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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME COMSOLE.

A very smill percantzge of indviduals may experience soileptic saizures when exposed to certan light patterns or flashing lights, Expasure to
certain patterns or dackgrounds on & kelevision screen or while playing video games, including games played on the PlayStztion game con-
sole, may induce an epilaptic seizute in thesa individuate. Certain corditions may induce previousty undetected epileptic symptams even in
persons who have ne histery of prior seizures or epilepsy. It you, or angore in your family, has an epileptic condition, consult your physician
prior o olaying. If you sxperiance any of tha following symptoms while plaving a viceo game — dizziness, alterad vision, eye or muscic twitch-
es5, oss of awareness, disonantatior, any involuntary mavement, or cowvulsions - IMMEDIATELY discontinue use and consult yous physician
befora resuming play

WARNING TO DWHNERS OF PROJECTION TELEVISIDNS:
Lo nat connect vour PlaySlabon game consale 1o & projection TV without first consuliing the user manua! for vour projection TV, unless it Is of
the LCD type, Othenwise, it may permanently damags vour TV saresn.

USE OF UNOFFICIAL PRODUCT:
The use of unofficial produsts and peripherials may damage your PlayStation game corsale and irvalidate your console warranty,

HANDLING YOUR PLAYSTATION DISC:

* This compact disc is intended for use only with the PlayStation game console.
= Do not bard it crushil or submerge it in liguids

« [orat lezve it in direct sunlight o near a radiater o other source af haat,

= Be surz to fake an oocasional rest break during extended play,

» HKeep this ccmpact cisc clzan, Always hold the dise by the edges and keep It inits aratective case whan not In use. Clean the dise with 3
lint-fraa, soft, dry cloth, wiping in straight lines from center to outar cdpe. Never use solvents or abrasive cleansrs,
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History

Today, you are called upon to play a vital role in the future of our universe. Your
heart burns with a fire which darkness cannot quench. For you are the pure af
heart whose destiny is to fight evil. But before you engage in battle, you must
learn about Uma's history and thus come to understand why the threat of garkness
still hangs over the people of this planet.

Thousands of years age a titanic struggle between Life and Death took place and
mankind was on the brink of destruction. The Goddess Kaliba called upon the
Druids who lived in the great forests of Uma to help in this battle. 5he gave unto
them the gift of the Time Orb, which was fashioned from the tears that fell from
her cheeks. With the power of the Time Orb behind them the Druids were able to
bring this war to an end. After the war, the Druids that had survived the battle
against Death decided to break up the Time Orb to prevent it from being used for
evil purposes. And so it was divided into Seven Crystals and entrusted to anony-
mous guardians throughout the land.

A thousand years later one of Kaliba’s monks, Draak, tempted by the power of
Death, left the monastery, and chose a path of darkness. Death soon found a pow-
erful ally in Draak and gave him access to the secrets of necromancy. Using nis
powers of necromancy he was able to resurrect a Dragon Lord and take over his
bady. Now wielding the power of a dragon, he plans on devastating the world, by
capturing its people to allow Death to feed on their souls. Kaliba's monks tried to
talk sense to Draak, but were set asunder by the flames of his dragen’s breath.

To regain the balance of the land of Uma you must embark on a quest marked with
death and destruction. Upon this trek you will learn skills and spelis that will help
you defeat Draak and his minions, thus bringing an end to his dark, demented
dream of total annihilation.



Overview

The aim of DARKSTONE is to complete a number of quests. You must recover the

seven crystals to re-create the Time Orb, which is the only means of being able to

defeat the infamous Draak.

In order to achieve this objective, you have to destroy all your enemies and learn

to survive in hostile regions, and in the depths of dark mazes. But, there is more

than meets the eye. It isn't simply a matter of making your way through these
places, brutally exterminating anything that moves en route.

- Classes and Attributes

\ To play the game you have to choose from one of several characters belonging to
four different classes; Warriors, Wizards, Thieves and Priests.

The class your character belongs to determines their strengths and weaknesses.
For example, the Warrior's main asset is physical strength, whereas the Wizard
relies more on extensive knowledge of magic. Therefore, the Warrior would over-
whelm his opponent best with direct combat, while the Wizard would rather Keep
their distance and cast spelis.

