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Aidyn Chronicles: The First Mage is the first true 3-D
role-playing game (RPG) for the Nintendo 64, If you're
strictly an N&é4 gamer, you might not be familiar with
RPGs. Unlike many other games in which you're

given one character to control, RPGs often put you

in charge of a group of characters with different
strengths, weaknesses, and abilities. And rather

than depending on split-second timing and pre-
T cise control, 1
' * mast RPGs
P\ T require more
s j‘"'J ‘ﬁ strategy to
! K| succeed.
3 &

.
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/
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Aidyn Chronicles is the adventure of Castle

Gwernia's young squire Alaron, who must

undertake a quest to save his homeland and discover
his origin and potential. He'll face many powerful ene-
mies—from Goblin hordes to traitors to the crown—but

= toward his destiny.

he’ll have help from
fellow adventurers
such as Abrecan,
Gwernia's greatest
knight. Along the
way, Alaran will
meet characters
from various races;
some will mean him
good, others will try
to lure him to his
doom.

Tntroduction

Of course, there will be plenty of fighting. When Alaron
and company are on the road, monsters confront them
in 3-D scenarios. All combat in Aidyn Chronicles is turn-
based, meaning that every
hero or enemy takes turns
attacking, casting spells, or
running away when the
~ odds are unfavorable.
Mastering the art of
combat is essential

te guiding Alaron

When Alaron and his party begin their
w adventure, they'll have a tough time
defeating the lowliest Giant Rat or Wolf,
but as they progress, even the mightiest
foes will fall to them. As is typical in
most RPGs, your characters gain
power by earning experience from battles, which lets
them learn new skills, enhance their physical abilities, or
o study spells.
Constant battle
can be wearying,
but whatever
doesn't kill your
party makes it
stronger,

[
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Your characters will also fare better
in fights if they are properly equipped.
Characters can wear armor, wield

weapons, and carry accessories that improve their per-
formance. Sometimes you'll find these things in locked
chests, and sometimes
you'll take them from the
bodies of fallen foes, but
most often, you'll have to

purchase them from shop- into an area that your

keepers in towns. Speak to party isn't ready to
every character you meet; handle

you might get the chance
to purchase something,

find a new ally, or simply
get some helpful informa- -—

Each walkthrough section features a detailed map of
the area you'll be exploring, with all of the encounters,
treasure, and special items you might come across. Use
the map to locate
items that will help
your party on its
guest, Beware, howey-
er; straying from the
path might lead you

tion. Above all, keep your
eyes and ears open—
Alaron depends on you to
help him get to the end of
his story.

The walkthrough is designed to help you get Alaron
and company from one objective to the next with mini-
mal fuss. The walkthrough’s early chapters tell you
where to find most hidden items, but as the game pro-
gresses and more areas open up, you'll have to rely on
the maps to find the hundreds of hidden items; Aidyn
Chronicles is set in an enormous 3-D world—those will-
ing to explore it will be well rewarded.

This strategy guide addresses every aspect of Aidyn
Chronicles. Each chapter of the walkthrough begins
with a list of the enemies you'll likely encounter, so if
your party isn't up to snuff, fight some weaker enemies
for Gold and Experience Points, purchase better equip-
ment, and/or train your party in new skills before you
enter the next Act. o

Finally, at the end of this
book are three Appendices

- that detail skills, magic,
E - ‘f weapons, items, potions,
Y armor, and enemies. These
'1;' will prove helpful when
o2 | you encounter an unfamil-
¥

iar monster or find yourself
shopping for better armor.
Good luck!
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A Triendly Faces
There are thirteen characters who can undertake
Alaron's quest. Because you can only have four charac-
ters in your party at a time, you want to give each one
some serious consideration before deciding who to

o include. Some, such as Rheda, might require a little per-

suading to join you. Others, such as Abrecan, are
ready to help after you've asked them

politely. In general, you want a good mix of
front-line fighters, long-distance magic users,
and thieves. Don't put too many eggs in the
same basket; you'll need a variety of skills to
survive the challenges that await Alaron and
company.

ALARON - f
Aidyn Chronicles’ main character,
Alaron, is a headstrong young squire
from Gwernia whose eagerness to prove
himself often conflicts with his inexperi-
ence. Orphaned as an infant after a Goblin
raid, Alaron was adopted by the King of
m Gwernia, who seems to have a special affec-
tion for the boy. The knight Abrecan,
% however, resents Alaron’s headstrong

- attitude and fears that if Alaron con-
" tinues to leap before looking, he'll
tarnish the reputation of the castle
knights...if Alaron lives long enough
to become one, that is.
]

Alaren is a good all-around fighter
with some talent for magic. He is best
used as the secand melee fighter in the
h party (after Abrecan) or as the primary

® Wizard (if you don't choose Rheda or
% Godric). And although no character can

S be resurrected after reaching zero hit
' points, the game actually ends if Alaron
! is killed, so building him up as a magic-

using melee fighter is a good idea.

ik -

ABRECAN %
Captaln of the Gwernian knights and possi-
bl-_n,r the greatest living Warrier in the king-
dom, Abrecan's prowess in battle is
matched only by his surliness in social situ-

— ,ations. He never misses an opportunity to
grumble at Alaron or Brenna, and very few of his

P

i

-

S

compatriots’ misdemeanors escape his notice. But
behind the hard exterior is a committed, dis-
* ciplined warrior who wants nothing more
from life than to serve his king and
country and uphold the henor of the
1_= Gwernian knights.

0 o

Abrecan becomes available in Act
One, when you first return to the cas-
tle. Abrecan is goed for two things:
absorbing punishment and dealing it
[ out. He is vital to any low-level party
because he's able to destroy
Minotaurs and Goblins without
breaking a sweat while the weaker
acdventurers are having trouble with Giant Rats.
He should be at the front of any combat, hold-
ing enemies back from the other characters,
who are free to attack with magic or missile
weapons {or to heal Abrecan). Build up
Abrecan’s already impressive physical stats
and keep him in good armor and weaponry,
and you'll have little to féar.

\z.
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BRENNA

You'd never know it from watch-
ing them, but the constantly
% feuding Brenna and Alaren
are actually the best of

3 friends. They have a great
deal in common: Brenna was also 4
orphaned while very young, but unlike Alaron, ot
she had to make her own way in the world for
a little while before being taken in by the
King, which is why her thieving skills are

= d
unmatched. Like Alaron, she feels as if I’ “ -

she doesn’t get enough respect in
Gwernia, especially from Abrecan, and
she wants to find her place in the world

as badly as Alaron does. =

6 primagamss.com
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. ‘ J&ithbugh she hates bEIﬂg called a Thief, the fact of the | As much as you might like Gedric's zany antics, he's

matter is that Brenna is a Thief, and a good one. . probably not the best guy to pick for your party. R
W'l'thnut her Thief skill, Alaron's party has very little - Although he is a skilled alchemist, the Alchemy skill is TN
chance of gefting the goodies out of locked chests. And one that any character can pick up and improve, com- =
~ without her Mechanician skill, some of those chests are pensating for his absence. Also, his potions require

* likely to blow up in the party’s face. Developing her tal- plenty of Herb, Spice, and Gemstones, so if you're hop:

ent with thrown weapons makes her a worthy addition ing to use Alaron’s or Rheda's spells, you may be frus-

to the group. You can take Brenna into your party in Act trated by how quickly you run out of materials.

One, when you first return to the castle.

e

RHEDA
High-strung and as demanding of oth-
ers as she is of herself, Rheda is the
apprentice of the Wizard Bowden.
When you first meet her, she's trying

to remove a curse laid on her friend hood. His resi- I o X '\

BECAN
A former Gwernian knight,
Bacan left Gwernia and the
King's service after the m
Goblin raids of
Alaron's early child-

Niesen by Shamsuk, a Gwernian politi- dence in Gwernia is still
cian who's a little on the power-hungry U“GCF”F}"E": th‘{”‘é_}hr and he
side. She'd rather spend her time at I"“j’& his journal sitting on the I
the castle trying to cure Niesen, but if kitchen table. It reveals 'Eha_t ’ w i
*_, Alaron is persuasive enough, he can Becan did save the King’s life, -
' get her to join him on his quest. but he seems to have some f )
regrets about the way he did ‘]
-~ —._Skilled in the magic it. Alaron cap find Becan J .
” ] “®. arts, Rheda is an initial- peddling wares in the - -
4 %' ' ly weak Wizard who Mirari b.r:lliage Err::_-mnn. !
can become a powerful and valuable If ‘E"'I?":"" is especially 'f :
. member of the party, provided there persistent, he can ”
\ are a few warriors who can held convince v
lll"u \ back the monsters. Rheda _ Becan to.
works best as support for = Ohoe again
| the rest of the group, , take up the ,
' axe and crush some Goblin skulls.

casting defensive and

/ offensive spells.
r ' Improve h._l:,- defensive ‘ b‘ Becan's fighting skills are comparable to
[ l stats, pour XP into her Abrecan's. His biggest disadvantage is that he's

slow. He doesn’t get as many attacks as other
1 ‘ characters and can't move as far during his turn,
@ You can remedy his slowness by boosting his

’ Dexterity with XP. Having Becan and
%Abrecan in the same party ensures a solid

Wizard skill, and teach
her every spell you
COME across.,

GODRIC I." wall of blades and armor through which

Godric is nuts. He lives in the P Y el ci:n P -
basement of the Wizard's \
2 Keep, guards his laboratory with ) i
Giant Rats and Bats, and can't remem- ’
ber conversations he had five minutes Y

ago. Hls talent for Alchemy and his scattered
knowledge of Gwernian history, however, almost
make up for his mental lapses. You can invite
Godric to join you in Act One, when you first return ’
to the castle.

= . . primagames.com



KEELIN
The daughter of well-to-do traders in
Talewok, Keelin turned to a life of mis-
chief when she was quite young, and
she's only gotten worse as she's
grown. If she can’t get her way by
using her womanly charms, Keelin isn't above
using her light fingers or ever-present dagger
to get the job done. The party first encounters
her at the bridge to Port Saiid, and she
becomes a selectable character at Port Saiid's
Four Winds Inn.-

Keelin is Brenna's rival in every way. By the
time Alaron meets Keelin, Brenna has start-

Arturo’s only good for one thing: fighting. Fortunately,
he's really good at fighting. Not only can he dish out a
great deal of damage, he can also absorb a lot of pun-
ishment. By the time Alaron meets him, he might be
ready for a break from Abrecan, and Arturo is a worthy
replacement.

e e

- NIESEN

" Niesen, one of Rheda’s best friends from

Gwernia, was cursed by the Wizard

{8 Shamsuk just before the beginning of the

ed hinting that she's a little jealous of the
female attention he's been getting...and
Keelin gives Alaron a lot of attention. She's
also a very talented Thief, but would Alaron
ever confess that she might be more talented
than Brenna?

ARTURO
With a head as thick as his 2,
Improved Plate Mail, Arturo is
3 the quintessential big dumb
fighter, His father was a
Gwernian knight, but the closest Arturo
ever got to meeting him was receiving his armor after
he died. His drive to live up to the honor of the Code of
Knights is limited only by his almost subhuman lack of
Intelligence, The party meets him while he's “guarding”
the bridge to Port Saiid, not letting even legitimate

travelers and merchants pass.

=

it
= -
P i L
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game. If he does not find a cure soon, he
will slowly become undead. At the start of

A!ar-::n s quest, Niesen is only mentioned by name. He
appears for the first time in Talewok, at Herne's Inn,
and is available as a playable character when the
party reaches Terminor. He and Alaron share much
more of a past than either of them realizes.

Niesen is a very powerful and knowledgeable
Wizard of the Elemental school and a decent
alchemist. He's not much for melee combat,
W2 but he starts out with enough Stamina and
Endurance to take a few good hits, and his

arsenal of anti-Necromancy spells comes
in handy against undead monsters.

5
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‘3 DONOVAN
‘Swashbuckling superhero or
self-absorbed sword-
% slinger? Donovan thinks B
very highly of —
himself...so highly, in i

fact, ‘I:I"lat he has grown tired of giving
fenﬁng lessons to the children of
aristocrats in Terminor, and longs for
adventure. His prose (and armor)
lean toward the melodramatic, but
his skills as a Warrior and a Wizard $
compensate.

&
b

5

Donovan is available as a playable
character at the beginning of Act
Five. Find him in the last room on
the right in the Staggering Ogre
Inn. Rheda's obligation to
Alaron's quest ends with Act

Four, so Donovan (who is a ‘
Naming Wizard, like Rheda) p
might be a good replacement =
for her.

BAIRD

Baird's sheer size could give Arturo’s bulk a
run for its money, but, unlike Arturo, Baird
has something between his ears. He is an
able Warrior, and he fancies himself a poet.
: He will regale the group with tales of their
legendary quest at every opportunity (even if he does
run into a couple of tricky rhymes along
the way). More importantly, he
ll'. claims to know the Jundar
desert south of Terminer like

the back of his hand.
~ You'll find Baird hanging
around the Staggering Ogre
Inn's entrance at the begin-
~ ning of Act Five. By the time
the party returns to Terminor after
Act Four, they've probably out-

_ %+ grown Arturo, and Baird's axe is a
" }» fine replacement for Arturo's
sword. Baird is also a talented
Loremaster and Traubadour, as
‘opposed to Arturo who isn't a tal-

ented anything.

%

!ir- A

_i‘ L o
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SHOLEH
A Jundar woman
living in the
2 desert near
Ugarit,
Shaleh is
ane cf the few of her
kind who does not display r\ .
the custemnary Jundar dislike
and distrust of humans. She discov-
ered the blind Wizard Fyrsil in the
desert after he failed to stop Mago's
rmagic storm, and she has cared for him
ever since.

