how well he's been
eating lately. At the moment, the graphs are blue, but if your
adventurer is hurt or doesn't eat well, the bars will begin 1o
turn red. These bars show the wmount of injury sustained and
lack of nutrition. For information on what effect this will
have on your character’s abilities, see page 25,

Three new icons will appear with the Character
Profile — U-TURN, ARMOR UP, and YIEW PARTY.
Select the YIEW PARTY icon first. This shows what your
entire party looks like. When you first start the game, you may
see just a single fipure wearng no armor and carrying no
weapons. As you add items to this character's inventory —
and as you add members to your party — this screen will
grow progressively more impressive!

VIEW PARTY
i)
) ARTY icon allows you
The VIEW P
|

entire party at @ Blan<e:
o, select the ARMOR UP icon.

see your

NOW,

The ARMOR UP icon has two _r:uncﬂnn:d (.:;: ihﬂ__
Character Profile Screen, il lets you review — am o
olir r's armaor, weapons anid nt!tcr equipm h, ;
el WHT:M you are examining a spemﬁ.f: item, such as u

i:w; ::rckhcr, it allows yeu to put that item on.

The Character Profile has now been r::];n_ium-:d by .;he
} where your character stands in us under
Eq'._ﬂpm:m Rakere ill also be holding a weapon, the
garments. Most characters will also be o
only piece of equipment they come with. To get i
and additional weapons, they 'l need to trade at the va
: town, _
i mc‘;ﬁm right side of the Equipment Screen 15 a_mi=
umn of locations, where adventurers can wear or carry flems.
“To check what your character has in a given spot, sumply
select that location. A small window will appear on the
picture, giving brief information about the item. Since you
huve only one item at the moment, a weapon, select the
“Weapon™ option. In the window. you'll see three pieces of
information about the weapon: on the middle line is its name,
al the lower left is the damage it does, and at the lower right
are 1wo numbers, The first number is the character’s skill with
the weapon; the second is the weapon's encumbrance value (1
number which indicates how tiresome it is to lug around).
A new icon—EXAMINE—will have appeared
alongside U-TURN. Select EXAMINE niow.
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EXAMINE

The EXAMINE icon lets you take a eluser ool at
whatever seems relevand. If you are on the Equipment
sereen, 1t gives you detaited information on the ifem cyr.
rently selected, If vou are talking to a merchant or crafty.
man, i {els you examine hix wares,

The Equipment Screen has now been replaced by fhe
ltem Screen, which describes the item selected in some detaj],
For a weapon, the Item Screen tells its type (sbbreviated
“TYP"). This can be one-handed, two-handed, or both, You
will also see how each item is being carried (position, abbre-
viated “POS™, the damage it does (DMG), 118 encumbrance
value ("(ENC™), its value in gold crowns (“GC™), and s
condition {"CND™). Armor may also have a fitting cost
(“FC") and a protection (PRT) rating, The first is the number
of erowns the character must pay Lo have the annor custom-
fitted; the second is the amount of protection that is provided
by the armor.

The new icons which have appeared are SHEATII,
DROP, and PACK. Select the first one, SHEATH.

The SHEATH icon lets you take a weapon in hand
or from your pack and stow it in g sheath on your belt, Some
weapons (bows, for example), are foo large to be carried on
a character’s belt. The SHEATH option will not be avail-
able when using these weapons. Such weapons can only bé
carrted fn the hand or backpack,

When the Equipment Screen reappears, the weapon
window will be empty, and the weapon that you sheathed 15
now by your character's feet. That location indicates that the

e
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icon, you take the setfsc;s&
By-#krfiﬂﬁ:‘;ff; ﬁai rt'ﬂtfjf}:‘fﬂr combat, Suee
e :::pan out of your pack in the middle of a
m’tﬂ!ﬁ 3 :m'e a weapon READY or at leastin a -
..ﬂ‘ﬁ' doradg :; fimes. If you think you might wfml fo swite
..SHEATH 5 ﬂn ¢ in combat—it's often a pood idea 1o carry
M!NH:::P :nw far example—you'll nee_d to SHEATH
mﬂ RH:DY m'r other when on the Egquipment Screen.

READY icon, take a look al

fect the
Before you selec \ect DROP here, your

' P and PACK icons. If you se e,
g}dcv.rg:ger will drop his weapan j"ﬂrl good. 1f you I:.ctu.t o
PACK. the weapon will be stowed in one of the 51X p:fc ; h
of his backpack. You can check the contents n{ your p;t 3;
selecting the various pockets listed on the Equipment Screen.
Of course, you cun EXAMINE items in your pack just as you

exumined itemns in your hand or on your belt.

BE

FACH preres
: The PACK icon stows the item currently in ﬁ‘ﬂmf in
the character's backpack, The DROP icon drops the item for
good unless you're in combat.
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Go ahead and select the READY icon, so your
character will have a weapon in hand when a fight comes
along. This will also take you back to the Equipment screen,
where you should select the U-TURN icon.

U TUEN

The U-TURN icon doves one of two things, depend-
ing upon where you are in the game. In mosit circumstances,
it takes you back to the screen “before" the one you're
currently on. For example, hitting U-TURN on the Htem
Sereen takes you back to the Equipment Screen. By hitting
U-TURN when you're outside a town or shop, you are
deciding not fo enter, going back to the Wilderness or Town
Map screen instead.

In combat, however, U-TURN undoes your most
recent decision. If you had selected the WEAPON ATTACK
icon, you could “take it back™ by hitting U-TURN. Having
dane so, you would be free to choose a different combat
option from the available icons.

Onee you are back at the Character Profile, hit
U-TURN again to take you back to the regular game screen.
Since U-TURN is already selected, you can do this simply by
hitting RETURM.

CHATTING WITH THE TOWNSFOLK

The next icon on the screen is LISTEN, Select it to
hear any interesting rumors Elmu may have. You'll need to
hit SPACEBAR to hear his reply.

—"-.-F,-'_-'-_ e —
; Hﬂ;cﬂng the LISTEN icon allows you to ask a

o

i

anan if ke has heard any important news, bits of g_NS-‘P
fopes sting stories lately. Be sure fo pay close aitenfion to
or :nl‘é’ri"!‘--nm as any word he emphasizes may be mmeﬂuug
:If:::}::x (0 talk about. Of course, he’ll wait until you bring
I

up the topic!

To your question, Elmu replies, “All the Elves Iivc:hin
the Plains of Lintle. 1 hunted wild Bronk there in my_:.rmnh.
. Of course, not everything people tell you will be
qccurate, important. or even e, Even s0, you should make 2
sot of remembering what townsfolk say, as an obscure facl
s mor may prove useful later in your adventures.

Onee vou've read a character’s rcpl;.r.. you can ques-
fion him again by hitting the LISTEN 'n:u_n. It's {’r"f" a g-:;o?
idea 1o keep asking until he runs out nf things to say—he’ll let
you know when he’s told you everything he has heard,

The next icon on the plaque is MOUTH. You may

select it nOw, \_d_

[Him]

WOUTH

ar 10

The MOUTH icon has twe functions. When you're
dealing with a townsman, it allows you to ask him abont any
subject you like. To do so, select MOUTHT am.i then use your
keyboard ta type your question in the large window, When
you've finixhed typing in a question, hit RETURN. .

On the Equipment Screen, the MOUTH will appear
whenever you EXAMINE a pocket holding food. By select-
ing the MOUTH, you will eat the food.

When you talked to Elmu, he put special emphasis
on the word “Bronk” -- vuu know this because the word was
capitalized, When a lownsperson capitalizes a word, he or she
may have more 1o say on that subject. To ask him for more !
infarmation, use the keyboard to type in, “What arc Bronk™
aind hit RETURN.

Elmu’s reply appears in the lurge window. “Never
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heard of 1 Bronk?” he may say. "It's a small beast with yiy

legs and a pair of rather ugly heads!™ Now you'll know 4
Bronk if vou sce one,

RECRUITING COMPANIONS

—

Next is the REST icon, Ar an inn, REST lets you
suve the game by checking your adventurers in for the nighr,
Atan Abbey, REST tells the Friar vou wish to lay down and
he healed. Skip over this one for now, and select the final lcon
on the plague, COMPANION,

COMPANION
By selecting the COMPANION jcon whife visiting
an inn, you call up a list of all the adventurers currently
staying af that inn. To add a companion to your party, select

his name from the fist and hit RETURN or setect the YES
icon. ( see page I7),

In the large window will uppear a list including all
the characters staying at the inn you are currently visiting,
Since you have just begun play. all your characters — except
the pany leader, whom you selected carlier — will appear
here, Sclect one of your characters and hit RETURN or select
the YES icon. This character's figure will appear at the 1op of
the screen, next to your party leader, and you will be returned
to the series of icons normally available ar the Trollsbane Inn,

Repeat these steps — hitting COMPANION,
selecting a charncter from the list, and hitting return — until
you have assembled your party of adventurers. You can set
out with up to six adventurers al a time.

Noww that you have more than one adventurer in your
party, notice that one of them has a white border around his
picture, while the rest are hordered in blue. When your party
enters 4 shop and speaks to the proprietor. the character
bordered in white i= the one doing the talking. It is usuaily
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and hits a three-way imntersection. From this in!erse-:liuﬁ-,_ﬂ"‘
you'll want to head for the house which has appeared to the
west. Step right up to the door, us you did at the stables.

The picture which replaces the wwwn map shows a
small armory. Your adventures will certainly involve comby;,
50 §U's 1 good idea (o buy yourself some sturdy armor, Hit the
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YES
NO icons W

ill appear when a simple

The YES and lect the fcon which represents your
DOOR icon to enter the shop. A picture of the owners of the nse §5 7€ red. St .ﬂ ax bee posed.
armory, the Ludeman brothers, will appear beside a message i respe - o whatever question
describing the shop. Hit the spacebar 1o call up additional b | pATE ou will be returngd 1o the aonar
information. I 1f you answet NU;- L::rmm and hit RETURN, Not sur®
Prenty soon, the Ludemans will ask you which of b et, Select another prece r::d ance again if you are interested in
your adventurers needs help. You'll notice that none of your ' 1'? h::,-‘;inglv. you will bermdk :
Li characters is currently selected as the speaker. Select u ‘ I'.| fhat pic::': of armofr. YES 1o 4 picce of annor, you will b“:.u
f member of your party o talk with the brothers. ' If you answer h‘ Aticle fitted, Large characten: W0
| Before you begin your negotiations with the Lude- acked if you Wf’“m s ; n?{!ll characters can buy armur matl 2
mans, you'll want to double-cheek how much gold you have, ‘ ! pave 1o Tit their 4nmnor, L of CarTYing around unnt:f.‘{.‘-ﬁ:iﬂ-l'}“
Hit the MIRROR icon to call up your Character Profile, The . oo big for them. &t the € laced in the character’s pack, and can
amount of gold in your purse is listed near the center of the 1l weight, Armor will :E P et leaves the shop (if it is pot 100
sereen. Armor will be a new adventurer’s biggest investment, lI' be put o0 after the charat :
but you'll want t& save at least a couple hundred erowns for ) *‘ gmall 10 wear). < to compliete your suit of axmof,
weapons, provisions, and other equipment. When you've l Repeat the proces 1. and leggings. Since you by
finished with the Character Profile, select U-TURN to return with a helm, 10750 B mix and match ames types.
to the main screen. ‘ cuch piece separately. FUTiCTWS a one-handed weapor. YOU
' To look over the Ludeman's stock of armor, select || 1f your ﬂd‘*’e“‘“‘“,m“ﬂ;éd as well, You'll find three SIS
the EXAMINE icon. A list of available armor will appear in ', may want to et hmas t} he Ludemans’ list of wares.
the lurge window, Since the list is too long to fit in this of shield at the hatl:usan o t~1msc d all your armor. you'll want
window, selecting the arrows on the right side of the window Dnﬂcr Jader FI::{LUR icon 1o call up your Charactet
allows you to scroll up or down, You can also scroll through ! to sec it on. Hit the M UP 1o take you 1o the Equipment
the list using your computer's armow keys. | Profile, then ARMOR (omatically suit up for battie. Only
You'll want to buy armor for three portions of your Sereen. Your hero will alll'ch were fitted will appear on Youl
body—the head, the torso (including arms), and the legs. On those pieces of armor “;_ :l .4 pieces of armor will be in the
the armor list, pieces arc arranged in sets (head, torso, legs), in charactet's body. Non-Titte )
arder from the lightest type of armor to the heaviest, Select a \’ churacter's pack. he “Head™ location at the upper right
piece of armor that looks interesting und hit RETURN. \ T, “]ecf l Ln hit the EXAMINE icon. W‘tc" the
Information about the picce of armor will appear in ﬁ comer of the screeih s helrmet gppears, so will three ons:
the window. For now, all you need to concern yourself with i window describing }rﬂmd PACK. you've seen before, but ane
cost ("GC") and the protection it offers ("PRT"). When vou Two of these, DROP :,rﬁ teon
start out, you'll want to get the heaviest protection you can is new. This is the G1 .
1 alford, If a piece seems right for you, hit the YES icon; if you .
lN“L want something different, select NO. {
| b
Vi
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The GIVE icon fets you hand the selected item ta
ancther character in your party. After selecting GIVE, you
must speeify which party member is to receive the item.

Go ahead and seleet the GIVE icon, You'll be asked
who you want o give your helm to. Pick uny other member of
the party and select his figure, The Item Screen will then be
replaced by the Equipment Screen of the adventurer to whom
you gave the helmet, When you GIVE an item 1o another
character, it goes in his pack. Look through his pockets to find
the helmet.

Once you've found the helmet, select EXAMINE, so
that you can GIVE it back to the charucter who purchased it,
Since the helmet will go into his pack, you'Il have (o find
which pocket it’s in, select EXAMINE, then usc the AR-
MOR UP icon to put it on his head.

When the Equipment Screen reappears, the adven-
turer should be wearing his helmet onee again. Select the U-
TURN icon 1o go back to the Character Profile, and again to
return to the main game screen,

There ure two more new icons on the screen at the
Ludemuns’ shop— SELL and ANVIL. Though you don’t
need either of them at the moment, we'll discuss them while
wie 'te here.
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FELL

The SELL icon lets you sell an item to a merchant.,
To sell an item, select SELL, then choose the item you wish
to trade from the list of your possessions that appears in the
farge text window. When you are shown the current condi-
tion and value of the item, you witl be asked whether or not
you want to sell it, Reply by selecting YES or NO.

e

rot . SELL icon, select one of your

b lgn‘ik::r:: 2:; only sell items that are in your

~_ﬂ.:,;i lc; wom ar carried in hand, you'll ne?:d to be

mething you can scll bcfétl‘c ym.:cbrc]i\“nt._l}im

# « adyenturer's Charac .

e Mlﬁ;{{;’:{iﬁ;ﬁtﬂ ';:i :I:l.;w Equipment Screm!, Check his

it 1o see IT anything is in his pouch and a‘:"zllﬁb'iﬂ' for

: k(;lfbﬂmhh;g is there—as is likely this carly in the game— [

e EXAMINE and then PACK to put al least a couple ©

Ti:l‘fn his pack. U-TURN back to the main screen when

hits

PREE ﬁ:ﬁ?ﬁiﬁs advenurer still selected us speaker, hit

GELL. A list of the items in his pack v::ﬂl appear. Sle?nctt;:;y

.n.n:: of them, Text will appear In the window describing .

crem and its value, You'll be asked whclhf:.r you Want l;a se

u:rn_ Since you probably just bought it, Answer H( i

e If you had answered YES, the iiem in question

would be removed from your pack, and its sale pricc miﬁid o

your cash on hand. Since you answered HQ. Im_wo::::.

item stays in your pack, and your gold stays the same. _—
Before you forget, go back 1o the BEquipment ;

and put your weapons and armor hack on. T'h:::l w'i::niim £

won't get caught in a combat wlth‘alil your SE?I |r:1_ # ha;;: m.

When you've finished suiting up. U-TU

the main screen, where the next icon is the ANVIL.

ad\'ﬂﬂlllran-'-
pack. 3% oppa

cure you have 50

ANVIL

The ANVIL icon appears al both armo.r'ers’ nndk
weaponsmuakers' shops. I{ has a different fi unction at e::;: 4;;,
By selecting the ANVIL icon when dealing with
armorer, you'll ask him to fit a su it of armor (o _:.:.r:: o
physique, Important note: armor to be ﬁ'ffed n;‘u
by the character before he asks fo have il j’m: i —
At a weaponsmith's, the ANV, [L icon won't do you -}If' i
unless you've found an ingal during your afiveutu:-e:. io
have, select the ANVIL at a weaponsmaker’s o ask fiim
forge a custom item for you.
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you that each piece of your armor has already been fitted,
since you fitted them all when vou bought them. If you've
missed one, however, the Ludemans will let you know, and
offer to fit the piece for you for a small fee. If vou want the
armor fitted, answer YES; otherwise, say NO.

Later on, you muy be able to scavenge armor from
your foes, or decide to trade anmor among your party mem-
bers. Anyone can wear armor that is 100 big Tor them, even
without its being fitted 1o them. Fitting oversized armor will
reduce its weight, though, so that you won't have 1o carry the
exira load. Armor that is too small for a fighter, however,
cannot be fitted to him by even the most skilled armorer.

Al this point, you've done everything there is to do at
Ludeman Armorers. Before you leave, buy armor for all your
characters, When you've finished, explore Bretnle—visit the
various shops, chat with the paople, buy equipment. You've
already learmed all the icons you'll need to interact with the
townsfolk.

Once you've walked around lown for a bit, you'll be
ready to strike out into the wilderness around Brettle, The
next chapter will guide you through your first journey outside
of town.

Select the ANVIL icon. The Ludemans should te]]

walked around the fair town of
| i r Armoe
Bretle, chatted with a few of its residents, bought you

s L out for

nd perhaps an extrd weapon of 1w, it’s lune to T‘n i

i isn't Tikely found 1 !
adventure. Since adventure 1501 likely to be fou

Now that you've

you'll want 10 head out 0o

e wildemess. Before you do,

however, you'll want to s

ave your fully-cquipped party.

A GOOD NIGHT'S SLEEP

{n Brettle, there are two places characters ‘caun :1?13:——-
) i
the Trollsbane Inn, where you began play.-a;d 'lllll:mm o
Keg Inn, near the lown pate. A room at the 110 h ;T
, . A
(he accompanying game-save, COsts 60 gold Zrﬂv-ifn | :[ L
haracter, The Broken Keg, on the other hand, w i
‘: : “ i 1 A apRl - -n 4
stay for free, but many of the l{::; 8 Cl:lﬁiﬂmr.[hli:::: ']‘:mnsb;}_nc;
have sucky ﬁngem. {f you can afford iL, stay aK‘
if you can't, take your Chances at the Bmkf_ml ;g;‘ o
Staying at an inn does more than just rest } e
3 ‘I .
characters — it also saves the party to disk. To save ¥
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S s — —_— conditions, and 4 sn
i ; e — ‘T[;; current weather of terrain the
game, siep up to the inn and enter. When the innkeeper agky N = showing e of 8y and the type o
what he can do for you, select the REST icon. He'll ask jf you | ¥ T _.pl':wi oW elling the iy, ‘The icons across the hottorm

want to put the whole party up. Answer YES. Then he'l] agy
cach character if he has the price of lodgings, Answer YES
apain. If he hasn't got the gold, the innkeeper will tell you: it
he has, he'll be saved to the Character Disk.

yis moving [hmluig U-TURN, ROAD and SIGNE:FE‘I'S;I'.

Pu;miﬁ“ are the o d {j.TURN you've seef vefore. 1 yo
DOOR A 1, you will enter Brettle. By

: lo enler Bretle,

select POV TURN, you are deciding 1oy

SIGNPOST
hoosing ilderness map. ROAD und 53
C " '{lﬂ"ld 10 I.I.]ﬂ k) " u 1 link some ﬂf
goin ,,::; " move along the highways tha
| psed W lets.
i o palarea’s towns and Rame - ead and select the U-TURN
| B For now, howw?’(; 32 of Brettle will be replaced by
|E——r ] 1l e , Lhe piciur i .
RESTSAVENEAL | con. When }n-u:».‘aj[:p uw.? targest-scale map in Kuights ‘;{m
Selecting the REST icon saves the game to disk. You ! the Wilderness m;}, i represented on this map by l;“‘. 5% '
. can only save the game when you are af the inn. I“Ii ;,ggff'ld : :::’;Ei ch is currently standing on the 103t Jus
nng
S ¥ |]| flas ide Breule.
Once you've saved the whole party, you'll bs asked } outst 8
if you want 1o quit. If you say YES, you'll be returned to the ',E, LLING IN THE WILDERNES
table of contents page in the Knights of Legend book., If you H T_;M_W
reply, NO, a list of all the characters currently saved and e U-TURN icon has disappearedi_ :
[ staying at this inn will appear. Sele¢l one adventurer from the By ““":1" ould take you back into Breitle, Since e
I. , list to be the leader. By 1alking to the innkeeper and selecting selecting DOO N;GST icons are new, let's take a look &
\ the COMPANION icon as you did when you first started ROAD :11:|d SIG ove your party along the road.
il play, you can reassemble your party. \ how they're used to '
Now that you've saved your party and reussembled ||
i, you're ready to venture out imo the wilderness. Head for

the town gate, in the west wall near the north edge of lown.
Go out the gate and walk due west. In 2 moment, vou'll reach |
the edpe of the wilds. \

SETTING OUT

OAD

When your parily is on
ness, the ROAD and SIGNP

;
or near a road in the wilder-
OST icons will appear T,"' move
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a picture of the woods outside Breule. Select the DOOR icon | e
(w leave town and "enter” the woods. {In case you forgot When covering long distances n

anything, hitting the U-TURN icon at this point will put you
back on the town map, where you can re-enter Brettle.)
In the lurge window, a picture of Brettle from the
o outside will replace the woodland scene. To the left of the
L picture is the same Date Window you saw in town, a small

i ing the
Ashtalarea, you'll move faster and more xul(::jyhl:ﬁrn:l:::@ﬂm
h‘i.ghw;,tys 'r.h.'!.l conpect many of the towns an
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move your party along the road,

To change directions ol th

o £ road, sel :

o ¥ 160n: When you hit the SIGNPOST. youeii o0
&P, indicating that Your party is pow headed the Dppo;iltn

way. To begin moving ; irecti
eakivk & in the new direction, select ROAD

You don't have 1o follow the roads to

move through the countryside. You can also £u overlang

throu x ; i
gh the forests and plains, thn You leave the roads, You
VEIENL just as vou did in town,

THE ELEMENTS
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LAND AROUND YOU

Ashtalarea is a beantiful and varied land, with snow-
J motntains, roaring rivers, deep forests, broken hills,
nd broad plains. Each type of terrain offers its own chal-
;mge,s to the traveller, For example, rocky, orange hill
country is the most difficult ground to cross, with its frequent
and mpmdicmbic gullies and small clitfs, The floors of the
deeper forests, on the other hand, are fairly clear, offering few
obstacles other than the many hungry monsters that make
their lairs there, away from the sun. The plains are the casiest
lerrilin to cross, whilé the mountains, lakes and seas are
impassible, Mast rivers can be forded at almost any point, and
make routes that are almost as useful as the Duke's highways.

Mot surprisingly, the density and make-up of

Ashtalorea's monster population varies from one area to the
next, The larger members of the giant family, such as the
Swone Ogre and the CIIf Troll, are most common in the hills,
especially near the mountains, while magical creatures like
Zombies and Djinn are most frequently encountered in the
forests. With a little experience, you'll soon come 1o know
what type of apposition 1o eapect in each part of the realm.

NEITHER RAIN NOR SNOW ..,

There is ope beaefit to ravelling in inclement
wenther — most monsters don't like snow any better than the
average adventurer does! Bud weather will drive roaming
creatures back (o their lairs, making encounters less commaon,
On the other hand, the monsters you do encounter in rain or
snow are likely to be that much rougher and more desperate!

LIVING OFF THE LAND

After you've been walking around in the wildemess
for a little while, call up one of vour adventurers™ Character
Profiles. You'll notice that the bar under “Nutrition" has
begun to change gradually to red. As you uavel the wilds, you
must live on field rations — usually dried meat and hard-tack
biseuits—supplemented by what you can find.




You don’t have to stock up on ficld rations before
you set out — your heroes are clever enough to provision
themselves for their adventure automatically. Just assume that
a decent supply of field rations were figured into your bill the
last time you checked into an inn. Yet while field rations will
keep you alive, they are hardly an adequate substitute for a
hot, well-balanced meal. While you tavel, your characters
will look for fresh foods to add 1o their diet, such as small
game, fruits and wild vegetables, perhaps even the ovcasional
stag or boar,

Yer some months are a bit leaner than others in the
wild. During the harsh winter months, the land is cspecially
harren. You'll have little to eat aside from your dry biscuits,
so your Mutrition will dwindle rapidly. The most plentiful
months come in the late spring and carly fall, when animals
are active and many types of fruits, nuts, and vegetables come
into scason. During these months, you'll barely notice the
difference between living off the land and eating a “civilized"
diet. Other months fall between these extremes, with vurying
amounis of wild food to be found.

MNow, you won'l di¢ of starvation while you're out in
the wilderness — your tield rations will prevent that. But as
your Nutrition gradually dwindles, you'll notice your Strength
fade. Your attacks will be weaker, and you'l] tire faster.

You ean replenish your Mutrition level by eating
good, hearty food, which vou buy in the puhs in most towns
and hamlets. We'll talk about this when we get back to town,
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Aller you've been walking through the wilderness for
a while, you're bound to run into a pack of hostile monsters.
As an aspiring knight, you'll need to know how to defend
yoursclf against them, We'll cover that in this chapter.

MEETING YOUR FOE

When you encounter a band of foes, a tone will
sound, and then the Wildemess Map will be replaced by a
lurge window identifying your enemies. You'll also be shown
a picture of them, 1o give you u better idea of what you're up
apainst. A moment later, this large window will disappear,
replaced by the Combat Screen.

