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MAPS

ometimes, when the pearly covering of Pagan grows thin and
looks like sheets of kith silk billowing in a storm, you can dimly
glimpse a pale disk. It is called the Eye of Stratos. Cold and still
i a turbulent heaven, it peers from above as if trying to see into the dinm
and shadowed world of Pagan. There is no one left, not even Stratos, who
could put the name ‘sun” to the Eye of Stratos — but long before the new
gods came and vanquished Apathas, my father, the sun shone brightly on an
island of verdant life. In the space of a day, too long ago for mortal memory,
the clouds came and the rays of the sun were warded away
The first to die were the flowering plants, then the animals which fed on
them. Grasses and soaring trees disappeared, replaced by moss, fungus and
hardy shrubs. In time the mushrooms and shrubs grew in size, but they do
not provide the shelter and food for wildlife that the light-drenched world
supported. The people, in their own way, adapted to their new world, but
the teeming farms and bustling cities of yesterday are quiet and still. These
generations do not find it unusual, nor do they notice that their numbers are
decreasing. I find it almost unsettling to think that unless things change, [
may not have a world to observe in a few millennia, just a bare dome of

rock in a cold, lifeless sea. And then I, too, shall perish. ® ® ®
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 CAVE UNDER
. S MONASTERY

1. RECALL PAD

2, STELLOS

3. TEST OF CENTERNESS
4, XAVIER

5. MONASTERY

6. UNDERGROUND ENTRANCE

7. DoOR
8. Magic ITemM M11
Q. TORWIN
10. CYRRUS
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11. TORAX
12. WiNDY POINT
13, STRATOS
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ANCIENT NECROMANCERS (AN) TT CEMETERY (CE}

1. ENTRANCE 8. TELEPORT IN 15. TELEPORT IN . , )
N DAUGHTER'S
2. REAGENTS 9. 4TH NECROMANCER 16. 5TH NECROMANCER L. Vvipos , 3. I?L::;DM S DA
3. 15T NECROMANCER 10. TELEPORT IN 17, TELEPORT IN 2, BUILDING (ANCIENT y I:EJRQT ﬁmn
4. DAEMONS 11. GRASS AREA 18. SHOOTER MNECROMANCERS) . BA
5. 2ND NECROMANCER 12, TELEPORT IN 19. 6TH NECROMANCER
6. LIGHTNING 13, MaGic ITem M2 20. TO UpPER CATACOMBS
7. 3RD NECROMANCER, 14, Exar CARTHAX LAKE (CL)

BREAKING GROUND (BG)

1. ENTRANCE 4. HYDROS
1. ENTRANCE 4, GATE 7. MaGic ITEM M3 2. REcALL PaD 5. TO BREAKING GROUND
2. SPIKED WALL 5. Doorway 8. Macic ITeM M4 3. BRIDGE 6. UrPER CATACOMBS

3. GATE 6. GRAVE OF KALEN'S BELOVED
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_ATRECALL PAD (2% £loac ) 6. DEVON A47TO EAST TENEBRAE

_27Key RING _# Door 127TO EAST TENEBRAE

37 MORDEA'S BEDROOM 8. SECreT Door 13. TO HERDSMAN'S VALLEY
4, INNER DOCR 9, TEAR OF THE SEAS 14. TO WEST TENEBRAE

37 BASEMENT ENTRANCE 187 DOCKs 5T TO WEST TENEBRAE

MORDEAS BEDROOM (CENTRAL TENEBRAE)

3. KEey 4. INNER DOOR/CHEST
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l. ENTRANCE

2. REcarL Pap

3. BANE

4, VARDION

5. GREAT PENTACLE

ATDEVON
27 EXECUTION SITE

_3-Box

E

6. LIBRARY 10, GORGROND

7. BRIDGE 11. MALCHIR

B. ENTRANCE TO OBSIDIAN 12, TO OBSIDIAN FORTRESS
FORTRESS

9. BEREN

DOCKS (DO)

A CuesT(Fiapped)

A, TO CENTRAL TENEBRAE

+ 13 %



=
b
L
.%
H
T}
Z.
i
o=
ye
p
T
™
&

1. TELEPORT IN / PENTAGRAM 3, PLANE OF FIRE 5. PLANE OF EARTH
2, PLANE OF WATER 4, PLANE OF AIR

/J{.' LIBRARY X b 4. RHIAN 7. TO CENTRAL TENEBRAE
2. ARAMINA | ," | 3o 5. BEREN _AB7TO CENTRAL TENEBRAE
&7 SALKIND | 67 DARION _ 9, TO EAST ROAD
) (et oty )
III«._r"l.:n.n.ll | I

EAST ROAD (ER) ".

