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Installation

Installing the programs from the CD

ThisCD containsaMaster Installer program that provides an easy and convenient way to
install the programsonthe CD. Follow theseinstructionsto usethe M aster Installer.

1) Inserttheprogram CD intothe CD-ROM drive.

2) FromtheWindowsProgram Manager, click onceinthe Filemenu option to display
the Filemenu and select Run.

3) IntheRundiaogbox, typeD:\INSTLL.EXE (notethespelling, no“A"), and press
Enter. If your CD-ROM driveletter isnot D, substitute accordingly.

4) TheMaster Installer main screenisdisplayed and you are presented with alist of
productsto choose from. Make your selectionsfrom thelist and click on Install to
continue. Master Installer will launch theindividual installersfor each of the products
selected, and returnto the M aster Installer screen. Follow the on-screen instructions
to completetheinstallation for each program. Please note that someinstallations
may restart your Windows session. If you encounter problemsinstalling several
programsat once, quit the Master Installer program, and restart it. Install oneprogram
at atime.

TheOn-LineUser’'sGuide

Documentation for these products have been provided in an on-lineformat, along with a
Viewer utility. Toview themanual, you must first install the VViewer program from the CD.
Todothis, follow theinstructionsin the above section. Thelast option showninthe Master
Ingtdler list box instalsthe Viewer programto your hard drive. Pleasenotethat thisinstallation
restartsyour Windows session.

After theinstallation iscomplete, runthe Viewer program and from the Open File Dialog
box, select thefilecalled M ANUAL .PDF whichislocatedintheM ANUAL Sdirectory of
the program CD (e.g. D:\M ANUAL S\MANUAL .PDF). TheViewer also containsafull
and comprehensive help system to assist you in learning how to use the documentation.

I magination Networ k

Welcometo ImagiNation™, the premier interactive on-line entertainment service. With
your purchase of thisPlatinumtitle, you are entitled to five free hoursof fun, fantasy and
friendshipinour exciting gaming environment. For installation, perform steps 1 to 3 above,
and select the Imagination Network option. For more information, please contact the
ImagiNation™ Network at 1-800-IMAGIN-1.

Realms of Arkania - 1



SoftKey International Inc.

Blade of Destiny

Installation

For the Installation, pleaserefer to the section Installing the program fromthe CD at the
start of thismanual.

For DOS Users

1) InserttheCD intothe CD-ROM drive.

2) Atthe DOS prompt type D:\install.exe (where D isthe letter of your CD-ROM
drive).

3) Follow thescreeninstructionsto completetheinstallation of the program.

4) Toruntheprogram dothefollowing:
¢ AttheDOS prompt type C:\, where C istheletter of the driveto which the

program wasinstalled, and then pressENTER.

e  Type CD\BLADE and then type BL ADE to execute the program.

Systems Requirememts

e 386SX/16MHzor better

¢ 640K RAM

¢  CD-ROM Drive

¢ MSDOS5.00r later

. Mouse

« VGA

e Sound Blaster or Compatible
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I ntroduction

Geography of Arkania

Theregion of Arkaniaisone of the smaller lands of Ethra, aprimitiveworld, and aland
which most Arkanians suppose to be flat. Although in the past years the hypothesis
arose that Ethra was a sphere, none ever managed to proveit. Even today, no Arkanian
has succeeded in crossing the world.

To the east, the Arkanian continent islimited by the “Iron Sword,” an almost invincible
mountain range that rises to more than 30,000 feet. To the west is the “Sea of Seven
Winds,” atreacherous ocean unnavigable by Arkania’ smeager flotilla. Beyond thislies
alegendary continent, the “Golden Land.” Whether the world ends with the Golden
Land is beyond the knowledge of Arkaniageographers.

To the north of Arkania—provided it is not covered in ice—are both deep wood, and
long, treeless plains. Settlements are rarely found here, but those that do remain belong
to the Nivese, groups of steppe nomads, following the trail of the huge Karen herds
through its plains.

To the northwest, there is Orcland, highlands enclosed by many mountain range and
aptly littered with numerous Orc tribes. Relentlessly, the multiple tribe engage one
another in bloody feuds for hunting grounds, pasturages or servant.

Sporadically, thetribeswill join together, and, as one massive unit, they will force their
way south. And so it is again ... as these lines are written, the people of Arkania are
witness to another Orcish raid, one of the most horrible in recorded history. The dark-
furred hordes, full of blood-lust, have left unspeakable devastation in their wake. But
what’s more, they have reached the gates of the imperia city, Gareth.

Tothefar west of Orcland is Thorwall the empire of arace of pugnacious and rapacious
seafarers. With their light, single-masted ships, locally referred to as “ottas,” the
Thorwalians travel the coasts of Arkaniain search of new goods and traders. Finding
small, unfortified harbors, the Thorwalians are quick to raid, yet the red-haired giants
will attempt trading should they meet with any resistance from the harbor’ s citizens.

Beyond Arkania s northeastern comer is Borland, a densely wooded area which, like
Arkania’ seastern side, ends abruptly whereit meetsthe Iron Sword M ountains. Borland
is well-known for its harsh winters and poor, but hard-working, farming communities
who makelife sorrowlessfor their barons, countsand princes. Festum, theland’ scapital
and residence of the noble’s marshal, is known to be one of the most gorgeous and
pleasuring harbor townsin all Arkania.

South of Borland's forests are the Red and Black Sickle Mountains. Though not as
treacherous or steep as the Iron Sword, the mountains are infested with goblins and
rarely traveled. Between thetwo rangesisthe Middle Reich, azone of moderate climate.
Many settlements and clearings dot its hills and a smattering of roads connect the
communitiesto one another. Gareth, Arkania' slargest town with approximately 120,000
citizens, is Middle Reich’s capital, and serves as the nerve center of the area. On the
outskirts of the Middle Reich, dense forests grow and meet with those of the Sickle
Mountains. According to the dwellers, Dwarves inhabit these woods, making travel
through their realm foolish at best.
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An island province of the Middle Reich, Maraskan, lies to the east of the Arkanian
continent in the Sea of Pearlsand isrich with mountainous, wooded beauty. Itisnormally
aquiet land where conflict seldom occurs. Therest of Arkania often makes jokes about
the status of suppliesin this area, knowing full well that nothing much elseisworth the
words. Its people, secreted and of their own, are now seeking independence from the
powers of the Middle Reich. Their goal of freedom, some say, is not so far off.

South of the Middle Reich lies the desert Khom, home of the Novadis, a proud race of
desert nomads. The desert is met by the Etem and High Etern Mountains to its west,
slopeswhich shield the Khom from therain cloudsthat drift west with the windstoward
the“Lovely Field.”

A rich and fertileland, Lovely Field is bright with the seasons’ blooms, and is home to
numerous Arkanian residents, most of which live in Vinsault, the capital city. Other
townsin Lovely Field, including Grangor, Kuslik, Belhankaand Silas, are said to bethe
most fertile landsin all of Arkania. Naturally, most of Lovely Field' sresidentsfarm by
trade, and their settlementsflourish with an abundance off good and grains. Most of the
villagesin Lovely Field are well fortified to protect their bounty from the endlessraids
drawn by its wealth. From its eastern side, the Novadi tribes attack the province again
and again, while the coasts are plagued by the Thorwalian ottas.

Southwest of the Etern Mountains, Arkania stropical areabegins. The land is marked
by the high peaks of the Rain Mountains, whose tips jut above the dense jungle.
Aborigines and settlers from northern Arkania populate the area, but remain apart as
much aspossible. Generally, only trading bringsthem together. The Arkanian settlements
decorate the shoreline and support flourishing trade. On the other hand, the aborigines,
called “Moha, “ live deep within the jungle in small villages secured on stilts high
abovethejungle’ ssometimesdangerousfloor. They are expertsin herbs, poisons, tinctures
and animal preparations, and are sought after by alchemists throughout Arkania.

In the southern territories of Arkania, slavery is wide spread. In many houses, it is
impressive to have area “Woodsman” as a servant or maid. Al’ Anfa, the city state at
the southern end of the east coast, isthe center of slavery commerce and long ago earned
the nickname “Town of Red Gold.” It has, however, drawn another name, “Plague Spot
of the South,” from those opposed to slavery. The most prominent adversary of Al’ Anfa
and itspoliciesisthe small kingdom of Trahelia. Located on the south coast of Arkania,
Traheliarecently fought for and was granted its independence from the Middle Reich.

The southwestern point of the Arkanian continent leadsto an archipelago whose largest
islands, Token, lltoken and Benbukkula, are highly respected as suppliers of various
spices.

Arkaniaitself measuresup to 3,000 milesfromitsvery northto thejunglesat itssouthern
tip - not avery long distance for acontinent it may seem, but it would take an Arkanian
at least three months of constant traveling to crossit. Only avery few men and women
would relish the idea of such adaring journey ... traversing wide areas without hope of
seeing another human face for months on end, crossing hostile lands overrun by Orcs
and Ogres, surviving theimminent danger of such encounters, perhaps only to fall prey
to simple, wild animals.

Itisinto thisworld that your party arrives.
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Politicsand History

A democratic state is no climate for dragons, orcs and goblins to thrive. Instead, there
arerulers, people who wear crowns and are called princes, emperors, queens, kingsand
counts. The most common type of government in Arkania is monarchy, but Arkanian
rulers are by no means comparable to Kings from fairy tales who do little but stroke
their beards and fear for the destiny of their disappeared daughters.

The state of Arkania is much like Earth’s early renaissance period. just as rulers on
Earth behaved during thistime, so too do the monarchs of Arkania; they use any means
and methods offered ... diplomacy, corruption, war and intrigue. Still, the well-being of
their people and their empire reigns above al, and nearly all are divinely honored by
their citizens.

Among the states and their monarchs, however, Middle Reich and Lovely Fielare are
considered the most important. Both are now reigned by a single empress,

Amenelll, who haslessthan ayear’s experiencein the monarchy, the original emperor
of Middle Reich, Hal 1, disappeared under mysterious circumstances a short time ago,
and Amene |11 assumed hisrule. Both states are organized in aclassic feudal system.

As your characters enter into this political system, their position in society depends
upon their origins. A noble warrior or knight will likely hold the honor of his or her
emperor highly. A rogue raised in the gutters of Gareth, on the other hand, be more
interested in collecting ducats than respect. A magician might wish to serve Arkanian
sciences, while an ernstwhile elf may leave home early to explore hisworld. A social
career is open to any of these individuals; each will recognized for their deedsin time,
and emperors might grant them a reward, medal, knighthood or even a small barony.

Mythology

Mythology of thegods

No matter how mighty some Arkanian monarchs are, they are not the real guides of
history, the world or the people. A multitude of gods hold this power. The deities draw
their might from the faith of those who worship them, but are simple visions or created
images. They are, rather, very real and powerful creatures who present themselves to
their believers, perform miracles and intervene in the events of the world. The most
accepted belief in Arkaniaisin the Twelve Divines. They are:

Praios Sun, Might and Rule
Effered Rain, Sea and Voyage
Boron Sleep and Death

Firun Hunting and Winter

Phex Trade and Band of Thieves
Ingerimm Fire, Skill of Iron Work
Rondra War, Lightning and Thunder
Travia Hospitality and Marriage
Hesinde Arts, Science and Magic
Tsa Renewal and Youth
Peraine Seeding and Healing
Rahja Love, Ecstasy and Wine
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These gods are worshipped in Borland, Middle Reich, Lovely Field and many other
regions of the continent. Even the months of the Arkanian calender named after them.
Of the other gods, there is Rastullah, worshipped by the dessert people, Novadi, and the
Divine Twins, Rur and Gror, worshipped by the citizens of Maraskan.

Between all these gods, which are complemented by an assortment of demi-gods, there
is occasionally a dispute or serious fight, but all have one common enemy —The God
Without aName. Even this one, epitome of evil and depravity that he maybe, has lured
anumber of worshippersin Arkania, bribing them with riches and power other gods do
not willingly give.

Temples are found in nearly every Arkanian village, and offer your character respite
from his or her adventure. Your characters will develop a following for one god or
another, and will be guided in the god’' s way. However, gods, virtuous as they are, will
not turn away those who worship any one of the Twelve.

Gerbod’sDiary

Gerbod of Harben—Diary Excer pts

Arrived herelate yesterday evening aboard the Storm Swallow, apparently the last ship
going to Thorwal before winter. The harbor was full of vessels from all comers of the
world, but the most common were the dragon ships (or ottas, asthey appear to be called
around here). Many of them seemed to originate in Thorwal, Prem and Olport judging
by some of the flags they were flying.

It didn’t take long to find that the inns were full up to the last bale of straw so | took
shelter in the Temple of Travia, obviously a place of worship to the Arkanian deity of
the same name. A house to our Mistress Rondrawould have been more to my liking, not
that | could find fault with the hospitality of the people here. The temple wasn’t the
most spacious, so | did what | could to stash my few belongingsin acorner. Not having
an abundance of gear, just my trusty sword and afew writing implements, it didn’t take
long before | was comfortably wrapped in blankets.

A group of adventurerssoon arrived and settled themsel ves down very near to my corner.
They seemed a remarkable sort of group whose minds were not on continuous prayer,
judging by the conversations| could overhear. Asif sensing my interest, they werekind
enough to invite me over to join into their conversation.

Delo, ayoung mage from Andergast, seemed to have just finished his studies. Swanja,
asailor maid from Prem seems to possess enormous strength; in the course of her story
telling, she easily hefted up an axe that my fighting instructor Alrik would have been
hard pressed to lift! Gurbosch, Son of Gradobar of the Little People, left his spot only
long enough to refill his tankard with stout from a seemingly endless supply in his
backpacks. He constantly hummed abawdy miner’ stune, stopping only when histankard
met hislips. Rhenaya, obviously another magician of somekind, spent much of her time
sorting her little bags of aromatic fresh herbs. Finally there was Erinnila, an elf woman
of such unreal beauty that | could hardly believe my eyes. Through not much for words,
she occasionally responded to Gurbosch’s incessant humming with little more than an
upturned eyebrow.

It didn’t take long to learn that they too were strangers, and so it seemed natural that we
explore the town together tomorrow.
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Thorwal, 24th day of Travia

The night of talking didn’t stop us from leaving the temple at dawn. A tremendous
crowd was gathered in the square just outside the temple in spite of the early morning
hour. Seemsthat adaily market isheld hereand it’ squite possiblethat the early attendees
hoped to beat out the latecomers to the most choice items that the merchants had on
display. Therewas at |east one stall for every type of merchant that you can imagine but
itissaid that the quality of the merchandise varies enormously from one day to the next.
At least there is a market here daily though, even in winter, since in some of the
settlements further into the wilderness it may be weeks between visits from atraveling
merchant.

Erinnilafound a marvelous lute and we each chipped in afew silver crowns toward its
purchase. We figured that she would earn it back from her first performance in one of
thelocal taverns. It was quite an experience to watch Gurbosch do his part to haggle the
merchant down. | suspect that the merchant was so dazzled heisonly now realizing that
he was paid a third of the asking price.

Feeling quite triumphant with our successin the market, weleft to explore the streets of
Thorwal. We found an abundance of outfitters, arms merchants and herbalists not to
mention a number of healers and smiths as well. There were plenty of temples to the
different Arkanian deities, but | couldn’t find one dedicated to our Mistress Rondra. |
made due at Swafnir’s hall to give thanks for our rewarding journey.

Thorwal, 25th day of Travia

A freak accident marred our explorations today. Rhenaya was debating with a herb
merchant about the quality of his whirlweed when a supply cart came barreling around
the corner with such tremendous speed it almost overturned. Thanks be to Rondra for
her quick reflexes! Rhenayabarely saved herself from the cart’ s wheels by diving head
first into a potter’ s display.Unfortunately, she was left with a number of scratches,
although not nearly as many as suffered by the potter’ s wares.

Her wounds were serious enough to make us search out the services of a healer. We
found Noro Mystico in the “ Strangers Quarter,” located in the western part of Thorwal
where few locals reside. The look of the place did nothing to inspire our trust, but he
seemed to know his trade. To his credit, Rhenaya is already feeling much better. We
have moved our belongings to an inn called the “Hetman Oremo” near the Temple of
Peraine. We decided that we would be more comfortable here even though it’ s somewhat
on the expensive side. But it is clean, and we each have a decent bed to sleep in.
Maybe tomorrow we'll have the chance to let Erinnila try out her lute in one of the
taverns.

Thorwal, 27th day of Travia

We made it into one of the taverns yesterday, and Erinnila proved to be as much a
success as we thought she would be. I’'m thinking of paying avisit of Traviathat healer
myself as my head feels as if someone has been pounding on it with a war hammer.
These Thorwalians can drink like fish, only its not water that they toss back. | met two,
Sir Shaun of Crispy, aregal knight of hiskingdom and Sir lan of Metavira, amerejester
in his. Nonetheless, they travel together bringing unique brews to the taverns where
they stop. They specializein producing something they call “Fire” and “ Premian Brandy,”
both pretty potent brews.
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Swanja was certainly enjoying both of them and she drank the vicious liquid without
even batting an eyelid. | have a hazy recollection of her dragging the rest of us back to
Hetman Oremo. Sir Shaun, meanwhile, spent the night near his horse, and lan the jester
was found outside his room, still sound asleep, just this morn. Swanjawho happened
upon him, said he was mumbling in coherent things about trees and fruit and hisaim
being off. Indeed, Thorwal is a strange town.

Nonetheless, the adventures at the Four Winds|ast night werewell worth thismorning’s
pain. A lot of seafaring folk gather there, and the boatswains and sailorstell many hair-
raising tales. | was quite fascinated by the story of the ghost ship rumored to be sailing
the waters around Arkania.

Thorwal, 28th day of Travia

For some reason | can't get the story of the ghost ship out of my mind. | listened to it
again today, drinking somewhat less Fire in the process, and really believe that it may
be morethan just atall tale. It just doesn’t sound like the tales |’ ve heard in every other
tavern. This story has me really curious, and since I’m beginning to feel the urge to
leave town before winter setsin, | believe I'll go down to the harbor tomorrow and ask
around.

Thorwal, 29th day of Travia

| wasableto find out quitealot today. Thereisacutter leaving for Varnhometomorrow.
WEe'll haveto wait another day, but I’ m sure that the sea, and the ghost ship, will still be
there. Ourbosch was less than thrilled on hearing my plans, but allowed himself to be
convinced by the lure of the treasure that could be waiting for us on that ghost ship. The
harbor master mentioned another ship leaving in three days, but I’ m going to push my
companionsto be ready to leave tomorrow.

At seaaboard the“Waveof Gold,” 2nd day of Boron

So far the journey to Varnhome has proven to be rather uneventful. We've found out a
little bit more about the ghost ship from some of the sailors, but there has been no sign
of theshipitself. They claimit usually sailsfarther west, acrossthe Seven Winds Ocean.
Well, maybe tomorrow we'll see the ship’s sails at last.

Varnhome, 3rd day of Boron

Having reached Varnhome, we look back upon a most disappointing journey. Not only
did we not see the ghost ship, but adding insult to injury, the seawas very rough on the
last leg of the passage. Gtirbosch and Delo spent most of the day leaning on therails.

Talking to the harbor master in Varnhome hasreveal ed that we don’t have any chance of
finding avessel back toThorwal for at least several days. Sincewe haven't really come
across any interesting merchants here, and we' ve pretty much had our fill of tavernsfor
the time being, we' ve decided to tackle the trek back on foot.

Costal Road, 5th day of Boron

We spent most of yesterday outfitting our group with some basic supplies required for
the journey, and wasted no time in leaving the boring town of Varnhome. Just as we
were leaving the last merchant’s shop, he warned us that the Orcs were getting more
and more daring, and have even sent marauding forays out to the coast. We've seen
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none of the blackfurs so far though, but are quite prepared to give them a taste of
Swanja' s axe if they show up.

The marching is proving to be slower than we had anticipated. Our short-legged friend
findsit hard to keep up and Delo just doesn’t seem to have the staminato push on aswe
would like. But the weather isfair and we fully expect to reach Thorwal in a couple of

days.
Costal Road, 6th day of Boron

Wefinished our first battle moments ago! A group of goblinswere harboring adelusion
that they had a chance of defeating us! Welost no timein proving to them the fatal error
of their beliefs!

Their advantage lasted no longer than our first attack as Delo and Erinnilawere quick to
let go with a couple of Lightning bolts, helplessly blinding two of the opponents. The
rest of uslet our swords speak for us! Swanjaand Gurbosch felled their opponentswith
two blows, and while it took me a few more than that to dispose of my attacker, he did
not land a single blow against me.