The Combat Screen is divided into three areas. The
leon Plague, along the bottom edge of the screen, holds the
flew sel_‘ies of icons you'll be using in combat. The rest of the
sereen is taken up by two large windows, The one to the left
can be called the Combatant Window—this is where pictures
and inforation regarding the fighters on both sides will
Appear. The larger window to the right is the Combat Map,
showing the position of cach fighter.

Your band of adventurers will be lined up in two
Lﬂ'-:; it the center of the Cambat Map. You'll recognize them

¥ the orange wnics that they wear. The numbers over their

‘—--_-______-__l__




heads correspond to the position of their figures at the top of
the screen on the Wilderness and Town Screens.

Your foes are represented by the larger, while figures
scattered around vour party. They may show up on any side of
you, or on more than one side! Often, you won't be able to see
all your enemies at first—some may be too far wway to appear
on the map just vet. Rest assured that they'll close in for the
gncounter.

LEAPING INTO THE FRAY

Before every round of a combat, you must decide
what each of your heroes will do that round. As each charactler
appears in the Combatant Window, you will give him his
arders for the round.

Take o look at the Combatant Window now. You'll
see the nume and figure of one of your characters in the upper
half of the window, and a generic Fgure next to a bloe bar in
the lower half. As a character is wounded, the generic figure
shown will "bleed.” As he exerts himself, and his reserve of
energy dwindles, his remaining energy will be indicated by the
height of the blue bar. We'll ook at both of these functions
later in the combat, as the combatants become injured and
futigued,

One by one, the members of your party will appear in
the Combatant Window, waiting for your orders. The first
character is ready now, so let’s look at his options, presented
as icons on the leon Plague,

The first icon on the plaque is YES. Onee you've
given the character his orders for the round, you'll enter them
by selecting YES. Of course, you don't want 1o hit it yel—wail
until you've given the first adventurer his orders!

CLOSING FOR BATTLE

If you have a bow or crossbow readied, or know a
few long-range spells, you may want o keep your distance
from your foes, Otherwise, you'll have to close with them
betore you can attack them. To move on the Combat Map,
select the MOVE icon.

L

III

FLY FASTER

By selecting the MOVE option on the Combat

Sereen, you call up icons which will fet your character waik,
run, or—in the case of Kelderheit or a member of another
race who has a magic item—even fly across the field,

Once yau have chosen MOVE and selected a direction, the
WALK, RUN, and SPRINT icons appear. WALK and RUN
boih move your fighter one space on the Combat Map, while
SPRINT cavers two spaces in the chosen direction,
Kelderheit have three additional move options—FLY, FLY
FASTER, and ZOOM, FLY lets a Kelden move one space
through the air; FLY FASTER, two spaces; ZOOM, three.
Return a flving creature to earth by selecting the LAND icon,

When you select MOVE, a flashing circle—the cur-
sor—will appear on the Combat Map next to your adventurer,
and you will be asked to *Select u Dircction.” Move the cursor
to indicate the direction you wish to move, either by using the
amow keys ar by clicking the mouse pointer next to the
character in the direction you wish o travel. For instance, if
you want him 0 move north, place the cursor in the space
immediately above your character. Select YES to enter the
direction, or U-TURN if you've decided not to move after all.

Onee you've entered the direction, you'll be asked to
“Select a Movement.” Select WALK to move one space on
the map at a leisurely pace, RUN to move one space quickly,
Or SPRINT 1o move two spaces quickly. Of these aptions,
WALK uses the least cnergy, 3PRINT the most. WALK
allows you some defense against attacks aimed at you, whether
Missile or melee, but RUN and SPRINT leave no time for
active defense. A character who rung or sprints will move early
0 the combat round, before most other fighters have had a

|




chance to act, while one walking will move late in the round. If
the adventurer is a Kelderheit, he can also apt to fly by
choosing one of the three flight ivons that appear. By choosing
the appropriate icon, he may fly one, two, or three spaces.
Flight allows no active defense at any speed, and requires
considerable encrgy — Kelden should be careful to wear light
armor and pace themselves if they plan te do a lot of flying.

Once you've selected a movement, the churacter will
reappear in the Combatant Window, In the lower section of the
window, the movement option he's chosen — WALK or FLY
FASTER, far example—will appear, along with the direction
he'11 be moving. 1f you are happy with the option you've
chosen for him, hit the YES icon. Otherwise, you can begin
again by choosing any other icon.

ATTACKING

Four icons allow you to attack your opponents—
ATTACK, FIRE, FIST and MAGIC,

FigT MAGIC

The ATTACK icon lets you attack a foe with a ready
melee weapon. The foe must be adjacent to you v be struck.
FIRE lets you loose an arrow af an opponent with a ready
missile weapon. You may FIRE at any target who is not
adjacent to you— that is, anyone whe is more than one space
away from you. By selecting the FIST icon, you are prepar-
ing to make an unarmed attack against an adjacent foe. If
your character knows a spell, the MAGIC icon will appear.
Selecting this ican will allow you ta direct a spell against the
target of your choice,

Once you've chosen an attack ivon, you'lf be
presented with a series af choices in which you'll decide on
the target and type of yaur attack, and perhaps the defense
you'll assume while delivering it. These options, and the
fcons that represent them, are covered on the next page.

Your ready weapon will determine which attack icons
are available. If you have a melee weapon, such as a sword or
amace, the ATTACK icon will appear. A readied bow will
give you the FIRE option. If neither of these wons appears,
then the charscter has no weapon readied; he'll probably want
1o READY a weapon, as described below. The FIST icon is
always available, whether you have a weapon readied or not.

Select the MAGIC 1con and you will be asked 1o
select a larget — friend or foe. Then, a list of your spells will
appear. Choose the one you want. Finally, you'll be asked 1o
specify a positive or negative spell effect, For more about
magiv and spellcasting, see page 7L

Since you don't have any magic at this point, and
you're unlikely to be adjucent to your foes yet, the ATTACK
and FIST options aren't going to be very useful. You'll want
to choose another option instead.

If & fighter has the FIRE option, it°s best to get off o
few arrows before the enemy can close, Sclect FIRE, A
message in the Combatant Window will ask you to “Select
Target,” and a flashing circle will appear in the comer of the
Combat Map, To select a target. move the flashing circle onto
the foe you wish o bit, using the arrow kevs or by clicking the
mouse pointer on the desired target. Be sure that your howman
has a clear shot — trees and other characters can block an
arrow’s flight.

Once you've selected your target, your character will
be replaced in the Combatant Window by the opponent you've
chosen to fire at. The figure and bar below now show his
wounds and fatigue, not yours, If vou decide 1o firc at a
different target, simply select another foe. Once you're sure at
whom you intend to fire, hit the YES icon. If you decide not to
fire, select the U-TURN (o go back to the combat icons.

If you selected YES to enter the target, your own
character will reappear in the Combatant Window. Now, the
FIRE icon will appear in the lower section of the window,
illm_lg with the wound display and the fatigue bar. This
jndluulcs that your character has chosen to FIRE at the target
Indicated by the flashing circle on the map. If you are happy
With these orders, seleet YES once more 1o enter them, If you
would like the character to do something else after all, simply
start over by choosing a different icon.




IT vou hit YES 1o enter these orders, the next charac-
ter in your party will appear in the Combatant Window, ready
for action.

COnee you've moved adjucent w a foe, you'll be able
to use the ATTACK and FIST options. The first two steps in
these options are the sume as for FIRE: Select the awack icon
{ATTACK or FIST), then choose your large! by moving the
flashing vursor, Once you've chosen your targer, though,
you'll have (o specify the Lype of attack and defense you
intend to use,

HONE BERSERX, HACE THRUST

When attacking with a weapon—by selecting

ATTACK—there are five types of aftacks possible:  NONE
means no attack at ali—the fighter is devoting all his effort
o defense.

BERSERK ix the most damaging type of attack, but
it is slow, very tining, and assumes the STAND defense.

HACK is a full, overhead swing—powerful and it
lets you use any defense,

THRUST is a stab, aimed from the aftacker’s
midsection straight at the foe. It is the fastest but weakest
type of strike.

SILASH is a side-armed swing, a bif faster and
harder to defend against than a HACK, but not as powerful.

Nate, not all weapons are suited for all attack types.

When attacking in unarmed combat—by selecting
the FIST—you may choose from four different attack types,
or select the NONE icon.

HEAD BUTT

A KICK is a powerful Blow with the feat, A BASH iy
another powerful attack, but with the fists,
A HEAD BUTT can be quite painful—if it hits.

PUNCH

The PUNCH is the weakest of the unarmed attacks,
but it is the most likely to hit,

When you pick a melee weapun attack you'll be
asked to “Select a Location,” This will determine if you are
aiming—generally—at the head, the body, or the legs.

An attacker must aim at one of three areas of his
opponent’s hody:

A HIGH SHOT is directed at the head, arms and
upper chest, 1t is most likely te hit the arms and cannot hit
the legs.

A BODY SHOT is aimed at the torso, and is most
likely to hit the chest. It may , however, strike any part of
the body,

A LOW SHOT is aimed at the legs and lower torso.
1t cannot hit the head and is most likely to hit the legs.

If the foe is already wounded, exploil his weakness
by aiming at the section of the body thar is already hurt. This
way, you're more likely to disable an arm or leg, or knock him
out, If he is not yet injured, you'll want to aim at his least-
armared aren, You can check his weapon and his armor in cach
location by doubling back to the “select turget” phase of your
character”s attack, (You can also check the status of your party
members in this way.)

. To check an opponent’s condition, hit the U-TURN
tcon twice, You'll undo your artack and target selection in the
Process, but they can be easily re-entered in 2 moment. When
¥OUr turget’s picture appears in the Combatant Window. hit the
“pacebar. His picture will be replaced by u listing of his ready
Weapon, armor, and — if he has one — shield. If his armor is
Wweaker thany one area, remember it. Then hit the spacebar
Once again, 10 bring back his picture and wound-status,




DUCK

Re-seleet your target and attack, then select where you want to
place your attack — a HIGH SHOT, BODY SHOT, or LOW
SHOT,

Once you've chosen a location to aim ut — or imume-
diately after vou selected your fighter's attack, if he’s attacking
unarmed — you'll be asked to “Select u Defense Type."”

STAND BACK up

Counting NONE, there are seven types of defense:

Ry choasing NONE, you decide to waste no time or
effort un defense, devoting all your attention to your attack.

PANIC DEFEND is the most effective defense, but
it alfows no atfeck whatsoever. If vou've already selected an
attack, it will be erased when you choose this defense.

By ordering a character to STAND, you give him a
minimal defense— not too fatiguing or time-consuming, but
mare effective than no defense at afl.

BACK UP and DODGE are more effective than
STAND, but less so than most other defenses, They let a
fighter evade his opponent’s blow by shifting his body back
or to one side.

DUCK and JUMP are effective defenses —espe-
cially if you know in advance that your opponent will he
faking a HIGH SHOT or LOYW
SHOT,

When you select a defense, your character will
reappear in the Combatant Window and the basic combat icons
will show up on the plague onee again, Your character's
compete aitack—type, direction, location, and defense—will
be depicted in the lower half of the Combatant Window. If you
are satisfied with the attack, select the YES icon; if you wani
to make a change, or choose a different option altogether,
select the appropriate icon and begin again.

1)

LOADING A CROSSBOW

LOAD

Befare a crossbow can be fired, you must prepare it
by selecting LOAD. On the next round, the LOAD icon will
be replaced by FIRE, indicating that the bow may now be
used to attack a foe. Once it has been fired, a crossbow nrust
be loaded again before it can be fired a yecond time.

Unlike a more conventional bow, such us o longbow
or selfbow, a crossbow must be luboriously cranked 1o a
cocked position and loaded with a new bolt before it can be
fired. If your character has a crossbow ready, the LOAD icon
will appear in place of FIRE. Select LOAD to get his cross-
bow ready to FIRE on the combat round,

A SWORD IN THE HAND . ..

Before you go into combat, make sure that BTy
character has at least one weapon in his hand or lus bell. To do
this. you'll have 10 go to the Character Profile and the Equip-
ment Screen when you're not in the middle of a fight. If you
find that most or all of your party left their weapons in their
backpacks. then flee the battle. Instructions on retreating are
piven below,

Assuming that your adventurers all have at least one
weapon ready or tucked in their belts, one of the following
icans will appear on the screen: READY, SHEATH, or
SWITCH. Both READY and SHEATH you've seen before;
SWITCH is new.

s When u character takes the SWITCH option, he
aps his readied weapen for the one in hiis belt. The new




weaporn is then ready to attack, and the old (s safely sheatfeed,
shotld e need i again,

If the READY icon is the one that appears, select it
an the first round of combat—a weapon in your belt won't do
you any good. A weapon in your hand won't hamper you in
any way, however, since you can do anything in combat just as
well with 1 weapon readied. For this same reason, you should
simply ignore the SHEATH icon, if it appears. The best
defense is a good offense, and your offense is much belier with
a weapon than without.

On the other hand, SWITCH can be very useful,
Most adventurers will want to carry two weapons inlo any
fight—a bow or crossbow in hand, and a melee weapon in
their belt, This lets them get off a few arrows while their
enemies are still several steps away, then DROP their bows
and READY a sword or axe when they close,

PICKING UP/ PUTTING DOWN

Twa more wcens which you won't need very ofien in
combal are PICK UP and DROP. Though PICK UP is new,
you first saw DROP on the [tem Screen, when you were
looking through your adventurers’ pockets,

FICE UP

The pick up icon lets you snatch an object from the
battlefield. All objects—weapons or other items—are
represented on the Combat Map by a sword lying on the
ground. You must move directly onto an object in order to
pick it up.

When it comes time in the combat round for the
character to carry out his PICK UP action, you will be asked
something fike, “You have found a battle axe. 1o you want o
pick it up?® If vou do, hit the “Y" key to answer yes; others
wise, hit “N" for no.
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The only time ys:-u"il need to DROP an item is if yoil

already have one weapon in hand and another in your belt but

need to PICK UP g third object lying on the ground, In such a

case, go ahead and drop the weapon in your hands
you'll he free to PICK UP the :f;tr i:::irn. If yir:. m::d[:t?tpick
something up when you're only carrying one weapon
SHEATH the weapon rather than drop it to free }-'nur.hxnds.
If an enemy's attack hirs You especially hard, you
may drop your weapon inadvertently, If this happens, selec
PICK UP as soon as possible, so you'll be ready o retum the
favor! In combat you can pick up a dropped weapon. This is
the only time you can recover items in this wuy, . L

CATCHING YOUR BREATH

_ Every ugtion a fighter takes in combar requires g
centaimn amouont of exertion. As his energy dwindles the blue
b:!r in the lower right-hand cormer of the Combatant Windaw
will gradually wm red. If the bar wrns entirely red, your
adventurer has exhausted himself and will pass ot from
severe faligue,

Yer it is possible 10 regain ener i
sj:lcﬂing the REST icon. th:??uu do sgg(li!;!:;ﬁl: ET \}.}'ipiltl o
nise as your charscter catches his breath, ‘The amount of fatipue
tecovered will vary, depending on how tired he already is, and
how many wounds he's suffered. A hero who's badly co :.ip

nl}i:r m_':l notice much improvement at all, and he may pass out
with hus next step,

PLAY BY PLAY

After you've given each member of yo
1 ur com
his orders for the round, the action begins, ! o

Three icons will appear across the leon P
: ; laque —
:JCS‘ u:rr_gmq. and PANIC. If you select PANIC, your
bemmn:r will flee the encounter; this is discussed in detai]
fow under "The End of the Line."
To review and revise the orders vou'

Campany, select - is option wi
i g TURN. This option will a

tach chy

ve glven your
AN, Mo you to

e orders you've given one or more characters, As
racter appears in the Combatant Window, his orders




appear in the lower section of the window. If you want the
orders to stand, just hit the YES icon: to change them, select
the appropriate icon for the new orders. When you have
reviewed the actions of every fighter, the YES, U-TURN and
PANIC icons will appear again,

Hitting the YES icon at this point will enter the
orders issued to all of your adventurers and begin combat. A
parchment will appear over the lcon Plague, descnibing the
first charactes’s action and its consequences. When you've
read this message, hit the spacebar agaimn o cill up a message
describing the next character’s action.

Note that the actions of your party members and their
opponents do not oceur in neatly-alternating tums. Instead,
each combatant's action is carried out in the order in which if
would naturally occur, based on his Quickness, encumbrance.
injuries, and the action he's chosen, Thus, slower members of
the purty do not slow down their more speedy comrades.

After all actions on both sides have been carried out,
the scroll covering the icons will disappear. One of your
characters will appear in the Combatant Window. This 1s the
first member of your party awaiting his orders for the next
round of combat.

AS THE BATTLE WEARS ON

Dhuring combat, be sure to keep an eye on the current
fatigue level of your adventurers, as well as the wounds they
have taken. In an extended battle, exertion can be as deadly as
injury. In fact, if a hero is very tired— his fatigue bar s almost
entirely red, that is — but not seriously hur, he may want to
move away and REST for a round or two. An unwounded
adventurer who's passed our from exhaustion is every bit as
useless 1o his comrades as one who's been hacked fo pieces.

You'll also need to keep mental tabs on roughly how
many wounds each character has raken. Only rarely is a single
blow fatal: warriors fall far more often to blood loss suffered
due to numerous small injuries. Thus, a character who's been
hurt o little bit in several areas can be in as much trouble as
one who's been severely injured in one place,

Cheek the current status of your foes whenever you

can as well. If you've got an archer in the party, sclect the
FIRE icon and then set the cursor on each of the foes before
deciding which one to fire at. This will let you see how badly
wounded and fatigued each of them is before you choose the
archer’s larget, When choosing targets, concentrate on the ones
that are already injured or fatigued — they're much more
vilnerable,

And though you don’t have to buy your arrows, you
don’t have an infinite supply either, Each bowman comes into
every hattle with 20 arrows; when they're used up, he'll have
to switch to some other kind of attack, If the banle involves
several foes, you'll wanl (o use your archers quite curefully,

And finally, if things are looking bad for the party,
don'l be afraid 1o run away, It may cost you a few weapons but
those can be replaced, If the whole party drops, monsters will
loot everyone's hodies, taking weapons and armor, and
perhaps cleaning you oul (o the last gold crown!

THE END OF THE LINE

A battle can have any of three different outcomes. If
all goes well, your party of adventurers will emerge victorious,
and will gain gold, booty, and Adventure Points as their
reward. If things start to go badly for them, the band may
decide that survival is more important than their reputations,
and flee the buttlefield. Or they may fight on to the bitter end,
when their last man is overcome by his monstrous foes,

TO THE VICTOR GO THE SPOILS

~ One the last enemy falls, a message will appear over
the icon plaque, reading something like, “You have defeated
the goblins!™ It will be accompanied by a picture showing two
fighters standing over their vanquished foe.

Hit the spacebar to receive the next message, telling
¥ou |_mw many Advenrure Points each hero is awarded for his
ﬁ:’;‘t s;:n the bartle, as well as how many gold crowns he gets as
o are of the rmonsters” wreasure. Hitting the spacebar one

Ore time will reveal the items found strewn about the bat-




tlefield. Chance encounters will usually only vield weapons
and armor, but the climactic battle of a major quest will often
leave some valuable item as well,

To carry your booty home, you'll need 10 divide it
among the members of the company. To do this, select one of
the objects listed under “Items Found.” When you do, a
complete roster of your party will appear. Select the character
to whom you wish to give the item; it will be placed in one of
the pockets of his pack. If the party found more than one item,
the list will return, minus the item you just assigned 10 a
character. Repeat the process until everything you want has
been given to one compunion or another,

When you have finished distributing the loot, hit the
U-TURN to retumn to the Wilderness Map. If you would like
to use any of the armor or weapons you picked up from your
vanguished foes, go to the Character Profiles to put them on
now, Otherwise, you ¢an sell the loot the next time you enter a
town.

RUN AWAY!

If it becomes apparent that there is no hope for your
band of stalwarts, it is important to recognize the beter part of
valor. To retreat from a combat, choose the PANIC i1con. &
large picture of your company's sirategic withdrawal will be
displayed with the caption, “You flee for your Lives!™ You will
then be returned 1o the Wildemess Map.

Unfortunately, you lose more than just your dignity
when you run from a fight. In his haste 10 escape near-certain
death, any adventurer who has a weapon In hand may drop it
on the hattlefield, where the monsters will pick it up and carry
it away, Fallen comrades suffer even greater |osses. Before the
foes leave, they loot the unconscious adventurers, Some foes
— Skeletons and Salamanders, for example — have linle
interest in muterial goods, seldom taking more than a weapon
or two, Others, like Bandits and Ores, may tuke everything,
from weapons and armor 1o jewelry and gold.

=\

THE BITTER END

Il every member of your party falls unconscious,
Ihe_hattle is over. A picture showing your adventurers nursing
their injuries will appear, along with a message informing you
of your defeat. You'll then find yourself back on the Wilder-
ness Map.

Once you're back on the Wilderness Map, call up the
Character Profiles and Equipment Screens for each of your
adventurers, You'll notice that some of your gold and equip-
ment is missing—maybe all of it! Afier they knocked you oul,
your foes looted your bodies, taking whatever they thought
might be useful and leaving you for dead. Somehow, you'll
have to stagger back to civilization to re-provision
your party.




BACK IN TOWN

After you ve been oul adventuring for a few days
fighting monsters and picking up some gold and booty, as
well as a few Adventure Points, it's time to head back w
town, There, you'll be able 1o trade your gold and booty for
new weapons and better armor, heal up at an abbey, check in
for some rest and a game-save at an inn, hone your weapon
skills with an expert trainer, and perhaps learn some magic or
pick up u special mission or quest,

TRADING

If you haven't done it already, louk through the
packs of all vour characters. checking your loat for weapons,
armor or ather equipment that would be useful w any member
of the party. For example, if you find that vou picked up a
long bow after your last hattle, and your Kelden has the skill
to use il but hasn't been able 1o afford one before, hand the
bow over 1o him. If you've found a leather jerkin, and one of
your fighters 15 weanmg fur, let him try the jerkin on. 1f he can
wear it, let him keep it; he can sell his fur armor back to the
armorer to cover the price of filting the jerkin.

Once you've given anything that can be used to the
character who can use it, it's time 1o convert the rest of your

———'_-F-’-

HONING YOUR SEKILLS

Ioot into gold. Most merchants will buy any sort of merchan-
dise, so you don't have 1o go to an armorer to SELL armor
you muy huve found. or a weaponsmaker to SELL an axe.

When you've finished selling your loot, you can starl
tw buy better equipment — extra weapons and heavier armor,
for a start. But you may want to wait to buy new gear, because
there a few other things you might consider spending your
goldon ..,

You can improve your weapon skills by training with
veteran fighters around Ashtalarea. Nawrally, not every
trainer is familiar with every weapon; most know about four
weapans well enough to train other fighters. Brettle's weap-
ons master is Hvrad Myth, a specialist in the Long Spear,
Long Bow, Longsword, and Bartle Axe, He can be found in a
smull house within the Fortress of Brettle, on the east edge of
town. To train with Hvrad, or any of Ashtalarea's masters,
select the TRAIN icon,

THARE

By yelecting the TRAIN fcon, vour warrior asks a
weapens master to train kim in the use of a weapon.

Training will cost you both gold and Adventure
Points (a measure of your experience in combat). The
standard fee for a truining session is 200 gold erowns, but
aclual costs may vary. During this session, u fighter may
increase his affensive or defensive skil] with a weapon by one
for ever ¥ 100 Adventure Points he spentds, up o 4 maximum
of S0 Adventure Points, To learn any more requires another
Session, costing an additional 200 (or x0) crowns.

_ Hvrad will tell you the cost of training and ask if you
3: ,,:meremd' If you are. reply r‘l'l-.'b'. He will then ask which
o {hf:““ ¥ou wish 1o train in, HH the spacebar to call up a list

weapons Hyvrad is qualified 1o 1each, Select the weapon

ﬂ..
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you wish to practice, and then decide whether you want to
work on your offense or defense,

Finally, Hvrad will ask how muny skill paints you
wish to learn; use the number keys to enter any value between
one and five. If you haven't amassed enough Adventure
Points for the amount of improvement you've requestied,
you'll be told, “Sorry, nol enough Adventure Points!™ Hit the
spacebar and request a smaller increase, If you haven't
enough Adventure Points for even one skill point, hit the ESC
key to get out of training,

Adter you've trained, choose the MIRROR icon {o
call up your Profile so you cun check your new skill level,

A LITTLE MAGIC

Many Ashtalarean towns have their own wizard-in-
residence, providing the townsfolk with magical services at
reazonable — or not so reasonable — rates. One of the
services they offer is raining in the art of magic. Many
adventurers find it worthwhile to invest some of their gold
and Adventure Points in the study of a spell or two,

To learn a magic spell, or to modify one you've
already mastered, head for the tower of the mage, Astimiah
Eckhart, in the northwestern cormer of Brettle, When vou get
there, select the MAGIC icon to request instruction. The
Advanced Gamers section covers leaming. modifying, and
casting spells in full detail.

MADC
When the MAGIC icon appears in town, it tets an
adventurer ask for magical fraining from a wizard, In com-
bat, select the MAGIC icon to cast a spell you already know.

A GOOD, HOT MEAL

Another thing you'll want to do in town is sit down
to a hearty, nutritious meal, Not only will this soothe your
hungry belly, it will also restore your Nutrition bar, on the
Character Profile, 1o its normal, healthy level, Food and drink
are available at public houses — or pubs — in all lowns and a
few hamlets. In Brertle, head for the Lonely Page Pub, near
the Trollsbane lnn.

At the pub, select the EXAMINE icon to laak over
the menu. Select whatever sounds good to you-— you'll soon
learn which foods are the most nutritious. Of course, food
costs money, so be sure lo bring a few crowns with you when
you come Lo the pub,

You can also take food with you when you leave, to
eat on the trail in the wilderness. When you order, your server
will usk something to the effect of, “Will you be eanng this
here?™ If you reply YES, you'll wolf it down right away; a
message assessing the quality of the food will let you know
how good the meal was. If you answer NO, vour server will
helpfully reply, “I'll put it in your pack.” The next time you
check your pockets, the morsel will be there, waiting 1o be
eaten, Food purchased in this way is mare nutritious than the
field rations adventurers carry with them at all times.