FISHERMAN'S REEF (FR)

1. GUARD 3. ExecuTioneR's Hoop 5. TO EAST TENEBRAE
2. SLAYER QUEST 4. TO CEMETERY
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GHOST ROOM (GR)

1. ENTRANCE 2, Doors 3. Macic ITEm M2

HERDSMAN'S VALLEY (HV)

A CORINTH & GWILLIM 3. TO GHOST CAVE
2. TO PLATEAU CAVE A7 TO CENTRAL TENEBRAE
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LOWER CATACOMBS (LC)

1. TO UPPER CATACOMBS
2. INVISIBLE CHEST

3. TO PiT OF THE DEAD
4, TELEPORTER

LAVA TUNNEL (LT)

1. TO UrrER CATACOMBS

2. BEREN

+ 17 €

3, TO DAEMON'S CRAG



1. ENTRANCE

2. TELEPORTER PAD

3. CHASM

4, LEVER

5. BRIDGE

6. FLOATING PLATFORMS
7. FORCE FIELDS

8, CHEST, GEM OF
PrROTECTION, KEY

9, GATE
10, STEPPING STONES
11, CHEST
12. TELEPORTER
13. Door
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14, MoviNG PLATFORMS
15. LITHOS

16, TELEPORTER PAD

17. REcaLL Pap

18, CHEST

R

1. ENTRANCE
2. ARCADION
3. TELEPORTER
4, MALCHIR

5. TELEPORTER

6. SYMBOL

7. SPIKED BALLS
8. SYMBOL

9. Lava
10. SYmMBOL

PLANE OF AIR (PA)

11. FIREBALLS

12. SYMEOL

13, Macic ITem M14
14, Macic ITEM M10

2. Magic ITeM M4
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3. STRATOS
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1. ENTRANCE 4, Macic ITem M12 7. Macic ITem M5
2. BROKEN BRIDGE 5. DESIGN
3. SMALL SHRINE 6. PYROS

1, ENTRANCE 4, Key :
2. DOOR 5. TO LOWER CATACOMBS i
3. HEART OF EARTH g

PLATEAU (PL)

PLANE OF EARTH (PE)

e "9-9'

| MYTHRAN'S
=l Houses) M

/I’.’ HERDSMAN'S VALLEY /( (GATE 7. CAVE
2 ROPE BRIDGE 5. MYTHRAN 8. Macic ITEM M6
HLEVER 6. RECALL PAD 9. MaGic ITEM M9

1. ENTRANCE 3., PLATFORMS
2. INVISIBLE WALKRAY 4. LITHDS
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PLANE OF WATER (PW)

1. ENTRANCE

2. HYDRrOS

STONE COVE (SC)

1. TO Urper CATACOMBS
2. TO HALL OF THE MOUNTAIN
KING
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3. MacGic ITem M1

3. TO PIiT OF THE DEAD
4. Macic [Tem M7
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1. ENTRANCE

2. FENCE AREA

3. LEVERS

4, Door

5. SKULL OF QUAKES

6, WALL

7. TOMBSTONE

8. UNDERGROUND AREA

=

SHRINE (SH)

&

9. ARCHWAY
10, PLATFORM
11. Room wi KEvs
12. TRIPWIRE
13, STAIRWELL PUZZLE
14, LIGHTBEAMS
15. Door
16, SKELETON
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17. SHIELD

18, AITAR

19, ZEALAN STATUES

20, ENTRANCE OF KHUMASH-
(OR

21, KHUMASH-GOR

22, OpeLsK Tip
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SLEAYER (§]:)

1. ENTRANCE 5. KEY 9. DOOR

2. Door 6. LEVER 10, Macic ITem M13
3. Book 7. BOOK 11. ExiT TO EAST ROAD
4, Door 8. STEPPING STOMNES

UPPER CATACOMBS (UC)

PATH TO LOWER
CATACOMBS (6)

1. ENTRANCE 4, TO UrrER CATACOMBS [1 8. RECEPTICAL FOR SKULL OF
2. TO ANCIENT NECROMANCERS 5. TO LOWER CATACOMBES (QUAKES
3. FROM ANCIENT G, TO Z.EALANS 9, RECALL PAD
MNECROMANCERS 7. TO SHRINE
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. ENTRANCE (FROM UrPER 3, SWITCH 6, TO ARGENTROCK ISLAND
CATACOMBS) 4, GATE 7. TO CARTHAX LAKE
2, TO STONE COVE 5. Door 8. To DAEMON'S CRAG

WEST TENEBRAE (WT) _dior e

1 4 >

A ORLOK’S TAVERN _ATKORICK (the Smudh ) A7 TO CENTRAL TENEBRAE
2. STICKS . SHAANA _8TFISHERMAN'S REEF
__3DEVON 6T CENTRAL TENEBRAE
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MAGIC
(M6) Hammer of Strength
Damage 1-19
Weight 1
Special attributes  Blunt and Magic Damage
Location Lower Catacombs,
Plateau
(M7) Deceiver (Axe)
Damage 8-21
Weight 1
Special attributes  Blade, Blunt and Magic Damage
Location Lower Catacombs,
Stone Cove
(M8) Scimitar of Khumash-Gor
Damage 5-16
Weight 1
Special attributes  Blade and Magic Damage, adds 1 pt. to attack dexterity,
doubles Damage on undead
Location Shrine
(M9) Korghin’s Fang (Dagger)
Damage 7-13
Weight 1
Special attributes  Blade and Magic Damage, adds 4 pts. to attack dexterity,
adds 1 to Armor Class when held
Location Lower Catacombs,
Plateau
(M10) Blade of Striking (Sword)
Damage 5-17
Weight 1
Special attributes  Blade and Magic Damage, adds 7 pts. to attack dexterity
Location Lower Catacombs,

Obsidian Fortress

< 30 ¢

e o, ' e = o ey

T !