4

Sholeh is a strong warrior, deadly
with missile weapons, and a
good cheice if you need to add
some long-distance power to
your party.

. DOUGALL
Dougal is one of the last playable cl‘mab
ters your party encounters, and one ' #f the

% most well rounded. He's an accomplished

Warrior and Troubadour, with strong Thief

skills and some powerful magic to boot.

Find hrm in Terminor's 5taggering Ogre |

Inn after completing Act Five.

Unfortunately, Dougal is a little too
good to be true, which you will dis- f

cover if you add him to the party. b
reveals himself as a traitor | St
\."' II _-'
% ,;y_ /
He threatens to steal the
you'll still be short a party mem-

When you reach Rooughah's Lair in
to the group and a ser-

Horn of Kynon and fights the

ber. Avoid Dougal at all costs.

the Erromon tunnels, Dougal A
vant of Rabisat and Chaos.
party for it. Even if you win,




Like most RPGs, Aidyn Chronicles relies on a series of
menus that let you load and save games, equip your
characters, check Alaron’s Journal, and much more. To
access the Main menu, press START any time during the
game except during a conversation or a battle. The
Main menu is divided into three main sections—the
Game, Character, and Trek menus.

THE GAME MENU

The Game menu is where you manage your game files,
adjust the game set-

tings, and access the
Help menu.

1 ur-a-f-i;nm-
qr T
a I

SAVE Game ano load game

Use these options to save your characters’ progress and
load saved games. Use all four of the Controller Pak’s
save slots for the same
game so you have as
many as four different
times and locations
from which to continue
1 your game.

N ..1.:;.-:. GAME

options

From the Options menu, you can adjust sound, music,
and graphics, as well as rename Alaron. Renaming
Alaron is useful when more than one gamer is using the
same Controller Pak,
because the Alaron
character's name is
displayed with every
saved game.

OH tal f:"tlﬂtu]l[ U'zhg 'P

theaten 3 ’
During the course of the game; you will see cutscene .

with dialogue, Once you have seen a cutscene in the

| game, you have also
unlocked it in the
Theater scréen.

«!-T'*’F-ﬁ—"
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THE CHARACTER MENU

The Character menu shows your chardcters’ health, sta-
tistics, what they have equipped, and which skills and
spells are available to them. The Equipment diagram on
the left side of the screen shows which weapons, armor,
and items a character is carrying. The character's level,
hit points (HP), and
gold are displayed in
the upper-right corner.

e b e b e
i

‘333

inventory

The Inventory lists every item the party owns. Selecting
a new item automatically replaces any equipped item.
Not all items can be equipped; pressing & with a
potion highlighted will use that potion on the selected
character, and items at the very bottom of the list are

: special items used
automatically in char-
acter interactions and
spells.

Note

In all of the submenus, you can access more detailed information
by holding ©¥ when a selection is highlighted.

10 primagames.com



Stats

The Stats submenu lists a character's six statistics
(intelligence, Willpower, Dexterity, Endurance, Strength,
and Stamina) and their appropriate values. Numbers to
the right of the statistics represent combat bonuses (for
high scores) or penalties (for low scores). Below the list
of statistics are the character’s unspent Experience
Points {XP), total XP and the number of XP required to
reach the next level. See The Battle System below to
find out how statistics
and experience affect
your character.

skills

The Skills submenu lists a character’s current skills and
proficiency level. Again, numbers to the right of the
skills represent bonuses or penalties for high and low
scores, respectwely See The Battle System below to
find out how skills

affect your character.

spells

Magic users have their spells listed in the Spells sub-
menu. i a character has no spellcasting ability, this sub-
' menu will be empty.
See The Battle System
below to find out how
spells affect your char-
| acter.

s,

« *H B’eginne{"s Guiicke

THE TREK MENU
From the Trek menu, you can see your current position
on the World Map (if you have one), check the date,
camp, or read Alaron's Journal.

WORLO map and calendanr

If you've acquired a Map, it will be displayed on the left
side of the screen, with a small blinking star indicating
your party's position. Names of towns also appear on
the map, but not every important location is listed. To
the right of the Map is the Calendar, which indicates the
month and day (represented with a black square), and
also gives the phases
of the moon, essential
for Lunar-aspected
characters.

camp

Camping is'a good way to kill time and heal injured
party members without using a lot of magic or healing
potions. When you camp, your characters will either
sleep peacefully and recover 1/4 to 1/3 of their HP, or
monsters will ambush them during their rest. It's best
to camp when night is falling (and your characters are

s mostly Solar-aspected)
or when it starts to
rain heavily, because
rain brings a number

- of com Iti

)| Y } of cor bat penalties
i : M with it.
= %~
Ehhhhhb. Pas (he messhmeliows.
L. 1:3

JouRrnal

Alaron automatically records important information in
his Journal, and a message appears letting you know
that the Journal has a
new entry. Review the
Journal entries when-
ever you need to jog
your memaory.

primagames.com 1



Knowing how to fight is the only thing between you
and annihilation...or at least a'good deal of frustrated

restarting. Here, we'll take a look at the characters'
abii_ities and the elements that affect battles.

CHARACTER STATS
Most of ybur character's abilities are determined largely
by six statistics: Intelligence, Willpower, Dexterity,
Endurance, Strength, and Stamina. You can raise these
statistics with the Experience Points you acquire from
battle. Higher-numbered statistics require more XP to
raise than lower-numbered ones do. For instance,
raising a character's Intelligence from 18 to 19 is more
costly than raising it from 17 to 18. Each statistic
affects your characters' chances of success in battle.

mtelligence (Ind . .

Intelligence affects your characters’ spell casting =~

ability. A higher Intelligence increases the likeli-

hood of successful spell casting. It also slightly affects

your characters' use of ranged weapons and determines

the effectiveness of knowledge-based skills, such as
Loremaster. High Intelligence is a must

for all magic users.

f’f

-~ =

willpowen (wi]
Your characters’ Willpower
scores determine their
resistance to spells cast
against them. With high
Willpower, enemy spells
, do less damage and may
fail altogether. Early in
the game, when few
enemies use spells
against you, Willpower
is not a critical stat, but
as enemies become
stronger and use more
offensive spells, every character
should work toward improving
Willpower.

=

.al 3
'{1-'-13-

), v

endurance (end
Endurance represents the
amount of real, physical damage
. é your characters can endure.
When a character's Endurance reaches
zero, that character dies. Endurance—along with the
character’s level and Stamina—determines the number

«
3
\
A
4
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of HP the character has (see Hit Points and Takmg ‘
Damage below). Because Endurance is so critical sall
characters should develop it, but those who will
be spending a lot of time on the front lines
should focus especially on it.

. m m,mw (OX]

Dextenty serves a three-fold purpgse: It - -,
determines your characters’ ability to hit
enemies with ranged and hand-to-hand
weapons, affects your chances of dodging
- enemies’ ranged and hand-to-hand attacks,
- and determines your characters' move-
ment speeds during combat and the num-
ber of actions they can take per round.
w= Because Dexterity is such a versatile
__skill, all characters should develop it—
~ especially magic users and thieves,
who can't rely on brute strength.

physical’strength (ps]

Physical Strength (Strength) is to a fighter
what Intelligence is to a magic user. it determines a
hand-to-hand blow's chance of landing, and affects the
amount of damage the blow does. Because this stat
applies only tp hand-to-hand combat, magic users and
those who attack with ranged weapons don’t need to
spend a lot of XP raising it, but your warriors should all
improve their PS as quickly as possible.

stamima (st] a

Stamina determines your characters' energy reserves.
Every time a character performs an action, such as cast-
ing a spell or picking a lock, that character’s Stamina
decreases. As one of the three factors that determine a
character's hit points, Stamina also decreases when a
character takes more points of damage than his current
level (see Hit Points and Taking Damage below).
Characters recover one ST point for every combat
round in which they do nothing. Stamina is relevant to
all characters’ skill and magic usage, as well as their HP,
and should be made a priority for everyone.

Alevel (v

Though not technically a statistic, levels affect perform-
ance like stats do. Rather than having to spend XP on it
as with the stats, however, a character's level automati-
cally increases when his total XP reaches a certain num-
ber of points. A character's level is added to virtually all
actions, and each level the character reaches gives him
or her another hit point (see Hit Points and Taking
Damage below).

T e ————




SKILLS AND MAGIC
There's more to combat than just wading s
into the fray with a Broadsword, and -

that’s where skills and magic come in.
Like stats, skills are improved by
spending XF, but you can only
acquire new skills with the help of a
trainer. A trainer can also teach
magic spells, but you can learn

those by reading scrolls as well. o
A high skill rank increases the
chances of success in activi- ?
¥
|

ties directly related to the skill.
A high-rank Stealth skill, for
example, gives the party a better
chance at sneaking by enemies.
Most spells can only be cast with the
appropriate materials (Herb, Gemstones,
Spice, etc.); if your characters don't have
the materials, they can't cast the spell.
Trainers will offer to teach you new
skills or improve old ones. If you accept
the offer, you'll see a menu of all of the
skills the trainer has to offer, with
ranks next to them that represent the
highest rank the trainer can teach. If
your character already has a skill rank
higher than what the trainer has to
offer, that character can't learn the next
skill rank from that trainer. You can find a complete list
of skills and spells in “Appendix A: Skills & Spells” at

o the end of this guide.
x |5
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ASPECTS
Characters’' Aspects also determine their effectiveness
on the battlefield. Every character is either Solar- or
Lunar-aspected—represented by a little sun or moon
under the character’s portrait in the Character menu.
Solar-aspected characters fare much better in daytime
combat and spell casting and suffer penalties at night.
Lunar-aspected characters gain bonuses to their attacks
and spells during a full moen and suffer penalties during
a new moon.

A B”eginne%"s Guide -

Each enemy has an
Aspect as well, which
you can determine by
. using a Sense Aura spell.
TS Use this information to your
advantage: If you come
across an unfamiliar Solar-
aspected monster during the
day, you might want to flee
and return once the sun has set, for example. You can
also use Potions of Aspect Change to temporarily align
characters and monsters to their opposite Aspects.
Aspects have a great deal of influence in all realms of
Aidyn Chronicles, and the difference between paying
attention to them and ignoring them is as great as
the difference between victory and a dirt nap.

HIT POINTS AND TAKING DAMAGE
Each character can take a certain amount of punishment
before giving up the ghost. Each character's hardiness is
measured in hit points, represented by a colored bar
next to the character’s portrait in combat. Every time an
enemy strikes a character or a trap is triggered, the
character takes a certain number of HP worth of dam- .

=— age. lf a character's hit -
e | 8.|| peints reach zero, that
v| .. | & character dies, and
27| there's no resurrection
— %] in Aidyn Chronicles. If
§ ¥ " Alaron dies, the game
IS OVer.

Lo

¥

¢

‘-'. Choos Shormer losea T b { b
d paints | l

L0
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points are determined by adding the character’s

|, Stamina, and Endurance. When a character at full
HP is damaged, HP are deducted first from the charac-
ter's level (though the actual level and correspending
benuses are unaffected); then from the character's
Stamina (which reduces the number of actions the char-
acter can take); and finally, from the character’s
Endurance. Hit points can be recovered by using the
Healer skill, Healing Potions, other healing magic, or by
camping. When hit points are restored, so are the char-
acter's Stamina and

Endurance stats.

33 A character with no

Stamina Battery item.

e L . Furthermore, a charac-
wril a8 O ter with no Stamina

0 suffers dramatic penal-
ties to nearly all
actions. Recover hit
points as soon as pos-
sible during combat,
because an injured
character may suffer
even more damage
with diminished

53 Stamina. -

L

s this ihe end of Rlaronf

i
L]

- :..'

Pt i,l Stamina cannot cast -
| spells except those
bzl 20 cast from magical
i = devices, unless the
U B 2 i e
= character is carrying a
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ENVIRONMENTAL EFFECTS ‘ :
The battlefield terrain, positions of the attackers, weather, and

even time -:-f day play roles in determining who will emerge
victorious.

Noie

The bonuses and penalties presented here apply 1o physical com-
bat only, Movement, positioning, wmhu'..ml.l thi time of day do
not affect magie. ¢

altitude

"Seize the high ground” should be your mantra in combat.
For every game meter a character stands above an enemy,
that character is one percent more likely to hit that enemy.
Likewise, for every game meter a character is below an
enemy, hitting the enemy is one percent less likely. This usual-
ly isn't very significant in hand-to-hand combat, but a skilled
archer or knife-wielder can turn such bonuses into a

T substantial advantage.

K laron besins oclon

£33

Back attack »

Positioning your character directly behind an enemy prior to
attacking improves that character's chance to hit by 20 per-
cent. Additionally, a character with the Thief skill gets an addi-
tional 10 percent bonus to hit and a 2-HP damage bonus per
rank of Thief skill. The back attack can also be used against

53 you, so don't leave your
171 £,|| characters’ backs
o~ exposed during combat.
o B
ol
2 -
- -
K laron begins oction
— 0
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dlstance
Ranged weapons are good for hitting targets at a distance,
 buttoo much distance means penalties to hitting, For every
" game meter beyond five meters between the ranged
. attacker and the target, the attacker suffers a one
‘percent penalty to hit. That makes other potential
bonuses, such as altitude and back attacking,
even more critical for those who don't wait to fire
until they see the whites of their enemies’ eyes.

i~ X Ve
@*J " I,%

= O

movement Q
If a character making a ranged attack L
does not move or moves only a very

short distance, he gets a small bonus to

the attack. If he moves a couple of meters,
there is no bonus. If he moves several

meters or more, there is a penalty to the

attack. These bonuses and penalties do not
apply to hand-to-hand combatants, who

can move as far as their Stamina allows

before attacking.

a B 2

!l
Choos Sl:nu:l lorsems 27 hit
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Aloron besins action

BT

WeAtheRr
Your characters will not be stopped by rain, snow, or fog, but
they might slow down a'bit. Ranged combat can be penalized
o by as much as 30 percent
if the weather is particu-
larly nasty. However,
weather does not affect
hand-to-hand combat.