The various attributes that determine a character’s class are integrated into the

" oame by defining, at the start of the game, a set of four characteristics: strength,
vitality, dexterity, and magic, Each of these characteristics is allotted a number of
" points, which varies depending on the class. The higher the number of points

" allotted to the characteristic, the greater the influence this characteristic will

- have on the character's actions,

Thus, the game begins with the members of each class possessing the following
four characteristics: strength, vitality, dexterity, and masgic, which are particular
 to them.

Experience level

Your character also has another very important attribute: experience level. Your
' hero starts the game with very little experience. He or she has been well trained,
but is a complete beginner in the field. 50, your experience level starfs

=



at the lowest level: 1. As your character takes on opponents, and engages in bat-
tie, your experience level will rise. In fact, points accumulate every time vou
endage in combat and, when you have achieved a set amount of points, your expe-
rience level rises. Every time your experience level rises, you are awarded six
level points, You then distribute these points to your character’s characteristics
(Strength, Magic, Dexterity, and Life} so that you can improve vour attributes as
you see fit,

Life, mana, and food

Your character needs to be looked after, and there are three attributes which have
to be closely monitored during the game. These are for the character's life level
(vital energy), Mana level (magic power used for casting spells), and facd level
(physical energy).

Your character's life level is reduced in combat, whenever struck by an enemy. |If
vour life level reaches zero, your character will die.

Your Mana level determines how many spells you can cast at any given time, and
gvery time you cast a s[gell, your Mana level decreases, depending on how powerfu
the particular spell you're using.

The food level constantly reduces as you play the game, so you must keep feeding
vour character. If your character runs out of faod, your life level will start to
reduce and your character will eventually die. Fortunately, while going through
the mazes, you will be able ta find vital supplies to restore your Character's life,
Mana and food levels. Furthermore, every time you are awarded level points, your
life and Mana levels will be replenished. BT

The Main Menu

o ¢ it

The Main Menu is where you choose to start a new game, load a saved zame, ook
at and change the in-came options, and see the credits. The selection will be done
using the up and down directional buttons. Press the ) button to select the high-
lighted option you want and press the (A)button to cancel a selection. The options
vou have to choose from are |



Begin new quest- After enrolling a hero you can begin vour adventure by select-
ing this option.

Continue guest- This allows you to continue a saved game.

Heroes- To set up a new game or enroll more heroes you must select this option.

Save- You can save the characters you have created by choosing this option. you
may also save your guests in the middle of a game by pressing start and choosing
the save option, Darkstone takes up &6 memory blocks,

Load- Allows you to load a previously saved game. after loading is complete
choose continue quest,

Configuration- Change the controtler configurations and adjust the sound from
here.

credits- View the list of people who help make this game.
other options include;
Delete Character- Allows you to delete an enrolled character,

E[l':irniﬁs Character- This removes a character and their guest from a saved game
slot.

New Game

in order to start a new game you must first recruit a hero using the Recruit Heroes
selection. You will have vour choice from 8 different characters on the Character
Selection screen. Using the left and right directional buttons, scroll through the
characters until your choice is highlighted, and than push the ) Butten to confirm
your selection. Pressing the (&) Button will cancel and take you back to the main
ment,

You will then be able to enter the name of your character by using the directional
buttons to highlight the desired letters and then pressing the &) Button to confirm
your selection. After entering your name vou will be brought to the Enrotl
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Character screen. If you are sure that you would Like to enroll the character press
the (button. Don’t worry, if you later decide that you would like to get rid of
this hero you can do so by using the Drop Renegade feature. You are allowed to
anrotl up to 9 heroes.

After enrolling your hero you will be broucght back to the Main Menu. To start yvour
adventure highlight the Begin New Quest option and press the &) button. You will
then proceed to the Difficulty Select Screen. For beginners without any saved
characters vou will be defaulted to the Novice selection. I you have saved charac-
ters you may begin new adventures with them (retaining the experience levels and
attributes from their saved quest) and choose which difficulty you would like to
play at depending on your character’s experience level.

After selecting the Difficulty level, you will choose which game slot yvou would like
to play in. You are allowed to save up to two guests at a time. After this you will
start at the entrance of the town ready to begin vour guest to rid the land of
Draak.

What's next?

After selecting and enrolling your character, you will begin the game in The Town,
a safe, populated area, harbaring no enemies. You will meet various people in the
town whao will help you in your guest to find the seven crystals. You can buy and
sell weapons and armor, as well as magic spell books, scrolls, polions and food.
You will have to be quite crafty in managing and spending your money to ensure
that you are fully prepared for the lands outside of the town. MNow lets 8o into
more detail about the different townspeople whom you can trade with.