Y Y e T ooy

T R T SR P | [y T

(M11) Protector (Sword)
Damage 5-17
Weight 1

Blade and Magic Damage, adds 4 to defense dexterity,
adds 5 pts. to Armor Class when held
Lower Catacombs,

Argentrock Isle

Spm’a! attributes

Location

(M12) Flame Sting (Sword)

Damage 5-16
Weight 1
Special attributes  Blade, Magic and Fire Damage, adds regular fire damage

(5-10 pts.) to each strike, adds 1 to attack dexterity

Location Obsidian Fortress,
Fire Realm
(M13) Slayer (Mace)
Damage 4-14
Weight 1

Special attributes
Location

Blunt and Magic Damage, 10% chance of lethal blow
Lower Catacombs,
Road Treasure

(M14) Daemon Shield
Weight ]
Special attributes
Location

Protects against Fire Damage, magical or otherwise
Obsidian Fortress

> OF ,- )
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ARMOR

Defense of their armor is the amount of protection from the damage value of

an opponent’s hi.

Location tells you where you can purchase or find rare or unique armor,
Note. A Fire attack cuss the defense of your armor in half

HEAD
Cap, Leather
Weight 3
Defense 1
Chain Coif
Weight 3
Defense 2
Helm, Crested
Weight 3
Defense 3
Helm, Great
Weight 3
Defense 4
Helm, Open-faced
Weight 3
Defense 2
(M1) Helm, Magic
Weight 1
Defense 5
Location  Obsidian Fortress,

Water Realm

CHEST AND GROIN

Chain Hauberk
Weight 5
Defense 3

Breastplate
Weight 5
Defense 4

7 32

Cuirbolli (Hard Leather Jerkin with

Kidney Belz)
Weight 5
- Defense 2
. Cloth
5 Weight 5
Defense 1
- (covers chest and groin)
(M2) Armor, Magic
- Weighr 1
Defense 6 (Ghost Cave
Armor = 5)
Location  Ancient Necromancers,
Ghost Room,

Obsidian Fortress

HANDS AND ARMS

- Armguards, Leather
5 Weight 2
- Defense 1
Armguards, Chain
5 Weighr 2
o Defaite - 3
Gauntlets, Plate
- Weight 2
i Defense 3
Gauntlets, Plate Mail
- Weight 2
Defense 2
{..

(M3) Gauntlets, Magic

Weight 1
Defense 4
Location  Argentrock Isle,
Carthax
LEGS
Leggings, Plate-Mail
Weight 3
Defense 2
Leggings, Leather
Weight 3
Defense 1
(M4) Leggings, Magic
Weight 1
Defense 4
Location  Carthax,
Daemon’s Crag,
Air Realm,
Upper Catacombs

. SHIELDS

- Buckler

- Weight 4

. Defense 1

" Round

- Weight 4

- Defense 3

- (MS5) Shield, Magic

- Weight 2
Defense 5
Location  Lower Catacombs,

Obsidian Fortress,
Fire Realm

> 83 %






GHOST
Capabilities. These beings are trapped in the vicinity of their deaths, but not
restrained by any physical obstacles. It is quite clear that they ate immune to

direct physical attacks, but spells and magical weapons do damage them. They ae

violently jealous of those still living, and use their invisibility as a natural defense.

Statistics (Ghost)
Armor Class 16
Dexterity 15-21

Damage 0
Hit Points 80-90

Statistics (Fiery Skull)

Armor Class 0
Dexterity 12-15
Damage 1-3

Hit Points 2-5

Special Abilities. Their skulls turn into flames and pursue their victims. They
cannot be killed with Blunt or Blade Damage, and are immune to magical
“instant death” attacks, except Grant Peace.

Vulnerabilities. Can be killed by magic weapons, and are susceptible to magical
attacks against the undead.

GHOUL

Capabilities. The ghouls that roam Pagan have lost all memories of their
human past. Although dim of sight and thought, their broken nails are sharp
as knives and carry deadly pestilence, their wounds mend quickly and fear is
unknown to them.

Statistics
Armor Class 15
Dexterity 14-16
Damage 6-12
Hit Points 35-50
Special Abilities. They learn from experience what angles of attack work best

against you. They are immune to magical “instant death” attacks, except
Grant Peace.

2 36 <
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v ulner&bili ties. Kicking them stuns them for a moment. They are susceptible to
%*fﬁ%:ffi';ﬁlnst magical attacks against the undead, and can be killed with a physical

| Capabilities. Summoned by magic, Golems are powerful forces entirely under
B the control of their masters. Without either thought or fear, they are a formi-

dable force to behold.

Statistics
Armor Class 18
Dexterity 7-8
Damage 15-25
Hit Points 150-175
Special Abilities. They are immune to fire damage, resistant to stuns, and Blunt
weapons only do half-damage.

Vulnerabilities. Can be killed with a powerful physical attack.

MINION OF THE LURKER
Capabilities. These sea creatures were once humans who drowned in the

murky waters of the Lurker’s realm. Changed beyond recognition, they hold no
memories of their lives on land. They sometimes approach the surface of the
water, but the light hurts their sensitive eyes and they must soon descend. No
one has ever been able to harm a Minion, but they will snatch the bodies of
people foolish enough to enter the water, and drag them beneath the surface.