. ' primagames.com
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time of day

.

 ters suffer a small hand-to-hand combat penalty and a
~ fairly significant penalty for ranged combat. Magic
users can reverse the effect by casting a Light spell
{which basically changes the time of day during the
battle), but keep in mind that your enemies will also
reap the benefits.

iy

J 1z
M
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ASPECLS anod stamina
As mentioned earlier, Sn[ar—a.spected characters receive com-
bat and magic bonuses during the day and penalties at
night. Lunar-aspected characters get combat and magic
bonuses during a full moon and penalties during a new
moon. An attacker with zero Stamina suffers a penalty
to ranged and hand-to-hand combat, and cannot cast any
non-item spells. A charac-

T5F :
|g.|| ter attacking a target
| r
Ii that has zero Stamina
receives a bonus to hit-
ﬁ_': ting with ranged or hand-
I&&‘L to-hand weapons.
Ir.-'"_"\
Dorsnes cast on Rlaron A
)
03

15
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Once the sun goes down, even Lunar-aspected charac- .,_,f .}_
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Map 11

Bl W <acoamicr oA Mirdrd (Fier and Yl) ' -Encomiisr wiih Gobiim Ambash (Eads o Speciad Bem (Rendalfs Hat)
i fild & Euctamic il Spini sctne-Rlarn wais wp m driana’s

£ Smeral Bemstonzs, Wl (2 possibl; hecatioms) Fit; 3 perwsible ocathons)

& G w -Ecmier we INiran (orze: &0 & and cacoumicr wah

B Pk of Rerbs Tarcwt) Buizen: anil Rares:

Aidyn Chronicles begins with a cutscene of Gwernia's cook,
Gabrion, searching the castle (at the King's request) for the % &

young squire Alaron. He first encounters the knight Abrecan,
who complains that Alaron mis-enchanted his sword. Then he,

| meets the sorceress Rheda, who accuses Alaron of taking ‘&
miagic items from her laboratory. Finally, he speaks withPrince "I

% - Sheridan, who says 4 =

| that Alaron has run " '_, »

. into the forest to res-
|| cue a missing farmer.
During this cutscene,
we see that Alaron
has left the castle,

X = & '+ || and when the game 5
[ = = | fae begins, Alaron is in
Why does thekins RLUAYSashme tn findthe | | the forest, calling for
O3 the farmer Kendall. -
. primagames.com e
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N&t‘tﬂ MW“ s 513'1‘ - As Alaron moves farther east, he encounters a Spirit mnninf
ing position is a chest. . through the forest, and notes it in his Journal. Kendall's Hat
_ it to find Healing Potions, on the ground just past where the Spirit appears. Pick ikup,
will be useful af'n‘zr the coming then walk farward and face south to see the first of many
battles. Collect the potions and head Portals you'll encounter. Get a good look (standing under-
'fj'-'“"’" the short embankment to automat- neath it won't do anything yet; you need to find another one
ically enter into a conversation with Yuli before it will activate). There is a southwestérm path lead:ng
and Edur, two members of the from the Portal back

gnomish Mirari race. They say that to the start paint; fol-
Goblins have invaded the forest and’
Rave been attacking caravans and

you to two chests and

lowing this path leads ;ﬂ = 15| .
traders. Yuli and Edur were lucky to » bile’of Geldundar 4 :

slip by with the spice they've carried tree. After collecting 1 , NS ~
from the southern town of Talewok. your finds, returnto Y = - i H
When Alaron asks them about the paint where you = |

Kendall, they reply that they did
not see him. They conclude by sell-

“ing Alaron a bit of spice at a dis-
caunt, and then warning him
about fighting anything more
powerful than Rats or Bats and
about traveling at night. It's good
advice, so follow it.

found Kendall’s Hat.

ﬁ Bloron besins aclion O

At the next fork, go northeast; you'll find a chest containing
some Gold in a little alcove to thesoutheast, and another in

LW o= an alcove to the north. Continue northeast to find a small pile
. » E of Gold lying under a tree on a ledge to the northwest.
i r Continue along the nerthern path, following it as it curves
i 3 southwest. You will encounter two more Mirari—Gotzone and
Zuréne. They are surprised to see Alaron, and warn him that
o = : Lo ‘ he doesn’t have magical Mirari protection from the beasts of
:_- % 'n_l- o the woods. Alaron
. . ¥ reveals his dislike for
- - e his mentor, Abrecan,
. whom the Mirari hold
L— 0 J . o= = in high esteem. Their
! conversation ends
— - ¥ il Q ¥ with another warning
}u- to be careful.
= From the point at which ¥ou get control of Alaron, you can go T s "
 northeast or east. Head east. You will likely have cne or two o, I G-
very short and simple fights with Giant Rats or Giant Bats. O _ \, iﬂl
Don't use the Experience Points (XP) you get from the fights; wr '

wyou'll have a much more valuable training opportunity in a few
minutes, so collect as
many XF as you can.

Backtrack slightly northeast and follow the western dirt path.
To the south is a side road; if you follow it nértheast, you'll
come acrass another alcove with a chest. Grab the Gold in it,
then exit the alcove and head west. You encounter a well and
_a stone tower with a
# locked door that
} p Alaron can't pick. Take
the path to the south-
west, past the wheel-
o =l barrow, and you'll
encounter a Goblin.

Rh! And whot brines vou olhe
foresii

Be careful, pup. These woods are
7o dloce far a hall-irained sauire.

e primagames.com



endall's disappearance. The Goblin tells Alaron that Kendall

S ‘E%;F:blin wants to fight, but Alaron wants information on
is

ad, and more Gobling surround Alaron. You enter into.a

- ¥ - w
S -ea
- ¥
s
i il
o )

fight with four Goeblin
Poisoners. You can't
win this fight; let
Alaron be poisaned
and |apse into uncon-
sciousness, which
should happen after
one or two hits.

When Alaron awakens, he finds himself in a strange house
with an unfamiliar woman, She tells him that he is safe and
well-hidden and that she found him in the woods and brought
him here. Alaron accuses her of being a witch, and the lady
retorts that she's Oriana, the healer who saved his life. Alaron

calms down and tells
her how he came to
be in the forest; he
says he thinks he
remembers 3 woman
being present at the
Goblin ambush.

Lt S wimar o T M R

& J : '

0 "
¥ P o L

L0

| e 1
Weleome bock ta the world, child.
You hove hean Aleeming ons.

Alaron then slips into a trance. He's standing on a flat blue
plane with a Goblin, a spidery-eyed monster, and a blonde
woman. As the monsters threaten him, the woman tries to
convince Alaron that he wasn't leoking for a farmer, but rather

for himself in the

—

1
s

I\
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Theyv're st trying i show they like

woods, She tries to
convince him to stay,
and & huge multil-
imbed monster with a
flaming head suddenly
appears and threatens
Alaron.

. =0 =

-
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" you ask her what hap-

. pened, she replies that
Alaron had a vision,
probably due to a spell
or poison that she
can't heal. She encour-
ages him to head back
to the castle and con-
sult the healers there;
she’s lit a path for him
to follow so he doesn’t
get lost,

Alaron regains consciousness in Oriana‘s house. Speak ta her, If

Ll L]

in wour cose, there rmust e some
upel] or poimon i you. K special
pooon Sewand sy healing.

—

Request spell training from her and learn Strength and Air

Shield, Healer is good

ol

| Bnow o few small seells, bt thal®s

to pick up as well, if

' you have the XF
Speaking to Oriana
again and asking dif-

| ferent questions won't
provide you with any
new information.
Leave her house
through the door.

Hewer Tnmi’)m

& i
.

Note

Oriana can teach the following skills and spells: Healer (Rank 4),
Siealth (Rank z), Wizard (Rank 4), Sword (Rank 3), Thrown

(Rank 2), Strength (Rank 4), und Ajr Shield (Rank 4).

primagames.com
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Wendall’s bouss
Oriana’s house is the stone tower you couldn't enter before | After the conversation, follow the lights until yc;u reach a
the Goblin ambush. Follow the trail of glowing white balls to sign pointing the way to Gwernia. You should encounter
return tor thﬂ‘ﬂ_ﬂStIE |:ITIHCI'I ﬂf th-'e‘ treasure Q'H: thE Paﬂ"l- iﬁ in -..ie.r}r fel‘t mmtem if any. As yuu wa“c PEEI the

chests that Alaron can't open without Thief training).-
" Along the way, you'll encounter Gotzone and Zurene
again. They know Oriana well and speak highly of
her. They will also tell you that the Portals act as
teleporters across large distances, and you can \ A\
only use the anes that you have touched. That 1 - “
¥ .§~

sign, a Gwernian knight approaches. He is
relieved t&.ﬁnd Alaron, who has apparently
.been masslnﬂpr several days. Alaron relates ’
his tale, and the knight tells him to follow
the path to the castle without delay;
1 ¢ Abrecan’is waiting for him. When the con-

> inspires a Journal entry: “Gotzone and Zurene told !’ G versation is over, follow the basic path
me about the odd Portal in Owﬁfweﬂ H the knight ¢ described, but refer to the
Apparently sorcerers l -‘ map to see what you'll find if you wan-
" used to fly freely . der slightly off the path. Don't go too
from Portal to , far, however, because Minotaurs and
Portal...I can't wait Wolves prowl the forest, and they're
to try it! But where much more
is the match for the than a match
in Portal?” for Alaron.
e — .l. wOman wisE and ey ud
D= 'a“ﬂ Hmmw“ recds - !
'.‘ 4%
%
/ *.
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You pass the Gwernian farms before entering the city proper. In the
city, you find two shopkeepers/trainers who have just about every-

thing a beginning adventurer needs. You might want to wait until you Merchant (Rank4), Ranger
have your party together before training so you'll know each charac-
ter's skills and which ones nead to be improved most.

7
Noie¢

(Rank ¥,

Shopkeeper/ Trainer {1 sells the following iems: Healing
Potion, Club, Dagger, Hatchet, Flunter®s Bow, and Javelin, He
can train your party in Alchemist (Rank 1), Diplomat (Rank 1),
Healer (Rank 1), Lﬁtcﬁmtmﬁrm!# rh Mechunician (Rank 1),

[ 55 ﬂhlﬂ: {Rank 13, Thicl

{Rank 1), Troubadour (Rank 1]14“&:&“{!:3&11;. Wizard [Hnnk
1), Hafied (Rank 1), lﬁﬁlﬂ{ll:qfk ihﬁ:]:*ﬂh'nl 1y and Sword

primagames.com
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Dote

* ing for Alaron outside the ‘

Shopkeeper/ Trainer #z sells the :l'ullnwiug {tems: I-Iv::'llng
Pation, Gemstone, Herb, and Spice. He can train your party in
Alchemist (Rank 1), [‘.liphl'rm {R.Ittt 13, Healer (Rank 1),
Loremaster (Rank 1), Pchclunk[hp{‘itnuﬁ 5} Merchant (Rank z),
Ranger (Rank t), Stealth {m ﬂ-i Thief (Rank 1), Troubadour |
{Rank 1}, Warrior (Rank 1), W‘:ﬁd{k:nk 1), Hafted (Rank 1),

Missile (Rank 1), Pole (Rank l], Swaord l:ll‘.ﬂlhﬂ Thrmvn
(Rank y), and Shield (Rank 1). o

Follow the'stone path - v
between the two tow- —
ers and along the cas- s

tle bridge. Abrecan and s
Prince Sheridan are wait-

castle. Alaron relates his

story, and Abrecan sends Prince Sheridan to visit

the castle trainer, Trahern, and tell him that Alaron is

safe. But Sheridan doesn't leave immediately; he
eavesdrops on Abrecan and Alaron's conversation ]
about Oriana. Abrecan sends Alaron to the throne

room to meet with King Phelan, saying that after

meeting with the King, they'll talk to Gechina, '
the Mirari healer, and ask Bowden, the castle ']
magician, v ‘
what to
do next.

After the conversation is over, enter the castle gates. While
inside the castle, you have a small map of your lecation (press
@ to toggle between a small view and a larger view). Follow
the red carpet around the courtyard and down the stairs. You
encounter Brenna there. You can enter into a short conversa-
tion that is actually more of an insult contest. Finish speaking
to her, then follow the carpet tothe throne room door and
enter. You begin in the
walting room; go
through the doors to
the left {the double
doors with the blue
plaque to the left of
them). Head up the
stairs and speak to
King Phelan.

_’__.- I! *I‘

.".a-

The'! d&yau
on a mlss-nnrn to .
Erromon, home of the
Mirari, to find a healer
to cure your. poison.
He gives you a letter
to deliver t& the
Mirari king, Txamin,
and insists that you
take along two com-
panhions. He gives ypu

The

rocd o Erromon is eosiby
followed. bt vou should houe
companions

an this iris, L

L

-

four options:

Abrecan the knight, Brenna the thief, Rhedarthe mage, or
Godiric the alchemist. Trahern will equip your party hﬁfg:re _

."k_\'.