To eat food from your puck, call up your Character
Profile, then sclect ARMOR UP to show your Equipment
Screen. Select the pocket holding the food; when the [tem
Screen appears. hit the MOUTH icon to eat it, When you've
finished eating, you'll pet » brief message lelling you some-
thing about the quality of the food.

NEW GEAR

Now that you've covered any training expenses, as
well as caten a satisfying meal or two, you can po ahead and
sPend your remaining gold on better equipment, The only
Wht‘f things you might want 10 save a few crowns for are
:::;hlng. which may be purchased at the town abbey, and

Engs at the loca) inn.
You may want heavier armor, or perhaps an extra

W i 5
Apon or two., 11 especially uselul for each character 1o




carry both a melee weapon for close combat and a bow or
crossbow for missile ducls (ussuming characters are trained in
both!). Don't forget that if you need a few extra crowns to
cover the cost of new armor, there's no reason not to sell your
old gear. It certainly won't do you any good sitting in your
pack! If you do buy new weapons or armor, be sure o go 1o
the Equipment Screen und put it on before you go back oul
into the wilds.

HEALING

In Knights of Legend, the only pluce 1o permaunently
recover Health lost to injuries or illness is in an abbey. These
holy institutions, which may be found in every town, always
keep a supply of healing elixirs on hand for the hapless
udventurers that straggle in on a regular basis, cut and bruised
from their batles.

All abbeys request a “donation” for their elixirs,
though the amount varies according to how badly the patient
is injured. There is also some variation from abbey to abbey;
as you truvel Ashtalarea, you'll come to know which abbeys
offer the best rates. In Breule, vou’ll want (o visit 54 Paul's
Abbey, in the northeastern comer of 1own. The abhaot of 5t
Paul’s 15 Huxley, the well-known Dancing Friar,

To request a healing elixir, enter the abbey and select
the REST icon. Friur Huxley will look you over, and inform
you of the price of your healing. If you can afford the dona-
tion, reply YES; if you can’t you'll have to come back afrer
you've scraped up enough gold o cover it I you can afiord
the abbey’s elixir, however, your Health will be completely
restored, as if you'd never been injured,

A GOOD NIGHT'S SLEEP, AGAIN

Onee you've finished all your other ransactions —
buying and selling, training, healing, caling — head for the
local inn. A restful night in a real bed will be a welcome
change from sleeping on the rocky ground under the stars, In
the process, you'll save your characters back onto your
Character Disk. recording their new skill levels, Adventure
Points, and possessions for your next outing.

N

Here is the procedure to save once again: Al the inn,
select the REST icon, You'll be asked whether you want 1o
check the whole party in. Reply YES, One by one, the
members of the company will be charged for their lodging
and checked into the inn. {If you'd replied NO, then only (he
character selected as the speaker would check into the inn,)

When the whole party has checked in, vou'll be
asked if you want to quit the game, If you reply YES, the
gume screen will be replaced by the Knights of Legend book:
remave your disks from the drive and switch your computer
off. If you reply NO, a list of the characters currently staying
al that inn — including the whole party that you just checked
in — will appear. From the list, choose a leader for your next
adventure and begin play once again.




Charisma, Intellect, Suarting Weapon(s) and Gold, The first
item listed under Starting Weapons is the weapon the charac-
ter is given when he's first created. The number before the
slash mark is the starting offensive skill with a weapon; the
number after the slash, if any, is the character’s defensive skill
with that weapon,

CHARACTER CLASSES
HUMAN MALE

Class S QS HF C | Stan

Krag GC: 1500
Barbarlan 80 60 74 73 B8 60 60 GS:10/5 HL:5/6
Drezin GC: 1500 "
Ranger 73 66 68 66 66 66 66 BR:107 LB:10 | !
! e S
Krell GC: 1500 [k
Warrion 66 60 &8 B0 y
il Now that you have wandered around Ashtalarea a 50 60 60 BA:12110 o=t )
o hit. you have a basic idea of whar Kinds of things can happen, | Haobean GC: 2000 e
I but you are probably wondering why. This section explains | Squire 66 66 73 73 66 66 66 BR:125 SB:5 ! v
the Knights of Legend game operates. You can pla '
l| I:v{::ll;nuf ri::i‘?r:;aq:;ngeg:hapﬁer fr:lﬂelrhis section buril'icu Dark GC: 2000 ' Il
. A i Guard 66 66 73 73 66 66 66 MA;12/5 LC:5 N |
' L : want 1o play well, it might be worth your while to scan W
| through it . Shellernoon GC: 1500
;_, Watchman 66 66 74 66 66 86 66 BA:10/7 LB:7
IFE L
= Lintle GC: 1500 :
R CHARACTERS Plaingman 53 73 66 63 53 66 73 LB:12 LO5
.[ " ._‘ | The most important d:Fisinns you will make when | ! Olanthan GC: 1500
LR building your churucters are their rave, sex and class. The race b Hunter 53 80 68 60 73 73 66 SB:10 LS:7/5
iy || and sex you choose narrow the list of available clusses, while A —
¥l ¢lass determines the range of your character's stats, Use the H;:;‘t"':. B— GC: 3000
)— tables that follow to determine the siengths and weaknesses B8 B6 66 66 G6 LS:10/5
B o i : ki BA:10/10
of each class. The statistics are expluined in detail in the
section that follows. The last column on the right lisis the gold Eukes GC: 1500
crowns and weapons available to each class at the start of lghwayman
the game. B6 53 72 73 53 60 60 WH:127 LO:S
The numbers represent the average score achievahle ]

by each class in Strength, Quickness, Size, Health, Foresight.
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Htron GC: éubﬁ
Plrate 66 68 B8 73 60 V3 73 SC:27T S5B:7
Poltle GC:3000
Rogue 53 B0 68 60 66 BD 6B LO:10MM05B:5
HUMAN FEMALE
Class S QS HF C | Start
Ghor GC: 1500
Tigress 60 73 66 60 60 73 66 HL:1210
LO:7/5
Tegal GG: 1500
Amazon 66 60 68 66 60 66 60 BR:10M0
sSB8:10
Olanthan GC: 1500
Huntress 53 80 68 60 60 73 66 LB:12
g
Lintle Plains- GC: 1500
woman 46 73 64 60 46 73 73 LB:1O
LO:1277
ELVEN MALE
Class S Q S HF € | Star
Brekiand GC: 1600
ENlf 56 BO B4 53 60 68 66 LO:12/5
Klvar GC: 1500
El 46 66 B4 50 46 73 V3 LO:245
Melod GC: 1500
Elf BO 73 61 53 B3 73 73 LO:25

Pyar
Elf

Thism
Elf

GC: 1000
EB:15

GC: 1500
LO:12/5

GC: 200
EB:25

ELVEN FEMALE

Class S QS HF C | Stan

Brekland GC: 1500

Elt 50 BF 61 60 53 G6 66 LB:12

Klvar GC: 1500

Elf 46 73 B1 S8 46 73 73 LB:12 /
Melod GC: 1500 q
Elt 60 B0 58 60 48 73 66 LB:12
Pyar GC: 1000

Eilt 60 73 61 60 53 66 68§ EB:15

Thism GC: 1500

EN 46 83 60 60 46 60 66 LB:12

Usip GC: 200

Eli 45 71 56 60 46 60 73 EB:25
DWARVEN MALE
(ONLY MALES ADVENTURE)

Class S QS HE C | Start

Tunnellar/ GC: 3000

Digger 73 53 52 68 53 60 66 SS:127

Spiderguard/ GC: 1500

Ralguard 60 73 54 66 60 66 66 BAAZ2/7

Troll Bane/! GC: 1500

OrcBane 66 66 56 73 73 73 66 WH:12/7

Militia/ GC: 1500

Militia B6 60 56 80 656 66 73 BA'S/S LC:10




KELDEN MALE

(ONLY MALES ADVENTURE)
Class S @S H F C | Star
Clitf GC: 1250
Guard B0 46 80 B0 53 60 60 GS:1010
Rock GC: 1260
Ranger 60 46 82 80 53 60 66 LB:12
Far GC: 1250
Saeker 73 53 86 73 60 60 73 GS:55 LB:S
ABBREVIATIONS:
GC:  Gold Crowns LO:  Long Sword
BA:  Baule Axe I.8:  Long Spear
BR:  Broad Sword MA:  Mace
EB: ElIf Bow SB:  Self Bow
GS:  Great Sword SC:  Scimitar
HL: Halberd 88:  Shorn Spear
LB:  Longhow WH: Warhammer
LC:  Light Crosshow
THE STATISTICS

I Knights of Legend , your characters’ r:apahilitl_es
are represented by several statistics (or “stats™). Thesc stabs-
tics define what kind of a person a character is and what he
cun do. By learning what the statistics mean, you end up with
a much better grasp of what a particular character's wdvan-
1ages and limitations ar¢, and how characters comparc.

Each character is rated in 10 statistical categones,
There are seven primary statistics and three secondary
sratistics. Primary statistics are determined independently of
one another. Secondary statistics are derived from the primary
stats. All statistics fall within a range of 0 1o 100, where 0 is
the absolute minimum a character could have and 100 is the
effective maximum, A character can end up with a statistic
above 100, but this happens very rarcly.

PRIMARY STATISTICS

The stanting values for the seven primary statistics
are determined by a character’s class.

STRENGTH

This is a measure of the character's muscular
development, A character with u low strength (50-80) is weak
and out of shape. Characters blessed with a high strength
(804 are physically powerful, able to hefl a Juden pack with
case and toss around a twenty pound greatsword as though it
were made of wood,

Strength is pivotal in combat, as it is used in caleulat-
ing a character's offensive capabilities. Higher strength results
in improved accuracy with melee weapons and greater
damage on a successful hit.

The Strength stat is combined with Intcllect to
determine the character’s Balance, and 13 combined with his
Health to determine his Endurance, Through these secondary
stats, strength has a direct impact on a character's courage,
overall stamina and his ability to carry heavy loads without
being seriously encumbered.

Strength can be improved by magic during combar.

QUICKNESS

This statistic measures the character's reflexes,
Those with a high Quickness are fast and agile, while those
with a low Quickness are less co-ordinated, making them
slow and clumsy.

In the game, this stat is used to determine the order
in which actions oceur in melee. Characters with high
Quickness scores usually act before other, slower characters.
This allows them to extract themselves from close combat
with ease and strike down opponents befare they can get their
altack, Note that armor will slow you down, so think carefully
about how important Quickness is before you suit up.

~ Quickness can be raised through magic, but only
during combar.
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SIZE

This stat meusures a character's height and weight.
A size 67 character is exactly six fect tall. Some races, like
Drwarves, will be much smaller than humans; others, like the
stately Kelden, tend to be much larger.

A character’s size affects the armor he cun use.
Characters cannot wear armaor that is too small for them.
Armor that is too large can be used, if the character is willing
to carry around unnecessary extra weight, In addition, armor
weight is in proportion to the wearer's size, 0 armor fora
large man will weigh mare than that of a smaller man.

Size is a factor in resisting the impact of mighty
blows that could knock down a small man. Height can even
affect the possibility of striking a foe in certain hit locations.
{It"s tough to hit an opponent’s head if you can't reach it!)

Size is combined with Health when determining the
Body Points stat, A high Size score makes a character
somewhat harder to KlIL A seven foor adventurer in Knights
of Legend is simply more durable than someone standing
only five feet, regardless of training or experienee,

Size cannot be altered by training or magic.

HEALTH

This 15 a measure of the character’s overall consti-
tution. Characters with a low Health score will be prone 1o
sickness and will be fairly easy to defeat in combar. High

Health scores will stave off fatigue, sickness and injury better,

Health is combined with Strength when delermining
a character’s Endurance. Health is averaged with Size o
determine the character's Body Points. These secondary stats
make Health one of the most important statistics for an
adventurer, In combat, Health will have an effect on o
character's stamina and his resistance to physical injury. The
higher a character’s Health, the more he is able 1o exent
himself for prolonged periods of time and the harder he is 10
kill. Owr of combat, Health is used 1o stave off disease, an
important consideration in and of itself.
Health can be adjusted by magic during combuat,

FORESIGHT

This stat reflects your character's instincts. Foresight
15 a kind of “sixth sense” that allows some characters o guess
what their opponent is going to do. This can be explained as
the ability to read body language or the instinclive insight that
comes with combar experience,

During combat, Foresight will occasionally allow
YOu 1o see an opponent’s move before deciding what your
character will do that round. This means vou can make a more
effective choice of actions. For additional information on
Foresight, see puge 61.

Foresight can be raised by magic. Also, a character's
ability to use and interpret what Foresight he has will improve
as he gains in rank.

CHARISMA

Charisima is the measure of a character's personal
magnetism. A character with a very low Charisma is a
drovling barbarian barely able to operute in civilized lands.
High Charisma denotes a born leader or convincing salesman.

Not every encounter in the game can be solved with
a sword. Some beings you meel may negotiate, trade informa-
tion or interact in some other non-combative way. In these
situations, characters with a high Charisma score will have a
definite advantage. Remember to choose carefully which
character will speak when faced with new NPCs. Those with a
high Charisma will be more likely to make a good impression,

INTELLIGENCE

This stat measures the character's mental acuity as
well as such imangibles as knowledge, wisdom and memory.
A character with a low Intelligence is slow-witted. A charac-
ter with a high Intelligence is quick-thinking and perceptive.

During play, Inelligence determines the ability to
hm:iersmnd mlormation provided by the Foresight statistic.
?:::illjne:mls [ht.“ a character with a high Foresight but a low

4 higenu: will not be able to understand the occasionul
“HEs of Insight he receives. Intelligence is also very




important to spell casters, as it's the basis for joining an a@er.
[ntelligence is combined with Strength to determine

Ralance. This stat can be modified by magic.

SECONDARY STATISTICS

These three stats are derived from the primary
statistics, and are measured on the sume scale.

BALANCE

The average of Strength and Intelligence. this
statistic represents your character’s cOUrage when faced ~I.v|lI|
terrifying creatures of legend. When you encc.-untfrr certain
powerful monsters, this stat is used to determine if your
character has the willpower to do battle with the beast

Characters with low Balance scores are weak-willed
cowards who will be unable 1o fight from ume 10 time. Those
with exceptionally high scares are very brave, able to face the
most menacing terrors without question or pause. Most heroes
fall into the second category, and so should most of your
characters, or you will run into trouble early in your adventur-
ing career, when marale comes into play often.

ENDURANCE

Caleulated from Strength and Health, this is one of
the most impornant statistics in the game. The higher your
Endurance. the more slaying power you have in n:urntml_,
Characters with a high Endurance have the option of using
heavier armor and using larger weapons than those with
borderline values. See the scetion on Fatigue for more about
Endurance and its impact on the game.

BODY POINTS

The average of Size and Health, this statistic
represents your character’s wound status. The hgher your
Body Point score, the harder you are to kill. When you are

—

injured, the points that are inflicted are deducted from your
Body Points.

The amount of damuge taken by your characier is
represented hy the red arens on your figure in the Combatant
Window. This representation is relative 1o your character's
maximum Body Point capacity, o a red urea the same size on
two different characters could represent very different
amounts of damage. They are alike only in that they represent
identical pereentages of the wounded areas. When your
character runs out of Body Points, he is incapacitated,

COMBAT

Muost of the basic principles of combart will be
obvious after a couple ol engagements, but sometimes it is Lhe
obvious that most eludes us. This section includes a more
detailed explanation of the combat systen thut should help
you lead your characlers to more glorious victories,

FATIGUE

One of the most important concepts in Knights of
Legend is that of fatigue. All actions cost energy, and if a
character uses more energy than he has available, he becomes
faligued. Fatigue is a dangerous thing, It makes you less
efficient in combat, and if you really overextend yourself, you
will fall unconscious from yoeur exertions.

BASIC ACTIONS : Most actions have a basic
energy cost. Some actions, like resting or walking, cost few
(or no) poims; others, like flying or berserk anacks, have the
highest costs, The basic energy cost for a given action is
modified by a character's encumbrance level. The character's
helm, chest-piece, leggings, shield, and weapon have an
encumbrance value based on their size and weight. The 1otal
encumbrance value of these items will limit the amount of
chergy availuble o the charucter each round.

_ COMBAT: The fatigue cost of an attack is deter-
"ined by the encumbrance value of the weapon used,
Modified by the attack type chosen. For example, a thrusting
Altack results in g higher fatigue cost than @ slashing attack.




The berserk attack has the highest fatigue cost of all. How-
ever, the fatigue cost associated with all awack types goes up
as heavier weapons are used,

Defense and non-combat costs (running, flying,
landing) are based on the total encumbrance value of the
character’s armor, shield and weapon.

EFFECTS OF FATIGUE : Accumulated fatigue
reduces Foresight and Quickness, It also has a direct impact
on the character's combat skill, making it more difficult for
him o hit while leaving him mcreasingly vulnerable,

These factors make it important for you to balance
your characters” armor and weapons against the kind of
actions you will want them to perform. A Kelder, for ex-
ample. is one of the most powerful characters in the game
because of its great strength and its ability to fly, Stll, irs size
means that it 1s limited to light armor. Heavy armor exacts 4
heavy fatigue price — a Kelder in platemail will anly he able

to fly in short hops, if at all, before he passes out from
exhaustion. On the other hand, a dwarven warrior is small but
powerful. Because of the reduced weight that goes along with
his small size, he can afford to wear heavier armor than any
other race in the game.

-

WEAPONS & ARMOR
Melee Weapons
Name Altack _Enc Dmg  Hnds
Dagger Hack/Thrust 10 24 1H
Club Hack/Slash 15 I-6 IH
Shortaword Hack/Thrust 20 2-6 IH
Hand Axe Hack/Slash 25 3.6 111
Quarterstalf All s 2-7 1H
Scimitar Hack/Slash 25 1-4 1H
Longsword All 33 1-8 1H
Broud Axe Hack/Slash 30 9 IH
Mace All 40 4.9 IH
Broadsworl All 40 310 IH
Short Spear All 40 2-11 1H
Baule Axe All BTy 1-12 IH
Heavy Maul Hack/Slash 45 2-12 IH
Warhammer Hack/Slash 50 3-13 IH

Name Altack Enc
Long Spear Al 55 413 2H
Momingstar Hack/Slash 35 4.14 2H
Halberd All &0 4-15 2H
Bastard Sword  Hack/Slash ol 3-17 2H
War Maul Hack/5lash 62 3-18 2H
Great Hammer  Hack/Slash ity 4-19 2H
Flail Hack/Slash 70 5-20 2H
Greal Axe Hack/Slash 70 2-24 2H
Great Sword Hack/Slash 75 i 2H
Missile weapons

En D
Self Bow N 2-13 2H
Light Crossbow 50 6-16 2H
Long Bow 40 1-20 2H
Elf Bow 4t 3.22 2ZH
Heavy Crossbow 70 8-23 2H
Shield Size Enc
Small (Buckler) 20 Dﬂ;hm =
Medium (Target) 40 an
Large (Kite) 60 40

Comparison - Sword Class

MName Altack Eng Dmg Hnds
Dagger Hack/Thrust 10 2-4 IH
Shpns word Hack/Thrust 20 26 IH
Scimirar Hack/Slash 25 1-8 IH
Longsword All 35 1-8 IH
Broadsword All 40 310 IH
Rastard Sword  Hack/Slash 6l 3.17 2H
Great Sward Hack/Slash 75 3-24 2H
Eumpnrimn « Hammer Class
Attack E 'm
nc g Hands
:faw Maul  Hack/Slash 45 212 IH
warhammcr Hack/Slash S0 3-13 1H
& ar Maul Hack/Slash 62 318 2H
eat Hammer  Hack/Slash 66 4-19 2H
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Comparison - Axe Class

Namie Altack Enc Dmg Hnds
Hand Axe Hack/Slash 25 3-6 "
Broad Axe Hack/Slash 30 39 1H
Baule Axe All 40 1-12 1H
Halberd Aldl i) 4-15 2H
Greal Axe Hack/Slash 70 2-24 2H
(Comparison - Spear Class

Name Attack Eng Dmg  Hnds
Short Spear All 40 2-11 IH
Long Spear All 34 4-13 ZH
Comparison - Mace Class

Name Altack Enc Dme  Hnds
Club Hack/Slash 15 1-6 IH
Mage All 40 4.4 1H
Comparison - Flail Class

MName Attack ___Enc Dmg Hnds
Chuartersiaff All 25 2-7 IH
Morningstar Hack/Slash 55 4-14 2H
Flail Hack/S1ash T0 5.20 2H
Armor

Name Enc/Head  Enc/Torso Enc/Legs  Prt
Fur 6 54 36 1-6
Clath 5 45 30 I-6
Leather 8 72 43 2-1
Cuirbolli 10 90 Bl 3.8
Ringmail 10 a0 i) 4.9
Scalemail 12 108 72 3-10
Brigandine 15 135 90

Chainmail 15 135 a0

Platemail 20 180 120

THE COMBAT ROUND

What follows is a step by step breakdown of combat
and a rudimentary explanation of the mechanics in use.

CHOOSING COMBAT OPTIONS

In the first part of the combat tur, all combatants
select their actions. Depending on the Foresight and Intelli-
gence of the characters involved, they may have foreknowl-
edge of their opponents’ actions when it comes time to select
their aptions.

The order im which the characrers and their oppo-
nents make their selections is based on their Foresight stat as
modified by a randomly generated number. The resulting
numbers are ordered from low to high so that combatants with
lower modified Foresight are forced to choose their actions
hefore they have had a chunce o see what their opponents
will be attempting.

When it comes time for a character to choose his
uction, he will have a chance of being able to sce what options
were selected by those opponents who had to choose before
him. This chance is based on the character’s Intelligence star,
modified by his rank.

All of this means that characters and creatures with 4
high basic Foresight will have 4 better chance to anticipate
what their opponents are doing because they will have an
opportunity to see their enemy’s course of action before
deciding on their own, This chance is based on Intelligence
and will improve at higher rank, Wounds and fatigue will
reduce the chances of anticipating an opponent's altack.

REDOING COMBAT OPTIONS: After all
combat options have been selected, it is possible to go back
and reselect. If this option is taken, all characters and crea-
tures will po through the selection process again, but this lime
euch character's Foresight score is reduced by half for
Purposes of determining order of selection. The reda option
May be repeated as often as you like, but your character will

stand less and less of a chance of successfully anticipating his
OPponent’s actions.




COMBAT EXECUTION

Once all characters have selected their oprions, the
round beging and, one by one. the chosen actions performed.

STRIKE ORDER : The order in which characters
and creatures carry out the aclions selected for them is
determined by their Quickness stat modified by a random
number, The result is reduced 1o reflect vecumulated fatigue
and encumbrance as well ag the lype of action being per-
formed. The modificd volues are ranked from high o low
such that ¢characters with the highest Quickness execute their
actions first,

The formula used allows characters with a high base
Quickness and/for light encumbrance 1o act before their
opponents, possibly avoiding blows by moving or disrupting
their apponents® sttack with well-placed parries. Conversely,
slow, heavily encumbered and/or fatigued characters will
have difficulty escaping combat and are easily struck by
taster opponents.

ROLLING TO HIT : Combut is resolved by
comparing an offense number for the attacker with a defense
number for the defender, The offense number s based on the
churacter’s offensive skill with the weapon being vsed, his
Strength, and a random attack roll. The defense number is
calculated by combining the appropriate defense skill with the
defender’s Quickness and 1 randomly generated defense roll.
It the attacker’s total is greater than the defender’s, the
attacker scores o hit,

OFFENSIVE MODIFIERS : The offense
number is modified by accurmulated fatigue, damage and
encumbrance. An additional penally 1s assessed for each hit
the attacker received during that combat round. This simulates
a disruption of the attack by recently infhicted damage.

There is also a bonus or penalty awarded for the
combination of attack mancuver and defensive mancuver to
reflect the effectiveness of certain forms of attack against
certuin forms of defense: A “slash low" maneuver against a
“duck” detense would yield an offensive bonus; similiarly,

a “slash high" against the same defense would result in a
defensive bonus,

.DEFENBIVE MODIFIERS ; The defense
number is also modified by fatigue, damage and encum-
brance. The defense skill is divided by the number of anacks
ulready parried during the combat round, simulating the
re::_lu:.-ed abilny 10 avoid multiple anacks. Finally, a standard
shield bonus is added if applicable,

~ HIT LOCATION : The location of the hit is
determined by the attack direction and the difference berween
the size of the attacker and the size of the defender. This
allows characters 1o aim their blows a lightly armored or
already injured areas and prevents unreasonable results such
a3 3 head blow against a fifteen foot giant,

. DAMAGE : The damage done by a successful
attack is based on several factors, including the weapon and
:-fmck form that were used, the strength of the attacker und the
difference hetween the offensive and defensive totals. These
elements ullow not only for a hit or miss, but extra damage to
rnﬂect the quality of the hit. This will result in characters
doing more damage with their attacks as they advance in rank
and gain proficiency with their weapon,

Once the final damage twotal is determined, it is
reduced by the armor wom on the location thut was struck,
Whnfcver damage gets through is taken by the characier. If a
]ucu{mn is reduced to zero, it is incapacitated. An arm or leg
Eh-':IT is incapacitated becomes useless, and if the torso or head
s Incapacitated or the character's body point total drops Lo
zemo, he is knocked unconscious.

id EI"FECTS OF DAMAGE: In addition to reducing
- body point totul, wounds cause continual accumulation of
futllgue. This simulates bleeding, which can be far more
serious than the wounds themselves, All stccessful hits,
:‘:?Hher or not any dalrmagu:z gets through, will cause additional
AHeue on the raund in which they occur, simulating the shock
ol the blow ta the defender’s system.
“knmkmhhtre:!endous blow can :I_Is-:- cause the defender v be
ol ducr by the sheer physical force of the attack. This
PR i elender 1o drop his weapon and be moved one
eclly away from the attacker.




