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Incroduccion

Heroes of Might & Masic is a fantasy stratesy same
that pits the player against three diabolical warlords in a
struggle for territory and resources. [Dangerous war-
lords and creatures roam the land and await any hero
who sets out to defeat them. Players hire heroes and use
them to gather men, creatures and material for the fight
asainst the other three warlords. Victory comes to the
player with the right combination of tactical skill and
strategic planning.




Basic Operacions

Mouse

When the manual calls for you to “click” on something,
place the cursor over the desired item, press the left
mouse button (or the only mouse button for a Macintosh
computer) and release the button. "Rr-click” means click
with the right mouse button. Macintosh users need to
bold down the  and click with the mouse button when
R-click is called for.

Uou can get information on most things in the same by
placing the cursor over a menu, hero, map detail - just
about anything - and R:-clicking ( -click For Mac). Hold
the button down while you read the information window.
Releasing the button will clear the display.

The mouse cursor will change during same play to sive
you information or reflect the current command mode
you are in. A complete list of these symbols appears in
the Movement section of this manual.

Jale Seleccor

When loading or saving games, you will be presented
with a standard file Selector window. To select a file,
click on the name to highlight it. The name will now
appear in the purple bar at the bottom of the list. Click
on OKAU. Alternately, you can click on the highlighted
name a second time or press the ENTER/RETURN key.
Click on CANCCEL to exit the menu without making a
selection, or press the €SC (escape) key.

JF the list is longer than the window can display, you can
scroll through the list in two ways. Along the right side
of the list is a slider bar and two arrow buttons. Click on
either arrow button to scroll in the direction the arrow




indicates. To get to a selection fast on a really long list,
drag the slider bar in the direction you want. To drag the
slider bar, click on the slider button, and while still hold-
ing the mouse button down, drag the cursor in the
desired direction.




‘Curorial

Hate to wade through rulebooks? Want to get Familiar
with the basics of the game quickly and just go off and
explore? Uou've come to the right place. This tutorial
will walk you through a few turns of the Claw scenario.
Once you have installed Heroes of Might and Magic, load
the same and we're off.

ffrom the Main Menu, click on LOAID GAME. Then click
on STANDARD GAME from the next menu. That menu
will be replaced by the file Selector. Click on the File
name Tutorial, to highlight it. The name of the file will

also appear in the purple bar just above the two buttons
at the bottom of the file Selector. Click on OKAU.

Lots of stuff to Look
at. The big window
on the left is the
@ Adventure  Map.
That’s your castle in
the middle with your
starting hero sitting
astride a horse at
its entrance. On the
right are a variety
of controls and indi-
cators. Let's explore
these for a moment.

Jn the upper right is
the World Map.
There’s a pink box
around the area of
the map that is dis-
played in  the
Adventure Map window. Uou start off only seeing a
short distance beyond your own castle. As you move




your heroes about, more of the map will become visible.
Uou can scroll the Adventure Map in a number of ways.
Move the cursor to the extreme edge of the screen and
the Adventure Map
will scroll in that
direction. Give it a
try. Jf you scroll too
Far and can no
longer tell where
ygou are, Llook up in
the World Map.
Place the cursor
over the colored
blob that is the ter-
ritory gour hero has
charted and click.
The castle and the
surrounding environs
are displayed again
in the Adventure
Map window.

Delow the World Map is a display showing gyour heroes
and castles. This is the hero and castle selector. The
handsome blue fellow is the hero you happened to start
with. There is a red outline around his box, indicating he is
the “active” hero. Place the cursor over his picture and R
click and hold the button down. A window will come up
displaying his name, statistics, and the type and number
of troops that are accompanying him. Release the mouse
button and the display disappears (you can R-click on
many things in the game to get this kind of quick informa-
tion). The blank boxes below Uog (your hero) and your
castle are for future heroes and castles.

Deneath the hero and castle selectors are six buttons
that will aid in playing the gsame. We'll discuss these as
we go through the tutorial.




The bottom display is the Status Window. Jt currently
shows the active hero and his army. Place the cursor
over this window and click. Jt now shows the amount of
resources, towns, and castles you control. Jt will auto-
matically return to the army display after a few seconds.
Click on it again a couple of times. It will now show you
the month, week, and day. New recruits become available
each week, so it's wise to keep track of the time. This
tutorial begins a few days into the week so that several
buildings could be added to your castle to get you into
the thick of things faster.

Place the cursor over the castle next to your hero’s icon
in the castle selector and click (but not on the mono-
chromatic castle in the group of six buttons). The castle
now has the red box around it, indicating it is active. The
Status Window also changes to display your resources,
since your hero is no longer active. Click on the castle a
second time to bring up the castle display.

Along the top of the castle window are the dwelling
places of your potential recruits and the exterior of the
__ castle. Place the cursor
~ over any of the four
dwellings and R-click
(holding the button
down) to see the type of
troop, number available,
and cost per troop. Uou
will notice that nobody
seems to be home at the
moment (we already
hired them into your
army).

Along the bottom of the
display is your bhero’s
portrait, indicating he is
in the castle. His accom-




panying troops are displayed in the row of boxes to his
right. Uou can have up to five different troop types in any
hero’s army. Note that there is one space available in
Uog’s army, indicated by the wood-grained horse’s head.
Let’s fill that up.

Click on the castle near the top of the screen. The upper
half of the display now shows the various dwellings that
can be purchased. Uou already have the Hut, Stick Hut,
Den and Adobe dwellings (marked by the yellow check).
The Shipyard and Pyramid both have prerequisites you
don't currently have and are marked with a red X. Uou

can only bave one hero in a castle at a time, so Recruit
Hero is also marked with an X. Uou can R-click on any of
the buildings to get more information about them. for
now, place the cursor over the Dridse and click.

A window comes up that tells you that the Dridge pro-
duces Trolls. It also requires that the Adobe dwelling
was built in a previous turn (which we did for gyou already).
Jt will take 20 ore and 4000 gold to build. A quick glance
at the resources you have (displayed on the lower right
of the screen) reveals you have the necessities. Click on

OKAU.