1

you leave, Finally, King Phelan requests that you -
speak to Gabrion and to Kendall's family before you'~
go. He also promises to knight you if you raturn vie-
torious. Alaron records the events in his Journal. *
Mote that “The Mirari live west of Gwﬂmaa,. even
further weat’tﬁan Odamﬁ hgt,” .«

-

Once your audience with the King is finished,

exit the way you came in. You'll run into Abrecan
at the rear of the throne room and automatically
begin a conversation with him, in which Abrecan gives

Alaron a stern

| it

lecture about
duty and the
virtues of a
knight. With the
lecture com-
pleted, it's time
to rustle up
some t;_?veﬁqﬁg
companions.

E Mony mas] SEre, SEUire.

—_'-\-h._pl-._-‘—\——____-—-—'_'_

Of the four prospective allies the King recommended, only
one is essential. Without Abrecan in your party, vour low-level
characters will have a tough time defeating even the weakest
enemies. To find Abrecan, exit the throne reem through the
doors opposite the ones you entered throu ah Talk to him and

prepare to do some kissing up if you want

Abrecan in the party, answer:

s services. To get

1. UBUL | Must ask vou.”

| promise we'll come boek 0 oone
L piece. Free of this soblin poson.
That a-mrnhim!“ 0 vou, om my

! g
s .o
I""-L"q; = I

kL]
.

2. "BRAVE ATy Gallant
IR ABBECAN... T

3,71 KIow youL ARE A
GREAL WwaRmon.
MAYRE Lhe pest the
KINGOOM has even
known...”

from your nose and

decide who's next:

primagames.com
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sibly the least valu-
able third party mem-
ber. His claim to fame
is his Alchemist skill,
& but any character can
L learn that and bump it
Ry — up with XP to.com-
pensate for Godric's
absence. However, if
you really want him,
go to Gedric's labara-
tory underneath the library—it’s guarded by a couple of low-
level monsters. You'll have no trouble defeating them, but,
jeez, what a nut, huh? Enter the laboratory to find Godric and
keep talking to him until you run out of questions to ask. He
wion't join you yet, but he'll give you a good deal of Alaron’s
history. Leave his laboratory and then reenter. Talk to him
again (he won't remember you), and this time answer:

L SUm BEmG SEnL on A quesL.”

2. "will VoL Jom me i my questLy”

& would ne petter 1f you left the green stuff sehimd.”

Well.. oll risht ther... bul the
mreen bl does rol Wb .. heen
wery long.

L5k

— T

Rheda: Rheda is a good choice for your third member,
although her spell casting will be severely limited by your
characters’ lack of Gemstones, Herbs, and Spice.

Then again, the fourth party member you get
(during Act Two) will be a burly warrior
in the style of Abrecan, so you might
want to take Rheda to bump up the
magic a bit. To get Rheda to join, run a

_—

into her in the room you passed
through before entering the throne
room, engage her in conversation, and
answer:

L1 need o talk Lo you,

2 CABOLIL the Group...

3 Thow wolld vou ke Lo jom me?”

A

1 Really thimk vou should come
wWith me” i

Godric: Godric is pﬁs;

Hct One: Gwernia

¥
. Brenna: Even low-level Thief skills are effective for things such

as opening locks and backstabbing, so Brenna is a strong
choice for your third party member. To get her to sign on,
meat her in the castle courtyard, where you last saw her. Talk
te her, and she'll remind Alaron of his appointment to spar
with Prince Sheridan in the training room. Enter the door in
the courtyard's southwest corner, walk through the room with
the two quards, and you'll encounter the Prince and Trahern.
Speak to Sheridan, who will duck eut of the deal, then go
back outside and talk to Brenna again. She'll join up if you

answer: X
tthe king s sends |
NG me Lo

Erromon,.”
WAL WOLITS Yot
Ay Lo COmHnG
along with me?”
A7 could wonrk.”
4. "DSLEN. BRENDA
JOI ATYWAY
WES, I'M SuiRe [ &

[~

.-l = Well, 1" vy ouvolinble.

]

r—

Next stop: Visit Gabrion's kitchen on the second floor of the
castle (see map). He's delighted to see you, and has some
information. He caught Sheridan in Alaron's room while Alaron
1) was gone. Hmm, After
visiting Gabrion,
speak to Trahern, who

A | will equip your party
v and ask you te find his
| old sword.

"]

Look ol ol thess olf weopons. Thal
reminds me... Howve vl Seen on ald
swiord @nvehern aroind the costle?

.0

EC2 K Finally, return to the throne room to speak with the
B ' King. Ask for information on tactice and skills before
R e : : :
- ’ asking about him personally; once you start asking
3 questions about him, he talks a little and thenglams
g " up and sends you un’ynur way. Exit the castle the
o 7 Lo y =0 way you o
- A entered, and enter the j
f‘ town to train and buy
Himmme.. now that 15 mterestings. t equipment if you wish. :
¥es, Rlaror. | would. You con When ynu‘re finished, |
Expect me after all ;
leave town heading "
> southwest.
' LY
And remember the reward Uhat
- Dl o UsEh vour reliTT. The
- hriinhibend = o greal konor.
, primagames.com
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& gk I Ferh el 2 Baling Pothons, Sheep fias Flask, 12 Luing Fothons, Stealih Pesionsd

X G 1T Kerb 0 e Stealeh Petton, Godd W {haos Minions’ campsiie

X AChass Sand, Gl 1% Large Shiekd. Held 0 ohickd Ti Ferb  Spuri Eacomnier (5 passibe)

o B 1 el T3 femsons d1 e W Encounser with Parmold Cravekr

3 15 Spice 20 Sl Potions 1 figrh " Encounser wid Wirari

. Featma Poows, T amer's Ry I Ferh 1 Fierb B Lo

Learber Boats 1 Rape, ok I Sumina P, Sircmath Potbon, Lt % Bomsiones

= G I g Sk b B

B Spor 1 Bedt 3 e A Ficutag Foown, fiold

A eather Firmer, Gl 10 -Fealimg Petions, teld 0 femsioncs AL Giam Faz, B, Geld A

10 ealing Poihos 2 ferestoncs, Bokd e S s
Uridia » L

i

Ly
v "
rE
ENEMIES
- Bandit Boss Y g
= Bandit -llhnqum f
« Bear e 2 Erromon, the Mirari village, is on the western end of the world
. mnf: [ . % map. To get there, backtrack to Oriana’s Hut and continue o
« Cave Bear : west for what seems like an eternity. Refer to the map to plot "'}
_i‘(:hiqcs%ﬁ:nut your course. s
= Darkenbat Before you head :
« Dire Walf out, though, there are e
» Ciiant Bat three side quests you
= Giant Rat might want to under-
= Goblin take to build up your
party's experience f
{and snag a few nifty
itemns along the way).
See the sidebars for
more information,
5 rinagames. com ¥
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As soon as you cross the bridge from Gwernia, your party can
make camp. It's a better deal than the Inn, and you probably
won't be interrupted by anything too scary, if at all. Walk
south along the beach and west up the embankment to find a
mysterious encampment. There's a locked and booby-trapped
chest with a few Geld and a Chaos Sword, as well as what
looks like a disemboweled knight. After Alaron and party
leave the area, a Chaos Scout emerges and reports Alaron's
discovery to a Chaos
Major, who is not
?Ieasad that Alaron

und the camp,

"]ﬂrimu 's‘(Dfﬁcia' FStrate

Side Quest 1: Trabern’s Sword

Before leaving (_u-«l.h: Gwernia, spedk to Trahern in the Training
Room at least once.
Omnce you've formed
your party and goné to
l.‘hl!'Kiﬂg for his bless-
i, Trahern will equip
everybody. He will also
tell you he's missing a
sword, and Iu- can’t
remember whn has it.

1 Master Bowden itu- the
lw'iml- Find hum on the
llunr of the

‘w:ud s Keep. He'll
ab-uul. some
ments he's work-

on. Keep ng
him for information,
| and he’ll tell you about |
. taking the sword. The
sword s in a l’m:kml
room on the frst b.umment. Nvor af th: Wizard's HmP,' Rowden
will give you the Key to nwnﬂng doar. Grab the sword and
return to Traher, who will b’c pleased that you I‘uumhil bt will
insist that you keep it It's a g‘nul.': melee weapon, rsprclall].r for
Alaron, so you'll definitely want to take the time to find it

JYRGuide

*
Head west along the
ridge and run down the
incline at the end of it,
which leads to the path
Alaron took to enter
Gwernia. At the bottom
of the incline, Alaron
enhcounters the mysteri-
ous Spirit he saw in the
woods. The Spirit says,
“rehtorb...tiaw i.._hctaw

i...nigj... ", which is “Brother...

| wait...

| watch...join" back-

wards, Even Rheda doesn't know what to make of it.

R

e —

Before moving on to Erromon, you must perform one last
duty—you have to go to Kendall's house and tell his wife,
Meriona, that you were unable to save him. Follow the path

east until you reach
the house, enter the
house, and talk to her.
She will provide you
with information
about the monsters
that have been
harassing the farm-
ers... apparently
there are things
warse than Goblins in
the woods.

After speaking to Meriona, leave and follow the path back
across the bridge, keep heading west, and refer to the map at

the beginning of the
chapter to get to
Oriana’s Hut. It's quite
a haul, so camp if your
party starts showing
too many battle scars,
and save frequently in
case you run into a
horde of monsters you
can't handle.

IIL
e

-

’I

‘hl‘

h-

3l

'a ‘__‘

Mear Oriana's Hut, you might run into a knight who's looking
for the Goblins that attacked Alaron. He can tell you of the

dangers in the woods

¥
.
5

*

:

and give you direc-
tions to Erromon. He
advises you to stick to
fighting Welves,
Bears, and Goblins,
but run from Bandits

and Ogres, which is
good advice for
your party’s

current strength.

26 % ;}f[i;galu.cal
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Side Quest 2: Pest Removal
T

The Inn in Gweriia is 8
great deal at 1o Gold
per night, but the base-
ment leaves a e to
. 22 & bedesired. The
e : - innkeeper is reluctant
et L L o admit it, but there
Your the celinr odiny the are Giant Bats down
Eﬁh o the wall. there. Offer to clear
them out for him. In
the wall of the base-
ment, you'll find a
crack that Ieads to an
underground cavern
where a Goblin s train-
ing the Bats. Take out
' the Bats and the
Gablins, scoop up the
Stealth Potions the
X Goblin was hoarding,
and return to the innkeeper. fﬂu gev not only his thanks but also
a 1oo-Gold reward and a l:llgl'll_: at the Inn.

After speaking to the knight, enter Oriana’s Hut. She's still
scared from an encounter with a Necromantic Wizard, but
she's too scatterbrained to tell the story properly. The Wizard
was looking for some sort of secret that Oriana did not
divulge, and he was carrying the Staff of Necromancy. Oriana
refuses Alaron's
request far her to
return to the castle,
and gives him a
Strength Scroll. She
also requests that
when he gets to
Erromon he tell
Gotzone and Zurene
that she is well, and
she gives him a letter
with directions to
their house.

——

After speaking with Oriana, leave her hut and head west.
When you get to the path, stay on it leaving it only to find hid-
den items. (Refer to the map before you do so—there are
plenty of monsters
out there who can
crush you like an egg.)
As you follow the
path around the river,
4l you see a cutscene

1 where Rheda gives
Alaron a lesson in
magic {if you chose

After the cutscene, continue following the path You'll run inta

an easily startled trav-
eler who gives amus-
ing directions to
Erromon. Follow the
path he indicates {and
if you're feeling espe-
cially brave, head up
to the ledge that runs
parallel to it and fight
the Bandits—they're
loaded with treasure).

Past the Bandits’ ledge, you encounter one of Alaron’s Mirari
friends from the furest He tells you that Erromon is to the

west, past the moun-
tains, and warns you
not to wear armaor or
wield weapons in
town. The Mirari don’t
use such things and 2
might be startled by
them. Continue along

the path after the con-
versation until you

reach Erromon.

1 Remember that river

Goblins long ago, {hull;l this bﬂ Alaron's home?

are two very helpful

/ﬁq:lnl,s of Stamina for

vt
ﬁ' b _."‘I 'r.:
2%
T ;
—Xx

that equips it. With the Rope equipped on Brenna, you can
return to the castle and open the chests that were previously

you erossed on the way
back from Orianas
Flut, just before you
met the Gwernian
knight who told you to
stay-om the path to the
castle? If you go back to %
that river and follow it, f) -
you'll arrive at the ruins
af u town destroyed by

There's not 4 lof of
apposition, but there

magical items: the
Mamer’s Ring, which
provides 10 "battery"

cagting Maming spells,
and the Rope, which
gives +2 1o the Thiel
skill of any character

BRI e e her for the party). beyond her skill Tesel.
L__ | plecss, mut this in o sofe piece ond
St | don't ose n-En of IL.”

s primagames.com
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The Mirari town of Erromon is full of shops, a good place to
train and equip your characters if you've been saving your
Gold and XP along the way. The first building you come
across is the Inn. On the first floor of the Inn, in the purple
closet down the hall from the entrance, you'll find a pair of
Bardic Gloves. On the second floor, all the way at the end of
the last room, is a large pile of Gold. If your party is weary,
have them spend a night at the Inn to rest up.

