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What is a fantasy role playing game?
A Fantasy Role Playing Game is a game rn

r,vhich the player assumes the identity of a
character r,vithin the fantasy r,vorld of the game
itself. Such a character is usually formed by
assigning random values to special characteristics
such as Strength, Wisdom, Intelligence, Luck, or
Charisma. These characteristics in turn determine
the capability of the character in cornbat,
negotiation, and encounters rvith other beings.

Once a character (or severai characters,
depending on the game) has been established, the
player is then charged rvith keeping his or her
character(s) alive in the face of overwhelming
hazards. As the character progresses in the game,
it usually will overcome enemies in combat and
find some sort of monetary reward in the form of
treasure. Successfully accomplishing either or
both of these objectives rvill generally result in
increased experience for the character and,
consequently, increases its governing character-
istics. Thus, the longer you can keep a character
alive, the more powerful it will become.

In the case of computer Fantasy Role Playing
Games, there is generally a specific goal for the
character(s) to accomplish to win the game; and
this goal can usualiy only be reached by carefully
nuturing a character until it is of sufficient
power to overcome the most assuredly dreadful
guardians blocking the path to final victory.

Fantasy Role Playing Games can be set in any
fantasl' rvorld, although the favored settings are
usuall1' rnedier,al u'orlds in lvhich magic is a fact
of life, or outer space r,vhere advanced technology
is commonplace. But in fact, a Fantasy Role
Playing Game can take place in any setting and
any time period, be it based on fact or fiction. The
identilying marks of a Fantasy Role Playing
Game are the ability to generate characters, and
the ability for those characters to rise in level and
thus increase in ability. This makes it hard to
part with a character that has lleen carefully built
up in prowess over several sessions, and leads to
a greater degree in caring for your characters
than in any other type of game. Most of all, it
makes for a game that is fascinating, frustrating
and almost never the same every time you play
it. Eniov.



The world of Arroya
Ten thousand southern suns have passed since

the Archmage Szhaalin tore the very heart from
the demon iord Xyphus and hid it in the Arroyan
continent. His life's work done, the mighty
Szhaalin vanished in the western wilderness,
while the grievously wounded demon iord slunk
into caverns beneath the Earth to languish in
eternal pain. Legend has it that pieces of the
demon's heart fell to the soil and formed small,
sword-shaped amulets of violet crystal from
whence all magic springs. Somewhere in the very
bowels of the Earth itself lies the actual heart - a
gemstone the size of a human head.

'Tis said that when the demon lord bled, tribes
of goblins sprang from the droplets of ichor - the
Cotico, the Malakee, the Maripo, the Sedento, the
Mazanti, and the dread Azulus with their com-
panion Hellhounds. AIl of Arroya was forbidden
to humankind by the beasts and monsters that
still dwell there. Poisonous serpents and oversized
vermin roam the plains, while all manner of
the dead-that-walk are to be found in the hills
and forests. All the men that have ventured into
the lost continent have vanished without atrace,
save for occasional survivors spouting half-mad
ramblings that gave birth to the legends
surrounding Arroya.

Some thirty years ago a conqueror was born.
Some men say that Das is the descendant of the
great rvizard Szhaalin, while others scoff at
such talk, calling it the foolish tales of old
worren . . . I tell you that there is much wisdom in
the tongues of women, but heed what you will. In
his short lifetime Das has overrun most of the
knou,n l,orld, aye, and has brought to it order and
justice, albeit with the edge of the sword and the
purilication of the torch. It is said that men need
a strong leader to foliow, one who holds little in
esteem save might and force. Das is such a one, a
man to be leckoned with, a mover of continents
and oceans. Perhaps such a ruler is needed before
poets can sing and painters can render the beauty
rvhich abounds in this world . . .



The progress of Das has come to a halt at the
borders of Arroya. While his legions were easily
capable of subduing the civilized world, they came
not prepared to face the tribes of goblins and the
forces of demonic magic that hold sway in the
lost continent. Only through the use of mercenary
troops recruited from the nomadic bands of
humans, elves, and dwarves that live on the
coastal plains of Arroya, can victory come to Das.
It is told in song that a small band of wizardlings
and warriors, no more than four strong, can slay
the long-suffering demon lord Xyphus and open
the lost continent to subjugation. As iong as
Xyphus lives, no matter how sorely wounded, his
demon minions shall roam the land and Arrova
shall never fall to mortal hands. Das has promised
suzerainty over the Central Steppes of Arroya to
the one that slays the demon lord. None have
managed to claim the reward . . .

The kingdom waits.



The geography of Arroya
The Lost Continent of Arroya is a subtropical

wilderness consisting of vast plains and sweeping
forests dotted with lakes and crisscrossed rvith
srvift-flowing rivers. The inland Sea of Mithral is
populated with rather large serpents and krakens,
rendering it impossible to cross unless one has
wings. There are several major mountain ranges
around the continent, as weli as a few small
mountains and dormant volcanos.

