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Theft of tlie Sceptre 

I 

Tfie crypt 6efow tfie ruined keep was dank and musty. 
Moisture co119eafed on tfie walls and trickfed sCow9-1 cfown to 
tfie floor, fonni119 sma[[ puMfes. A pair of 9rimy 9rave ro66ers 
6raved tfie crypt and set a6out expCori.119 tfie tom6s. 

Cat1e9hor tfie Mystic, ofrf and 6ent, sifw! tliroll£Jli ancient 
relics 6urid aCo119 witli an equa[[y 09ec! mummy. His you119 
and somewliat fiivoCous companion, Hack. tfie Ro9ue, SOU91it 
treasure in tfie tom6 of an ancient warrior queen. Cat1e9hor 
smifeii as fie turned tfie p09es in a 6ook. and silent9-1 wislied 
Hack. fuck., warrior queens were not renown for tfieir 6ooty. 

"Alia! Hack., come fiere and Cook. at tliis/' cliortfed 
Cat1e9hor. His eyes 9feamed' [ik.e a [i6rarian who lias found a 
rare and precious volume. One of tfie tomes floated in tfie air 
6efore Cat1e9hor. He was stw:lyi119 it intense9-1, leafi.119 tliroU9fi 
tfie p09es witli a rapidity surprisit19 for one liis 09e. 

Hack strutted out weari119 9fimmeri119 jewelry fie ficu( just 
fi6erated from tfie warrior queen. His eyes 6etrayed fear as fie 
noticed tfie fevitatit19 600ft. "I wisli you woufrfn't do tliat 
around me, I liate it!" Hack paused and 9ave an appraisal, 
"Book. Cooks va[ua6[e ... 9ofr! infa.y on featfier ... femme see 
it!" 

As Ha& reaclied for tfie floatit19 6ook., Cat1e9hor shouted 
fi.erce9-1, "No!" His eyes 6Cawf witli mystic power, "Tliis is for 
tfie Master." 

Tfie cave was utifathoma69-1 Ca.r9e as was its cliief occupant 
Arecli Dr09on6reatli. Arecli wondered wliat liis fienclimen 
wanted now. Hack. tfie Ro9ue was almost un6eara6fe, a petty 
tliief who acted tfie part of an accomp[islied master criminal. 
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Arecli fa.U£Jlied, hot smoke streami119 from liis sca9-1 nostriCs, as 
fie thoU9fit of several 6Coody ways for Hack. to die. Hack paled 
as fie was 6atlied in tfie uncomforta69-1 wann smoke. He 
6acW away from tfie immense dr09on, tryi119 to 6feruf in witli 
tfie natural crevices of tfie cavern wa[. 

Cat1e9hor decided it was time to speak, ''O Arecli, m½Jlitiest 
of dr09ons, most cunnit19 of a[C I 6ri119 you k.now~e of 
un6ric!fed power." 

Arecli smifed, rows of CU199er-sliarp teetli 9listeni119 witli 
saliva. Cat1e9hor always knew fww to please liim. A very 
useful man, even thoU91i fie was unam6itious. 

"Wliat do you 6rit19 me, master s09e/' queried Arecli. 
"A 6ook., miford. A 6ook. witli a propliecy/' intoned 

Cat1e9hor. He stra½Jlitened, "Tfie propliecy reveaCs fww Good 
Ki119 Maxi-mus can 6e toppfed from liis tlirone and 6e 
suppfunted." . 

"How is tliat, Cat1e9hor?" Arec:li's 9reed for power was 
aroused, "How can I cfetlirone Maxi-mus?" 

"Stea( tfie Sceptre of Orcfer/' 6(urted tfie sudden9-1 
cour09eous Hack.. 

Arecli 9rum6fed a Cow and distant tliunder. He unjurfed liis 
wi119s, encfosi119 tfie two men under an um6re(fu of darkness. 
Arecli sCow9-1 Cowered liis massive fiead, neck extendit19 
sinuous9-1 until fie was face-to-face witli tfie liumans. "Wliy 
tfie Sceptre/' fie 6reatlied. 

Cat1e9 hor and Hack. were assaifeii 6y a tepid 9ust of 
sulfurous air. As Hack. trem6fed, Cat1e9hor spoke finn9-1, "For it 
ties liim to tfie furn(, Arecli. He Coses tfie Sceptre, and tfie Four 
Continents Cose Orcler. And without Orcfer, Cliaos sfia[[ rule." 

Arecli shot a 6uTSt of f[a.me across tfie cavern, scorcliit19 tfie 
fartliest wall. "E.\'.ce((ent/' fie roared, "E.\'.ceffent! You 6otli 
s fia[[ 6e rewarded." 

Hack.'s eyes fit up at tfie mention of tfie word reward. 
Canf£jhor mere9-1 smifed. Arecli did not even notice, fie was 
already fonnufutit19 a master pfa.n. 
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II 

Baron Johnno Ma.kahl stretcfied his considera6[e 9irth across 
tfie pilfuws which fay strewn across tfie tent _f[oor. A sfave 9irl 
munnurd dreamily next. to him. He contempfated fier sfeek 
6ack as dawn sCowly approaclied". 

Tfie Baron was ef a once proud littro9e whose m19hty 
empire fiad shatterd and co[[apsd upon itself until it was no 
more than a pitgu.[y sma[[ isfand nation, far removd from tfie 
clays of conquest and 9fory. 

He stard in sutprise as a hU9e cycfops 6uTSt throU9h tfie 
tent flaps. Tfie Baron, seemingly offended 6y tfie cycfops' fack 
cif mannm, stood up with fire in his eyes. 

"How dare you/' fie yel[ec(. "What do you want?" 
"We fi9ht now/' 6elfuwro tfie dim-witted Ba19ash Eyesore. 

"Arech say attack castCe now." He focusd on tfie 9irl with his 
solitary, menacing eye, "Ki[[/" Ba19ash smi[ec( toothily as tfie 
sfave cringro with fear. 

Tfie Baron smi[ec(, pretending not to notice tfie exchange. 
How quaint, tfie one-eyro monster wanted to pfay with tfie 
so[c(im. "Prepare tfie troops. I wi[ Ceac£ tfiem into 6au[e 
myself. Now, Ceave me." 

Tfie Baron sat mounted upon a dazzling white char9er. 
Bar9ash stood next. to him, towering over tfie mounted man. 
Thousands ef troops stretcfied 6ehind tfiem, a motfey crew ef 
men and monsteTS. 

Raising his 9auntCeted hand, tfie Baron s19nal[ec( tfie 
trumpeter to sound tfie attack. Galfoping, fie [ec( tfie cha19e 
down to Tfie King's CastCe, home to King Maxi.mus. 

At fiTSt, tfie 6au[e went weff. Tfie Baron witfidrew to a hi[[ 
overfooki119 tfie fie[c( ef 6attCe surrounded 6y his entour!l9e· His 
troops sfaU9hterd tfie sutprisd 9arrison that met tfiem on tfie 
fie[c(. Bar9ash Eyesore was espeda[y impressive, fayi119 waste 
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to a[[ a6out him. He pulverized friend and foe alike with his 
deadly piked c(u6. 

Tfien, Maxi.mus appeard on tfie castCe parapet. He was 
adorned in mirrord armor, a 6eacon cif 6fazing l19ht re_fTecting 
tfie mid-morning sun. He fie[c( tfie Sceptre ef Order h19h, so aff 
cou[c( see it. Suddenly, pikemen rusfied from tfie hastily opened 
rnstCe 9ates, cCearing a path for tfie char9ing cavalry and 
kn19hts. 

Tfie Baron's troops hesitated, sutprisd 6y tfie ferocity ef tfie 
counterattack. Within minutes, it was cCear that Maxi.mus fiad 
won tfie clay. On his hifftop, tfie Baron watcfied in sorrow as 
Bar9ash was capturro. It was time to _fTee. 

A dirt encrustro hoTSeman knelt 6efore King Maxi.mus, 
"My li£9e, Baron Ma.kahl has 6een capturd. We have thrown 
him into tfie dungeon next. to his singCe-visioned-compatriot." 

Tfie King 9rinned, "Weff done. Tfie four Continents are 
safer now that fie fays in captivity." 

Tfie Baron frowned as fie fay staring at tfie stone c.eiling. 
Tfie ceff just wou[c( not do. Ba19ash snord fouder than an 
army. Stiff, fie contempfated, Arech wou[c( 6e pfeasd that tfie 
first sf.a9e of his pfan was successful. He cfosd his eyes and 
dreamt of tfie riches that wou[c( 6e his. 

III 
A 6earded wizard, 9ar6d from fieacl to toe in crimson, 6ent 

over tfie Tome of tfie Prophecy muttering to himself. M!l9US 
Deatfispeff cou[c( not 6elieve it. He, tfie most poweiful wizard 
on tfie four Continents, upsf.a9d 6y a no6ody, an o[c( man and 
his 6um6ling petty thief of a companion. Now, rducd to 
research with tfie arro9ant trickster Prince Barrowpine, Lonf of 
tfie Elves. 
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Magus wondered why ft.e put up with Arech' s ordeTS. May6e 
ft.e sft.ou(i{ research a way to ki[[ tft.e mighty dragon. Sfow 
poison or a dry rot spe[ wou(i{ do nicefy. Magus' index finger 
9fowed eerify with power as ft.e anticipated tft.e demise of his 
master. 

Prince Barrowpine strode r~a[fy into tft.e room. Tft.e pair of 
9uan£s escorting him remained just inside tft.e entryway, 
waiting sifentfy. Tft.e Prince spoke, "You sft.ou(i{ 6e studying, 
not daydreaming, 0 mighty wizard." 

Magus 9 fared at tft.e Prince, daring him to continue. 
"Arech wi[ 6e dispfeased with you, most ingenious of 

wizards, if we do not finish transfating tft.e second part of tft.e 
Prophecy," taunted tft.e elf. 

Magus' finger 9fowed sun-6right and tft.en tft.e 6(inding fight 
fanced out into two twin 6eams of destruction. Wft.ere tft.e 
9uards stood, nothing remained 6ut wisps of smoke, and even 
these faded into o6livion. A 9rin of satisfaction crossed Magus' 
face. 

Tft.e Prince 6uTSt into faU9hter, "Rea[[y Magus, you 
sft.ou(i{n' t 90 around destroying my i[usions like that. I sha[[ 
just have to surround myself with new ones." 

Prince Barrowpine tft.en proceeded to reach into a pouch and 
remove his fa6fed enchanted coin. He ft.e(i{ it a[o_ft and it 
flickered 6rightfy like a ·lighthouse 6eacon. Tft.e 9uards 
reappeared, sifent as ever, waiting once again. 

"EnoU9h 9ames, Deatftspe[. Te[ me more a6out tft.e 
passage in the 6ook. mentioning tft.e demons." Tft.e Prince 
paused, "Are we rea[fy 9oing to a[y ouTSe(ves with a demon? 
Demons unnetve me more than Arech, and Arech 
Dragon6reath frightens me to death." 

Magus 9fowered, "I (ike it not afso, 6ut, it states cfearfy in 
this passage ft.ere, 'Tft.e Good King and his sym6o[ of Order wi[ 
6e repfaced 6y an £vi[ King and a sym6o[ of Chaos.' " Magus 
continued, "Tft.e onfy kings extant now are Maxi.mus and 
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Urthrax Kilispite, tft.e Demon King." 
"Very weff," sighed tft.e Prince, "I suppose we sft.ou(i{ inform 

Arech of this." 

1V 
It was aft.er midnight. Furtive clouds stofe quick.fr over tft.e 

face. of tft.e moon, as if afraid to remain in any one pface for too 
Cong. 

Tft.e devastated castfe crested a desofate hi[top. Long moon 
shadows pfayed ominousfy over tft.e empty courtyards, 
highlighting tft.e 6feak.ness of tft.e ruins. Tft.e wft.ofe countryside 
was dead, as were tft.e castfe' s inha6itants. 