Town Traders

Madame Irma

Madame lrma offers her medical services free of charge, healing your wounds and
detoxifyineg you when you have been poisoned. She can also identify magic objects
as well as remove spells from objects, but these tasks she will anly perform for a
price,

Perry the Publican :
The publican can provide you with food that will feed your starving hero. You may
also sell artifacts that you have procured throughout your travels,




‘Gunther the Blacksmith

‘Gunther the Blacksmith can provide you with any equipment you need. At his
‘premises you can buy, sell, upgrade, or repair every type of weapon, armor,
‘helmet, and shields you come acrass during the game. As you progress through the
game, and your experience and attributes increase, the type of weapons on offer
will become more powerful and expensive. If an item 15 in RED, this means that it
is unavailable to you at that moment, You will need to have a higher characteris-
tic, (Strensth, Dexterity, etc,) before you can access the weapon, or you may need
more gold. An accompanying text will alert you to which characteristic is not high
enough for the particular item in question.

Master Dalsin

‘Master Dalsin takes sheer delight in teaching you, for a fee, certain skills which
‘Imay prove to be very useful later on ia the game, e.8. Medicine, Repairs,
dentification, etc. Each character has access to different skills.

‘Master Elmeric

Master Elmeric can provide you with all the spell books and scrolls available in the
game, as well as various magic objects. He has something for every size of purse.
4e can also recharge magic weapons for a few gold pieces. [f you have any magic
spetl books or scrolls Eﬂu no longer require, you can sell them to him. Again, if a

spell book is in red, then you do not have a high enough characteristic reguired to

‘Use that item.

The Townsfolk

There are many other people in the town with whom vou can converse with,
‘Some of them will offer helpful clues for solving the various quests that you will
encounter along your travels.

Sabastian

Sabastian 15 an ancient wizard who will appear from time to time and instruct you
to seek him out once you have relrieved all seven Crystals. He will then use his
powers to fuse the Crystals together and reconstruct the Time Orb, the only
weapon that can defeat Draak.

Exploring

Once you have been around the town, and have stocked up on all the necessary
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equipment, you will be ready to engage in battle. To teave the town and enter thi
land of Ardyl, exit the town, walk into the gap in the woods and press the (X button
This will load the land of Ardyl, When you enter the land of Ardyl, you should
explore and discover the entrances to various shady places {dungeons, holes in the
cround, etc.). It s in this tand that yvou will find the entrance to the first dun-
gean,

You should speak to any local pec;ple who you find in this land, as they may tell vo
important clues. You will know if it's safe to talk to them, as they will have a blue
hightight around them, and you will not be able to attack them.

You will come across various monsters in this land, and as such you will find that
this 15 a good place to gain experience in combat, and collect money, weapons, an
Eqmme'nL cefore you “enter the dungeocns,

Be on the lookout for small gaps in the forests... some of these will lead you to
other lands to explore. Try going into a gap and pressing the &) button, Be
warned. Do not go here unless you have gained enough experience. These lands
are very dangerous.

Controlling the Character

You can control your character using the directional buttons or the [eft analog
stick. Use the directional buttons if vou want your character to walk, and use the
left analog stick if vou want your character to run.

In the lower left hand corner of the screen is a picture of your character’s face
within the Character Status icon. Directly below this, you will see your character
Life Bar.

Life bar (red): This bar indicates your character’s currenf life level, If the bar dis
plays 0, your character will die.

For combat, each time you press the (0 button you will fight the enemy using your
hands or a weapon, if equipped with ane. According to the direction and the dis-
tance of your {:haracter they will automatically target the closest enemy.

On either side of your character’s face, the display shows two items, which are
stored in their belt (Belt 1 and Belt 2). These items are readily available to the
character by using the L2 and RZ buttons.



You can determine which items or scrolls you would like to place here in the
Character Inventary screen. Simply choose an item or scroll and select which but-
ton you would like to attribute it to, from the options provided. See further
details on how to use the Character Inventory screef.

To the right of vour character’s face, the display shows two spells or skills that can
be accessed quickly by using the L1 and R1 buttons. To set up the guick spells or
skills, go to the Character Inventory screen and choose which ones you want. The
spells (circle) or skills (triangle) you select will be displayed on the lower left hand
corner, to the right of your characters face, and above your Mana bar.