At certain times of the year, some of the rivers
can be crossed, but the force of their flow is such
that there are no clearly marked fords. There
are also rumors of underground rivers and lakes,
but no one who has ventured underground has
survived long enough to map them. Many of the
rivers are surrounded by dismal swamps inhabited
bv some rather unpleasant creatures. While the
marshes can be crossed, it is rather slow going.

The Korayan Mountains in the eastern part of
Arroya are so tall and steep that thev have tradi-
tionally been considered to be an insurmountable
barrier. These mountains are the home of the
fierce Korayan Falcon and the famed Spider
People of Selcham Pass, a particularly nasty tribe
of four-armed mutant orcs.

But perhaps the most striking aspect of Arroya
is the northeastern part - the Enchanted Plains.
These are broad expanses of sand and sawgrass
rvhere inexplicable forces seem to be at work.
There are areas of these plains that no human
can cross, yet monsters roam about them
fi'eel1.. Philosophers have debated the reasons
for such phenomena over the centuries, but none
h:rs found the solution to the mystery posed by
this landscape.

Tltere are also rumors of large areas of
undergronnd tunnels and caverns, where it is said
the once-great I)emon civilization still resides.
There naY be some truth to these rumors as not
very many Demons are spotted above ground . . .

Nevertheless, it is common knowledge among the
Arroyan Drvarves that there are, indeed, numer-
ous tunnels in the southwest of the continent,
some quite large, while others are so narrow that
onlv a human child can pass through them.



ARROYA

'{
(

ji. ,
s:

Sea of Mithral



Outposts
Throughout the Lost Continent there are scat-

tered forts and trading posts. The forts are the
only signs of the invasion of Arroya by Das the
Conqueror, who you serve. In these forts you can
rest, be healed by skilled conjurors (at no charge)
and purchase supplies. Most of the forts are hard-
pressed by the local tribes of goblins, orcs, and
Demons. Often you will be called upon by the
commanders of these garrisons to carry messages
to other similar outposts.

The trading posts are scarce and hard to find.
These wilderness stores are manned by those who
can live with either side in the great war, and who
pledge aliegiance to no ruler. They are permitted
to exist by Das because they aid his troops and
scouts, while the local tribes find them to be the
only source of good metal weapons and armor.
Healing services are provided at the trading posts
as weil, at no charge to the wounded character.



Character races
There are three races in Arrclya from rvhich

player characters can be recrriited. They are Elf,
Human, and Drvarf. Each race has its strengths
and weaknesses, some of rvhich rnay not become
apparent until later in the campaign. Choose your
party carefully.

EL.f The Arroyan Elf is not a ti'ue native of
the continent, but rather is a descendant of a
band of Elves that came to Arroya centuries
earlier under the leadership of the rvarrior-king
Ellanyl. An outcast from his homeland, Ellanyl
led his colony to the Lost Continent in search of a
new home. He rashly burnt his three long ships
immediately upon his arrival on the coastal plains
of Arroya and subsequently .,vas killed, along with
ail of his skilled carpenters, in a Demon raid
within a year of his landing. The surviving Elves
established small settlements in the coastal
forests and have managed to eke out a meager
existence until the present.

Elves are small people, averaging perhaps five
feet in height. They are very quick and agile, and
are most at home in the rvoods. They are good
lighters and spellcasters, although they tend to
tire quickly if using heavy weapons.

Hu'mu.n, The Human is the only truly Arroyan
race from rvhich characters may be recruited. For
hundreds of centuries they were the slaves of the
Demon civilization, and their numbers diminished
yeai'ly under the harsh treatment they received at
the hands of their cruel masters. The slave race of
Humans eventually died out, but not before run-
aways had escaped into the mountains and formed
small outla'u"'bands that still survive to this dav.
The Humans of Arroya hate Demons above all
else and will fight them to their dying breath.

The Human stands between five and a half and
six and a half feet tall, usually weighs 150-250
pounds, and is at his or her best wielding heavy
weapons. They are not as hardy as Dwarves, but
a lot tougher than Elves.

DuatJ The Dwarves of Arroya are recent
arrivals to the Lost Continent. They first touched
her shores a paltry two hundred years ago, in
search of precious minerals. The Dwarves are a
race of miners, and thrive in rocky, mountainous
terrain. They are also at home underground and
are valued for their acute sense of direction in
subterranean passages. They have no love for
Demons or any of the goblin tribes that inhabit
Arrova, and are handy in a fight.