END TURN

Alter every character has had a chance to perform his
chosen action, all characters must pay the price for their

labors in terms of fatigue.
Changes in the fatigue status of the combatants are

based on the costs of their chosen activities and any losses
resulting from wounds raken during the round. If more energy
was spent than was available, fatigue is accumnulated; if less
was spent, aceumulated fatigue 1s reduced,

When fatigue exceeds a combatant’s initial endur-
ance, he passes out. Most creatures will retreat from combat
when their fangue starts running low, but the point a1 which
they do so varies from creature o creature.

Once all changes in fatigue status are determined, the
next round beging, This continues until one side or the other s
victorious or the party flees,

ADVICE FROM THE FRONT

RACES: Make sure your party consists of a good mix of
adventuning races. Each race — Human, Elven, Dwarven, and
Kelden — has its own, unique capabilities, You want to be
able 1o ke advantage of them.,

MAGIC: Magic users are quite powerful, Add one (or two) 1o
your party as soun as possible, These spellcasters should put
most of their money and adventure points into spells, but
include some combat skills — magic isn't always dependable.

MISSILE WEAPONS: Always have nussile weapons in
your party — anywhere from a third 10 a half of vour group
should be so equipped. When firing a ranged weapon, try 1o
da it from a tree space. The tree will protect you without ham-
pering your accuracy. Try not to shoot across allies or into
close combat — you risk hitting your companions, Force your
enemies 1o cross their own lines of lire.

ARMOR: Light armor is better for low-level characters
unless they have very high endutance scores, but find the

i
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heaviest armor ot i
_ You can wear without becoming futigued |
: ! to
l‘.!l.ll{.‘:‘:.I}'. Don't be afraid to try different comhifalinri unfil i
You find something you are comfortable with.

iﬂfﬂ?&: Always carry a backup weapon and be sure
pons and armor are readied before You enter combar

:’i‘gﬁ?. tE,«!rrm;n:rant«.-_r:m a few monsiers rather than trying o

0 your enemies gradually, Taking one opponent out of
curpbm Wil keep it from doing any dumage 10 your .
while you go to work on its companions, Once ;ruu‘f:n '
selected an opponent, keep hitting it in the same locali
rither than attacking 1ts entire body. =

If an enemy seems senously w i i

of lJIu_ud loss. Tt will probably stand fherzu:ud;ﬂ:gj?:;ehf ::J o
conscious anyway, so it doesn 't pose much of g tl::n:at T‘h:fr

are no guarah!@:f. however, and a monster that rests long
cnough may rejoin the batila!

CAMPAIGNING

It is pussible 1o pla ;

_ Y a game of Knights of Lepend
that mnunstf» solely of foruys into the wilderness l:{hnsﬁ
;nunstcm without purpose, to na rea) end. This may be enough

or some players, but if if s not enough for you, this sec;inng

will explore same of the other anri
Optons that
¥ou adventure in the realm, preiaie e s

CHARACTER ADVANCEMENT

— :S?E ol the main goals in any fantasy releplaying
i ging mprl;nve Your characier in upa way or another, The
s ﬁv g;,e Ol your character's status is his rank. Rank iz a
s sijl ienorific thay your character can carn by improy-
i S 10 truly heroic levels, All characters beyin the

45 peasants who aspire 1o knighthood. Only 4 few will

Mhievc this lait
¥ goal, but th 1
Moughout the Jand. ose who do are respected




THE RANKS

The members of the Order of the Silver Stave are the
Knights of Legend, brave warriors whose heroic exploits are
told far and wide. It is no small thing to be a knight, for they
are the defenders of the land, fighting evil and injustice
wherever they find it. The ranks in the game represent steps
towards this ultimate goal. In addition, your overall ability to
wield weapons und foresee your opponents” aclions in combal
will improve each time you go up in rank.

Below are the various ranks and what they represent,

PEASANT : Most characters begin the game at the
viry bottom of the social ladder, with no status o speak of. It
will be a long and dangerous road (v the top, and only the
very best will make it to knighthood. Good luck and may the
[uresight be with you!

PEASANT—SERF : Alter a few combats, you
will begin to build your reputation. It will go slowly at first,
but do not be discouraged. Every knight was a squire first and
every leacher a student. The first sign of your rising laver 1z
that you will be added to the roles of the local lord. As a serf,
you have been recognized as a vassal, the property of your
lord. This may not seem like much, but remember that when
you started the game you were literally nobody.

PEASANT—LABORER : The life of a serf is not
an easy one, o0 you will probably not be sorry to move on, A
a laborer, you've eamed a measure of independence. You will
spend time working for the ruling lord, but eventually be
given more responsibility, and begin w work on your own.

PEASANT—FREEDMAN : Those who serve as
vassals to their lord loyally will be allowed to work towards
buying their freedom by eaming enough to pay off their own

weregeld, or value, When you have aceomplished this goal,
you will no longer be the property of vour lord. You still owe
him fealty, but as your own man. This is a very important step
on your road to independence. Well done,
PEASANT—TRADESMAN : The tradesman (s a
freed peasant working toward acceptance in one of the guilds
30 that he may become a merchant. This 15 one of Lthe sures!
witys out of the peasant ¢luss. 1L is only a matter of time.

_—
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COMMON : As you advance you will notice that
you reach key levels every fifth rank, These are the thresholds
at wh:ch_y::rur social slatusy iy noticeably improved. Ynu;' |
Progression to the rank of common, or commoner, represents
true freedom at last. No longer are you a servant of the vpper
Classes; you are a full citizen with rights and responsibilities
You have came to your first plateay, |
COMMON—APPRENTICE : Now free 10 pursue
whaldaver goals you wish, you start on your chosen path, be it
WIITIOr, mage, rogue or whalever ¢lse you might aspire lm Al-
thoggh you have beey adventuring for quite some time its. not
until now that you've the social influence to be an apprf:-nt;’r.:e
CDMMON—JDURHEYM&N : The title for this
rank comes from the purlance of the craftsimen's guilds, When
an apprentice has learned the rudiments of his craft fr-.‘,u;i i
recognized master, he continues his education by pracucin
whatever skills he has acquired. This system has obvious i
purallels in the career of an adventurer. You are nearin
mastery. All you need is a little more cxperience, *
i _COMEMDN-—MASTER : Seemingly endless hours
cnsive training and no small amount of battlefield
experience have brought you to this stage. You are a recog-
nized master of your chosen . As a master, you will find
that, although you are still 4 vommoner, your abilities
command respect that might lead the wity 1o a better life.
~ COMMON—COURTIER : A; this rank, the most
privileged of the common folk begin to enter into the circles
of thelennobled. Such association represents o major im ro:-'e—
!'nleull in your social standing and is only a step away frmi:
Joimng the circle yourself.
i u?ENTLE t This is the first of the noble classes.
g © gentry are born to their class, but g few come up
i re: ;nzmmn fuu_c through marriage or noble decree, You
g Iﬂng; henu:a:io:;e; in‘ilpurtm;t plateau. The gentle folk are
e law / i
piconi Rl hs; irsl;z ve::assalqgc. and have the right 1o
mﬁgﬂflrﬁi—wmm : Many of the gentry
One tine or another. At this poin, you have
e w::?:i:lugrh recognition gnd status to be counted among
idEn[iﬂ.;d a.rlng gentles. It is best to allow yourself to be
with those who arg truly noble-born so that you can

take 1o ¢




al Y\

i ;sociated with them.
355“““15&';;;:3;0_@%““% - After a time, your
reputation will start 10 sprend und you will be welcomed m::swm
the adventurer you have been all along, From h:;: on :g:; e
receive honors greater than those you have ai:e v rec , 1.
Keep at it and you may have a chance of reaching your god
o ngh::.‘r‘EN'I‘LE—HERG « Those who perform tuly
heroic feats become known for their valor. At this rank, l.h::; :::
exactly what has happened to you: You are known thrﬂui
the land as a heroic adventurer. At this point, you beglin o
artract the attention of the Order, who ::ll kee]? [':alc ove

i have what il tukes 10 be a squire, _
AR SEEiFNQTLE—u ARMIGER : If you make enough of
an impression on the Toeal lord, your cxpitfhs will bccr\:w::fi;!
nized by the symbolic gift of a shield bearing your n o
of arms, 4 holdover from the culy days of Ashtalarea no m ¥,
“This new station may well impart the siatus 10 bring you
-ntion of a knight, .
o aungQUmE :g"r‘-:mr adventures have impressed the
Order and you have been given the chance to prove yourself.
Leave the arena with a renewed stn&tln:-f purpose, for ygu:ﬂ
path is clear if you have the skill required Lo fr:lrnunwfn. 1: :
ou earn your next rank, you will undergo a kind of pro : Y
fiuxwry period where 1t will be determined if you have what 1
it a% a squire, . .
e C;tQUIRESimITIA’I‘E . During your probationary
riod, you have impressed the council enough ‘Ilhul you have
rcen n.mdﬁ an Initiate of the Order, Your probation is ‘.}fcr
and you are truly a squire for as long as 1l tqkes 1o achicve
knighthood, There are severa) levels of squure, each a step %
toward your poal, You have taken the first step, Onward a
e BQUIRE—HOWCE - This is the midpoint of your
i ight
' dismayed, the road to knig
areer as a squire, Do not be vad ho':rd.
‘i:s a difficult path indeed and few Ifuvc made it :trus [ir:;vl':;‘lg
squires give up the challenge al‘ﬂus rank., ‘u'_ar;,r ewd i
dedication 1o remain frue to their goal, the Order and 1
TN - of the few?
retves m;gnu isstigh EPT : You huve been choscn ont uf
the ranks of novices ta vie for the honor of candidacy. Your

et

deeds speak well for you, and if you continue in this way, you
will be considered for knighthood, the dream of every squire,

SQUIRE—CANDIDATE ; At long last, after

facing many dangers, your heroics have gained the attention
of the Order. This is an important time, as the next step is
knighthood. The Order will be waiching you, so be sure to do
your besr,

ENIGHT : Congratulations! Through mauny trials
and tribulations, you have emerged victorious, Your efforts
have finally paid off with the recognition you so richly de-
serve, Revel in your accomplishment, for your name will go
down in legends that your children's children will hear,
During this initial period, you will learn what it is to be a
knight in more than name, and then you may be ready for
greater honors.

HENIGHT—ERRANT : Now thut vou have learned
the basic tenets of the Order, you are on your own to wander
the land under your own initiative, Go forth and right wrongs,
for you are one of the chosen few.

KENIGHT—COMMANDER ; Within the Order,
there are several degrees of knighthood. When the Order was
formed, the knights were actually minor nobility und military
commanders. These days, there is lintle need for such designa-

lions, so the degrees have become honorary titles. A Knight-
Commander was once the leader of an entire company of
men. To be sure that the knights were up to the sk, the
commanders were chosen from the best of the besr. This
wecognition of excellence is all the runk confers today.
ENIGHT—MARSHAL : When there were
Knight-Commanders leuding the troaps into battle, there was
aneed for marshils to command the commanders. These
knights were some of the finest warriors in the land, To
distinguish oneself from this handful of legendury heroes is
nearly impossible, but lo strive to be the best you can possibly
be is the responsibility of every Knight of the Order. so you
must ry. Whe knows — you might succeed. .
KENIGHT—BARONET : In the original social
siructure of the land, one of the ways to achieve nobility was
1 become a landed knight or Knight-Baronet, From this
HMation it was possible to become a Marquis or even a Duke,
tthis meant an end 1o your adventurcs. Fortunately for




‘ adventurers, the title Knight-Baronet has become solely an

honorific — one that commands respect and inspires awe.
This |s the greatest honor thal can be hestowed on anyone in
Knights of Legend. If you have achieved this rank, you are 10
he congratulated — yau arc in 4 select group indeed!

THE ARENA

To progress through the ranks, characters must
periodically prove (heir worth by fighting in the arena.

There will come a time when the local weapons
master feels you are ready to gain recogmtion for your
prowess with your chosen weapon. Itis wise to fight in the
arenia — if you don’t, no weapons master will train you
further. If you accept, the lrainer then will send you 1o the
arena, There you will be tested against a crealure chosen by
the masters. These creatures represent a match for warriors of
the rank you wish 10 atain,

If you defeat your opponent. you will have proven
yourself worthy of 2 higher rank and you will be promoted 1o
that rank by the masiers. This will allow you to continue until
you are again ready for the arena and further recognition.

Concentrale on mastering no more than (wo weap-
ons. 1f you feel you need more {han this, specialize in one and
keep the others at a reasonable level. Don't try to be o master
at everything. It won't work.

Prepare yourself carefully before entering the arena
_ combat there is strictly one-on-one and there is po retreat,
Yoau will receive no help from your friends and can cxpect nod
quarter from your foe. Be preparcd 1o fight with both massile-
and hand-weapons, if possible, and be comfortable with the
game's combat system before braving the arend.

et

uage of Ach i

tn}'l:agt:s must have ar least a pgassing knﬁ?;;nejz?ﬁt?; :E.it:ll:ld

- ut:l’u] t:l.ﬂguu in G.rdw to practice their crafl. For those who

e E:n m. achieve magical mastery, a detailed deseription of
cun be found on pages 129, However, the information

r i

CASTING SPELLS

Spells are cast by speaki

‘ : speaking u word of power. E

:;i%!f:‘;! word consists of five or six parts, wirhTach pﬁc !

SP‘.:":: :flgla partion of the spell’s otal effect. The parts of a
arc always presented in the following order:

RACE + STAT + SEVERITY + RANGE
(+ DURATION) » SUBCLASS

The irst syllable of the spell describes the RACE

Mage wants to affect. [n El i
: . VEN, a% 1n 3
e e e most languages, each




= [—
T [ Minimal =4 Long =0
e =DAY Elemental = VON Short =g Longest =U
BIr = AR Giant =KUM | Medium =1
Dwarf =TYA Legendary = YA
Kelder =KEL Undead =VOR Finally, the mage specifies which SUBCLASS —
which specific creature(s) — he wants to affect. In the case of
Humans, Elves, Dwarves und Kelder, no subclass need be
After the tace pame comes the STAT affected. specified. For these races. simply end the spell with the suffix
There's no need to worry about whether a spell affects a stat | "TA™ All creatures of the race specified at the beginning of
: itively or negatively — when you cast a spell, you will be il the spell will be affected, regardless of subclass, Spells aimed el
Pol:ed wl{qt effect you want it 1o have. '8 at creatures other than Humans, Elves, Dwarves and Kelder
e ' ' must be more specific:
Strength = DAN Fatigne = KUT 1 Il
Quickness  =VA Offensive skill = [l ELEMENTALS
Foresight = DA Defensive skill = HN;D [ Golem = MU Djinn =TI
Intelligence = VOR Body - | Sylph =FE Salamander = MI
GIANTS
; : f the |
Next; the mage specifies the SEVERITY o | Goblin =My Hill Giant = A
spell, the amount of power he’s putting into it: | Ore = FE Ettin =UA
. -y Hobgoblin =1 Ogre =KE
Insignificant =R Fl%“’“ e oF Great Orc = MI Stone Ogre = AT
Moderate =L = Troll =KO Cyelops = L0
Serfous =W CIiff Troll  =RA Mist Giant =R]
The RANGE of a spell can be either close or long. MMMY CREATURES
" -- the target is right beside the spellcaster — ‘ Mmutaur. = M}I Binderak =KO
Close™ means uch, "Long" range 15 anything beyond Muck Thing = FE Sledge =RA
close enough to touch. Lizarlon =TI Mist Grub = A
arm’s reach. Blom =M] Walbar =UA
Close = ON Baog =¥R UNDEAD
Gremlin = MU Zombie =TI
The spell’s DURATION — how long it lasts — comes next. Ghoul =FE Skeleton =MI
A : h‘11 with the shortest duration possibile may lasi just a
i SIT:: combat round; a spell with the longest duration may © Humans, Elves, Dwarves, Kelder =TA
SINg A ; don't have
ire combat encounter. Mages '
fast l.t:.mufitxig"f:;ipeus affecting the Bady or Fatigue Once you've created a spell, give it a nume you'll
bl h spells automatically increase stats for an enlire ”“Emt_!er casily in the hear of battle, A spell designed to hurt
5“":':;; ::;'u['lﬁf the target is defeated!). ¥ might be called "Ore Killer.” One designed to heal Elves
G




could be named “EIf Restorer,”

Below, you'll find a few sample spells. Using the
lists above, try to break these magical words down into their
component parts. Once you can do this, you'll be a mage
worthy of respect- anywhere in Ashialaren!

Examples:

HURT ALL DWARVES SERIOUSLY AT CLOSE
RANGE = TYANAWONTA

HEAL AN ELF MODERATELY AT LONG
RANGE = ARNALYRTA

GREATLY INCREASE AN ORC'S FATIGUE AT
LONG RANGE= KUMTWEYYRFE

GREATLY INCREASE THE FORESIGHT OF A
KELDEN AT LONG RANGE FOR MEDIUM DURATION=
KELDAYYRITA

IREATLY DECREASE THE INTELLIGENCE OF
A SKELETON AT LONG RANGE FOR MINIMAL
DURATION= YORVORWYRAMI

TREMENDOUSLY HURT AN QGRE AT LONG
RANGE= KUMNAFYRKE

LEARNING SPELLS

Training in the arts of magie can he found in a Magic
Tower ar Shop, There you will be offered the opportunity ©
select a spell from the list known to the propricior. You may
also be asked il you wish to join the magical order (o which
he belongs.

MAGICAL ORDERS

Becoming a member of a magical order requires a
substantial expenditure of gold, usually on the order of 500
gold. When you pay this initiation fee, you will be given a
talisman as a symbol of your allegiance, which you must

T

Swear i
1o wear at all times, If You do not wear this token, you

will not be recognived as a
: member of
Powers will be limited. o ot and your

?:;E?'l v done. Yn_ou are essentially changing the basic
ah“wn:;:k:pun wh !ch the entire enchantment i based —
i Qm;rcalmg the spell from scrateh, Onee You join an
% Fﬂ; o Shp! N to modify your spells will be mude a\r-ailable
OP$ or lowers whose proprietors belan
same grder, e
angms?nz :{lﬂuux orders have different goals, different
may be dr.dir.'at:"d E{: :;h‘-:;?;;i:l?ﬂﬂ::- 51"1?1' e e ma oo
el “;:” specialize in spells lhI:I-:z fﬂft[lsl:: l’::;:: ;g‘:ld ;lr:;::“:“ui;
i:t:: :ﬁf:osc an order whose spells are in keeping with your
Jectives or you will find yourself ap a loss later in the game,

MODIFYING SPELLS

If you choose to modif f
e ¥ the effects of any spell in
iru:;;u;k, ascroll will appear. On the scroll, the spell will be
: OWn 1o its individual components, By modifyin
ese con{;;:lnncms. you change what your spell can do ¥
ce you have finished modifyi :
e : ying the spell, selee
sﬁir}’m.:” RN, teon. A text message will ask if yc:upw;mt lI;LI
i :m:l;ﬁeci’fspeil 10 your spell book, The YES icon will
iy pell — if you have cnough gold and Adventure
For more info

of magic, see the a
ofthishook,

m_miun on the language and structures
ndix on the Elven language on page 129

SELECTING SPELLS

Rras fh‘m chnns_in £ your complement of spells, fry to
i simple guidelines in mind ang you will get th
Yt of your mages, e
Remember thag magical power has its price —

Iﬂiiguﬂ_
You may he tempted to go for ultra-powerful spells,

]
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but they will have |
them once or twice
ability to use magic

imited utility. You will only be able to cast

before you are exhausted. Because the
is limited in this way, mages may want 10

wear light armor. Heavy armor protects better, but increascd
encumbrance results in still more fatigue,

ft i5 very difficult to cast powerful spells while
wearing truly effective armor, and attempts to do both usually
Jeave the caster exhausted or UNCONSCIOUS,

Try to pick anack spells effective against us many
different creatures as you ¢an. Ir you have accepled a quest 10
take on something that sounds particularly nasty, it may be in

aur best interest to construct 3 special-purpose spell designed

to soften it up for your fighters.

—

T seAOlL
To see vour lists of spells, select the SCROLL icon
on the Character Profile Screen

In the long run, you may be better off concentraling
a little magic can go & long way in

on Weapons mastery, but
Get SOME MAgic as $00N as you

the early stages of the game.
are able.

QUESTING

nter a villager who

From time to lime, you will encou
is the offering of &

asks if you will do something tor him. This

quest, Quesis are the meat and drink of heroes —

tion of such tasks brings
imcidentally. is 1he key 1o completing the

pame},

whether o not you are ready

the comple-

great plory to your character (and,
Knights of Legend

When a quUest presents ireelf, consider carefully
to accept the charge, Most

he skills to take up the

novice characters will not have t

< encounters und a faw

challenge. After some less rigorou

probably be ready far their first quest.

visits to the local weapons master, your characters

will

L__

Wien you complete a
i quest, the person who
:‘; ::n : ;;i ;;m::r you with a medal. Accumulate emi‘:;:;_:'
K v and vou wifl }
of legend. tll have proven yourself a true knig!xr

NEW REGIONS

Explored all of Ashtalare
_ : a7 Not 1o worry! Addin
;.c gions will be made available for use with Km‘lg:rs ajd“m“m

egend. 111&::&: expansions will open whole new lands i
to adventure mn, e

To access these new
. T urcas as they become available
;m_n Origin. choose the Install a Region option fram lim: 2
ch?;m meny and frnllaw the dircetions, When vou craau @
i actaé. you 1_w:|l have the option of starting him in the new
Iaftn:n;l_h lhen}fm, you will have to travel there from Ashia
. The casiest way t0 do this is to take a shi :
| ) ip. Howe

depending on the region, there may be a passage ov IUEL i
you can [nd it erimd




i

=

-——l:‘l'— i

L —e e R

THE REALM

OF ASHTALAREA

*Sages? Bah!" (e
weathered man snorts
derizively, “You want
o learn about Ashta-
larea, don't go wasting
your time on those self-
impressed seroll
shufflers. You talk to
someone who's been

aver the area, someone
who's seen what he's
talking abowt. You talk
1o someong like Cullen
of Kerlock.” He taps his chest imponantly.

"What's some dusty scholar gaing to tell you about
Ashtalarca? That it’s the holding of Duke Fuquan, vassal 1o
old King Samuel buck in Estmkan? That it occupies the
peninsula of the same name, cut off from the rest of the
Kingdom of Sondar by the Mountains of Tyme? What
difference does that make to you?

“It takes a man like me, a man who's been Lo every
town in the land, who's guested with folk from the Krag
Barbanans 1o the Elves of Klvar. A man wha earns his sup
and cup telling the sort of histories that the good people want
ta hear—tales of heroes and monsters, of battles won and lost.
The kind of stories a sage can't tell, 'cause he doesn't

know “em!’
*(h, a sage will try and hide his ignorance behind a

list of names und dates,” Cullen says, waving his hand ab-
sently. “But he docsn't know how it really happened. And
even if he did, you'd never learn it of him. His manner of
telling it wounld put you to sleep faster than a rup on the
noggin from old Hvrad Myth!™”

| BEFORE THE HUMANS CAME

af,d,;;mu,ra;:- :igf' {Hf_trfi! tefl you, for example. that the history
Pl CHINS 4 centiry and five years ago, when men
S ;;,r atynn first came trough the Pass of Tyme .w.‘mn* F
€ i stands. But it's wrong he'd be.” The grey .lfa;:n': o

: v-hatre

:::;};:fer wegpler g repraachful finger in your face, as jf
; een the ane sfreaking such falsehoods. T he r;rfe of

The D anci
Dwarves are an ancient race, but their dealings

with the folk above are a tece '
. . . it cvent in their history, A
Dwarves onginated in the Core of the Eurth, it's s":i-;;l‘lJ w::en:

they |
ey lived by themselves for Centuries. Then, there was a great

Now, the Dwarves

hud lived for eons ben

: : cath th

:zr,—;llh never knowing that there was anything in the wurlldebut

i [l;;ﬁ :?111-& BE}I one Spring duy—the day the Dwurves call
¥ oI Lighting—the short ones of Ghor's Folk made un

:\Eﬁ ;lca:limvery: One of their tunnels emerged from the

waﬂ.:-] o u dark, sul:_nlcrmr.man cavern, but into the infinite
o ":g;ht t&ndlspacc in which we have lived 41) our lives

. ;:-;1 (t:a:;n imaging wh_at a wonder this discovery was'
s H:dur: Many belicved they had reached the end
i uflh:: nd retreated down their old tunnels into the

it ;- ;:drrh. The more courageaus among them,

iy am:| o ll:.:l brave the explosion of brighmess before

il ure forth onto the surface of the world, They

o s ‘: angf new place Ashiel Arra, which is Dwarvep

orld,

- muiﬁzruﬁ Ghor's Folk haye moved back into their
tinge Li:c_-,h " ;;:r:e .has resurrected the celebration of the

the mpeme m'ff-,._:;r :ﬂ is a somber event, detruled as much 1o
" Cﬂltbr'n;ion ol wl.:::lr;!satgt:uﬂed buck into the eanh gy 1o




THE ELVES ARRIVE

“RBut Hre Dwarves weren' | the only ones to arrive
fere before s men,” Cullen says, squinting ar you through
the smake from his pipe. "The Elves came to Ashtalarea not
fong after. And if you think the arrival of the Dwarves odd,
voui' I never belleve fow the Fair Folk came to the land.”

For a generation afler their emergence, Ghor's Folk
settled the mountains that once siood where the Ghor Hills lie
today. By 750. the Kingdom of Ghor had been established,

In the winter of 789, the Dwarves of Gher began 1o
nolice a sirange wind blowing out of the north. New us they
were 1o the upper world, the Dwarves had no idea whether
this wind was nutural or not, so they wailed, and they
watched, The wind gradually built as the winter passed, and
by spring il had grown to a steady gale. Again, many of the
Dwarves predicted the end of the world—some sort of divine
vengeance tor leaving the womb of the earth.