Mana bar (blue): This bar indicates your character'’s current ‘Mana level. If the
bar disptays 0, vour character will not be able to use his or her magic powers.

.

=

ISR

On the bottom right hand corner of the screen you will see the Interaction Menu.
This alerts the player to objects on the ground (which can be picked up), as well as
approaching enemies and townspeople. The @) button is used to pick up items on
the eround, open chests, and engage in conversation with the townspeople {(once
the Interaction menu recognizes them). : AR

POV .. |
in the upper left hand corner a display will appear to inform you of the condition
of your weapons or armor.  This alert screen will only appear when one or more of
your weapons and/or armor s in danger of breaking or wearing out.

Controlling the Camera

You can control the camera a full 360 degrees around the character using the Right

13
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Analog Stick. You may also Zoom in or out by moving the Right Analog Stick up
(zoom in) or down (zoom out). You may alsc change to three different camera
angles by plezﬂmg the @i}uttnﬂ while in play.

Character Inventory 5creen

The inventory screen will be displayed when
you press the (@) button. The game will be
paused until yol exit back out into game-
play. From here you have full access to all
of the thner workings of your character,
Along the left hand side of the inventory is
the Characteristics window. This displays
the current status of your hero.

Characteristics window

- Experience level: This along with AGE will give you a general idea of how far
into the eame the player is. The levels/years increase as you progress.

Gald: During your adventure yvou will find gold in chests, or at the feet of
defeated enemies. This is the currency used by vour character and the traders.

« Victories: This indicates the number of enemies killed in battle.

« Experience bar: This represents your characters experience level. Your
character accumulates points every time he engages in com bat. The
experience bar indicates where your points total stands. When the bar is
completely filled you will be alerted by an "XP" flashing on the Character
Status icon, and you will move up an experience level, and be awarded
experience points which you can distribute amongst your attributes.

= Strength: This represents your character’s physical strength. As you increase
its value your character will be able to inflict greater damage on your enemies.
You will also be able to wear heavier armor and use heavier and more powerful weapons.

« Magic: This represents your ability to manipulate nature's energy. As you
increase its value you will improve your ability to stock up Mana.

an e enemy‘, anr:i his agility in dﬂdgmg enemy blows. This influences 1.rr:=nur ::hartce



of hitting the enemy and the amount of damage inflicted.

« Vitality: This represents your character's life level. The higher the value, the
tougher your hero is.

« Life {Red): The first figure indicates your character’s life level, the second,
total level of his or her life bar. This level increases when XP points are added
to vitality.

» Mana (Blue): The first figure indicates your character's Mana level, the second,
total level of his or her Mana bar. This level increases when XP points are
added to magic.

"+ Food: This indicates the amount of food energy that your character has left.
If your character uses up a lot of energy running or fighting, the level drops

much quicker than usual. Your character replenishes his stacks by using food in
the inventory.

Equipment window

Armor Class (AC); This indicates how well equipped your character is with
items of protection {armor, shield, ete.). The higher the armor class, the better
nrotected your character 15 against attacks.

» Hit %: This indicates the chance your character has of hitting an opponent.

'+ Damage: These are the points your character receives for inflicting an injury on
an opponent, determined by the type of weapons used and when he or she hits
the enemy. As a result, the latters points total will decrease by the same amount,

Magic resistance: This indicates your character's rosistance to attacks based on
pure magic.

certain attacks.

| » Poison resistance: This indicates your characters resistance to poisen (Note:
| You can find and use objects that will increase your character's resistance to
magic, firec & paison},

1l



16

Description box

This box in the Character Inventory Screen shows the player what the status is

of each item they highlight. It will tell them the level of protection or durability
for armor or the strength needed to wield a sword. This area will come in handy
later on in the game when you have several items to choose, from and you want to
know which one is the best.

The use of the bag

You can select any item using the dnectmnal. buttons, and pressing the X) button
to highlight it. Once highlighted you will be given certain options to choose from,
depending on the item. From here you can equip and un-equip weapons, armaor,
helmets, shields, rings, and amulets. You can use, read, or ¢give items away. You
may also drop a selected item if vou feel you do not need it, or you want to make
room for items that you will eventually pick up along the way. There is a limited
amount of items your hero can carry. When yvour bag is full and you try to pick up
another ftem your character will simply drop it. You can scroll through your bag’s
contents by using the directional buttons. You can also use some of the items here
for immediate use after coming back into the game, or setting them up for future
quick use under the LZ and RZ buttons.