The display shows the castle exterior again, and the
Dridge is added on the far left. Let’s recruit some trolls




to Ffill out our army. Click on the DBridgse and a window
entitled Recruit Troll comes up. There are three avail-
able at 600 gold each. Uou are down to 1480 sold, and
can only afford two. Uou can click on the up and down
arrows to select the number of troops you want to
recruit, but in this case, it is easier to just click on the
—— : e MAX button. That

Fecruit Tro @ will automatically
choose the maximum
that you can afford,
lup to the limits of
| | how many are avail-
: b i | able. Click on MAX if
| Murnkber ta buy ’7‘ ,, | ()OU |‘)CI Uen't Olreod()
s idone so, and then
Total rescurce cost: click on OK /A\U

Two trolls have been
| added to your castle
garrison. The garri-
son occupies the Five
boxes above the hero’'s army. They will defend your cas-
tle if a hero and his army aren’t around, but aren’t
involved if a hero is there. To transfer the Trolls from
the garrison to your army, first click on the trolls. This
highlights them with a red outline. Now place the cursor
over the empty space of the hero’s army at the lower
right and click. The trolls are now part of Uog’s army.
Uou can transfer troops from box to box by clicking on
one troop, and then clicking on the troop that you want
them to exchange places with. Uou may also do partial
troop transfers if the need should arise.

There are no more troops available for now, and you are
almost broke = it's time for Uog to so adventuring. Click
on the €XJT button on the lower right.

We are back to the Adventure Window. Note that your
hero Uog has the red border around his box indicating he




is the active hero. Move the cursor around a bit in the
Adventure Map. The cursor will change depending on
what it is over. Move the cursor over the treasure chest
that is sparkling just below and slightly to the left of
the castle entrance. As you move the cursor it will
change to a rearing horse as it is placed over the chest.
The rearing horse indicates that there is an event there
that the hero can interact with. Once the horse is in the
rearing position, click. A
green path of arrows is (SR
now displaged. This indi- 4
cates the path the hero
will take. He'll avoid all
events, encounters and
obstacles to get to the
destination you clicked on,
now marked by a green X
Uour hero can reach any- §
where along the path
where it is green. When §
the path or destination
turns red, the hero won't
reach there until subse-
quent turns. Once the path
is set, click on the destina- %
tion a second time and the #-™%
hero will move along the
path towards the destina-
tion. Do that now.

Uou found some gold! Uou
can either keep the gold or
distribute it to the peas-
ants for experience. At the
start of each turn, you
accumulate 1000 gold for
each castle you own, 250
fFor each town, and 1000 for
each gold mine. Building up




your castle and army is an expensive
£ proposition, so the gold is needed there.
I At the same time, if you take the experi-
i ence, your hero's statistics will eventual-
ly improve, making him better in combat
il or spellcasting. [Decisions, decisions. for
the purposes of this tutorial, click on
i Ues, but learning when to choose one or
the other is something your own experi-
j| ence and style will dictate.

j| Look next to your hero’s portrait and
| you'll see a yellow bar indicating the
| amount of movement he has left this
l turn. De aware that it doesn't start at
. the very top of the bar — there are items
" that can improve his movement beyond
the normal. Uog still has some movement left, so let’s
set a new destination. Click on the gray obelisk above
and slightly to the left of your castle, making sure you
have the rearing horse symbol. Note the numeral 2 on
the right of the horse. That means it will take all of
Uog’s movement this turn, and at least part of his move-
ment next turn to reach there. Click to set the path. The
destination is marked with a red X this time, indicating
you can't reach there this turn. Move the cursor over to
the button with the horse icon near the right side of the
screen and click. This is the Move button, an alternate
command that tells your hero to move along the path
once it is set.

That's all for this turn. Click on the hourglass button.
The Status Window will show the computer players
thinking and the cursor will become a sundial. Once the
cursor changes back and the Status Window reverts to
Uog’s army, you can continue.

The red X is now green. Click on the Move button and
Uog continues along the path you set last turn. Read




the text about the obelisk and click on OKAU. The
Adventure Map is replaced by a puzzle, with a few of the
pieces missing so that you can see part of a map beneath
it. This map reveals the location of the Ultimate Artifact.
As you find more obelisks, more and more of the map will
be revealed. IF you think you are near the center of the
puzzle when you are looking at the Adventure Map, you
can dig for it.( See Adventure/Action Duttons) — For now,
we're going to push on. Click on €XIT in the upper right
where the World Map is normally displayed.

We have returned to the Adventure Map. There is a little
house with a red roof just to the right of the obelisk.
Click on that and move there. A troop of peasants would
like to join us. Click on UES. Whoops! We filled all five
slots available to our army, so the peasants can't join us.
Had there been an available slot they would have joined
us. Also, if one of our troop types was peasants, they
would have been added to the peasants we already had
(troops of the same type always occupy the same slot
and cannot be split within an army). Click on OKAU.

Click on the pile of wood neatly stacked to the right of
your castle and move your hero there. A message will
appear briefly in the Status Window saying that you
have found a small amount of wood.

As you moved towards the woodpile, more of the
Adventure Map was revealed to you. The hero unveils
the map a set distance away as he moves about. Just
above where the woodpile used to be is a wooden struc-
ture. Rrclick on it and you can see that it is a sawmill.
The sawmill produces two units of wood each turn as
long as you own it. Place the cursor over the front of the
sawmill (be sure you have the rearing horse cursor icon)
and click. Uou shouldn't have any movement left, so just
click on the hourglass again.

Click on the Move button. Read the text, then click on




OKAU. Note that there is now a blue flag Flying over the
sawmill, indicating that you own it. It will continue to add
two units of wood to your resources at the start of each
turn until an opponent hero captures it.

DBelow the sawmill there’s a gray circular item. Move to
that. Text comes up telling you that it is an artifact.
Unfortunately, this particular artifact was guarded by a
pack of rogues. Click on OKAU to enter combat.

On the left side of the screen is the moving player’s
troops (the Attacker), and on the right are the encoun-
tered troops (the [Defender). Thus, your troops will be
lined up on the left in any combat during your turn, and
on the right in any combat during another player’s turn.
Uour troops are lined up from top to bottom in the same
order that they were lined up from left to right in your
hero’s display back at the castle.

Combat is fFought in a series of rounds, with each unit
getting to move and possibly attack once each round.
The faster the unit's Speed, the sooner it moves in the
combat round. The computer will determine which unit
gets to move first. Uour wolves are your fastest unit
and will have a glowing yellow outline when they are
ready to be moved. R-click on them to see their statis-
tics. Now move the cursor around the field. Uou can
move the wolves to any position on the field where you
see the yellow Running Man icon. All you need to do is
click on the spot you want them to move to. A red X
with a circle behind it indicates a spot they can't move
to. Some terrain may be impassable (usually marked by a
tree, pit, bush, the odd flow of lava, etc.). Don't move
just yet.