The tallest dwarf is but four feet from head to
toe. They are uniformly stocky, usually out-
weighing their Eleven counterparts. Common
wisdom is that a Dwarf can stand three blows for
every two another race receives in a fight.
However, they have very short legs and are not
fond of running, a trait that makes them laggards
on any expedition. Dwarves are poor spellcasters,
though they do excel at those spells which deal
with healing or with lycanthropes.



Character professions
There are two classes of player characters in

Xgph,us: Fighter and Spellcaster.
The Fighter can use any weapon except the

Xiphoid Amulet, but may not cast spells or use
magic other than in the form of magical weapons
and armor enchantments.

The Spellcaster can fight a little, using clubs or
maces, but is unable to wield an edged or
advanced weapon. A Spellcaster can, however,
cast spells, provided that he or she possesses a
Xiphoid Amulet (See Spell Notes below). There
are no restrictions on the armor thal a Spellcaster
may use, but both armor and spells are expensive
in Arroya and gold is scarce.
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Character creation
One may have up to four characters in Xyplr,us,

although that number is not required. To create
characters, simply type in their names when
asked to do so by the program, and choose their
professions. Depending on their race and
profession, they will be given their proper hit
points, skill factors, and movement abilities.

Should you succeed in winning the game with a
party of four, you might consider tackling it with
fewer player characters . . .

11



Movement, endurance, and dexterity factors
Each character and creature in XyplLus is

rated for movement, endurance, and dexterity.
What this means is that each creature will move
better on certain types of terrain and worse on
others, as is the case for the different races of
player characters.

Furthermore, depending on the weapon used,
each character or creature will strike more
frequently during the length of a fight, or less
often. For example, a Dwarf wielding a two-
handed longsword will not strike nearly as
frequently as an Elf using a hunting knife. (He
will do a lot more damage per blow, however.)
Different monster types will strike at different
rates as well.

Finally, each character and creature is rated for
endurance. That means that depending on the
weapon being used and the spell being cast, the
player will tire out more quickly or at a slower
pace. The effects of fatigue on player characters
is that there will be reduced damage on blows
struck or the character may cease to be able to
fight at all, and fatigued Spellcasters may not be
able to cast some of the most demanding spells.
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Armor and weapons
Metal is very scarce in Arroya - the Dwarves

are the only true miners and smiths in the whole
land and there are oniy a few of them. A warrior''s
wealth is often measured by the armor and
weapons he or she owns. There is no piundering
of corpses for rveapons. In fact, when possible,
the weapons and armor are buried with the corpse
in accordance rvith the dictates of Arroyan
culture. However, weapons which are lost and
have no rightful owner may be claimed by an
Arroyan. Legends tell of many magical weapons
which are scattered about the Lost Continent.

The Arroyan warrior uses only one kind of
armor, and only the most powerful warriors have
full suits. The armor consists of a padded jerkin of
cloth, covered with a leather tunic that protects
the waist and hips. The tunic is in turn covered
rvith a hauberk of chain mail that covers the torso
and protects the arms. Finally, a breastplate of
polished bronze is placed over the hauberk. Most

An'oyans, however, cannot afford this much
armor and they must collect it piece by piece.
Fortunately, each component of the armor does
provide an additional degree of protection as it is
accumnlated. Custom (and practicality) dictates
that :r u,arrior first purchase a shield, then begin
building his or her armor collection. No armorer
u-ill sell armor to a warrior without a shield.

Should a warrior manage to purchase a full suit
of arr.nor, there is yet another way of increasing
liis or her armor class. This is through the pur-
cliase of an enchantment available through any
amrorer. The enchantment is a two-part affair
called the Veils of Szhaaiin. The first part is called
the Inner Veil, and must be in place before the
second part - the outer Veil - can be purchased.
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There are many types of weapons available in
Arroya, some of which cannot be purchased any-
where. The forts and trading posts in different
parts of the continent may offer weapons particu-
lar to that locale as well as common weapons such
as swords, maces, and morningstars. Many of the
special weapons are outla'uved in other parts of
the Lost Continent and may be confiscated by
garrison commanders there. (The program will
take care of these simply by eliminating them
when you move to a new scenario).

Many of the creatures found in Arroya are
enchanted by nature, and may only be wounded
with magical or silver weapons. Most Lost
Continent veterans will tell you that if the
creature seems unusual, it will probably require
the use of a special weapon to destroy it.

At some time your party may come across
enchanted weapons useable either by Fighters or
Spellcasters. Be thankful and grab theml Some of
these weapons will iast throughout the campaign,
while others will vanish when their enchantment
is used up. Be warned that there are cursed
weaponsaround...

t+



Spellcasting and magic

^ Jfe us9 of magic in Arroya is governed by some
fairly strict rules. To begin with, the source of
magicis the Xiphoid Amulets - small, sword-
shaped, violet gemstones that are found in the
wilderness of the Lost Continent. Legend says
that these stones are pieces of the H&rt of "

Xyphus, torn from the breast of the Lord of
Demons by the great wizard Szhaalin thousands
of 1'ears ago. Legend also says that the Heart
itself stili exists and must be found before Xyphus
can be slain.