Statistics
Armor Class 30
Dexterity ~ 20-22
Damage 1-5
Hit Points 78-83

> 37 ¢






TorAx
Capabilities. Toraxen are usually docile beasts except when provoked. Their
powerful jaws deliver a bite that is their only means of attack, but which can

easily cripple or kill. The coarse, thick hide that protects them from predators
also proves useful against weapons.

Statistics
Armor Class 28
Dexterity 8-12
Damage 714
Hit Points 40-55

Special Abilities. Use their heads as battering rams. They are stun resistant,
and Blunt weapons only do half-damage.

Vulnerabilities. Can be killed with determined physical attacks.

=

UNUSUAL CREATURES

CHANGELING

Capabilities. Mimicking the appearance and skills of their foes, these violent
little dopplegangers use their enemies’ own strengths against them. When
harmed, they can flawlessly disguise themselves as trees or bushes.

Statistics in natural form

Armor Class 11
Dexterity 12-16
Damage 7-10

Hit Points 30-45

Statistics as Avatar
Armor Class 15
Dexterity 5-10
Damage 7-15
Hit Points 30-45

Special Abilities. They shapeshift, often taking the form of their opponents.

Vulnerabilities. Also mimic their opponent’s or “borrowed” shape’s weaknesses.

Can be killed with a physical attack.

2 4
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INVISIBLE BEING
Capabilities. It is fortunate that the Invisible Ones are so rare, for they are

indeed deadly. Entirely invisible except for the occasional glow of their eyes,

they react quite violently to intrusion.

Statistics
Armor Class 5
Dexterity 8-12
Damage 4-6

Hit Points 15-25
Special Abilities. [nvisibility. , s
Vulnerabilities, Eyes sometimes light up, giving away their position. Can be
killed with a physical attack.

SEEKER
Capabilities. These monstrous peculiarities have long been accepted as a nat-

ural phenomenon of Pagan, but the truth is that they resulted from early
magical experiments, prior even to recorded history. Alth{:r%z.igh tflley were creat-
ed for the sole purpose of violence and destruction, their vision is poorer than
one might think, and their memory is understandably short. Therefore they

spend most of their time lost and confused — until they spot their victims.
Damage 12-16

Hit Points 75-100

Special Abilities. They have a much longer reach than any opponent they
may face,

Vulnerabilities. Can be killed with physical attack. Very susceptible to fire.

Statistics
Armor Class 14
Dexterity 17-25

> 41 €



TROLL

Capabilities. Denizens of the darker areas of Pagan, these vaguely man-shaped
have recently ventured into the villages and populated areas. Ponderous, stupid

and huge, their enormous strength gives them a natural talent for carnage.
One blow of a club can easily crush an unprotected skull.

Statistics

Armor Class 18
Dexterity 7-10

Damage 10-28
Hir Poinis 150-225
Mana

Special Abilities. They are stun resistant, and blunt weapons do half-damage.

Vulnerabilities. You can lure them repeatedly through a fire until they burn to
death. Can be killed with a physical attack. Blunt weapons do half-damage.

PEOPLE

(GUARD
Capabilities. Highly trained, well-equipped and not reluctant to use their
bardiches, these soldiers guard the cities and surrounding areas from all possi-

ble threats. Generally they won't go out of their way to pick fights with armed
opponents, but they gladly fight whenever provoked.

Statistics
Armor Class 25
Dexterity 15-25
Damage 8-15
Hit Points 35-65
Special Abilities. Highly trained with the bardiche.

Vulnerabilities. Can be killed with a determined physical attack by a well-armed
opponent,

> 42 ¢
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PEASANT ADULT
Capabilities. Peasants are not generally armed, but that doesn't mean that they

are helpless. Beren is quick to answer any call of distress, and ruthlessly disposes
of malefactors he deems a threat to the peace and quiet of his jurisdiction.

Statistics
Armor Class 10
Dexterity 10-15
Damage 2-5
Hit Points 10-20
Special Abilities. Can call upon Beren for aid.

Vulnerabilities. Extremely vulnerable.

PEASANT CHILD
Children are rarely hostile.

Statistics
Armor Class 5

Dexterity 1
Damage 7-14
Hit Points 10-15
Special Abilities. When driven to attack, they gather together in large numbers.

Vulnerabilities. Too young to defend or attack well.

SORCERER

Capabilities. Sorcerers almost never carry weapons, and are generally too busy
to start fights. When threatened, however, they quickly prove that they are
more dangerous than the most highly-armed soldier.

Statistics
Armor Class 12
Dexterity 12-16
Damage 5-10

Hit Points 17-24
Special Abilities. Whatever spells they happen to have prepared.
Vulnerabilities. Can be killed with a physical attack.
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THEURGIST

Capabilities. Like Sorcerers, Theurgists are too busy to look for trouble ...
usually. Occasionally a Theurgist has a bad day, and then nearby travellers

should beware his wrath.

Statistics
Armor Class 12
Dexterity 12-16
Damage 5-10
Hit Points 17-24

Special Abilities. Whatever spells they happen to have prepared. They will

e LB S e S AT ST
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often simply teleport away, disdaining violence.