The use of spell book

If you select the book in the nwentﬂr}r Mment you wail display the spell book in the
Description Box. Now, the window displays all the spells available for the player.
You can select the speii using the left and right directional buttons. The spells are
grouped by what we call a "Circle of Spells,” which is in fact some group of spells
available to a cast of characters. The characters will have additional circles of
spells available. The plaver can change the circle (that is it they have learned



enough spells} by using the L1 and R1 buttons. This will bring about a new circle
displaying eight new spells.

Like in the bag, you can choaose to use the spell (immediately after coming back in
the game), or equip it (attribute to L1 and R1 buttons).

The use of skills

If you select the skill box, you will display all the skills available to you. You can
learn skitts from Master Dalsin in town, for a price of course, Each class of hero

has a different set of skills that adhere to their character traits. Some skills are
hidden. Once vour character has acquired them you don't have to actively apply

them as they are controlled automatically. When a skill displayed in the list is hid-

den you cannot select it. Skills do not use up Mana. To use a certain skill you
must first place it on either Fastskillt or Fastskillz. By doing this vou will be able
to instantly use this sktil by pressmg L1 or R1, depending on “which Fastskill you
nlaced it on. :

Game Menu

This screen is accessed by pressing the START butten. From here you will find

additional options for the game.

+ Rest: This icon allows you to rest. If you rest, vou can recover all your life
and Mana paoints. But you should beware; if any of your opponents are about,
you can't fiave a nap. Also, while you are resting you will grow hungry, so be
sure to feed your hero after using this option.

» List of places visited: This icon enables you to access the places visited menu
during the game. Click on the name of the place you want, and vour character
will go straight there. This is ideal for when yvou have gotten lost or moved
away from an arca you want to get back to.

+ Recorded Messages: This icon allows you to display the record of any dialog

1.



your character has had with the characters you have met during the game.
+ Save Game: Access to the load and save menu.
+ Configuration: Access to the audio configuration ment.
= Quit: Exit from this game and return to the main menu.

Map

This is accessed through pressing the SELECT button. It shows an overhead view of
the areas that you have already explored. When in dungeons, unopened doors are
mark RED, and stairs are marked GREEN,

Distributing Experience points

When your character raises levels they are awarded 6 experience or XP points each
time. You are free to increase any of your character’s levels of strength, magic,
dexterity and vitality. To do this you must go to the Character lnventary screen
and press the L1 button. From here you are given the option to add your points to
whichever attribute you like. The screen will inform the player to press L1 for
Strength, L2 for Dexterity, R1 for Magic and RZ for Vitality. You should think care-
fully beforehand about how you would tike your character to develop.

At the start of the game, each class has two of the four basic attributes that are
dominant:

« Strength and Vitality for Warriors

s« Magic and Dexterity for Wizards

» Dexterity and Strength for Thieves

» Vitality and Magic for Priests

Adding points to these dominant attributes will reinforce your character’s strong
paints. |f you would rather try to strengthen their weaknesses, add points to the
other two. It all depends on the strategy you chopse to follow. In any case, all
the attributes have an influence on your character’s other features, and conse-

guently on their performance,

How spells work

The scrolls that you acquire during your adventure will enable you to cast a spell,
just once. They do not use up Mana. To use a scroll in your bag you must first
choose which one you want to use by pressing the button. Then choose which



belt you want to attach it to, Belt 1 or Belt 2. When back in the game, press either

L2 if you attached it to Belt 1 or R2 if you attached it to Belt 2.

You will also come across magic spell books that provide you with the opportunity
to learn spells, and therefore, be able to use them all the time. These spells use
Up Mana and require different levels of knowledge.

When you pick up a spell book and place it in your inventory, if the book is
highlighted in RED then the character does not have a high enough Mana level to
reacd it. The Description Box will display the level required to read the book.
After you read a spell book it automatically goes into your Book of Spells inventory.
Yau should use spells when you feel it is appropriate and as often as vou wish, pro-
viding you have sufficient Mana. 5Spells can also become more powerful, so the
higher the level, the more powerful the spetl is. If you have already learned a spell
and find another spell book for it, reread it (if you have a high enough Mana level)
and your characters spell will raise a level and become more potent. Be warned
though, it will also take more Mana to use.