Rhenaya had a close call when her cudgel broke on her first parry, but when the goblin
noticed Erinnilaand Delo turning in hisdirection, hewas quick to turn tail and run. The
rest of the cowardly filth took flight seconds after that.

Wetook acouple minutesto check out their supplies, but true to form they had nothing
worthwhile. Even the food packs seemed contaminated by their filth. None of us
experienced any injuries during the battle, but as we dragged the bodies off the road,
Swanja received a small wound. We set up camp so that we could attend to the wound
immediately. It's not wise to invite infection. We will continue on our way in the
morning, and do not expect any further attacks this close to Thorwal.

Thorwal, 7th day of Boron

We made it back to town and found sleeping in a comfortable bed quite pleasant after
our days on the road. Before retiring for the night, we were sure to unwind with a night
of carousing at a tavern called the Lost Bit. It was a prosperous evening! We learned
more about the town from the patrons and the tavern keeper than from any others we
have so far met. Tomorrow we'll have a chance to try out the smithsin town as we still
need to find someone to repair Rhenaya's cudgel and Swanja's axe could use some
attention and care. Any decent Thorwalian smith should be ableto take care of it though.

Thorwal, 8th day of Boron

| wasn't surprised to learn that Thorwal offers a warriors’ academy in the southwest
corner of town, but | can’t say that I’'m too excited that it's run by one of the Little
People. Probably all anyone canlearnthereishow to swing an axe! Gurbosch, of course,
is quite taken with visiting a distant relative, a definition which seems to apply to
anyone of the dwarven race, and is offering our services to help him out, asis typical
among this closely knit race.

It turns out that there are some problems at this academy, at least that's what our inn
keeper told us this morning. According to rumor, the faculty and students at the “Old
Ungalf,” the local name for the academy, have noticed some thieving on their grounds.
It seemsthat even though the lower floors are no longer in use and that the entrancesto
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these sections have been bricked up, that somehow aband of brigands must have found
access somewhere in the lower tunnels. We'll find out the true story soon enough.

Thorwal, 9th day of Boron

We visited Master Dramosch at the academy today. Even though access is supposed to
be restricted, the guards at the academy’ s gate are rather lax, and all you need to do is
bark at them like you’re supposed to be there. We found out that not only are their
supplies being spirited out from beneath their noses, but one of their students has been
missing for some days now!

Oddly enough, the academy doesn’t seem to possess nearly enough fighting power,
much less magical abilities, to investigate the crime. Turns out they’re al novices here.

Gurbosch, Delo and Swanj awere very taken with the idea of helping out from the start,
but Erinnilaand Rhenayatook some convincing. The thought of spending several days
crawling around dark cellars doesn’t appear to be to their liking.

Thorwal, 10th day of Boron

We spent the day stocking up on everything we' re going to need to properly explorethe
dungeons of the academy. We went to the supply stores of Mr. Stoerrebrandt-Grassberg
and a dwarven arms merchant known as Grollo Gumbladsson. They are both the best,
and the most expensive, offering the finest selection in town. We made sureto purchase
the best arms we could afford in addition to plenty of torches, ropes and tinderboxes.
We even took care to buy throwing irons, crowbars and shovels, as well as food and
water for several days.

Before hiking down to the dungeons with all our supplies we figured we would spend
this night at the inn to be sure of a good night’s rest. Delo performed some kind of
magical ritual on hiswand the other night, and is still feeling alittle bit tired because of
it. But none of us are complaining about the use of afew soft pillows since who knows
when we will next be able to enjoy a comfortable bed again.

Thorwal, 11th day of Boron

| don’t imagine I'll find much time to write of our experiences as we travel the musty
vaults beneath this castle. | pray to the gods we will survive and to Rondra for our
victory. If we can pass this test, we might be trusted with a truly honorable mission
leading us far into the wilds of the Orcish Lands. On we must go, and we must never
falter. Itistimeto face the darkness. For Rondral For the Hetman! For Master Dramosch!

Beginning Realmsof Arkania

You’'ve just opened the package, installed Realms and are eager to set off on your
adventure. With Realms, it’ sjust afew clicksaway! (For the quickest routeinto Arkania,
seeyour reference card.) In this section, you may read about Realm'’ sdifferent levels of
play to find the one that’ s right for you and that suits your taste in fantasy role playing
games.

TheNoviceand Advanced Game

Beginning Realmsof Arkania, you may choose between aNovice or an Advanced Game.
While both levels allow you to get an adventure full of challenge, each is designed for
your gaming preference:

Realms of Arkania - 10



SoftKey International Inc.

Novice: Thenovicelevel isdesigned for gamerswho want to enjoy the game but
don’'t want to juggle all the statistics that are common to any role playing game.
While playing in Novice mode, your computer handles all values for skills and
magic (including increases). It also highlights the best character for any task
your party isasked to perform. You may changeto Advanced mode any timeyou
restart Realms.

Advanced: Theadvanced level offersyou complete control over your characters
statistics, skills and magic, allowing you to custom tailor your characters. You
will havefull accessto all the statisticsthat role playersloveto collect. Asyour
characters progressthrough the game, you may customizethesefacetseven further.
Whilethis process of finetuning takestime, asdoes any role playing experience,
it allows you to define your charactersto your personal tastes.

Once you select the Novice or Advanced game, you may choose between the Main
Program and the Generation. Since you're new to Realms, select Generation to create
your party. You may also select Main Program to play with a pregenearted party.

How Should you create Your Party?

Some people like to create their own parties. Others prefer to play with ready-made
characters. Whatever your preference, Realms hasit. There are four different methods,
or routes, you may follow to get your party together and off to adventure. Depending on
your Advanced or Novice selection, you'll have certain choices, al of which are detailed
on the next page.

Regardless of which path you taketo get you and your party together, it' srecommended
you check the Review Screen section later in this manual. Here, you can learn about
your characters' statisticslike LP (lifepoints) and AP (astral points) and other important
facets that are important to characters regardless of their generation history.

Mode

Party You Handle Realms Handles

Method #1 Novice & Quick

Novice Pregenerated Fun  Character creation

« Skills(suggestsbest character
to perform action)
* Magic/Skill Increases

To Get There: Select Novice, Main Program and Start.
Method #2 Advanced & Quick

Advanced Pregenerated Skills Character creation

Magic
Fun

To Get There: Select Advanced, Main Program and Start.
Method #3 Novice & Deailed

Novice Created Character Creation « Skills(suggests best
Fun character to perform
action)

« Magic/Skill Increases
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TO GET THERE.- SELECT NOVICE, GENERATION AND CHOOSE
ARCHETYPE (REALMS PLACES ATTRIBUTE VALUES) OR NEW
ATTRIBUTES (YOU PLACE ATTRIBUTE VALUES). CREATE SIX
CHARACTERSUSING APPENDIX A ASA REFERENCE, EXIT GENERATION
AND ADD MEMBER(S) IN TEMPLE..

Method #3 Advanced & Deailed

Advanced Created Character Creation * Number Crunching
Skills
Magic/Skill Increases
Fun
Everything

TO GET THERE: SELECT ADVANCED, GENERATION AND NEW
ATTRIBUTES, AND FOLLOW THE NEXT CHAPTER. IT EXPLAINS THE
ENTIRE PROCESS STEP BY STEP.

Character Generation

Creatingyour Characters

Creating your own charactersisan important part of any fantasy role playing experience.
Nursing them from level onetotsto mighty warriors provides afeeling and a challenge
unlike any other. In Realms, you may create your party in any one of four different ways
and on two different levels. The Advanced Mode allows you full control over each
character’ s statistics while the Novice Mode provides you with the fastest and easiest
way to create a character.

Once you begin Realms, just select Generation to create your own characters. Soon,
you'll see ageneration screen similar to the one below (just click the right mouse button
or press ESC to remove the generation menu for an exact replication). Here, you see al
the attributes that make up each Arkanian woman and man.

Character generation in Realms allows you to control all facets of your character’'s
development. You may definetheir statisticsindividually, placing eachroll strategically
... where you feel it will make adifference. Or, if you prefer the more casual approach,
Realms will do most of it for you. Although Realms' character generation is “open,”
meaning you can select the avail able optionsin almost any order, it'srecommended you
follow the order of the manual, at least for your first time through.

Deciding on an Archetypefor Your Character

Before you begin rolling your characters, it's important to determine what types of
charactersyou hopeto create. Just ason Earth, charactersin Arkaniahavefor professions
and fields of knowledge they follow, learn and perfect. Everything from a character’s
strength to his or her skillsisinfluencedby their profession. A character’s profession is
known ashisor her Archetype. In Realms, your characters may pursue any one of twelve
Archetypes (detailed in appendix A);
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Archetypes: Dwarf/Dwarvess- Rogue/She-Rogue - Jester/She-Jester Warrior Woman -
Male/Female Thorwalian - Warlock/Warrior Woman - Magician/Magicienne - Green
Elf/Green EIf Woman-Hunter/Huntress - Silvan EIf/Silvan EIf Woman - Ice Elf/Ice EIf
Woman

Onceyou'vereviewed the Archetypes available and have ideas for your party make up,
the actual character creation begins.

Selectinga Name

Like most good adventurers, Arkanian characters don't like to be referred to as
“‘Hey,You.” To give characters a name select the menu option or click”Name” on the
character screen. You may name your character anything you like, but his or her name
will be abbreviated if it's over seven letters.

Selecting a Gender

Next, select your character’s gender by choosing the menu option or by clicking on the
gender symbol (the upper right hand corner). Characters may be male or female. Men
and women are equally skilled, talented and trained in Arkania. You may change their
gender anytime prior to saving the character.

Choosing Your Courseof Action

Depending on which generation method you prefer, you may choose Archetype or New
Attributes.

e Choose Archetype: Selecting this option, Realms allows you to choose the
profession your character will follow from any of thetwelve Archetypesavailable,
and assigns the minimum attribute values for that Archetype to the character. If
you wish to use Choose Archetype, you may skip to the Choose Archetype section.

«  New Attributes: Selecting this option, you take the dice into your hands. First,
decide on an Archetypefor your character ... but keep it in your head for thetime
being. Then, following the minimum entrance requirementsfor your Archetype
aslisted in Appendix A, you manually distribute the attribute values to qualify
for the Archetype. Characters who are hand crafted in this manner have higher
overall attributes than those created with Choose Archetype. If you select this
option, move to the next section.

Selecting New Attributes
Character eam their mettlewhen you definetheir attributes. When you sel ect thisoption,
Realms “rolls’ values for their positive attributes (the left hand Attribute column) and
their negative attributes (the right hand column).
Positive Attributes

Likeyou, your characters have certain levels of wisdom, dexterity and strength, among
other statistics. In Arkania, the seven positive attributes are tracked numerically and,
for newly created characters, range from 8 to 13.
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Courage (CR): A high courage influences quick decisions, and providesahigh
amount of willpower. Thiscan be of valuein afight, when trying to resist aspell
or when conversing.

Wisdom (WD): Thisattribute measuresthetheoretical or “bookish” knowledge
a character has, memory, ability to plan ahead and to think in abstract terms.
This makes it the basis of most magic.

Charisma (CH): A character with a high charisma value will find it easier to
influence others. Also, his other teammateswill be more open to the character’s
suggestions.

Dexterity (DX): Thisattribute is needed to manipulate small objects. It affects
disarming traps, opening locks and other maneuverswhich require slight of hand.
It also affects amagician’s ability to weave a magic spell.

Agility (AG) : This measures the ability to move skillfully and to avoid sudden
obstacles. It also helps characters to avoid blows in combat.

Strength (ST): More than just brute muscle power, this is also the knowledge
of how to useit to thefullest. A necessity for moving heavy objects, using heavy
weapons, strength also determines a character’s maximum load.

Intuition (IN): It'snot necessarily anything you heard or anything you saw, but
something just tellsyou that something’ sup. A character’ sintuition affectstheir
ability to perform many skills and also influences amagic user’s ability.

You'll see Realms'initial roll on your screen. Thisroll, a13 let’s say, can be used for
any of the seven attributes; you select which one depending on the Archetype you're
hoping to create. After placing the first value, Realms will roll again until you have
placed each roll with a positive statistic.

Negetive Attributes

Next, you'll assign values for the negative statistics just like you did for his or her
Negative positive attributes. Keep in mind that Archetypes have negative attribute
Attributes requirements as well. The seven negative attributes, which range from 2to 8
for new characters, are:

Super stition (SN): Characterswith high superstition notice certain things,black
cats and the like, and instantly understand their meaning. A high superstition
often makes a character particularly susceptible to magic.

Acrophobia (AC): A fear of heights, leading to a distinct feeling of vertigo. A
large acrophobiaval ue can be asevere handicap when forced to crossasuspension
bridge or standing at a cliff edge.

Claustrophobia (CL): The fear of being buried alive which can close in when
traveling through narrow halls and low corridors.

Avarice (AV): The urge to gather gold, jewelry and other precious items. A
character gripped by avarice will often forget all else happening around him or
her just to loot something that has caught his or her eye.

Necrophobia (NE): A particularly terrifying fear of death and anything connected
with it, especially the undead - mummies, zombies, and skeletons. A character
with ahigh necrophobiavaluewill sometimesrefuseto fight against undead and
may run away instead.

Curiosity (CU): A healthy amount of curiosity is something of a prerequisite
for atrue hero, but too much of everything isacurse, and so it iswith curiosity.
Magicians especially are often overcome with curiosity upon discovering old
scrolls and magical artifacts.
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e Violent Temper (VT): A character with aviolent temper is easily insulted and
quick to draw aweapon to right any perceived wrong.

Select Archetype

After assigning your character’ s attribute val ues, choose Select Archetype. Realmswill
show you a list of Archetypes your character qualifies for. Just select one to make it
official. At times, however, you may seethat the character you’ ve created doesn’t qualify
for any Archetypeat all. Inthis case, Realmswill tell you that you’ vefailed to meet the
minimum entrace requirements for any Archetype. Perhaps, he or sheisjust apoint or
two shy where it counts. You don’t need to start over ... just roll the dice a bit more!
Select the Change Attribute option, covered in the next section, to modify his or her
current values. If you find yourself miles away from your desired Archetype, though,
you may also select New Attributes and re-roll.

ChangeAttributes

Whenyou' ve placed all of your rollsand are still just one point away from creating that
Silvan EIf that you' ve been trying for, don’t worry... you still have another option open
to you. Change Attributes allows you to alter both positive and negative attributes by
trading off points between the two.

For example, a Silvan EIf requires an agility of 13, but, let's say, in your attempt to
create this Archetype, your agility isonly 12. Otherwise, you qualify for the Archetype.
It's just too close for are-roll, so you select Change Attributes. Realms shows you a
menu listing all of the positive attributes. Select the attribute, agility in this case, and
you'll havethe option to increase or decrease the attribute value. Selecting increase, his
agility jumpsto 13.

But, thereisaprice... for every one point change you make to a positive
attribute, you will berequired to make a two point change to a negative
attribute.

After youincreasethe positive attribute, Realms shows you amenu of negative attributes
...and asksyou to trade off for the positiveincreasein agility by increasing your negative
attributes by two points. You may put both increases in one attribute or split them
between two different attributes. Just be careful not to alter a negative attribute above
(or below) the minimum entrance requirement for the Archetypeyou’ re hoping to create.

Change Attributes also allows you to decrease negative attribute values. For example,
say that same Silvan EIf has a5 for avarice, but needs a 3. You can use this option to
decrease two pointsfrom your negative attributes by choosing to remove one point from
apositive attribute.

Regardless of which way you do your point trading, remember that positive attributes
cannot be decreased below 8 or above 13. Negative attributes cannot go below 2 or
above 8. Additionally, once you you begin to change an attribute, you may not turnin
the other direction. Valuesthat arelowered may not beraised later on. Likewise, values
that are raised may not be lowered. You may, however, continue heading in the same
direction.

When you have compl eted the adjustment to your character’ snegative at, tributes, Realms
will return you to the character screen. Just right click or hit PgUp to return to the menu
options. If you have further changes, though, select Change Attributes again.
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ChooseArchetype

If you prefer to select your Archetype without rolling all the attribute values yourself,
Realmswill doit for you. By selecting Choose Archetype, Realms showsyou alist of all
available Archetypesin Arkania, and allowsyou to select the profession of your choice.
Once you have selected an Archetype, Realms automatically gives the character his or
her attribute values.

While using Choose Archetypeis quick, characters created by this method have certain
drawbacks:

e Thecharactersattribute valueswill be the minimum amount required for entrance
into the Archetype you’ ve selected. Characters created manually tend to benefit
from the “roll of the dice.”

e Their positive attributes will not be above 12, versus 13 for manually created

characters.
e Their negative attributes will not be below 3, versus 2 for manually created
characters.
Choosingan ArcanelLore

If you created aM agician or Magicienne, Realmswill ask you to choose the character’s
preferred arcane lore. Arcane loreinfluences the character’ smagical focus and affects
hisor her spell casting skill for the selected category. The different loresaswell astheir
magical spells are covered in the Arcane Lore section of thismanual. Inthe Advanced
mode, aMagician or aMagicienne also hasthe option to convert increase attempts. You
may choose to trade either spell increase attempts for skill attempts or vice versa.
Additionally, this Archetype can give up 10 spell increase attempts for an additional 10
astral points (AP).

Choosing A Portrait

After you've chosen your archetype, Realms will show you a selection of portraits
appropriate for your character’ s Archetype and gender. Just click on the arrowsto scroll
through the available portraits.

Additional Character/ArchrtypeAttributes

With your character’s Archetype in place, you'll see that he or she has several, new
attributes.

Money: Asin any world, money is an important commodity in Arkania. This statistic
shows the amount of money your character currently has (and, hey, there’s no income
tax in Arkania).

¢ Gold Ducats: Are the highest form of currency and are displayed as“D.”

e SilverCrowns: 10 Silver Crowns equal a Gold Ducat. Silver Crowns are
displayed as“S.”
e CopperBits: 10 Copper Bit sequal a Silver Crown. Copper Bits are displayed
as “B."
You may see, for instance, 10D 2S 5B on your character’s screen. He Ducats, 2 Silvers
and 5Bits. Y our character’ smake up and determine how much money he or shereceives.
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« Height and Weight: Help to define the physical aspects of your character and
are based on the Archetype you selected for your character.

e Deity: A character’sdeity isvery important in Arkania. Based upon the month
the character is born, the deity determines the character’s general way of life
and may offer bonuses to attribute or skill values (then again, they may not...
deities are funny that way). Throughout this world, temples offer respite for
travelers, and occasionally, characters in need may enjoy divine help. Steady
worship and sacrificeto their deitieswill go along way toward making afavorable
impression on the Gods.

e LifePoints(LP): Representthe amount of damage a character can take before
itdies. A character’slife pointsare based upon hisor her statistics, and increase
with experience. Should the life points reach five or fewer, the character will
lose consciousness; heor shewill dieat zero. Life points can be regained through
sleep, potions or magical intervention.

e Astral Points (AP): All kinds of magic are powered by astral energy which is
measured in astral points. These pointsrepresent the amount of pointsavailable
to cast spells. Astral points are also based upon your character’s Archetype.
Astral pointsincrease with experience and are replenished through steep, potions
or meditation.

« Endurance: Reflects your character's ability to withstand strain and is a key
factor inthe movement pointsthe character hasavailable, and how much burden
can be tolerated before sacrificing movement points. Endurance is based on a
character’ s life points (LP) and strength (ST).

« MagicResistance (M R): Representsacharacter’ sability to ward off the effects
of magical spells. A character’ smagic resistanceisbased upon hisor her courage
(CR), wisdom (WD) and superstition (SN).

For NoviceMode. ..

If you' recreating your character in the Novice mode, you' re nearly done. Y our characters
have all the values that may be customized in the Advanced game, skills, attack and
parry values and magic powers, but Realms automatically handles skill and spell
increases, assigning and tracking all of their calculations for you.

For Advanced Mode. ..

If you created your characters in the Advanced mode, you may further customize your
characters in three areas: skills, attack and parry values and, for magic users, magic.
These changes are explained the the following sections.

Increasing Skill Values

Arkanian characters have lots of skills that are needed in their world. When you first
create your character in the Advanced model he or sheis given a set of statistic values
that reflect the standard training for a character of that Archetype. To review your
character’ s skills, click on either arrow at the bottom of the generation screen until you
reach any one of the character’s skill screens. Press the arrow again to review more
skills. (Skills are fully explained in Appendix B: Skills.)