Vulnerabilities. Can be killed with a physical attack.
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Chaos Gem
Death Disk
Electric Gateway
Exploding Chest
Fall, 10-Foot
Fall, 11-Foot
Fall, 12-Foot
Fall, 13-Foot
Fire

Fire Gem

Fire Mortar

Fire Mushroom
Fire Shooter

Fire Spout

Floor Spike
Force Field
Lava, Red
Lightning

Qil Flask (Green)
Oil Flask (Gray)
Meteor

Poison

Spiked Roller
Stalactite

POINTS OF DAMAGE
Bursts into Fire Gems
5-20

5-10

5-20

2

4

8

fatal

5-10

5-20

5-20

5-20

5-20

5-20

3-5

5-10

1-2

100

5-20

20-32

10-30

1 (instantaneous)
2-5

15
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Dirt Summon Dead (Kal Corp Xen)
Main Location Cemetery, Ancient Necromancers, Stone Cove Effect Summons a skeleton warrior to assist you against a certain foe.
‘ Intrinsic Forces Protection — the plant grows from the womb of the land, its It is wisest to leave the combat after you tell it who or what its
roots deeply embedded in the safety of the soil. '&‘ target is, otherwise it may attack you next.
.................................................................................................................................... Mﬂﬂﬁ: 2
e R Gl TR M R T R S Reagents Blood, Bone, Wood
Main Location Bast Road: StoBa-Conm 1o -0 a0 1 m an o e R o v S R e K S A TR WA T PO TR e S P e A e L e A L R
f Intrinsic Forces Death — this fungus is black in hue, dark in purpose and Open Ground (Des Por Ylem)
Sh&pEd like the hEﬂd-CG"fEfiﬂg of its namesake, Eﬁfﬁ Dpens weakened areas of gmund or walls,
...................................................................................................................................................................... * Mana 3
Blackmoor : Reagents Blood, Blackmoor
Main Location CEIIIEI.’EL‘}', Ancient Necromancers, Stone:CoveE " = 0 1 B T A R e S el R s R R L e A

Create Golem (In Ort Ylem Xen)

_‘_ Intrinsic Forces Power — this is an odd mixture of the element of Farth and

the mysterious Blackrock. Effect Summons a golem from any dirt terrain, and tell it how to
assist you in one endeavor. It will try to destroy you if you
' attack it, otherwise it will wander off peacefully.
Mana 3
SPELLS | ' Reagents Blood, Bone, Wood, Dirt, Blackmoor
Each spell item weighs 1.
...................................................................................................................................................................... Withstand Death {Vas An CUIP)
Death Speak (Kal Wis Corp) Effect After casting this spell on yourself, you will resurrect with full
Effect You may speak to only those who have been buried with full health the next time you should perish. This spell will only
ﬁ necromantic rites, The process of Death Speak is too agonizing g work on the caster.
for those who were not interred correctly to be coherent. Mana 4
Duration one conversation Reagents Wood, Dirr, Blackmoor
Mana 1
Rf.::,rggmj Blead Bonet = "7 1 o a8 pAoRE DN R S 2 o SN G e e gt s diim e St nift s s tiiin S tiv s s st st v st
Grant Peace (In Vas Corp)
---------------------------------------------------------------------------------------------------------------------------------------------------------------------- Eﬁﬂﬁ Banishﬁs ﬂ'lt‘, Iﬂagic that animates an undear.{ creature }"ﬂu
Mask ﬁf Death (Q_ufﬁ CUTP) designate, sending it to its eternal rest.
Effect You enter a trance which closely simulates death. i Mana >
Mana 1 Reagents Executioner’s Hood, Blackmoor
E Duration Approximately 60 seconds
Rfﬂgfﬂﬁ Wﬂﬂ-d, Executioner’s Hood e i e e e e e T e o
Call Quake (Kal Vas Ylem Por)
-------------------------------------------------------------------------------------------------------------------------------------------------------------------- Eﬁﬂ'f Causes the gmund to roil and pitch, cgnﬁlsing and injuring
Rock Flesh (Rel Sanct Ylem) your enemies.
Effect Your body becomes nearly invulnerable to damage, Other than @ Mana 3
invulnerability, your abilities do not change. Reagents Bone, Wood, Dirt, Blackmoor
Mana 2
ﬁ Duration Approximately 100 seconds. The end is signaled by a sound
effect.
Vilnerabilities  Damage which consumes you, such as water or lava, will still
be lethal.
Reagents Wood, Dirt
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Focr
Each focus weighs 1, regardless of quantity.

Symbol < Staft (only one)
Location; Malchir \
Wand ﬁ‘,\

Rod j

Daemon Talisman v

SPELLS
Mana is used only to charge the foci, not to cast the spell.

A focus can only hold one kind of spell at a time, although it can hold multi-

ple charges of that spell.

Extinguish (An Flam)
Effect This spell douses candle-Hame.
Mana 4-5
Reagents Pumice
Foci Symbol, Wand, Rod or Staff
Ignite (In Flam)
Effect This spell lights candles for use in sorcery, a8
Mana 3-4 K
Reagents Ash, Pumice
Foci Symbol, Wand, Rod or Staff
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Flash (Flam Por)

Effece This spell is used to move from one
place to any other place within sight,
without actually traversing the inter-
vening space; only solid objects can
obstruct the transportation.