Finally, some of Ghor’s Folk spotted 1 dark cloud on
the horizon—small at first, but growing steadily. When the
cloud drew near, the Dwarves could see that it was no
ordinary thunderhead. It was made up of thousands of strange
riders on winged steeds. A lew Dwarves panicked, believing
the flying horde 1o be the instrument of their destruction.

Bunt as the cloud passed overhead, it did not even
pause, The horsemen lew on to the south, paving no attention
Lo the Dwarves below. Yet as they passed, the Dwarves were
able to sec them well. They were tall and long of limb, fully
twice the height of the tallest Dwarf. Their ears were pointed,
but even mare amazing 1o the Dwarves was the fact that not 2
on¢ had o beard on his chin!

From this description, you and | know that these
were the Elves, coming to Ashtalarea. But the Dwarves had
ne idea what these folk could be. Decades would pass before
Ghor's Folk encountered another Elf, so that they might leam
about them. Thus, the Elves lived for years in Dwarf lore,
uhjects of mystery, wonder and more than a linle fear,

The Elves flew an to the Plains of Lintle, and settled
in the woods which dot those plains. What became of their
winged steeds, [ cannot say. Some of the oldest Elves in

uﬁ;[clo: Must surely have been part of that wondrous horde bur
©y have never told the story of their origin or thei :
Ashtalarea to 4 single human. : ey

. {about this same time, another clan of Dwarves,
Zu!ud s Folk, emerged from the earth in the Mytrone Moun-
tains in cenual_ﬂshta]nma. Less superstitious and more free-
willed than their distant cousins in Ghor, Zolod's Folk
ftdapu;d to surface life with considerably less difficulty, As
seon as he discovercd the world above, the King of the Zolods
setout to control the land around him,

So casually did Zolod's Folk re i

. . gard their emergence
o the Hight that they did not bother 1o recard its dare.r'tg'hus

the Dwarves of the Mytranes have no hol R ,
with Ghor's Day of Lighting. y day corresponding

THE OGRE WARS

“For two hundred years did the Folk of “live i
pm-:f-l - both above and below the maonntaing qﬂigj ;Zr:; -f "
dfm.z. Cullen holds his pipe as he takes a deep swallow from
his mug. “As they became comfortable in the land above. in
their Ashie! Arra, they bepan to explore farther afield. It Iwas

during this time that the :
Y first encounte bt g g
and the Elves. red boih Zoled' s Folk

Though they were polite cnvugh to one another, the
l?wsu"ﬂ:s and Elves did not become great friends, Sup:rs‘ti-
IIDJ‘.IS regarding the flying horde still ran decp in Ghor's Folk
WII*u!::_ the Elves looked down their long noses at the I'Jw:mres
:;EI:EO l:;f:l aﬂjmi '.Ij v and lbuxburju. Fortunatsly, Aslllulun:a.

: . and sparsely
for conflict Between Iltt:pracc: b
1 Ghor’s meeting with Zolod's Folk, however, was »
g.‘r’uus one—centuries earlier, before the Dwarves left the
Iwﬂ;i ;:-t‘ the Earth, Zolod and Ghor had been close friends. The
mmmzns ;rgad bc:::n separated for generations, but Ghor's Folk
folk of ;u : ;ti u sign of grear Eu.ud that they should find the
s o ﬂw sm?'uuu of the world, so close 10 their

o 1Lrg¢nc:e. Ties of marriage and diplomacy were made

¢en the kingdoms, and g gredl allisnce was formed,

Yet the Dwarves of Ghor met a third ruce in the early




years of the tenth century. While scouting the {oothills of the
Mountains of Tyme for deposits of gold and silver, Ghor’s
Folk first ran into the dreaded Stone Opres.

Back then, the Stone Ogres were more than the
savage beasts that roam the hills and forests today. When the
Dwarves found them, they lived in large tribes, making
permanent dwellings in caves in the lower Tymes, Territorial
and superstitious, the Stone Ogres hated and feared the
Dwarves who came to mine their hills. In 938, the Stone
Ogres attucked and slaughtered the Ghor mining OuUtpost near
their caverns. That was called the First Ogre War, though it
was really Just one battle.

But Dwarves are famous for their goldlust, and they
couldn’t let those veins in the Tymes be. Another, Jarger
expedition set oul lo re-establish the destroyed outpost in952;
it was destroyed that winter in the Second Ogre War.

They say you've got to hit a Dwarf three times
before he'll leave well enough alone, and Ghor's Folk are
certainly no exception. When a third expedition reached the
mines in the spring of 963, they were met by a tremendous
horde of Ogres—morc than the Dwarves had ever known
existed. After a brief but bloody skirmish, the Dwarves turned
and fled for Ghar. But the Stone Ogres followed them . ..

For many months, the enormous horde of Ogres loid
siege to the great hall of Ghor. The stope walls were pounded
by battering rams. The Dwarves fought back. firing bolt after
crossbow bolt into the mass of Ogres, until the sky was dark
with deadly missiles. But the Ogres persisted and, with u rush,

seized the inner grounds where the dwarven militia met them
in a brave line. They say the echo of the dwarven battle cry
can still be heard in those hills today. The line held for a time,
but the Ogres poured throngh the breach in the wall in
unthinkable numbers, Finally, the valiant Dwarves fell.

The King of Ghor stood with his private guard,
awaiting his fate. Axe in hand, he fought valiantly, but even
he could not withstand the Ogre assault. He fell at the hand of
the Ogre Lord, old Ugwump himselt.

The Ogres celebrated their victory and raided the
treasuire troves, but they never spied the hidden stone doors
behind which the dwarven women and children lay in hiding.
Only this bit of luck allowed the Ghor race (o survive.

NN

HUMANS CROSS
THE MOUNTAINS

And now, my friend, we come to the paint where
Tmr smc:aﬁed historians begin their records," Cutlen smiles,
The arrival of humans in Ashtalarea.”

Abaut the same ume that Ghor and the Stone Ogres
were destroying each other, humans from the Duchy of
Salynn began to enter the region through the Pass of Tyme.
They didn’t go far once they crossed, though. Most settled the

tertile lands right below the pass, where they founded the
town of Bretile in 962,

In the Jate 970°s, two expeditions set out from
Brettle, one following the river that would come to be called
the Tradewater, the other following what would cventually
became the River Passing. When the southern expedition—
on the Passing—reached Lake Eyren, they settled on its
shn:rres. There, under the protection of the Sheller Ridge, the
built the village of Shellemoon, The year was 972, o
The Tradewater expedition was led b); two brothers
Feglur and Krell, from Brokenbridge in Salynn. They fol- ‘
lowed the Tradewater 1o its mouth, which emptied into a vast
by, _chlur named it the Great Dismul Bay, and sent word of
F’ht discovery back to Brettle, along with a request for further
Instructions from the king's governor there, Feglar and Krell
camped on the shore of the bay, and waited. Tempers began o
grow short. Krell and his men wanted 1o move on, while
Feglar wanted to build a town at the mouth of the river.
Almost a year had pussed when the governar's
messenger arrived with orders (o build the town on or near
What the governor called “Feglar’s Bay."” Krell was enraged
by lhelgnvemor‘s message, both for its orders and for it's
renaming of the bay. Krell attacked Feglar one night in camp
and soon a fight broke out between the men loyal 1 each '
;T;hu:r. The expedition was torn in two. Krell led his men
- ;E:j a tgreat swamp and established the town of Thimble-
nunh:e eplar and his follm_-.rers retreated into the safety of the
; ™ M}'tn:mc htluuntams. where they formed a friendship
nd alliance with King Zalod.




THE DUCHY OF ASHTALAREA

“Those were good, free days, when men were
masters of their own destinfes,” the storyteller sighs, staring
wistfully into the distance. “But every revel comes to an end
eveniually. In 977, the king back in Estrikan made Ashiglarea
a duchy, and sent g new duke to rule i1,"

Not that 1'd speak ill of our good Duke Fuquan, or
his fathers. Bul once the nobilily moves into a place, it
changes. As soon as he arrived, the new duke set up the
Brettle Regulars, to guard the Pass. And he commissioned the
Highwaymen, to build roads around the land. The first
highways were plunned 1o run from Brettle 1o Shellernoon and
the Hobe, the fortress city being built by Feglar's men and the
Mytrone Dwarves.

CRELEK GOES TO GHOR _

=
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“Awhile back, I said it fakes three ficks to make a
Dwarf take notice,” Cullen says, setting his mug down. “Well,
there was one Dwarf in 1003 that must kave had one more
pop coming. Crelek, e was called ther—ow he's the Dwarf

Prince of Ghar”

Crelek was but a babe when he and the ather
refugees from the Ogre War fled the Ghor Hills for the safety
of the Mylrones. The memory of his homeland burmed
brightly within him and he vowed to reclaim the land of his
people. As the years passed, he grew stronger and stronger.
Eventually, he gathered up enough of Ghor's Folk to make an
expedition uto the hills of their lost homeland. For good
measure, Crelek wok along a few humans, as well as a
company of Zolod's Folk. Boldly. Crelck set off for fame or
oblivion. It looked like it was oblivion he found, too,

The first winter in Gher was especially harsh, even
for the Ghor Hills. The humans in the expedition begged
Crelek to break camp and head back 1o civilization, Bt
Crelek refused, telling the men that if they wanted 1o leave,

o

they could, 5o Crelek's humans abandoned him Setting ol
for home in the middle of the worsl winter in dc;:ades -
Despite the desertion of (heir human ::umra-:lés
Crelek and his dwarvish followers stuck by their mﬁulve. tore
cs_l,ablish the kingdom of Ghor. To escape that first -th e
winter, they burrowed inta the hills of their humt:lu'nd But nn
:;rlgr:! un"r;n from Crelek the next spring. Zolod's Fnlk. back in
yirones, could only as: ci ¢
et winlti :saume that their brave cousins had
The humans, meanwhile, became i i
and wandered without direction for w:;;t; l[-?iﬂa]il:;h :.hl;:lls.
emerged exhausted and dying from the hills on the north coast
of Ashtularea. They were following the coastling, looking for
u scltlement, when they found the ruins of an ancient t-:rvf;1
l}esparatr.. they took refuge in broken stone buildings -
buming what wood they could find to keep warn. Wl;en the

weather broke, the humans staved 4 bui
on the ald ruins, yed, and built the town of Htron

THE WALBARS

. “But it wasn't humans alope that built thay lisle
wﬂ'ﬂ,_gcr among the ruins into the Free Clry af Htron," Cullen
continues, flagging the burmun for anather g of ;I;.-Je “The
walbars were the ones that really made the difference . |

Just eight years after the villa of
founded, the firsr walbar ships arri ved.g‘:'ou 't{:z:al;i??;:
l‘-:-'ull:mr w:'irfinrs. I'll wager, running around in the northern
orests, I\'J_ng_ honest travellers. Great big fellows they apg
‘gm‘i an quly hide, massive jaws, and long tusks like a beas:"s
ut th-.- tirst walbars that came 1o Ashialarcs weren's mvem'nl
:;:'r‘mm It's honest seamen and taders they were, and ‘
ﬁshj;nr: :i;lﬁ ;;r:s that made Huoon mare than Jjust u simple
- T"ha .firfai wu]bm_-s were explorers, ehecking back on
oty t::g::! tm: any sign of civilization—centuries before,
el with the people who bulll the onginal ciry on
i tron, 'l“huugh they were surprised 1o find humans
» HIEY quickly realized that there was considerable money




1o be made by establishing trade with them. Within a year,
walbar ships were regularly arriving in Anchoring Bay. Only
a couple of years later, the human populition had more than
tripled, as people flooded into the city to trade with the
walbars. The walbars soon began to use humun labor—cheap
by their standards—to build new ships in Huron, adding to the
commerce between Hiron and the walbar homeland.

By thiz point, Brettle was becoming a large enough
wown to have a sizable population of undesirables—thieves,
beggars, rogues, As the good folk of Brettle pushed them out,
most of them drifted up to Hron, which was outside the
Duke's control. As the number of lowlifes in Hiron swelled,
the walbar merchants grew less interested in trade there,
Thefl, vandalism, and vagrancy finally made it unprofitable
for them to do business in Hiron, In 1023, the last walbar
merchant ship left Anchoring Bay. Not one walbar ship has
been seen in Ashialarean waters since,

But not all the walbars left with the merchants. A
number of soldiers and marines were left behind, to live
among humans who resented them for the merchants'
abandonment of Hiron, As the ill feelings in the free city
festered, the remaining walbars fled into the countryside,
kecoming highwaymen and bandits, The walbar bands which
prey upon travellers today are those same walbur soldiers—aor
their descendunts. No one is really sure how long they live.

POITLE'S PIRATES

“When the walbars left, they didn't rake all their
ships with them,” the storyiellers rells you. A few of "em—
the smaller, fess seaworthy ones—they left in Anchoring Bay.
Even so, they were better vessels than any of the fishing boats
or rafts that men had. So it way just @ matter of time “fore one
of Htron's thieves figured owt the idea of coastal raiding.”

The meanest, cleverest, richest thief in Htron at the
time was a rogue by the name of Poitle. With a hand of loyal
ruffians behind him, Poitle laid claim to the best three ol the

abandoned ships, and sailed out tor adventure. For 18 years,
from 1026 to 1044, Poitle terrorized the scattered mastll/‘

:.:Ilug[r,-sdnf.ﬂshiaIma. When others took to sea, Poitle
myvenicd piracy. eapluring their ca

burmning their 5hipsl:o lhcgu.ramrlinnr.gms e
‘ By 1044, Poitle's pirate base a1 the mouth of the
'qu.stwash and Enchunted Rivers had Erown to a small lown
I 1ts own right. Too old for pirating unymore, Poitle setiled
down in the town which shared his niame, and let his hench-
men carry on the raiding. The next year, he captained onc
mare vayage, this time up the Westwash. When they reached
the M::'tmm Mountains, where the river begins, they found
Zolod’s Folk under attack by the minions of the evil SOTCErCr
The War ol Darkness was already under way. ‘
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"Now, ofd Paitle's taken us a bit
- ' ahead of our tale,”
¥ Cudlen, tamping a Tresh wad of tohaces into his pipe.

¥
Uit Youngsters may not remember it so well, bt the War of

I, i
kness wasn't so very long ago. Fought in {t myself, 1 did,

alongside the ght §
great knight Segeallion, Those ]
i were glorious
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The war began back in 1042, when Pildar seat an
army of Ores, Trolls and Ogres against old Zolod in the
Mytrones. At first, the Dwarves were caught by surprisc—
Pildar had been a model neighbor until then, at least for a
sorcerer. But it was just an act, 1o sucker the Dwarves in. By
the spnng of '43, every village in the southern Mytrones had
been overrun by Pildar's hordes. When he laid sicge to the
capital, Dom Zolod, in "44, the fortress city was already
bursting at the seams with refugees.

That same year, Fildar sent another army against the
walled town of Shellernoon, This force was made up of
Goblins and a race of men known a5 Durk Guardsmen, The
Darkguards had been seduced by Pildar to fight against their
human brethren, and though they since have foresworn their
allegiance to the evil wizard, they are still feared and shunned
by good folk.

The Shellernooners sent word to the Duke in Brettle,
who quickly dispatched the Regulars to the besieged city. The
Duke also recalled the Highwaymen from their work on the
duchy's roads, and outfitied them as a lghting force. Even
together, though, the Regulars and the Highwaymen could not
break the siege of Shellernoon.

THE BATTLES

"There were some great battles fought in those
years," Cullen says, lost in his own memories af the war.
“Sadden Hills, Qegar's End, Sheller's Ridge, Raven's
Point . .. all of them glovious, whether won or lost”

The sieges of Zolud City, as we call it, and Sheller-
noon had lasted three years before Pildar suffered a defeat. It
camg at the Sodden Hills, on the south side of Lake Eyren.
The Elves of Lintle circled ‘round Lake Eyren from the south

and hit Pildar’s staging area on the west shore. Along the way.

the Elves were joined by a small contingent from Poitle,
which had sailed up the Astle to the hills. Their attack was 4
surprise, their battle a victory, but it was a costly one. Fildar
was forced to ubandon his landings and pull his armies
northward, closer 10 the comtested Mytrones. But the price of

-
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lthm wct-:-r;y was paid by the Eives of the Usip Wood
ast lord, Elbaraman, wus slain in the battle,
- Then came the fall t_:f Dom Zolod, in 48, After
1olding out for six years against the wizard's brutish armi
and their wicked siege engines, King Zolod realized the .
e hope for hijs starving, demoralized city. Experience I::LIWHS
zaughIIZqud that Pildar's urmjes regarded prisoners as
playthings. Rather than et Pildar's horde use his pea‘ :v: f
sport, Zolod decided—uwith the support of his advisap- tﬂr
draw the ;:::m}r mto the city, thep destroy it e
en the time came, Zolod pulled his armi
If;am the pt'nmeterr of the city, Convinced they had ;:nl:j:: i
eir foes at last, Pildar’s monsters rushed into the ciry
search of foot and prisoners, When most of the army fml;
entered the city, Zolod burst the damy in the city's elabo
5}':5[&_'?" of aqueducts and reservoirs, Dom Zolod wa nu::::c
within minutes: (wo-thirds of Pildar's minions wcr-:!kill ;
:ﬁ:llg 1ﬂ'tl--rh]:e the entire Dwarven population of the city, T::'ay
i :]v that held the city is now Lake Sanut—the Lake
. We musi never forget the sacrifice of Kin Zolod
;;iidd:;fgm!e, It'_lt weren’ for their bravery and sflﬂ-:ssncss.
5 Ashmlare:s might have been strong enough 0 overrun all
About the same time thay Zolod wy i
trap for the D‘.'C'q and Trolls, 1 was serving u.:msdf:-ug:]r"';i hi&L
lion, Along with the squires of the Hobe, we were campgﬁ
:tnp }?{.mrr:n's Point, on the west side of the Great Forest,
: hn:l‘gb:uhtll_m valley. atop the Sheller Ridge, was the back side of
breukfc:-. ||'[|1 army xurruum:lllng Shellernoon. In hopes of
— ;';1 l; :m.-:hgh ;:?_the city. Seggallion led us down into the
Seggauiun'gpm : idge. Only a small contingent, led by
e (_Euard. wus left 10 hold the Point, because of
mm;nding view of the Sheller region,
Ut as soon us we descended into th ! ildar’
. e valley,
NIIT:; ::cr: on e nove, T"he bulk of the army o t:e Ellgar '
O ;u the city, while a crack force of Goblin cavalry
Vg us to the !mrlh. heading for Raven’s Point.
qumccmgmd the: Ridge and found but 4 handful of Dark
okl . Segeallion knew he'd been tricked, We turned
made for Raven's Point at, but we were o late,

—their
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By the time we wrrived, the Goblins had finished
thewr work and fled. Bvery man was slain, except the members
of the Old Guard—their fate was worse, At Pildar’s cruel
command, the Goblins had chopped off the hands of all
surviving Guardsimen, condemning them to o life of depend.-
ence and humiliation.

Some folks call Raven's Point "Seggallion’s Folly,”
but not thase of the Old Guard who still live. Seggallion was
out-maneuvered, plain and simple; the fate of the Guard was
Fildar's doing, not the knight's,

After Dom Zolod and Raven’s Point came the Bartle
of Olegar’s End, in 1049, Olegar was » Highwayman officer,
who led his forces aganst those of Tranzadeel, High Priest of
the Ores. Olegar cur Tranzadeel's Ores off from the body of
Pildar’s army, punsuing them through the Thom Hills and
finally trapping them on the west coast of Ashtalares, u few

miles north of Prazen Point, In the hatle that followed,
Olegar's Highwaymen battled with the Ores, while Tran-
zadeel and his acolytes were challenged by a Klvar mage in
Olegar's band.

Eventually, the Elvish adept was able 1o distract
Tranzadeel"s coven long enough for Olegar Lo sieal up to the

”’—_

High Priest and personally pierce his heart with a single
sword thrust. But when the blade struck home, Tranzadecl
burst into a vast ball of mystic fire, which devoured the scenc
of the battle and mehed the (and around it. When the fire
consumed itself, the water of the ocean rushed in to fill the
newlv-made bay, which was named for Olegar,

THE TIDE TURNS

“After Raven's Point," Cullen goes on, “Seggallion
way more determined than ever o step Pitdar. When he heard
about Dom Zolod, he realized thar we had to move against the
Orcish army before it had a chance to regroup.”

The knight sent word ta the Elves of Lintle, who had
been camped on the west shore of Lake Eyren since Sodden
Hills. Seggallion met the Elves in the Thanakesh Hills, und
together we marched northward to hunt the Ores and Trolls

Iscf.ltsmhd thraugh the Mytrones, In a series of skirmishes that j
sted through the summer of 1049, Seggallion managed 1
w}pe out the remainders of Pildar’s northern arm Hgf ;
with these suceesses under our belts, we didn't h::r ;IJ _E‘W-‘H
strength 1o free Shelleroon from the surrounding E?o!:;ins
- {?._-.LII: rh:n. a m"’:!ll:lt'. happened, While scouting the
: ytrones for straggling Ogres any Trolls, we spotted a
argelx anmy that we knew nothing ubour. As we drew closer
:: a:.?: that the .?nldiers were Dwarves, It was Crelek, lost .[nr
Sy Drt_y yt‘.arﬁ. in the G_hor Hills, at the head of ap army of
[h:n ; warves! Seggallion's joy was overwhelming, At Just
nd was in sight, ‘
The knight and the self-styled Dwarf Pri
met “f‘ qlscuss their strategy againsr Pildar's G:;;Ii‘uc: l':’rfl::?lmr
were jomned by the commanders of (he Hrentle Regulars an::i
;::,; Higl}waymen. as well as the Elflords of Lintie, In the
ok :f’ ;:;‘ El 3.2{}. t:e five drrities marched south to Shellernoon,
2 ay. they were joined by a contingent of Tegal
arons—word of Pildar's war had only recently regched
the Amazons in their isolated forest homes v
~ The Batile of Shellernoon was a si.mrr
?dcnng the vasiness of the armies involved, Fiigg;:: IE::'{.‘ES
dmsnuicd by six years of unsuccessful slege, were casily ‘
Hf;‘;mralized by the sight of the six armies cresting the Sheller
o bgle Befwi: the first duys’ fighting was over, most of the
i 1:::1- ll:agahons had been touted. Faced with certain defear.
i ua:;d t‘urnmgl an ﬂ‘lll:lr monsirous allies and joined
- -'k;_ his allies. With a handful of Goblin soldiers
-~ im, Pildar retreated over Lake Eyren to his Dark
ower on the Isle of Pildar. The War of Darkness was aver

RECENT YEARS

e “The years since the hante haven't been 5o cxcite

aﬂ-;‘rie |'.7‘1’|.".!' CH-HE?L "h‘.ll'f." i'magfnc Aéﬁfﬂfﬂ'ﬂ’ﬂ'j‘ herel abai

s fc:-ﬁriTmmmr she wants for a while, Last fifteen years or
. Ve BIOSHY conces (el :

05t duaring the vy b, concentrated on rebuitding wiat was

With the death of King Zolod and the return of
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Prince Crelek, the center of Dwarvish culture has moved back
to Ghor, where the old kingdom is being put buck together.
The Elves have returned to their woods on the Lintle Plains,
and are learning to deal with the human settlers who moved
onta the plains while the Elves were away fighting the war.
The Highwaymen have returned 1o their first purpose,
repairing the old roads, and pushing a new route through the
Krell Swamp from the Hobe to Thimblewald. Werking with
the former rogues of Poitle, they've also built a series of locks
which allow a ship to move Irom the sea, right up the West-
wash into the Mytrones. The town's been named Poitle's
Lock, in honor of the feat,

Olanthen was founded by some of Hron's wealthier
families who, like the walhars before them, wanted to gel
away from the Irce city's seedier side, The Dwarf Dungar
Stiffknuckles finished a road connecting the Ghor Hills with
Bretile, which the Highwaymen extended on to Hiron, Trade
is growing steadily, and Is especially heavy on the Tradewa-
ter, between Brettle and the Hobe.

THE KELDEN DESCEND

“Bui the mast resarkable thing since the war's got
ta be the Kelderheit,” Cullen asserts. " Came down from the
rop of the Mountaing of Tyme, I"ve heard, just seven
years age."

There's just a few of these funny birds running
around in Ashtalarea so far, and no telling if any more might
come. Of course, they aren’t birds, really, “cause they ve gol
no feathers or heaks. But they do have big, bat-like wings,
which let them fly.

They may be a bit large and scary-locking, but for
the most pan, the Kelders scem peaceful enough. It's said thit
they don't even have words i their own language for things
like “kill” and “war,” though they seem familiar with things
like swords and bows, The ones which have come down off
the mountains seem 1o be scouts of some kind, sent

examine our ways of living, How many more of them there
might be up in the cyrics is anyone's guess,

But most folk rake 1 Kelder quick o '
not 1o fike them, with their trusting s,m:l]s and r::f :'-.!I::dsshm _I
They may seem a bit slow at first, but don't be fooled— ‘
chlder Just don’t believe in hasty speech. There's as much
£oing on in their heads as in yours.

ASHTALAREA TODAY

. “After the war, the reaim gota well-deserved reg ™
.'.ugha the .rfm‘_‘pre!!er. “but recently things have been c."!ar.;g‘.
ng. As quick as you ger one problem worked aut, anotfier one
Pops up like a gopher hole, right where you just were.”

~ The Krag Barbarians, out 1o the northwest, keep
attacking honest farmers and townsfolk up and down the

R‘_wer Dn.?wmng. Eleven times in the last few years they 've hit
villages in the area, even uttacking the town of Thimblewald
Dwarves were brought in recently to build a new fortress to .
stand against the barbarians—only time will tel] us if stone
walls can keep those fur-¢lugd anarchists in line,

_ S(Inne folks are spreading bad tulk about old Seggal-
i:r?::; :spccrjnlly since he disappeared a while back. As g man
g ;;Lw:m Ru:f:rr ;:I:Dm;:l::an tzll you he was the finest knight

1 It laoks like things are just about over f; i
I:! ves. Their last Lady, Call icaraj. died last ;e::r. t.: Il;elh;ﬂg s}if:-,
widow of Elbaraman, and had no children. What's going 10
happen to the Usip that are left, T can’t say,

 And there's monsters in the woods like we haven'|
IS;:L'n N years. Some of them aze leftovers from Pildar's
n;r;ken armies, but others ure native. Either way, they 're just
" ngerous, T? Iam_c the wilderness and make her lands
¢, Ashlalarea’s going to need i fow Knights of Legend . . .