On the extreme left is your hero’s tent. Place the cursor
over the tent = when the cursor changes to a yellow
helmet, click. A window will pop up with Uog'’s lovely vis-
ase, his statistics, and a group of four buttons. These are




the Hero's Combat Options. Starting on the left is the
Cast Spell button (the crystal ball). Uog doesn't have
any spells. for now, the Cast Spell button is darkened
and can’'t be selected. The next button to the right
is the Retreat button (the running knight).
Retreating loses all of your hero’s troops, but he'll
make his way back to any of your castles with his &
experience and artifacts intact and can be recruited i
asain. The next button is the Surrender option (the HEE
white flag). This is similar to the Retreat option, %

except you must pay a penalty to the opposing hero. [&5
However, all your troops stay with your hero. The
more troops, the bigger the payment. To surrender, [§
there must be an opposing player’s hero to surrender

to, and these rogues don't have one. Click on the last
button (Four arrows) to exit the Hero's Combat Options.

Uour wolves are still waiting patiently for orders. Click
on the SKIP button in the lower right. All of the rogues
will come charging forward, but won't be able to reach
ygou. Time to soften them up a bit. When the goblins
come up, just click on SKIP again. Uour big purple troll
should be glowing now. That big rock he is holding can be
thrown. Place the cursor over the nearest rogue. The
cursor becomes an arrow, indicating you can fire at the
troop without moving. Go ahead and click. The rock is
thrown (R-click on the troll to see how many shots he
has left) and the rogue troop is sreatly diminished or
wiped out. [Do the same with the orcs. Uour ogre troop is
the slowest, and can't get close enough to attack. Have
him lumber Forward a bit.

All the units have moved and a new round starts. Some
of the rogues may have moved before your wolves.
That’s okay. There will probably be one within range of
your wolves’ movement in any case. Place the cursor
near the closest rogue pack. It should change to a sword.
The direction the sword is pointing from indicates where
the wolves will be when they attack. There are definite




FrtacK rogue

tactical considerations, but for the purposes of this
demo, it doesn't matter which direction. Choose one and
click. Uour wolves will leap to the attack. Any rosues
that survive will then strike back. That is normally the
end of that particular combat , but wolves have a special
ability that allows them to attack a second time. They'll
do this automatically if any rogues from the attacked
troop are still standing after the Ffirst attack.

With the basics of combat under your belt, this tutorial
now abandons you to your fate (don't whimper, you
should be able to dust those rogues with Uog's army).
feel free to continue on with the scenario, referring to
the manual as questions arise. In two more turns, new
recruits will be available at your castle. Jt might be wise
to recruit a second hero, build up his army (while staying
put to guard the castle), while Uog explores the coun-
tryside. Happy adventuring!
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Man Menu

New Game: Click on this option (or press the N key) to
start a new game. See the next section for more details
on beginning a new same.

Load Game: Click on this option (or press the L key) to
open one of your previously saved sames. Uou will then
bave a choice of Standard, Campaign, or Multi-Player
saved gsames. Click on the appropriate button. ffrom the
file Selector, click on the name of the saved game you
want to load. Then click on OKAU. Uou can also click on
the saved game a second time or press
CNTCER/RETURN to load the selected saved game.

View High Scores: Click on this option (or press the H
key) to display the highest scores that have been
achieved so far playing Heroes of Might & Masic. Click
on the lower left button to switch between standard
scenarios and campaign high scores. Click on €XIT to
return to the Main Menu.

View Credits: Click on this option (or press the C key) to
display a list of the people who brought you Heroes of
Misht & Magic. Click anywhere to return to the Main

Menu.

Quit: Click on QUIT (or press the Q key) to €xit the
game and return to your operating system.




NOTE: IF you start a new game or load a previously
saved game, be sure to save your current game first.

New Game and Load Game

After clicking on NEW GAME or LOAD GAME, you
will be presented with three types of games to play.

Scandard Game

Choose from any of the scenarios. A single same is
played. To win, you must take all of the opposing war-
lord’s castles and towns, and defeat all their heroes.

Choose Game Difficulty: Click on the level of diffi-
culty you wish to play. The level will affect the diffi-
culty of the game overall. The settings are Casy,
Normal, Hard and ©xpert. Default is set at Normal.

NOTE: You receive more initial resources for playing
an easy level game, and receive less initial resources
For playing a hard level game.

Customize Opponents: Uou may select the number of
opponents in a same under Customize Opponents.
Uou can also select the intelligence level of your
opponent(s). Smarter computer opponents think
longer about their moves and play better. Uou may
choose up to three opponents, but must choose at
least one. The settings are [Dumb, Average, Smart,
Ingenious and None. The default setting is three
Average opponents. To change the default settings,
click on each of the opponent buttons in turn.

Choose Color: A kingdom Flag color must be select-
ed by choosing one of the four colors presented.
Uour choices are Dlue, Green, Red and Uellow. Click
on the colored jewel to cycle through the color
options.

Scaraing Resources

Casy:

10,000
30 & &R
oWe A

Normal:

7500 SBRR
20 BB
s Wa A&

bARd:
5000 SBRR
0 BB

Cxperc: @



King of the Hill: Click in the box to turn this option on
or off. When this option is checked, all of the comput-
er opponents will ally against you.

- sl Choosc Scenario: Various scenarios are avail-
! B able to choose from. Cach adventure will pro-
vide challenges and the player will encounter
| diverse enemies and creatures. Click anywhere
on the colored bar to change the currently
| selected scenario. The file Selector window is
; 1 now displayed. Click on the scenario you want to

; play. Displaged at the bottom of the window will
¢ B be the map size (Small, Medium or Large), diffi-
i R | culty (Casy, Normal or Tough), and a brief
‘ e. ﬂ . description of the scenario.

-

<]

| Difficulty Rating: This number rates the difficul-

| ty of the game based on the player’s level of dif-

| Ficulty, the opponent’s level of difficulty and the

scenario. The Difficulty Rating will be utilized in
calculating the player’s score.

Thoose Scenaric

Having made your selections, you can now head out for
adventure, fame and glory. In your travels, your hero will
engage in fierce battles, encounter hideous monsters and
find breathtaking treasures. As the same begins, the
player starts with one hero and can have up to eight
heroes at any one time.