Mana 6-8

Reagents Ash, Pumice

Foci Wand, Rod, Staff or Symbol*

Flame Bolt (In Ort Flam)
Effect This spell shoots a bolt of fire from the

caster, severely burning the unlucky
target of the Sorcerer’s ire,

Mana 8-10

Damage 4-12

Reagents Ash, Iron, Pumice

Foci Wand, Rod, Staff or Symbol*
Endure Heat (Sanct Flam)

Effect This spell creates a glowing field that

allows the Sorcerer to touch any non-
magical flame and remain unhurt,
With this spell, a Sorcerer can even
endure the heat of lava if it is solid
enough to walk upon.

Mana 8-10

Duration  2-3 minutes; the more intelligence you
have, the longer it lasts.

Reagents Iron, Obsidian

Foci Rod, Staff or Symbol*

"‘iﬂ y (] E
Pumice
ke
N
LON
2 =

* As it is not the most stable focus, the Sorcever’s symbol of the pentagram can only retain one

charge for these spells
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Conflagration (Kal Vas Flam Corp Xen)

Effect This is the most powerful ritual that
the Sorcerer’s Cabal has revealed. If any
greater exists, only they know abour it.
By use of this spell, a malicious force of
fire manifests near the caster, where it
then commences to wreak savage
destruction on all things nearby.

Mana 22-27
Duration ~ Approximately 20 seconds
Reagents Ash, Brimstone, Daemon Bone, Iron,
Pumice, Obsidian Brimstone
Foci Daemon Talisman or Symbol* aﬂmn Bon®

* As it is not the most stable focus, the Sorcerers symbol of the pentagram can only retain one

charge for these spells.
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THAUMATURGY

Thaumaturgy is a relatively rare form of magic on Pagan. It results from the
study of all magic and therefore touches on all of the powers the others pos-
sess, to greater or lesser degrees, Due to the extremely rare and costly nature of
certain of the reagents, some of which do not seem to exist any longer on
Pagan, if they ever did, it is a discipline that creates more curiosity than it pro-
vides answers. Only Mythran sells either the spellbooks or the reagents, and
there is no other source for the books.

To create a Thaumaturgic spell
4+ Put the spellbook in a pouch.

4+ Put the reagents in the pouch.
+ Use the book.

The spell is then ready and can be cast by using the book.

REAGENTS

Each reagent weighs 1, regardless of quantity:.
A book can only be charged with one type of spell.

Eye of Newt
Intrinsic Forces  Sight/Knowledge — this aids a mage in focusing the inner

- eye within the mind.
Q Main Location ~ Mythran

Cost 25 obsidian coins

Intrinsic Forces:  Life/Creatures — the flesh, bone and blood found in this

structure serve as an excellent lodestone to the essence of life,
Main Location ~ Mythran

Cost 25 obsidian coins

Intrinsic Forces  Destruction/Separation — the poison in the mouth of this
beast seeps into the flesh and corrupts the scales, giving them

the magical ability to act as a destructor of bonds.
Main Location ~ Mythran

Cost 25 obsidian coins
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(CE, 1)
Go to Cemetery.

(CE, 1)
Talk to Vividos.

(ET, 2)
Talk to Aramina.

(CE, 1)
Go to Mordea’s

bedroom.

(CE, 1)
Talk to Vividos.

Hint. The East Road has many creatures wandering around. This is an
excellent time to raise your strength by fighting. (The higher your strength,
the more you can carry.)

He tells you about the necromancers’ past, and also about the dagger
that Mordea took from them.

Ask about joining them,

Continue to ask about the necromancers until the you can ask about
Mordea.

Ask about the dagger.

Offer to get the dagger.

She lives in a small wooden building (ET, 2). She is only there
at the hour of Bloodwatch.
Ask about the dagger.

Promise she won't ger in trouble,

Get the key (ET, 2).

It is safest to go when she is eating in the dining room. If she is
asleep, she won't wake up if you stay near the wall and don't
step on the carpet,

Open door to Mordea’s bedroom.

She’s hidden the key (CT, 3) beneath a black “skull” cushion.
Open the inner door (CT, 4) with Aramina’s key.

Open the chest (CT, 4) with Aramina’s key.

Get the ceremonial dagger.

Give him the dagger.

Watch the Ceremony.

Ask if he is the Necromancer.

Ask what a Scion is,

Accept his offer to become his apprentice.
Offer to get the reagents for Vividos.
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(ER, 1)
Talk to guard on
East Road.

(CT, 6)
Talk to Devon.

(ET, 3) or (CT, 3)
Talk to Salkind.

(ET, 3)
Read logbook.

(PL, 5)
Return to
Mythran’s house.

(CT, 8)
Return to Great
Palace basement.

(DO, 2)
Explain that
Devon is heir.

+

- -

CHANGE IN RULE

Devon is imprisoned, and Bentic has been executed.

Devon is in the Great Palace dungeon.’
Use the switch beside the prison door (CT, 7) to open it

 Tell Devon you will help him to learn Mordea’s motivation,

u

He'll tell you that he keeps the logbook in his house.

It mentions “forbidden” research, sealed in the dungeon behind

magically locked doors.

Hint. There are two keys in Salkinds house, one is beneath a rowel and the
gther is behind a spittoon,

Talk to Mythran.