What is known about the Xiphoid Amulets is
that th.ey seem to be the catalyst for the casting
of spells. Once a Spellcaster his purchased a
magic scroil or spell, he or she has that spell
memorized and can use it forever prouiiLed, they
Ir.old in thei,r ltand a Xiphoid Amulet witLt whiih
to.f'ocus and mugnify the energy thot brinss into
beinq an acturLL spell,. Withouf tne amuletl the
spell is nothing more than a meaningless chant.

Another known fact about the Xiphoid Amulets
is that they shatten They do so when their power
has been consumed. Theie is no getting around
the fact that the amulets are finile, und thut thuy
rvear out. Thus, the Spellcaster that conserves hls
or her spells usually lives to raise children and
discuss philosophy late into the evening.

One last fact about the amulets: These gem-
stones can and often are used as weapons. The
arrulets are small and do very little damage, but
do alTect normai and enchanted beings alike.

^ The casting of a speli is not an easy task for the
Spellcaster. Regardless of the success or failure of
a spell, it requires a great deal of concentration
and energy from the magic user. The amount of
enciulance necessary to cast a particular spell is
noted on the lists of spells throughout the game.

The ri'izards of Arroya commonly use a d-ozen
spells. although rumors circulate about the
existence of scrolls with unknown spelis etched on
them in magical writing that fades ifter a short
time. Should a plaver encounter one of these
scrolls, thev must determine its effect and
purpose through experimentation. The wejl-
knou'n spells are:

15
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Casting spells

Unlike a Fighter who must be next to an
opponent in order to strike a blow, the Spelicaster
may strike from a distance.

As a Spellcaster advances in level due to
experience point gain, his or her effective range
for casting spells will increase. So will the
probability for successful casting of a speil.
Practice makes perfect, even in magic.

16
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Attack spells
Abeju This spell produces a profusion of livid
welts to app-ear on the recipient, severe enough
to slay small creatures and wound humans
gravely. This spell has a high probability of
succeeding, although it will only work on normal
living creatures.

Matamoscu This spell delivers a sharp blow to
its recipient, causing about as much damage as
the Abeja spell. It has a relatively good chince of
being cast successfully, but will not affect Demons
and certain types of enchanted beings.

Bendicca 
- This spell affects only shapechangers

and lycanthropes. It causes a great deal of
damage by acting on the life force of the dormant
shape of the creature, e.g., if a werewolf in
its human shape is the recipient of a Bendicca
slell, its latent wolf shape will suffer the
damage. The spell has agood probability of being
cast successfully.

Hela This spell is a staple of the Demon-
fighter's bag of tricks. It causes an area of
intense cold to brieflv materialize around its
recipient, causing s"iious damage. This speil does
not ahvays work, but is successful more often
than not.

T_irouama This spell is only effective against
Undead creatures such as Zombies and Liches.
This spell does not always work, but is relatively
successful for the skilled Spellcaster.

TiraU^elo This spell is similar to the Hela spell in
its effect, i.e. its damage is rendered by intense
cold. Horvever, it is not effective against Demons
or certain enchanted creatures. Furthermore, it is
an extremely difficult spell to cast correctly and
often does not work.

t7



Hindrance spells Healing spells
Ci,ega This spell works against all normal (not Sanu Sana is a high-powered healing spell that
enchanted or Undead) creatures, and renders will completely cure an injured character, even if
them blind for a limited period of time. that character has been poisoned.

Pi,edra This spell paralyzes its victims. It works Goza Goza will cure some damage to all
against shapechangers and lycanthropes only. members of a party, but is ineffective where

poison is concerned.
Lubrika This spell slows down Demons by
turning the ground beneath their feet into
extremely slippery clay. Unfortunately, the
effects of the spell are rather short-lived.

Ci,eno This spell slows down Undead creatures
by turning the ground beneath their feet to a
fine, powdery substance. The effects do not last
very long.

18



The inhabitants of Arroya
Throughout Xyplrus your partv will encounter a

variety of creatures, almost all of them hostile.
Some monsters are slow and ponderous, while
others are quick and fierce. Some of them are
enchanted by nature and can only be harmed by
magical or silver weapons. Others can be dealt-
with by more ordinary means.

The following is an alphabetical listing of most
of the hostile creatures one might encounter on
the continent of Arroya. The descriptions are
general - there is little direct information about
their movement factors or dexterity, nor their
armor class or the damage they can inflict with a
single blow. Nevertheless, a good deal of useful
information is to be found here.
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Anthrodon Large, short-tempered
bipedal creature that is reminiscent oi ar.r

upright, shaggy elephant with rather
large tusks. Thcy arc slow, tough :rnd
r.erv strong.