Cach bero will have different attributes and skills.
Heroes will start with a small number of creatures in
their army and the following statistics:

Knight
1 Attack , 2 Defense , 1 Spell Power, 1 Knowledge.
A knight improves the morale of his creatures.




Barbarian
2 Attack, 1 Defense, 1 Spell Power, 1 Knowledse.
A barbarian suffers no movement penalties for moving
over rough terrain.

Sorceress
o Attack, o [Defense, 2 Spell Power, 3 Knowledse.
A sorceress can move at double speed on water and
starts with a spell book.

Warlock
o Attack, o [Defense, 3 Spell Power, 2 Knowledse.
A warlock has a larger visibility radius in the Adventure
Window and starts with a spell book.

During your explorations your hero will encounter many
towns and creatures. Cncounters, while often Filled with
danger, are necessary if gour hero is to accumulate expe-
rience points and sain levels. As heroes go up in levels,
so do their attributes (Attack, Defense, Spell Power,
Knowledse). As you encounter different types of crea-
tures, gou will become more Familiar with their different
powers and capabilities.

Campaign Game

The campaign same is a series of eight scenarios that
differ in size, complexity, objectives, and difficulty. The
starting information for your computer opponents is all
preset = your only choice is the character you wish to
play. Lord Jronfist starts with a Knight's castle, Lord
Slayer starts with a Darbarian’s castle, Queen Lamanda
starts with a Sorceress’ castle, and Lord Alamar starts
with a Warlock’s castle. Uou'll play that character
throughout the campaign. Click on one of these to start
the campaign.

The campaign scenario introduction window will give you




the background and victory conditions for that particular
scenario. The victory conditions change from scenario to
scenario, so be sure to read the text! [Don't panic if you
forget the victory conditions = you can display them at
any time by clicking on the Game Options button and
then the INFO button (or press the 1 key).

Cach scenario must be won to proceed to the next, and
begins on the following day. for example, if you complet-
ed the first scenario on day 6, the second scenario will
begin on day 7. Uou will receive a rating upon completing
the final scenario. This rating is based on the total time
taken to complete these scenarios.

Mut-Player Game
JF you want to play with buman opponents, click on this.
After making your selection, you will be given some more
options to choose from.

Hot Seat: Cach player takes turns at one computer and
issues orders. Uou can have any mix of human and com-
puter players, up to four total.

Network: Uou can play on a PC over a Net Bios compati-
ble network or on a Macintosh via a LocalTalk compati-
ble network with another buman opponent. One player
must click on Host, and the other must click on GUEST.
The Host player sets up the game.

Modem: The Host player sets up the same options and
calls the other plager, who must be the Guest. Uou will
need to select the appropriate port that your modem is
connected to. Uou will then be asked to enter the tele-
phone number of the Guest player. Type in the numbers
as you would dial it normally = you don't need to include
dashes or parentheses. Click on OKAU when ready. The
Guest player must have already selected the Guest
option and the correct port for his modem before the




Host clicks on OKAU! Once connected, the Host will
select the scenario options.

Direct Connect: This is the same as the Modem option
above except there is no need to type in a telephone
number.

Cancel
Oops! Click on this to get back to the main menu.

During a Multi-Player gsame, with the exception of Hot
Seat, you may press the f1 key to bring up a chat window,
allowing you to communicate with your human opponent.

'-'1;'}?{' 4 Ly o )y
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Advencuring

Advencure (Uindow

The Adventure Window is where all of the game action
takes place. Here you can view the surrounding country-
side, items, artifacts, towns, and enemy armies. As your
hero travels, he will gain experience points as he faces
numerous foes, performs tasks and overcomes other per-
iLs.

When your hero accumulates enoush experience, he will
gain new levels. The Adventure Window consists of five
separate sections: Adventure Map, World Map, Locators,
Adventure/Action Buttons, and Information Dox.

(Uorld Map

The topmost section to the right contains a window
showing the map for the scenario. Uou map the unchart-
ed world as your hero travels through it. The map is an
overview of the region your hero is currently exploring.
Only areas you have explored are visible on the map, the
rest is blacked out until you explore that area. The pink
rectangle within this map shows the current section of
the entire map. Clicking within this rectangle and drag-
sing the mouse with the button held down will cause the
map window to scroll to a new areaq, following the move-
ment of the mouse.

Clicking the cursor outside the pink rectangle, but within
the map area, will cause the map window to display the
section of the map indicated. Uou can also automatically
scroll the screen by moving the cursor to any side of the
Adventure Map.




Deroes and Toumn/ Cascle

ffour hero locator buttons and four town/castle locator
buttons with scroll bars are located here. The left col-
umn of the locators is reserved for the heroes you
recruit. The right column of the locators is for the towns
and castles you own.

bCRO LOC&‘CORS

Portraits of your heroes are located in the left column.
Alongside each hero portrait is a yellow bar, indicating
how much movement the hero has remaining this turn.
The + symbol(s) represent a bonus to the hero’s standard
movement. Clicking on the hero’s portrait will make that
hero the “active” hero, and the pink rectangle will jump to
his location.

The active hero is highlighted by a red border around its
portrait box. By R-clicking on the hero’s box or icon in the
Adventure Map, you can receive quick information on that
hero. By clicking on the active hero or pressing the
SNTCR/RETURN key, you will receive more in-depth
statistical information on that hero (See Hero Window).
Uou can also scroll through the hero locators by press-
ing the H key.

‘Coum/ Castle Locacors

The right column of the locators is for the towns and
castles you own. The activated town/castle is highlight-
ed by a red border. Clicking on a town/castle locator
button will jump to that town/castle. By R-clicking a
town/castle you receive quick information on that
town/castle. By clicking on the highlighted box or press-
ing the €ENTER/RETURN key, you enter that
Town/Castle Window (See Town/Castle Window). Uou
can only scroll through the town/castle locators by
pressing the T key.




B

Advencure/ Accion Buccons

Next Hero: Clicking this option or pressing the TAD key
will activate the next hero in your lineup (with movement
points left) centering on his location.

Move: A hero who is displaying a movement path can
automatically continue on the path by pressing this but-
ton or by pressing M on your keyboard.

Kingdom Overview: Click on this or press K on your key-
board to display the Kingdom Overview Window. This
window lists everything you own and summarizes your
Heroes, Castles, Towns, Mines, Treasury, and gold per
day. Click on €XIT or press the €SC key to return to
the Adventure Window.