In tft.e stiff fu.nctiona[ north wing of tft.e castfe, three .figures 
sat across from one anotft.er at a ta6fe in a dimfy (it room. Two 
were Undead, and tft.e third 9esticufated wi(i{fy over a map 
which fay across tft.e ta6fe. 

"It cannot 6e done at night. It is not proper to conduct 
6attfe aft.er dusk.. We have enoU9h forces, fet us attack. 6y 
daylight," pfeaded tft.e Cone human in tft.e room, Auric 
Whitesk.in. 

Auric was a 6ear of a man, taff, heavify muscfed, and Ju[ of 
life. He wore his customary Whitesk.in, sewn to9etft.er flesh of 
6a6y fam6s whic.h ft.e 6e(ieved protected him from disaster, 
disease, and otft.er malign occurrences. He was worried, tft.e 
undead did not undeTStand tft.e foi6fes of tft.e [iving. 

Dressed in moldering 9reen strips of cloth and 9amished 
with tft.e odor of death, Ragface, mightiest of tft.e Undead, 
spoke, "At night, we have a distinct advantage. Our troops 
fight 6etter and tft.e humans wiff 6e sea.red. Aft.er a[[, it is tft.e 
Week. of tft.e Demon, and we wou(i{ not want to disappoint 
tft.eir supmtitions." 

Rina(i{us Dry6one, tft.e Lich Lord, crossed his arms. Bone, 
ye(fowed with age peered from tft.e folds of his ro6e. His head, a 
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human sfm[, 9azea expressionCess9-1 outwan!. Tfte 6umi119 m{ 
em6m that were his eyes J[oatea in his otherwise empty eye 
sockets, srnnni119 sfow9-1 from first Auric mu! tften to M9fa.ce. 
He spoke with a fi.offow voice, "There wi[ 6e more death 
cfuri119 the l½Jfi.t than in tfte dark. Tfte humans wiff kiff more of 
each otfter if they rnn see each otfter. We wiff fo.Jfi.t cfuri119 tfte 
day U9 ht.,, 

Auric cursecf himself soft-9-1 as M9face a.cquiescecf to 
Rinau!us' on!er. He couu! not 6elieve that fte fi.ac( just 
cons½Jnecf his [oyal troops to sfuit9fi.ter just for tfte a.dded 
amusement of tfte two undeacf fords. Arecfi.1 s mission cou(c( 
have 6een _fulfiffed just as easi9-1 cfuri119 n½Jhtfaff. Too 6acf 
honor was not an expecfient to him. 

Leani119 over the map once more, Auric outlinecf his 6au[e 
pfun to the two Undeacf. The continent Safi.aria wouu! 6e 
lweratea from Ki119 Ma.xi.mus' ru[e quick.9-1. Afterwarcf, Auric, 
M9face, ancf Rinau!us wouu! ru[e joint9-1 over what was [eft.. 

V 
Ki1191 s CastCe was in a state of uproar. Re6els fi.ac( 

success_ful9-1 wrest-ea control of the entire continent of Safi.aria 
from Ki119 Ma.xi.mus in a matter of days. A seemi1199-1 encffess 
stream of refu9ees were pouri119 into the castCe dai9-1, seek.i119 
safety a.ncf shelter. 

To make matters worse, a trio of cfisreputa6[e no6Ces from a 
cfistant funcf were in the castCe on a matter of state. They were 
forever pok.i119 arouncf, wancferi119 into restrict-ea areas with 
innocent looks on their faces, ancf merciCess9-1 runni119 the royal 
stewards r£199ecf. It seemecf that the no6Ces felt that they fi.ac( to 
take the k.i119 literal9-1 when he tou! them that they fi.ac( the run 
of the castCe until he wouu! have time to 9ive them a proper 
aucfience. 

At the moment, the trio of no6Ces appearecf to 6e 9ivi119 the 
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roya[ stewards a 6reak., alfowi119 them to prepare for the 
eveni119s feast. 

The Czar Nick.ofui, a stra119e ancf wiu! look.i119 man, paced 
arouncf his tower suite in a frenzy. His cfisfi.eve[ec( appearance 
nuu!e him look. more [ike a craw£ conjurer or a possessecf sou[ 
than a k.i119 from a f ore½Jn funcf. 

His eyes, which some saicf revea[ec( macfness, dartea 6ack ancf 
forth across the room, 9funci119 at everytfi.i119 ancf rec.09nizi119 
notfi.i119. Nick.ofui's fists cCencfi.ecf ancf uncCencfi.ecf constant9-1, 
movi119 in a stra119e cadence with the mutteri119s which passecf 
uncfer his 6reatfi.. It souncfecf as if he was ar9ui119 with himself. 

"if it were with anythi119 6ut a cfemon I wou(c( have no 
pro6Cem. Yet, they have so much power to offer. Demons 
6other me, notfi.i119 else cfoes. I cfon' t Cet them 6other me. 
Demons cfon' t rnre what I Cet them cfo or cfon' t cfu, they cfo 
what they want. What are you 9oi119 to cfo?" 

Sir Moracfon the CrueC a k.n½Jfi.t with a rather sinister 
6ackgrouncf, took. the Czar's question as a cue, "I th.ink. we 
sfi.ou[c( al9-1 with th.is Arecfi. Dr£19on6reatfi.. He has impressecf 
me more than th.is knave Ma.xi.mus. Arecfi. saicf he wou(c( 
fi6erate Safi.aria ancf fie cficf. Ma.xi.mus was supposecf to have a 
conference with us more than a week. £190 a6out esta6lishi119 
tracfe 6etween our two empires. A man of inaction ancf 
incfec~ion cfoes not impress me as much as a man wiffi.119 to 
~ nsk.s to ensure cfecisive action, even if it fails. I say Arech 
tS 119fi.t, he sfi.ou(c( ru[e the Four Continents rather than 
Ma.xi.mus." 
. ~?racfon r1e9Cectea to mention that he was secret9-1 promisecf 

s~nifimnt tracfe monopolies for cooperati119 with Arecfi.. He 
fuu{ hesitate.a when Arecfi. mentionecf that a cfemon wouu! have 
to ru[e as fo.Jurefi.eacf, 6ut his rese1Vations were cfearecf when 
fur9e parcels of funcf were da119[ec( 6efore his 9reecfy eyes. 

Princess Aimofu, a rather strik.i119 if overwe½Jfi.t woman 
known more for her cfeceitfu.lness than her 6eauty, sat upon a 
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9reat, stuffed cliair. A6sentmirnfealy twirCi119 a strarnf of lier 
Co119, dark liair, slie pondered wliat Sir Moradon tlie Crne( fuu( 

saia. Slie afso pondered tlie treasure Fwan! tliat Arecfi fuu( 

sfwwn lier. It was to be liers if slie supported fiim witfi tlie one 
smaff irnfiscretion. 

"But Morrufun, you forgot. A demon is 9oi119 to rufe tlie 
Four Continents. No matter Fww poweifu( tfiis dr09on Arecfi 
is, wiff lie be a6[e to fully control a demon as fie woufrf a 
puppet? I tfiink not. Yet, I cannot 09ree tliat (ife for us woufrf 
be mucfi easier if Arecfi liefrf sway in tlie 9ovemment. I fournf 
fiis ar9uments very persuasive. Besides, I tfiink it woufrf be 
tfiriffi119 to poison our unsuspecti119 Maximus at a public 
feast." 

Nidwfu.i stopped movi119 arnf sifence spread over tlie room 
(ike, a bfu.nket. His eyes turned to .fire arnf lie saia, "We wiff 
side witfi Auric. Tlie demon kit19 wiff lie(p us 9reatly as wiff 
Arecfi. We must act swiftly.'' 

Aimofu. arnf Moradon turned arnf stared at one anotlier. 
Maybe tlie rumors were true, their sorcerer Lord Niclwfu.i fuu( 

cast one speff too many in his tfiirst for power. 
Niclwfu.i made for tlie door arnf thrust it open. A kitclien 

boy, no doubt sent to notijy tlie trio of tlie exact time tfiey 
were expected at tlie feast, pa[ec( witfi fear at bei119 caU9 fit 
eavesdroppi119. Tfie Czar picked up tlie cfiifrf roU9fily arnf sfiut 
tlie door. Grinni119 sav09ely, lie drew a Co119, sliarp da99er from 
a fii&Cen sfieatfi. 

Tlie boy stT1.J99[ec( .fiercely, tryi119 to make noise, tryi119 to 
bite tlie fiarn( tliat smotliered his moutfi, tryi119 to five. It was 
to no avaif. Niclwfu.i arch.ea tlie boy's lieacf backward arnf ran 
his razor sliarp da99er across tlie exposed tfiroat. A fountain of 
corusca.ti119 bfuod Ceaped from tlie youtfi' s sfit arteries, sprayi119 
tfie wa(fs witfi a multitude of tiny crimson dropfets. 

Moradon smi[ec( a simpCe smiCe of pfeasure as fie watch.ea 
Niclwfu.i witfi utter fascination. Aimofu. covered lier face witfi 
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an ever-present liancfkercfiief as slie averted lier 9aze. Niclwfu.i 
fu.1.J9 Ft.ea witfi 9 fee as fie cfeaned fiis knife on tfie back of tfie 
boy's tunic. Not a drop of bfuod stained his cfotfies. 

"Let's prepare for tfie feast/' commarnfea tfie Czar. "Go to 

your rooms arnf meet me as soon as you can. I s fia(( take care 
of my (ittfe mess." 

After Aimofu. arnf Moradon Fuu( [eft, Niclwfu.i Jeff to tfie 
_f[oor tremb(i119, "No, no, not 09ain! I must stay in controf." It 
was not to be. Ffu.mes feapt out from nowhere arnf danced aff 
arournf fiim. He cfosed Ft.is dark eyes arnf shuddered. 

A clia119e swept over Niclwfu.i's body. He stood up arnf 
surveyed tlie compfetely cfean room witfi his eyes of fire. Tliere 
was no trace of tlie bfuod or tfie body, aff tliat remained was a 
sf½Jfit smeff of sulfur. 

VI 
M09us Deatfispeff pfu.cd tfie finisfii119 touches on fiis 

penl09ram. Tfie .five-pointed star was drawn in dried bfuod arnf 
tfie protective circfe arnf runes of protection were drawn in an 
enclianted powder made of 9rournf bone. He stepped backward 
arnf admired fiis work. Fit to ensfu.ve tfie Demon Ki119, fie 
tfw1.J9 fit. He was snapped out of his reverie abruptly. 

"Is it done, wizard?" Tliat was Arecfi, impatient arnf 
imposi119, "Let us finish our business." 

"It is reacfy, Arecfi." M09us 9Cared at tfie dr09on arnf took a 
deep breath, "I sfwufrf rest before I summon Urtfirax Ki(fspite, 
lie is stro119 arnf I am too tired now to incant a speff properly. 
Besides, I fieard tliat pro9ress was made deciplieri119 tfie Cast 
part of tfie Prophecy. I am curious." 

"Very we(C M09us. I do not (ike liavi119 to wait, but I 
dis(ike tfie tfw1.J9fit of liavi119 an uncontrolfuf demon in my 
cavern. You liave tfiree Fwurs/' decreed Arecfi. Tfie wizard [eft 
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and Arec.h jfew out of tlie cavern entrance to do some research 
himself. 

M09us walked thro119h tlie tunnel system to tlie Ci6rary. 
Tlie network interlacir19 a[[ of tlie caverns was quite elaborate. 
One day, lie woufa ask. Arech how this was a[[ made and why 
a cfr09on woufa want sucli a complex. 

He entered: tlie li6rary and saw Caneghor tlie Mystic 
scri6ir19 down irif ormation tliat Prince Barrowpine was rattCir19 
off. "Wliat liave you two found/' demanded M09us. 

"An addition to tlie propliecy/' said Caneghor. "It seems 
tliat conditions must 6e met for tlie Sceptre to 6e stofen." 