Arach.noi.d. Known to the local tribes as
"The Spider People of Selcham Pas-.,"
these mutant orcs have four arms zrncl a
great deal of agilitv, enabling them to
travel up vertical cliff faces and through
mountainous terrain at a rapid pace.
Their long talons make them unpleasant
in an encounter.

Azu.ltLs A rvarrior race ol reptilian
ancestry, the Azulus are tough opponents
rvho pack a porverful wallop. They often
travel with companion Hellhounds and
prefer dark, damp places.

Bo.n.di.ts These are human highrvaymen
rvho are fond of separating travellers
from both their wallets and lives.

Banshee These invisible river spirits
drvell both above and belou,ground. Little
is knolvn about them, but many an adven-
turcr hzrs been lost to their predations.

Beur' The Arroyan Hill Bear is knorvn
Iar and wide for its ferocity and razor-
sharp clarvs. A cornered Hill Bear is
particularly frightening, seeming to fight
t ith arr endurance rarely seen in mun-
dane beasts of an unenchanted nature.

Iltrshrtrrrsler The Bushmaster is a
particularly venomous serpent. Thev are
greatlv I'eared and often used bv Goblin
mothcrs to frighten their children. Ilost
local tribes olTer sacrifices to a mythical
King Bushmaster, reputedly a 30-lbot
snake rvhose very glance is fatal

Centuur Half-horse and half-man, the
Centaurs of Arroya usually travel in pairs
and are markedly antisocial. The rveapon
of choice for the Centaur is the Azulrrs
Iance, although clubs and maces are some-
times used.

20
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Col.ico The Cotico are a tribc of goblins
that lived lbr mzrny gener:rtions beside the

Well of Coti, an oasis in the Enchantcd
Plains. Due to the current upheaval in

Arroya, they are scattered about the land
in search of other goblin tribes rvith rvhich

to unite. Thev are fiercc fighters u'hose
primary livelihood formerly r,vas extortion

lrom thirstv traveller.s.

Cror:orJi.k: The Arroyan crocodile is
noted for its exceptionally tough hide and
iti v()rit( ious:ippetite. It hlrs been knou.n

to mistake small trecs for possible prev
and to knock thcm dor,r'n rvith one srvipe

of its pou'erful tail.

Cycl.rtps 'I'hese one-eyed giants are of
Demonic origin and temperarnent. They

have long dorninated the plains tribes
and ten'orized u'iLyfarers. Local inhabi,

tants avoid thc ill-tcmpered monsters at
all costs.

Den rn G utr rd.- The inlantry of the
Dernon militaly, thc Guard usually fights

q'ith a trvo-handed srvord or thrce-foot
Iong, curved knife.

.1 ':'- Demon Copt.uins The Demon Captain is
almost always a seasoned fighter trained

in the art of fighting ',r,ith poison tridents.

Dernon Worriors The elite fighters of
the Demon rvorld. the Warriors are invari-

ably arned u'ith the dreaded Scorpion
Lash, an extremely toxic whiplike

weapon. The presence of Demon Warriors
oftcn signilies the nearness of a Demon

Lord or Princc.

f)enorts The Demons of Arroya constitutc the ruling class
ancl are the rr.lait.r i.eason thc continent has never bcen

sulljugated bv humankind. 'fhey are a highlv organized
sociell' of enchtrnted rvarrior-beings arrned u,ith s,eapons o1'

varf ing sophistication. Travellers are liltelv to encounter. any
one o1 three classe s of Denrons, ol zr combin:rtion of t]iem.

Thev are:

Dcnrons come in a variety of shapes and sizes, although they
irle tlost commonly humanoid rvith distinctly repitilian

lcatules. Some species lack legs and travel by means of
ler.it:rtion or undulation. These kind are no less dangerous

than the Demons rvith legs.
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D tre t'i' Zontlt ic See Zornbie.

El.l'Zornbic See Zornbie.

Enngh, Prirtt'c ol'Detnons Accolding to
Arrovan legend, Ernagh is the son of
Xlphus, Lord of Derrons. Hc is said to
have the bodl'o1 a giant serpent. ri'itir a

diarnond patteln running dori'n the rridrlle
of his back. \Vhen angered. a hoocl nruch
like that of a cobla. rvill appcal on iris
ncck. He has tu'o hands. one oi rvhich i.
emptl' rvhile the other rvields a ten'iirle
rvhip. Somc sat' that Ernagh n'ilnrlcrs
Arrol'a in sezrrch of his srvord. 11 \\'e:ipon
lost rvhen he fought on the side ol Xr'lriius
in the battle against the rvizalrl Szhaalin.