At the bottom of the skill screens, between the arrows, you'll notice: REMAINING
ATTEMPTS: 20. This number may vary depending on the character’s Archetype.

Realms of Arkania - 17



SoftKey International Inc.

Y our character’ s“remaining attempts” areachancefor you toincrease skillsyou consider
important for the character and your adventure in Arkania. To attempt a skill increase:

Move to the skill screen that contains the skill you want to increase.

Press the right mouse button to open the Skill Increase Menu.

Next, select a skill group.

From the group you have selected, choose a skill to increase. Realmsrollsadie
to determine your success or failure, and tells you of the outcome.

Repeat these steps until all of your skill attempts are used

While increasing your skills, keep the following thingsin mind:

Combat and Intuitive skills cannot be increased by more than one point when
creating characters or when gaining levels.

Knowledge skills cannot be increased by more than three points when creating
characters or when gaining levels.

All other skills areas cannot be increased by more than two points per level.

If you increase a Combat skill, you will increase the skill’s attack and parry
value as well. You may further adjust these values, though. Thisis covered in
the following section.

You have three attempts available to increase any one skill. Should you not
succeed inincreasing askill within those three attempts, wait until the character
gainsalevel of experienceto try again.

The highest skill value possibleis + 18. The lowest value is a-20.

Changing Attack & Party Values

A Character’s attack and parry values reflect their statistics and combat skills and
determine how they perform in combat. In general, there are two different partsto the
attack and parry values.

UnderstandingtheValues

1)

2)

Basic Values: Overall reflections of the character’ s ability to fight offensively
(ATtack) and to protect defensively (PArry).

e AT: Thebasic value for Attack is based upon your character’s courage
(CR), agility (AG) and strength (ST).

e PA: Thebasic value for Parry is based upon your character’s intuition
(IN), agility (AG) and strength (ST).

ModeValues: Mode Valuesare based upon the combination of your character’s
actual combat skill value (SV, from the skill list) and the Basic Values. Like the
Basic Values, Mode Values are split into two categories, attack (AT) and parry
(PA).

How the M ode Values are Determined

Basic Values Mode Values

Step 1: Add the Basic Values Together. Here, they equal 12.

Step 2: Add the SV (skill value), in this caseit is 2, to the total of the Basic Values.
Here, the new total is 14.

Step 3: Thistotal can be divided anyway you like between the individial AT (attack)
and PA (Parry) values for each mode, but cannot be less than the Basic Value. Here,
Swords has 7 AT and 7 PA. Thistotals 14.
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M odifying the Values

While Realms initially determines your character’s Mode Values, you may change the
individual AT (attack) and PA (parry) values to suit your own taste. If you prefer an
offensive hack-slashing type character, increase their AT values. If, on the other hand,
you prefer someonewho'’ s better at protecting him or herself from ablow, increasetheir
PA values.

Increasing values is easy. just remember the total from Step 2 in the above example.
(Naturally, thistotal may be different for your charactersand variesfrom Modeto Mode.)
To get thistotal, add both Basic Values together, and then add the SV (skill value). You
may split thisnumber between the Mode' sAT and PA valuesanyway you likesolong as
they do not fall below the AT or PA Basic Values. For instance, if your total is 14 and
your Basic Values are both 6, like above, you can have an AT value of 8 and a PA value
of 6 (or 7AT and 7 PA and so on). Asyou distribute the val ues, consider where you want
the character’ s proficiency tolie: defensive moves or offensive moves. Though they are
calculated the same way, the values for missile weapons and thrown weapons may not
be changed.

What happensif acharacter has a negative combat skill value? You won't be able to do
any adjustmentsfor starters. The negative valueis subtracted, more or lessevenly, from
the character’s Basic Values to produce the AT and PA values. If the character’s skill
level issolow that it exceedsthetotal of the Basic Values, he or shewould have zero AT
and zero PA. He or she will not be able to protect themselves from such a weapon’s
attack, and can’t attack very well with it either. (Hey, Norm, old buddy. That was afine
trick you pulled with that sword. Must say |’ ve never seen anyone miss monsters with
such grace and defiance. You did a heck of ajob on those air molecules, though. | can
tell, they're hurting.)

Increasing Spell Values

Magic users in the Advanced mode may also increase their current spell values. Just
likeincreasing skills, Realmsallowsyour character acertain amount of attempts, magical
bonus points of a sort, to increase spell values. Obviously, characters who are not
magically gifted won't have this option. To attempt a spell increase:

«  Moveto the spell screen that contains the spell you want to increase. There are
seven screens of spells, and each isfully explained inthe Arcane L ore section of
this manual.

¢ Pressthe right mouse button to open the Spell Increase Menu.

*  Next, select a spell group.

«  From the group you have selected, choose aspell to increase. Realmsrollsadie
to determine your success or failure, and tells you of the outcome.

¢ Repeat these steps until all of your spell increase attempts are used.

While trying to create a super spell caster, keep these things in mind:

«  Depending on your character’s Archetype, he or she will have avarying amount
of increase attempts. M agicians and Magiciennes have 40, Druids, Druidesses,
Warlocks and Witchs have 25. All Elves have 20 attempts.

e Certainspellshaveincreaselimits. After al, alevel | character who can blow up
Thorwal and most of the surrounding faunadoes not abalanced game make. The
limits depend on your character’s Arche-type.
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«  Spellsthat are part of a character’s Archetype can be increased by two points
when you first create your character and as he or she gains levels. (See the
Arcane Lore section of this manual for further information.)

«  Spellsnot in acharacter’s Archetype can be increased only a single point when
you first create your character and as he or she gains levels.

« Magicians and Magiciennes can increase all spells belonging to their Arcane
Lore by 2 points when you first create them and as they gain levels.

e Magiciansand Magiciennes al so possess certain “ house spells’ they canincrease
up to 3 points when they’re first created and as they gain levels.

You have at most three failed attempts available to increase any one spell. Should you
not succeed in increasing a spell with those three attempts, wait until the character
gainsalevel to try again.

Your character cannot use any spell with avaluebelow -5. (Infact, it might be downright
dangerousif they could.)

The highest spell value possibleis + 18.

Saving Your Character

Once you're happy with your character, select Save Hero to add your character to the
ranks of the elite, albeit inexperienced adventurers, awaiting you. If your character
profile isincomplete, or if another character by the same name already exists, Realms
will let you know.

A NewHero

Once you' ve saved your character, select New Hero to create another character. New
Hero is also helpful if your current character isn't cutting it, and you'd like to begin
anew with afresh slate of attributes.

You may create as many characters you like, and select up to six to join you in your
adventure. Realms comeswith six pre-rolled charactersthat you may useaswell. Newly
created characters may be added to your party at the Temple of Traviain Throwal.

Exit Program

Select Exit Program to exit the character generation and automatically enter the Program
Realms of ArkaniaMain Program. To return to the character Generation program, you
must exit the Realms of Arkania program and restart.

Character Development

GainingLevels

Asyour characterstravel through Arkania, they will gain experience points asthey face
numerousfoes, perform hercul ean tasks and overcome other perilscommonto daily life
in Arkania. When your characters accumul ate enough experience points, they become
eligiblefor new experiencelevels. Theselevels, along with al their benefits, are granted
intowns. Here, citizens recognize the importance of your deeds; Oresin thewildsof the
forests, on the other hand, could not care less.

To reach the next level of experience, characters need to gain:
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EP |Level EP Level EP Level
0 1 15,000 | 3 50,000 | 5
5,000| 2 30,000 | 4 75,000 | 6

When your character gainsalevel, they will enjoy its numerous benefits:

You may chooseto increase any positive attribute, followed by adecrease of two
points to your negative attributes.

Life points (LP) will increase by up to six points. For magic users, these points
may increase by up to eight points.

Magic users may divide these eight points between LP and AP.

Inthe Advanced Game

If you are playing in the Advanced mode, you will have the opportunity to use skill and
spell increase attempts to continue to shape the ideal character, much as you may have
or would have done in the Advanced Character Generation. Additionally, other factors
comeinto play:

Archetypesget 20 skill increase attempts except for the M agician and M agicienne
who receive 15.

When increasing combat skills, you will have the opportunity to adjust AT and
PA values.

Spell increase attempts depend on Archetype. M agiciansand M agiclennesreceive
40, Druids, Druidesses, Warlocks and Witches receive 25 and Elvesreceive 20.
With the exception of Elves, magic users may convert skill increase attempts
into spell increase attempts and vice versa.

Magicians and Magiciennes may forgo some spell increase attempts in return
for astral points.

When your characters gain a level, it's a good idea to save your game at the nearest
Temple.
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Towns, Cities & Villages

With your team of heroes eager for adventure, their swords polished and held high,
you're off to Arkaniato explore al it hasto offer! Your journey beginsin the Temple of
Travialocated in the heart of Thorwal.

Visiting Temples

Like temples throughout Arkania, the Temple of Travia offersyour party respite from
its adventure, a chance to kick back, have a word or two with a deity, and if the stars
are right, your characters might even benefit from a miracle. These Temple options
are available to you.

Add Character: If you have created your own characters, select this option to

form your party. You'll see alist of characters, eager and ready, and may select
up to six. You may also use this option to add one or two characters to your
party (after removing the same amount, of course) at any time during your
adventure.

Note: You may add newly created charactersto your party at the Temple of Traviain
Thorwal. At all other Temples, you may only add characters who have been “Let Go”
at that location.

If you're so inclined to remove a character from the group, select this option to
do so. You'll see alist of your party's members, and with just a click you can
remove any character from the group.

Erase Character: The permanent version of “Let Go Character,” Erase

Character removes the unlucky one from Realms' register of characters. Party

members may not be erased, however, until they are “Let Go” from the party.

Keep in mind that an erased character is gone for good.

Load Game: Your party hasjust come from atavern - or rather was summarily
=N thrown out of the tavern - after your Rogue assured you he could cheat the best
of them and only ended up with someone's pocket lint. Not exactly the plans
you had in mind. It's the perfect timeto Load Game. Realms will show you
alisting of currently saved games. Select the proper game, and your affairs will
once again be order. To begin with an empty slate for anew party, select None,
or select Start to use Realms' set of pre-rolled characters.

Save Game: After a particularly hectic encounter, or perhaps a good bit of
sleuthing, it'sagreat ideato save your game, and Templesare the most rewarding
placesto saveit. Partiesbrave enough to travel from Templeto Temple between
savesreceivethefull value of their experience points. Partieswho save outside
of Temples lose 50 experience points per save (saving every other step doesn't
an adventurer make). When you select Save Game, Realms will show you the
list of current saves (if you've just begun, you'll see Start, Game 1 and so on).
Select any game slot and customize its name if you wish.

End Game: Select thisoption to end your travelsin Arkania. This option will
not save your game. Select Save Game first if you wish to do so.

Let Go Character: Sometimes characters just don't turn out to be all that you
| had hoped for. Perhapsyour party's Archetype mix could have been abit better.

bz ol E
= |
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1).
2).

Ask for Miracle: It never hurts to hope for a bit of divine assistance. When
your party asks for a miracle, two factors come into play:

Does any character worship this particular deity? Who?

Has your party paid their due respects to the deity?

If your character is successful, he or she may receive the benefits of their pious
worship (or their generous contributions). Keep in mind, though, that like here
on Earth, miracles in Arkania are not a common occurrence.

remove the money from your packs.

to the streets of the city.

The Review Screen

Donate: It never hurts to butter up your favorite deity, and donating a few
silver crowns to his or her cause is one of the best ways to do it. When you
select Donate, Realms will ask you to enter your tithein silver crowns, and will

Leave Temple: When you've finished worship, select Leave Temple to return

After you've rounded up your party and take a minute or two to review one of your
characters (just double click on their portrait), you'll notice that he or she has several
new attributes that weren't apparent during character generation. Additionally, when
you review your characters, you'll also have new options available to you.

The character review screen shows you everything you need to know about your
character, and also allows for their feeding and care. Nearly every section of the
review screen offers some kind of information.

General Character Informa-
tion including name, Arche-
type, experience points, ex-

perience level and money. \

THORMWALIAM
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Characters need food and wa-
ter to stay alive. Asthey per-
form activites, they use energy
and becomehungry andthirsty.

THIRST I

[ i DEITY TSA
CR 1Z51F EN TST
WD 1711 AC S-5
CH 1414 oL 2.2
O 1151 AY S/5
AS 12413 HE 3/3
I @518 cuU 44
| ’_ 1 =T 1Z4= UT TOT7
LF a3
AF 2.8
ME -8
AR 1
ENDURANCE a3
o EMC 2@ OZ
WATERSKIN | il | 8
Item currently Character's Secondary
selected Height Statistics
Character's ch Character Statistics. (Attack &
aracter's )
Backpack holds Weight Parry Values also appear herein the

up to 16 items.

ATT./PA screen.)

See the Items on the Body section
for complete information

Realms of Arkania - 23



SoftKey International Inc.

New Statistics

Once characters are generated and have joined your party, they acquire three new,
secondary statistics, each of which are seen in the character review.

«  Encumbrance (ENC): A character can only carry so much before hisknees start
to buckle and his back gives out. Encumbrance tracks this load, and tells you
how many ounces of armor, weapons and supplies a character carries. At most,
a character can carry 100 x strength (ST) ounces. However, characters who
push the limit or exceed it are not able to move as quickly or as much, and lose
movement points.

*  Movement Points (MP): A character'smovement points determine how far they
can travel and how many actions they can perform in one round of combat.
The higher the movement points the better. Characters with low movement
points may be carrying too much around.

e« Armor Class (AR): A character's armor class shows you how well he or sheis
protected against a creature's attack. Armor class ranges from zero (stark
naked) to eleven (scale male over chain mail covered with plate armor and a
bullet-proof vest).

The Value of Statistics

When you review your characters, you'll notice that their statistics have two values: a
base value and the current value.

ok 1TA4T =M 7.7 ¢ Base value (left): the statistic's normal level. This value
cH 1a-14 oL =-z  changes only when character's gain a level. It serves as a
AS 1212 HE <X  reminder of the actual value's peak level.

5T =42 MT W7 e Current value (right): the current level of the statistic that
LF  Za/3a changes as characters become hurt or suffer a malady or are
AF  &-sa

influencced by magic, potions or herbs.
As characters travel through Arkania, the values for certain attributes may
E change. When a character is hurt by a monster, for instance, the actual value
of LP (life points) will decrease. Other times, the attributes are affected.
Charisma, for example, goes down when characters become intoxicated.

Eating & Drinking

After a hard day's travel, your characters are hungry, their throats are parched and
they'reall looking forward to agood meal. To serve up dinner, just review your character.
Characters eat “rations,” picnic style meals with good helpings from each food group.
Nearly every chandler's shop offersrations, and your party may occasionally find several
left behind by wandering groups or hunt down dinner in the wild. Along with rations,
characters take water to soothe their palates. Carrying their waterskins everywhere,
characters may refill their skins at the many streams and rivers that weave through
Arkania

Examining Items

To feed your characters or to give them drink, pick up an appropriate item (awaterskin
for example) from the inventory by clicking on it with the left mouse button. Next,
click on the “mouth” icon, and it hits the spot. The character's hunger or thirst lines,
depending on what you fed them, will reflect the satisfaction of these basic needs This
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icon is also used should you wish to consume a herb or a potion.

Unlike Earth, characters in Arkania can eat all they like without gaining weight.
However, if you try to feed a character a something that's not normally eaten (Thanks,
but I'll pass on the filet of leather boot) Realms will let you know.

To look at an item in your character's possession, click on it followed by the “eye”
icon. Realms will tell you what it is, and what condition it'sin.

Itemsin the Backpack

Every Arkanian character has a backpack, a place where they store up to 16 items. By
left clicking on an item to select it, it highlightsred. Characters can drop it, give it to
another player or use it in some other way. Handling items, in all different ways, is
covered later on in this section under Review Options.

Items on the Body Equipping Char acter

In addition to their backpacks, characters may carry seven items on their body. These
items are considered “ equipped” and at theready. Obviously, asword in your backpack
won't be nearly as asuseful in combat asasword in the hand (unlessyou fall backward
onto a monster, that is). Items such as swords affect your character's performance in
combat.

Look at or
Head Cover IEIE— Eat/Drink
Arm Armor Chest Cover
Primary ———— Secondary
Weapon Item
Leg Covers ——

—— Foot Covers

TheLeft & Right Hand

While most of the body icons are used for armor and clothing, the left and right hand
icons have a special significance. Only itemsin those two boxes can be used instantly.

¢ Right Hand: The right hand is the weapon hand. This weapon will be at the
ready should a monster approach. If characters don't have a weapon here and
are attacked, they will haveto arm themselvesin thefirst round, losing precious
time, or fight unarmed.

. Left Hand: The left hand isthe potion, herb, shield or missile hand. The items
in the left hand are held readied for use at amoment's notice during combat (for
more information, see Use Item in the Combat section).
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Review Options

While reviewing your character, you have numerous
options aside from equipping them or investigating their
basic statistics. To seethe optionsavailableto you, click
the right mouse button. You'll see a menu box just like
this. To select any option, highlight it and press the left
mouse key.

Change Name: Just asit implies, you may rename your character by selecting
this option.

Use Object: Someitems can be used, like using atinder box to light atorch or
using a scroll by reading it. Select the item followed by Use Object. If you
select an item which can't be used, like leather leggings, Realms will let you
know.

Drop Object: If you're hoping to lower your encumbrance, or if your character
is pack-ratting a lot of junk, you can get rid of it using Drop Object. First,
select the object you wish to drop. Then, select Drop Object. Items that are
dropped are gone forever. Just in case you made a mistake, Realms will ask
you if you really want to drop the item before it disappears.

Sickness: This option will only appear on the menu if the character isill. After
selecting it, you will receive information about the character's condition.
Poisoning: Thisoption will only appear on the menu if the character is actually
poisoned. After selecting it, you will receive information about the character's
condition.

Use Talent: Certain skills may be used while reviewing your character.
Generally, these skills are of the healing variety, Treat Wounds for example.
To use any of the skills available, just select it.

Cast Spell: To have your character whip off a spell, select Cast Spell. Realms
will ask you to choose the spell group, followed by the actual spell. In general,
healing or adventure type spells (like alight spell) are the type that you would
cast in review. Detonating a fire ball into empty air, after all, could prove
rather hazardous, not to mention a waste of time.

ATT./ PARRY Values: To toggle between the character's basic values and his or
her Attack and Parry values, select thisoption. Thisoptionisonly availablein
the Advanced mode.

Sills: Toreview acharacter's skills, select the Skill option. Thisoptionisonly
available in the Advanced mode.

Magic Skills: Magic Skills allows you to review your character's magical
proficiency. This option is only available in the Advanced mode.

Exit: Selecting this option, you leave your character's review and return to the
Main Screen.

Trading Items

That wand your Warrior found would certainly be better used in the hands of your
Magicienne. So, naturally, he hands it over. To trade items between characters, click
on the the item to select it as your cursor. The inventory square will be highlighted in
red. Next, click onthearrowsunder the character's portrait until you reach the character
you desire. Once there, just deposit the item in his or her inventory by clicking on an
empty backpack icon. If you place the item over a full inventory spot, however, the

Realms of Arkania - 26



SoftKey International Inc.

items will swap.

Merging Items

Items that are alike and that can be grouped can be merged in Arkania. To merge two
items, like two rations for example, click on one item to select it. The cursor will shape
itself as the item, and its inventory box will be highlighted in red. Next, click on the
item to merge it with. If the items may be merged, they will join together, occupying
only one spot in your character's inventory. |f the items cannot be merged, you'll just
swap one for the other.

Managing Your Funds

Arkania is an equal opportunity world. All members of the party, man and woman
alike, make an equal amount of money for their efforts. This money goes into the
party's coffer with each character having an equal share. When your party visits a
merchant, this money goes into a community slush fund, allowing the party to pool
their money for goods that need to be purchased.

Main Play Screen

Stepping out into the sunshine and fresh air, your party looks around and takes in all
they have yet to explore. Welcome to Thorwal. As you travel this town, as in any
other town, the screen and options below will be your guide.

Each section of the Main Play Screen offers you a bit of information about your
adventure, takes you to another place or allows you access to other features.