Buy the Secret Door Scroll from Mythran for 50 coins.

Get the Ceremonial Shield from a wall upstairs. There is a book
about the Shield nearby.

Use the Secret Door Scroll on the wall (CT, 8) near the book in

the doorless room.

Read Bentic’s research (CT, 8).

+ The palace guards discover and arrest you.

Tell the people on the docks that Devon is the rightful heir.
Warch the resulting duel.

Note. You may now buy Confusion Blast ffom Mythran.
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(MK, 14)
Cross moving
platforms.

(MK, 15)
Talk to Lithos.

(CE, 1)
Return to Vividos.

T

+

Go through the door and then head west to the end of the

passage. To the south at this point are more moving platforms

(MK, 14),

Jump to the first platform, then jump ar an angle to the second.
Next, jump to the land itself; do not jump to the third platform. The

only difficulty here is jumping to the land when the platform is not
in the way.

Head north to Lithos (MK, 15).
Hint, Go south and look for the Recall Pad (MK, 1 7) so that you can

activaze it for later use. Watch out for the big land symbol (MK, 16) on
the ground, This sends you back to the beginning of the Hall of the
Mountain King. At this point that would be bad, Later, it is very usefu,

Ask to be Lithos” apprentice.
Agree to perform the Ritual of Interment.

Use the Recall Item to get to Central Tenebrae (CT, 1).
Go to the cemetery.

Inter Lothian (double-click on her).

Get the Key of the Scion.

Agree to go on Vividos' pilgrimage.

Hint, Vividos may send you to Moviens, when in fact he means the
Heart of Earth, Take care to visit the Zealans,

(SH, 1)
Go to shrine.

(UG, 6)

Go down stairs.

(SH, 3)
Move levers to reach

chest.

(SH, 2)
Navigate fence maze.

(SH, 7)
Go down to second
level.,

ZEALANS

Return to the catacombs via the building (CE, 2) to the north,

and head northeast until you find a building (UC, 6) with a door and
a plaque (saying “Towards fate do you travel”) on the east side. This
building is recognizable by the natural cave wall to the north,

Use the Key of the Scion to unlock the door.

Enter the door.

Note, You may now purchase Meteor Shower from Mythran,

(o down the stairs (UC, 6), and then west across the lava.

Hint. There is a dead body with a book about the Zealans and the
Ceremonial Shield,

Go north, through the door (UC, 8) / (SH, 1) and continue north
then northwest past some rolling balls, then north again.

Go east. You will come to a fork in the passage, one path going north
to a fenced area (SH, 2), the other going east to a square room (SH, 3)
with five levers and a chest, Continue east to the square room.

Move the skull candles far away from the levers to disarm the
levers’ trap.

Pull the levers until the center fence lowers.

Get the key out of the chest.

Unlock the north door (SH, 4).

Follow the passage north, east and south.

Open the chest (SH, 5) and take the Skull of Quakes.

Return to the fork in the passage and go north to the fenced area
(SH, 2).

Enter the fenced area, The pressure plates raise and lower the
individual fence gates,

Walk to the northeast area and climb onto the raised platform.
Jump northwest from the northwest corner of the platform to bypass
the entire west portion of the maze.

Go north out of the maze area.

Go west, the turn south, following the passage south to avoid

the spike balls.

Climb up the west wall (SH, 6) and continue past the pir.

Take the first north passage. (It leads to a tombstone that reads
"AMREZHAR by the Ancient Ones He is Met.”) There is a table with
two reagents and a bag (SH, 7).

Cast Open Ground.

Drop down to the lower level of this area (SH, 8).
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(AL, 12)
Take Leap of Faith.

Talk to Stellos (Al, 2). He tells you to take the Leap of Faith.
Go back to Windy Point (AL 12).

Stand benween the pillars at the edge, and jump as far as you can
(make the arrow full-length) to the west.

Make your way up the floating stepping stones until you land on the
largest platform (AL, 13).

Walk to the northern part of that platform, Stratos now picks you up
and talk to you,

Talk to Stratos (Al, 13) and receive Air Walk focus.

Learn about the Blackrock fragment called Breath of Wind.

Note. Do not get the Breath of Wind at this point, because you will not
be able to use Theurgy spells once you take the Breath of Wind,

Note. You may now purchase Call Destruction from Mythran.

(U2, 7)
(Go to Carthax Lake,

(CL, 4)
Go to Hydros.

WATER

Go back to Upper Catacombs (UC, 9) and then to Upper
Catacombs II (UC, 4).

Go south through a small passage way, past the entrance to
Argentrock Isle (U2, 6) and take the east passage.

Continue all the way south to the entrance to Carthax Lake (U2, 7)/
(CL; 1)

Activate the Recall Pad (CL, 2).

Head west until you can go no furcher, then go south as far as
possible, then east.

Go north to the edge of the water (CL, 3).

Follow the edge of the water west ro find a bridge going our across
the lake. At the broken end of the bridge, there is a cross-bridge with
another broken bridge on the other side.

Jump to the cross-bridge, then follow that piece around to the west,

then north. You should now be on a plateau with water in its center.
Walk out onto the white platform (CL, 4).
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(CL, 3)
Talk to Hydros,

(BG; 6)

Free the water.