E rsr'. Trilnl Sltuniqtt rtl' llir., (-,iir.rt Et'se
is the spiritual lcader.of the Cotico tribe
(-sce above) and is said to be the }rossessol
of a terriltlc artitact of great ntagical
1,,,ri'er'. His rcr u:il skill ir: l ll);l!i(.i:rlr i:
unknou'n but he. is apptrr.entlv qLrite chai'-
ismatic and the focal point of zr gtori'ing
unitv arnong the goblin tribes.

Flqnte Gol.en Thcse monstcrs :rre
thc result of rvizards practicing aninra-
tion spells on campfiles rather than on
the humanoid corp-ses used in thc creation
of zonrbies.

22

Flttiirt Li:rri ds 'l'hese giant lizards.
tiitcu tltc size ol stnitll irrt'st's. ut'c tirt'
insepru'abie cornpunions til the Inlrnrrtos.
Theil exceptionaliv high rate ol
nretabolistr nral<es them i'adiatc intense
ltc,:rt. cirusing irlt\o]ro llcal thorrr to strlli'i
scve.r'e t:lisconr [bt't.

(]h,tttl These grar,e-r'obbing ltuntartoitl:
:rle -slorv-rroving and foul-snrelling
crezttures th:rt lrequent thc lon'lrurls oi
At't o1'a. 'l'ravellcrs gcnci'alh' avoirl tirt'nt
at all costs.

Glrtss Grtrls Not rruch is knori'n
itbout titc croaturcs Arrolitn itatives t,lrll
"Glass God-s." Thel' are invi-siblc. anrl
nearh,irnpossibie to fight except in tt,tl
, lo.e ,qtrtt let -. 'l'lrvit 1rt'r'rent e i:
usuaJll' 1ir'-st loticcd rvhen gitlring u,,Lill,ls
appear unexl)ectedl.t, on one's tluvt'llir{
conrpanions.

Griltl iit 'l'her goblin is tho tt'ue u:rtivr ol' .\r'r'ri,,'it. 'l'hele elc
ruran\.tlibes oi goltlins - 'l']rt, L'ritico. fl:Ll:rkee'. antl Ilaripo
to nanre but n feri'. Each tlihe ]lLs its ouit social olganizution
and therc arc striking rliffelences iret\\'don tltern. l'ht,onlt'
thing all thc tribes har,c in c()nllt()n is tllt,ir iuLtrirl tiri'
Hurlzrn, Eh'c.n, and l)u.an'cn inr':ltler'..



Goltlin Zonr.hi.c See Zombie.

Huu,l;ntrtrt. These cre:rtures ale birds of
prey with sharp talons. They ale excep-

tionally quick and dangerous.

Hd.lhoun.d. These large, savage dogs are
nzrmed for their bright orange fur :rnd
their nasty dispositions. They are thc

boon companions of the Azulus, and u,ill
fight fiercely to protect their masters.

Hobgoblin Thc Hobgoblin is a distzrnt
relative of the goblin tribcs of Arrol'a.

N'Iost specics :rre arboreal, inhabiting thc
lorests, rvhilc occasionalll'some ri'ill be

tbund in the flatlands. Despite their innoc-
uous appearance, Hobgoblins are liclce

fighters and dangerous adversaries.

Htrrnurt Zorn.bie See Zomtrie.

Htlr:ttu The Arrovan llyena is a dog-like
scavenger possessccl of insatiabie

cLlriosity. It rvill airproach travellels rvith
no hesitation, vier,r'ing most other living

creatures as potentiirl meals.

Ir:e Dragon. The Ice Dragon is a 20-lbot
Ior.rg poisonous lizard so named because of

the eflcct of its venom. When bittcn by
one, the victim is seized by chills and rvill

often shiver so violently that he cannot
hold onto anything.

Inunt.al.o An intelligent, close cousin of
the crocodile, the Inamato has a ridge of

vcrtical plates dotvn its back and a reputa-
tion for savagery unsurpassed in Arroya.

Korayan Fol.r:on This bird is actually a
rather large specimen of falcon that is the

bane of Arroyan farmers, raiding their
l'locks and carrying off sheep and small

cirttle, as wcll as the occasional youngster.
Legend says they can split the edge of a

knife blade rvith their beaks.

Lich A Lich is the reanimated corpse of
a long-dead and very porverful rvizard.

rhc'v are quite rare "'o ":lxt tlilllHl
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Lizqrdnott. Lizardmen o1 Arrol'a ale a
trjbe of carnivorous. tripedal reptilers
posscssed ol long snout-s lilled u'ith
pointed teeth. Quite cannv zrnrl enrnloling
sophi-sticated weapons anci :rrnrol'. thet
are clrcacled by ther local tribes and
invaders alike.