Just past the Inn is the Library, where a charac-
ter with a high Loremaster skill can discover
some interesting information about the Mirari
and their culture. Among the books is one called
The Five Wizards, which gives snippets of infor-
mation about Gwernia's Bowden and Shamsuk
{who cursed Rheda’s friend Niesen), plus three f
unfamiliar names: Cradawgh, Ardra, and Farris,

Another book, written by someone called Rabisat

and titled To Come, says that “to Goblin poison...there is
no cure.” The book has an entry called "Rehtorb” that
reads: “...rehtorb ym, em rof kool...” (*lock for me, my
brother"). Most of these books will create more questions
than they answer, but that shouldn’t stop you from looking
thraugh them.

Py

.8 primagames.com

The next building is a
shop (Shop A) with two

fermale).

shopkeepers (male and

e
Dote
Shop A's male shopkeeper sells Antidote Potions, Dexterity
Pations, Fire Flasks, Inferno Flasks, Slecp Gas Flasks, Stealth
Potions, and Strength I"ol.iun;l.. Fle can train characters in '
Loremaster (Rank 6} and Mm’l‘mﬁl I:.Ellnk 3 -
Shop A's femalé shﬂphnperﬂﬁ El:'m:tnu:s. th: ‘can train _
characters in Merchant -:m.m ' -
ot ______________________'.;*" A
E Past the first shop is a second shop (Shop B,
: which actually has a human shopkeeper (but he's
\Ft‘.:-.'ﬁ more than just a shopkeeper, as you will socon
s find out). Abrecan recognizes him, but the
shopkeeper doesn't recognize Abrecan. There
is also a male Mirari shopkeeper and a female
Mirari shopkeeper.
S W
.- 1 1S ing
R 7
- P':1 1
o e L] L]
- f _’__E t' E
\
b
£ G

Note

The male Mirari shup-}.:cp-erseila Leather Cloaks and Phantom
Cloaks. He can train d'mrmteﬁz in Mur:h.lnt (Rank 3) and
Stealth (Rank 5). ; 4

The fenmile Mirari shupkuper Hﬂs Air Shicld Scrolls, Remove
Paison Scrolls, ‘,Wnd S:,mlls. méf[uh. She can train characters
in Merchant (Rank 2) and Wlﬂiﬁﬂ (Ranks).




Drmm S thu o

The next building is
yet another shop

(Shop C), with four
fernale Mirari
shopkeepers.

Dote

The First shopkeeper sells Air Shicld Scrolls,
Diehilitation Serolls, Dispel Naming Semlls,
Stupidity Scrolls, and Bardic Elﬂ#ﬁ#
She can train characters in:
and Troubadour {Rank 5}, |
The second shapkeeper Bﬂhﬂpﬂ ﬂhﬂh,ﬁh: can train dﬂw
acters in Diplomat (Rank 4) mﬂ:’mk i
i The third shophecper sells C{h—ln;l'nt{hnﬂ I-Igling Potions, |
'it.umqh Potions, and Gems of ﬁr:nﬂng.{ﬂm can train characters
in Healer (Rank 6) and Merchant (Rank 3N
The fourth shopkeeper sells Hunter's Bows, Short Bows,
Throwing lrons, Boots of Adamani, Leather Boats, and |
Woodsman's Boots. She can train characters in Merchant
{Rank 2) and Ranger (Rank 6).

(Rank 2)

Follow the pathway around the rock face, and you'll come to
two more buildings. First is Shep D, which Edur is standing in
front of. He encourages Alaron to see everything Erromon has
to offar, which is good c &y
advice. Shop D has a
male Mirari
shopkeeper and a
female one.

StrategyiGuide

=
A A

w04 «

19y
Adjacent to Shop D is King Txomin's Palace. As you enter
the Palace, a cutscene begins, with Alaron formally
m greeting the King and receiving greetings in return.
Alaron tells his story and the reason for his trip
to Erromen. Txomin informs Alaron that Goblins
have been attacking traveling Mirari, and
¥ & Alaron offers to clear out their camp in
'\ exchange for a Healer. Txomin says that
! Master Healer Cradawgh might be ableto
help him with his poison. He then tells Alaron that
Y the Goblins are nesting somewhere along the river
) ( northwest of Erromon and that Alaron must slay the
Goblin King, or they will return. That concludes the
conversation. Along
the walls of the Palace
is the story of the !mﬁ?
great war with the
Goblins, during which
King Phelan and his
father, King Ramsay,
fought alongside
Becan and his rangers,
who saved the day.

S

After speaking to King Txomin, return to the Inn. There, you
will find the human shopkeeper in front of the purple closet
that contained the Bardic Gloves. Cnnvarse with him to dis-
cover that he is the .

legendary Becan, He's
in semi-retirement,
but it's not hard to
get him to take up the
axe again. During
your conversation,
answer:

L TVOLURE NoL
TR

2. “how 1 you Get

heret”

“hiow B0 YOU KRow 1'm fROm GWERRIAT

CTwhat else 00 voul Know asout. the knighthoodi”

L Swould you mimd if | Made A Request:”

LT WAS WonoerngG 1f vou would jom mei” .

I -

- e

If you have a party of four already, you will need to let a mem-

Note

The female shopkeeper sells Cloth Armor, 1den Scale, Leather

Armior, Scale Armor, Talewok Mail, Bronze Shiclds, Bucklers,
Heater Shields, Large Shields, Sn ds, and Gemstones. She
can train characters in' M, ) 1} and Shicld (Rank 4)

The male sh sells He :
Loremaster {Rank sj and N

30

ber go. Brenna and
Rheda will not leave,
so it's either Abrecan
or Godric (depending
on whom you chose).
Abrecan or Gadric
will meet you in
Talewok if you decide
to part ways with
either of them.
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Leave the Inn and
cross the bridge
directly opposite it.
Just south of the
bridge is another shop
(Shop E), which has
male and female
shopkeepers and a
large pile of Geld in a
back room.

Dote

The temale shopkecper sells Herbs and Spices. She can train
characters in Mtrd'ﬂn (Rank z) and W‘E:nrd {Rank 40.

 The male ﬂwkmﬂ'u“{m{h i Desgosi Arior, and
Leather A He _

im Merchant {Rank 2) and
Shield (Rank 3._]|.,-‘ ]

Mext to Shop E, right across from the bridge, is a Mirari home
that connects to a huge underground cavern. There is a male
shopkeeper and a female shopkeeper in the cavern, as well as

a Portal that will take you back to the Portal in the base- ~
ment of the

Wizard's Keep

in Castle

Gwernia if

you discov- J

ered that '
Portal before

you left. Simply stand

press @, To return,
do the same.

f"'
&

-
'

Dote

The male shopkeeper sells Leather Cloaks, Mirar
_Glouks, Phantom Cloaks, Jundar Gauntlcts, Plate
Gauntlers, Belts of Life, T
Leather Armor, l}'ln.isi I, ! Mail, = [
Bucklers, Hoplite Shiclds, and b m He ___-"-“ I
can train ¢ : in M I J
Stealth (Rank &), and Shicld (Rank 6).
The fémale shupkveper sells gllt Shieiding Wands, |
Acid Bolt Scrolls, Darkness Scrolls, - Aurd Scrolls, Spirit
Shield Scrolls, Stamina Scrolls, ,mupmny Scrolls, Gemstones, |
Sapphire Gems, and Spices. Shie can. train characters in Merchant
(Rank 5) and Wizard (Rank §). f

>

under the Portal and l

o primagames.com

All other buildings in

Erromon are Mirari
homes. You can
explore them by
climbing the ladders
along the cliff faces or
by traveling through
the huge cavern.

Mow visit Gotzone and Zurene to fulfill your promise to
Oriana. Read Oriana'’s letter to find their house (or just look
at the map). They give you a bit more information about
magic, and then they encourage Alaron to seek out Yeraza,
the matriarch and true ruler of the Mirari. They say she walks
a path aleng the river during the daylight but looks like an
ordinary trader. Climb down the ladders and walk north
along the riverbank until you find her. She doesn't introduce
herself, but she
does invite Alaron
to dinner in the
cavern after he
completes his
guest to slay the
Goblin King.
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After meeting Yeraza, head northwest along the river out of
Erromon. At the end of the river is a stone path. Follow the
path as it winds around the snowy mountains and you
approach a Goblin
tent. If you enter it,

treasure if you win,

you'll battle the occu-
pants, and take their

After defeating the Goblins, cross the double suspension

bridge to the east. Walk northeast along the ledge until you

see a tent, then make

an abrupt southwest

turn and walk down “*‘ W
the snowy path "".?'-"_ _
toward the building -
with two torches in = T

M frant of it. This is |- ; :
Kitarak's Lair. ¥

%
Dote Side Quest: Recovering the Banner
There are several Goblin tents scattered around the valley, and
nearly every one has tres IM{FMI?" every tent has a If you're not ready to
- group of monsters i ing #t, Your party can pick up fight Kitarak (or if you
some quick XP (as well as s able items and Gold) by Just want some easy
entering the tengs and y;iﬂrg m You'll also see | lpost) your can take a
how the monsters attack and learn lefend yourself | shoft side quest when
against them. See the illl"lE it ﬁﬂ'ﬁuhﬁiﬁm of the Gnh'lln you-reach the plateau
tents. / \ | / » above Kitarak’s Lair. On
II B s ff'-r the plateau is an
- - = — - entrance to 4 mineshafi.
—_— Enter the mine, follow
: - the corridor down, dnd
Follow the path until it reaches a cave, Take the incline to the do battle with ﬂmmﬂﬂfv}“ﬂﬂm of monsters inside. Once _
left of the cave and keep going up (south). You reach a you've defeated them, ym'll.ﬁu! half a dozen chests full of Gold L} "

plateau with two or three nearly bare pine trees. If you face
northwest, you'll see a suspension bridge in the distance.

Head northwest toward the bridge. Walk around the dilapidat-
“ed building, where you will most likely have to fight a pack of

patrolling Goblins.

%‘ : E', primagames.com 33"

to erack upqi"l ,

IE-ﬂ_m:an is in your
[ party. you can also
| recover Gwernia's
Bapmer, lost during the
st great Goblin war.
After you defeat ﬂu:
monsters, approach the
tattered red banner
among the chesté and
press (&, Becan :i»vill rEc
ognize it and take it
with him. If Becin is not in the party, you can't grab it (done of
the other characters were old enough to remember the warl, but
you can still take the Gold in the chests.




Before entering Kitarak's Lair, make sure your party members
are all level eight or higher. Kitarak is a tougher-than-average
Hobgoblin with more Hit Points and a devastating Crushing
Death spell that ean do 30 points of damage or more. Even
worse, he's got six of his Hobgoblin friends with him, ready to

tear you apart.

When you enter Kitarak's Lair, walk up to him and press @ to
trigger a conversation. Kitarak vows to avenge his father’s
death in the last Goblin war, and the combat begins. Don't
spread your forces too thin. Concentrate as much as possible
on individual monsters, and take out Kitarak as soon as possi-
ble—he’s not only the toughest monster in the pack, he's also
the leader; his death will negatively impact the morale of the
Hobgoblins. Position two strong warriors to attack the same

monster with melee
weapons, a magic
user to stand back a
bit and cast spells,
and another character
with a thrown or mis-
sile weapon to assist
the two warriors.
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After you defeat the monsters, disarm the trap on the chest
and open it to find an Acid Wand. You'll also get a couple of

nifty items off of Kitarak's corpse. His

Warfang Sword gives +2
to a character’s

E{ 30

Warrior skill and has
Tap Stamina and
Darkness.

You can also find a lengthy letter
to Kitarak from Rabisat, Mistress
of Chaes. She writes that
Kitarak's evil schemes have
pleased her and orders him to
be on the lookout for a human,
advising him to extend his
influence into the forests to
capture this person. Once
captured, the human is to

be brought to her. It's a

pretty safe bet that Alaron is
the human in question,

though Rabisat gives no indi-
cation of why she wants him.

0
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After you've rooted through Kitarak's remains, return to
Erromon the same way you left. Your first stop should be
Txomin's Palace, where word of your victory precedes you.
Txomin praises you for your efforts, promising you lodging at
the Inn. There's Gold waiting for you there. He doesn't men-
tion Alaron's need for a Healer, however...with good reason,
He doesn’t know where Master Cradawgh is and therefore
can't help Alaron with his poison. Only after a little prodding
does Txomin 5ugga5t that Cradawgh might be found in

; Talewok, at the
Wizard's School, and if
he can't be found,
Alaron should look for
a wizard named Ardra.

b

As you leave the Palace, Edur and Yuli meet you
outside. Alaron relates his meeting with Txomin,
and Yuli tells Alaron that Ardra is one of the great-
est Wizards in all of Aidyn. They advise you to
meet up with Gotzone and Zurene, because the sis-
ters might be able to help Alaron...or lead him to
someone who can. Return to the Inn for rest, if nec
essary. Find your reward at the end of the second-
floor hall,
where you
found the
first pile of

o,

1

Once your party is well rested, it's off to see Zurene and
Gotzane again. Return to their house, where they greet you

warmly. They are

unsurprised to hear
that Txomin promised
something he couldn't
deliver, and they
encourage Alaron to
present his case to
Yeraza. They invite
him to a feast in the
large meeting area of
the caverns.

——

Usze the stairs in the rear of Gotzone and Zurene's house to
enter the tunnels, then proceed north to encounter Yeraza by
way of a cutscene. Alaron is introduced to Yeraza, who greets
the party. Yeraza senses great Naming magic about Alaron,
which makes Abrecan nervous. Yeraza takes a lock of Alaron's

hair and goes into a
spell-casting trance.
When she emerges
from it, she tells
Alaron he has the
scent of Chaos
about him, and
Alaron explains the
Goblin paison in his
veins.