You can assign spells that you have learned to be used guickly while in gameplay.
To do this you must go into the book of spells and highlight the spell that you want
by pressing the () button. You will then be prompted to cheose between
Fastspell1 and Fastspell2. After setting this up, go back to the game. Once in the
gamme you can use the Fast spell {if you have enough Mana) by pressing L1 or R1.
Tou can do the same for skills.

Equipment, Weapons and Protection

You will find numerous types of weapons and protection (helmets, armor, amulets,
rngs, etc.} during your journey through Uma. You may also buy them in Town pro-
vided that you have enough gold. The Description Box in the Character Inventory
screen Wwill display information about these items {amount of damage inflicted on
the enemy, level of protection, durability, etc.). You can equip or un-equip these
items on this screen by highlighting which one you want with the (& button and
then choosing what option you want (equip, un-equip, drop, etc.).

fou should bear in mind that these objects do not last forever; they eventually
wear out and break. You can repair these items if you have learned the "Repair”
suill, or if you haven't learned that particular skill yet, by bringing it to Gunther
the Blacksmith in town. You can also get him to upgrade these objects’ features,
but this will result in a loss of durability points.
There are weapons for close combat (swords, maces, staffs, etc.), and those for
19
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distance attacks (bows, throwing knives, shuriken, etc.). There are also

various other types of equipment that can be used to gain advantage in combat.

These include:

«Weapons with specific magic powers for: Setting enemies on fire, poisoning
opponents and draining their energy.

«Equipment that changes yvour characters atfributes: ring, amulet, armor, etc.

« Those connected with spells (e.g., invisibility capes...}; These have their own
stock of Mana and use this to cast their associated spell. There is another advan-
tage to this stock of Mana, it is rechargeable by Master Elmeric, or by using the

‘Recharge” skill,

Warning! Some objects are cursed. This means that there will be a nasty surprise
in ‘store for you when you try to use them, instead of helping you they will have a
harmful effect on your character. You should treat any unknown objects with great
caution. Any cursed objects you have will be highlighted in blue. The only way of
getting rid of the curse is to go and see Madame lrma,

Enemies

On vour journey through the land of Uma, you will encounter a whole range of
creatures who will do their utmost to ensure your demise: Long-armed tralls, vam-
pires, mysterious caverns, skeletons, rat men, orcs, goblins, and gorgens. These
are to name but a few, as you will soon discover for yaurself.

You should watch your enemy's behavior closely so as to work out the best strategy
to defeat them. You will notice that some are more inteilicent than others and
will be able to avoid your traps. You will also notice that they are not all affected
in the same way by the same spells and attacks.

Active ltems and Traps

I Darkstone, your path is strewn with all kinds of ambushes, enemies and traps.
As if this wasn't enough, there are additional items within the environment that
affect vour character. Just some of these are listed below, but you can be sure

that the game will have other surprises in stare for you.

Chests and Barrels
These are used to collect abjects and often contain food and gold. But you should
be warned that some of them are booby-trapped and can explode.




Desks
These can be used for hiding scrolls and magic spell books.

Doors

Doors open when you press the & button. They block the enemy’s advance. It is,
therefore, advisable not to open them all at the same time, otherwise you may be
quickly overrun. Some enemies can open docrs so watch out!

Levers

Levers are used to open blocked doors. To pull a lever, use the @ button. If there
are several levers, you may have to pull on them several times to find the right
combination.

Blue fountains
Blue colored fountains fill up your Mana stock, completely free of charge. To
replenish your Mana at a Blue fountain simply walk up to it and press the & button.

Red fountains
Red colored fountains boost your lite level by restoring life points. To use it press
the (0 button when you are next to it.

Paving slabs/trap-doors
Paving slabs and trap doors are activated by walking over them, or by placing an
object over them. They can open doors, but may also be booby-trapped.

Teleporters
Teleporters are paving slabs that transport you to another place.

Puddlas of acid
Yfou should avoid walking through any puddles of green acid that you may
encatnter, as you will lose life points in doing so.

Spikes
Your may come across booby-traps in the form of spikes that move in and out of the
ground. You have to pass at the right moment to avoid getting impaled on them.
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The Heroes of Uma

The Warrior - Built for adventure, the warrior is truly powerful. His build
means that he is a strong character, able to handle any weapen in direct combat.

The Amazon - Coming from an all female community, the Amazon loves showing her domi-

nance over men. To be able to do this she is trained in different fighting technigues, which
has made her a fearsome warrior.