Barrowpine continued:, "No evil may 6e in tlie castfe except 
tlie evil stealir19 tlie Sceptre. Once tlie Sceptre has 6een stofen, 
we must wait. Kir19 Maxi.mus wiff sick.en and die soon after 
tfie theft. Whife lie sick.ens, so wiff tlie fund. Cliaos wi[[ sfow91 
repfuce Order. Wlien tlie k.ir19 is final91 cfeac(, tlie demon wi([ 
sit upon tlie throne." 

M09us conclucfec(, "And witli tlie demon on tlie tlirone, we 
wiff liave accomplisliea aff tliat we liave strived: for." 

"I just hope tliat Arecli can control tlie demon/' said 
Caneghor netvous91, "I woufa not relisli livir19 under tlie rufe 
of a freed: demon." 

"Tliere is no fear of tliat liappenir19, my incantations wiff 
6ind tlie demon thoro119h91/' assured: M09us. 

M09us took. liis feave and went to his cliam6m to rest and 
prepare for tlie evenir19' s exertions. 

Arech returned: to his cliam6ers. Tlie news lie fiac:( received: 
was dislieartenir19. He woufa liave to arrar19e for liis setvitors to 
6e rescued: from Kir19' s Castfe. Baron Mak.alil and Ba19asli 
Eyesore were fait(iful setvants and Arecli k.new tlieir a6ilities 
compfete91. But tlie tliree new a[[ies were anotlier question 
alto9etlier. 
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Czar Nick.oCai, Sir Moradon, and Princess AimoCa were liefa 
captive for attemptir19 to murder Maxi.mus. Overconfident, 
they fiac( made mistakes. Before tlie feast fiac:( 6f9un, an outcry 
was raisea, a k.itclien 6oy was missir19. Maxi.mus and tlie 
revefers Ceft tlie ta6fe to lielp search for tlie [ac:(. Tlie tliree 
panick.ea and 6f9an preparations to feave. 

Wlien tlie youth did not tum up after many hours, tlie 
search was cal[ec( off until momir19. Tlie food for tlie feast fiac:( 

6een [eft untoucliea and Maxi.mus /iac( 9iven it to liis setvants. 
Tlie one eatir19 Maxi.mus' portion fiac( died from poisonir19. 

Conspicuous 6y tlieir a6sence, tlie tliree were 6ro119 lit 6ef ore 
tlie k.ir19. Poison fiac( 6een found in AimoCa's 6efor19ir19s, which 
were pack.ea neat91 away for a midn½Jht journey. Furious, tlie 
k.ir19 jai[ec( tlie tliree and set tlieir execution for tlie first day of 
tlie Week. of tlie Peasant. 

Arech wondered if lie coufa trust sucli a trio to setve liim. 
However, it did not matter. They fiac( to 6e removed from tlie 
castfe with tlie rest. Arech rum6fec( and exfia[ec( smok.e, a 
dr09on's Ca119hter. He k.new just tlie pair to free tliem a[[ from 
Maxi.mus. Now, on to tlie conjuration. 

VII 

Tlie two pirate sliips cruised sifent91 over tlie ocean waters. 
They were sailir19 6find at n½Jlit, sneak.ir19 up on Tlie Kir19's 
Castfe with on91 tlie f½Jlit of a quarter moon to 9uide tliem. 

Tlie Dread Pirate Ro6 stood afone at tlie prow of tlie 
fla9sliip, inlialir19 cfeep91 of tlie sea air. Notliir19 tfiri(fec( him 
more tlian tlie sea and sai[ir19. And fi9litir19. 

Ro6 was a smaff man, 6ut (itlie and swift. He fo1191it witli a 
rapier to mak.e tlie most of tlie smaff advanlll9es lie possessed:. It 
was eno119h to mak.e liim tlie scour9e of tlie seas. It was 
eno119h to liave Arecli Dr09on6reath pay liim an exor6itant 
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sum to rescue liis five setvants. 

On tfie second sliip, a hesitant knock woke Malik 
Beffowspeak from liis weff-desetved rest. Malik five!! up to /iis 
name and 6effowed, "It /iru:{ 6etter 6e 9ooc! for you to wake me. 
You know tliat I 9et cranky wfien I c!on't 9et enot19fi sfeep." 

A voice quiveri.119 witli fear answered, "Tfie Dreac! Pirate 
Ro6 s½Jna{fu( us, sir. We liave arrived." 

A sfow smirk passed across Malik' s 9reen face. Tfie cabin 
6oy wou[c( live, it was time to fi91it! Malik dressed quickly, 
picki119 up cfotfies c.ff tfie floor of liis ca6in liapftazardiy. Witli 
care, fie took /iis m½Jlity two-lianded swore! from its protective 
coveri119s. It sliined 6r½Jfitly in tfie c!im Camp[½Jfit. 

Malik fejt tfie ca6in and waited. 

Murray, sometimes ca[fec! Tfie Miser, fe½Jned sfeep inside 
tfie castfe waCls. He "sfept" next to tfie 9ate mechanism for 
Ki119' s Castfe. At tfie appointed time, fie was to open tfie 9ate 
and a[fow a 6and of pirates to swarm tfie castfe, freei119 tfiose 
po[itica[ prisoners. 

Murray 9ot up and stretched, tfie time was near. His e19ed" 
6ones cracked and ached wfien fie 9ot up. He scratched /iis 
6a[c(i119 lieac! and ru66ed" /iis 6earc!ed jaw. It was 9etti119 liarc!er 
anc! liarc!er to wake up. He liearc! sometlii119. 

Tfie two 9roups of pirates, one fee! 6y Ro6 and tfie otfier 6y 
Malik, waited at tfie castfe 9ate. Ro6 9ave tfie s½Jna[ wliicli 
was supposed to open tfie 9ate. He waited. Tfie troops 6ristfec! 
witli ac!rena[ine, anticipati119 tfie upcomi119 6attfe. 

Sfowly, tfie 9ate raised. Before it was liaffway up, 6otli 
9roups were in tfie castfe. 

Ma;umus woke to tfie sounds of 6attfe. He /iru:{ tfiot19fit fie 
was c!reami119 of tfie o[c( days wfien fie, as warrior ki119, Fuu{ 
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united tfie Four Continents. Not today. 
He rushed to /iis tower window. A 9roup of men crossed tfie 

courtyarc! .furtively. Asma[[, tliin man seemed to 6e feac!i119 
five manacfec! fi9ures away from tfie c!u119eons. 

Ma;umus slioute4 c!rawi119 attention to tfie second 9roup of 
intruc!ers. More 9uanfs rushed f01warc!, reireforcements aferted 
6y tfie aCarm wliicli was soundi119. 

A second 9roup fot19fit noisily on tfie castfe waCls. His 
9uards were fio[c(i119 tfieir own, except e19ainst one 6rute of a 
felfow wlio turned tfiem into mincemeat witli liis 9iant swore!. 

Dreac! Pirate Ro6 Cat19hed 9feejuffy. It liru:{ 6een 
liorrenc!ously easy. Walk in, free tfie prisoners, and walk out. 
Malik Fuu{ clone liis jo6 exceCfently, c!rawi119 aff of tfie attention 
away from Ro6, kiffi.119 tfie 9uards wlio wou[c( cut c.ff Ro6' s 
retreat. 

A[[ tliat remained now was to return tfie five convicts to 
Arecli. Ro6 Cat19hed e19ain, exulti119 in tfie sea 6reeu wliippi119 
across liis face. Tliey were asfeep 6efow du~ and liis and 
Malik' s sliip were sai[i119 quickly away, witli no pursuit in 
s½J fit. Arecli wou[c( rewarc! liim we[ 

VIII 

Me19us stood in tfie center of tfie cavern dressed in liis finest 
red ro6es witli ft.is arms upraised. His 6row .furrowed in 
concentration w/iicli threatened to 6reak as a si119fe, warm 6eac! 
of sweat sfowly traced a co[c(, wet patli clown ft.is forearm to liis 
6iceps and finally to ft.is sweat drenched cfiest. 

Tfie incantation was even liarc!er tlian fie tfiot191it. He 
rea[izec! tliat summoni119 Urtfirax KiClspite, tfie Demon Ki119, 

- 17 -



was a near impossifife task. But the Ji91it the demon put up! He 
either rea[ly c!u! not want to fie summoned or fie was testi119 
MC19us to see if fie was wortliy of anytliit19 fiut a sfow, 
Ci119en119 deatli. 

Minor demons _f[uttered c!istractit19ly arounc!, attracted 6y 
tfie stro119 filCl9ic MC19us was workit19 anc! no doubt sent 6y 
Urtlirax to c!isturfi the wizarc!. MC19US sliut them out, tliey 
cou(d not enter liis protective circfe anyway. No liann cou[c[ fie 
perpetrated. 

A wave ofjoy anc! terror _f[usliec! viofently tliro119/i MC19us 
now tremfiCit19 fioc!y. Urtlirax liac! come! Sulfurous vapors 
swirfec! mac!ly in the center of the pen1C19ram. A rit19 of 
toweri119 _f[ames _f[ared up inside tfie protective circfe of tfie 
pen1C19ram. 

Tfie cavern tumec! utterly 6fack. Sfowly, from tfie center of 
the pen1C19ram, a fiery [½]lit slione. Urtlirax Kilispite liac! come. 

He was li119e anc! teni_fyi119. His skin was fir½Jlit 9reen anc! 
liac! a scaly texture. His anns were fo119 anc! lieavily muscfec! 
witli cmeC sliarp nails extenc!i119 inclies fieyonc! the ends of liis 
poweifu[ fi119ers. His massive torso was topped 6y a 9/iastly 
fieac!. Tliick, 9reen Iiams protrudec! from the side of liis fieac!. 
Tfie features of liis face were fiCunt anc! 119ly. His manner 
reeked of death, commanc!, anc! power. 

When Urtlirax spoke, liis deep voice seemec! to eclio _from 
tfie vastness of liis cliest, "I am here. I know of your pCans. I 
wiff fie your ki119, fiut conc!itions liave to fie met first. Where is 
your feaiier, the c!rC19on?" 

Arecli stepped fotwarc! from the perimeter of the cave, 
forgotten in tfie excitement of tfie coajuration. "I am Arecli. 
Let us set tfie terms so tliat we may act quickly." 

MC19us, near tota[ exliaustion, s½Jliec!. It was 9oi119 to fie a 
fo119 n½J lit. 
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IX 

Kit19 Maximus rapped tfie tafi[e fouc!ly witli tfie Sceptre of 
Order, sifencit19 liis many ar9ui119 counsefors. He spoke, "We 
neec! fie[p. The refiels are too weff 019anizec! anc! liave put us at 
their mercy. Their early attack on us faifec! fiecause tliey 
wanted it to. Tliey fee! a successfu[ refieffion in Saliaria. Tliey 
su6verted fore½Jn emissaries, wlio sit in my c!u119eons now 
awaiti119 execution, to their cause, convincit19 them tliat tliey 
wou[c[ prevai[ C19ainst me. Wliat wiff tliey do next?" 

His ac!visors defiatec! for liours, una6fe to come to a 
concLusion. Tfie session ruyoumec! unti[ the momi119, vainly 
liopit19 tliat sfeep wou[c[ firit19 a new [½]lit to the situation. 
Maximus kept a 9nm determination tlio119/i. He knew tliat as 
fo119 as fie, tfie ki119, fie[c[ tfie Sceptre, Cliaos cou[c[ not come to 
tfie Four Continents. 

Arecli anc! Urtlirax 6a19ainec! weff into the next day. Tliey 
fiotli made sure tliat there wou[c[ fie no profifems. £acli feCt tliat 
tliey liac! the upper lianc!. 

Later, pCans were fina[izec! for the theft of the Sceptre. 
Urtlirax wou[c[ feac! Arecli into liis domain. From liis liome, 
Urthrax wou[c[ open up a c!imension 9ate a[fowi119 Arech to 
appear next to Maximus anc! the Sceptre, fiut only for a matter 
of moments. Arech wou[c[ liave to secure tfie Sceptre in his 
9rasp to fie sure tliat when fie was suckec! fiack to Urthrax' s 
domain the Sceptre wou[c[ trave[ with him. Contrary filCl9ics 
often fie[c[ a fte9ative effect for one another. 