L]
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Yeraza remains unconvinced of Alaron's

—— e L advises him to seek out
' "4 Ardra in Talewok. She gives him a
" Silver Branch, tells him he will be

the Branch to his helm. She then
gives him directions to Talewok (to the southeast) and
1 tells him he must travel to Cradawgh’s lsland.

e Yl
-'-".ﬂﬁ.l‘bl

going to sea, and orders him to lash’
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Head east out of Erromon, backtracking along the path to the
fork in the road where you encountered the paranoid traveler.
Find the road sign
that points the road
to Talewok and follow
the path. After a
while, you come to
another crossroads
with another series of
road signs. Again, find
the sign that indicates
the direction to
Talewok and take
that path.

[

; Ly
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Along the path, you'll see a farmhouse. Enter, and speak to :Hf £
the Farmer to get information about the area. The Farmar £

tells you that fearless Goblins have been harassing the loeals,
coming out into the open to attack travelers on the roads. He

also mentions a Spirit 1
that wants something
and only comes
around when the sun
is setting. Just past
the farmhouse, along
the path, a Chaos

Scout lies in ambush.

Continue down the road, and, if it's dawn or dusk, you'll meet
the Spirit walking along the path, It addresses Alaron as
“rehtorb” (brother) and tells him that it is “what you are not, |

am the absence...you complete me...We must join now..." b

I you respond, "Get
away from me!” you
can escape. Other
directions in conversa-
tion will result in a
| fight with the Spirit
that you must flee {

from to survive, i
Continue down the b
path to enter Vi, i
Talewok through the
front gates. &

W =enoounier With gavann
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West of the Inn is
another L-shaped
building, housing
Shops C and D.

The first structure you see in Talewok is the Knightly Roll,
adjacent to the entrance (this is where Abrecan will meet you
if you replaced him
with Becan). Past the
Roll is a large L-
shaped building sub-
divided into shops
and lodging. Doors
with red lanterns
hanging in front of

them are Talewok ¢iti- n o"e
zens' homes. The
.. || unmarked - Shop C's shopkeeper
- M| doors are . _sells Curing Pations, |
=, Shops A Fire Flasks, Healing #
and B. \ | Potions, Gemstones,
ﬁ(' and Herbs. She gan
note + train characrers in
- :* Alchemise r,’[hn.'lr. 3
Shop A has one male and one female shopkecper, The | and Merchant
male shopkeeper sells Healing Potions, Clubs, Hatchets, ' {H-'m!' 2.
Javelins, Maces, Stafls, Throwing Irons, Leathier Cloaks, Mirari
Cloaks, Phantom Cloalks, Ei'lm::‘ltrﬂlfl.r Cluﬂ‘l Armor, ~

Leather Armor, and Sdaile ."h'mnr Hﬂ:l:n train charac- # = H

-
o ;;;ﬂ;‘:;;‘q;';::”’ mgwmmﬁl & __ Behind the L-shaped building is a Mirari named Xibid.
of AdsaEr o Héﬂ - nd Wood: i He senses "a hole within Alaron’s spirit.” He tells

' - Alaron of the forest

She can train characters in Mﬂ'&m:mink :I;;Rlng:.r
(Rank z;am.i mebadnw(mnk.ﬂ. v

Note

Shop B’s shopkeeper sells Chainmail, Cloth Armor, Leather
Armior, Scale Armor, Talewok Mail, Bronze Shiclds, Bucklers,
Heater Shields, Large Shiclds, and Small Shields. She can train
characters in Merchant (Rank 3) and Shicld (Rank 3).

Dryads, friends of the
Mirari and harmless
to the party. East of
‘the L-shaped building
and the Inn is Shop E,
and south of Shep E
is Shop F.

o @

- T o .
£ >3

Past the L-shaped building is the Inn, owned and operated by : :

the one-legged Herne. Entering one of the Inn's rooms brings 3 b ]

up a cutscene in which Alaron asks Brenna to help him deter- note = no'e
mine whom to trust. Shop E's shopkeeper sells E'“ﬂ‘ Shop F's shopkeeper
In the lobby of the Inn Smite Scrolls, Exhaustion | sells Beast Hide, Chitin
is Gavinn, an appren- Serolls, Mirror Scro ]!lﬁu. m:l Darkenbat
tice at the Wizard's Paison Scrolls, and Map 7. - Hide
Schoal. He tells CED train chara e e
Alaron that Rabisat's Lovemasier (RaKE) i
forces are rushing u i '
from the southeast, i MchhaF!_l,»{ItnnE R
and reports that he : ’
saw Zombies outside
the eity. He then
promises to vouch for
Alaron at the Wizard's kA

School.

. " primagames.com ok
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Once you've had a chance to equip and train your characters
“and get a night’s rest at the Inn (if necessary), head back to
the Knightly Roll and proceed west, picking up a dirt path that
winds around a fountain. This path will take you directly to the
Wizard's School. As you approach it, a conversation with the

Door Warden begins. One
gives his or her

one, every character in your

True Namg (if s/he has
one) and is admitted.
When Alaron's turn
comes around, he's
given three possible
answers. Choose any
one you want—all of
them are wrong.
Alaron is finally grant-
ed access when?m
misesthat he is
ing for the

g ,.:..,'i-'-':'.'{:'
vl ML TPLERR

-answers to his origin

There's another familiar face at the door to the School: Godric

the Alchemist. He's

been studying at the
School and offers to
join your party. You'll
have to lose Abrecan
or Becan to have him
join, which might not
be wise at this stage
of the game. If you
don't choose him, he
will remain at the
School, but you'll have

more opportunities to

pick him up later.

Ardra’s room is the guarded one on the second floor of tha
School. Speak to the guard, who informs you that no cne can

see Ardra without per-
mission. When you tell
him that you want to
show Ardra the Magic
Stick of the Mirari,
you'll gain access to
Ardra's room.

.

Ardra speaks a few lines of gibberish and welcomes Alaron _—
inside. She says that Cradawgh's Island is far away and hard to =~

reach, but she will

heal Alaron. She asks
for a demonstration of
his magic skills and
sends him on an
assignment to the
enchanted Dryad
Forest northwest of
Talewok. In the forest
is a grove of
Amaranth Roots;
Alaran is to gather

primagames com

them and bring them
back to Ardra so she
can cure him.



Map 2-7

g
{in bellew irze)

¥ facomier with Famdara

Fivi CaliwoRk WiZard s cbool

m‘vfl Tomes!

Leave the Wizard's School and walk behind it. After a
cutscene plays, head northwest into the Dryad Forest. You'll
encounter @ Dryad who's taken with the magic aura that

Alaron radiates. She
will not help you, but
answering her gues-
tions incorrectly
sparks a fight with
several Dryads. To |
aveid a skirmish, do
not respond: “But you
have a strange look in
your eyes that | do
not likel” or “Don't
you like Pandara?”

40

Follow the northeast path (which becomes an eastern path

and then a southeastern path) until you find a cluster of four
large boulders with a circle of mushrooms in the middle.
Adjacent to it is another cluster of boulders, with the '
Queen Pandara in the center. Tell her that you need her help,
and ask where Amaranth can be found. She orders some to
grow in the sunshine at the foot of the northeast trees, and

tells you to ‘tﬁm only
what ymrmﬂ and
return to her when
finished. You will find
the Amaranth {whir.h
looks like a small f

ple flower) in H:-l'tﬁl'ﬂ"ﬁ'
eastern alcove of the
forest, next to a dead
tree (which has Gold
in it, but someone

must pick the lock).




Grab the Amaranth and return to Pandara. If you have a high
enough Troubadour skill, you can woo her. If your Troubadour

skill is lacking, there
are Dryads in the for-
est who will train you
in it, Bump up your
Troubadour skill as
high as you can, and
keep talking to
Pandara until it
finally works.

Dote -

If you fail in your performance for Pandara, the Dryads in the
forest will train your characters in Loremaster (Rank o), Stealth
{Rank 10}, Troubadour (Rank ro), Wizard {Rank 1o}, and Shicld
{Rank ro}. They can also train your charatiers to cost
Debilitation (Rank 10, Wind (Rank 16), and Lightning (Rank 10),

Pandara takes you to the Secret Grove and tells Alaron he is a
Wilding, one who can learn all schools of magic—which makes

Alaron a true mage.
Reply to her in the
most complimentary
ways, and she'll give
Alaron an Amulet that
will allow him to com-
municate with her i
he needs assistance.
She warns him to con-
trol his magical pow-
ers or a group called
the Minions will use

them to destroy all
of Aidyn.

. Ko i1 will
of momcol
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Equip Alaron with Pandara’s Amulet and return to Ardra at the
Wizard's School. On
the way back, Alaron
explains in a cutscene
what happened in the
Secret Grove. Brenna
seems a little jealous
of the Dryad Cueen's
affection for Alaron....

Back in Ardra‘s room, Alaron gives her the Amaranth and
asks a few questions about magic, Pandara’s words, and the
Jundar that one of the Dryads mentioned. Ardra begins cur-
ing Alaron, but Alaron tells her to stop. He gets another
vision like the one
he had in Oriana’s
Hut. Ardra tells him
that the things he
seas in the vision o
come from him. She
urges him to be
fearless, though she
is angry that a heal-
ing vision begins .
with the image of a
creature of Chaos.

A feeble old man in a rocking chair appears. He can't speak,
and Ardra urges Alaron to lock away. She knows who he is
but won't tell Alaren. The Wizard's School doorkeeper
appears in the vision and apologizes to Ardra for letting the
apparently dangerous Alaron into the School. Oriana appears.
and begs Ardra to set aside her anger and cure Alaron. Ardra }
attempts, and the trance ends. The heaIan spell fails because
Alaron is a Wilding
and doesn't have a
True Name. Without a
True Mame, his spirit
is not bound to his
body, and Alaron is
incomplete. To be
Mamed, Alaron must
travel to Port Saiid in
the southwest and
take a boat to
Cradawgh’s Island.
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HAct Three: Port Saiid, €haos
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Miesen is waiting at the Inn. He's not yet a playable character,
but Niesen asks Alaron to tell Rheda that he's still searching
for a cure for his curse and that he'll be heading to the mining

L3 town of Peme. He

also warns Alaren that
dark forces are moy-
ing against him and

Cradawgh's Island as

soon as possible...but
you're probably used
to that sort of thing

by L primagames.com
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ST A NEG The search for Cradawgh begins with

Alaran leaving the Wizard's School and
Talewok. Train, equip, and heal your characters
as necessary, and exit
Talewaok via the wood-
en bridge at the south
end of town. Stay on
the path until you
reach the crossroads,
and then choose the
western path to Port
Saiid. Prepare for a lot
of trouble from
Bandits along the way.

THE: I"I

If you walk along the path at dusk or dawn, you will encounter
the wandering Spirit you first met in the forest near Oriana's
Hut. it tells you it must join with Alaron, and that he should
lock for it in Terminor, If you choose "Take my hand” or "You'll
have to fight" as responses, you end up in battle with the
Spirit, which you :

must flee to sur-
vive, Continue
down the path
once you finish
with the Spirit.

TaPort Saiid. Port to il Holions

0

A man named Batrin waits on the path
4 just outside Port Saiid. He's a silk mer-
_" chant in the town, and he's upset about
someone (Artura) who won't let any-
one cross the bridge into

town. The person claims to

be a knight guarding the
bridge and has been
sending travelers back to Talewak
for two weeks now. Batrin offers
5. the party a reward if they can
'} deal with the problem.

primagames.com
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A very short hike up the path brings you to the bridge and a
cutscene involving Arturo and a female thief, Keelin. She
tricks him into letting
her pass, even
though he saw her
steal from a passing
band of merchants
(he's not that bright].
Mow it's your turn to
try to get around
him. He comes off as
aggressive, but he
will not fight you, no
matter what you say.

There are several ways to get Arturo into your party, but you'll
have to lose Abrecan ta do it (he'll wait for you at the Knightly
Roll in Talewok, as usual). The easiest way is to reply:

1LOBUL | WATTE LO CROSS Anviway

380 vou want to pe challenged!”

A, CIUL 1 OON L wWant o pght”

A "ARE vOu sURE vou understand the kmGghthood?”
5. 00 vou have any skills?”

. "Come with me o poRl sand.”

Arturo Is a powerful
and well-armored
fighter with many hit
points, but you'll need
to improve his DX
guickly because he's
slow as a mule when

you first acquire him,

A little farther up the path from Arturo’s bridge is another
three-way crossroads with two signs. One points back to
Talewok, one points to Port Saiid, and one path is unmarked.
The unmarked path leads to the Lighthouse, which we'll get ta
3 in @ minute. Take the
path toward Fort
Saiid, the front gate of
which should be
clearly in sight by now.
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Follow the stone path from the entrance and enter the first
building on your right to get to Shop A. There is a female
shopkeeper upstairs and a male Bandit shopkeeper down-
stairs. Also downstairs is a booby-trapped crate; disarm it and

Note

Shop A'S lemale shopkeeper sells Acid

Flasks, Slecp Gas Flasks, Daggers, s
Hatchets, Poison Darts, Sn:g]rhhhdjﬂ, and y
Throwing Knives, She nnw.ﬂn:;.'lnmtm

in Merchant m Lank
(Rank 1) and ;-1_- :

you will find Curing The male A sells
Potions, Stealth Dexterity, ﬂm. aml agth Potions, Bows
Potions, and a pair of of Shielding, Dragon can ngs, Great Bows,
Tinker's Gloves. Throwing Irons, Phantom Cloaks, Enchanted
II!dt.s, and Leather Armor. He car “-Iﬂlmf/‘
your characters in M«Mlunh T {‘Rﬂpﬁﬂ;
Merchant (Rank 8), M’l (RMI,
Thief (Rank 8), Warrior (Rank 5h
Missile (Rank 5}, and Thrown (Rank 5).
f ¥ primagames.com as
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The next two buildings along the path are unoccupied private
residences. Just west of the end of the path is the Four Winds
Inn, operated by a young woman named Miala. Also lurking
around the Inn is the extremely flirty Keelin. You can now
select her as a playable character. To get Keelin in your party,

simply ask her to join,
You'll have to lose
Arturo, which will
leave you without a
high-powered fighter;
he'll wait for you in
Terminar, if you decide
you want him back.