The Wizard - Obsessed with knowledge and power, the Wizard devotes his life to the study and
mastery of the magic arts. A mediocre fighter, he is mainly revered for the potency of his

spells,

The Sorceress - Revered for her magic powers, the sorceress is a mysterious and dangerous
character. She draws her energy from nature and travels the lands in search of ingrecients for
her spells.

The Assassin - Introduced to assassination techniques, and camouflage by the guilds of bandits,
the Assassin is a character without qualms or morals, and is effective in combat situations.

The Thief - Attracted by riches, the Thief uses her agility to get what she is afler. Her superi-
or dexterity enables her to throw weapons with ease. She is also an excellent archer.

The Monk - Trained in the temples dedicated to their Gods, Monks learn the art of warfare and
inherit the ability to cast spells from their Gods.

The Priestess - The Pricstess fights in the name of her God and finds the necessary spirit and
strength to do so purely through her faith. For this reason she has a balanced knowtedge of
combat and magic.

Spells and their effects

Absorption - Absorbs the enemy’s vital energy during combat, The player can pick up life
points using this.

Antidote - Is used to heal characters when they have been poisoned.

Berseetrk - increases the character’s armor class, speed of attack, and chance of



gaining a hit during a certain period of time. You can also win life points.

Magic bomb - Is similar to a mine, and explodes on contact with the opponent, or
when a certain period of time has elapsed.

Fire Ball - Launches fireballs.

Confusion - Plunges an enemy into total confusion, making him go and attack his
comrades.

Detection - Helps detect magic objects, which are then highlighted in blue.

Death Dome - Creates a protection dome around a character. Anyone who tries to
break through it will be injured.

spark - Throws sparks at a target,
Healing - Provides healing for yvour character,
faste - Allows you to move faster.

invisibility - Makes a character invisible to everyone, but he may be given away by
his footsteps.

lnvocation - Invokes a fire golem, which attacks your enemies.
Slowness - Slows down your enemy target’s speed of movement and combat.

Light - Creates a luminous aura around your character. Its power depends on your
characters experience level.

Magic Missile - Launches magic projectiles.

Wall of Fire - Creates a wall of fire

Food - Provides your character with food

Forgetfulness - Causes you to temporarily forget spells for monsters and erases the

enemy player’s pre-selected spetlls.. 73
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Fear - Causes panic amidst the enemy lines.

Poison Cloud - Produces a green cloud, which poisons anyone who approaches it,

Stone - Turns the target creature to stone.

Magic Boor - Creates a door that allows your character to go back and forth
between the dungeon and town.

Reflection - Rebounds any spells cast or projectiles thrown at you onto your aggressor.

Ray of Agony - Casts a light that emanates from the character and causes damage
to any enemy nearby.

Flame Thrower - Launches huge tlames at enemy targets.

Telekinesis - Can be used to open chests, pick up obiects and pull levers from a
distance.

Teleportation - Allows your character to move instantly to anywhere he chooses.
Please note that some places are not accessible via teleportation,

Storm - Pushes back any enemy at close range to the thrower. Any enemy
touiching a wall gets damage points against him.

Thunder - Throws lightning bolts at the enemy.
Mutation - Turns the enemy target into a chicken.

Might Vision - Allows vou to see the enemy better in dark areas.

Skills
Learning - Ability to gquickly increase your characler’s experience,

Trade - Ability to bareain over the price you want to buy or sell an item at,



Cammunion - Ability to recover Mana stocks more guickly.

Master of Arms - Ability to increase speed of attack, and chances of a
successful hit.

Perception - Ability to detect traps.

Concentration - Ability to enhance your characters physical attributes temporarily
{strength and dexterity).

Befusing - Ability to undo traps.
Betection - Ability to detect magic objects.
Farester - Ability to find food.

[dentification - Ability to identify all unknown objects,

Lycanthropy - Ability te change your character into a werewolf,

Medicine - Ability to heal others.

Meditation - Ability to temporarily increase your Mana points.

Urientation - Ability to display the entire map for the regions and dungeons for a
given period of time.

Prayer - Ability to increase your character’s armor class.
Recharging - Ability to recharge the magic objects you have.
Repair - Ability to repair the weapons you have.

Silence - Ability of your character to move around without being noticed by his
Qpponents.

Theft - Ability to rob the characters you meet.
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