Loultrtnrotr Thc Loupgarori is u irui'titLi-
iarh' vicious (anrl large) r'alie:tl ol n ele-
rvoll thirt is ahle to shalrechange ut ri'i)1.
Thev u,*uall]'live neal irotlies ol u rrter' :rnrl
delight in :rnrbushirg travclici's.

lluIol;t,e The Xla]akcc at'c a trr]re' of
goblins from the,\rroyan plains. The.r'
ucre a peacelul agricultural gi'oLtp
until u.ord of Da-*' inva-sion ol Arlolti
rcached them, u'hereupon thet'tooli u1r

\real)ons and lormcd an alliancc u'ith the'
llalipo tribe.

l[rtriprt A gotrlin lribc from the plains,
the llaripo are a tvarlilie people that hat'c
surr,ivecl for agcs as miLrauders. 'I'her.ale
universallv despi,sed bt' thc irrhabilants o1'

Arrol'a, rvith the pr.rssible exception o1

other goblin tribes ivith ri'hotr thev aler
folming alliances tri fight thc inviirlcrs.

)Lt:,t r,/ i 'l'j,. \l:.2:,:.:
golriin tlil,t i,.'jt, iu (",i::
itt In\stt'r',. . l)ri:,>i:.i:'
otltet qr,l,iirr il:i,,,:. :r:,-.

deriic:rterl i,, ir!. ''ril'. :

nrinot'rieitl i,. ir, sr '.'. r'

Slriril l)r:rct.r's.

1I i rl it The Jlintie is :, : ..-
titlr ilitlrt irrt,l.;:,'.. ' .-

:lre( i:il i;lllnl: Il ' :,r: ..-. .'
;rlrl,vj.l:Lll(r''i !tr'-t.;t... :

F,'i11111 1r,11 . rlr-.\1i::,:, .,. .

nornral shrrlrtr ttlrtir s ,r:., : .

it. :rtr,l "it*rr lir'' . .,'. .. :' . '
l,r'li,r'* it ,:rlr :rill,r'::, '

.\', 1., 1,r,,, ( )r,., l r,, \...., :

lhc,,llret t lil,r.i .1.1,:.i'.t:.:....
Thet' are nrttch li,s: (',,r:.rr-, ir.

and bclong t(l :i nrLrcl l:,,r'r r

tulturc.'lir*r'r.r, I ,t i,r . II
\rirrlOrd rtf greli 1rir..'s.r:1. r r'

\tiqLlst,tll:t /' :\ ( t'(,iliLift i i li.r':
rlrt. \iulrt.t:,lli' t i:;, lr irr,,:' , ::
t;rnr1,itr'.'1i11' 11111,rrri |i:tr 1il,-'
dcaling ri'ith thesc cl eritules.
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Ogre The Arroyan Ogre stands aboLrt
eight feet tall and typically wields a nasty,

spiked club. While they are tolerant of
goblins, they loathe humans, elves, and

dwarves and will trv to kill them
whenever they encounter a group.

orcish Hetman The leader 
t": !;:i.li

Orc Zom.bie See Zombie.

Puma The Arroyan Puma is a lalge
member of the cat family. Long the'

scourge of local farmers for its predatorl'
raids on their flocks, the Puma is famous

for the fury of its attack ani ths ,sharp-
ness of its clarvs.

Rhi.rtotqu.r This creature is an extremell'
large, three-horned member of the corv

family. While neither particularly bright
or fast, they can take a lot of punishment

in a fight and dish out an equal amount.

Su.nd Asp A very poisonous lizard, the
Sand Asp inhabits the sandy plains and

deserts of Arroya and is virtually impos-
sible to spot amid the dunes. Their bite is

invariably fatal unless quickly treated.

Srntdsl:imtter These small, dwarf-like
creatures dwell in the bogs and marshes

of the Lost Continent. They are very
light and can move rapidly over terrain

that hampers the movement of most full-
sized beings. While not very dangerous

in single combat, they tend to travel
in groups rvhich can overpower the

unwary traveller.

Scorpion, Giun.t The common wisdom of
Arroya is that if you see a Giant Scorpion
coming, step aside. The poisonous stinger
of this six-foot behemoth inflicts a painful

rvound that often incapacitates the victim.
Their tough shells make them quite hard

to wound rvith edged weapons.

SederLto The Sedento goblins are a
tribe native to the Enchanted Plains.

Famed for their seemingly endless
stamina in battle, they move about lreely

in areas that humans find hard to
pcnetrilte. They are also one of the few

remaining tribes that believe in human (or
elf/drvarf) sacrif ice.

Siam Weret'i11er This lycanthrope
prel'ers to maintain the shape of a very

large tiger, and is rarelv seen in its
Ituman form. lt is a vr-rracious carnivore

and a single one has been known to attack
and destroy entire goblin r,var parties.
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Sku.ter The Skater is a small and quite
vicious humanoid that livcs in the desert.
They are called Bigfeet by the desert
tribes for obvious reasons . . . Their huge
feet enable them to move across the top of
the sand u'ith alarming speed and they
can deliver a wicked blow rvith a short
lance when provoked.