Anocther unoccupied home is south of the Four Winds Inn;

Shop B, with one salty seadog of a shopkeeper, is east of that.

Godric is also in Shop B, on a quest to unlock the power of
maritime alchemy, and you can choose him for your party, but
you'll lose Abrecan,
Arture, or Keelin if
you do.

Dote

Shop B's shopkeeper sells
Brilliance, l:'ndurim:c,‘
Stupidity, and Weak ﬁ
Gemstones, Herbs, F
train chamnﬂ!;ﬂ Ltm'.maﬁm

51, Merchant (Rank 1), and Wiz
(Rank 3).. ( ﬂ7

-

-
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East of Shop B is a house with a man inside who tells the
party about Port Saiid’s mayor, Syllis, who keeps a careful
watch on strangers in town. East of that house is an empty
house with a locked chest containing Healing Potions. A stone
path runs past the front of the house and Iead'.i down to Port
Saiid’'s waterfront. At
the foot of the path is
a man who tells
Alaron about some
treasure in a cave
underneath the city.
Marth of the man with
the treasure story is
Shop C, and north of
Shop C is Shop D.

Note

&hup O's Ehl}plwaef wllal. 'Plltl.'.«ﬂlmﬂgls. H: can u'qln charac-

Longswords, Manls, P
She can train charac

Hafted (Rank 5‘::’150& Rank 3

L £

East of Shop D is an empty house with a locked chest contain-
ing Healing Potions. East of that house is another unoccu-
pied dwelling. Inside are Leather Boots and a small amount

man in mourning for his late love, Kate...who is lying on
the bed, decomposing. Eeew. The man tells Alaron that
there are no boats leaving Port Saiid because the light
in the Lighthouse has gone out and requires power-
ful magic to be relit. He also says that the treasure-
filled cave was home to a Dark Wizard who
snuffed the Ldghthnum s flame (and Kate's life as
well). If you search
Kate's ramains,
you'll get a
Lightning Wand
and have to fight a
; Wraith as soon as
you exit.

‘\:}f Gold in an unlocked chest. Farther east is a disturbing

=
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Back to the west,
across from the house
with the Healing
Potions, is Shop E.

1" not letwe
mykEoles

Note

Shop E's shopkeeper sells Chainmail, Enchanted Hide, Partial
Patemail, Scale Armor, Talewok HI_!.I;:'_'R.i.I'.n Shiclds, Large
Shiclds, Small Sl'ul:ld_i,ilmd .'I"_--" He can train characters

.

Behind Shop E (to the south) is Captain Amann’s Boathouse.
He tells Alaron he
can't sail, because the
Lighthouse light has
gone out, and no ene
who's tried to relight
it has returned. If

I Alaron's party man-
ages to relight it, how-
ever, he'll take them
to Cradawgh's Island.

In front of the boathouse, near the Knightly Roll, is & strange
woman who sings songs about dying at sea and seems to be
waiting for a knight to return. Adjacent to the Roll, to the
west, is an empty house. West of that, right next to the path
to the upper level of Port Saiid, is Shop F, with a female shop-
keeper and Batrin waiting inside. If you got rid of Arturo,
Batrin gives the party 200 Gold as a reward. He also gives
information about the
woman by the
Knightly Roll (she
appears whenever a
stranger comes to
tawn), Amann (a great
sailor), and the treas-
ure {supposedly
there's a pile of Gold
in a cave under the
rocks, but it's cursed).

Note

Shop F's female shopkeeper sells mmmm She can train
characters in ]'-'[ﬂd;::ntr,ﬂukf}nnd Troubadour (Rank 7).

-
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South of Shop F is an empty house. When you approach it, a
man in a jester's outfit approaches your party and a cutscene
begins. He knows a great deal about Alaron, his troubles, and
his quest, and he also im plies that he is the Wizard of the
Fourth School, much to Alaron's amusement. West of the
Jester are two empty houses; the farther one has some Spice
and Gold in a booby-trapped pot. Disarming it will be easier if
You equip your
Mechanician with the
Tinker's Gloves first.

i want to tank you for removing
ol wnktbrmin from our beldse,
VOUTS SINe. HErE ...

03

Mow it's time to find that rumored treasure cave. Head back
up to the upper level of Port Saiid and poke your nose around
north of Shop A. There's a cleverly hidden path that leads
down to the beach. Take it and walk southwest along the sand
until you reach a small
cave. (If you didn't
meet the Spirit on the
road, you will meet
him here.)

Enter the cave and snoop around. You'll find a powerful magic
item called Shamsuk's Amulet, and you'll alse find Shamsuk's
Journal, in which he complains that the other four wizards are
avoiding dealing with Rabisat. The mast important item in the
cave, however, is the Lighthouse Scroll, found near the well,
%r You need this to
relight the Lighthouse
flame. Alaron makes a
Journal entry when he
i ) finds it.

a7’
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With Lighthouse Scroll in hand, it's time to relight the
Lighthouse flame. Leave Port Saiid and follow the path until
you reach the three-way crossroads. Take the unmarked path
and follow it all the way up to the Lighthouse. You'll fight a
few Wolves and Ogres along the way, and there’s a group of

Bandits and Wolves
blocking the door to
the Lighthouse,

but none of these
should present much
of a challenge to
your party.

The Lighthouse's front door is booby-trapped. Disarm it and
enter. A large group of Bandits is waiting just inside the door.
Take them out, then head upstairs. You'll find an enormous
unlit lamp. Press ® next to it to automatically use the

; Lighthouse Scroll to
light the lamp. Go
back downstairs once
the lamp is lit.

There are only two other rooms in the Lighthouse. The first is
a storeroom with nothing of interest, located beyond a
wooden door next to the entrance, The second is a small
cellar (which you access by ladder), where a pack of Wyverns
guards a small treas-

ure of Curing and
Healing Potions. You
can either sneak past
the Wyverns or
engage them in
combat for the X

primagames.com
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Once you've explored the Lighthouse and rekindled the
flame, leave through the front door and return to Port Saiid
via the route you took to reach the Lighthouse. Meet Captain
Amann at the end of the pier. It's off to sea. In a cutscene,
Amann prophetically remarks that the sea looks a bit rough—
soon a huge storm
kicks up.

Gryphons attack the ship, and once the party dispatches
them, the storm begins in earnest. Amann believes it to be
the work of black magic, but Alaron isn't worried, because he
tied Yeraza's Stormbreaker branch to the helm...or so he
thinks. Being a little
unfamiliar with sea
life, he actually tied it
to the mast, which
keeps it from function-
ing correctly. Amann
steers toward the first
island he can find;
unfortunately it's
Chaos Island, where
an enormous stone
skull greets them,
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Once the cutscene ends and you have control of your party

again, head southeast along the strip of grass until you see
stairs to the southwest, Head up the stairs and walk west until
you cross under a o

Unsurprisingly, Chaos stone archway and

Island is filled with -see an altar with a red

Chaos Monsters of all humanoid pacing on

shapes and sizes: it. This is the Marquis,

Chaos Scouts, Slayers, the lord of this island.

{ Sorcerers, Ask him questions )

Spellweavers, until he challenges

Stormers, and you ta a fight.

Troopers swarm the

island, ready to tear

your party apart.

Dot¢

To leave Chaos Istand, all you have 1o do is enter the Chaos Temple (see below), exit it; and return to the spot where you landed on the
shore. Amann will have the ship repaired and you can leave for Cradawgh’s Island. However, Chaos Island provides opportunities to quickh'
pick up much XP and Gold, and there are two magic items worth getting: the Marqm: ﬂmulct a,udﬂ'm I'i:'ltpﬂrutmn Scroll.
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H no one in your party has Entrapment
Magic or Wands (such as Wall of Bones,
Frazen Daom, Web of Starlight, etc.), thare is
almost no way you will be able to defeat the Marquis. Even
seasoned fighters will rarely be able to do more than a couple
of points of damage to him, and he can destroy just about any
character with a couple of blows. If you do have Entrapment
Magic, take him on, As soon as you can, cast an Entrapment

Spell. If it succeeds, i
the battle is instantly °
won, and you get the A
Marguis Amulet for i Ry =
your troubles. - b 1
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To get to the Chaos Temple, double back to the southeast
and follow the ascending stone ramp until you reach the gate.
The first floor of the Temple has only two doors: the one you
entered through and the entrance to the next area, which is
anather small room with only two doors. You'll find the exit by
3 heading through the
-M | Y doorway in front of
[‘ you and following the

wall counterclockwise.

‘r v 4
|mm.,.w.;;..;. O
' o

The next room has an altar at the far end, with Chaos
Spellweavers and Sorcerers patrolling. Defeat the monsters,
then take the Teleportation Scroll from the altar. The exit from

this reom is right next 5>
to the entrance. WL ) ":q_ e
g, Jﬂll'l‘..-.r'-'
| - -
i A ¥ JI -
e
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After leaving the altar room, you enter the next room. The
two rooms to the right and left of the entrance have gener-
ous supplies of Gemstones (and guardian monsters, of
course). Farther down the hall, there are alcoves to the right
and left with false walls that slide away when approached.
Behind them are
levers. Pull the levers
to open the skull-
mouthed gate to the
next area, located in
the room at the end
of the hallway.

The skull gate leads into a cavern with a sand floor. There's
small pit in the center of the room; stand at the bottom of it
and press &. Your party appears in another cavern, under a
portal. The cavern is crawling with Goblins.  you run straight,
bearing laft at the fork in the tunnel, you will come across the
exit for this area. If the gate is closed and you cannot pass,
head all the way back out the way you came in, start running
down the stone path
leading to the Temple,
and fall off the side of
the wooden bridge to
land in the room on
the other side of the
gate. There's a lever in
front of it that opens
the gate.

Whether you fall off the bridge or pass through the gate, you
enter a room with knee-deep water and a Portal that links to
another Portal (on a small peninsula toe the northeast of the
stairs leading to the Marquis and the Temple). After you pick
up the Teleportation Scroll and the Marquis Amulet and hone
your characters’ skills on the Chaos Monsters, there's no rea-
son to hang around. Meet Amann where you landed on the
island, in the waist-deep water in front of the giant stone
skull. A cutscene plays as you approach Amann, and the party
o> leaves for Cradawgh's
Island (which Amann
also calls Namer's
Isle), this time with

st Yeraza's Stormbreaker
0 e stick properly
1o . .
i g ¥ attached to the helm.
- oy " The magic seems to

R be working, and they
: land an Cradawgh's
Island.

-

.
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The first thing you see on the island is a smashed hut—it's
the anly hut on the

Enter the cave. To the right of the entrance are two Portals
locked behind a gate that no one in your party can open.
Search around the areas of purple light for three treasure
chests, two containing Curing Potions and one containing a

Sense Aura spell.

island,swhich is not a Eﬁ' A
good sign, On the h 4 "‘,
eastern side of the ' o Pl
wrecked hut is a stone .
path. Follow it until A A - i
you reach the mouth - g _ fa: Y
of a cave. o - B .

| - » hdase L

A '@;t 37. ?‘\

Praceed through the
door you did not
come in through.
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From the cave's exit, head northeast up the short, steep
incline, and then northeast along the grassy ledge until you
see a narrow pathway with a Chaos Mauler pacing at the end
of it to the west. Run to the end of the path to trigger a
cutscene. Chaos Monsters have Cradawgh and seem to be
sacrificing him to cast some sort of spell. Alaron interrupts,

o= and the party is
thrown into combat
. with the monsters.
AL
'3 4 |
o DY afie <1
L - - .- oy lﬂ

After defeating the Chaos Monsters, the dying Cradawgh
explains in a cutscene that he won't live long enough to cast
the incantation to give Alaron a True Mame, and he asks
Alaron to carry his body to Talewok and deliver it to Ardra. He
says that Alaron must seek out the Jundar Zaratas in the
desert, warns him that Rabisat has sent someone {or some-
thing) named
Pochangarat to bring
Alaron to her, and
tells him not to fear
his "other self.”

Return to the shore near the smashed hut, where you landed,
and Amann will take you back to Port Saiid. You can get a free
night of lodging at the Four Winds Inn by speaking to Niala's
father, asking if there's a way to send a message to Talewok,

; and asking him to
keep Cradawgh’s
death quiet.
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Leave Port Saiid and take the road to Talewok. Along the
way, you'll likely encounter the wandering Spirit again, near
Talewok. Tell him to “Get out of here!” and he'll meet you in
2 Terminor. At the
crossroads, take the
Talewok road to
enter the city via
the southern bridge.

Your first stop should be Ardra’s chambers in the Wizard's
School. She invites Alaron to the funeral and encourages him
to read the books in the Wizard's School library to prepare
himself for what's ahead. She also mentions that she has an
old Jundar friend "

named Tamberlain
who runs a tavern in
Terminor, and he may
be able to help.