Main Window Credits

4| TALIMEE |
Team Party NPC
L eader Members Joined
Party

'— Location & InfoLine

The Main Window: Through the main window you'll see everything around you and
to your sides. Moving the mouse pointer up, down or to the sides shows the directions
you may travel, and a click will get you on your way.
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r‘!‘*\_ﬁ*mu of Credits: Click theRealmsof Arkanial ogo to reveal the people behind
Iy ;P AMNEA the game.

Time: Your characters have places to go and things to do, so they

- naturally need a watch to go by. As the days pass, you'll see the sun
rise and set; the moon will cometo takeitsplace. Clicking on thetime tracker, Realms
will tell you the current day, month, year

. Direction Indicator: Realms compass tracks your every move and reports
[QJ your party's current bearing - North, South, East or West.

Location & Info: Realmsalso letsyour party know their current whereabouts, whether
it beatown, “Thorwal” for example, or aplace within atown, “Temple of Travia,” and
reportsit in the Location & Info line. You'll also see other important messages here.

Character Icon: All charactersin your party have their own
icons that show their most important attributes. Besides a
character's name, life and astral points, an icon also has two
other important functions:

Moving a Character: Click once on acharacter'sicon, and
it will follow your mouse. Now, click again on another
character'sicon. The two will change places.

Life  Astral o
Poinis  Poinis Reviewing a Character: To get the complete scoop on any
(Green) (Red) character, double click on the character's portrait to move to

the character screen. You may review your character almost
anytime during play.

NPC: Occasionally a non-player character (NPC) may wish to join your party for a
stretch of its adventure. When you have such an NPC along, his or her icon will
appear here. (Seethe Arkania's Residents section of the manual for further information.)

Main Screen Options

The movers and shakers of the Realms Main Play Screen are the Game Option icons.
Here, you can do almost anything.

Split Team: There are times when adventurers are torn between two or more

. different quests that call their attention. At other times, it may be a member of

the party whoisunabletotravel. Each seemsimportant. Each warrants attention.

Not a problem. Split the team. Realms allows you to separate your party into two or

more independent groups, each of which travels as they please. Selecting this option,

you will see alist of your current party members. Just select those players who will
form the separate team. When you opt to separate your group, keep in mind:

1). You can control only one team at atime.
2). Active team members icons will appear as usual. Characters in other teams
will have shaded icons.
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3). Time passes simultaneously for the separate teams. While one team travels,
the other team plays computer games by Sir-tech to pass the time (yes, that's a
gratuitous plug).

4). You can unite teams using the Unite Team option only when they are both at
the same location.

5). Occasionaly, splitting the team will allow the party to travel more quickly, and
infinitely easier, than with a full team.

6). In the automap mode, the team you're not with will appear as a purple arrow.

long last here. When you've split your team, use the Unite Team option to re-
group. When two teams are at the same location, the Unite Team icon will be
available; at all other times, it is crossed out. Just click to join the two teams together.

. Unite Team: It's been along, hard road for both teams, and the reunion is at

Fi Next Team: While your party is split, Realms allows you to easily flip from
one party to another. Clicking the Next Team icon, you instantly join another
party (at which point they put away their laptop and get ready for some serious
stuff). If your party is split into three or more groups, this option scrolls from one to
another in the order they were split.

n Game Options: A click of thisicon gets you behind the scenes of Realms and

lets you perform several game functions. Moving to the “book” screen, you'll
see the time and date, a description of your current location and the following
game options:

[ Load Game: Just like the Temple options, you can load a previously saved
= L game using this option. Just select one from the menu of six saves.

ol Save Game: While out on adventure, it ispossibleto save your game at nearly
%l anytime. Just select this option to do so. Realms will present you with your
current list of saves. Select one and rename it if you wish.

Caution: It's better to save your game at a Temple found in nearly every town and
city. Realms rewards players who brave it from town to town. Those who take the
“safe” approach and save outside of Temples will lose 50 experience points each time.

Erase Character: Select this option to permanently remove a character from
the register. You may only erase characters who are not in the party. Erased
characters are gone forever.

-

B Examine Map: As your characters travel through Arkania, they will come

£ “B¥ acrossnumerous, informative map fragments. To view them, select this option.

S’ Reams showsyou the map piecesyour party currently possesses and also shows
you where they fit into the overall, larger map.

time by selecting View Diary. You'll see a listing of their travels by date,

. View Diary: Your characters keep alog of their travels. You may view it any
month and location.
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Adjust Performance: An option that would have been ideal during final exam
time, Adjust Performance allowsyou to slow down or speed up Realmsaccording
to your system's speed. Thedefault settingis4. Use setting 1 for faster combat;
use 10 to slow it down.

Toggle Sound: When you just can't sleep but others can, Realms allows you to
turn its sound on and off.

End Game: When your day in Arkaniais at an end, select this option to return
to the real world. This option does not save your game. Select Save Game to
do so.

=S Back to Game: When you've finished saving your game, toggling the sound or
| ||—+ otherwise, click the right mouse button to return to your adventure.

progress. To view your party's current automap, just select this option. With

n Map: Whilein towns and dungeons, Realms automatically tracks your party's
the map on your screen, you'll note its many colors:

Town & City Automap

Black Unexplored Areas
Dark Gray Street or Path
Bright Orange Journey Point
Green M eadow

Blue Water

Purple Healer

Light Blue Tavern and/or Inn
Deep Red House

Orange Temple

Light Gray Merchant

Deep Green Smithy

Yellow Arrow Active Team
Purple Arrow Inactive Team

Dungeon Automap

Black Unexplored Areas
Bright Orange wall

Light Green Trap Door in Ceiling
Dark Green Trap Door in Floor
Light Blue Stairway Up

Blue Stairway Down
Deep Red Door

Purple Teleport Field
Light Brown Chest

Yellow Arrow Active Team
Purple Arrow Inactive Team
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Whilein Map mode, you may scroll the map picture to the right or to the | eft
should the entire map be larger than your screen. Just select either the
Move Right or Move Left icon to do so. You may also click on the left or
right sides of the map itself.

— Back to Game: Select this option to return to Arkania.

L1k

Cast Spell: Whiletraveling intown, it may be necessary to cast a healing spell
or an adventuring spell. Select the Cast Spell option to do so. Realmswill ask
you to select a character to cast the spell, its group and the spell name. (For
further information on spells and their casting, see the Arcane Lore section of the
manual.)

- Camp: After along day trekking through Thorwal's taverns, there's nothing

b

quite like a good night's sleep. When that urge to get some shut eye hits your

characters, click the Camp option. Out comethe sleeping bagsasyour characters
drop in their tracks. Remember, however, that sleeping in the streets isn't aways a
wiseidea. Aside from its effects on your reputation as respectable heroes, your party
may be robbed or otherwise rudely awakened.

While your party sits discussing the day's events, you will have several options:

Set Guard Duty: Since sleeping characters are all too easy a prey for looters

and other creatures of the night (or day, depending on how crispy you are),

setting guard duty is an important task. Realms will ask you to assign guards
for three different shifts (although the late shift getsno overtime). Naturally, characters
assigned to the various shifts will not get the full benefits of sleep while guarding.
Keep in mind that characters with high Intuition skills make the best guards.

- Use Talent: While sitting 'round the campfire, your characters survey their
wounds and hope for treatment. By selecting the Use Talent option, a character
may treat others for poison, disease or wounds. After selecting the desired
action, Realms will ask you to select a character to perform the treatment. Remember,
characterswith the highest skill levelsfor Treat Poison, Treat Disease and Treat Wounds
are the best performers for the respective malady. In fact, a poorly skilled character
may worsen the situation by injuring the patient further. If you're playing in Novice
mode, Realms will highlight the most skilled character'snamein yellow. In Advanced
mode, you must determinethe best character yourself. After selecting the healer, choose
the onewho isill. The character will apply his art, and Realms will et you know the
outcome.

M agic: Just asin the main Cast Spell option, your characters can cast day's end
spellswhilein camp. Realmswill ask you to select acharacter to cast the spell,
itsgroup and the spell name. Protective and healing spells are especially popular
with happy campers. (For more information on casting spells, see the Arcane Lore
section of the manual.)

-
i

! j| Sleep: Whenall issaid and done, the pillows hit the ground, and your characters

i drift off for the night. With aclick on the Sleep icon, Realms will ask you how

il long you want your charactersto sleep. With the hours known, your characters
head off to la-laland and receive sleep's potential benefits: healing, curing of sicknesses
and an increase in the character's astral points (AP).
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[ Back to Game: If youweren't really tired after all, but merely wanted to check
| |||-:r the status of your pillows, this option will return you to Arkania and active
== adventure.

Pause: If you need to pause game play at any time, just press“P.” Press any other key
to resume play.

Visit Market: Throughout Arkania's many towns and cities, you'll find

m numerous vendors peddling their wares in the cities' markets. In their booths,
you can find the finest in armor, herbs and other goods that your party may need

on an occasional or daily basis. When you're in the area of such a market, the Visit
Market icon will be available; otherwise, thisicon will not appear. When you opt to
enter the market, Realms will show you a menu of vendors whose tables are out and
about. Select one to enter their booth. Once inside, lots of options are available . . .

Visiting the Markets & Merchants

Visiting a town's market is often the highlight of many adventures. Sequestered in
box-filled booths, the vendors wait inside to offer you the essentials they have for sale,
an inventory which changes as merchants sell and get new wares. When your party
enters a market area (see Visit Market section above), the Visit Market icon will be
available. Just click itsicon to see the vendors waiting for you. Once you select a
booth to enter, the browsing begins. Entering a merchant's shop or a market booth,
you'll see the following options:

Buy Goods: The merchant allows you a look at his or her wares. The price,
along with a picture of each item, is shown. The merchant also identifies the
item asusable (yellow) or unusable (white) by highlighting the character's name.
Of course, you're welcome to take alook around. Move the cursor box over an item to
seeitsprice and theitem's name. On the Location and Info line, you'll see: O Torch.
The" 0" (zero) reflectsthe number of items currently in your shopping cart for purchase,
and “Torch” tells you the name of the item. If you're interested in the item, just click
onit, and the“0” will turntoa“1”. If you want to purchase two, click again. Another
click will bring you to three and so on. Should your mouse finger get a bit over eager,
just click the right mouse button to return an item to the shelf. After you have finished
with one item, you may move on to the next, and make your selections in the same
manner. Viewing your selectionsisjust aseasy. Just move through thelist holding the
pointer over itemsto see “0” of this, “2" of that and “1” of yet another item. When
you've finished making your selections on page one of the merchant's catalog, you may
move to page two . . .

Next/Previous Page: If amerchant has alarge selection of goods, it may
take more than one page to present it. Selecting these options, Realms
moves you to the next page or the previous page in the merchant's catal og.

Since he or sheisthe owner and chief executive officer of thissole proprietorship
(with no reporting to the IRS, luckily), the chance to dicker the merchant's
price down is available to your party. When you select Haggle, Realmswill ask you to
enter the discount you're hoping for and will show you the range of abearable discount.
After you enter the discount (“10” for 10 percent, for example), select a person to do

E Haggle (Pay For Goods): Withitemsin your cart, you approach the merchant.
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the haggling. Of course, a character skilled in Haggle has the best chance of making a
favorable offer. In Novice mode, Realms will highlight the most skilled; in Advanced
mode, you have to select the character yourself. With the offer made, the vendor mulls
it over. Depending on your tact, diplomacy and haggling skill, he or she may accept it,
gripe at it or, after three insulting offers, throw you out of the shop. Keep in mind that
oneticked off merchant may password to another. Of course, if you feel the merchant's
prices are good, or if you wish to impress him or her, you may enter “0” percent to
purchase the items at their shelf price.

[ o Leave: When you've finished, or if you are not interested in the items offered,
| | ||'* select Leave to return to the main market offerings.
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Arkania's aworld filled with wandering souls, traveling from town to town to peddle
their wares and purchase exotic goods not available on their home soil. SotooisArkania
filled with hetmen, enterprising war lords who hire the brave to embark on missions
they can assign, but haven't the mettle to complete alone. Around such travelers, a
cottage industry has sprung, and your party will find evidence of its successin virtually
every town and city they enter.

Inns& Taverns

Innsand tavernsoffer asoothing break for any adventurer. For thosetraveling throughout
Arkania'swilderness, the comfort of a soft bed and a prepared meal are worth twicethe
price of theducats paid. For others, therelaxed conversation flowing in atown'stavern
iswelcome enough change from the campfire conversations of Orc raidsand catastrophic
battles. Some adventurerstravel to atown'stavernsand innsto collect information, and
those enterprising enough may even be ableto swindleafew silver crownsfrom patrons.
When your party entersatavern or aninn, they'll have all these opportunities and more.

adventurers come and go. Hidden beyond their entrepreneurial spirit is often a

blanket of information awaiting inquisitive visitors. Selecting this option, you
may get a chance to discuss the local gossip. However, don't forget the barkeep has a
business to run, and doesn't usually stand around for idle chat.

H Eat and Drink: Y our characters may order ameal by selecting thisoption. The

E Talk: Like merchants, the innkeepers and bartenders have seen their share of

innkeeper will tell you of the daily special along with his price. Should you
accept, and have the money to pay for it, the meal is served.

While the stout might be flowing like Niagara, a word to the wise is “moderation.”
Alcohol's effects can go beyond medicinal, and too much can leave your characters
without their wits. Characters who drink too much can certainly become drunk and,
just asin real life, may suffer temporary losses to their intelligence and charisma and
other typical drunken effects.

the closet” shacks. Depending on your party's taste and funds, you may select

the room of your choice. Room quality varies inn to inn, but, in general, the
better the room, the better the night's sleep (and its restorative effects). Selecting this
option, theinnkeeper will show you aselection of available suites, and will allow youto
select your accommodations. After you'vefinished other bedtimetasks (using magic or
talents), select Sleep to head to your rooms for the night.

- Use Talent: Depending on the inn or tavern and your character's abilities, Use
i Talent offers your party numerous options. From Treat Wounds to Alchemy,
your characters may perform necessary healing and quizzical chemistry before

heading off to bed. Once you select atalent, Realmswill ask you to choose a character
to work hisor her art and et you know the outcome.

. Rent a Room: Arkania'sroomsrangefrom your finest noble suitesto “the cot in

| Use Magic: Rolling her crystal ball sideto side, your Magicienne watches as a
A Character vai nly attempts to Treat Wounds to patch a badly wounded arm. A
: simple spell would do, she knows, and although her magic power is valuable,
she weaves the spell nonetheless. Poof, you're cured. Along with spells of the healing
variety, magic usersmay chant their incantationsin the comfort of aninn. Selectingthis

option, Realms will ask you to choose a character to work the magic, the spell group,
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and finally the spell. (For further information on magic, see the Arcane Lore section
of thismanual.)

; ;| Sleep: Your eyelids weigh a ton, it's been along day, and it's time for the
i party to head to their suitesfor alittle shut eye. Just click the Sleepiconto do
so0. Once you select Sleep, provided you have already booked a room, your
party is whisked away by the bellman and brought to the comfort of their respective
rooms. Your party will sleep for as many nights asthey have paid for, and will wake
at dawn on the last day of their stay. Any restorative effects will be reported at the
end of their stay. To Arkania's credit, your party does not have to tip the bellman, nor
are they promised one of those “continental breakfasts,” usually patterned after a
continent about the size of a ducat.

- Leave: Select thisoption to return to the out of doors.

Visit Tavern icon will be available. Just select this option to move into the

. Visit Tavern: Should the inn have atavern as part of the establishment, the
bar.

MoreTavern Options

Whether your party enters a tavern within an inn or a stand-alone saloon, they will
have additional choices found nowhere else in Arkania. Like the gossip, the mead
and stout flowsfreely in the taverns, just asit did in medieval Earth. Stepping up to
the bar, your party has several new options.

- Use Talent: In addition to treating wounds, taverns offer your characters a

chanceto show off some of their more, well, enterprising talents. Whileplaying

in Novice mode, Realms will highlight in yellow the best character for the
particular talent.

1) Cheat: Maybeit'sanew card trick you learned or one of those “I'll bet you
that you can't” deals. Whatever the case, Cheat puts one of your characters
into action. Selecting the character, he or she performs the handiwork and
Realms|ets you know the outcome. Naturally, characters with the Cheat skill
tend to perform better than those without agile hands. If all goes well afew
silver crowns may come your way. Should you be caught in the midst of your
trickery, however, your party could find themselves out on the street without
hopes of entering the establishment again for quite some time.

2) Acrobatics: For those characters skilled in such atalent, agood show could
prove profitable. When you select this option, Realms asks you to choose the
agile character for such atask. After the performance, money or boos are
delivered as deserved.

3) Instrument: Bards are often a welcome sight in Arkania, their melodies
taking the battle worn patronsto relaxing placesfar removed from their hectic
day-to-day life. Should your character be skilled in such atalent, and if an
instrument is at hand, such a rhapsody could earn the party its keep. After
selecting Instrument and a character to perform, Realms lets you know the
outcome. Aswith Acrobatics, cheers and money or cat calls (if you'rereally
bad) are delivered as warranted by the performance.
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Visit Inn: If thetavern is part of alarger establishment, Realms will offer you
the chance to return to the Inn. Select the Visit Inn icon to do so.

VisitingaHealer'sShop

Your Magician'sastral pointsarewiped out and your most skilled healer isstill trying to
shake arrows out of her arm. It'satough situation to bein. If a character lets awound
go too long, he or she will likely become infected or diseased. Thankfully, towns
throughout Arkaniaoffer the services of healerswho can help your party heal itswounds.
When your party enters a healer's shop, you'll have a selection of these options.

e Treat Wounds: After aviciousbattle, your proud but worn charactersmay have

#l a few wounds that need tending. Selecting Treat Wounds and a character in

need, the healer surveys his or her damage, notes the price, and allows you to

accept or reject his proposal. Should you hand over your crowns, the healer begins to

work his trade. Hopefully, if the healer is skilled, he or she will heal your character.

Certain healers, however, haveno medical talent but usethe “healer” banner merely to
make money.

Treat Iliness: Characters may incur numerous maladies in Arkania. Luckily,
skilled healers can offer the proper cure for most any illness. Should one of your
charactersrequire such an elixir, select Treat |lInessfollowed by theill character.
While the healer reviews symptoms and the work necessary to cureit, he'll quote you a
pricewhich you may take or leave. Should you accept, the mystic begins hishandiwork.
If heissuccessful, thefeeiscollected infull. If, however, the cureisnot successful, the
healer will only charge you a portion of his quoted price.

Neutralize Poison: Along with wounds and illnesses, many healers can treat
poison and neutralize its devastating effects. Just select this option and the
afflicted character, and the healer will suggest a price. If you accept, he begins
hiswork. Aswith illnesses, if the healer is not successful, he or she will only ask for a
portion of the total amount due.

— LeaveHealer: When your characters have been nursed, and their illsno longer

=

| || |-; affect them, select this option to return to the out of doors.
il

Blacksmith Shops

From battle to battle, warriors' swords suffer wear and tear. Their edges grow dull, and
eventually, they may break. Armor, too, can be broken from astrong blow. Needlessto
say, a breastplate hanging in pieces from a character's shoulders doesn't do much to
protect him; it would, however, make anicewind chime. If your characters goodsarein
such a shape, get them to a smith to make the repairs. Entering the smith's shop, your
characterswill have numerous options:

Talk: Having seen the battle-worn pass through their doors, smiths can offer
@ your party atale or two about combat around the area or aninside tip on the best
way to use a weapon. The weapons traders who frequent their establishment
also leave behind their news, and the smith might pass the information along to you . .
. if hetakes aliking to you that is.
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Have Something Repaired: That fine two-handed sword you're carrying . . .
the hilt in one hand, the blade in the other . . . isn't going to do you or your party
much good in combat, although it would make a divine shish-kabob stick. To
have your sword or armor fixed, select Have Something Repaired. You will seealist of
the character'sitems and the cost to repair each. Select one, and the smith will quote you
hisfee. Whenever money changes hands, the options don't stop there.

Haggle: Think he'saskingtoo muchto put your armor back together? If you do,
select Haggle, a character to do it and finally, the percentage reduction you're
looking for. If the merchant agreesto your offer, hewill begin work. Of course,
you may enter “0” if you feel he'sgiving you agood deal to begin with. Keepin
mind that metalwork, like any trade, is not exacting nor does it happen at the
speed of light. You may have to leave your weapon, and there is a chance that
upon returning you'll find your sword or armor is beyond repair — or at least
beyond the skills of the smith you're working with.