Herces

Tastles

Treasury

W
wm-mﬂﬂ T%Tm

€nd Turn: Click on this option or press € on your key-
board to end your turn. Play will proceed to the next
player.

Adventure Options: Brings up a menu of actions to per-
form in the Adventure Window.




Uou can use hot-keys to go directly to any of the follow-
ing: V - View World, P - View Puzzle, C - Cast Spell D -
Dig/Search. i

View World: Displays a detailed view of the
world map, the area your hero is currently
exploring. Only explored areas are visible. The
view shows a miniature position of towns, cas-
tles, mines, etc. The blinking dot indicates your
active hero’s position.

View Puzzle: Displays the puzzle map that
leads your hero to the Ultimate Artifact. As pieces of
the puzzle are replaced by the actual map sections,
the location of the Ultimate Artifact will eventually
be marked by an X near the center of the puzzle. To
uncover pieces of the puzzle you must seek out the
various obelisks across the region that will expose
pieces of the map and the location of the Ultimate
Artifact. Click on €XIT in the World Map Window

or press the €SC key to return to the Adventure
Window.

Cast Spell: Brings up the spell book, displaying only
adventure spells for the current hero. Leaf through
the pases by clicking the upper-left or upper-right
corners of the spell book. Select a spell by clicking on
its picture. Click on the €XJT bookmark or press the
€SC key to close the spell book.

Dig/Search: This command is used when you wish to
search the current hero’s location for the Ultimate




Artifact. IF gou are not sure of the exact location of
the artifact because the X has not yet been revealed,
use this command to search and dig. A bero may only
dig at the beginning of his turn, with Full mobility.
Digging for the Ultimate Artifact uses a full turn’s
movement.

Game Options: Click on this or press the G key to bring
up the Game Options Window.

New Game: Goes to the New Game menu.

Load Game: Allows you to load a previously saved
same.

B Save Game: Drings up a file Selector, allowing

you to save your current same. UYou can either

click on a previously saved game and click OKAU

| to save over it, or click on the colored bar, type in

| a new name and click OKAU to save this game
under a different name.

| Quit: ©nds your game and returns gou to your
operating system. ALl actions since your last save
are lost if you do not save.

' Music: Allows you to change the music volume
Auto Save Shon | l.e\)e[ (OFF, 1 Q, On)

| Cffects: Allows you to change the effects volume
| level (off, 1- 9, on).

Speed: Allows you to set your hero’s speed at
I Walk, Trot, Canter, Gallop or Jump.

Autosave: Toggles the Autosave fFeature on and off If
the Autosave is on, the game will be automatically
saved to a file called AUTOSAVE when you end your
turn.




Show Path: Toggles the Show Path feature on and
off. With Show Path off, your hero’s path will not be
shown. Instead, clicking on the Adventure Map will
immediately move the active hero to the chosen loca-
tion. If the location can’'t be reached in one turn, the
hero will move as far as possible leaving a path shown
in red for the following turn’s movement.

View €nemy Movement: Toggles viewing your oppo-
nent’s movement on and off. IF on, all enemy move-
ment within your visible area will be shown. If off, no
computer controlled movement will be shown. This
option is automatically set to off during network and
modem play.

Info: Shows the scenario starting information, includ-
ing the win conditions for campaign sames. Uou can
press the ] key to access this without having to select
Game Options. Click on OKAU when done.

Scacus (Uindow

Click in this window, located at the bottom right of the
screen, to toggle between hero’s army, resource
summary, and date information.

Pt e D e :
5 S e s,



Conzrolng Deroes

When a hero comes into contact with an object he initi-
ates an event. Cvents may be Ffights, rewards, informa-
tion, or nuisances. Mines and towns are events that can
be taken over by either side. [Doing this places a flag of
the hero’s color over the spot and begins to draw upon
the mine or village for resources and money. Most mines
provide one unit of the resource they generate every
turn (except for gold, wood and ore).

Movemenc

Clicking on any area of the map causes a path to appear
For the active hero. Green arrows show the path the
hero will take. A green X shows a destination that can
be reached this turn. Red arrows and X's show destina-
tions that would be reached in subsequent turns. A red X
will appear at the final destination but doesn't necessari-
ly mean that the hero will have exhausted his movement
points when he reaches the end of the path.

JF the Show Path feature is turned off, you can still see
the path a hero will take by holding down the Control
key and clicking on a location. If you like the path shown,
release the Control key and click again, or click on the
Move button.

Once a path has been marked, click on the destination
asain to cause the hero to begin moving along the path.
Uou can also click on the Move button or press the M
key. IF the destination is not reached that turn, then on
subsequent turns the hero’s path will be shown. To clear
an active hero’s path, simply click on the hero.

The hero will automatically take the most direct route,
bypassing all encounters and obstacles during move-
ment. Jf you want to capture a mine, pick up some




resources, or otherwise trigger an event, you need to
place the cursor over the location (see the Rearing
Horse icon below).

As the hero moves about, the cursor can be replaced by
one of seven symbols in the Adventure Map.

Horse: This icon appears when the cursor is over
normal terrain. Clicking while the cursor is the horse
icon causes the active hero to move to the location
the cursor is over. If a number appears next to the
horse icon, that is the number of turns it will take to
reach that location.

Rearing Horse: This icon appears when the cursor

is over locations that activate events or can be
entered: mines, towns, castles, etc. Clicking with the
rearing horse cursor allows the active hero to move
to and enter the location the cursor is over.

Sword: This icon appears when the cursor is over an
enemy camp or enemy hero. Clicking with the sword
cursor causes the active hero to move and engase in
battle the army or hero the cursor is over.

Arrows: This icon appears when the cursor is over a
Friendly hero. Clicking with the arrows cursor causes
the active hero to move to and trade with the hero
the cursor is over.

Castle: If the cursor is placed over a castle you own,
the current cursor icon will change to a castle icon.
When you click on a castle with this cursor, you will
select that castle as the active castle (or open the
Castle Window if the castle is already active).

Helm: If the cursor is placed over a hero you control
when a castle is currently active, the current cursor
icon will change to a helm icon. When you click on a

it o :? j
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hero you control with this cursor, you will select that
hero as the active hero (or open the Hero Window if
the hero is already active).

Pointer: This icon appears anywhere on the map the
active hero cannot currently travel to: across water,
over a mountain, etc. Clicking while the pointer is dis
played will not do anything,.

Wandering creatures may attack or ask to join your
hero. They also have a one space zone-of-control. Uou
cannot pass within one space of an army camp without
the camp attacking you. Uour movements may be
blocked by the presence of an army camp.