RACES OF LEGEND

u e Greetings traveffer,

Sir with me for
a while and share the
warmith of my fire. !
have jowrneyed lony
and conld use the
COMMPanY.

What s thar?
Mew o the land ehi? If
that' s the case, there dre
same things that you
should know,

Oh yes, forgive my rideness. | am called Blacksteel,
though I have had other names and titfes in my time. I_wif { reff
you what [ can, and if my tales amuse or inform you, feel free
to share the rations in that rather full pack you carry.

We will start with the many peaples that dwell in our
fuir land,

By far the
st prevalent race in
Ashtalarca, humans are
also the most diverse
with a great capacity for
adaptation — the many
cultures in our land are
proof of this. Though
physically similar in
many ways, the people
of these coltures are
very much the

products of their environment, Each group has a unique view
of the world and expects different things of those they came
in contact with, If you are going 10 survive as an adventyrer, it
i§ important that you learn what these differences are and how
to use them to your advantuge,

It you are ready, we will begin,

BRETTLE REGULAR

Brettle. Now
there ‘s a place with
some history to it, See,
Brettle is where it all
began, the first
seltlement established
in Ashtalarea by
human explorers from
the east. Not hard 1o
imagine why they
chose the spot they
did. Brettle is in a
valley, surrounded by

cliffs. At their base is a virual maze of rivers running down
out of the mountains, That combination of river and mountain
has done mare 1o protect Brettle aver the years than any wall
Of moat ever built.
Actually, I served with the Regulars for 2 time. It

Was just after an unsuccessful quest thal coxt me my besy
sword and every last gold crown [ had. Down on my luck and
badly in need of a job, I enrolled in the Regulars hoping o
sentle for a bit and get some rest. No such luck. In less than a
month after my enlistment, | found myself in the midst of a
Siege, Seems there is only one passage 1o the cast — through
the Peaks of Tyme — and that's where Brettle and the Duke's
Manor sit nestled in their valley,
i We watched the enemy approach from three different
Sreetions, The cliffs make any Kind of orgunized formation
”“Pf‘lrssiblf:, so they fust poured down en masse, When they hit

© Mivers, they tried 1o regroup for a major thrust, but our
Y8 struck hard and fast. It was unlike any large-scale buttle |
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had ever seen. The terrain had broken the army into small _
groups that the Regulars could face on their own terms, and in
short order we had them on the run.

It was during that conflict that [ eamned & Iheart}' _
respect for the Brettle Regulars. 1 have seen more impressive
weurtiors in my time, by far, but nonc more dependable. 1_ht:1r
loyalty and resolve have been an inspiralion o me ever since
it was my honor to be counted as oné of their pumber, And 1
am not alone in this thinking — the Regulars are well-loved
throughout the land.

During my
travels, [ have enjoyed
the compamionship of
many heroes. This
companionship has
hrought me nto
contact with a quite a
few unique individuals
who have given me
special insight into this
waorld.

Cine such
z companion stands vut
in my mind to this day, For some reason that, in truth. |
cannot recall, 1 had come to the fortified city of Shellcrmimn.
Just outside of town, a small group of men stood locked in
mortal combat with a lone figure who held them all at bay
with a mace, while obvieusly making an effort not to hurt any
of them. Riding up alongside, 1 decided to throw in w?!lh the
badly outnumbered man. I am a bit of a stickler for fair play.
you see, and five against one is decidedly dishonorable.

We drove off the rulfians, then stopped ta catch our
breath. It was then that I noticed the brand of the laughing
ekull on his forchead. He quickly covered it with a helmet and
explained that, during the Great War, he had been a Fncmbcr
of the Dark Guard. For those of you who know nothing of
history, the Dark Guard were the evil servants of Pildar.

—
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The warrior explained that during the war, some of
the Guard had seen the error of their ways and had led
Pildar's tyranny for a life of [reedom, The stranger seemed
very sad, and told me thar he did not blame his aitackers for
hating him, for the mark he bore branded him an enemy of
Ashtalarea.

[ truly believe that he had changed the course of his
life. but many are not so forgiving. My friend was shunned by
most humans and elves, and ¢ventually went to live in the
eas1, where Pildar is less known. | hope my friend 15 well,
though I realize now that he never told me his name.

DREZIN RANGER

Western Ashta- >
larea is covered by the ot A
Drezin Wood, # lush P e fgf;ﬁ’yff}fﬂﬁ}:ﬂ It
forest of rremendous :J-,-.'?ﬂ'( 7 R
size. Though | have F‘Tﬂ 1 j

never been there, de- -*’Ar"
seriptions of its beauty / '
have made me regrel
that I never found the

time to make the =

' . - oyl
Journey, bMast of my Wk . P e
experience with those .:::m:--—‘ e L)

of the great forest
comes from an encounter with a hunting party from the
Drezin Wood.

In my time, 1 have been many things, and for many
years | was a knighr-errant who wandered the land in search
of goud deeds 10 do and wrongs to right, It was during these
haleyon days thut I was sought out by a band of green-garbed
hunters who spoke with a strange accent and had a mysterious
air about them that 1 found intriguing.

. They told me they were rangers from oul of the west
W search of u beast that had destroyed an enlire grove of fruit
trees. It seems this grove provided them with fruits that they
traded for goods they could not produce in the wilds. Necdless
1053y, they intended 1o hunt down the beast and slay it, so
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that it conld never ugain do damage to their beloved wood.
Unfortunately, they had rravelled so far from their home thal
the land was no longer fumiliar to them, and they fearcd they
might lose the trail without a guide.

This seemed a good cause, so 1 agreed to join their
hunt. In the course of the days that followed, I leamed that
these men had a composure and stolidness that made them
poor company but excellent hunters. Though they seemed 10
prefer the rhythms of the wild to the sound of their own
vaices, | managed to wring from them a deseription of our
quarry, the dread Sledge.

For those of you who have never encountered one of
{hese horrible creatures, my advice is to avoid doing so at all
costs. So that you can recognize a Sledge in order to flee its
wrath, I will tell you that they are giants who seem composed
of the very worst in men. But unlike men, the Sledge’s hunger

|
|

i¢ such that they feed on trees. The particular specimen we
were rushing to face was so massive and voraciaus that it was
capable of ingesting groves whole. This description did nar
Cncourage me. _
When at last we came upon our foe, it was in the H |
process of uproating a sizable ouk thut it obviously intended
to use as 4 mid-day meal. The sight of the beast ripping the
tree [rom the earth seemed to enrage the woodsmen, who
attacked with a ferocity that seemed incongruous given what ‘
little T had learned about them. If you can imagine the kind of
strength it would take to tear up an oak tree, you can probably
puess thal our battle was not an easy one, but the rangers ,
fought well with bow and blade, and we managed to prevail '
with miniml losses. i
The rangers tended their wounds with herbs and ,
spells and bid me safe travel, explaining that they would (!
return to their forest home with their dead. I wished them well | 7
and went on my way, and to this day | have never seen
another of their kind. Maybe that is why many seem 1o regard |
tales of the Drezin Rangers as myths and folklore.
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DUKE'S HIGHWAYMEN

AS you may
have guessed by now,
I consider myself
something of a siory-
teller, but it was not
always 20. [ learnad
the art of crafting a
story from a fine
fellow who spent his
days building the
roads that we tend to
take for granted. He =

wis, you see, one of
the Duke's Highwaymen,

A big man and strong, he could best most men
harehanded, or spht & pegged log with a single blow. He had
been everywhere, at least that's the way he told i1, and had a
tale for every occasion. When the seasons permitted, he
worked with his crew under the watchful eye of the life-
giving sun. [ went with him once, to see what it was that had
forged this man, Never have | worked harder, but the com-
pany of the Highwaymen bolstered my spirits and made me
glad for the time | spent with them. At night, they camped,
and that's when the Contest would begin.

Until | met the Highwaymen, 1 never thoughr of
storylellmg ax 3 combat art, but the Contest chunged my
mind, These people had been from one end of Ashtalaren 10
the vther and had seen many things, but always from a
distance. Their work kept them too busy for any pursuit but
building the road, so they taok to habitual exaggerauon.

The Contest was a kind of duel that began as soon us
the workmen entered camp. They would start off slaw,
bragging of how many stones they had moved that day, or
something similar. This would touch off a series of counter-
brags, cach more incredible than the next. No proof was ever
fequired, and it seemed u terrible breach of etiquette to even
Suggest that anyone was speaking anything but the unadulter-
Aled truth, Onee 1 understood that hasic rule, 1 came to
Understand that what they said was of no consequence; what




mattered was how they said it. When somcone had managed
to make the definitive ¢laim about the labors of lhc‘_dny. u fale
s0 perfectly stated that it was un:uppx-cfuchf\big. the first round
was over and the winner would bask in lus victory.

Onee the first engagement was out of the way, the
Highwaymen would lake their evening meal and begin ll;._:t
much longer, but less formal, second round that wuulq often
go long into the night, In turn, a.:ach_ man would tell aame‘
story of the deeds he had done in ‘|1_|s youth. Man:; nfithcsz.,
supposedly autobiographical rewcllings were ohvious y 't
adapted from myths 1 had heard as a boy, bull niever with suc
a flair or attention to detail. Embellished reality or total
fiction, it was difficult to ascertain, but the tales were ulwnysf
enjoyable. From these stories [ learned much that would be o

» later in my travels.
et I yu{l ever run across a band of Highw.ayrnjan, l
highly recommend that you spend at least one might in |hetih :
company. Just don't mention the Brenle Regulars. | mlade a
mistake only once, [t seems they feel that Ih:E Regulass ane
paid too highly by the Duke, and that the ngl"iwu;-rmen .
deserve more for the labor they perform. Havn‘!g'hccn with
both groups, it is hard o say i this is true, bur it ts.hardiy
worth discussion in any event — you will never win an
argument with these master storytellers, even with the truth on

your side.

When 1 was a
lad, my father, 2 minor
nobleman from the
sauth, sent me to the
Barony of Paramarn-
rathen Ul'Hi The
otherwise unremarkable
Barony is worthy of
note for a Keep called
the Hobe, Paraman-
wthon was a knight of

the King. Upon retire:

ment, the good knight moved w Ashtalarea, where he
established his new lands on and around the Mytrone Hills.
He was able to convinee the dwarves who dwelled within to
build a keep for him, hewn from the living rock. An impres-
sive fortress, the Hobe alsa houses one of the finest schools in
the land.

1t is said that the Baron has devoted himself 1o the
peeservation of the chivalric ideal, and though I never met the
man in person, his actions scem to bear it oul, Shortly after
the Keep was complete, he otfered his hospitality and
protection to any knight or man of learning who cared to live
there, asking only that his guests puys on their knowledge to
any who usked. Word spread of his generous offer, and
eventually the Hobe became a center of leaming for young
men from throughout Ashialarea.

Like many boys from privileged households, [
entered the Hobe in hopes of attracting the attention of o
knight o that T might become a squire. Many young men
dream of becoming a knight, but when they find out how
much dedication and hardship is involved in reaching their
poal, they often choose another profession. This was not the
case with me. | studied hard and learned everything | could.
The sages and knights who were my teachers instructed me in
more than just the arts and sciences. They langht me the
meaning of honor and the value of the truth. In return, | tried
my best to live up to their high expectations.

When 1 was finally singled out by a knight (o be his
companion, we left the Hobe 1o travel 1ogether. Most of the
students are not so fortunate as I was. Some give up and
return home, some become scholars but rmost eventually leave
the Hobe alone. These young men wander the countryside
looking for great deeds that need doing. Though they have no
knight, these adventurers call themselves Squires of the Hobe.
Only o few have what il takes 1o be a Squire in more than
narme, and those who are deserving are eventually sought out
By the knight who will be their master, The 1est will either
BIve up, or continue their travels, ever hopeful that they will
one day be chosen for the honor that has become their life.




HTRON PIRATE

I um not sure
it I am capable of
giving you an objective
appraisal of these
roguish scoundrels, but
T will do my best,

Every culture
seems 1o huve its
downside. There are
those who are obvi-
ously criminals, and
there are those who
carefully walk the line
between honesty and villainy. The Pirates of Hiron are
definitely the latter, Personally, | have little or no patience lor
shades of grey, but there are those who claim that these
slippery thugs are quite charming when the situation demands.

Since [ can recull nothing of the pirates from my
personal experience that would be considered even remotely
redeeming, 1 will recount a tale that 1 overheard once while in
4 port’s lvem.

Eric the Masked was prince among pirales, Hand-
some and cunning, he was possessed of a reckless abandon
that made him irresistible to women. One day. his ship came
to port in & small village whose only feature worthy of notice
was the daughter of its mayor. In fact, her features were the
first thing Eric noticed, and this from the crow’s nest. While
his companions weighed anchor and prepared to go ashore,

their hat-blooded captain dove into the waters of (he bay to
swim ahead.

When his crew made it to shore. they were met by

Kric, who was grinming from ear to ear. He told his first mate
of the beauteous maid, and wapgered that he would gain her
favor in three days, or he would surrender his ship, The mate
readily agreed, and put up all the gold he had, The pirate
prince proceeded to stride right up o the nearest guardsman,
and run him through with his sabre. In short order, the musked

man was arrested and taken off w prison.
Puzzled, the first mate took the rest of his crew buck

ta the ship and waited. On the third day, a small boat pulled
up alongside, bearing their captain and a stunning young lass
who could only be the mayor’s daughter. When they came
ahoard, Eric explained that it was the local custom for the
most beautiful girl in the village to deliver the last meal. The
1est wis easy. When the rake tired of his conquest, he ook her
ashore and continued up the coast where he wu arrested and
sentenced (o death on six scparate accasions...

ERAG BARBARIAN

There [ was,
surrounded by Hill
Giants, with no more
bolts for my crossbow,
half a shield and a
budly nicked broad-
sword. Things did not
lock good, but the
quest was a noble one,
50 | prepared to die a
heroic death. Sud-
denly, scores of huge
figures came bounding
dt.!vm aut of the surrounding rocks. At first, | thought they
might be the rest of the giant tribe, but when they came closer
[ saw that they were men. Very huge men, yes, but men
nonetheless.

My saviors laid into the Giants with a reckless
tourage that bordered on insanity. Most were armed with
Ereatswords and axes, and some atracked our hulking foemen
with L_heir bare hands. As [ redoubled my efforts, | wondered
at their ferocity and the pleasure they seemed to derive from
their sheer brutality. In & matter of minutes, they minaged to
fell the hapless glants, Though they had lost nearly half their
umber in the process, the barbarians seemed in excellent
‘*"'P!nts. Before they stopped 10 tend their wounds, they built a
Y4l for the fallen on the spot where the battle occurred.
i I tried to thank their leader for saving me, but he

Eged and explained that they were involved in a border




dispute with the Giants and would have killed them anyway. 1
learned that | had wandered into their lands, a rather barren
chunk of rock they cull the Krag. 1 pointed out that they
could have saved themselves quite a few casualties by using
missile weapons from the overhanging ledge, and offered 1o
show them how to make bows, whercupon they suddenly beat
me senseless,

When I awoke, | was told that they considered
weapons that leave the hand cowardly — their leader had
taken my suggestion as a personal affront. Since | had fought
well against the Giants, however, they would allow me to
prove myself in a drinking contest. I lost the contest, und after
some rather humbling verhal abuse, was escorted out of the
Krag. Needless to say, 1 have never found a reason to retum,
but my misadventure gave me a grudging respect for the
barbaric warriors of the northern hills.

Ever had to
truvel through a swunp?
Dreadful places. Miles
of uncertain ground
teeming with all kinds
of life. After a few
hours. you are sure that
mseets must be the
dominant form of life
and that in some insid-
ious way the tangled
overgrowth conspires o
ensnare you and drag
you o your death in the murky depths. As the light gives way
to the shadowdance of twilight, the swamp seems to watch
you with uncountable eyes. And at night, you are surrounded
by half-imagined creatures that you are convinced will pounce
at uny moment. Camping in a swamp is an unpleasant
cxipericnee at best, ,

It was under these sorts of conditions that the Duke s
Highwaymen had to labor o build the Krell Way, a road
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leading through the northemn swamplands. The Highwaymen
are some of the best storytellers in the land, and the bog
fuelled their imagination, resulting in the creation of some of
the most chilling tales that [ have ever heard.

Many of these stories seem to involve a creanire
::a_llm:l the Warrion that dwells beneath the swiump, The
Hl_(;hm:n)vmcn would tell of the beast rising from the slime 1o
claim its victims, Eyes glistening in the moonlight, it would
Wrap lherln in its slime, drain the blood from their bodies and
n?tun_1 to s watery lair. After hearing several such stories, |
dismissed them as exaggeration and imagination. That is, until
I'had 10 ride the Krell Way alone after sundown.

Nij_ght crossings are never a good idea, and to attempl
them ?Iunc 15 o court disaster. At first, the constant stream of
peculiar noiscs that the swamp beasties make was enough to
set me on edge. Eventually, I grew used 10 them and 1alked
mysell into being brave,

When | first spied the bodies, I could nat tell what
they were, but as T grew closer I saw thut there were nearly a
score of men lying dead at the side of the road. They were
cuw;:r:d in a putrid black slime, On closer examination, [
realized that they were not crushed or smothered, as the tales
of the Warrion suggest, The unfortunates had been struck
down by far more conventional means. | could see crossbow
bolts and the distinctive wounds left by swords.

) As 1 rade away, I thought that | glimpsed several
figures in the cover of the trees, Black-skinned they were, but
men for sure. They did not anack as | withdrew, but | felt

them watching me all the way 10 the edge of the swamp, Ar
least | thought I did.

LINTLE PLAINSMEN

Southeast Ashtaluren is a vast land of rolling plains
broken only by the elven forests, This is the Lintle, home of
the plainsmen, The Plainsmen have no villages, as such, but
4re nomadic, wandering their lands free of the burdens
gﬁnﬂanem f;lwellings represent. They claim very linle, only

1t the plains are theirs, and in this they are most firm.

Over the years, the plainsmen have not been known
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for their tolerance of

newcomers. They will
endure almost any-
thing, save violation of
their territorial rights.
This they consider an
uct of ageression,
They have become
involved in several
battles over this point,
even engaging in i
full-blown war with

the Ores.

As T am sure you know, it can be very difficult o
locate a weapons’ master with sufficient expertise (o train you
after you reach a certain degree of proficiency. When I had
reached this point with the bow, 1 decided that | would try to
find aid from the plainsmen, who I was told were archers of
unsurpassed skill. After a long and arduous trek, | reached the
Plains of Lintle, but no plainsmen could I find. Disappointed,
I made camyp and senled in for the night.

The distinerive thunk of an arrow biting deep into the
wood of a Jarge tree awakened me from my slumber. Instine-
tively, I leapt 1o my feet, snatching up and drawing my blade
in a single motion. Glancing at the tree where the arrow was
buried, 1 saw that it had punctured my wineskin, which wus
now in the process of pouring its precious conlents into the
soil helow. The second arrow struck my torch, sending
burning embers flying in all directions, like a fountain of
flame, Rolling away, | peered into the darkness in an attempt
to make out my attacker. As 1 spotted the outline of an archer
surmounting an overlooking hill, his third arrow hit my sword
just ahove the tang. The impact stung my hand and forced me
1o drop my weapon, effectively disarming me.

| had found iy master,

OLANTHAN HUNTER

An interesting culture, Not actually immaoral, just
impartial. The neutrality of Olanth is near legendary, Their

village lics protected
by a horseshoe ring of
™ hills that makes up a
barrier not so much
impenetrable us it is
meonvenient to
surmount. This has
given the Olanthans
the luxury of decision
regarding their
involvement in the
wars that the rest of

) ' Ashtalurea had no
choice but to fight. From the Plains War to the War of the

Ghur_TmI]s — even the Great War itself. In every case, their
decision was o remain isolated, This has not made them very
Popular among the peoples who suffered in these conflicts,
The Olanthans themselves are a hit myslerious.
Possessed of superior reflexes and a kind of sixth sense, they
are nlatural-bnrn hunters whose skills have allowed them 1o
remain self-sulficient during the long periods of isolation that
preceded the wars and often lasted quite a while after the last
battle was over. It seems that many of the people of Ashta-
larea are unwilling 10 trade with the Olanthans. These
embargoes are the only retaliatory action that has been tuken
against them so far.
Personally, I am in agreement with those who find

1!1{: Olanthans' policy of non-intervention reproachable,
b-:_:metimx:x inaction is injustice, and that seems 1o be the cise
with the hunters. On the other hand, the few Olanthans [ have
et were not what | had expected. They do not sgem a
cowardly or inhospitable people. Quite the opposite, in fact,
The hunters 1 have seen in action were hold and decisive, able
'@ take down their opponents before they had a chance to
Prepare a defense. It is almost like they know what is going 1o
hﬂppenl, This knowledge gives them an odd sort of grim
determination, bordering on melancholy, and may explain

their reticence 1o become involved in full-scale wur. Expluin,
Perthaps, but not excuse,
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POITLE ROGUE

These men are
thicves. Pure and sim-
ple. The scum that
could not survive in the
world of honest men
and had not the skill to
avoid the forces of
justice fled 10 a lab-
yrinthine complex of
cave-warrens thal
would eventually
become Poitle's Lock.

When the actual
village was established, a few legitimate businesses set up
shop, but this could not legitimize them. Not by a lnn?_ shot.

In a village founded by wanted criminals, 1t is not
surprising to find a rather lenient set of laws including
numerous loopholes. The aim of these rogues is to come as
close as they can to total freedom without risking direct
intervention by the Duke. Even 5o, the Duke's men mike
pecusional sojourns into the Lock to search for escaped
prisoners. They have never come oul cmpty-handc{i.

Only once was I forced to spend any considerable
length of time with these thugs, One of my quests involved
the retrieval of a certain artifuct from a well-guarded chamber
protected by a series of complex mechanical traps. Unfortu-
nately, I have no skill whatsoever with such things and !hr:
only anes that | knew of who did were the rogues of F:mllc.
Reasoning that the ends justified the means, | hired Nirck the
Weasel, a “locksmith” of some renown.

1 am man enough to admit that | have made my shar¢
of mistakes during my adventuring career, and Weasel was
one of my worst, )

To my surprise and relief, he got me Lo the inner
chamber all right. | thought T had my cyes on him every
minute. | was sure he was going to (ry 10 trap me and lal:fr: oy
prize for himself. When we got out, | was so delighted with B

hiz apparent honesty and xkill that [ started to relax, When et
arrived at the next village, I paid him in full, with a generous

r bonus. I should have been suspicious when he offered to buy

me a drink.

When I awoke, | was lying naked in the back room
with my sword, the object of my quest, and a single gold
picce. The maggot must have known that T had to return the
artifact with all haste and would not have time to give chase.
Never again will I have dealings with those who flaunt their
contempt for the law of the land, [ have to admit that Weasel
tanght me an important lesson. The ends do nor justify
the means,

SHELLERNOON WATCHMEN

My heart soars
at the mention of these
stalwart puardians.
Good men and noble,
every one. In many
ways, they embody the
values | have striven to
follow all the days of
my life.

At the end of the
Cireat War, Pildar and
his henchmen fled to
his black tower at the
center of Lake Byren. The Duke tned 10 ronst the evil one
from his lair. but nothing he could do seemed (o have any
effect on the dark bastions of the mystical fortress. After
manths of siege, the Duke abandoned his attempts 10 destroy
the tower, Instead, he buill a fortress of his own on Uhe shores
of the lake to guard against the day when Pildar will doubtless
emerge to take his vengeance on the peoples of Ashtalarea.
That fortress 1s Shellernoon,

. The watchmen are chosen when they are young by
wise gnes who travel the land searching for men who show
Promise in the martial ans. In addition, the potential watch-
man must have a good moral background and certain un-
known personality traits needed by those who stand guard
O¥er the tower, Those who have all the necessary require-
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s are offered the chance 10 train for a position with the
watchmen. Most accept, as there wre few stations that carry
more respeet, 1t is considered a great honor Lo be chosen.

New arrivals are instructed by some of the finest
weapons’ masiers in all of Ashtalarca, *I‘his_tminin_g is of
indeterminate duration. 1t also serves as an indoctnnation
period, during which the captaims of the Wal.i:l:’l teach the
novices the history af the Great War, everything tht::.-' know of
the enemy and how best to confron him when the time comes
at last. When and if the masters are satisfied that T.hclrl student
is ready to join the watch, they come I:femm the captains, who
administer the Great Oath, None who is not of the warch
knows what the Great Qath is, but T know it i% the keystone of

their order. )
The watchmen await the second coming witha

combination of anticipation and dread. Their lives are spent
keeping themselves at the peak ol readiness for a bartle they
hope will never come. This strange statc of affuirs keeps
tensions running high in the Fortress, but the nUMerous
taverns therein provide u much-welcomed diversion from
their chosen task. 1 do nat envy them their charge, bt 1
admire their courage.

GHOR TIGRESS

1 was wonder-
ing when you would get
around to the distatf
side. Strange that you
would start with the
Tigresses of Ghor, but
{ <o be it. Though [ have
never encountered this
legendary race of
WOMEN-WAITIOrs, &
Dwarven friend of mine
has told me something
= of their ways.

You must have heard the tales of how (hese SAvRges
tred with tigers to free themselves from the clurches of men-

My comrade assures me that these stories are fabricutions. His
cousin was working in a mine in northermn Ashtalarea, just
south of the village of Hiron. The miners were searching for a
vein of some metal precious to the Dwarves when, quite
unexpectedly, they stumbled upon a rather large cavern
complex.