Arech was netvous. Aff of his work anc! tliat of liis minions 
liac! fee! up to this point. It aff dependec! upon him. There was 
not even a cliance of treachery from Urthrax, fifooc! oat/is were 
s½Jnec! fietween them. Wliat if fie faifec!? 

Arech searcliec! anc! founc! Urthrax, wlio was deep in 
conversation with Rina[c[us Dry6one anc! ~face. "It is time, 
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"Tlien fet us 90." 

Maximus could not 6e(ieve tliat his advisors were so 
lie(pfess. Tlie meeti119 was utter cliaos, nothi119 productive was 
6ei119 accomp[is/ied. His su~ects needed lie(p, his enemies 
needed to 6e stopped. 

Maximus stood, Sceptre of Order cfenclied firm(y in his 
fiand. Tlie room quieted. His advisors attention _fixated upon 
tlie Ki119. 

"We know tliat tlie dr119on Arecli Dr119on6reath Ceru!s our 
opposition." Maximus continued, "We know wliere lie is. It is 
time to end counseL It is time for action." 

He raised tlie Sceptre a6ove his liead, "We wiff fead an 
army now. We wiff crush him once and for aCC." 

Sudden(y, his advisors 9asped co(fectivefy. Behind Maximus 
a fu.r9e, recta119ufu.r void had appeared. A sca(y liead protrudecf 
from tlie void, a dr119on liead. 

Maximus, sensi119 tliat somethi119 was wro119, 6egan to 
tum. He instinctivefy drew tlie Sceptre to his 6ody whife lie 
moved, 6ut it was too fu.te. An immense cfaw priecf tlie Sceptre 
of Order from his 9rip and witlicfrew into tlie void. 

Looki119 into tlie void, Maximus could see tlie dr119on who 
had just stofen his precious Sceptre. Beside tlie dr119on was a 
fierce fooki119 demon who 9ujfawed wild(y. Ffu.mes surroundecf 
tlie pair, [i&i119 tliem 6ut not 6umi119. Tlie void cfosed. 

Maximus was frozen in pfu.ce. His advisors stared at him, 
hopi119 tliat wliat tliey had just witnessed had not liappenecf. 
Maximus co[fu.psed and tlieir fears were reaCizecf. 

X 

Months had passed since tlie theft of tlie Sceptre. Tlie Four 
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Continents were faffi.119 to ruin. Aff of tlie many castfes which 
crossed tlie Canas were inlia6ited 6y one of Arecli.' s lienchmen or 
a horde of monsters. Tlie Cast remainit19 outpost of Order was 
Tlie Kit1.91s Castfe, wliere some trace of tlie Sceptre's focation 
was fll9erfy 6ei119 sought after. 

Maximus was dyi119. Aff Arech wanted now was his death 
and it seemed as if Maximus was 9oi119 to 9ive him tliat too. 
Arech was patientfy waiti119 for tlie day Urthrax Killspite 
would sit upon his throne and C fiaos would rnfe supreme. 

Maximus smi(ec(, a Cast 9Cimmer of hope. He had a smprise 
for Arech and Urthrax. A liero was on his side. Recent(y 
returned from conquest of a ferocious, evi[ du119eon, tlie liero 
had 119reecf to raise armies and recover tlie Sceptre from Arech. 
Maximus would cCi119 as fot1.9 as lie could to Cife. Tlie liero was 
tlie on(y cliance for his peopfe and his fund, to remain pure and 
tlie liero on(y had unti( tlie time Maximus died' to recover tlie 
Sceptre. 

A seed of wony 6foomed in Arecli.' s mind. Resti119 
comforta6(y within his new(y acquired castfe, Arech fistenecf to 
M119us' report with distress. 

Tliey were sendit19 a m½Jhty liero after him to recover tlie 
Sceptre. Damn lieroes anyway, tliey a[ways seemed a6(e to do 
tlie impossi6fe. But not this time, thought Arech, not with me. 
I wiff make it trufy impossi6fe. 

Arech put his pfu.n into action. He 6uriecf tlie Sceptre in a 
secret focation and tlien fr119mented tlie map into 25 pieces. He 
and his fo[[owm each kept a piece of tlie map and lie pfu.cec( 
tlie remaini119 8 with artifacts of power which lie could not 
use. 

Let tliem find tlie Sceptre now. I wiff rnfe. Cliaos wiff 
prevai[ 
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Startir19 the Adventure 
STARTING PROCEDURE 

After tlie titfe sequence has compfew:C Ki!!9' s Bounty wiff 
sFww tlie Cfta.rncter Sefection Screen. From tfiis screen, you 
may cfioose tlie type of adventurer you wiff 6e, or you may 
[oacf a previouso/ saved 9ame 6y pressing "L". If starting a nevv 
9ame, you may cfioose one of four different cfasses of 
adventurer, Knigfit, Paladin, Sorceress, or Bar6arian, 6y 
pressing "A", "B", "C", or "D" respectiveo/· Eacfi cfta.racter 
cfass has different advantages and disadvantages expCa.ined 
lierea.fter. 

Wlien you Fta.ve cfiosen tlie cfta.racter cfass you wisfi to 
adventure witfi, you wiff 6e prompted to name your cfta.racter 
and tlien decide wfta.t skiff feve( you wisfi to pCa.y on. Eacfi skiff 
fevef has a different num6er of days required to recover tlie 
Sceptre of Order for King Maxi.mus. Also, tlie difficulty of 
encounters and tlie overnff tougfiness of tlie vi[Ca.ins cfta.nges 
from feve( to fevel. 

Tlie encfosed Quick-Reference card portrays tlie 6asic 
a6i[ities and requirements needed 6y eacfi of tlie four cfta.rncter 
cfasses. Use it as an aid wlien necessary. 

CHARACTER CLASSES 

Tlie Kn!9fit 

A cfassica[ liero, tlie Knigfit is valiant, cfta.rismatic, 6rigfit 
enougfi to escape most any predicament, and lie has just 
enougfi fuck to make up for any fuckings in fiis overnff 
disposition. 

Tlie migfity Knigfit starts witfi tlie 6est troops of any of tlie 
four cfasses. His Ceaciersfiip a6iaty is para[[e[ec{ ono/ 6y tlie 
Bar6arian, and his starting 90&£ and commission per week are 
among tlie 6est around. Tlie Knight's ono/ real Fta.mperings are 
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a somewhat limited spe[ power, he requires instruction 6efore 
he can cast magic, and" a sCow ru:fvancement rate, requirit19 that 
a Ca19er num6er of vi[[ains 6e apprehended to rise to the next 
feve( of power. 

However, the Kniglit is the easiest character cCass to pCay 
and" lias an exce[[ent cha.nee of recoveri119 the Sceptre of Order 
6efore time runs out. 

The Pa[ru(in 

No6[e and" pure, deep of tlioU9fit and" yet a man of action, 
the Pa[ru(in is a stro119 character fii.119etl witli contrru:fiction. 
Pa[ru(ins most often have a cause to 9uide th.em tliroU9fi [ife, 
often re~igious, so~tlii119 that tliey strive to ac./iieve day after 
day untt[ success 1S met. Upon compCetion of liis task., a 
Pa[ru(in wouui norma[y enter the life of a hermit, simpfe and" 
austere, unCess a new cause couui 6e found" wliicli lias deep, 
persona[ meani119. 

A PaCrufin' s Cead"eTI;/iip ability is stro119, yet not spectacuCar, 
and" the troops he commanas initia[[y are numerous and" 
dedicated, tlioU9li not especia[y poweifuL The amount of 9oui 
witli wliicli he starts and" liis commission per week. are 
exce[[ent. S liortcomi119s in CeruietSliip and" rank. attainment, 
wliicli is faster than ono/ a Kniglit's, are made up for 6y area[ 
proficiency in spe[-casti119, tlioU9fi he does need initial 
instruction in magic to 9et liim started. A Pa[ru(in' s spe[ power 
is second" ono/ to a Sorceress\ as is liis spe[ retention capa6ility. 

A Pa[ru(in is a stro119 character, a peifect 6[end" of a Kniglit 
and" a Sorceress, and" is reasona6o/ ha.rd to pCay. He lias the 
ru:fvan1a9es of 6otli the aforementioned cCasses, 6ut toned down. 
As capa6[e as any other cCass of restori119 the Sceptre of Order 
to Ki119 Maxi.mus, the Pa[ru(in may talte a w/ii[e fo119er for 
success. 

The Sorceress 

A new 6reed of heroine, the Sorceress is a liiglio/ active 
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character. Cunni119, resourcefuC and" vicious, the Sorceress often 
lias a more d:iffi.cuCt patli to success than other cfia.ractetS wlio 
reo/ more upon 6rute stre119tli. 

A Sorceress lias the weak.est CeruietSliip a6i[ity of the four 
cCasses, for magic insti[(s fear more reru:fio/ than awe, and" her 
initial troops are amo119 the most f ee6Ce. She starts witli the 
most initial amount of 90&:!i tied witli the Pa[ru(in, and" the 
liigliest commission per week.. However, her commission reaclies 
a Cower pCateau than the other cCasses when liigher rank. is 
attained. Her speciality is magic and" she does it mucli 6etter 
than any cCass. She starts the 9ame a6[e to cast spe[(s, her 
initial spe[ memory is almost dou6[e that of her cfosest 
competitor, and" her spe[ power starts stro119 and" rises rapicf[y. 
The Sorceress' feve( ru:fvancement is also quick., second" to ono/ 
the Bar6arian. 

A Sorceress is ar9ua6o/ the most d:iffiw[t character to pCay. 
Her Ca& of CeruietSliip liurts earo/ on, 6ut her spe[ power and" 
initial 9oui a[[ow her to ru:fvance rapicf[y. Truo/ cfia.[(e119it19, a 
Sorceress wlio returns the Sceptre of Order to Kit19 Maxi.mus is 
litglio/ accomplished. 

The Bar6arian 

Brutisli, [oucf, and" uncompromisi119, the Bar6arian is 
verifiabo/ the 6est Ceaaer around". He reds of power and" Cets 
everyone foow liow miglity he rea[y is. His every action is 
ji[[ec{ witli 6ravado and" infuses liis foCCowers' 9Cassy-eyetl 
ru:Cmiration. 

A Bar6arian's CeruietSliip is equal to a Kniglit's, tied for 
supremacy, and" liis starti119 troops are also miglity. His starti119 
9oui is the Cowest, 6ut liis commission per week. just miglit fia.ve 
the 6est scare. He also ru:fvances in rank. the most rapicfo/ of any 
cCass, a distinct ru:fvan1a9e. On the down side, liis magic a6i[ity 
is weak.. He must 6e taU9fit the 6asics of spe[-casti119 and" then 
can 6areo/ _function. His spe[ power and" spe[ memory are the 
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absolute fowest. 
A Bar6aria.n wiff fly throt19h what 9ives the other cfasses 

the most pro6fems. However, pro6fems m½Jht arise in r~ainit19 
the Sceptre of Order for Kit19 Maxi.mus in that his Cadi. of 
1na9ical a6ility wiff hinder his pro9ress towards the final 9oal. 

- 26 - - 27 -



Afventuri119 Expfained 
STARTING PLAY 

After you liave selected a. new diameter or forufed a. saved 
9a.me, the King's Bounty adventure wifl 6f9in. The diameter 
you liave chosen, and liis or her initial a.nnies, is represented 6y 
the wliite liorse icon witli the red 6a.nner. Aff new 9a.mes start 
just outside of Kit19' s Castfe on Continentia; saved 9a.mes start 
where the fast save occurred. 

The Adventure Screen consists of tliree separate parts. First 
is the 5 i\'.5 Adventure Window, wherein you view the 
countryside surroundit19 your cliaracter and liis or her a.nnies. 
N ei\'.t, there a.re .five animated side panels wliicli run down the 
ri9lit liand side of the screen. Finafly, a liorizonta[ menu 6a.r 
runs a.cross the top of the screen and is divided into tliree 
different columns: Options, Controls, and Days Left:. 