Heroes move at the speed of the slowest unit in the
army. Certain terrain, such as desert and snow, will slow
your hero’'s movement. Uour hero will not be able to
move as far on these types of terrain.

Ship Movement

To board a ship, place the cursor over it and click (the
cursor becomes a ship if it is a legal move). Doarding a
ship uses up all of a hero’s remaining movement. Moving
about the sea is just like moving on land. When you want
to land, place the cursor over a section of coastline free
of blocking terrain and click (the cursor becomes an
anchor if it is a legal place to land). Landing will use up
any remaining movement a hero has available.

While you are adventuring, there will be certain objects
in the Adventure Map that will disappear as the hero
takes them.

Resources: Various resources are strewn across the
land. Gold, ore, wood, crystal, sulfur, gems, and mer-
cury.




Chests: Give you varying amounts of gold which you
can keep or turn into experience for your hero. Click
on UES to get the gold, NO to get experience for the
active hero.

Artifacts: Hero will pick up artifact (sometimes you
have to buy or fight for the artifact).

There are also structures that only give their benefit
once, but stay on the map after their use.




bCROCS

Dero Window

The Hero Window can be examined by either clicking on
the active bhero in the Hero Locator, by clicking on the
hero in the Adventure Map (as you place the cursor over
the hero, the icon will change into a horned helmet), or
by clicking on the bhero portrait from within the
Town/Castle window.

E-Her-c:- Scr-e-erl.
Hero Portrait: The hero’s portrait is shown here.

Crest: The crest represents the hero’s symbol. Clicking
on it will take you to the Kingdom Overview Window.
Click on €X)T or press the €SC key to return to the
Hero Window.




Hero Statistics: By clicking on any of the four skills
shown, you can receive information on what each skill
does. These skills can be increased by gaining a level or
by special encounters and events. The last is reserved
for the hero’s current Morale (gold eagle), Luck (rainbow
and/or cloud) and €xperience (star). Click on any of
these three symbols for details on each.

Attack Skill: All beroes and creatures have an attack
skill. The hero’s attack skill enbances the creature’s
attack skill. Therefore, if a bero has an attack skill of 1
and a creature has an attack skill of 2, when the crea-
ture is an attacker in combat its modified attack skill

is 3.

Defense Skill: All heroes and creatures have a
defense skill. The hero’s defense skill enhances the
creature’s defense skill. Therefore, if a bero has a
defense skill of 1 and a creature has a defense skill of
2, when the creature is a defender in combat its modi-
fied defense skill is 3.

Defense Skill

Spell Power: Represents the strength or duration of a
spell. JF a hero has a spell power of 3 and casts
fireball, the spell power (3) is multiplied by the spell’s
initial power (10). Therefore, our fireball will consist of
30 points of power (3 x 10 = 30). If a hero has a spell
power of 3 and casts a duration spell, such as Blind,
the spell will last a total of 3 turns.

Knowledse: The knowledge skill is the number of
each spell your hero is able to memorize.

Morale Detail: Shows modifiers to army’s morale.
Luck Detail: Shows modifiers to army’s luck.

Cxperience Detail: Shows level of hero, experience
earned and experience needed to o to the next level.




Cverytime you win a battle, your hero receives a num-
ber of experience points based on the creatures
defeated. When a hero acquires enough experience he
sains a new level.

Army: The second row shows the Ffive
slots for the army traveling with the
w _bero. A hero starts each game with an
Binitial band of creatures as a part of his
[ army. A hero can only have five different
~ types of creatures, but can have an
unlimited number of each. The order in
which you place the troop will be the
same order they appear in battle.

Uou can change their positions by clicking on a troop
and then clicking on a different troop to switch their
locations, or click into an empty slot (necessary if you
have reached the maximum number of creature types).
TCo view the troop’s statistics, click on the troop to
highlight it, then click on it again. Uou receive infor-
mation on the number of creatures in that troop,
Attack, Defense, [Damage, Hit Points, Speed, Morale,
and Luck. IF the creatures have ranged attack, you
also receive information on their Shots. If there is a
number in parentheses next to a creature’s attack or
defense skill, that is the current skill including the
hero’s modifiers. To dismiss a troop, select DISMISS
(this command dismisses an entire troop from your
service).

Creature Window

Morale: A good morale result during combat may
enable the unit to attack again, while a bad morale
may freexze that unit in a state of panic.

Attack Skill: The higher the attack skill, the more
damage the opponent will suffer. As mentioned above,




the hero’s attack skill enbances the creature’s attack
skill.

Defense Skill: The higher the
defense skill level, the less dam-
ase the opponent can inflict to
that troop. As mentioned above,
the bero’s defense skill enbances
the creature’s defense skill.

Shots: Reflects the number of
shots a unit has in battle.

Damage: Refers to the damage that each creature in
a troop can inflict upon an enemy. Therefore, our
Archer troop can inflict somewhere between 24 and
36 points of damage.

Hit Points: The amount of damage each creature in
that unit can take before it is obliterated.

Speed: Refers to the order and distance a creature
can move. Our Archer troop’s current speed is Slow,
therefore, in combat that troop would be one of the
last troops to act. Likewise, if the Archer troop’s
speed was fast, that troop would be one of the first
troops to act. Additionally, troops with a ffast speed
would be able to travel a greater distance than
troops with a Slow speed.

Dismiss: Click on this button to dismiss the selected
troop of creatures. NOTE: This command dismisses
the entire troop from your service.

Now we will continue looking at the Hero Window.

Artifacts: There are fourteen slots available for the arti-
facts you find in your travels. All artifacts carried by the




current hero will be graphically represented in this win-
dow. The artifacts typically affect one of your hero’s
skills. One special artifact is the Spell Dook, which con-
tains Combat and Adventure spells. The Spell Book is
the only artifact that may be purchased at the Mage's
Guild in a castle. To receive more in-depth information
on what an artifact does, click on that artifact.

NOTE: Artifacts, spells and creatures can be clicked on
For more detailed information.

Dismiss: Uou can also dismiss a hero by clicking the [DIS-
MISS button. Uou can only have a maximum of eight
heroes, therefore, you might want to get rid of a weak or
out-of-position hero and replace it with a stronger or
more conveniently located hero.

Heroes who are dismissed or defeated go back to the
hero pool and can be recruited again, even with their
artifacts (unless defeated by a hero) and experience.
Heroes never die. BDe aware that if a hero is defeated in
combat (without surrendering or retreating) he goes back
into a general pool that any warlord can recruit from!