These caves were home o a race of men with pale
skin and white cyes who moved without sight, like the lizards
that swim in underground lakes. The Dwarves ined o make
contact with these stranpe humans, but found them shy and
defensive, running to the back of their cave 1o guard their
young with spears and handaxes,

As the miners were preparing to return to their work,
they suw the light of approaching torches. Deciding that
caution was the wisest path, they retreated 1o the entrance they
had made to see who had come w visit. To their surprise, a
hand of dark-skinned women garbed for war entered the
cavern, carrying two stags and the head of a Troll. The men
started to clean the deer as the women settled down to wait for
their evening meal,

The Dwarves surmised that these people were forced
into the caves by the Trolly that hunt the hills. While the
males stayed to guard the children, the Tigress women would
venture forth in search of food, 1t seems a reasonable theory
to me, but | am unwilling to risk the roving bands of Trolls 10
satisfy my curiosity,

LINTLE PLAINSWOMAN

You have touched o nerve, my friend. [ do not hold it
against you since you had no way of knowing. Ax [ believe |
already menrioned, 1 spent a few years in the Plains of Lintle
homing my archery =kills, My instructor was more than a
master — he was an artist, An older man with the reflexes of
someone hall his age, he has forgotten more about his crafl
than you or [ could learn in a lifetime. During our time
together, we became more than teacher and pupil. We became

good friends.
My mentor had only one child, a daughter whose
L fame 1 cannot bring myself 1o speak, though she has been
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gone for over a decade,
Il you have never heard
tell of the beauty of the
plainswomen, know you
that they are called the
fairics of the ficld by
those who have beheld
them. Many a man has
Jourmeyed to the plaimns
in search of a bride. 1
had come for another
reason entirely, but from
the moment | saw her, |
knew I had found the woman [ would marry,

My love shared many traits with the other women of
the plains. Stunning to behold, she had waist-length golden
blonde hair, eyes as green as twin emeralds and the deeply
tunned skin of one who has spent her whale life in the
outdoors, She was also an archer, the only other student her
father had ever trained. With a keen ¢ye and sure aim, she was
a match for any bowman I huve ever met. As the days passed
into months, 1 came 1o love her and she came to love me.

Sadly, when [ told my master of my intention lo
marry her, he was furious with me. The plainsmen are a
clannish and insular folk, and marriages outside their sociery
are not encouraged. To make marters worse, he had married
outside the ¢lan and been betrayed by a fickle woman, giving
him a dim view of such things, He cast me out, and forbade
my love from so much as seeing me,

Unwilling to hurt my friend any more than 1 elready
had, 1 left the plains with a heavy heart. [ would return from
time to time for clandestine meetings with the only woman |
have ever loved. For seven years we went an like this, until at
last I heard that she had died. 1 have been told her sadness
made her reckless, and she was Killed by a roving band of
Ores. [ still rewurn to the plains from time to time 10 gaze out
over the tall grass and think of what might have been.

OLANTHAN HUNTRESS

The women of
Olanth are the equal of
their male counterparts
in neurly every way
but size. They share
honsehold responsi-
bilities equally,
including hunting,
defending the home
ani raising the
children. It is said that
no bond is stronger
than an Olanth :
marriage. The strange sixth sense of the Olanth is nearly as
strang in the women as it is in the men. and doubly so in
relation to their mate.

There is a story of an Olanth couple, a man and
womun very much in love, The hushand was a hunter and
spent days und sometimes weeks in the wilds past the hills
that surround the village where they lived. One night the
woman awoke from a sound sleep with a sharp pain in her
shoulder. She knew immediately that her husband needed her,
Dressing quickly, she took up her bow and headed out into the
darkness alone.

For two full days she searched, with only her
nstinets 1o guide her, Not once did she give up hope, even
though it had been 48 hours since she struck out. At midnight
on the second day, she happened upon an overgrown crevice,
Without looking, she knew that her husband hod fallen inside.
Reaching in, she helped him escape his rocky prison.

When he recovered, the hunter explained that his
pity had been set upon by feral wolves. Most of the party
wis killed or wounded in a matter of minutes, It scemed
hopeless witil he espied the crevice, which was loo narrow for
the wolves. He ran for cover as fast as he could, but sustained
several wounds in the process. Sliding in (o safety, he passed
out from loss of blood, The last thing he remembered was
calling her name.




So you want
to know about the
Amazons, Not surpris-
ing. They are one of the
strangest cultures in the
land, and very intengsi-
ing when viewed from
a safe distance.

[ have told
vou of the Tigresses of
the Ghor Hills, The
Amazons are distant
relations of that inbe
who left the mountains long ago 10 be free of the caves and
the Trolls once and for all. They travelled south to make o
new home in the forests of Tegal,

They quickly discovered that their men were no
longer well adapted to life outside the caves. Sensitive 10
sunlight and nearly blind during the day, they were dependent
on the women for protection. This dependence became more
and more pronounced, until the women treated them more like
sluves than mates, As the years passed, the Amazons became
maore and more domineering, and their men more submissive.

These days, the Amazons have no respect for the
“race of men” with the possible exception of the barbarians.
The 1dea of male warriors is ridiculous to them — what man
could match their prowess? A primitive and brutal people,
these women are not above making off with males to
strengthen their breeding stock and will make occasional
raids into other lands 1o capture “choice specimens.” For this
reason, they are feared far and wide. Especially by handsome
young men.

DWARVES -

Every race has its priorities, For some, the highest
priority is the pursuit of happiness, for others, the pursuit of
knowledge. For Dwarves, it is the pursuit of gold. Dwarven

society is very siraightforward. There are those who mine the
gold, there are those who guard those who mine the gold, and
there ure those who work the gold.

Tradition is very important to the Dwarves, Longer-
lived than humans, they have developed structured ritwals 1o
give them a sense of their past. When you live hundreds of
years, thinking beyond your own time can be difficult indeed,
Take care to leam the customs of every Dwarven community
you encounter, for some will have very strict taboos. Violate
them at your own risk,

Dwarven psychology is easy to comprehend — when
in doubt, attack. The Dwarves are a very physical race, direet
and often warlike, with valatile lemperaments and a definite
nasty streak. In my experience, Dwarves are deadly fighters,
with a blocdlust that can only be quenched with steel,

Ax far as | know, Dwarven women do not adventure.
However, after watching a Dwarven woman preparing aTroll
stew (with a reluctant Troll as the main ingredient), | would
say this isn't true. The female of the species simply rake ad-
venture where they find it instead of seeking it out,

GHOR DIGGER
/MYTRONE TUNNELER

Oldest and most
réspected of the b i
Dwarven professions,
“Tunnelers” (called
diggers in the Ghor
Hills) are¢ chosen for
their small size and
great strength so they
can work in narrow
Places that no other
miners can get to.
They seldom leave the
underground, and =
Most will keep at their job until they are ready 1o retire 10 a
hfe_ of luxury. Some are more ambitions, and use the status of
their position to become adventurers in the world above,




During the War of the Goblin Lords, it was the tunnelers who
turned the tide of battle. The Gohblin horde had smashed the
outer gates of the dwarfhold and overrun the levies serving as
the first line of defense. A tide of evil bristling with weapons.,
the Goblins ravaged the home of the Dwarves, Far too many
10 resist.

The creatures were unstoppable until they reached
the great gutes that led to the inmer chambers where the
Dwarves had taken their women and children. Consumed with
battle frenzy, the Goblins threw themselves against the gates,
one after another, in endless succession. Tt was obvious that it
wits only a matter of ume before they would batter down the
gate and slaughter those within.

Only the tunnelers had an answer to the dilemma.
Taking up their picks and shovels, they tore into the wall with
all their might. Using every hit of craft and skill they had
learned, the workers burrowed through earth and stone with
inhuman speed, Those 1n the front lines would tear at the rock
face until they were too tired to carry on, bul even then they
wounld not rest. Those that lacked the strength to cut the stone
erected wooden braces (o keep the tunnel open.

Dozens dicd of exhaustion during those desperate
hours, but their deaths would not be in vain. The tunnelers had
buiit a passage all the way around the enemy army, allowing
the remaining defenders to attack the Goblin horde from
behind. When the creatures rallied and wrned their attentions
to the warriors that had come out of the passage, the wnnelers
threw wide the gates and struck the fatal blow against the foe
that had cost them dear,

This incident, among others, has given the tunnelers
a tremendous sense of pride in their job and themselves.
Having seen the work they do, that pride is well-earned.

GHOR SPIDERGUARD
/MYTRONE RATGUARD

Many things dwell in the underearth hesides the
Drwarves, some of them predators. Sometimes these crealures
make their way into [he Dwarven lunnels o prey on the
unwary. Unwilling to accept the gradual attrition these en-
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counters create, the Dwarves of Ghor and Mytrone have de-
veloped whole classes of citizen devoted 1o fending off the
spuradic incursions of these subterrancan beasts.

_ These guardians are specially trained for fast and
furious skirmishes with ruthless, inhuman opponents. (Come
to think of it, that's & pretty good description of Dwarves in
general.) In any event, the guardian training emphasizes the
mportance of getting in the first blow, because if you fail 10

strike first, you may not have a chance (o strike at all.
A Dwarven com-

panion of mine onge
described a duel with a
spider of cnormous
size in the unnels
beneath the Mytrone
Mountains, It seems
the creature had fallen
o some kind of
trance state in a cavemn
barely big cnough to
hold it. The monster
must have been

washed into the cave
through one of the many crevices in the top of the chamber.
Unable to escape because of the running water, the beast fed
on rats and inseets, eventually growing to huge proportions.

While tollowing a vein of silver, a wark crew broke
through one of the walls of the spider's prison. Awake and
aware, the ravenous arachnid devoured most of the wnnelers
before they munaged to slip into a side passage too small for it
to enter, By the time the guard arrived, the critter had reuched
the inner chambers, Unwilling to collapse the walls of their
bwn home to kil u single foe, the tenacious warriors fought a
pitched battle with a creature many limes their size,

Selfless bravery and dogged determination won the
day, though ten of their finest fell prey 1o the monster's
mandibles and poison stinger. At the end of the hattle, as the
ichar issuing from the burst belly of the beas mingled with
the blood of its victims, one of the guard, o hard-binen
veteran, was heard 1o say “Only one, Pily, | was just
Warming up.”
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GHOR TROLLBANE
[/MYTRONE ORCBANE

Though most Dwarves prefer the underground to the
world of light, there are a few on the fringes of Dwarven
society who venture out of the tunnels on a regular busis,
These adventurers wander the land in search of new experi-
ences. Their eccentricities are tolerated because they provide
an important “early-warning” system for the Dwarven
community, bringing home reports of events cccurring in the
surface world of which they might otherwise be unaware,

As the only Dwarves with any kind of experience in
the cutdoors, they have made wildemess survival and combat
their specialty. They are uniquely prepared to do battle with
the beasts of the wild. A robust and sturdy people, they often
use their traiming to seck out and destroy nests of Trolls and
Orcs that would normally be beyond the reach of their people.

1t is one of these that I met during my wanderings in
the Dwarven mountains o the south of the Hobe, Our first
meeting was early in my career, just after [ had left the service
of the knight 1o whom [ had been a squire for most of my
youth, Sadly, my dealings with the sons of the earth were few
and far between, so | was woefully innocent in the ways of the
Dwarven people.

Coming around a narrow pass, | encountered a lone
Dwarven warmor locked m a pitched bautle with three huge
trolls. The feisty lintle fireball was shouting a withering
barrage of insults at his opponents, each epithet punctuated by
a mighty blow. He was
covered in wounds and
slick with blood, but this
didn't seem to faze him,

Unslinging my
sword, [ charged into
melee shouring a battle-
cry that sounded pos-
itively pathetic com-
pared to the harrowing
exclamations of the out-
numbered axeman.
Relying on every ounce

of my training, | used the element of surprise to the full and
took down twa of the trolls in as many strokes, As the Jast
turned to run. the Dwarf buried its axe in the creature's spine,
splitting it like a log.

_ The Dwarf stared at me for a long time, Yuivering
with a rage that 1 took to be the remnants of battle lust. | tried
to introduce myself, but he leapt at me and slammed his
gauntleted fists into my gut again and again until | lost
conciousness. When I awoke, all that remained of the Dwarf
was the pain in my stomach,

I didn’t understand at the time why the enraged
Dwarf did what he did, but when | met another {under less
intense circumstances), he gave me a bit of advice that T will
pass along to you:

Never stand between a Dwarf and his chosen foe,

GHOR MILITIA
/MYTRONE LEVIE

These are the
warrior elite of their
respective Dwarven
sociclics, Individually,
they are some of the
finest fighters I have
ever encountered, and
as a group they form
the backbone of the
mightiest army in
Ashtalarea. Dwarven
warriors are born into
their position,
Military rank is inherited, u legacy that passes from one
generation to the next. Given several centurics to perfect their
skills, it is no surprise that they ure as good as they are.

‘ Dwarven soldiers are incredibly tough. They have a
fesistance to physical pmin thar is awesome to behold. On an
Adventure in the north, I was engaged in a battle to eliminate
n Ore encampment that had been causing the locals some

frouble. One of my comrades in arms was o Dwarven Captain
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named Grulden who was sent by the militia to provide
whatever assistance he vould against cur mutual enemy.

Grulden had a hard edge to him, to be sure, more 5o
than most of his race. [ have been 1old that his men called him
Ironheart, and during the time I spent with him, T could see
why. When I was intreduced 1o him, [ was told that he had
been impaled by a spear once but had used the opportunity to
disarm his foe and tumn the tables, beheading the unfortunate
with a single stroke, Supposedly, he withdrew the spear with
his bare hands, bound the wound himself and grumbled that
he should never have allowed his opponent to come that close
in the first place, | dismissed the story as the kind of tale that
is frequently artributed to warriors of note with little or no
hasis in fact,

During the assault on the Ore camp, the captain’s
arm was ruined by a lucky blow from the Orc commander,
Without so much as a wince, the wounded soldier killed his
oppanent one-handed before passing out from loss of hlood,
When he was taken off the field, his ann was amputated and
he was returned e his unit to recuperate.

A few years later, | had the pleasure of fighting at
Grulden's side again, Since our Jast meeting, he hud learned
to wield his battleaxe as though it were a hatchet and had
become deadlier than he was when he had both arms, |
wonder wheather the impaling story might not have been true
after all.

KELDEN

Mo one knows much about these mysterious crea-
tures. As far as [ have been able to tell, the Kelden come from
the Mountains of Tyme on the eastern border of Ashtalarea,
This ancient race is vaguely humanoid, burt just barely. Tall
and slender, they have huge wings on which they soar the
skies hke giant birds.

The Kelden seem 1o prefer Tiving alone. Which
makes learning about their history and culture difficult. Only
pecasionally will one of their kind be oulgomg encugh to
interact with human socicty. Another problem is the fact that
they have their own language, which can be difficult to learn.

Since‘r.hl:y seem to have Lhe same problem with our la
there is a communication harrier which complicates matters
considerably.

‘ Their history and culture ace sti)) beyond our under-
standing, but given time, we will come to know Our new
neighbors. Already, they have adapted words from our
!anguag_e. 4 fact which seems o be helping them understand
our socicty. Unfortunately, the words they needed were for
roncepts like "kill," “hate™ and “war,” which seemmied 1o be
alien concepts 1o them until they came into contact with us

There seem 1o be three fairly distinct classes in 1
Kelden saciety, each with its own special function, Doubtless
these are pitiful simplifications of what seems 1o be a rather
complex culture, but they are all we know at this time,

CLIFF GUARD

The strongest of
their kind, it is the re-
sponsibility of these
Kelden 1o care for the
nest, protecting it
when necessary,
Those that have not
left to live among the
humans spend all their
lime in the warren,
The only time the nest
is left without guards
is during the mating

season, of “Klakar.” At the end of this five-day period, those
t_hal huve not conceived rip their own wings and are tossed
from the ¢liffs to their doom, They believe this ritual will

Preserve their race and ensure stronger young, | am not sure
how much can be attributed ro their maling customs, but they
are some of the strongest creatures [ have ever Tun @cross,

nguge,




These Kelden gather
food for the nests, Not guite as
strong as the CLff Guards, they
have a great deal of stamina,
which is required during their
hunts, which can last several
days, The mating rituals of this
caste differ from those that
warch the nests,

During the 15 days of "Kelkret,” they go behind the
inner wall with their mates. On the last day, a hunt beging
during which any who were unable to conceive take on the
strongest foes they encounter — without weapons. Those thal
can survive the hunt under those conditions leave the nes
forever and will eventually become Far Seckers.

FAR SEEKER

The most mysterious of the
Kelden race, these oulcasts
venture thousands of miles from
the nests that were enee their
home, No one knows why the
seekers go where they do. It may
have something to do with the
pricf they feel at being unable to
add 1o the family, We may never
leurn the secret of the seekers as

it appears to be a very private thing that the Kelden are un-
willing to share with us.

ELVES -

These delightful creatures live in the six forests that
lie in the plains of Lintle. According to legend, civesl. came o
Ashtalarea on winged steeds. They settled in the plains, which

___._-_'___,--"d
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they call “Allaranethel,” which means “beawtiful lands.” They
were here for countless gencrations before the arrival of
mankind. With the incursion of settlers in the Plains and
forcsts, the Elves have become more and more secretive and
may be in danger of dying out,

Lately, the Elves and plainsmen have become more
friendly. The Elves have taught the plainsmen some of their
magic, and in retumn, the plainsmen have become the self-
appointed protectors of the Elven people.

BREK

[ understand that
it was the Breks that
first encountered the
settlers who had come
10 their lunds. Their
good-natured, open
and friendly personali-
ties have made them
the unofficial diplo-
mats of the Elven race.
In the Dark War, it
was the Breks who
convinced the other
tribes to form an army to help defeat Pildar. Kindhearted and
charming, they are well-loved by all, even those who have no
reasan for such sentiments,

There is a story of an edger young Brek named
Gurps wha was tired of listening to legends of the great
adventures of the past and was determined 1o see the world for
himself and have some adventures of hix own,

: Gurps set oul one fine summer morming across the
plains of Lintle. He crossed the plain, the River Passing and
the Great Wood, coming at fast to the Hills of Mytrone. All of
this, and without an adventure, Disappointed, he was just
about ready 1o turn back and g0 home when he spotted a giant
cresting the ridge,

“Greetings, large one. | have come a very long way
and um in search of an adventure, Can you please help me?”




The creature stopped dead in its tracks. [t had grown
quite used (o panicked flight or desperate anacks from its
victims. Conversation was guile beyond its ken.

“[ sy, are you deaf? That would be wonderful! |
could befriend you and help you find a cure. My udventure
would be assured! What say you?"

Unable to comprehend the foolish prattle of the little
morsel that had run right up o its massive feet, the monster
reached down and clutehed poor Gurps finmly in ene hand,
unleashing a hideous battle-roar. The Elf was startled, and
gaped helplessly as the great beast swallowed him whole,

Satisfied, the giant lumbered ofT to digest his strange
meal. Mo sooner had he entered a nearby wood, u voice
echoed up through the laybrinthine bows of its cavernous gut.

1 understand now. You are my adventure. I'm sorry,
[ did everything all wrong. Ler me try again, Please? You'll
see, I will run in terror and everything! Just give me i second
chanee, C'mon..."

The little elf kept this up until the giamt became so
upset that he disgorped the babbling wanderer, who proceeded
1o flee with all haste, as promised. He didn’t stop until he
reached his home, where he impressed one and all with the
story of his marvelous adventure.

Having come into contact with quite a few Giants in
my lime, I can be fairly certain that this little tale is no more
than a fable, but it does capiure the unparalleled ability of the
Breks to turn a sitvation from bad to good with a few well-

placed words of encouragement.

Wery magical and very
secretive, these Elves have o
mastery of mystical forces Lthat
is unknown 1o others of their
race, These peaceful creatures
generally choose not to use
weapons of any kind, preferring
= 1o devate ther effors to arcanc
1 learning., The most famous

Klvl:ir was Glandamin, a powerful mage who allied himself
against Olegar against Tranzadeel only to be killed by the
fires that formed Olegar Bay. Often solitary and reclusive
little more is known of this tribe or their unigue talents .

MELOD

[ was passing
through the village of o
Ebbwater a few _f:urs - _ﬁE
back with a few com- -
panions and a laad of
valuables liberated
from some bandits
who had liberated
them from various
caravans that they had
overcome. We were in
the process of retum-
ing the valuables to
their rightful owners when we first heard the music,

Precccupied as I was with our task. 1 did ie
the melody at first, but [ saw it in the faces of my :51:1]:;:;:::
They had stapped what they were doing to look out over rh;,
Elain with the strangest expressions on their faces, Something
like the look of those asleep, it was, as though their troubles
had been drained wway, leaving only peace. At first [ thought
them ensorcelled, but I could sce nothing as far as the horizon
but grass and a few clumps of trees,

Then 1 heard it

My [riend., there is no sweeter sound than that which
Caught my ear that day, In my dreans [ can hear dim echoes
f:lf Itmlﬁwetl harmony off in the disunce, ust out of reach. It
15 diff Ecult to describe with words alone a niear-tangihle ‘
sensation that you feel with your heurt, Entranced. | stood
mationless, straining to hear it, like Rower turni;m its leaves
to the sun. To this day, 1 have no idea how long I stood there
Hours, minutes, all sense of time was surrendered to the
Moment, 4 blessed respite from the rigors of this world.

As suddenly as it had come, it was gone,




Astonished, [ asked one of the villagers where the
exguisite music had come from. With a voice low and full of
reverence, he wld me that it was the Elves of Melod Wood.
He recounted some of the legends men have told in an allempt
10 put the unearthly beauty of the music in leems they can
understand. It is no wonder that the people of Olanthan claim
that the Melod Blves sing the stars out at night and make the
trees sway on o still summer’s evening. The plainsmen
believe that the sounds of the wood are a tune played on their
flutes, lingering in the wind forever. On reflection, I believe
that they sing to express the joy of life, a joy only they can
truly understand.

When you
think EIf, you are prob-
ably thinking about the
Pyar, You will find as
you hecome more ue-
guainted with the rest of
the tribes that this is
very far from the truth,
Just as there are rogue
elements in our sociely,
the Pyar are rogue
Elves. Less secretive by

' far than the rest of their
people, these explorers have paved the way for those who
wish to ¢nter human society.

The only Elves to engage in open trade with the
other peoples of Ashtalarea, they sell Pyar wood, which is
some of the finest available for crafting bows. Unfortunately.
Pyar wood dries out quickly unless treated properly, which is
a secrel the tribe has kept 1o itself. In Brenle, an EIf has gone
5o fur as 10 open a shop, something the other ribes defimitely
do not approve of.

With extended contact, some of our traits have
started to creep into Pyar society. In many cases, the elements
first acquired are those least desirable 1o the majonty of the

E!vun race, For instance, the other duy one of their children
tried to pick my pocket. Fortunately. the pocket was empty

and the child's father was nearb . Lcan only he i f
igolated ingident, d e

THISM

Largest of the six
tribes, this is casily the
most numerous of the
Elven races. Their
forest lies beside the
Mountains of Tyme
and they live in iree-
houses made of twigs
and leaves tightly
woven into a very
tough material. The
Thism love the wood,

and despise thase who
waould dare defile it This tribe comprised most of the army
the Elves sent to fight in the Dark War, partially due to their
great numbers, but also due o an uncommon céumge and
sense of duty sadly lacking in the Pyary, .

Usip

It 15 sad irony
that the last twle [ el
you musi be a tragic
one, but that is oflen
the way of the world.

The Plains of
Lintle seem to stretch
out forever. There s so
much room that those
Who live on the plains
rﬂh: nomadic, wander.
g from place to place




in large caravans, setting up camp wherever there 15 good
hunting. It would seem that the plainsmen would have litle
need for expanding their lands. This is basically true, but
cxpand they have, unintentionally or not.

The source of the problem Is that the plains contain
precious litkle in the way of trees whose wood is useful for
crafting the spears, bows and tent poles that we tend to take
tor granted. Without meaning any harm, the plainsmen took
this wood from the forests that border their homeland. This
slow pillaging has grudually cut back the forests to the point
where at least one of them is in danger,

On the eastern edge of the Plains of Lintle is a small
wood, smnllest of the six inhabited by the Elven tribes. This
wood is home 1o the Usip, who are also the smallest tribe,
Very shy, these meek creatures hid in the underbrush while
the plainsmen savaged their home with handaxe and flame.
Peaceful and unaggressive, they had no way 1o defend
themselves and were unable 1o bring themselves to confront
what they believed was a race of deadly savages.

Eventually, they sent an emissary to the Breks, who
explained the situation to the plainsmen, Unfortunately, things
have gotten ouf of hand, and many fear thut the Usip are in
danger of dying out. The plainsmen, who have a great deal of
respect for most of the Elven tribes, were repentant when they
heard whart they had done, They put the Usip under their
protection and huve set guards on the waod. Only time will
tell if this will buy the smallest Elven tribe time to recover
what has been lost before it is Loo late,
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APPENDIX 1:
THE ELVEN LANGUAGE

Introduction by Zebin Al Zored

L m.’ me;tt;mpmi in this miner work, 10 describe the
we soructare of the Elven language as wied in the
aof magical rites and incantaions. Rl
The major vefererices on the wse af Elven § !