(CT, 1)
Talk to Devon.

4 She says that she is trapped.

* Agree to help her.

+ She tells you that you must cast Open Ground on the grave of her
captor (BG, 6) and set the water free.

* Go back across the broken bridge and go west to find a
cavern entrance (CL, 5).
Hint, There are magic gauntlets (M3) (BH, 7) and magic leggings (M4)
(BG, 8) nearby.

* Go in. There is a troll to the west and bones on the floor.

* Run past the troll (or you can fight it).

* Enter the cave (BG, 1).

o (Go west until you see a northern wall with spikes on it (BG, 2).

* Climb over the wall, in the area that doesn’t have spikes.

e Go north until you see a wall to the west with a fence (BG, 3) over a
hole in the middle of the wall, with two switches nearby.

e Use the switch on the left to lower the gate.

* Climb through and continue west. You come to a wall with spikes on
it, with a gate (BG, 4) in the middle,

* Walk to the gate, and it will open,

* Go through the gate and continue west.

* (Go west, south, west, north and then east through the cave entrance
(BG, 3).

* (Go north.

* Find the tombstone (BG, 6) on the other side.

* Cast Open Ground. This frees the water and forms a waterfall,

* Return to the white platform (CL, 3).

+ Learn that Hydros is unleashed, and Devon is powerless and in danger.

+ Now that he is Tempest, you can find him in the Great Palace.
* Agree to resolve storms and find the sorcerers.
Note. You may now purchase Devastation from Mythran.
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(ER, 1)
Arrival,

(EP, 2)
Plane of Water,

(EP, 3)
Plane of Fire.

(EP, 4)
Plane of Air.

(ED 5)
Plane of Earth.

(EPR, 1)
Conclusion.

ENDGAME

+ You appear on a platform foating in space. To the north is the

Plane of Water, to the west is the Plane of Fire, to the south is the
Plane of Air, to the east is the Plane of Earth,

Jump from pedestal to pedestal, heading west (PW, 1).
Hint. The Magic Helim (M1) is near here (PW, 3).

Use the Tear of the Sea on Hydros (PW, 2). When this is done, you
are returned to the Ethereal Plane.

Hint, There is a magic shield (M5) (FI, 7) near here.

Follow the path to the north.

Jump from the broken bridge (PF, 2) to the other side.

Go to the small shrine (PE, 3).

Hint, Flame Sting (M12) is just visible behind the shrine.

Ger all the gray spheres from the chest.

Return down the center path to the star puzzle (PE 5). It looks like a
star with glowing squares on each point.

Pur a sphere on each glowing square. The spheres will turn red, then
disappear. For each sphere that disappears, a platform will raise in the
lava.

Jump from platform to platform, crossing the lava to the north.
Warning, Once you jump from a platform it will disappear. If you jump
straight up, you will fall into the lava.

Find Pyros (PF, 6).

Use the Tongue of Flame on Pyros, You are returned to the Ethereal
Plane.

Warning, Some of the platforms fall out from under you, Small ones are
safer than big ones,

Jump from platform to platform, in a northeasterly direction.

Hint. There are Magic Leggings (M4) just east of the first platform.

Use the Breath of Wind on Stratos (PA, 3), You are rerurned to the
Ethereal Plane.

Head northwest.

There is an invisible walkway (PE, 2} over the lava.

Hint. You can cast Endure Heat and walk along the outer edge. Or you
can throw rocks around to see where they do not sink.

Head north, then west, and find the platforms over the lava (PE, 3).
Jump from platform to placform.

Hint, Just jump down to the outer edge and walk around the lava.
Head southwest to find Lithos (PE, 4).

Use the Heart of the Earth on Lithos. You are returned to the
Ethereal Plane,

Arrange the energized Blackrock fragments on the large gray
pentagram.

Energize the Obelisk Tip by “using” it on yourself.

Walk into the Black Gate, into the Guardian’s homeworld.
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WT, ET, HV, FR
Talk to Orlok, Jenna,
Darion, Gwillim,
Corinth, Gwillim
(again)and Kilandra.

(GR, 3)
Get key and find ghost.

Ll =g —

(GHOST SUBPLOT

Ask Orlok (WT, 1) to tell you some of his tales. The first tale he tells
you 1s a ghost story.

Talk to Jenna (WT, 1). She thinks perhaps the ghost story is true.
Talk to Darion (ET, 2). He menrions the herdsman believes in the
ghost.

Talk to Gwillim (HV, 1). He says he doesn't want to talk about it,
Talk to Corinth (HV, 1). She says Gwillim, her husband, has seen it.
Talk to Gwillim (HV, 1). He'll admit that he knows the ghost, and
that the ghost supposedly lives in a nearby cave.

Go into the cave (HV, 3) and try to open the door.

Complain to Gwillim (HV, 1). He directs you to Kilandra (FR, 1).
Talk to Kilandra three times. The third time, she directs you to her
daughter’s grave (CE, 3).

Go to the west side of the cemetery.
Double-click on the appropriate tombstone (CE, 3). A ghost
appears, throws a key to the ground and disappears.

Get the key.

Open the door (GR, 2) in the cave.

Discover the ghost is really a floating suit of armor (GR, 3) (M2).
Cast Aerial Servant spell to retrieve it.
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