THE FIVE SIDE PANELS 

The .five animated side panels, or iriformation icons, eacli 
represent a. different aspect of King's Bounty. The top pane[ is 
the Current Contract icon. Tliis shows wliicli viffa.in you a.re 
contracted to capture. if you do not liave a. contract, a 
siffiouette wiff 6e shown .. 

The second pane[ is the Catapult. if the ca.ta.putt is 
a.nimatit19, it means tliat the a.nny is equipped witli sif9e 
weapons and may attack. castfes. If a siffiouette of a catapult is 
dispfa.yed, you do not liave sif9e weapons and may not attack. a. 
castle. 

The nei\'.t pane[ is the Maqic Pentaqram. if you liave the 
a.6i(ity to cast spe[(s, the penl'19mm wifl animate. if you liave 
not yet lea.med to cast spe[(s, a. siffiouette wifl appear. 

The fourtli pane[ from the top is the Puzzle Map icon. Here 
is a miniature representation of the 25 pieces wliicli comprise 
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the Puzzle Map. One red cliit wiff disappear and 6e repfa.w{ 6y 
ea.di piece of the map you _find wliile adventurit19. 

The _fina[ pane[ is the GoCd Gra.pli. Tliis is a pictorial i1na9e 
of the a.mount of 90Cd you currently carry. It is a.rra.t19ed, from 
ri9lit to (eft, 6y 100s, 1,000s, and 10,000s. 

THE MENU BAR 

There a.re tliree different menus tliat can 6e accessed a.t any 
time the menu 6a.r appears. The Options menu lists the 
commands tliat a.re used tliroU91iout the 9a.me, the Controls 
menu a.[fows you to a.(ter 9a.me meclianics, and the Days Left: 
menu directly ei%.'.lii6its the cfa.ys remainit19 you liave to recover 
the Sceptre of Order. 

To view a list of a.ff the 9a.me commands, press "O" for 
Options. There a.re nineteen commands a.va.ifa.61e a.t any one 
time. The first eiglit c!ea.[ witli movement, the four cardinal 
directions and their dia9ona.ls. If your computer lias a numeric 
key pad, it may 6e used for ease in movement. It is 
recommern!ed tliat you clieck. the Options menu for the 
movement commands specific to your computer mode( The 
remainit19 commands a.re detailed 6efow, listed a.(plia.6etica.fly 
6y their command keystroke. 

OPTIONS 

A-View Anny 

Tliis a.[fows you to view the status of your a.nny. You may 
only liave _five different troop types a.t any one time in your 
a.nny. Troop icons of the same race may not 6e split up. If you 
recruit more creatures of a type tliat a.re a.freruf y present in your 
forces, tliey wiff 6e added to the current icon, even if it pfa.ces 
the troop out of your contro( View Anny shows the icon and 
status screen for eacli troop. The status screen details the 
num6er of individuals in tliat troop, the race, total liit points, 
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ski[ feveC movement rate, tota.[ da.rtU19e possibfe, morafe, am! 
tfie weekly cost for eadi troop. 

Tota.[ hit points is tfie amount of da.rtU19e tfie entire troop 
can take 6efore it is o6(iterated. Irn!ividua[ creatures in tfie 
troop wi[ die off as tfie tota.( hit point feve( fowm. This is also 
tfie num6er which your feadet:Ship a6i[ity must surpass to 
contra( tfie troop. 

Ski[ feve( is tfie efficiency at which tfie troop Ji9hts. Two 
troops at equa[ feve( have tfie same chance to score a hit upon 
each otfier, troops at unequa[ fevels chat19e. A 9roup with a 
h19 lier num6er would strike a 9roup with a Cower num6er more 
easily than a 9roup with a Cower num6er would strike a 9roup 
with a h19/ier num6er. Tfie chat19e in chance to hit is 
proportiona( to tfie difference 6etween tfie ski[ factot:S. 

Movement rate is tfie tota.( num6er of actions, inc(ucfit19 
movit19 am! attackit19, that a troop may do in one tum. 

Tota.[ da.rtU19e possibfe refm to tfie da.rtU19e that tfie troop as 
a wliofe can inflict upon an enemy icon. 

Morafe a[tet:S tfie da.rtU19e tfie troop can do. A h19h morafe 
wiff increase tfie potency of an attack, whife a fow morafe wi[ 
decrease it. 

Tfie weekly cost for each troop is tfie amount you must pay 
to keep tfiem in your setvice. You pay tfie troops after you 
receive your commission: If you do not have eno119h to pay a 
troop, it wiff Ceave. Also, in order to 9anison a castfe you must 
pay tfie weekCy cost initiaffy to set up tfie troops in tfie castfe. 

D - Dismiss Army 

This commarn! dismisses an entire troop icon from your 
setvice. Tfie dismissed troop wiff disappear from tfie four 
continents forever. You may recruit from tfie troop race again. 

F,L,N - F[y, Lam!, New Continent 

Tfie Fly commarn! comes into effect wlien your party 
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consists of aff J[yit19 creatures, Dragons, Demons, Vampires, 
am!/ or ArchrtU19es. Sprites are not inc(ucfecf as tliey are too 
sma[ to keep up with tfie Ca19er creatures. Wfien you Fly, you 
do not tr½J9er events, cannot enter towns or castfes, am! cannot 
et19age in 6attfe. Basica[y, you are not affected 6y o~ects on 
tfie 9rourn!. Flyit19 is 6asica[ly a way to move arourn! quickly, 
19norit19 o6sta.cfes. 

Tfie Lam! commarn! appeat:S only if you are Flyit19. To 
Lam!, you must 6e on an unoccupied 9rass tife. After you have 
Larn!ecf, you enter norma[ [am{ 6ourn! movement once more. 

Trave( to a New Continent must 6e made in a 6oat, am! 
tliis commarn! appeat:S only wlien you are in a 6oat. You must 
also possess tfie map which details tfie nav19ation route to tfie 
continent you wish to trave( to. 

I - Contract Info 

This option dispCays a picture of tfie vi[Cain you currently 
have a contract for. Tfie vi[Cain' s name, distit19uishit19 features, 
am! crimes are also shown as we[ as his fucation, if you know 
it, am! reward offered for his capture. 

M - Auto-Mappi119 

As you trave( across each of tfie four continents, you wiff 
draw a map of tfie terrain you have crossed. You may only 
view tfie map you have drawn for tfie continent you are 
currently acfventurit19 on. When you wish to view tfie map, it 
wi[ show wliere you have 6een as we[ as list your coordinates 
on tfie 64x64 coordinate 9ricf. 

P - Puzzfe So(ve 

This repCaces tfie Adventure Window with an enCar9ed view 
of tfie Puzzfe Map icon. For each vi[[ain you catch under 
contract am! for each artifact you Jim!, you wiff also acquire a 
piece of tfie Puzzfe Map. Besides sliowit19 tfie portions of tfie 
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map you liave recovered 6y capturit19 vilfuins or retrievit19 
~rtifacts, tliis vie\.v al,o shows wliicli remainit19 vilfuin or 
~rtifact lias wliicli piece of tlie map. Tlie Puzzfe Map is a 
simifar to a j19saw puzzfe in wliicli you must 9et new pieces 
from tlie vi[fains. Tlie picture tlie j19saw puzzfe forms is tlie 
focation of tlie Sceptre of Order. 

Q - Quit and Save 

, Tliis may 6e done anytime you are on tlie Adventure 
Window. Your current position and status are saved to your 
Character Disk.. After savit19 you may tum off your computer 
or resume pfayir19. 

S - Sceptre S earcli 

One 9rass tife on one of tlie four continents contains tlie 
Sceptre of Order. You must searcli to _find it, usit19 tlie cfues 
9ained from tlie Puzzfe Map to deduce its focation. If you find" 
tlie Sceptre 6efore time runs out, you liave won tlie 9amel If 
you searcli for tlie Sceptre of Order ¾'itliout tlie center map tife, 
wliicli is liefd 6y tlie master-vilfuin Arecli Dre19on6reatli, it wi[ 
Cast 10 days. If you have captured Arecli, it wi[ only take one 
day to searcli. 

U- UseMaqic 

Tliis option may only 6e exercised properly if you liave tlie 
Me19ic Pen~ram (side pane[ '3). It fists tlie quantities of eacli 
speff that you own and a[[ows you to cast Adventure Spefu. To 
feam more of eacli sp~[[, read Appendix A: Spefu. 

V - Vie\.v Character 

T liis option detaiCs a[[ pertinent aspects of your character. 
Name - Dispfays tlie name of your character and tlie rank 

lie or slie lias attained. 
LeadetSliip - Tliis represents your ability to control any 

indivu!ua[ troop icon. You must liave a feacfe15fiip a6iCi.ty 
9reater than tlie total litt points of a sir19fe troop or eCse it wi[ 
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6e "Out of ControC' and on tlie Com6at Screen wi[ attack-tlie '~'""" 
troop unit cfosest to it, norma[[y one of your icons. A note on 
controC eacli troop icon is controffed independently. After 
combat is finislied, if tlie sutvivit19 troop is "Out of ControC" it 
wiff tum into a wanderi.t19 force of re1te9ade monstetS that wiff 
never rtjoin civilized ranks e19ain. 

Commission/Week-- Tliis is tlie amount of money you 
receive from Kit19 Maxi.mus at tlie 6~innit19 of eacli week-. 
Tliis income can 6e raised 6y find"it19 new sources of wealtli for 
tlie kit19dom or 6y 9ainit19 a feve( of rank. 

Gofd on Hand - This is tlie amount of money you have to 
operate witli. You pay for your anny and otlier miscelfuneous 
items with tliese _funds. 

Spe[ Power - This is tlie ski[[ feve( at wliicli your 
character casts spefu. Tlie li191ier tlie ski[[ feveC tlie more potent 
and effective tlie spe[ It can 6e increased 6y 9airt.it19 a feve( in 
rank or 6y certain special encountetS. 

Max Spefu - This is how many spefu you can have in 
your possession at any one time. Tlie maxi.mum num6er can 6e 
increased 6y a rise in rank or 6y special events. 

Vi[fains Ca1.19ht - This is tlie num6er of vi[fains that you 
have captured under a contract. Vi[fains defeated for wliich you 
liefd no contract are not included in tliis ca~ory. Vi[fains 
Ca1.191it increases your Current Score. Tliere are a total of 17 
vi[fains to 6e captured, tlio1.191i you do not have to capture 
tliem aff to rescue tlie Sceptre of On:fer. 

Artifacts Found - Tliere are 8 artifacts of power to 6e 
found across tlie four continents. Eacli artifact increases your 
current score. You do not need any of tlie artifacts to 
_find tlie Sceptre of Order. 

Castles Garrisoned - After every success_fu( s~e, you have 
tlie option of 9arrisonit19 a castfe. Tliis increases your 
Commission/Week-and assures that tlie castfe in question wi[ 
not 6e repopufated 6y enemy creatures. For every 
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castfe you 9anison, your Current Score is increased". 
Foffowers Kiffed" - This taffies aff membm of any army 

th.at you ever commanded that died in 6attfe. For every 
creature k.i[[ec(, your Current Score is decreased". Dead Peasants 
count just as much as dead Dr!l9ons, so fead carefuffy. 

Current Score - This records your pro9ress tfiroU9fiout 
Kinq's Bounty. It is not fina[iw! unti( you find tfie Sceptre of 
Order or run out of time. 

Also incfuded on tfie View Character option are visua[ 
representations of tfie eigfit artifacts and tfie maps wfiicfi revea[ 
tfie pass!l9eways to tfie four continents. A picture wi[ appear 
whenever you recover an artifact or map. Tfie first eigfit spaces 
at tfie 6ottom of tfie View Character Window, top and 6ottom 
rows, are for tfie artifacts. Tfie remainit19 four are for tfie maps 
necessary to trave( to each continent. You start with tfie map 
for Continentia and must find a new map 6efore trave(it19 to a 
new continent. 