Next Page and PreviousPage: If your character iscarrying lots of items, Next
Page will moveyou further into hisinventory. Previous Page returnsyou to the
previous page.

Another Character: Sometimesyour journey has been so long, your battles so
hard, that numerous characters come back with their armor and swordsin pieces.
Select the Another Character option to bring your characters before the smith
one by one.

Epf M@

- Exit: Select Exit to return to the Main Smith options.

=\
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_, L eave The Smith: When you'vefinished tending to your swords wounds, sel ect
| | Leave The Smith to return to the streets of town.

Leaving Town

Your party has had its fill of town life, and they're itching to be off on a more urgent
quest. Toleaveany town, just look for asignpost or an exit inside abuilding (check the
Automap for abring orange square), and you'll be on your way. Seethe Leaving Town:
Ports and Trails section of this manual for further information.

Dungeon Options

Entering an otherwise normal apartment, you spy aset of stairs. Inall likelihood, you
know, they lead to an underground cavern of some sort. You pull atorch from your pack
and nervously head down the stairs.

Asyour party travelsthrough Arkania, you'll come across many dungeons and cavesjust
like this. In addition to many of the options covered in the Game Options section, like
Split and Unite Team, your party will also have several new options:
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m Map: While similar to the map you see in cities, dungeon maps use slightly

different coloring, and only show the level of the dungeon your party currently
occupies. Thecolorsfor the map are covered in the map section of Game Options.

air. Your party stands before it wondering what it conceals. . . or what it holds

back. Click the Open Door icon to let yourself in. Sometimes a door may be
locked, however. Should you attempt to open alocked door, you will be presented with
thefollowing options:

. Break Door Down: Two of your strongest characterstake the front positionsin

Open Door: The old oak isworn, heavy with exposure to the dungeon's damp

the party (you may need to move them there) and prepare to slam into the door's

center. Depending on the solidity of the door (after all, no one's going to break
through a10-foot thick, steel plated door), your party may succeed, opening the pathway.
Doors which are broken down cannot be closed. If your characters were particularly
strong, there's probably not much left to close anyway.

Pick theL ock: Pulling aset of lockpicksfrom his pocket, your Roguewill need
- to moveto the front of the party to begin work on hisexacting art. Depending on
the complexity of thelock and your Rogue's skill, you may hear that fateful click

and watch as the door slides open before you.

Cast Foramen spell: Therest of your party moves aside as one of your magic
usersbeginsto weavetheincantation that will hopefully get you by. If successful,
the lock is magically altered, and will remain permanently unlocked.

CloseDoor: Your party barrels down ahall with 50 different forms of dungeon

=ah 0

denizenshot onitstrail. Finally, you reach aroom, open the door and runinside.
The last thing you want to do is leave the door open behind you! Select Close
Door instead.

Open Chest: It'sahappy sight for tired and battle worn eyes. It'swhat you've come so
far and found so hard to achieve. . . thetrinkets nestled safely in atreasure chest. When
your party finds a chest, just select Open Chest to attempt to get inside to the goods.
Just like Open Door, the character at the front of the party flipsthe lid on the chest, so
if something blows, it'll bein his or her face.

TraveingTips
While exploring dungeons, keep these thingsin mind:

e Put your characters with high perception, strength and agility in the front of
your party. They'll havethe best chanceto noticetrapsbefore they're set off and
will be able to open doors with a shove.

* Most dungeons are not lit. Be certain you're carrying torches or alantern and a
tinder box to light them. Magically gifted characters may also light the way
with aFiat Lux spell or Magicians may magically charge their wand to contain
an automatic, inextinguishable light spell. (See the Arcane Lore section of this
manual for more information on Wand Spells.)
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It's time to break out the adventuring gear and head for the signpost.
Asyou travel through Thorwal, or any of Arkania'stowns, you'll see
posts pointing the way to one destination or another. Typically, there
are numerous posts in a single town, each leading to a different
destination. Among all the posts, though, there are two, basic
differences:

Harbors: Signposts at the water's edge give you the chance to secure passage
aboard ships traveling to various locales. Since ships come and go, the destinations
found at these ports change daily. A word with the Harbor Master can offer you an
expanding look at the harbor's traffic. When you step up to a port's signpost, you'll
receive the Port Options.

Path/Road: Signposts at a village's edge note the way of roads and paths to other
towns, and follow the general layout of Arkania. For example, signposts to the east
generally lead to eastern destinations. When you opt to travel on foot, you'll enter the
Traveling Options.

Packing Y our Bags

Before your characters head out of town, spend a few minutes with them. It may be
several hours (maybe even several days) before they see atown or a merchant again.
Make certain they're prepared for the trip:

e Check theamount of rationsand water each character carries. If youfeel it'snot
enough for thetrip, buy more from amerchant. Pizzaplacesdo not deliver tothe
middle of Orc territory.

e How areyour character's hunger and thirst levels holding out. Fill their bellies
and quench their thirst before they leave. Otherwise, you may beforced to stop
mid-route when a character complains of hunger pangs.

e Areall your weaponsand armor whole? If not, visit asmith to makethe necessary
reparation.

e Areyour characterswell rested? If not, catch some shut eye.

e Should youmakealast-minutetrip to ahealer to treat disease, woundsor poison?

« Do you have a good selection of herbs, potions or other things that you might
need? Also, don't ignore adventuring gear.

e Putyour best character forward. If you'retraveling inthewilderness, characters
with strong Nature skills are best to lead your party. They will also notice
tracks and other landscape features that lesser skilled companions might miss.
Characterstraveling by boat are best |ead by acharacter skilledin survival skills.
Asthe party waits in cramped corners and shares day to day life with the ship's
denizens, such skills come in handy.

¢ Didyouremember your travelers checks?

Leaving TownViaShip

Many of Arkania's settlements grew around bodies of water. These waterways allowed
for easy passage of goods, and generally offered settlers fertile land on which to build
their homes. As sailing vessels evolved from small two-man crafts to giant, merchant
ships, Arkania's water towns developed thriving port industries — fishing, cargo and
transportation among others.
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These harbor towns generally service ships that travel along the coast to the next
settlement. For the most part, the vesselstravel to sizable cities, which generally offer
good trade, and within a short range of their home port. In the large cities, however,
there are often many destinations as ships come and go from all areas of Arkaniato
purchase and sell wares. Some large ports even offer transportation across the Gulf of
Prem.

Whether your party travels across the Gulf or just up the coast, it will encounter all
kinds of sailing vessels . . . from the custom cruiser yacht to the small, fisherman's
dingy. The smallest shipsare generally capable of traveling 30 miles per day whilethe
large trading ships can cover up to 120 miles per day. Often, the speed of aship'stravel,
not to mention its direct route, is worth the price of a day spent waiting in town for a
faster ship heading to your destination.

Asyour party nearssuch aharbor with plans of seafaring, you'll seeitssign, and, stepping
to the dock, will be offered the Harbor options.

Book a Passage: Isyour party interested in abit of seafaring? Select Book a
Passage to make your reservations. Realms will show you a list of ships at
anchor in the harbor and their destinations; thislist changes as ships depart and
new ships comein (see the Harbor Master for a complete schedule of expected
ships), so check back if nothing available suits you. If you're interested in a
certain destination that's available, select it, and the ship's captain will tell you
about his ship and your cost to board it. While he talks, listen carefully — the
condition of hisshipwill affect your party greatly. Theexpensive shipsgenerally
travel thefastest, and luxurious shipsoffer your party amorerestful (and healing)
trip. Your party may prefer to forgo passage on a small, leaky skiff even if its
captain offersyou free passage to your destination. On alongship, for instance,
your characters are expected to man the oars and won't get much of a chance to
rest during the voyage. Other times, when your cash reserves arelow, or if your
party really, really needs to get somewhere, any old ship will do.

L ooking the current offerings over, you may select the boat of your choice. Should you
accept the captain's offer, he'll note the departure time before returning to his ship with
your fare. You may board the ship now or at any time before it leaves port. If you have
afew hourson your hands, you can head into town. However, keep your eye onthetime
(click the Time Tracker), and return before your ship's set to leave. Since you're not a
dignitary, and the captain already has your money, he will not hesitate to |eave without
you.

E Harbor Master's Office: For asmall gratuity, the Harbor Master has aworld

of information for theroaming party. He'll gladly tell you about all shipsleaving

the harbor and even those that are expected (within a reasonable time frame
anyway). For partiestraveling to obscure destinationsthat are serviced rarely, the Harbor
Master's knowledge is essential; he might be able to tell you of asmall skiff leaving in
two days that will, at long last, get you to your destination.

Go On Board: If you've booked a passage on a vessel, select Go On Board

when you're ready to leave town. After selecting thisoption, you'll spend your

time chatting with other shipmates or looking for fish over the sides of the ship.
Onceyou board aship, you are on board until it reachesitsfinal destination and have no
influence on the ship's course.
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= LeaveHarbor: If your ship hasn't comein, or if it's not going to be leaving for
= .
| | ||-:r awhile, select Leave Harbor to return to town.
Lr hal

Heading Out on Foot

Dust off the backpack and put on your best leather boots. . . your characters are out for
a hit of that heel-to-toe shuffle. Anywhere your party finds a land locked signpost,
Arkaniaoffersthistype of adventure. Just step up to the signpost to discover wherethe
road or path heads. Keepin mind that each city typically has more than one signpost, so
checking around, you'll find roads to more than one destination.

When your party reaches such a signpost, you'll see a screen similar to the one below:

IS ONE OF

THE HOST FERTILE

RESIONE OF THE
THORMAL LA

HERE THE

G
LANDE,
HANDERER
Srel EXFECT TO

Gl

Description: Move the pointer to any area on Arkania's map and click with the left
mouse button. You'll see a description of the area, its peoples and its climate. While
your party can't travel to any old location you click on (remember, you're heading out on
aspecific road to aspecific place), thisfeature allows you to see Arkania's geography
and demographics quickly. Reviewing this map can be very useful in planning your
routes across Arkania, or, for the curious adventurer finding out about Arkania's many
towns and cities. However, sometimes dirt tracks or wilderness routes will not be so
obvious. It may be necessary to check the possible destinations by actually investigating
a settlement's journey points (signposts) to find these “hidden” routes.

Traveling Options: Click theright mouse buttonto show you the paths available from
thissignpost'sroad. You will see your current location highlighted with a pulsing blue
circle, and the targeted destination will be highlighted in red. If the destination is okay
withyour party, select it and you're off. You may also select “Back” toreturntothetown
you'recurrently in. If you decideto travel, Realmswill show you your party's progress
on the map, and will deposit you safely at your destination . . . unless your party
experiences one of the hazards of traveling. These hazardsare collectively grouped into
the next sections of the manual, “Adventuring” and “Combat.”

TravelingTime

Under normal circumstances and decent traveling conditions, your party can cover about
30 miles per day. Depending on the season and road conditions, this distance could be
reduced. Wilderness travel along hidden and overgrown routes can be tremendously
difficult, decreasing your maximum traveling distance to approximately 15 miles per

day.
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In a world filled with creatures of untamed decorum, things such as easy trips and
experience for the asking aren't the norm. While your party travels from one point to
another, it may encounter certain problems. Perhaps it's a bandit demanding all the
party'sducats. Yet, it could be akindly old sage, wounded by an Orc attack. Will you
spareall your astral pointsto heal him? Andif you do, will heleaveyou coinsin thanks
or will he crisp you and your companions once he's restored? These, and many other
questions, face any party out on Arkaniaswilds.

Hunger & Thirst

The most common problems of adventuring are hunger and thirst. While on the trail,
your characters use energy, and naturally, they need food and water to continue their
pace. When your charactersare hungry or thirsty, Realmswill let you know. Although
the computer's CPU will not growl, you'll see amessagetelling you that your characters
arein need of nutrition. Just click the right mouse button to stop their progress. Soon,
you'll be at the Camp options (covered later in this section). While in camp, review
your characters, fill their belliesand quench their thirst. If you're out of rationsand your
skinsaredry, try your hand at Replenishing Supplies (also covered in the Camp options
later in this section). Should you choose to ignore your characters' hunger and thirst,
starvation and dehydration are virtually inevitable.

Elements

Your warrior'slimbswill barely move, and your elf'searshave alight coating of frost on
them. Welcometo theelements. When your party travelsthrough snow or the scorching
heat of summer, the weather affects them and their rate of travel. Crossing through the
woodsin the height of winter dressed in your Miami finest might cause frostbite, not to
mention the extraeffort required to traverse seven foot high snowbanks. Make surethat
your party is appropriately equipped for the weather they may be traveling through.
Whiletraveling through such extremes, check your charactersoftento be certainthey're
not overly exposed to the elements. Right click to stop traveling and make Camp,
covered later in this section.

Terrain

Walking through one of Arkania's many fjords, your Magician suddenly drops from
sight leaving only a wafting “yelp!” and a sliding footprint behind. Arkania's crash
coursein“An Up Close Look at Geography” can hit your party at any time during their
adventure. Whether it be a gaping cliff that your party failed to discover in al their
merry making or a simple step that triggers an avalanche of snow, such geographic
disasters are not uncommon. When your party experiences such an event, Realms will
report the damage. Of course, your party can defend itself against such happenings by
appointing a nature lover to head the party. He or she is more likely to notice such
things, given their appreciation for and understanding of the out of doors.

A Good Placeto Rest

Occasionally, your characterswill notice aparticularly comfortablelooking resting place.
Itsgrassis mossy green, providing acomfortable ground to recline on. A brook trickles
past, and the tracks of watering game haunt its sides. You may decide to set camp,
ending the journey earlier than planned. While the party won't cover the maximum
distancefor theday, they may rest more easily, enjoy more of itsbenefits, and awake the
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next morning full of energy. And, if the gameisas good as the tracks hinted, they may
well leave with full bellies and packs.

Forced March

Sometimes, atempting camping spot may not be enough to get your party to stop. You
know you can reach your destination before nightfall. You're fairly certain you can
make it, and so decide on a forced march, keeping your party moving longer than it
normally would. Just right click while traveling on the Journey Map and select “ Force
March” to push your party on. Keepinmind, however, that there are no guaranteesyour
party will reach its destination before nightfall or before everyoneistripping on everyone
else from sheer exhaustion. Camping will then be necessary. Your party, wiped from
the day's efforts, will likely require more sleep than a simple night's rest can offer, and
won't be able to exert the extra energy two nightsin arow.

Scouting

Asyour party travelsalong, the lead character keeps a careful watch for any interesting
features . . . aneat trove of herbs, a collection of karen tracks or perhaps your party
heard a rumor in town about a wild magician who roams these parts. Should your
character notice anything out of the ordinary that might help your party, or if rumors
begin turning to fact, Realms will et you know.

Campingon Route

As the night falls, so too do your characters' eyelids. 'Round about 8:00 p.m., your
adventurers will make camp for the night. Although they may not be tired, hungry or
otherwise in need of rest, they do know well the dangers of traversing Arkaniain the
dark, and so, being intelligent characters, they make camp for the night automatically at
8:00 p.m. Charactersmay also “force” a Camp at any time mid-route, should they need
to gather supplies, heal awounded comrade or dazzle off amagic spell or two. Toforce
a Camp, click the right mouse button. When your party forces a camp or settlesin at
8:00 p.m., the marshmallows come out, and campfire chatter begins. While here, your
characters may perform various activities.

Set Guard Duty: While your characters sleep, who knows what creatures may

creep out of the forest and into your sleeping bag. To protect your party from

ambushes, rogues and other creatures of the night, Set Guard Duty before going
to sleep for the evening. When you select this option, Realms will ask you to select a
character to stand guard for each of three shifts. Characters with high danger sense and
intuition make the best guards, but be certain they get their fair share of sleep, too.
Characters who stand guard cannot do other activities like hunting, so you might want
to take care of other duties before setting guards and going off to sleep.

Replenish Stocks: Asyour party travels through Arkania's outback, they may
usetheir rations and drain their waterskins dry. Whenever your characters make

camp and you're running low on supplies, it'sagood ideato try replenishing your
stores. Select Replenish Stocksand acharacter to do the hunting. Generally, characters
skilled in nature and perception have the best chance of success. Keep in mind though,
that you can captain two expeditionsin anight, and each character may hunt only once.
If all goes well, though, Realms will tell you about the grub you found; the food and
water will be used immediately or stored for future use, depending on the needs of the
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team. On the other hand, should your attempt fail you're free to try again, one more
time, with another character.

= Use Skill: Leaning heavily against atree, your hunter slowly lowers himself to
i theground. Heiswounded, no doubt, and your healer goesto hisside. Selecting
Use Skill, the healer can do wonders: Treat Wounds, Treat Disease or Treat
Poison . Selectaskill to perform, and, if necessary, apersonto performit on. Depending
on the skill level of the character, life points may be restored to the wounded, or the
poisoned and diseased may be cured. Characters wishing to spend their time brewing
magic or healing potionsmay opt to usethe Alchemy skill. To mix potions, the character
must have:

. AnAlchemyset - All necessary containers
. All necessary herbse An appropriate recipe

Needless to say, a solid skill in Herb Lore and Alchemy helps. When your character
mixes his brew, Realms will let you know the outcome. Regrettably, if the alchemist
puts together a brew that melts the very jars in which it was concocted, he or she will
fail the attempt, and all the ingredients and containers used in the mix will be lost (after
all, who wants a potion that doesn't work or aflask with residue of “eau de la attempt”
onit?).

e Use Magic: Magicians just aren't known for kicking back during leisure times
i gossip. They are, by theby, not interested in |an the Brave's hacking of an Orc
: or Sir Shaun of Crispy'sescapadesin one of Arkanidstaverns. Instead, Magicians
use the quiet of camp to meditate or to empower their mighty wands. When you select

Use Magic, characters may do just that.

M editate: Generally reserved for Magiciansof either sex, meditation focusesa
character's energy on his or her magic power so dramatically that it drains the
character physically. Doing so, he or she converts life points (LP) to astral
points (AP). Other magic-using Archetypeswho carry at least one dose of thonnys
in their packs may meditate as well.

Wand Spell: Available only to Magicians or Magiciennes, this option allows
the magic user to attempt a transfer of some of his or her astral points to a
magical wand. Cloaked in darkness, the Magician spends hours focusing his
mind, his magic and his energy over the wand until it accepts the spell itself.
Taking alot of time, thetransfer of energy also consumesmany astral points, but
is permanent once charged. Should your character choose to cast awand spell,
regardless of success or failure, he or she will be unable to perform any magic
for the remainder of the camp. (For the exact method of transfer, refer to the
Arcane Lore section of this manual.)

Cast Spell: During camp, characters may require healing, or other spells that
may give your party an advantage on the elements. To cast a spell, select this
option, amagically talented character, the spell group and the spell itself. (For
further information on spells, refer to the Arcane Lore section of this manual.)
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- Gather Herbs. Used in every alchemist's potion, herbs are a source of magical

power for the party and are plentiful in Arkania's forests. Selecting this option,

you'll choose a character for the search and send them off for atime. While a
character's success depends upon the area searched, those skilled in Herb Lore and
Perception find herbs more quickly and are generally better at identifying herbs than
their less gifted companions. When the character returns, you'll be told of his or her
discoveries.

3 Sleep: Ah. Rolling back their bedrolls your characters settle in for the night to
& awaken at 8:00 am. sharp (those medieval alarm clocks, you could count on

el them). Beforeopting to Sleep, completeall your other camp business. . . healing,
meditation, setting guard, etc. Asyour characters sleep, they replenish both astral and
life points. But, then again, they may not sleep so well. (See Combat for more
information on attacks against sleeping parties.)

The residents of Arkania possess much information that may be useful to your party.
Sometimes they can be persuaded to send a few tidbits your way, that is, of course, if
you strike the right note with them. Some may prefer flowery small talk while others
would rather get to the point.

Talkingwith NPCs

When conversing with Arkania's residents, you will be presented with several possible
statements that your party may make. Often, you may progress through several rounds
of statements before the two of you reach a mutual accord.

Travelingwith NPCs

Non-player characaters may be convinced that joining your party isagood ideain much
thesameway. Get ontheir good side, and they'll put their lives at stake for you and your
party. Tick them off, and well . . . you'll likely find yourself at the end of their blade.

When you meet an NPC who's inclined to join your party, he or she will offer their
services. Just likeyour own characters, you may review the NPC, study hisor her skills
and swap items if you like. You may not, however, control the NPCs in combat.