Sl.ug, Gi.trrtt The Giant Slug is an
innocuous, if somervhat large, inhabitant
of Arroya. While some goblins consider
their flesh a delicacy, most people leave
them alone. When attacked, horvever, the
Giant SIug can put up a tough fight.

Spi.d.er, Giurtt The Arroyan Spider is
about three feet in diameter and
possesses large and powerful mandibles.
Their bite is sometimes poisonous and
always very painful.

Su.cr:u.bus A minor Demon, the Succubus
olten appears in the lbrm of a ravishing
beauty, only to assume its real shape
when it gets another being in its embrace.
Succubi are famous for the delight thev
take in torturing their victims.
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T,t,tli 1,,r 'r' The T,lr,tirI,:t','.' :s s ' lll:l:lt,i
because to its \.ictinrs. i: ssrr,i i,, i'v
mustl.\' 1eH1lr. IIr i:lt'.. tir< :. i'.::. :. .::..
lol thenr tlansilrte: litelr::1.. :r: "i::r itrrrr
tlret s'alk. ' Tlt..r' li'. nrr n.i r r': . t1. .

rodent fanrilr'.

Trenirt The Tleant is l.','.',,, ,i-:t.:.:. -.

nightnrrrle: a lirirrg ti'tr. Ti.,.. t:rt.t. l
move Vel'.\'f:rt r't't.,t'.r'r1u;e ii-.. i'..: :: .-.

arc vcr) touglr err,l in;1,i'r'r""1;. -,' .::::; -..-.
all knorvn \\'eallons.

Tusl;er The Tuskel is a tlLiii-r,,'i:iv,ii,v:.
rvith large tusks.,\ staple in rlr.-,iiri,,i
some of the plains tlibes. the Tuskcr ir,l:
fight ferociouslv u'hen col'ne1'r,1.

Vnmpire The rnost lealerl or ti,c
Undead, the \ranrpile is lroth ertler,vL'
rare and quite deadll'. Little is kn,,..,.r:
alrOUt these Il crttttt'es I'ecirLise lr,'! ( :.t ; "
hls encountct'ed tlrent ltlrs uvu)' iui'\'.\ r,)



lVater Sprite The Water Sprite inhabits
Iakes and ponds on the Lost Continent.

\Vhile cute and elf-like in appearrrnce,
they are quite savage and will attack

rvithout any provocation.

WerefoLcort. This shapechanger is
practically indistinguishable from a

normal falcon rvhen in the shape of a bird.
lts apparent irnmunity to most weapons is

the first clue one gets to its true nature.
The s',vif'tness and deadl'iness of its attack

is another indicator.

lVereutolf The Arroyan Wereri'olf is
noted fbr its viciousness and unnerving

horvl. Unless quickly treated, an.yone
rvounded by a Werewolf stands a bettcr

than even chance of becoming a lycan-
thrope as rvell.

Xgph.tts, Lord of Dem.ons Little is known
about Xyphus other than that he often

assumes the appearance of humanity, has
the powers of all demons and $'as

supposedly tvounded by the great wizard
Szhaalin hundreds of years ago. It is local

belief that before Arroya can be subju-
gated, Xyphus must die.

Zombie Zombies are simply reanimated
corpses of living creatures. They are slorv,

tough, and impervious to normal
weapons. The more such creatures at his

behest, the more powerful a tribal shaman
is considered.
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HINTS

If 7ou get stuck, don't panic!
Just write to Xyphus Hint Department. P.O. Box 317.

Geneua, lL 60134. Don't t'orget to tell us
where you need help in the game.

LIMITED WARRANTY

lf your Xyphus disk should fail within 60 days
of purchase, return it to Penguin Software for a t'ree replacemeni.

After 60 days, please return it with $5 and we'll rush a new disk to 9ou
REMEMBER TO MAIL IIV YOUR WARRANTY CARD

TO ACTIVATE YOUR WARRANTY,

ln addition to our Entertainment software.
Penguin also produces a line of Utiltty and Applications sot'tware.

See your fauorite dealer for details.

Preston Penguin says.
Remember, only you can preuent sot'tware piracy.

Xy"phus is copyrighted 1984. 1985 by Penguin Sot'tware, lnc.
All rights reserued. Penguin Sot'tware, Xyphus and Polarwore are

trademarks ot' Penguin Sot'twore, Inc. Apple is o trodemark of Apple Computer. lnc
Macintosh is a trademork licensed to Apple Computer. lnc.

Commodore is o trodemark ot' Commodore Business Mochines, Inc.