_ i RN magic are
I:jfd in the tower of Astimiah Eckhart. Muge of Hreale, .frmmr he
;-1 u; ;: Kinetly allowed me to spendd many days delving through
s library's extensive stacks. Too him and tne fhrog s
order § am indebred R

Original research on ancient Ehven w
; s coneiected by
e mage }‘:fmckn Clang in the years 734 1o 767, He discovered
nifr fifteen r:r'_er.?‘" of Elven speech, andt doctumented the various
::m«f ;ﬁm-: u-h:'f;: define modern Sooken Enen, fri thix
Y of Jus research I will endeavor o dio s .
linguistic researeh ¥ S ki o

HISTORY OF THE ELVEN LANGUAGE

Umnfﬂmmmmhmnfmm i
with the
mﬂﬂmmﬁwmrmmtammummﬁﬁﬁ.mﬂw
] were forms of Elven i + Anfi
Karifl, and e E1 1N COMImMon ise: Anfié],
Anfél, is dx: commonly-known Elven language, spoken
by all Elves in one dialect or unother. This j g.lagcls
BB b B - This is the lan taught
_ Ku!:friﬁfl s the secret language of tie Elven Lords, and
:L;wd ostensibly in the preparation of Flven military plans and
T Elven Secrels, Presumably the Jocation of the famed “Secret
Elven Wood-City™ Is diseussed in Kafarifé]
The fast, Bavorfél, i ; it
e is the language of magic and
e All rhlr-.-e Elven languages trace their etymologics o the
N “Trees,” These Trees are the roals of both Anfél und

I
"'l"ht ‘IIEIvm ferm Is &na (tree), In Fnglish these fna wold be callad
fB0ls™ or “stems”, but | have used the Anfél translation,
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cavorfél. Of Kafarifél [ was able 1o leam nothing, but it is likely
that ot derives w some form from these [ifieen Trees as well,

The Trees describe all that the most ancient Elves knew
of their world, and they are divided into three “families™ natural,
familial, and unnouml, These categories  havo't any  linguistic
significance, although the three “farmlies” form a consistent
theme in the literature of the Flven houses. It is interesting to note
the existence of the “unnatural” family, and that it contains fire,
stone, and noise, which comprise the Anfél word for Dwarf,
Tuyaswa. Elven hatred of Dwarves is o result of the historical
Elven disdain for linguistic members of the unnatural family.,

In this text 1 will discuss only the Anfél and éavorfél
languages of Flven speech. A reference to “Elven” should be
taken 1o refer to both languages. llems appearing only in one ar
the other will be clearly entified as such.

NOTES ON PRONUNCIATION

1. Not all Common leters are represented in Elven, The Elven
alphabet (transcribed into the Latin alphaber) reads as
follows:
abdefiklmnoprsLuy,wyz

2. Vowels follow the gencral European patterns:

A = ghh {as in “father’)
E =ay (as in "“way™)
O =oh (as n “go"” or as in “bought™)
1 =i (as in "him™)
U =00 (as in “loop")
3. Double and Special vowels are read a3 follows:
v =o0h (B in “school”, longer than "u™)
ee =ee (as in "he”)
¢ = eh (as in exit)
¢ =i (as in “makeor the German “Rader”)

4. Accents are guite simple o learn. The only generl rule is
that verhs in their infinitive form are accented an the final
syllable (manya, lawénya, kiitvu), In all other cases the
seeent st be leamed, and the Elves themselves are
undecided on the proper pronunciations, Smess, it would
seem, is a major factor in distinguishing between the various

dinlects of Elven speech.

Thus, the new leamer of Elven is often lefi o decid
upon his own aceents. This creates enonmous difficulties in the
lexicography of Elven. A positive note js thal, however pro-
nmlﬂﬂ‘:d.' magical incantations all seem 10 work, and 1 have heard
some quite homendous. pronungiations of the spells by mages
across Ashialares {especially among the Krag Barbarians).

THE THREE “FAMILIES"
AND THE FIFTEEN “TREES”

All words in Elven are derived in '
of the Fifteen *“Trees.” These Trees (or mu{mwim "
preler) are the busicideaswmcndmamicmﬂmﬁmpu{inm
language. They also represent the letters of the Elven alphaber.
The Trees are divided into three “Fumilies™ which reflect the
bases of all Elven thought,

THE NATURAL FAMILY (ANON)
Thcmdhnﬂyismnwisaduﬂhcﬂm"which

ﬂ}ﬂEiWﬁllmldmmlﬁacmd.ﬂlcyamﬂwﬂﬁngswhichmumm

andnoumhﬂwﬂmmﬂﬂmchﬂdmnafﬂwm

laan thh;, woodlands Bq water
81 na fi
: o oodstuffs

THE FAMILIAL FAMILY (ONON)
The familial family represents the relationships of the
Elven family and their magical heritage: 5

ma mother da father

vorra  the Elven gods n Elf,

" o Elvenkind
singing, speech o family, clan

THE UNNATURAL FAMILY (ASON)

The unnatural family consists of the (k; i
ngs which are
Opposed to the natural and, 1o 4 lesser degree, the familial
Familjes;
tu stone awe lire
asa noise, sounls ki the moon




THE USE
OF REAVORFEL IN MAGIC

davorfél, the Blven language of magic, is typically the
firit Elven which non-Elves leam. It is actually a simplified form
of Anfél with a few syntactic changes. These changes will nat be
discussed here, hut must he dealt with at some futre point if one
wishes 1o become fluent in Anfél,

Since all Elven magic concerns itself with its effect on
living things, the vocabulary of the incantations s actually quite
limited.

FORMATION OF SPELL NAMES

"The object of the spell is written first — that is, the race
on which the spell will have effect, Next comes the partcular
personal statistic affected: All spells increase or decrease
SOME stal.

For example, increasing or decreasing the Body stat is
the magical way to cause or heal wounds, In Old #avorfél the
affix for the body was declined according 1o the Family from
which the tarpeted race is derived (The Natural Family= "a,"
Familial Family= “0," and Unnatural Family="u""). “Human
Body,” for instance, derives from “Daysa™ (Humans), whose
stem is asa, which is in the Unnatural Family, The word for
Human Body therefore is “Dayw,” whereas “Elven Body™ is
“Anw” and  “Animad Body™ 5 “Anva” In modern Savorfél,
however. these declinations are no longer used. and the generic
ulfix “my," of unknown ongin, is used regandless of the etymuol-
oy ol the creatune affected by the spell,

The severnity of the spell is affixed next, followed by the
range of the spell and 18 duration, Finally, a suffix denotes the
particular subclass{es) of creature at which the spell is wrgeted.
These creature suffixes are derivations of the Anfél cardinal
numbers, and relate directly 1o historical fistings of creamres of
the lands which were first made by the Eif-Druid Flandrohil
hundreds of years ago.

SPELLING AND VOCABULARY T

In actual practice, spellings of Anfél and cavorfel words
have undergone u number of variations since their introduction in
Ashtalarea. In general, diacritical murks are seldom wsed in
cavorfél text, Except in special cases, omission of the diacriticals
does not chinge the pronunciation or meaning of an incantation,

Anfel is less forgiving, not only because fewer non-
Ehfes uscnbmalmbecauscmr:numhdchermeﬂmﬂw of an
:qcmr:J Iunguagl-.:I w more subtle differentiation between

exical ems. In s if you're casting a spell, vou can ien
diacriticals, but if you'ne writing a p;gm. ypu;:]d}:emr e
use them.

In addition, Eavorfél names for spells are written using
twelve characters or less, due to the necessity for speed in
speaking incantations during combr, Many Eavorfél words
:-;ﬁi:m are difficult for the non-speciabist 1o analyze linguisti-

y.

In the lists below the original spellings of Eawvorfél
wﬂsafﬁwumhamb&mkcptwaidhﬁmmﬁonuffum
Incantation names. The most freguently-used abbreviated
gavorfél words are listed alongside their Anfél vesiants (Anfiél
spellings minus diacriical marks):

STATISTICS:

STRENGTH DANTURA DAN
QUICKNESS VAFA VA
FORESIGHT DAVORA DA
INTELLIGENCE VORNIFA YOR
FATIGUE TWE TWE
OFFENSE KUTWE KUT
DEFENSE ANDANA AND
BODY NAVA NA

CLASSES:




CLASSES:

English Anfél_variant cavorfél
ELF ANRIEA AR
DWARF TUYASWA TYA
KELDERHEIT RELDAR KEL
ANIMAL ANNEA AN
DRAGON DAKU DAK
ELEMENTAL YORNEA YON
GIANTKIND KUMATWE KUM
LEGENDARY VORANNEA VAR
REFTILE ENNEA EN
SPECTRE KUNEA KUN
UNDEAD VORKLNA VOR
SEVERITY:

Insignificant Healing/Damage:
Moderate Healing/Wound:
Serious Healing/Wound:
Great Healing™Wound;
Tremendous Healing/Wound:

RANGE:

\nfél avarfél
Ri
La
Wa
Ye
Fe

M= ==

Cluse (Adjacent Or Touching)

ON
YR

SUBCLASS:

The &éavorfél Numbers

; :-{‘G 0 Kb
14t

3 FE 2 Lo

4. T 13 R

5 M 4 6T

6 KO 15 Y

; RA 6 U

i All every TA
9 Ll

MODERN COMMON DERIVATIVES

There are, singly, an
o mm umber of Modem Comman

HDR&:dﬂiVEd&unOIdCMMqu. the
goddess of flowers in one mythology. She was, in fucl, an Elven
pﬁ[lness from the Tinyu Forest in Astrikan, Her name, félorrg |
detives from the Old Anfél fétlaverra | “song of the sun god.”

FAUNA: derived from the Old Common Faun . the
gt:ddcssnfﬁujlﬁ.dnwsinEMiMIM)'ﬂqugy.md&:csﬁmrnf
F:fl.ﬂ"ll.l.ﬁ- An Elven wizard-maiden named Féanna is the basis fur
this narne, It derives from Old Anfiél Jéiaan | “song of the
woudland pods ™

FAIRY; derived from  Old Common e, i
fate,” which is derived from the noun Janen “.l::-ﬂc." Cﬂmm}n:r
the etymalogy into Elven, we find that it derives from Modem
Antél fEmy | from Old Antél i | “waler songs of the Elves™




APPENDIX 2:
TIMELINE FOR ASHTALAREA

604
604

6867
764

794
936-38

952
960
962
963
972

973

977

Dwarves thrive under the mountains of Mytong
and Ghor waware of the worlds above them,

Ghor Dwarves surface from beneath the Ghor
Mountains,

Elves amive on the backs of mystical winged steeds.
Dwarves carve therr way out of the Mymrone
MMountains,

The Reign of King Zolod begins in Ashtalarea,
Ghor Dwarves encounter Stone Ogres. First Opre
War,

Second Ogre War.

First Humans cross the Tyme Pass into Ashtalarea
Brettle Founded.

“Third Ogre War destroys Ghor mountains, reducing
them to rubble.

Tume of Humin expansion. Shellemoon founded.
Feglar discovers Great Dismal Bay.

Krell and Feglar fight. Krell fleex nte swamplands,
Feglar enlists the aid of the Mytrone Dwarves in
building the Hobe,

Breale is made a Dukedom, Formution of the
Brettle Regulars,

Duke forms Highwaymen's Guild by hiring hencl-
men to build roads to Shellemeon and the Hobe,
Pildar, the Durk Lord, begins amasging Ores and
Goblins in Drezin and South Tantowyn Forests,
Pildar breeds humans for soldiers (Drrk Guurd),
Small group of Elves leave their homes and follow
Pyar m the mierest of trading with Humans,

Pyar convinces Plansmen to settle the border areas
of Lintle despite other Elves’ complaints,
Dwarf Crelek goes North in search of Ghor remains
and disappears into the hills. Hiron founded.
Elf-Human skimushes break out.

Walbury sl o Anchoring Bay and begin sca-
rrade with Hiron,

First Hion ships st sail under command of the

1042

14

1047

18

1049

1050

1057

1065
1067
1077
107994
1088

1092

1096

Rogue Poitle. Ship Olanth's Fally sets sail from
Hrron,

The Dark War breaks out. Pildar's Ore and Ogre
ammy attacks King Zolod in the Mytone Hills,
Goblins and Darkguard anack Shellemoon. The cily
i besieged until 1049,

Dwarven city of Zolod is laid siege by Oms

and Ogres, City of Poitle founded,

Elves from Lintle attack rear lines of Pildar's armyy
n the Sodden Hills. King Usip dies, ending the
lineage of Usip,

King Zolod orders destruction of water supply for
his mountain city, thereby flooding it and commi-t
ting suicide with over 1XX) Dwarves. Olegar fights
Pildar's muge Tranzadeel near Prazen Point.

Sir Segallion and the Hobean Sqfiires amrive in
Mymrane too late to save Zolod, but they push
Pildar’s anmy south into the Valley of the Damned.
In the Valley of the Damned, Pildar's amy is
defeated by squires and Elves. Victory in the West,
Shellemoon counterattacks against the sicpe.
Regulars, Highwaymen, Amuzons, Crelek and a
new  Dwarven amy from Ghor attack and defeat
Pildar's only remuining forces,

Pildar retreats o the Dark Tower, End of the
Dark War. Plainsmen sele all of Lintke before the
Elves can rerum from the Dark War,

Cllantly’s Foily enters Ebbwater and beaches. Town
of Olanthen founded,

Locks built in Poitle. Town renamed Paitle’s Lock
First Kelden amive in Ashtalarea, in Brettle.

Last female of the Usip line dies,

Barbanans of Krag atnck Thimblewald,

Hrondar the Leamed cnters Ashialansa through the
Tyme Puss,

Dungar Stiffnuckles finishes road from Ghor to
Brele, Highwaymen extend it all the way 0 Hoon
Thimblewald Keep constructed on the River Down-
ing to defend against the Barbarian attacks. End of
Barbarian Wars,
Present Duay

o 1 )

e

ey
‘_'-I
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INDEX

A

Adventure points 39; and training 43-44

Aiming 33

Ambush 24

Anvil fcon 18, 19-20

Arena T

Armor, 60, 64-65: buying 15-17, 45-46; fining 10, 19-20; proection 10
Armar up icon 8,9, 17, IR, 45

Ashialiurea T8-93

Anack leen 30-11

Allacking 30-34; aiming 33; fuligue costs 57-58; types 32-13

B

Back up icon 34
Balance 56

Berserk fvon 32
Body pointz 56-57
Body shot icon 33
Bows I8

Drek ¢lves 123-124
Brewle regular 95-96
Buying 15-17; 43-44

C

Campaigning 65-77; arena 70; character advancement 65;
commaon-folk 67, gentle-folk 67-68; knights 6970,
medals 77; peasants 66; questing 76-77; ranks 66-70;
rezlons 77, squires 6R-69

Characters, 2-5, 4857, advancement 65, clusy 3, 48-52; delcting 4;
cditing 5; figore 3; list 4, mubple 3; name 2; options 1,
party 6 profile 89, 16; race 2, 64, 94-12%; saving 14, 21-22;
sex 2, stafisics 3, 4%-57

Charisom 535

CHUIF guard, kelden 121-122

Combat 24, 27-41, 57-65; attack 30-34; damage 63; defense 29-30, 63;
healing 46; hit locarion 63; movement 28-30; offensive
modifiers 627 options 61; resting 37, 38; rolling o bt 652;
rounds f1-64; amike onder 62

Common: folk &7

Companions 14; fcon 14, 22

Credos |

Crossbows 28; leading 35

b

Damage 8, 28, 33, 3830, 63
rark guard 96-97
Dedication |

Dretfense 29,30, 34 types 34
Dodge icon 34

Doorieon 7, 15, 23

Chenin mnger 97498

D

Dirap jcon 00, 11

Duck leon 34

Duke's highwayran 99-100

Dwarves 51,79, 34-85, 114-120; Ghor digger 115-116;
Ghor militin 119-120; Ghor spiderguard 116-117:
Cihor trollbane 118-119; Mytrone levie 119-120; Mywone
orchans 118-119; Mytrone ratguard 116-117; Mytrone
lunneter 115-116 -

E
Elements 24-25
Elves 50-51, 80-81, 122-12%: Brek 123-124; Klvar 124-125
Melod 125-126; Pyar 126-127; Thism 127 Usip 127:13%
Encumbrance 57-58
Endurance 56
Equipment, serees 9, 10, 13, 17, 1%
Examing icon 9-17, 13,16, 17, 45

F

Far secker, kelden 122

Futigue 57.58: basic actions 57: combat 5758 effects 58, 64
Fire fcon 30, 31, 35 e
Fist icon 30, 32

Fleeing 37, 38, 39, 40

Fly teon 29

Fly faster icon 29

Food 13, 25.26, 45

Foresight 55

Forweand 1

G

Centle-folk 67-68

Ghor dwarves, digger 115-116; milida 119120, apiderguard 116-117;
tpress (himand | 10=111; tmlhane 114

Give leon 17-18

H

Hack lean 32

Head butt feon 32

Healing 46

Health 54

Hipgh shot icon 33

Hobean squire 100-101

Heron pirate 102-103

Humang 49-50, 83 86-37, 94-114; Brentle regular 95-96; dark
Luard 9€-97: Drezin ranper 97-9% Duke's highwayman 99-
100; Ghor tigress 1 10-111; Hobean squire 100 101; Hiron
pirate 102-103; krug barbarian 103-104; Krell womion |04
I05; Lintle plainsman 105- 106; Lintle plainswoman |LT-1123
Clanthan bunter 106-107: Olanthun lntress 113 Poitle rogud
108 109; Shellemoon watchman 10%-110; Tegal Amagon 114
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|

feons T anval 18, 19-20, armuocap &, 9, 17, 18, 45 attack 30, 31, back
up 34; berserk 32, body shot 33; companion 14, 22; dodpe 34;
door 7, 15, 23; drop 1, 11; duck 34; exomine 9-10, 13, 16,
15, 45; fire 30, 31, 35 fise 30, 32 0y 2% 1y faswer 29
give 17-18; hack 32, head buit 32; high shot 33, jump 34;
kick 32; Haten 12-13; load 35; low shot 33; magic 30,
31, 44; mirror &, 16; mouth 13, 45; move 28-29; nos 17; none
32, 34 pack 10, 11: panic 34, 37.38, 40; E"icl: up 36-37;
punch 33; putting down 36.37; ready 11, 35, 36; res 14, 21-
22, 37, 38, 46-47; road 23-24; un 29; scroll 7o sell 18-19:

sheath 10-11, 35, 36; gignpost 23-24; slagh 32, spacebar 7, 12;

sprint 29 stand 345 switch 35-36, thrust 32, u-um &, 12, 1§,
22,23, 33, 37-38; view panty 8-9; walk 29; yes 17, 37.38;
Zoom 2%

Inne f, 21-22

Intelligence 55

Htem, sereen 10, 11

J

Jump icon 34

Rehlen 52, 92-93, 120- 128 ciff goard 130; far seeker 122;
rock ranger 122

K

Kick icon 32

Blvar elves 124.125

Knights 59-70

Krag barbarian 103- 109

Korell werrion 103-105

Lintle plainsmen 105-106; pluinswoman 111-112
[dsten wpon 12-13

Lomnd icon 35

Lo shot icon 33

M

Magic 28, 44, 64 71-T70; cosning spells T1-74; icon 30, 31, &4; leaming
spells 745 mugrical orders 74-75: modifying spells 75, sernll
ieon Té; selecting spells 75-76

Maps, cambat 27-30; tewn T, 15, 22 wildemess 23, 24, 25, 27

Medals T3

Melod elves 125-126

Mirror icon 8, 16

Missile weapons 28, 64

Monsiers 24.25, 65

Mouth icon 13, 45

Maove icon 2829

Movement, combat 2830 town 15; wilderness 72-24

Mywone dwarves, Jevie 119120 orchane 1183 rrgunnd F16-117]
tunneler 115116

hY

Nodeon |7

None ieon, attack 32; defamse 34
Mutrition B, 2520, 4%

4]

Ogres B1.52

Olanthan hunter 106-107: huntress 113

Optians, character 1; eredits 1; dedicativn 12 forward 1: Install new
region ) play the game 2, &, ron the (o 2

P

Pack teon 10, 11
Pensanis 66
Pick up feon 36-37
Panic 1con 34, 37, 40
Pildar 88-89, 90-91
Pirates B6-87; Hronl02-103
lggillc rogue 104-109
miary slats 52.36: charisma 55, foresight 55 he 4 i
338 QI chrths 25 54;E§Ecnalh -{gllh 4; intelligence
Profle, charpeter -9
Punch icon 33
Purting down icon 36-37
Pyar elves 126-127

(J
Questing 76-77: medals 77
Quickness 53

R

Races 2, 64, 94128

Ranged weapans 28, 64

Rations 25- 26

Ready icon 11, 35, 36

Regions 1, 77

Rest icon 14, 21.22, 4647 healing 46; in ¢combat 37, 38
Road jcon 23.24

Rock ranger, kelden 122

Run fgon 29

5

Sercens, churagter profile 8-9; combat 27.28: equipment 9, 10, 13, 17,
18 item 10, 11

Scrall con 74

Secondary stats 52, 56.57; balance $6; body points $6.57; endurance 36

Sepeallion 87, RU.4U1, 93

Selling 18-19, 42-43; fcan 18-19; frcms 42-43

Sheath jcon 10-11, 35, 36

Skellemoon watchman 108110

Shields 59

Signpost icon 23.24 141

Sire 54



142

5

Skills, incroasing 43-44

Slash fcon 32

Spacebar icen 7, 12

Spells, costing 71-74; learning 74 modifying 75, selecting 75-76;
vicwing 76

Sprint lcon 29

Siquires G8-69

St jvon 34

Syatistics (stats) 3, 48-57; primary $2-56; secondary 52, 56-57

Strength 53

Switch fcon 15-36

T

Table of contents 1

Tegal amazon 114

Thism clves 127

Thinsl fcon 32

Tawns, §-20, 42-47: chatting with townsfolk12-14
Trading items 42-43

Training, arema 70; won 43-44

Treasure 3040

U

Usip elves 127-128

U-turn icon 8, 12, 18, 22,23, 33, 17.3%
WView party icon 8-

Y
Walbars 85—86
Wealk {con 29

Weapans 9, 58-60; utiacks 30-32; backups 05; dropping 11, 36-37,

packing 11 picking up 36-37; readying 33-346
training 43 44, 70

Weaponsmaster 43-44, 70

Weather 25

Wilderness 21-26, 27

v
Yesicon 17, 37-18

Z
Zoom icon 29
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WARRANTY

ORIGIN, Inc, LIMITED 90 DAY WARRANTY. ORIGIN warrants to the
original purchaser of this computer software product that the recording
meadium on which the software programs are recorded will be free from
defects in material and workinanship for 90 days from the date of purchase.

Iftherecording medium is found defective within9days of original
purchase, Origin agrees lo replace, free of charge, any such product upon
receipt at its Factory Service Center of the product, postage paid, with proof
ofdate of purchase. Thiswaranky is limited to the recording medium containing
the software program originally provided by Origin. This warranty shall not
be applicable and shall be void if the defect has arisen through abuse,
mistreatment or neglect. Any implied warranties applicable to this product
are limited to the 90-day period described abave. If failure of the software
product, inthe judgment of Origin, resulted from accident, abuse, mistreatment
or neglect, or if the recording medium should fail after the original 90-day
warranty period hasexpired, you may return the software program to Origin,
at the address noted below with a check or money order for $5.00 (U5
currency), which includes postage and handling, and Origin will mail a
replacement to you, Toreceive a replacement, you should enclose the defective
medium (including the original product label) in protective packaging
accompanicd by: (1) a $5.00 check (2) a brief statement describing the defect,
and (3) your relurn address.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY 15 IN LIEU OF ALL OTHEHR
WARRANTIES, WHETHER ORAL OF WRITTEN, EXPRESS OF IMPLIED, INCLUDING ANY
WARRANT OF MERCHANTABILITY OF FITNESS FOR A PARTICULAR PURPOSE, AND MO
OTHEF, REPRESENTATION OF CLAIMS OF ANY NATLRE SHALL BE BINDING ON OR
QBLIGATEORICIN. M NOEVENT WILL ORICIN BE LIABLE FOR SFECIAL INCTDENTALOR
COMNSEQUENTIAL DAMAGE BEESULTING FROM POSSESSION, USE DR MALFUNCTION OF
THIS FRODUCT, INCLUDING DAMACE TO PROPERTY AND TO THE EXTEMT PERMITTED
BY LAW, DAMAGES FOR PERSOMN AL INJURY, EVEN IFORIGIN HAS BEEMN ADYISED OF THE
POSSIBILITY RPOR SUCH DAMACES SOME STATES DO MOT ALLDW LIMITATIONS 0N
HOW LONG AN IMPLIED WARRANTY LASTS ANDYOR THE EXCLUSION OR LIMIT ATION
OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, 50 THH A BOVE LIMITATICON ANDOR
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY
GIVES YOU SPECTFIC LEGAL RIGHTS, YOU MaAY HAVE OTHER RIGHTS WHICH VARY
FROM STATE TOSTATE
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About the Author. ..

Growing up in
the tree-lined suburb
of Glen Ellyn, 1llinois,
Todd Porter certainly
had the ideal play-
ground 1o test the
limits of his imagina-
Homn Asa child, Todd
enjoyed making up
games to entertain his
friends, using what-
ever he could find Feddjiretell Poctes
around the house or yard for "props.” With four brothers and
two sisters, Todd had plenty of “playtesters” to try out each af
his new games.

After high school, Todd enrolled in Central College, a pre-
ministty private school in Pella, [owa, During this time, Todd
concentrated his studies on Linguistics and History, discovering
an insatiable appetite for the history of medieval England, Soon
came Todd's discovery of the Dungeons and Dragons roleplay-
ing game. The realm of fantasy role-playing gave Todd a
medium for his inventive storytelling skills. “After three years,
| left school and spent all of my money on an Apple computer to
play a really neat game called "Ultima.” Although he had what
seemed to be a strong start on a straightforward path towards
computer gaming, it was actually several vears before any of his
creations would be taken before the public.

In 1981, Todd joined Penguin Software and assisted in the
development of several products. He later relocated to F:an
Marcos, Texas and refined his programming skills as a Com-
puter Research Associate at SouthWest Texas State UI."IWEI‘SIH}',
Todd was a member of the first team to design an inexpensive
laser-disc interactive system for educational purposes. In 1967,
Todd joined ORIGIN as a Computer Game Designer and
completed the development of Knights of Legend, a fanmlsy 1
roleplaying game that he had been working on fm: sm;:&ra ;ean.
The game reflects many of the influences on Todd's life and is
the crowning achievement of his career to date.
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