Just as they freely joined your party, NPCs may leave. It could be you'll wake up one
morning to discover the NPC has left . . . leaving only fond memories.
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Ontheir journeysthrough the northern reaches of Arkania, your characterswill meet more
than friendly fellow travellers. Brigands, robbersand starving wolf packswill conspireto
deprive them of their cash, and possibly their lives. Occasionally, your characterswill be
passing time against their bedrolls, when they are summarily ripped out from under them (no
doubt an embarrassing event for some characters). When actionisrequired and thetime
for politediplomacy has passed, their weapons areforced to speak - so beginscombat. For
the hack-slasher, thisisthe ultimate event and sport.

Who'sOn First?

Combat movesforward in rounds— allowing each member of each group, yoursand your
opponents, amaneuver, whether it be aspell, athrust of asword or a parry. When your
party and agroup of monsters square off, Realmsdetermineswho hasinitiative — thefirst
shot. A character or monster with “initiative” is allowed to attack or move first, and
initiative goesdownthelineuntil thelast character or monster hasmadeamove. Reams
determineswho hasinitiative by checking out several factors:

¢ Werethecharactersor themonsters surprised? Surprised combatantsare usually
re-attaching their dropped jaw whenthefirst blade strikes.

«  How courageous(CR) areyour charactersin comparison totheir foes? Courageous
charactersleap to the call danger, and have no fear of encountering a dangerous
beast. Characters who are not so courageous, however, tend to hang in the
background, anxiousthat they'll break anail.

e Every character and monster isallowed to act once per combat round. He or she
may attempt more than one action, but they must all be performed back to back,
without any other character acting in between.

*  Your character also automatically parries once per round. Thingscan get hairy,
however, if two monstersare attacking your character . . . and he or she can defend
against only one.

« A few monstersof extreme stature can attack more than once per round, but they
cannot parry more than once.

Ouch. Quit It.

The sword swings, cuts your shirt in half, slices through both suspenders and leaves a
crimson trail acrossyour body. Asyour pantsfall to the ground, you discover you've been
hit . .. acommon occurancein Arkania.

When amonster attacksacharacter it may land asuccessful hit (hopefully your character
will block it, though), and it may causedamage. Naturally, agiant Ogrefightingwithaclub
the size of aBuick isgoing to do alot more damage than ameasly dwarf with awalking
stick. If ahitissuccessful, though, it may do from 1to 20 hit points of damage. However,
depending on the armor worn, the actual amount of damage done may be lower. Any
damagetaken by the character isremoved from hisor her lifepoints. If hisor her life points
reach 5 or lower, the character will slip into unconsciousness and become aridiculously
easy target; sometimes, though, the opponent may just leaveyour character for dead. If life
pointsfall to zero, thecharacter will die.
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Making Your Move

Before the combat begins or its options are shown, acharacter's movement points (M P)
aredetermined. Since movement takestime, and arapidtransit systemisnot yet available
in Arkania, thereisalimit to how much acharacter can do. Each character may moveup
to eight squaresin the combat area during each round of combat. Some characters may
havelessthan eight pointsif they are encumbered, however. It'satad hard to zip across
the ground when you'rewearing 300 pounds of armor.

EnteringtheCombat Screen

M ovement pointsare used for both movement, like stepping to the side, and for actions.
Each action you take, whether it beto moveyour feet to approach amonster or tolift your
armsto fire abow takestime, and requires a certain amount of points. Throughout the
combat, Realmstellsyou the MP cost of certain actionswhile displaying the character's
remaining points.

Asthe peaceful night passes, your characters suddenly find themselvesfaceto facewith
creatureswhoseideaof agood timeisslam-dancing to Lawrence Welk music. When your
party enterscombat, you'll seeascreen similar to the one below.

Inactive Characters & Monsters

Active

Character | HueT Do_uaNT Te D02 Active
CHOVE i Char_acter
Options
] HERFOM (
OEXCHANGE ITEM
BCHECE. UALUEES
COWAIT
[JCOMPUTER FIGHT
"H0QUIT AMD RELOAD
Targeted - Iji?EPEF!T OFTIONS
Opponent
or
Damage
Indicator
Ve A .
ctive
Czr;net;at Character
Position

The combat screen ismade of many different partsthat combineto show a“realistic” view
of theaction.

e Active Character: Realmsshowsyou who's currently selecting or acting out a
particular move. In this case, it's Foots who's ready to perform some action.
However, it could amonster. Realmsallowseveryoneachance, accordingtotheir
initiative. Sleeping characters, however, haven't achance until they wake. The
active character standsin ahighlighted square.

¢ Inactive Characters: Asidefromthe character currently taking hisor her turn, all
other charactersareinactive and arewaiting for their turnto takeacourse. These
characters may be potential targets for aknife or a spell, or they may be party
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membersyou'll need to protect. They will automatically parry thefirst attack against
them, but, since they can parry only once per round, they become sitting ducks
afterward (so don't let them get surrounded).

Active Character Options: As each character takes his or her turn in combat,
Realms offerscombat optionsto select from.

Active Character Position: Theactivecharacter standsin ahighlighted square.
Combat Area: Realms combat area is representative of the terrain where the
encounter occured. Itislaid outinagrid, allowing charactersto movenorth, south,
east or west. Charactersmay not movediagonally. Atleast oneside of the combat
areawill alwaysbe“open,” alow party membersand monsters aroute of escape.
Targeted Opponent: A picture of the targeted opponent appears when you have
selected it for attack from the combat area.

Damage Inflicted: Sharing the same space as Targeted Opponent, the damage
inflicted reveal stheresults of your character's or amonster'sactions. Appearing as
different colored “ stars,” the colors and numbers show you what's happened:

Red & number: Character was hit for # damage.
Green & number: Monster was hit for # damage.

Blue: Character fumbled attack or parry.
Orange: Opponent fumbled attack or parry.
Light Red: Hit wasabsored by armor, no damage.
Yellow: Attack was parried.

Brown: Character'sweapon has broken.

Pink: Character haslost consciousness.

TheCombat Options

Asyour party preparesto face off against itsfoes, your magicians, fightersand cutthroats

HHAT DO WANT To 00%
8 HE LEFT.

You HAVE

contemplate their potential actions. Will they fight the creatures
beforethem? Perhapsyour Warrior will moveinto abetter position.
Your Magicienne, ontheother hand, preparesto unleash an avesome

CORAST ESPELL

SusE ITEM ) blast of fire.
_DROF ITEM

Asyour characters move through combat, Realms offers each of

e your charactersthese choicesand more. Next to each combat option,
Sl Sl Realms lists the amount of movement points that are required to

Move

completetheaction.

Themonster'sjust out of reach, but dangerously closeto your Warlock who appearsto be
down for thecount. To get your Warrior's blade within range of the creature'sbody, select

Move.

Unlessencumbered, acharacter may move up to eight squares per combat round.

Should you moveyour character, keep thefollowing thingsin mind:

A character can only moveforward, back, to theleft or to theright, with acost of 1
MP per square entered.

A character cannot passthrough squares already occupied.

Squares containing walls or certain objects cannot be entered. It'sabit tough to
passthrough solid rock.
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e Squares containing dead or unconscious characters or opponents can be
entered.

e |f acharacter crossesthe edge of the combat area, Realmswill ask you if
the character istrying to flee. If you answer yes, the character isout of the
fight for good. This can split your team.

Attack

The Attack option engages your characters in the art of physical combat. To
attack acreature, acharacter must be standing in asquare adjoining the creature's
square. Theonly exceptionto thisisfor missileweaponswhich may befired from
up to ten squares away at acreature in adirect line with no obstructions. When
you select attack, the character pulls out his or her weapon, and physically
attacksthe creature.

Any form of attack costs three movement points. It also ends the character's
actionsfor the present combat round, no matter how many movement pointshe or
shemay haveleft.

An attack takes place in one of three modes:

e Aggressive: Anaggressive attack takesthe character'sfull concentration.
Since charactersare entirely consumed with their targets, they may not be
able to parry a counter attack aimed at them. However, the attack's
momentum will be great and will have abetter chance of success.

. Careful: A careful attack takesall the character's concentration, but devotes
most of it to protection, bettering the chances of successfully parrying a
counter attack. Since the character is concentrating on his or her own
safety aswell asthe monster, the momentum of the strike is reduced.

« Normal: A normal attack givesequal consideration to attack and parry.

Characters may also perform a missile or throwing attack. This type of attack
allows charactersto hurl or fire amissile at an opponent up to 10 squares away.
The character must have the missile weapon in his or her right hand and any
necessary missilesin the left hand, and must have the target in the line of sight,
unblocked by high obstaclesor other persons (“ Youidiot,” saysthe character with
anarrow inhisarm. ” Last timel checked, | did not look likean Orc.”)

Guard

Standing their ground, acharacter preparesto attack anything that movesinto range
adjacent to their square. Like a careful mode attack, the character's parry is
strengthened when he or she optsto guard (after all, they're standing ground zero
withthat bloodlust intheir eyes). Securing an areacoststhree movement pointsand
ends the character's actions for the present combat round, no matter how many
movement points may beleft.

Cast Spell

Raising hishands, your magic user sendsadivineblue auraheading toward amonster,
enveloping him in magical power. When your character selects Cast Spell, heor
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shecandojust that. To cast aspell at an opponent, the character must have adirect, non-
diagonal line of sight to the opponent, unblocked by high obstaclesor other persons. Not all
spells are usable in combat, and spell ranges vary. Casting a spell costs five movement
pointsand endsthe character's actionsfor the present combat round, no matter how many
movement points he or she may haveleft.

Useltem

A character can use any item held in hisor her left hand. During combat it'sagood ideato
have an elixir or other artifact ready and in the left hand. Using an item costs three
movement pointsand endsthe character'sactionsfor the present combat round, no matter
how many movement pointshe may haveleft.

ChangeWeapon

That'safinepiece of bladeyou have there. Who knowswhere the other piece went to, but
it'sclear that if you hopeto livethrough thisencounter, anew weapon isnecessary. Selecting
thisoption, heor she putstheweapon back into theinventory and equi psadifferent weapon
instead. Thisaction coststwo movement points. Actionsmay continueif the character has
remaining movement points.

Exchangeltem

Exchange ltem isthe equivalent of Change Weapon for the character'sleft hand and costs
two movement pointsaswell. Charactersmay continueto perform solong asthey still have
movement points.

Check Values

Whilein combat, Realmsallowsyou to check out all theimportant hack & slash statisticsof
the active character. When you select Check Values, you'll see hisor her current attack
value, parry value, armor class, type of weapon, hit pointsof weapon, life points, and astral
points. Y ou arealso shown any poison or enchantment affecting the character. Thisoption
isparticularly useful if your character seemsto be acting strangely, or if you're concerned
for hisor her life.

Wait
Sometimes, doing nothingisbetter . . . waitingit out to seewhat the opponent isgoing to do.
Select Wait to do so, and the character's actions are ended for the present round of combat

Repeat Options

Offered after around of combat has passed, Repeat Optionstells Realmsthat youwant a
character to perform exactly the same actions he performed during the previous combat
round.

Computer Fight

If you prefer to have Realmscontrol all theintricaciesof combat, just select Computer Fight
with or without magic. Then, you canlean back and watch the action develop. A computer
fight can be especially handy onceyou have strategically placed your charactersor if you've
pretty much trampled your opponents. You can take the lead again at any time during
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combat by simply pressing the left mouse button or any key. As soon as one of your
charactersbecomesactive, youwill haveall optionsavailableagain.

Quit & Reload

“Oh, oh,” you think. “The chances of mesurvivingthisfight arenil.” Should youcometo
thisconclusion, select Quit and Reload. Realmsendsyour game, and loadsit again from
any save gameyou select.

OOOPPPS! TheFumble

During combat, there'salwaysachance of afumble, resulting in some serious consequences
for the character or monster involved. When your character juggles hisweapon, thereare
three possibleresults:

¢ Thefumbling combatant isstruck for 1 to 6 hit pointsby hisor her own weapon.
¢ Thefumbling combatant's opponent getsafree strike.
¢ Thefumbling combatant'sweapon breaks.

After theFight

When all issaid and done, your party wipestheir browsof the heat of combat, and prepares
to continue with their adventure. Beforethey moveontheir way, however, they'll havea
chanceto do variousthingsand will receive others.

Gatheringthe Goodies

If your party won the fight, Realms shows you any loot lying about the combat area—
including all weaponsand itemsyour opponentswere carrying. If thereisany loot available,
Realmswill ask you to select theitemsyou want. Just choose any item, and it's deposited
into your party'sbunker. When you'vetaken all the goodiesyou want, presstheright-hand
mouse button or ESC to return to normal game mode.

Getting Extra Experience

Whenyour party winsan encounter with monsters, all surviving charactersreceive experience
pointsfor their efforts. Thefirst timethey encounter aparticular monster, however, they
will receive extrapointsfor braving unknown forces.

Returningto Adventure

Everyone looks around. The Rogue checks out the Magicienne; she looks back. The
Warlock nodsto the Warrior in appreciation of hisefforts. And then the Silvan EIf grows
concerned. Someoneismissing.

So it happens when your party returns to adventure and gets their bearings about them.
Following combat, charactersmay find themselvesin numerouspositions:

e Theteam was split when one or more characters ran from the encounter. Bring
them back together and reunite them asoneteam.

«  One or more characters were wounded or poisoned. Have someone use Treat
Woundsor Treat Poison on them. Thisreducesthe danger of subsequent damage.
In case of afast-acting poison, you will need the spell Pure And Clear.
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e Oneor morecharactershavedied. Try to leave the scene of combat asfast
as possible and go look for atempleto pray for aresurrection.

A well honed bladeisnot the only way to face the powers of afantasy world like

Arkania. A well crafted magic spell canwork miraclesaswell. Your team can use
the arcane powers of the cosmos for their benefit or another's demise.

Your charactersmay cast spellsalmost anytime and nearly everywhere. In combat,
characterssimply choose Cast Spell. ClickingtheUseMagiciconwhileadventuring
will providethe same enchantment. Remember, though, that acharacter can only
cast aspell if hisor her spell valueisat least -5 and preferably better than that.

Realmsallowsyou to cast any spell you choose. Perhapsyour excentric Warlock
likesto throw off little sparklersjust to impressthe Witch in the group. Whatever
the case, your characters havethe opportunity to use nearly any spell they please.

Whilein combat, though, characters have the option to cast alimited amount of
spells. Asall combat actions are by necessity spontaneous, characters can only
use spellsthat requirelittle or no timeto prepare and cast in afight.

Your magic-using characterslearn avariety of different spells, according to their
Archetype. Spellsaregrouped by Arcane L ore, theancient magical beliefswhich
formed them and guided their schools of thought

Every spell in Arkaniahasan origin.. . . agroup that long ago sought the knowledge
of the godsto produce adivine effect. Inthislist, you'll learn about spells, their
and origins.

M agicians/M agiciennes, Elves, Warlocks/Witches and Druid/Druidessesknow a
tremendous amount of spells grouped into various areas of magic. Thefollowing
list containsall spellsincluded inthisgamewith the attribute checksinvolved. The
letter inthe L ore column givesthe spell'sorigin:

M  Magician/Magicienne

E EIf

D Druid/Druidess

W Warlock/Witch
Although any character may learn and cast almost any spell, the sheer number of
spellsavailable encourages charactersto specialize.
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Spell Name
CLAIRVOYANCE

Analyse All Arcane Things
Attributes Revealed Be
Eagle's Eye and Lynx's Ear
Exposami Creatures Rife
Odem Arcanum Sensum Such
Penetrating Wood and Stone
Sensibal - Clear and Well
COMBAT

Accurate Eye and Hand That's True
Ecliptifactus Darkness' Power
Fulminictus Thunderbolt
Ignifaxus Lance of Fire

Iron Rust and Rotted Wood
Lightning Find Thee
Plumbumbarum Brachadead
Terror Broom

Terror Power, Terror Might
COMMUNICATION
Necropathia Putrid Head
Witch's Eye

DEMONOLOGY

Banish Spirits

Blood and Furor, Deadly Fate
Conjure Spirits

Heptagon and Eye of Toad
Skeletarius Air of Doom
Summon Crows

DISPELL

Destructibo Arcanite
Domination Dispell
Gardianum Paradee

Illusions Begone

Transformation Dispell
DOMINATION

Astral Theft

Ball and Chain
Bambaladam

Confusion

Dance!

Evil Eye

Great Need

Horriphobus Deadly Fear

Master of Animals
Meekness

Respondami Veritu

Somnigravis Thousand Sheep
ELEMENTS

Conjure Elemental

Nihilatio Graviti

Solidirid Rainbow's Hue
HEALING

Balm of Roond

Heal Animal

Pure and Clear, Herbal Tea
Rest the Body, Rest the Mind
Witch's Spit

ILLUSION

Camouflage

Chameleony Mimicry
Duplication Double Me
Witch's Knot

MOVEMENT

Acceleratus Speedy Steed
Foramen Foraminor
Motoricus Motilitens
Transversalis Telporti

Walk On Ice, Walk On Snow
Without a Trace, Without a Track

mZmmmmZ

EsgmzgmEm

szzuz o0 =z

m £ SU ZSUO0UDUMMU s ZZXOXZ

m=zZ o

gImMg gm<gm

mZzgEm

m

Attributes AP Duration
WD/WD/IN 10 One Use
WD/IN/CH 7 One Use
WD/IN/DX 5 Short
WD/MWDI/IN 5 One Use
WD/IN/CH 5 One Use
WD/WD/ST 5 One Use
WD/IN/CH 5 One Use
IN/AG/DX 5 3 Rounds
CR/WD/ST 10 Combat End
WD/AG/ST * | One Use/P*
Unknown * One Use/P*
WD/CH/AG 5 One Use/P*
WD/IN/AG 5 3 Rounds
CH/AGIST 5 | Combat End
CR/IN/CH 4 One Use/P*
CR/IN/CH \% 1-20 Rounds
CR/WD/CH S | Specia
IN/IN/CH 2 Special
CR/CR/CH 13 One Use/P*
CR/CR/CH 13 | Combat End
CR/CR/CH \Y Special
CR/CR/CH 26 Combat End
CR/CR/CH 15 | Combat End
CR/CH/CH 13 One Use/P*
WD/WD/DX \Y Special
WD/IN/CH 8-20 Permanent
IN/CH/ST \% Combat End
WD/IN/CH H One Use/P*

CR/WD/CH 5-50 P

CR/WD/ST 6 Special
WD/CH/ST 12 Combat End
IN/CH/CH 8 Combat End
WD/WD/CH 8 Combat End
CR/WD/CH 6 Combat End
CR/CH/CH 8 il
WD/IN/CH 8 Combat End
CR/IN/CH 7 Combat End
CR/CR/CH 8 Combat End
CR/CH/CH 5 Combat End
WD/IN/CH 5 | Specia
WD/CH/CH 8 Combat End
CR/WD/CH \Y Combat End
WD/ST/ST 10 1Turn
IN/AG/ST 14 10 Rounds
CR/IN/CH 7-up P
CR/IN/CH \Y P
WD/WD/CH \Y P
WD/CH/ST 7 | 1Sleep
IN/CH/ST \Y P
WD/CH/AG 6 Short
IN/CH/AG 5 Combat End
WD/CH/AG 8 Combat End
WD/IN/CH 4 Combat End
WD/AG/ST 7 10 Rounds
WD/WD/DX \Y One Use/P*
WD/DX/ST \Y Special
WD/ST/ST 15 Immediate
WD/AG/ST \Y Special
IN/AG/AG \Y Special
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TRANSFORMATION

Arcano Psychostabilur

Eagle, Wolf, and Great White Shark
Fire's Bane

Increase CR, WD etc.

Magic Armor

On Ocean's Floor, In Lake and Stream
Paralyze Paralone

Salother Mutother

Visibili Vanitene
TRANSMUTATION

Abvenenum Bile and Rot
Aeolitus, Come and Veer

Burn!

Calm the Storm and Still the Winds
Claudibus Clavistibor

Darkness

Fiat Lux

Freeze the Soft, Stop the Flow
Melt the Solid, Flow the Hard
Silentium Silentill

mzzmMmM<smMZ

mTmogmgmm

CR/WD/CH
CR/IN/AG
CR/CR/ST
WD/CHf***
IN/AG/ST
CR/WD/ST
IN/CH/ST
WD/IN/CH
WD/WD/AG

WD/WD/DX
WD/CH/ST
CR/WD/ST
WD/CH/ST
WD/DX/ST
WD/WD/DX
WD/WD/DX
CR/WD/ST
CR/WD/ST
WD/WD/CH

7 1Hour
7 1Hour
7 Lvl x Hours
7 2 Hours
AR* 5 Minutes
\% Special
13 | P
PP
5 Variable
5 P*
5 Special
1-20 One Use
\Y Special
\Y 1Hour
3 Lvl + 3 hours
1 | Lvl+3hours
1-20 | Special
1-20 | Special
5 1Turn

* = Equals damage caused
** =Level of lllusionx 2

*** Until end of combat or until attacked by player

**%* = And the appropriate attribute

V =Varies
S=Specid
P* = Permanent

AR = AR lowering equal to Astral Points used.