Dero Trading Undow

When you meet another friendly hero,
you are able to swap troops and arti-
{ facts. Uou can also distribute troops
2 between heroes.

i Heroes’ names, portraits and skills have
4 been provided for convenience.

& Troops: Respective hero troops and num-
# bers are located in the slots beneath the
hero’s portrait. Uou can change the order
in which your troops are positioned by
clicking on a troop picture and clicking on




another troop picture or an empty slot. Click on a high-
lishted troop picture to o into the Creature Window (or
R-click and bold the button down).

To swap units, click on a unit to highlight it and then click
on the other hero’s unit or an empty slot. To distribute a
certain number of units between heroes, highlight a hero’s
unit and press and hold down the Shift key and click into
an empty slot of the other hero. A window will come up
asking you how many troops you want to transfer. Click
on the up arrow to add more to the target hero, and on
the down arrow if you decide you added too many. Click
on OKAU when ready, or CANCEL if you don't want to
redistribute troops after all. Be sure not to click into a
box that already contains a unit (unless it is the same
unit type) or you will replace the original unit entirely.

NOTE: A hero must have at least one unit in his army.

Artifacts: All but one artifact can be swapped between
heroes. Spell Dooks are not permitted to be traded. To
trade, highlight an artifact and click on a slot you want
to move it to or on another artifact. R-click on any arti-
fFact to receive quick information.




‘Coumns and Cascles

‘Coumn/ Cascle Uindow

In your travels, you will run into many towns and castles.
Towns provide many valuable services and creature
dwellings. Half of this window is devoted to the town
itself and the other half is divided between the hero’s
army and the town’s garrison. Uou receive 250 sold per
town and 1000 gold per castle every turn. The hero’s
crest and portrait will appear in the lower left of the
window when be is in town. €ach town you own will
allow you to build improvements. If in an undeveloped
town, a tent will appear in the upper half of the window.
Click on the tent to bring up a window, offering a chance
to purchase a castle (your starting town already has a
castle). Upgrading towns to castles has a cost of 5000
sold, 20 wood, and 20 ore.

Once you have built a castle you can expand your town
by building other dwellings and structures. Uou may only
build one building per turn (one turn equals one day).
Creature dwellings make available more creatures for




recruiting every 7 days. Click on the castle to
bring up the Castle Options Window. All build-
ings that can be built will appear in this window.
Recruiting heroes also takes place here.

There are twelve options to choose from in
each town: six of these options will be available
at every town = Mage Guild, Thieves’ Guild,
Tavern, Well, Recruit Hero and Shipyard (only in
coastal castles). The next six options depend
upon the town.

There are four types of towns: farm (Knight), Plains
(Barbarian), forest (Sorceress), and Mountains (Warlock).
Any option with a red X at the lower right corner is cur-
rently unavailable for selection and means that a pre-
requisite structure(s) is required to be built first. A red
slash with coins underneath it means that you are lacking
necessary resource(s). Any option with a yellow  in the
lower right corner indicates a dwelling that has already
been built. Once a structure is built (including upsrading a
town to a castle), all structures are marked with a red X
for the remainder of that turn.

Remember, you may only build one structure per turn..

Crest: Clicking on the crest (on the far left in the upper
row of boxes) will take you to the Kingdom Overview
Window, summarizing everything you own.

Hero Portrait: Clicking on the hero portrait in the lower
left of the screen will take you to the Hero Window, list-
ing the hero’s statistics, troops and artifacts (See
Heroes).

Garrison Army: The top row, adjacent to the crest, are
five slots reserved for the town garrison army (troops
defending the castle). The town garrison, like the hero’s
army, can have a maximum of Ffive different types of




creatures, and can have an unlimited number of each of
the creatures. Clicking on any creature in the garrison or
hero’s army brings up the statistics of that creature.

The second row, adjacent to the hero’s portrait, are the
five slots reserved for the army traveling with the hero.

NOTE: When a hero is in town you can swap troops from
the garrison army with troops traveling with the hero.
Click on a garrison troop and then on a hero troop.
Notice that the two creatures change places. To split
the number of the same type of troops between the gar-
rison army and the army traveling with the hero, click on
the troops you want to split if it is not already highlight-
ed. Press Shift and click on the destination box. A small
window will come up asking how many troops you want
to move from your garrison to the Hero's army, or vice
versa. Click on the up arrow to increase the troops being

transferred and on the down arrow to decrease the num-
ber. Click on OKAU when ready.

Resource Summary: In the lower right is the Resource
Summary. Jt shows the amount of resources and gold
the hero has to operate with. The hero pays for his army
and other miscellaneous items with these resources and

funds. @

Common Owellngs

Mage Guild: The mage guild allows your hero to get
spells. Uou can build the mage guild up to four levels
high and each level brings better spells. Once the mage
suild is built, the spells themselves are free to any of
your heroes with a spell book.

JF your hero does not already have a spell book, he may
buy one by clicking on the mage suild after you have built
it. De aware that a spell book will cost 500 gold.




To view the spells available, click on the mase suild. To
view the Combat and Adventure spells your hero has,
click on the hero portrait, and then click on the spell book
in the Hero Window. A spell book starts out empty. To
replenish your spells, click on the mage guild. It does not
automatically replenish if you simple enter the castle.

Thieves’ Guild: The thieves’ guild enables you to get
more information about other kingdoms. The thieves’
suild also shows your ranking against your opponents
(Mumber of Towns; Number of . .
Castles; Number of Heroes; Gold = KA
in Treasury; Wood, Crystal and &3
Ore; Gems, Sulfur and Mercury;
Number of obelisks fFound and
Total Army Strength). The
more thieves’ guilds you have in =
various castles, the more infor-
mation you receive, both on the
rankings and if gou R-click on B
enemy towns/castles.

Tavern: The tavern increases the morale of the garrison
army.

Shipyard: If a town is located near water, you can build a
dock and then a ship. However, only one ship can be
docked at a time. Therefore, after building a ship it must
be moved before another can be built. Once built, a ship
can be captured by anyone, so be careful!

Well: A well increases the population growth rate of a
creature dwelling by 2 per week. It also shows a summa-
rg of creatures’ growth rate in this particular town per
week if clicked on.