W - Wait End Week 

This affows you to stop aff actions and simply wait for tfie 
current week to pass. A week fasts 5 clays. Every week is a 
rE'.9eneration week for a different creature. If a creature's week 
arrives, that creature's dweffit19 wiff 6e repfenisfied". Also 
dispfayed" at tfie end of ci week is your 6009et. This cafcufates 
your o(c( cash on ft.and, tfie pay you just received" from Kit19 
M(l'Amus, what 6oat renta( cfiar9es, if any, you might ft.ave 
incurred", how much you must pay your troops, and what your 
new 9o(c( on ft.and is. Printed" ru:yacent to th.is information is a 
6reafufown of your current armies and how much tftey cost 
individua(ly. 

CONTROLS 

Tfie contro( options may only 6e cfiat19ed" from this 
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menu. Some computer models may have adi:!itiona( options. 
View tfie Controls menu to dispfay any variance from tfie 
f O [Cowit19 [ist. 

1 - Defay 

This sets tfie speed" at wfiicfi mess!l9es appear onscreen. You 
may choose any num6er 6etween O {fastest) and 9 (sfowest). 

2 - Sound 

This a[fows you to to99Ce on or off tfie various sounds which 
occur tfiroU9fiout tfie 9ame. 

3 -Walkbeep 

This a[fows you to to99Ce on or off tfie walkbeep noise. 

4 - Animation 

If tfie animation option is off, tfie side pane( wiff not 
animate. 

5 -Army Size 

This only affects tfie com6at window. If it is to99W off, tfie 
num6er of creatures in each troop, friendly and enemy, wiff not 
6e shown. 
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Com6at 

In Kinq' s Bounty, th.ere are two types of combat, fi.e(c( 
com6at am! a castfe sif9e. When you encounter a wanderit19 
troop icon am! decide to et19£19e it, you enter fi.efr( combat. To 
et19£19e in a castfe sif9e, you must attack a castfe am! liave 
sif9e weapons in your possession to 6readi th.e castfe wa[s. If 
you do not liave sif9e weapons, you may not attack. a castfe. 

When your armies am! th.e enemy armies actua[[y et19£19e 
one another, th.e Adventure Screen cliat19es to th.e Combat 
Screen. Also, th.e Adventure Window cliat19es into th.e Com6at 
Window, wliicli is a zoom-in on th.e tife in wliicli th.e actual 
com6at tak.es pfuce. Th.e Menu Bar atop th.e screen now fists 
Options/(Troop Name) Movement Remaini!19, Th.e Options 
for th.e Combat Screen are different tlian tliose for·th.e 
Adventure Screen am! are cfetaiCec! 6efow. 

In th.e Combat Window, an icon representit19 eacli troop in 
your army am! eacli troop in th.e enemy army wi[[ appear on 
th.e screen, [eft side for your troops am! on th.e rig/it side for th.e 
enemy troops. Th.ere wiff also 6e terrain liamnis onscreen, 
wliicli are determined 6y th.e surrourn!it19 tifes of th.e Adventure 
Window. Th.ere are Water, forest, am! Mountain liamnk 
Tliey are impassa6[e, except to creatures tliat can fly over 
th.em. f9'it19 creatures may not em! a tum on a liamrd. 

Th.e Menu Bar wi[[ reveal wliicli troop's tum it is to move 
am! attack. in its (Troop Name) partition. Also, th.e troop 
wliose tum it is to move animates. Listed next to th.e troop 
name is th.e num6er of moves th.e troop lias [eft to mak.e. When 
a troop moves one space in any direction, th.e Movement 
Remaini!19 goes down 6y one. F9'it19 creatures do not Cose 
movement points when tliey fly. 

To attack., th.e troop must liave at feast one movement point 
am! 6e rufjacent to an enemy icon. Move at th.e icon 
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and an attack is Caundwi. An attack ends a troop's tum. Afso, 
in a com6at round any troop may attack once and reta[iate 
once. Wlien attack.ecC a troop is affowed a reta[iatory attack 
tar9eted at its ag9ressor. If attacked 6y muCtipCe troop icons, 
only tlie first attack wi[ 6e met with a reta[iation. A 900d 
tactic wlien attacki119 a poweifu[ troop is to have one of your 
Cesser troops attack it first, a6sor6i119 tlie retaCiatory attack. 
Tlien, a more poweifu[ troop can attack tlie enemy without 
fear of retaliation. 

Once per com6at round, which consists of 60th armies 
compCeti119 aff movements and attacks, you may cast a Com6at 
Spe[[. You must rnst tlie speff duri119 the movement phase of 
one of your troops. This does not interfere with that troop's 
tum. Afso, certain creatures have special a6ilities which are 
usefu[ in com6at. Some monsters cannot harm otliers. For 
exampCe, a Peasant cannot harm a Dragon. 

If you are victorious in 6attCe, you return to tlie Adventure 
Window and continue tlie search for tlie Sceptre of Order. If 
you were sif9i119 a castCe, you capture tlie vilCain, if tliere was 
one, resid"i119 in that castCe. If you hou! that vi([ain' s contract, 
you 9ain a piece of tlie Puzz[e Map and increase your score. If 
you do not hou! tlie vi([ain' s contract, tlie vi([ain is set free. 
Tlie vilCain wi[[ take up residence in a different castCe and raise 
a new army. If you are d"efeated, you return to Ki119 Maximus 
fil[ec{ with shame. Tlie ki119 wi[ re-equip you with a token 
force and send you on your way again. Repeated d"efeats may 
rouse tlie ki119' s ire. 

Tlie Options avaifa6[e whi[e you are in com6at are 
somewhat different from those used whi[e acfventuri119. Tlie 
movement commands do not cha119e, 6ut now tliere are 
alternate and Cess options. 

G - Give Up Com6at 

This command dis6ands aff troops in your control. They 
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flee tlie scene of 6attCe, and you conc.ecCe tlie 6attCe to tlie 
opposi119 side. This command is 6est used wlien your forces 
cannot win a 6att[e, and you do not wish to suffer neecfCess 
fosses which Cower your current score. 

<Space> - Pass 

Wlien this command is invoked, tlie troop whose tum it is 
ends its tum until tlie ne,u round of com6at. 

S - Shoot/Speff 

This command only works for troops that can fire a missiCe 
weapon or cast a spell. Wlien activated, a pufsati119 s19ht 
appears on tlie screen. Tar9et tlie s19ht to tlie enemy troop you 
wish to attack 6y usi119 tlie movement ke_ys and tlien striki119 
<Return> or<Enter> to fire. 

Note: You may not shoot if you are ruyac.ent to an enemy 
army. 

U- Use Maqic 

Wlien sefected duri119 tlie tum of one of your troops, this 
command alfows you to cast a spe[[. A screen wi[ appear 
which catafo9s aff com6at speCfs and how many of each are in 
your possession. After you have sefected a spea and cast it, tlie 
troop may continue its tum. 

W-Wait 

This command alfows a troop to wait for another troop to 
move first. Tlie troop which decides to wait wiff have its Juff 
movement points wlien it finally does 90. Waiti119 twice wiff 
have tlie same affect as Pass. 
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The Puzzfe Map and 
Winnirt9 the Game 

Tfte Puzzfe Ma.p ferufs a.n adventurer to Ki119 Maxi.mus' 
Sceptre of Order. Ea.ch piece of tfte Puzzfe has a. correspondi119 
piece of tfte ma.p, c!ra.wn 6y tfte viffuins who stofe tfte Sceptre, 
which ferufs to tfte Cacatian of tfte Sceptre. As pieces of tfte 
puzzfe a.re repfa.wf 6y a.ctua.l ma.p sections, tfte Cacatian of tfte 
Sceptre wi(( eventua.lo/ 6e c!ispCa.yec!. 

To 9a.in pieces of tfte Puzzfe Ma.p, you must defeat viCfuins 
you have a. contra.ct for a.nd/ or recover tfte E½Jht Artifacts of 
Power. Ea.ch viCfuin a.nd artifact has a. si119Ce ma.p section. Tfte 
center ma.p section is lieu! 6y Arech Drt19on6reath, tfte 
mastermind 6ehind tfte theft of tfte Sceptre. 

Tfte Sceptre is 6uriec! in tfte exact center of tfte Puzzfe Ma.p 
a.nd a. Search shouu! bz. conduc.tec! tftere. Tfte Sceptre can ono/ 
6e 6uriec! in a. 9rassy square. If you a.re unsure of tfte exact 
Cacatian of tfte Sceptre 6ecause you do not have tfte center 
puzzfe piece or tfte terrain surroundi119 it is somewhat 
a.m6½Juous, 6e wa.mec! that a.n unsuccessful Search Ca.sts ten 
days. A successful search Ca.sts ono/ one day. Wften you have 
recovered tfte Sceptre, you have won King's Bounty. 

If time expires 6efore you find tfte Sceptre, tfte four 
continents wi[ enter a.n t19e of 6l½Jht a.nd destruction which 
wi[ colCa.pse a.a aspects of peaceful civilization a.nd Ki119 
Maxi.mus, c!irecto/ tiec! into tfte condition of his [ands, wi[ c!ie 
a.n ~crucia.ti1t9o/ pa.ireful death. 

If you return tfte Sceptre 6efore time has run out, tfte Ca.nd 
shaff 6e sa.vec! a.nd Ki119 Maxi.mus' 6enevofent rufe wiff 
continue for many more yea-is. You wi(( also 6e rewa.rdec! with 
Ca.nd of your own a.nd a. vast a.mount of riches. 
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Appendix A: 

Spe[ls 

There are two cCassifications of spe([s that can 6e cast. The 
first, Adventure Speffs, may 6e cast whenever the adventurer 
cou&:f norma[ly move. Adventure Spe([s may not 6e cast whife 
the party is searching an area, in a town or castfe, or othenvise 
hampered 6y an event, incfau!ing com6at. The second ca1e9ory, 
Com6at Speffs, may only 6e cast whife the caster and his or lier 
annies are engll9ed in com6at. furthermore, Com6at Spe([s 
must 6e cast during the movement pfiase of a friendly anny. 
The anny wiff then continue its move as per norma[, with no 
pena[ty incurred. 

ADVENTURE SPELLS 

~ 
This spe[[ affows the caster to craft a mystic 6ridge which 

spans two squares in any of the four cardina[ directions. A 
Bridge is most usefuL when created to cross a smaff 6ody of 
water, such as a stream or river, as it provides a permanent 
thoroughfare 6etween weff-travefed points. Mu(tipfe Bridges 
may 6e attached to one another. 

Time Stop 

Time Stop fias a variety of va[ua6(e uses. When cast, it 
_freezes time for a duration 6ased upon the caster's Speff Power. 
When time is frozen, only the caster and his or lier annies 
move. Also, days cfo not pass, affowing more time to raise 
money to pay expensive annies or to so[ve the Puzzfe. 

Find Viffain 

This time-saving cantrip reveals the focation of the viffain 
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whose contract is currently fie&{ 6y the caster. An important 
[imitation of the speff is that only the viffains focation is 
reveafed, and not his troop type and size. 

Castfe Gate 

Castfe Gate a[fows the caster and his or her anny to 
ffitl9ica[ly tefeport to any castfe that the caster fias visited 
previously. A poweifu[ incantation, it aCfows a weakened anny 
to 6e repfenisfiect, as castfe 9arrisons can 6e reunited with their 
compatriots if desired. 

Town Gate 

Simifar to Castfe Gate in nature, Town Gate a[fows the 
instantaneous transfer of the caster and his or her annies to any 
previously visited town. · 

Instant Anny 

Rather than finding a creature dweffing and recruiting the 
monsters an adventurer m½Jht happen to find there, an Instant 
Anny speff shou&i 6e cast instead. If the caster fias space, 
another anny wiff 6e aMed: to his or her ranks. The size of the 
anny is dependent on the caster's Speff Power and the type of 
creature conscripted is dependent upon the caster's Cfuss and 
LeveL 

Raise Contro[ 

This speff artificia[ly raises the caster's Leadership a6i[ity 6y 
a mu[tip[ier 6ased upon his or her Speff Power unti[ the end of 
the week in which it was cast. This speff is especiaffy usefu[ 
when com6at with an especia[ly poweifu[ vi[fain is expected. 
Raise Leadership and then recruit far9er and more poweifu[ 
annies with neiefound charisma. 
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COMBAT SPELLS 

Cfone 

This enchantment arrows tfie caster to aM creatures to an 
afreruly e;tlsting anny icon throU9h cfoning. Tfie actua[ num6er 
ef creatures cfoned is proportiona[ to tfie caster's Speff Power, 
and tfie more poweifu[ monsters wi[ sometimes need tfie Cfone 
speff to 6e cast mu(tipfe times unti[ an effect is noted. 