F* = MR of target times 3 multiplied by Astral Points used.
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Appendicies

Here, intheappendices, you'll find all theinformation you need about your characters, from
their Archetypesandtheir skillstothedeitiesthat influenceeveryday life. You'll dsofinda
section on Customer Servicethat tellsyou what to do and who to call should you become
stuck while playing Realmsor if your disk getstrampled by thewell-meaning family pet. A
section on hintsand tipsisal so included to help you on your adventure.

All charactersin Realmshave certain backgrounds, specialties
and physical attributes that make them different from each
other. This diversity provides for 12 different peoples, or
Archetypes, within Realms. When you create your
characters, you may select their Archetype by placing your

= own attribute valuesusing New
ETYFE FOR YOUR Attributesand Select Archetype.
. You may also select Choose
Archetypeto have Realms place
all the attribute values for you.
This section contains the low down on Archetypes, from
their specialties and the attribute requirements to the
characteristics and peculiarities of each. A space is also
provided for your notes within each Archetype.
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Jester & She-Jester

Special Training

7

Survival Techniques

Magic

None

Requirements
CR 12 SN
WD AC
CH CL
DX 12 AV
AG 12 NE
IN CuU
ST VT
Notes:

These men and women of the road are well-versed in all kinds of survival techniques.
Having afair share of experience with rogues and pickpockets, they well know how to

protect themselves and the party.
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Hunter & Huntress

Requirements Special Training
CR SN Missile Weapons
WD AC Hunting
CH cL 7
DX AV Magic
AG 12 NE
IN 12 CU None
ST VT
P Notes:
HUNTREESS

These remoteloners possess athorough knowledge of Arkania'swilderness, itsgameand
itsdangers, and, through years of training, are incredibly proficient with many kinds of
missileweapons.

Warrior & She-Warrior

Requirements Special Training
CR 13 SN Combat
WD AC Survival
CH CL
DX AV Magic
AG NE
IN Cu None
ST 12 VI <4
Notes:
HARREIOR

Warriors are masters of armed combat, and are often sorely needed to ensure a party's
survival intheseviolent times. Dueto their training, they are astrong and hardy people
with the ability to don the heaviest armor and to carry two-handed swords. Members of
this Archetype are known to be fairly laid back (drinking only decaf) to keep their
awesomefighting skillsin check.
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Rougue& She-Rouge

Requirements

Special Training

CR 12 SN Thievery, Trickery
WD AC City Skills
CH CL

DX 13 AV Magic

AG 13 NE

IN CuU None

ST VT

Notes:

Whether pickpocketsor tricksters, Rogues are at homein crowded townsand citieswhere
they have ample opportunity to provetheir particular skills. Inthewilderness, however,
Rogues are | ost, often preferring to stay close to the party.

Thorwalian

':h

L e Lo THORWALIAM-

Requirements

Special Training

CR 12 SN 7 Combat
WD AC

CH CL

DX AV Magic
AG NE

IN Cu None
ST 13 VT

Notes:

Thehulking Thorwalians, equally honored and feared as sailorsand fighters, areparticularly
well known for good living and alust for battle (beit against others or theforces of nature).
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Dwarf & Dwarvess

Requirements Special Training
CR SN Smithing
WD AC Axe/Combat
CH CL <4
DX 12 AV 7 Magic
AG NE
IN CuU None
ST 13 VT
DHARVESS NOteS:

TheLittle People of Arkaniaare excellent smiths, and can valuejewelry and other precious
items with great accuracy. Their hands and eyes are also accurate with an axe; once
sighted, atarget i s seldom missed.

Warlock & Witch

Requirements Special Training
CR SN Nature, Social
WD AC <4 Intuition

CH 13 CL

DX AV Magic

AG NE

IN 12 CU Non-book

ST VT

Notes:

In contrast to magicians, Witches and Warlocks do not derive their powers from the
accumul ated booki sh knowledge of centuries, but from anintuitive understanding of human
and animal nature.
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Druid & Druidess

Requirements Special Training
CR 13 SN Nature
WD 12 AC
CH CL
DX AV Magic
AG NE <4
IN CuU “Dark” Spells
ST VT

e Notes:

The secretive Druids are distinguished asmuch by their knowledge of dark spellsof control
ashy their loveof natureinal itsaspects. Their loveof lifemay contributetotheir reputation
asskilled healers. Their beliefsforbid them from using metal armor and weaponsfor fear of
destroying their divine power.

Magician & Magicienne

Requirements | Special Training
CR SN <4 Surviva
WD 13 AC Science, Lore
CH 12 CL
DX AV Magic
AG NE
IN CuU Formula
ST VT

MAGICIEMMNE N OteS:

The adepts of themagical artsconsider themselves scientists, and delight in the discovery of
spell formulasand other arcanemysteries. Still, their sorcerousskillsallow themto survive
under distinctly hostilecircumstances, evenif their mundane skillswould not suggest anything
of the sort.
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Green Elves

Requirements Special Training
CR SN Nature, Social, Body
WD 13 AC Missile Weapons
CH CL
DX AV <4 Magic
AG 12 NE
IN CuU Natural
ST VT

B S Notes:

SREEM ELF

Of all theelvenfolk in Arkania, the Green Elveshave had the closest contact with humans.
They are not adverse to sitting 'round campfires discussing a day's events, and are
occasionally spottedin Thorwal'staverns. While slight of stature, Green Elvespossessa
great deal of magic and skill with missileweapons and have much in common with Human
mages, who are rumored to receive training on occasion from their Elven counterparts.
They arealso very self-disciplined.

IceElves

Requirements Special Training
CR SN Nature, Endurance
WD AC <4 Perception
CH CL
DX AV Magic
AG 13 NE
IN 12 CU Y es. Unknown
ST \)

9 | Notes:

Very few members of the I ce EIf family have ventured beyond their native grounds, and
they are seldom seen in southern areas of Arkania. They seem to possess an almost
unknown magical sense, and their spells often puzzle magic users of amore traditional
mold. Also apuzzleto outsidersistheir remarkable endurance, and keen sense of perception.
They're also not too shabby when it comes to using missile weapons.
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Requirements

Special Training

CR

WD

CH

DX

AG 13
IN 13
ST

SN
AC
CL

AV
NE
Cu
\)

<4

Nature/Survival
Bow, Intuition

Magic

Yes

Notes:

SILMAN ELF .

Silvan Elvesliveasecluded lifein the denseforest of northern Arkania. There, they provide
for themselvesand arealmost entirely self-sufficient. Needlessto say, they have developed
great nature and survival skills. They are also acknowledged masters of the bow, and
possessawell-rounded understanding of themagical elements.
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Appendix B: Skills

All Arkanian characters need certain skillsto survivein their sometimesfriendly, often
times hostile, environment. In Realms, these skills are broken down into seven groups
which all Archetypes have the ability to develop: Combat, Body, Social, Nature, Lore,
Craftsmanship and Intuition.

Skillsrange from -20 to a+18. Those on the lower end of the scale would have trouble
pickpocketing an empty pair of trouserswhilethoseonthe high side could steal money from
aman countingit. Someskills, too, are harder to increase than others.

When your charactersattempt to perform certain actions, Realms checksthe action against
your character's skill level to determine the action's success. A highly skilled character
(+18) will likely perform an action with ease. Hisinept companion (-20) will likely fail.
However, regardless of acharacter'sproficiency inaskill, he or shemay attempt to useit.

Combat Skills

A character's Combat skills determine how well he or she holds up, both offensively and
defensively, against foes. Thesevaluesare used to cal culate acharacter'sattack (AT) and
parry (PA) values. On reaching anew level, Combat skills can beraised by 1 point.

¢ UNARMED: Thisskill encompassesboxing, wrestlingandkicking. Itisaskill to
fall back onin casethe character'sweapon breaks.

< EDGED WEAPONS: Thisskill governstheuseof all weaponsusedinastriking
fashion, which includesthe majority of edged weapons (sabre, cutlass, etc.), and
also some blunt weapons such asthe mace and morning star.

«  POINTED WEAPONS: Epee, rapier andfoil, aswell asall knivesand daggers, are
included inthiscategory.

¢ SWORDS: Swordsareused asstriking weapons, but can beused to pierceaswell.
They arehandled easily and arereadily available.

¢ AXES Axesand hatchetsarefavored weapons of the northern Arkaniansand are
easy tofind. Axes, likethe orc hook or the barbarian war axe, do alot of damage,
but requirealot of skill to handle.

e POLE ARMS: Thisskill isused not only for spears and pole arms, but also for
quarterstavesand doublefleurs.

¢ TWO-HANDED SWORDS: Thisskill governsall two-handed swordssuch asthe
tuzakian or therondracomb. Normally, only warriorslearn to handlethese awkward
weapons.

¢ MISSILE WEAPONS: Themost common typesof missileweaponsarethevarious
types of bows and the crossbow.

¢ THROWING WEAPONS Throwingweaponsincludeadll javelins, throwing knives,
and throwing hatchets such asthefrancesca.

Body Skills

Body skillsareusedto regulateall athletic actionssuch asclimbing, hiding or riding. For a
character to succeed in an action that requires aBody skill, good valuesfor strength and
agility areamust. Depending onthe skill, other attributesmay play apartinanaction'ss
successaswell. These statisticsarelisted in parenthesesfoll owing the skill'sname. When
charactersgain an experiencelevel, Body skillsmay beincreased by up to 2 points.
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*«  ACROBATICS(CR/AG/ST): Somersaultsand cartwheelsareauseful way of earning
money by performing for an audience. Acrobatic reactionsto unexpected situations
rely moreon Physical Control skill.

¢ CLIMB(CR/AG/ST): Climbingisalwaysrisky, especialy at great heightswhere
thesmallest slip can have grave consequences. Along with the skill level, success
also depends on whether the character isusing any specialized equipment.

¢ PHYSICAL CONTROL (CR/IN/AG): A successful check against thisskill allows
acharacter to reduce the consequences of afall, to escape an opponent'sgrip or to
squeezethrough anarrow crack.

« RIDE (CH/AG/ST): Thisistheability to ridehorseback during daring maneuvers
without falling flat on one'sface.

e«  STEALTH (CR/IN/AG): Theability to movewithout asound. The probability of
success also depends on the ground walked on and on the type of armor worn.
Littleclangs, jingling and creaking, and the crunch of dried leavesunderfoot have
atendency to alert apotential target.

e SWIM (CR/AG/ST): Determines how long a character can keep his or her head
abovewater. Any kind of armor isalarge hindrance to the swimmer.

e« SELF CONTROL (CR/ST/ST): Theability to take damagewithout letting thepain
get the better of you. With ahigh self control, characters feel thewound - noteits
presence - but do not react to it, all owing them to continue an action with accuracy
and skill.

< DANCE (CH/AG/AG): Like Acrobatics, dancing offers many a crown to a
sufficiently skilled dancer performing for an appreciative audience.

« HIDE (CR/IN/AG): Theability tofind ahiding place quickly and quietly.

e« CAROUSE (WD/IN/ST): Theability to hold oneself in check whilevisiting taverns.
It affectsthe amount of beer, brandy and wine acharacter can drink before he or
shebecomesintoxicated.

Social Skills

Social skillshelp (or hinder) charactersin the social situationsthey encounter in towns
and cities. Attributesin parentheses affect the skill's chances of success. Social skills
aren't much usein the wild, unless you encounter a particularly talkative rabbit. When
charactersgain alevel, Social skillsmay beincreased by up to 2 points.

e« CONVERT (WD/IN/CH): Theability to convince othersthat your point of view
isthe correct one, especially in regard to religious matters. (“No, really, Norm,
Ifirn said that if you gave meyour sword, half your rations and dove headfirst into
that stable over there, you'd be granted amiracle.”)

e SEDUCE (IN/CH/CH): Anability to attract members of the opposite sex. When
looking for assistance, it helpsif your target is attracted to you.

¢ HAGGLE (CR/WD/CH): A good haggler knowshow to smooth talk. Inmarkets,
the best hagglers can get discounts of up to 50% from amerchant (tax, title and
registration are extra).

e« STREETWISE (WD/IN/CH): Helpsacharacter to find hisway in astrangetown.
It also helpshim or her find unguarded shortcuts, to avoid the city guardsand where
to beg for the highest take.
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LIE (CR/IN/CH): Theability to makeyour opponent believeanything youtell him.
(Ah, no. That wasn't mewho took your money. Itwas, ah, it evaporated. Yeah.
That'sbeen happening to mealot, t0o.)

HUMAN NATURE (WD/IN/CH): Allows you to judge the probable reaction of
non-player charactersto your party.

EVALUATE (WD/IN/IN): This skill helps to estimate the value of artifacts and
other useful items.

Natur e Skills

Natureskillsareamust for survival inthewilderness. They help charactersto feel at home
withtheland, and are generally used whenever aparty venturesoutside of town. Following
each skill'sname are the attributes that influence a character's success. When characters
gain levels, these skills may beincreased by up to 2 points.

TRACK (WD/IN/AG): Thisskill isusedto find animal tracksand judge the species
that left them (wild pig, karen... maybe ahuman?).

BIND (DX/AG/ST): Knowledge of ropesand knotshelpswhentyinggameand in
freeing oneself should you be bound and gagged by someone el se.
ORIENTATION (WD/IN/IN): A well-honed sense of direction can bevery useful,
not just in the wilderness, but also down in the dungeons.

HERB LORE (WD/IN/DX): Not just the knowledge of where to find herbs, but
also the ability to correctly identify and prepare them.

ANIMAL LORE (CR/WD/IN): Knowledge of animalsisespecially importantin
combat, when knowing where to find a vulnerable spot can mean the difference
between lifeand death.

SURVIVAL (IN/DX/AG): Just the skill you need to find agood spot for setting up
camp, asource of water or rich hunting grounds.

LoreSkills

Almost all knowledge can becovered by al oreskill, and in many cases, Lore skillsdefine
acharacter's art. Attributes that affect the skill's performance follow the skills name.
When characters gain new levels, Lore skillsmay beincreased by up to 3 points.

ALCHEMY (CR/WD/DX): Thisskill governsthe recognition and, most importantly,
the preparation of potionsand elixirs.

ANCIENT TONGUES(WD/WD/IN): Thisskill will allow your character toidentify
ancient scrolls.

GEOGRAPHY (WD/WD/IN): Thelore of far-off countries.

HISTORY (WD/WD/IN): Knowledge of oral and written history.

RITUAL (WD/IN/CH) Knowledge of the variousritualsconnected with the Twelve
Gods.

TACTICS(CR/WD/CH): Knowledge of successful combat movement.
READ/WRITE (WD/WD/DX): Theability to read and writein your native tongue.
Quitearareskill in Arkania.

ARCANE LORE (WD/WD/DX): Thisskill allowscharactersto recognize an artifact
or judge aspell'seffect. An absolute must for magic users.

TONGUES (WD/IN/CH): This skill determines how many foreign languages a
character speaks, and how well he or she speaksit.
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Craftmanship Skills

Craftsmanship skills are based on a character's ability to influence situations or people
with their hands and mind. All Craftsmanship skills are honed by constant use and
practice. Following the skill'sname are attributes affecting the skill. On reaching anew
level, these skills may be increased by up to 2 points.

¢ TRAIN ANIMALS (CR/IN/CH): Used to tame and train animal s such as horses,
houndsor falcons.

¢ DRIVE (IN/CH/DX): Theskill of handling carts, coachesand sleds.

e« CHEAT (CR/CH/DX): A skill that promises substantial monetary rewardsaslong
asno one noticesyou are playing with amarked deck or loaded dice. Should that
happen though, expect preciouslittle mercy.

e TREAT DISEASE (CRWD/CH); TREAT POISON (CRWD/IN); TREAT WOUNDS
(WD/CH/DX): A number of team members should be proficient with these healing
skills, especially TREAT WOUNDS . .. a very commonly used skill for
adventurersin Arkania. Untreated wounds often |ead to infection and disease.

e« INSTRUMENT (WD/IN/DX): Using thistalent and the appropriateinstrument, a
character can make some crownsat atavern - provided, he or she hitstheright note
and the mood of the audience.

e LOCKS(IN/DX/DX): An essential skill for survival in towns and dungeons, it
includesthe picking of locks on doors and chests.

¢ PICKPOCKET (CR/IN/DX): Using this skill is arisky endeavor with alot of
promisefor either silver crownsor gold. . . or apummeling if you're caught.

Intuitive Skills

Intuitive skills are not trained but are improved primarily through practice. They are,
somewhat, the character's sixth sense. Because of this, they can only beimproved by 1
point when charactersgain alevel.

e DANGER SENSE (WD/IN/IN): This skill provides a warning to characters of
immediate danger posed, for instance, by an ambush or atrap.

«  PERCEPTION (WD/IN/IN): Thisskill allowsyou to notice hidden signs, secret
doors, movement on the horizon or sounds behind alocked door.

Appendix C: Arkania'sDeites

Anancient world like Arkaniawoul d not be complete without amultitude of deities. The
most important among these are the Twelve Gods— the pantheon worshiped by the vast
majority of Arkanians. Thereisalso another god, ashadowy creature who inspires such
fear in Arkania'sresidentsthat hisnameis never spoken and has all but been forgotten.
Only in passingishereferred to asthe God Without A Name.

Characters“meet” theindividual divine providenceswhen visiting thetemplesfoundin
nearly every settlement. Entering temples, characters may make offeringsto the deities
out of reverence and in hopesthat thetemple'scleric, and perhaps eventhe god, will smile
on them. Needlessto say, the higher the donation, the larger the smile it tendsto bring.
While in temples, characters may also ask for miracles from the deities. Asyou might
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expect, however, miraclesarearelatively rare occurance and do not happen with predictable
ease. Of course, miracles, likewishes, might cometrue, so becareful what itisyou ask for.

The Twelve Major Deities

PRAIOS

The Sun God is also the God of Justice and the patron deity of the Central Empire, the
largest Arkanian state. He favors courage and truth, and shows no mercy.

RONDRA

The Goddess of War, of Stormsand of Honorable Duels. Guile and cunning areforeign to
her, instead, courage and thewillingnessto sacrifice yourself for your companionsareheld
inthe highest regard.

EFFERD

The God of Water, Lord of the Ocean's Waves and Provider of Rain in the deserts. Heis
considered moody and unpredictable.

TRAVIA

The Goddess of the Hearth and Protectress of theHomeisal so the patron deity of marriage
andfidelity. The Templesto Traviaare used for sanctuary by al kindsof fugitives, asno one
- not even city guards - dares draw aweapon on her hallowed ground.

BORON

TheLord of the Dead and onewho's not likely to part with any of the soulsin hiscare. He
isalsothegod of Sleep and Provider of Dreams. Hissymbol isthe broken wheel, used to
mark gravesall over Arkania.

HESINDE

The Goddess of Wisdom and Mistressof All Magic. Her templesoften harbor hugelibraries
and treasuretroves of magic artifacts.

FIRUN

Lord of Winter, Master of the Eternal Frost and God of Hunting. Heisthe patron deity of
hunters, testing their strength against the most powerful of animals. Prayersand requestsby
merehumanshaveadim chance of swaying him. Many prefer to pray to hisdaughter, Ifirn,
tointerveneontheir behalf.

TA

The Goddessof Life, Eternal Creator and Lady of Ressurection. Her servantsareforbidden
to take any life, and she herself occasionally grants the return of life to the deceased,
wrestling asoul from thegrip of Boron.

PHEX

God of Merchantsand Thievesand Lord of theNight. Nothing Arkanianisforeignto Phex,
which explainswhy aheavy purse can go along way to help amiraclealonginoneof his
temples.
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PERAINE

The Goddess of Fertility and Mistress of the Healing Artsisfamousfor her mercy and love
for all living creatures. Clerics of Peraine provide alarge and rather divineinfluence on
Arkanian healers.

INGERIMM

ThisGod of Creating and Destroying Fire and Lord of Smithsisworshiped most fervently
by dwarves - often enough, he is the only God they worship.