Recruit Hero: To recruit a hero, click on this option. It will
cost 2500 sold. Two heroes will be randomly chosen
from the hero pool for selection. Uou are only given two




hero selections per town, per turn. Click on the hero por-
trait to view the hero statistics and his army. To hire
one of the two heroes, click on the RECRUIT button
underneath the respective hero portrait.

JF a hero is stationed at a castle, the Recruit Hero option
will not be available for selection. However, If you move
the current hero away from the castle, the Recruit Hero
option will become available.

CRca\ch Ouwellings

Uou are offered six creature dwellings
per town. Creature dwellings are nec-
essary to build in order to recruit
creatures into the garrison army or
the army the hero is traveling with.
The six dwellings vary from town to
town. To build a creature dwelling
click on the Castle first, then the
Jl desired dwelling, if available. Uou will

! then go into the Duild Improvement
{4 Window where the cost and any pre-
requisites that are needed for the
= | dwelling will be provided. Click on
== €XIT or press €SC to leave the
 Castle Options Window.

W& The dwelling recently built will appear
q” as part of the town. for convenience,
| you may R-click on a dwelling to see
how many creatures are available
Jg within that dwelling. To recruit, click
- on the dwelling. Clicking on any
dwelling causes a Recruit Window
with the creature it provides to come
h # up. The type of creature, Cost Per
 Troop and Number Available is dis-
"'f" played in this window. Uou can specify




the number gou want to purchase or click on the MAX
button to automatically choose the maximum number of
creatures you can afford. To receive the troop’s statis-
tics, click on its picture (See Creature Window).

JF a creature dwelling is unavailable for selection and you
want to see what other dwellings need to be built first,
R-click on the dwelling to receive that information.

NOTE: Cvery 7 days new creatures are available. At the
first of the week, creature dwellings will be replenished.
During some weeks or months a particular creature may
set a bonus.




Combac

There are two different types of combat = field combat
and castle siege. When your hero encounters an enemy
hero or town without a castle, you enter field combat.
To engage in a castle siege, you must move onto the
castle entry of an enemy castle. If you capture a
town/castle and win the battle, you may garrison the
castle with some of your surviving troops or recruit more
creatures.

When your troops and the enemy troops actually engsase
in battle, the Adventure Window changes to the Combat
Window. The Combat Window consists of a background
that reflects the terrain type where the battle is occur-
ring. The attacker always begins on the left side of the
window and the defender will always besin on the right.
Jn combat, the order each troop will take action alter-
nates and is based on their speed. ffor example, in the pic-
ture above the [Dragon troop would act first (attacker’s
side and medium speed). The next troop to act would be
the Pikemen (defender’s side and medium speed). This
order will continue to alternate from the attacker’s side
to the defender’s side, from fastest speed to slowest
speed. Units are placed from top to bottom in the order




they appear in either the Hero Window or the town/cas-
tle garrison.

Heroes are represented by a tent on the appropriate side
of the window, behind the units. Clicking on the tent (even
the opponent’s) will bring up the Hero’'s Combat Window.
This window displays the hero's statistics and up to four
options that can be used in a battle.

A hero may only use one action per combat round and
may only act if it is his troop’s turn,

Spells: Click on this command during one of your units’
turns to cast a spell. The combat spells you acquire from
the mage guild can be used here. Click on the crystal ball
icon to bring up the spell book. The spell book will show
you the combat spells available and how many of each
are in your possession. To leaf through the pages, click
the upper-left or upper-right corners. Click on €XIT if
you do not wish to cast a spell. If you should decide after
selecting a spell that you don't want to cast it, R-click.

Retreat: Clicking on this will cause your hero and army
to retreat. Jn some cases, retreat may be your best
course of action. Although your hero disappears from the
map, he re-appears in the hero pool, ready to be recruited
asain if gyou want. Decause he retreats, the hero loses his
army, but keeps his artifacts and experience. To recruit
the same hero, go into one of your castles and recruit.

Surrender: The white flag of surrender can only be used
if you are surrendering to another hero, and any side can
offer to surrender at any time. Jf a human player surren-
ders, a window will appear asking if he would like to offer
money for his release. If the enemy hero declines, you will
resume battle. However, if the hero accepts, the oppo-
nent takes the offered money. Uour hero must pay a sum
equivalent to the power of your army.




NOTEC: When you accept, you will
see your hero disappear. If you go
back to one of your castles and click
| on the Recruit Hero option, you will
| see your hero back in the hero recruit

window. Uour hero, his experience
| points, his army and his artifacts are
available to be recruited, if you
" choose.

Jn encounters with other independent creatures, the sur-
render option is not available.

Cancel: Clicking on this icon exits the Hero's Combat
Window.

Jn combat, the highlighted creature is the first in your
army to act in the current round. Cach creature may
either move and attack or skip its turn. Uou can skip a
creature by clicking on the SKIP button or pressing the
Spacebar.

The total damage a troop will inflict is increased or
decreased approximately 10% by a per point difference
between the attack and defense skills. The damage done
is subtracted from the defender’s hit points, resulting in
the number of units killed. Damage carries over and is
tracked from turn to turn (exception: trolls regenerate
damage between turns).

Units with good luck have the potential to do double
damage on an attack. Bad luck can cause half damage.
Units with good morale have the potential to receive an
extra attack during a turn. Dad morale can cause a unit
to lose its turn.

When a defender has been attacked and survives, it will
automatically retaliate against its attacker. Units can




only retaliate once per turn (exception: units don't get to
retaliate against sprites, rogues and hydras. Griffins can
retaliate an unlimited number of times per turn).

Castcle Combdac

The defender has two special weapons = castle walls
and castle ballista. The castle walls prevent ground
troops from entering or leaving the castle. The castle
ballista, located in the big tower on the far right, fires
arrows at enemy units

once a round before

the First defending

unit’s move. The dam-

age of the ballista

shots are based on the

number of structures

built within the castle

walls and the level of

the mage suild.

The attacker has one

special weapon = the

catapult. The catapult

Fires once per turn

before the Ffirst

attacking unit moves.

Jt will damage one

area of the castle wall

at random. Jt may take two hits in a particular section of
the castle wall to destroy that section = only then is the
wall breached and ground troops are able to enter the
castle. The defender’s ballista cannot be killed by the
catapult. Castles give a bonus in defense against shots
as long as the castle wall is intact.

Jn combat, heroes do not become involved in the actual
battle. Instead, their troops do the fighting. Troops must
either move, attack or pass each turn. To move a unit in
combat, move the running man or flying man cursor (see