Tefeport 

A much needed tactica[ speff, Tefeport arrows tfie caster to 
teCeport any anny icon, friend or foe, to any unoccupied grass 
square on tfie com6at screen. With Tefeport, tfie caster may 
manipufate anny icons in order to destroy enemy Archers, 
dispface m19hty enemy troops, and insert his or lier own forces 
in key focations. 

Fire6aa 

A simpfe offensive speff, Fire6a[ arrows tfie caster to generate 
a fa19e, fiery gfo6e of destruction and hur[ it at a sing Ce enemy 
icon. Damage to tfie opposing anny is mod~ 6y tfie c!l.Ster's 
Speff Power. 

Liqhtnirt9 BoCt 

Compara6Ce to tfie Fire6aff speff, L19htning Bo[t arrows tfie 
caster to cast a pulsating Cine cif eCectricity at a sing Ce enemy 
anny icon. Tfie damage caused 6y L19htning Bo[t is dependent 
on tfie Speff Power ef tfie c!l.Ster, 6ut causes fess damage than a 
Fire6aff. 

Freeze 

W lien cast at an Opposing anny icon, tfie Freeze speff 
restricts tfie icon's movement, holding it in pface for one 
com6at round. However, tfie icon may stiff attack. adjacent 
annies and may reta[iate after 6eing struck. 6y an anny. 
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Tholl£Jh not a[r poweifuL, Resurrect is stiff fonnida6Ce. This 
ensorceffment affows tfie c!l.Ster to restore creatures destroyed in 
comfot, one per Ceve[ cif Speff Power ef tfie caster. Creatures 
may on9-1 6e restored if some ef tfie ori9ina[ troop remains. 

Tum Undead 

Causing s19nijkant9-1 more damage than a Fire6aff spe[C 
Tum Undead arrows tfie C!l.Ster to target an enemy anny icon 
ef Undead creatures and unCeash a torrent ef destruction 
especia[9-1 viruCent to tfie four different types ef Undead, 
Sk.eCetons, Zom6ies, Ghosts, and Vampires. Damage to tfiese 
creatures is mod~ 6y tfie caster's Speff Power. 
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Appendix B: 

MonsteTS of tlie Four Continents 

Sprerul rarn!omfy across tfie four continents, fearsome 
monsters roam freefy. Tfiere are five cfasses of monster, Pfains, 
Forests, Castfes, Dur19eons, and Hilis. Certain cfasses do not 9et 
afor19 weff with otfiers, and troop morale pro6Cems can flare up 
at a moment's notice. See tfie morale chart on tfie Quick.­
Reference card for more in-depth infonnation. Each cfass has 
five different monster types, differir19 in power and a6ifity. 
FoCfowit19 is a 6rief description of each tnonster cfass and type. 

PLAINS 

Mostfy dajenerate and desperate humans comprise this 
9roupir19. Smviva[ on tfie pfains lends itself to tfie most crafty 
creatures, not tfie most 6eautifu.L Pfains creatures consist of 
Peasants, Wo[ves, Nomads, Bar6arians, and ArchtfU19es, 

Peasants 

Easify inf(uenced and 9uided, these hapless denizens of tfie 
pfains exist a pathetic Cife. They die easify, do not Ji9ht welL 
and have no redeemit19 features a6out tfiem 6ut sheer num6ers. 

Wo[ves 

Cru.eC with voracious appetites, Wo[ves terrorize fesser 
creatures. Swift of foot and a6[e to 6ite for a minor amount of 
datfU19e, wo[ves are 6est k.ept in far9e wolf packS wfiere tlieir 
num6ers can inf(uence tfie tide of a smaff 6attCe. 

Nomads 

These crafty desert traders are savll9e and fierce. Good 
Ji9hters, they are somewhat hard to contro( They are used to 

tfie free and unrestrained [ifestyCe of tfie desert. 

- 46 - - 47 -



Bar6arians have tlie potentia.( to 6e trufy devastati119 
fo.Jliters; however, tliey also fiave tlie potential to 6e lazy 
s(U9gards. Refyi119 sofefy on natura( tafent, tlie Bar6arian lias 
cfu66ea liis way towards tlie top. 

ArclilltL1£Jes 

Not native to tlie pfains, arclif1W9es movea in and promptfy 
insertea tliemse(ves at tlie top of tlie Pfains pecki119 order. 
Expensive and hard to controC tlieir f1W9ica( a6i(ity to fly and 
constant claf1W9e can pulverize fesser creatures. Also, tliey may 
cast a Fire6aff speff twice in any given com6at round. 

FORESTS 

Acwstomea to cfose fo.Jliti119 in tlie woods, Forest creatures 
are fierce and mercifess. Sprites, Gnomes, £(ves, Tro((s, and 
Druids form tlie Forest cfan of monsters and get alo119 
exce.ptiona(fy weff. 

Sprites 

Tliese flyi119 woodfand creatures have one reason for 
swvivaL Tliey fly fast and fo((ow orders weff. Tliey also die 
easify and find it dif.fiw(t to [and a cruslii119 6fow due to tlieir 
diminutive size. 

Gnomes 

Dweffi119 in caves cfe(vea 6efow tree trunks, tliese 
uncfe19round dwe(fers make a stolid fo.Jliti119 force. Again, smaff 
in size, tliey have pro6fems witli Carger opponents, wlio ca.n 
crusli Carge num6ers of gnomes in a si119fe round. 
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Anned with 6ow am:C arrow and fleet of foot, £[ves are an 
effective mid-size fi9htit19 force. They can often decimate 
othenvise equa.( opponents with their cfevastatit19 distance 
strike. They may shoot their 6ow and arrows 24 times per 
6attCe. 

Troffs 

The 6est way to descri6e a Tro[ is fa19e, slow, and U9ly, 
They are also mean. They take a Cor19, Cor19 time to die and are 
quite ropa6Ce of inJTictir19 far9e quantities of da1n!l9e upon their 
enemies 6efore they 9et anywhere near death. If not ki,(fu{ in a 
round of combat, a troff wiff r~enerate to Ju.ff hit points. If a 
troff is ki,[[ec(, it wiff not r~enerate. 

Druias 

Druias have the 6est aspects of aff the forest creatures and 
use them perfectly. Cunnit19 and yet refativeCy msy to controC 
Druias may cast Li9htnit19 Bo(t 3 times in any 6attCe. Druias 
make a va[ua6[e edition to any fi9htir19 force. 

CASTLES 

CastCe creatures are dmor19 the most hi9hly trainee£ and 
skiUfuL Consistir19 of Militia, Archet:5, Pikemen, CavaCty, and 
Kni9hts, CastCe creatures are 6asica.ffy trainee£ humans. They 
9et aCor19 fairly weU with Pfains creatures. 

Mi[itia 

These dependa6Ce fi9hters are a match for their equivaCent 
parts in the other cfasses. Comparisons have 6een drawn 
6etween MiGtia and Peasants, and it is true. Mi[itia are 
peasants in armor. 
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Archets are reasonabo/ durabfe. and can inflict mucli 
cfu1tU19e, Their favorite tactic is to wait in a Cone.some comer of 
the 6att[efieuf, sliootit19 down unfortunate targets. They may 
slioot 12 times in any 6attCe.. 

Pikemen 

Wliat they fose 6y not liavit19 the aeria[ attack of an 
Archer, they mak.e up for 6y unCe.asliit19 a truo/ devastatit19 
strik.e witli their 6footfy pikes. Pikemen are we[[ wortli the cost. 

Cavafay 

The most mo6ife. com6at troop sliort of flyi"9 creatures, 
Cavafay stampede opponents and cause ovenvhe(mit19 liavoc. 
Can ono/ 6e acquired at li½Jher Ce.veCs. 

Kniglits 

Tliese fld9[it19 fords seek. 6attfe. and adventure to improve 
their wortli. They are liard to controC 6eit19 lieadstrot19 at 
times, and liard to put down. Tlio1t91i sfow, they are quite 
poweifuL Can ono/ 6e acquired at li½Jher Ce.vels. 

DUNGEONS 

Dut19eon creatures get afot19 witli none 6ut themse(ves. 
They are the Undead cfuss, cutsed souls and cfut19erous spirits. 
Their attack.s contain efe.ments of the N ethenvoruf and iriflkt 
mucli pain, 6ut they are risky to retain as the other cfusses wiff 
compfuin vociferouso/. The Dut19eon dwe([e.ts are Skefe.tons, 
Zom6ies, Gliosts, Vampires, and Demons. 

Skefe.tons 

A9e-ouf animated corpses ram6[it19 across the four 
continents in searcli of a Jina[ restit19 pfuce, Skefe.tons are the 
fow end of the Dut19eon cfuss. 
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Zombies 

Stro119er and more cfurabfe tlia.n Skefetons, pro6abfy 6ecause 
tlieir wrpses were more fresh wlien tfiey were animated, 
Zombies are Ju[ of smprises. ThoU9li sfow, tfiey pack a 
refutivefy su6stantia[ punch. 

Ghosts 

Sk.i[lfu[ com6atants and h191ify mo6ife, Ghosts are exc.effent 
fo.Jhters. Any enemy tlia.t tfiey k.i[ wi[ join tlie Ghost troop as 
a newfy created Ghost if any Ghosts smvive after tlie mefee 
round is compfetea. Beware, Ghosts can easify 6ecome out of 
control Tlie onfy araw6ack. about Ghosts is tlia.t if tlie Week. of 
tlie Peasant fafis whife Ghosts are setvit19 as troops, tfiey 
transform into Peasants. Onfy Ghosts setvit19 in your army or 
9arrisoni119 a castfe for you wi[ tum into Peasants. 

Vampires 

Tlie Aristocracy of tlie N 19fit, Vampires are formicfubfe 
troops. Tfiey are a matcli for tlie feaders of some of tlie otlier 
classes. Witfi each attack. tfiey furu{, tfiey hea[ daf1W9e 9iven to 
tliem equaf to tlia.t which tfiey 9ave out. Tfiey may never 
exceed tlieir ori9ina[ hit points. Make sure tlia.t tfiey never 90 
out of controC or tlie res! of your army wi[ 6e severefy 
impacted. 

Demons 

Tlie Lorcls of tlie Du119eons, maylia.p 6ecause tfiey k.now 
wliere tlie Undead souls are hiait19, Demons are not Uru:fead 
tliemsefves. Tfiey do have one of tlie most fearsome attacks in 
tlie Four Continents in tlia.t tliere is a smaff clia.nce every tum 
tlia.t tfiey wi[ lia.fve a troop stack., Tf9ar&s of its composition. 
Tfiey are most sk.i[lfu[ warriors, ab(e to defeat most anytlii119 
6ut a dragon. Use tliem weff and with caution. 
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Creatures 6m:f in tlie Hi[[s are toU9fi. Pound for pound, Hiff 
monsters wiff cremate any opposirt9 cCass. Ores, Dwatves, 
O9res, Giants, and Dr119ons are from tlie Hi[fs. Tliey are strort9 
and prow:C so 6nvare! 

Ores 

Taff and feral fookirt9, Ores are tlie 6est fow-end troops a 
9enera[ cou(i:( want. Numerous, capa6fe ef strot19 attacks, and 
aownri9fit nasty, you cannot 90 wrort9 witfi an Ore fegion. 

Dwatves 

Kept in ri9orous shape ctefendirt9 tlieir mountain fiomes from 
tlie Ore fiordes, Dwatves are a6fe warriors, Smaff in size, tliey 
cfe[iver an outstandirt9 6fow and r~ufa.rly decimate fa.r9er 
creatures. 