RAHJA

The Goddess of Physical Love, Wineand Inebriationisfamousfor therevelries habitually
staged in any templ e dedicated to her worship.

Other Gods

SNVAFNIR

The patron deity of Thorwalians (he's a half god), known to be a son of Efferd's by
Rondra. Heisthe Protector of Dragonships and amoody God of Gales. Accordingto his
followers, hetravelsthe oceansin the shape of agiant whale.

IFIRN

Thedaughter of Firun and perhaps one of the very few who can influence himin matters
concerning Arkanians. Although sheisnot agod, templeshavebeen built for her in hopes
that it will increasethelikelihood of aresponse from Firun.

THENAMELESSGOD

Very littleisknown about thiscreature. Y our characterswill not find him or hisclericsin any
templ e, but they might come acrossthese servants of the dark somewhere along the way.

Appendix D: Herbs& Poison

Traveling through Arkania'swilds, your characterswill likely come acrossavast array of
herbsthat may proveuseful intheir adventures. Some herbs can be used without any prior
preparation, while others require a skilled and knowledgable character before their use
becomesapparant.

Herbs can be purchased from Arkania's many herbalists. Your party may also find herbs
throughout Arkania'swild. Naturally, acharacter skilledin Herb Lorewill haveamuch
better chanceto find herbs. Extremely skilled charactersmay even be ableto gather extra
herbs asameansto makemoney for the party, selling hisor her reservesto oneof Arkania's
herbalists. And for those unlucky enough to have no party member skilled in Herb Lore,
ready-made potionsareavailable at Arkania's better herbalists.

Mixed together with recipe in hand, these herbs can form wondrous healing agents and
deadly poisons. Without arecipe, however, your character may end up making “Vaporize
Party Immediatly” instead of that helpful elixir you hadin mind.
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ARAX: Concentrated cave-spider poison. Does only light damage, but reduces an
opponent's combat val ues.

ATMON: Thishardy flower, or rather, the salve made fromit, hasto beimported from
theKhorn Desert. Atmon salveincreasesall Body skills.

BANE DUST: A powerful poison that slowly robsmagically gifted charactersof their
astral energy.

BELMART: Thedark green leavesof the belmart bush can be used to concoct apreventive
medicine against disease and poisons.

BLACK LOTUS: Thepollen of theblack lotusisused in the preparation of an extremely
potent inhaled poison.

DONF: Donf sprigsareafavored remedy of Arkanian healers, prescribed for just about
any affliction. They work best against paralysis and swamp fever, though.

FEAR POISON: A magica poison of immediate effect identical to a successful
Horriphobus spell.

FINAGE: Aninfusion made from young finagetree sprigsrai ses attributes|owered by
magic or diseaseto their former value.

FOUR-LEAF LONEBERRY': Theberriesmedicinal herbsof all Arkania. They can
be eaten raw or used to prepare aconcoction. They also figurein many recipesfor
healing potions.

GOLDEN GLUE: Thisisan acidic contact poison often found on doorknobs and the
opening mechanisms of treasure chests.

GUL M OND: Theleavesof the guimond bush, found mostly in the Svellt Valley to the
east of the Orcish Lands, are famous for increasing strength and endurance. The
preferred way to take gulmond isasatea, but it isalso possible to chew the fresh
leaves.

ILMEN LEAF: Thisisaweak hallucinogen imported from the south. The leaves are
usually smoked and their vaporsare said to calm even berserkers.

JORUGA: Thisyellow root of about finger lengthisthe only known curefor rabiesand
valued accordingly. In northern Arkania, thejorugaroot can befound mostly within
Nostria.

KAIRAN: Thisfern plant only growsunder water. It isextremely rare and iscollected
mostly along the shores of Nine Eyes L ake, though it can on occasion befoundin
other lakesand ponds.
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KUKRIS: A deadly poison of almost immediate effect. It isextracted from asouthern
clinging root and isextremely expensive.

MANDRAK E: Thiscommon root often growsin approximate man-shape and isthe
base of many magic potions. It can befound mostly inforest areasand wet grasslands.

MENCHAL: Thiscactusfrom the edge of the Arkanian desertsisapotent antidote to
various poisons.

OLGINROOQOT: Therootsof thethismoss speciesbuild up aresistance against all kinds
of poison and disease. Unfortunately, olgin root is very rare and thus extremely
expensive.

SLEEPING POISON: A mild, magical poison that makes an opponent fall asleep
immediately. A strike against the afflicted sufficesto wake him (or her) up again.

SHURIN BULB: The shurin bulb, which is found in the Orcish Lands and the area
around Thorwal, offersastrong but very slow poison.

TARNELE: Thisplant, whichisvery similar in appearanceto dandelion, can befound
almost anywherein Arkaniaand isone of themost basic suppliesany healer carries.
An ointment madefrom crushed tarneleleaves speeds up the nightly regeneration
of lifeenergy.

THONNY S: Thishomely herb allowselves, witches, and druidsto use astral meditation,
apractice normally open only to magicians.

WHIRLWEED: Anything said about the four-leaf loneberry applies equally to
whirlweed. This, too, isin useall over Arkania, but its effect is stronger than the
loneberry's. It should be present in every well-supplied adventurer's backpack.

Appendix E: Disease

Diseaseand infection areno strangersto Arkania. Anything from abitefrom aninfected
animal to avirulent strain of bacteriacan bring any one of anumber of ailmentsyour way.
Charactersmay suffer many afflictionsfrom merely being drunk to sweating out araging
bout of Swamp Fever. Contracting someillnesses may simply be amatter of carel essness;
others may possess such ramificationsthat a speedy treatment iscritical lest your entire
party becomeinfected by aparticularly contagious condition. Before acondition can be
treated, however, it must first be diagnosed. A character requires some amount of Treat
Disease skill just to figure out what the problemis. . . much lessdo anything about it. A
poorly skilled character may havedifficulty recognizing acommon cold.

Certain diseasesmay requireaspecific herbal treatment for any healing effortsto beeffective.
Some may be so seriousthat trying anything lessthan themost skilled healer in Arkaniawill
be afutilewaste of effort

BATTLEFIELD FEVER: Ghoulsand undead arethe carriersof thisinsidious disease
which is especially dangerous for elves. The infection spreads rapidly and with
serious consequences, made worse by adehilitating loss of strength and lifeenergy.
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Theonly known treatment i sthe combined application of jorugaroot and gulmond
leaves.

BLUE COUGH: Bluecoughisonly possibleasaconsequence of numskull. The patient
must be confined to bed to prevent the disease from worsening. If thisregimenis
kept up, the diseasewill likely pass. It may take along time, but rest and waitingis
theonly way to get rid of blue cough, onceit develops.

FROSTBITE: Thereisnoreal treatment for frostbite. The best thingto doisto prevent
it by wearing good shoesand warm clothes. I n extremewesather conditions- especially
inwinter , the characters should avoid long marches.

NUM SKULL: A character suffering from numskull feelsweak and listless, and also
sufferssome damage. Thebiggest danger connected with anumskull infectionis
the possibility to devel op blue cough. Theusual causefor numskull isstayingincold
water for toolong without drying off properly and getting warmed up again afterwards.
Almost any healing herb can be used to treat numskull.

PARALYSITIS: Thisdangerous disease, which can lead to total paralysis, ismainly
transmitted by undead. The only chance a character with paralysitis has of being
cured liesin fast treatment and application of donf sprigs.

RABIES: Rabiesistransmitted by bites of wild animals. Itisarare, but often deadly
disease. Also, thereisthe danger of theinfected character attacking hisor her own
companionsashe or sheisdriven mad by the pain. For treatment, the patient must
stay in bed. The only known herb of any effect against rabiesisjorugaroot.

TETANUS: Itisalmost certain that the characterswill haveto deal with thisdangerous
disease sometimeduring their adventures. Tetanus devel opsfrom infected wounds
made by monster bitesor rusty weapons. If not treated, theinfection can causethe
character's death.
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Appendix F: RolePlaying Terms

ARCHETYPE: As part of creating a character, you have to choose an Archetype to
conform to. An Archetype describes the basic profession and physical makeup of your
character. Therearetwelve Archetypesfor your characters. See Appendix A for complete
information on the Archetypes.

ARMOR CLASS (AR): Armor is meant to protect its wearer from harm. The armor
classissubtracted from the hit points of aweapon when cal cul ating damage. Unfortunately,
armor also restrictsits wearer, possibly to the point of hardly being able to move.

ASTRAL POINTS (AP): All kinds of magic are powered by astral energy, which is
measured in astral points. The amount of astral pointsacharacter hasisan indication of
his or her magical powers. M agicians/M agiciennes start the game with 30 AP, all other
magic Archetypes start with 25 AP. AP can be increased at new levels. AP can be
regained through sleep, magic potions or meditation.

ATTACK (AT): Any combat maneuver designed to harm an opponent. The attack value
has arange from 0 to 20 points and measures the ability to direct an attack.

ATTRIBUTES: A character's attributes present aprofile of hisor her personality with
strengths and weaknesses. Attribute values can change. Realms differentiates between
positive attributes and negative attributes (Superstition, Acrophobia, Claustrophobia,
Avarice, Necrophobia, Curiosity, and Violent Temper).

BREAKING FACTOR (BF): Arkanian weapons are not made to last forever. Their
deterioration is measured by means of the breaking factor. The higher the BF, the more
brittle (and thus the more likely to break) the weapon.

CHARACTER: Aninhabitant of the fantasy world of Arkania. Player characters, also
known as heroes, are part of the adventuring team and controlled by the player.

CHECK (ATTRIBUTE CHECK, SKILL CHECK, SPELL CHECK): Whenever a
character attempts an action with no predetermined result, there is the possibility of a
check against the appropriate attribute, skill or spell value(s). These checks simulate
rolling a varying number of twenty-sided dice. The attributes listed with each skill or
spell areimportant to the success of a check, giving acharacter with high valuesin the
listed attributes a better chance to succeed at that particular skill or spell check.

EXPERIENCE POINTS: (EP) Experience points (al so known as adventure points) are
awarded for good role-playing, solving difficult tasks and overcoming tough opponents.
Onceacharacter reaches acertain threshold of experience points, he or she hasreached a
new level and can increase various gameval ues.

HIT POINTS/'DAMAGE POINT S (HP/DP): Whenever an attack issuccessful and the
blow isnot parried, it hitsthetarget for damage. The amount of damage depends on the
weapon used and is measured in hit points. Any protection, like armor, is subtracted
from the hit points, leaving only the actual damage penetrating the armor. These points
are ultimately subtracted from the wounded'slife points.

LEVEL: Theexperienceacharacter gathersisexpressedin levels.

LIFE POINTS(LP): Thesum of life pointsdeterminesvitality. The average character
startsthe game with 30 life points. M agi cians/M agiciennes possess 25 L P and dwarves
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40 LP. Whenever acharacter iswounded, he or sheloseslife points. Should thelife points
belowered to 5, the character |oses consciousness. He or shediesif theLPreachO. Life
pointsareincreased on reaching anew level. L P can beregained through sleep or healing.

MAGIC RESISTANCE (MR): Every living being has a certain chanceto resist aspell
directed against it. With intelligent beings, thismagic resistanceisinfluenced by courage,
wisdom, superstition and experiencelevel.

NON-PLAYER CHARACTER (NPC): Inhabitants of the fantasy world of Arkania
who are controlled by the game master (or the computer). They are used as chance
encounters, opponents, or acquai ntanceswho can be aval uable addition to theteam, for
varying amounts of time.

PARRY (PA): A protective combat maneuver. The parry value hasarangefrom 0to 20
points and measures the ability to parry an attack.

SKILLS: Skills add detail to acharacter's personality profile. In contrast to hisor her
attributes, skillscan belearned and improved. They giveapreciseindication of acharacter's
abilities. All skillsaregrouped into combat, nature, body, social, lore, craftsmanship and
intuition skills. For moreinformation see Appendix B: Skills.

SPEL L S: Magic comesin handy to cureyour characters, aid them in their adventure and
to vanquish creatures bent on your destruction. Magicians/M agiciennes, Elves, Druids/
Druidesses, and Warlocks/ Witches can use up to 84 different spellsin Realms. Theseare
grouped into various arcanelores. How well acharacter knowsacertain spell isexpressed
by aspell valueranging froma-20to a+18. (For moreinformation, seethe ArcaneLore
section of thismanual.)

AL'ANFA: A city state at the shores of the southern ocean, surviving mainly from the
slavetrade. Thetraditional enemy of Thorwalians.

ARKANIA: Oneof the continentson Dere, theworld of Realmsof Arkania. Arkaniais
abit smaller than Europe, measuring about 3000 milesfrom the most northern to the most
southern coastline, and about 1900 miles across at its widest point.

CALENDAR: The Arkanian year has 365 days of 24 hours each. There are twelve
months, each with 30 days, bearing the names of the Twelve Gods. There are also five
days, thedark days, that bear no name asthe Nameless God bears none. Thefirst month
of theyear isPraios. It isroughly equivalent to July. During the winter months of Boron,
Hesinde, Firun, and Tsa, much of Arkaniaiscoveredin snow, making travel difficult. The
five days between the 30th of Rahjaand the 1st of Praios are called “the dayswithout a
name,” and are considered cursed. Y earsare generally counted by thereign of the emperor
governing the Central Empire. Another common counting method comesfromthefall of
Bosparan. At the start of the game, it isthe 15th year in the reign of emperor Hal and year
1009 after the Fall of Bosparan.

CENTRAL EMPIRE: Anempireinthemiddle of Arkania, covering about onethird of
thecontinent. At the moment, the capital of Gareth isthe seat of HisDivine Magnificence,
Emperor Hal | of Gareth.

CURRENCY : The various Arkanian nations mint their own coins, of course, but most
currencies confirm to the standard of the Central Empire. The largest coin is the gold
ducat (D), worth 10 silver crowns (C). Each crown isworth 10 copper bits (B).
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GARETH: Withmorethan 100,000 inhabitants, thisisthelargest city in Arkania. Itisalso
the capital of the Central Empire, thelargest Arkanian nation. Thorwalians consider all
inhabitants of Gareth snobbish courtiersand arrogant fops.

GULF OF PREM: A gulf between Thorwal and Prem. The center of the Thorwal region,
asfar as settlement and ship traffic are concerned. There arefiveislands situated within
the gulf, thetwo biggest being Hjalland and Runin.

HJALDING GULF: A gulf tothenorth of the Hjaldor range, protected from the open sea
in the west by the Overthorn headland and the island of Manrek. The coast of the
Hjalding Gulf isone of the most important areas of Thorwalian settlement, second only
to the Gulf the Prem.

HJALDOR RANGE: The Hjaldor range forms the back of the peninsula between the
Hjalding Gulf and the Gulf of Prem.

HJALLAND: Anisland in the Gulf of Prem. The only settlement on theisland is the
villageof Ljasdahl.

MANREK : Anisland approximately 40 mileslong and 15 miles across, to thewest of the
Hjalding Gulf. Settlementsarethevillagesof Manrin and Brendhil.

NOSTRIA: A small, impoverished kingdom to the south of Thorwal, constantly at war
with the neighboring state of Andergast.

ORCISH LANDS/ORC SKULL STEPPES: A high plateau covered with plainsto the
east of the Thorwal region. It isthe home of the orcs. The countryside is dominated by
low, bleak hillsand acover of light green grasses, with small copsesof birch treeshereand
there. Along the Bodir River Valley ruins bear witness to failed human attempts at
settlement. Rumor hasit that anumber of orcish tribes are assembling on the Orc Skull
Steppes to march on Thorwal.

PHEXCAER: A town of 1100 at the banks of the Bodir River, situated smack in the
middle of the Orcish Lands. Phexcaer is dedicated to the God of Thieves and probably
harbors more of them than any other town in Arkania.

PREM: Situated in a coastal valley and almost unconquerable by land, Prem is the
guardian of the gulf named for the town. The 2350 inhabitants are quite as mixed asthe
architecture present - here you can find any kind of building, from along houseraised on
stiltsto around tower built from rocks. Prem isfamousfor thelarge hall abovethetown,
the Free Combat School, and its Premian Brandy, a very high proof concoction also
known as“fire,” possibly becauseit burnswith ared flameif set alight.

RUNIN: Anisland 20 mileslong and agood 10 milesacrossin the Gulf of Prem with no
large settlements.

SEA OF SEVEN WINDS: The vast western ocean parting Arkania and the legendary
Golden Coast beyond. Only the most adventurous of sailors have dared try to crossthe
Seaof Seven Winds, and very few of them have ever returned.

STONY OAK FOREST: The Stony Oak Forest marks the southern boundary of the
Orcish Lands. The giant, gnarly trees growing there give the place a dark and eerie
atmosphere. Neverthel ess, woodcutters enter the areatime and again, asthe tough wood
of these stony oaksisexcellent house- and ship-building material.
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THORWAL: A region and town on the northwestern coast of Arkania, betweenthe Ingval
and Gjalskarivers, bordered in the east by the mountains of the Orcish Lands. The“Home
of Dragonships” isconsidered arough area, and itsinhabitants arethe stuff of legends. The
towering Thorwaliansarefamousfor their skill assailors, but at the sametimefeared for
their combat skillsand love of fighting. The Free City of Thorwal (6750 inhabitants) isthe
largest settlement of theregion and the pride of Thorwalians. Thisisaplacewheremen and
women drink alefrom barrelsand chug brandy from tankards.

TWELVE GODS: Most inhabitants of Arkaniaworship apantheon of twelve deitiesin
constant conflict with their opponent, the God Without A Name. For more information
see Appendix C.

WEIGHTSAND MEASURES: Distances are measured in spans, pacesand miles. These
are Arkanian measurements not consistent with imperial measurements of the same name.
1 span equals 20 cm, 1 paceequals 1 m, 1 mileequals 1 km. Weightsaregivenin oz. (25
g) or stones (1kg).

Appendix G: Hints& Tips

1). Read Gerbod’ s Diary - there' sahost of info about lifein Arkaniathere and some
useful tourist tipsabout placestovisitin Thorwal.

2). When creating your party, asin most fantasy role-playing games, strivefor balance
and diversity.

Youwill want at least acouple of characterswith good fighting skills, and acoupledifferent
types of magic usersto cover abroader range of spells. Magiciansand Magiciennesoffer
acoupleuniqueabilitiesmaking them very desirable (don’t forget about their wands). Another
really useful character isonethat can use missile weapons; Hunters are the most obvious
choice, but don’tignorethe Elves. Dwarves provide good fighting talent (and also tend to
bring fundswith them when they joinyour party).

Plan ahead so that you have characters proficient in the key skill categories; survival in
wilderness; perceptionin dungeons, herb loreand alchemy; haggling in shops; travel through
townsand on ships, just to name afew. And, make suretheleader of your party possesses
theappropriate skillsfor theareayou'retravelingin.

3). Thefirst thing on your agenda should be to gain some experience to build your
characters. Master Dramosch canreally useyour help . ..

4). Ouitfit your charactersto the best of your ability. Don't hold back when buying
armor and weapons, but do try to outfit as many characters as possible. Try to cover as
many “body parts’ aspossible. (A bullet-proof vestisgreat, but your barefeet may givethe
opponent the opening he needs.)

5). It'salso areally good idea to focus some attention on potions and herbs. Read
carefully what some of the herbs can do, and whether they can be eaten raw. Healing
potionsareavirtua requirement for any well supplied adventurer. If you havethem ready
inyour charactersleft hand, they can beused in aninstant, even inthethick of battle.

6). Poison and amagician’ swand isamarriage madein heaven.

7). Whentraveling, bebraveand try everything. Takeoptionstotry thingswhen given
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the chanceto do so. It may not alwayswork to your favor, but you never know what you
may find (you are adventurers after all). If you saveyour game asoften aspossible, this
curiosity may not kill the cat.

8). Explorethetowns, eventhe*residences’ where possible. If you get caught breaking
into people’ shousesthough, you' regoing tojail (do not pass Go, do not collect $200).

9). Talk to people, get on their good side, and get theinside scoop on Arkania.

10).  Planoutyour combat approach. Whereyou position your characters can mean life
or death. A useful tactic can betotieup an opponent in hand-to-hand combat with astrong
fighting character (Thorwalian, Warrior, Dwarf) whileyou pelt him from afar with acharacter
using missiles. Try to take the opponent out of the action with aLightning or Somnigravis
spell which eliminatestheir ability to attack.
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Technical Support
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