O9res 

Tliey are 6i9, tliey are toU9fi, and tliey are mindfess. O9res 
five for destruction and do it we[( Tlie only pro6fem O9res 
have is spee!C tliey just cannot move we[( 

Giants 

A Giant cou(i:( pro6a61y 6eat a Demon if luck was on fiis 
side. T lieir fearsome at~ks tfirowirt9 6oufders across a _fie(i:( ef 
6attfe, 6 times in any 9iven 6attfe, coupfed witfi tlieir crusfiirt9 
hand-to-hand 6fows alfow Giants to ramp119e across tlieir 
fessers. 

Dr09ons 

Tlie ultimate figfitirt9 macfiine. A Dr119on can take more 
da.~e than anytfiirt9 else around. Simifa.rly, it also cfofes out 
more punisfiment than any otlier creature. Tliey also can jTy 
durirt9 6attfe. Even 6etter for tliem, tliey are compfetely 
immune to ~ic. Only tlie truly migfity can control a jTock ef 
Dr119ons in an anny. 
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The E19fit Artifacts of Power 

Strnvn across tlie four continents, tlie Artifacts ef Power 
eacfi have a special a6i[ity wfiicfi can 9reatly aid a character. 
Also, for eacfi item found anotlier section ef tlie Puzzfe Map is 
recovered. Fo(fowirt9 is a description ef eacfi ef tlie eigfit migfity 
devices. 

THE AMULET OF AUGMENTATION 

Tfiis wondrous item, wlien Jina.Cly attained, amplifies tlie 
speff power ef any cCass. A 6oon to speff-casters everywliere, 
especially Bar6arians, it is often .fiercely 9uarcfed. 

THE ANCHOR OF ADMIRALTY 

Awarded to patrons ef tlie oceanic arts wfio 9reatly 
contri6ute to tlie weff-6eirt9 ef mariners, tlie Ancfior ef 
Admiralty is a sym6o[ reco9niz.ed 6y seafarers everywliere. 
Wlien ac!juirirt9 a 6oat1 tlie rental price wiff 6e signijka.ntly 
discounted for tlie 6earer ef tfiis artifact. 

THE ARTICLES OF NOBILITY 

Handed out 6y Kirt9 Maximus fiimse~ tlie Articfes ef 
N o6iCity are a rnvard signif.yirt9 extraordinary setvice. to tlie 
kirt9cfom tfiroU9fi lieroic action. Tlie Articfes increases tlie 
commission per week a character receives. 

THE BOOK OF NECROS 

A tome out ef fegend, tlie Book ef N ecros is rumored to 
increase tlie speff memory ef any speff-ca.ster. Sfiroucfed in 
mystery, tlie wlierea6outs ef tlie Book are unknown, aCtfioU9fi 
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report of a minor wizard's rapid rise to power Ft.ave Fuu! fir19ers 
pointir19. 

THE CROWN OF COMMAND 

This phenomena[ item appears as a simple 9ouf crown. 
Ori9ina[fy crafted for a vanquished (ine of ftlr19s, it has entered 
pu6(ic circufution. When worn, the Crown of Command 
effectivefy cfou61es the leadership a6i[ity of any ch.aracter cfass. 

THE RING OF HEROISM 

A potent 6au61e, the Rirt9 of Heroism increases aff of the 
inta119i6le aspects of leadership and heroism. Good [u.ck becomes 
9reat, impossible odds are 6eaten, and events suMenfy Ft.ave a 
way of endit19 up profita6fy for the 6earer of the Rir19. 

THE SHIELD OF PROTECTION 

The fe£Jernfury White Kn19ht once wielded the Shieuf of 
Protection. When lie went out to 6attle, onfy the surest of 
6Cows couuf Ft.arm him. A(tered 6y modem wizanlry, the Shieuf 
now offers protection to the entire army of its 6earer. 

THE SWORD OF PROWESS 

Said to 6e fo19ed 6y the 9octs tliemse(ves, whosoever wieCds 
the Sword of Prowess Ji9hts [ike a warrior possessed. Likewise, 
his companions or fo[Cowers are also im6uecf with the Sword's 
arcane power. Dam£19e cfone is lieartify increased with every 
6Cow. 
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While adventurir19 across the four continents, you wi[ 
encounter many castles, towns, and creature dweffir19s. Eac.fi 
edifice has a different function to .fulfi[ 

If inlia6itecf, a castle wi[ contain either one of the seventeen 
vi[fa.ins or a r£19-t!l9 9roup of marauders who reside there. If 
you fiave sie9e weapons, 6attle wi[ commence. If uninfia6itecf, 
you may leave 6efiind a troop icon and 9arrison the castle, 
thereby increasir19 6otfi your current score and weekCy income. 
When you 9arrison a castle, you must pay the troops for one 
week. Thereafter, they five off the castle. If you return to a 
castle and wisfi to remove the troops, you must continue to pay 
them. · 

If you win the battle, you may 9arrison the castle witfi 
some of your sutvivir19 fe£lions. Tfiis increases your commission 
per week and your current score. If the Cord of the castle was a 
viffain whose contract you lie{4 you wi[ receive a piece of the 
Puzzle Map. If the [on( was a vi[[ain whose contract you did 
not hou{, the [on( wiff 6e set free and wiff eventuaffy reCocate to 

a new castle. If you cfo not 9arrison a castle, there is a ch.ance 
th.at it wiff repopufute. 

At Kit19 Maxi.mus' castle, the adventurer has two choices, 
lie may recruit soufiers or request an audience witfi the ftlr19. 
The Kir191s Castle is the onfy pfuce where Mifitia, Archers, 
Pikemen, Calvary, and Kn19fits may 6e recruited. The suppfy 
of tfiese troops are virtuaffy un(imited, 6ut they are very costfy. 
As the adventurer 9ains in rank, the more poweifu( soufiers wi[ 
6ecome avaiCa61e for fiire. At an audience, rank is increased if 
the adventurer is wortfiy. Otherwise, the adventurer wi[ 6e 
informed of his current rank status and then 6e sent on fiis 
way. 
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Towns are meeti119 places and hotbeds of rumor and 
innuendo. They are also fi½Jfi(y usejuL In a town, there are five 
actions an rufventurer may commit. 

It is in a town where contracts are 9ained. A character may 
on[y cany one contract, 6ut it can 6e ~cha119ed for another. 
When you receive a contract, you shoufd track down the 
viffa.in, conquer fiis troops, and 9ain a piece of the Puzzfe Map. 
There are five contracts to choose from at any one time. 

A town is also a pface to rent or ca.nee( the setvices of a 
6oat. If a 6oat is rented, when you Ceave the town it wiff 
appear~ to the town. Simp[y wafk into the 6oat to set sail. 
A 6oat is the on[y way to trave( from one continent to the 
other. 

Gatheri119 iteformation in a town wi[ feru:! the rufventurer to 
the know~e of who inhabits the foca( castfe and what the 
troops consist of No other iteformation wiff 6e 9Ceand from a 
townsfiip. 

Towns also seff spefu. £acfi town fias one type of speff to 
se(C the foca( speciaCty. From 9ame to 9ame, the spefu wi[ 
cha119e towns. A chart, wfiicfi we s1.t99est you photocopy, fias 

6een included" at the end of tfiis manua[ and wiff he[p you keep 
track of wfiicfi speff is ta1.t9fit at wfiicfi town. 

Fina[[y, you may 6uy si£9e weapons at a town. A si£9e 
weapon is vita[ if you wisli to attack a castfe. On[y one si£9e 
weapon may 6e hefd 6y an rufventurer at a time. If a si£9e 
attempt is unsuccesefuC the si£9e weapon wiff 6e destroyed. If it 
is success_fuC there is a smaff percenltl9e that it wiff 6e ruined 
from · 6attfe fat½Jue. 

Creature clweffi119s are where you can recruit new troops to · 
adi:! to your anny. There are four clifferent clweffi119 types, one 
for eacfi cfass of monster, ~ept Castfe. Castfe creatures may 
on[y 6e recruited at Ki1191 s Castfe. Dweffi119s start witfi a 
certain amount of one creature. If you recruit fieavi(y eno1.t9fi, 
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you can cfe.pfete the clweffi119. It wiff not 6e repfenisfied unti( 
the proper week rechar9es the clweffi119. Pfains creatures clweff · 
in covered WC19ons, Forest creatures in treehouses, Du119eon 
creatures clweff 6efiind clu119eon entrances, wfiicfi appear to 6e 
9ated sfiut, and Hi[[ creatures clweff in caves. 
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$in,Ss :0ount,g 
Castles and Villains 

Reference Chart 

Villains Listed by Increasing Difficu lty 

/\zrarn 3027 
Canco ma r 3649 
Faxis 22 49 
lrok I 130 
Kookarnunga 57 58 
Nilslag 22 24 
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Tylitch 9 18 
Xelox 45 6 

Saharia 
Spockana 17 39 
Uzare 41 12 
Zyzzarzaz 4(3 4:, 
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$in,Ss :0ount,g 
Towns and Spells 

Reference Chart 

Adven ture Spells Combat Spells 

Bayside 41 58 
Fjord 46 35 
Hunterville 12 3 ✓ Isla Vista 57 5 

17 21 
17 44 
50 13 
38 50 

King's I laven 
Lakeview 
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1 Path's End ,. 

I
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29 12 
51 28 

Riverton 
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I Forestria · 

t~A~n~o~m;a~lyg;;;=t3~4Ni2~3~=⇒==⇒==~==~==t==t==t==t==t==t=j:=j:=j=J~ 
I Dark Corner 58 60 
tiE~-l~a~n~·s~;La~~n~d~_in~g~, ~3~¼3~7~==4===~==t==t==t==~==~===t==t==i==i==jt==t=J ~ 
I Midl and 58 33 ~ 
t-1~~g~~~~~;==t~~~~~=~==~==~==~==t==t==t==t==t==t=j:=j:=j=j ~-, 1 Underfoot 58 4 ,'. 

Wood's End 3 8 Pl 
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Overthere 57 57 Pl ~s;i"im;:;:;--;:p;i;le;:;t~o-;:;n--f,1~3f6;-;o+--+-+--t-+--t-+---j-+_j~-l--l-_J__L_J ~ 
Topshorc 5 50 
Yakonia 49 8 

Saharia 
Grimwold 9 60 
Vengeance 7 3 
Zaezoizu 5848 
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Castles: Locations: Towns: Locations: 
(X,Y) (X,Y) 

C2n:tintn:tia C2n:tintn:tia 
Azram 30,27 Bayside 41,58 
Cancomar 36,49 Fjord 46,35 
Faxis 22,49 Hunterville 12,3 
Irok 11,30 Isla Vista 57,5 
Kookamunga 57,58 King's Haven 17,21 
Nilslag 22,24 Lakeview 17,44 
Ophiraund 6,57 Nyre 50,13 
Portalis 58,23 Path's End 38,50 
Rythacon 54,6 Quiln Point 14,27 
Vutar 40,5 Riverton 29,12 
Wankelforte 40,41 Xoctan 51,28 

E2restria E2mstria 
Basefit 47,6 Anomaly 34,23 
Duvock 30,18 Dark Corner 58,60 
Jhan 41,34 Elan's Landing 3,37 
Moose weigh 25,39 Midland 58,33 
Quinderwitch 42,56 Underfoot 58,4 
Yeneverre 19,19 Wood's End 3,8 

Al:~hiutlia Archiuelia 
Endryx 11,46 Centrapf 9,39 
Goobare 41,36 Japper 13,7 
Hyppus 43,27 Overthere 57,57 
Lorshe 52,57 Simpleton 13,60 
Tylitch 9,18 Topshore 5,50 
Xelox 45,6 Yakonia 49,8 

Saharia Saharia 
Spockana 17,39 Grimwold 9,60 
Uzare 41,12 Vengeance 7,3 
Zyzzarzaz 46,43 Zaezoizu 58,48 
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