After leaving Ardra’s chambers, you get a quick tour of the
library. Ardra encourages Alaron to read as much as he can
(high Loremaster skills come in handy here). When you are fin-
ished, head to the burial site due west of the Inn. Prince
Sheridan is there, He reassures Alaron that all is well in”
Gwaernia and scoffs with disbelief at Alaron’s tales of mon-

o sters. Walk forward a
few steps after speak-
ing with Sheridan, and
Cradawgh's funeral
begins.
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o ENEMIES vy
« Dust Devil = Minotaur Lord
« Earth Elemental » Plapue Zombie
.| *+ Fire Elemental : = Salamander
| + Giant Boar + Shamsuk the Necromancer
» Giant Skeleton * Skeleton
s Harpy » Skeleton Archer
= Hellhound » Stone Golem
= Large Scorpion = Troll
= Lizard Man = Wight
= Lizard Man Sergeant = Wraith
« Manticone « Zombic

The Road to Corminor

With Cradawgh laid to rest, it's time for Alaron and company
to leave for Terminor. Purchase any equipment and get all the
training you need in Talewok (making sure to save some cash
for the finer wares of Terminor), then leave the town via the
southern bridge and follow the path until you come to a cross-
roads. Follow the path that leads to Terminor until it ends

abruptly at a giant
bog. This is the
Darkling Bog; many
characters you meet
in Terminor will
refer to it.

The paranoid traveler you met on

the road to Erromon is here, and he's

his usual unhelpful self, though he does mention that the
bog is filled with lizard creatures and undead. He also tells
you howte get to Terminor. Unfortunately, his directions
are as bad as his people skills; you actually want to head
back west until you reach the cliffs overlooking the

water, then head south along the coast until you cross

the stone bridge. After the bridge, you'll pick up a

" 'Dutside the Terminor gates, Alaron runs into his other half,

. the wandering Spirit, and this time it's not speaking back-
wards. It delivers its usual cryptic warning about the dangers
ahead and the need to join with Alaron, and attempting to
join Alaron with his other half will result in a battle that you

LA

must flee to survive. The Spirit tells Alaron to keep looking for
him, and vanishes. You might encounter him again (and have a

similar conversation) a little farther up the road where the

stone path to

Terminor splits from

the dirt path.

dirt path that

will take you

straight to

4 |

Terminar. h‘

¥
n \
e
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The jester from Port Saiid is waiting for you

at the gate to Terminor. He says he'll give

you a reading of your future once you

“come to view the tower” (whatever that
means) and that he’ll meet you in the bog.
The guard at the front gate is
hostile toward Alaron and Gwernians in gener-

al. However, he has some interesting bits of his-
tory to share about the former Jundar empire and
the hostility between Gwernia and Terminor. After
speaking with him, enter the gate.
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Note

Shop A's shopkecper sells Fire Flishl
Strength Potions, Great Swords,
Heartseeker Bows, ngl'lu..
Pork, Phantom Cloaks, le

Gauntlets, and Gemstones, He'c n
train your characters in Mechanieian.
(Rank 7) and Merchant (Rank 7).

Mothifng of interest is on the northern side of Terminor's first
level except a stairway leading to the second level of the
town and Shop A. Most of the shops in Terminor are only
open during daylight hours. At the well west of the entrance,
there are two former
residents of the min-
ing town of Pome
who narrowly escaped
when a sorcerer with
a twisted staff
destroyed the town a
few days ggo. The
sorcerer sounds like
the one who

menaced Oriana.
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%}bﬂum south of both the well and the entrance to

'Iﬁmmor are empty, with one exception: the Staggering Ogre’
Iucned at the south end of the city. The innkeeper

ﬂam] waits out front for you, and you can get a room .

*unt by talking to him
%ﬁsﬁu thenlzﬂulding
,i'g‘hdir'_mu spend a
mght at the inn,
Tamberlain also offers
to sell your characters
- some pricey but
y err.mr.ﬂeiy valuable
items. In the Inn,
you'll find Niesen, but
hold off on that for

right now.

Dote

Tamberlain sells (ﬂnﬂmﬂ
Hluk_\ Pikes, Pulnm L
111' Adamani, Boots aF

ngth, lnﬂ'ﬂv:fmsl_ Pations, Fire
]tu:lgs of Healing, Boots

of Shilelds, Spirit Shields, and
Gemsiones. S e f

jo Tk

You'll find more activity on Terminor’s second level. The first
door to the northwest of the entrance is to an empty house.
Following southwest along the building, the next door opens
into an empty armory. Near that door, you'll find a storyteller.
Ask him about the “Shriveled Heart,” and he'll tell you the
story of the sorcerer Elisheva and his ruby heart, which is still
buried in the Darkling Bog. After you listen to his stories, he
: will give you
information about
the Darkling Bog
and the Jundar.

. E =

Fﬁllowmg south alang the same wall, you'll find (in this o

an empty house, Shop B, Shop C, and the incline to Terminor’
| third level. Southeast of the incline is an empty house.

Outside it is a woman who looks uncannily like King Phelan’s
late wife, Bodecia. It turns out that the woman is her niece,
and she doesn't have high opinions of her distant Gwernian
relatives, or of Alaron and his party. She tells Alaron that so
many of the houses are empty because there is a plague in
town, apparently

ment of meat from
Erromon.

started by a bad ship-

Note

Shop B's shopkeeper sells Antidote, Curing, Healing, Restore,
and Stamina Polions, E:mm y Sapphire Gems, and
Spices. He can train | (Rank 10), Healer
{Rank 10}, and

{m%

Dote¢

Shop €'s shopkeeper sells Bows of Accuracy, Dragon Fangs,
_Great Bows, Hﬂl‘lsl:l:?.u‘ Bows, lmsﬁmlu, and Tinker's Gloves.
He can train chara in n (Rank o), Merchant
(Rank 8}, and Ranger (R

Northeast of Bodecia's niece, along the same wall as the
empty house and southeast of Shop C, is Shop D. North of

. Shop D is an empty
house, followed by an
empty shop and

another empty house.

NDote

Shop I's shopkeeper sells Charisma Potions and Harps of Igone.
| _She can train characters in Diplosat igm:li 7), Loremaster (Rank
51, Merchant (Rank 4}, and Troubadour (Rank 10).
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.
rr in empty house and an empty shop. Aleng the southeast ]
o wall is Shop E. At the northern end of the third level of the The locked house on Terminor™s fourth level is Mago's House. To
town is an‘incline to access it; speak to Tamberlain afier spending a night at the
Terminor’s fourth Staggering Ogre Inn, and ask him about Mago. Tamberlain will -
level, which has noth- tell you that Mago, a Wizard without a True Name, rose in
ing but a few foun- power until he could not control his magic and almost exploded
tains and a house into a magic storm when a lynch mob tied to kill him. He was
| locked beyond the _ 1 left mpp&d, cared for o
F.'-Iﬂkll"ig ability of your ol '-,Ju-l--" by his wife. Legend hat
best thief. i - A it that he killed a man's
r,amﬁ: during his rage,
driving the man insane
- and sending him into

the Bog to live apart
from humanity as the
Wild Man of the Bog.

Note

Shop E's shopkeeper sells Acid Flasks, Sleep Gas Flasks, and o
Sense Aura Scrolls, She can lr.lh: characters in Loremaster (Rank

1) and Merchant tﬂaqka.‘.l. 3 uqi: alm-m books in her p Afier Tambeslin tells ve
shop that characters with high Le ster : woman waits outside; 1ell

e ¥isit Mago's House. A
mberlain sent you and be
1 cﬂtn'trah-s. and she will
“open the door far you.
Inside is a mnmin who
~sells Aora of Dmth
Sjnmﬂs. Darkness
S Scrolly, Stamina Scrolls,
i Vs, Nmmnnq- Scrolls,
l:lul Spice. She ¢an train
clers in
(Rank 5} and
izard (Rank g).

I ]
p's House, where Mago |
13 cutscene conyersation. |

== ey i

Once you've sufficiently explored Terminar, return to the
Staggering Ogre Inn. A cutscene plays as you enter, Alaron
tells the disbelieving guests about the Necromancers mas-
sacre of Pome. At that moment, a badly wounded survivor
stumbles in, confirming Alaron's tale just before she dies.
Then, Niesen shows up and relates the story of his flight from
Pome. He saw Shamsuk questioning the miners' wives in
Pome before it was
destroyed. if you tell

2 him “I've been think-
ing about Pome

. myself..." and "I'm

with you," he invites
Alaron to enter the
Darkling Bog, destroy

w ynucnmetutl* ST
and his wife sit, approach tht'ﬂ"l# 1
Alaron recognizes Mago as the erippled old man from hﬂ vision
with Ardra. If Alaron tells Mago and his wife about his quest for
his True Name, they both becore ipset and tell Alaron to go

s tower i it arid o ) som—— into hiding or élse the
“same thing tﬂll hap-
then attack the
N pened to H:é: will
eCcromancear.
happen o him, Mago
‘5 also reveals lfrl back-
_— ,,3:2 - < wards-speak] that the
; L { Jundar Wizard who
Niesen insists on hav- : stopped his involuntary
ing a party strong in Henrd ot o, i be found
magic. You'll need a ;ﬂm"—mfm' ::TIEI:E;::;: it auu
thief to climb the % chasm. |
tower and Niesen to » -
enter it. To take
Niesen, you must wait for you at the Stumbling Ogre Inn. (Iif she wasn't in your
leave behind Abrecan, party when you entered Terminor, Keelin is also in one of the '
Arturo, Keelin, or rooms at the Inn, but there's no point in inviting her yet—your
Godric (whoever is in fourth member must be Niesen). Once you choose Niesen for
your party). The dis- your party, you can't drop him until you successfully assault
missed character will the Necromancer's Tower in the Bog.
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Once you've done all of your shopping, equipping, and train-
ing, leave Terminor via the front gate. Follow the stone path;
when it meets the dirt path, head north. You might encounter
the wandering Spirit here. Follow the dirt path back to the
stone bridge you crossed, and then take a sharp right (south-
east) and follow the river until you see a flat grassy hill to the
northeast, and the river chasm stops.

o

4 '-". .

. 9 ¥ .1 ;

Side Quest: Elisheva’'s tomb

Elisheva's Tomb is near
the Wild Man of the
Bog, northwest of

| Shamsuk's Tower.
Approdch the erumbled
stome steps and enter.
JSeyeral Zombies defend
the first level, and
there's a ladder down to
the second level. The

seconkl levelis a long

Walk northeast around the flat hill until you
come to a Zombie standing in the middle of a
patch of sand. Enter into conversation with it

(which leads ta a fight with multiple

Zomibies), After defeating the Zombies,
proceed through the narrow passage-

way to the north. Follow it until you
see the dark green grass of the
Darkling Bog. Head southeast;
keeping to the flat part of the
swampland.

.

00
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Continue to the southeast for quite
some time until you come to a
broad, flat clearing in the swamp
with a few murky streams and
several weeping willows. There is a large hill with a

flat top in the distance. Approach the hill and circle
around it to find the Tower of Shamsuk the Necromancer.
(If you're having trouble locating it, refer to the map and
follow the streams; one of them flows right by it.

Additionally, the
Wild Man of the
Bog is nearby—
to the northwest
near an enor-
mous tree with
exposed roots—
and he can give
you directions.
Elisheva's Tomb
is also nearby;

see the sidebar.)
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_ containing Stealth

~Two Stone Golems protect the Tower, Evenif you can sneak
around them, engage them in combat; they're a good test of
your party’s readiness to enter the Tower. After defeating the
Stone Golems, move to the scaffolding on the Tower's right
{eastern) side and press &. At the top of the scaffolding, turn
left (south) and go
through two consecu-
tive doorways to
reach a ramp facing
downward. You will
also find a pouch

Potions and the Black
Key (one of three
essential Keys for the
Tower], Approach the
ramp and press &
te descend. —

At the bottom of the ramp, go left and follow the checkered
tile pathway to a white door. Go through the door to find
yourself on the same tile path, floating in the middle of the
sky. Continue down the path, keeping left. Halfway along it is
an invisible pathway to the left. (You can't fall off the tile path,
so don't worry about
that when you're look-
ing for the invisible
one.} Run to the end
of the invisible path-
way and press & You
enter a semi-

circular room with
portraits on the

walls and water on
the floor.

Turn left from where you entered the room and face the por-
trait with water flowing from it. Press & to be transported
ifto a fiery reom with Hellhounds immediately to your left.
Sneak around the Hellhounds unless you have strong protec-
tion against Elemental
magic, because their
Dragen Flames can
quickly destroy your
party. Take the ramp
to the left of the
antrance all the way
down to the white
door at the bottom,
skipping the first pas-
sageway to the left.
Enter the door.
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In the next room, follow the checkered carpet across t shhrt .
hallway to the door with the white squares at the opposite

end, Pass thmugh that door. The.next room is Very similar to«
the last one. Along the middle of the right-hand wall is a

painting of a landscape with moving clouds. Face it and press

@ to take a secret door to a bedroom. Along the left wall of
the bedroomisa .
small wardfobe with a*
chest inside.

-

-

The chest contains the Bone Key, which you'll need to finish
the level, so pick it up, then head back through the painting
to the hallway you were just in. Go to the end of the hallway
(Alaron's right as he exits the bedroom) and pass through the
door to enter another hallway. This one has a pack of Zombies
pacing the floor, and the exit dooris at the bottom of a ramp.
Defeat the Zombies,
approach the ramp,
and press & to
descend.

The ramp ends at a small room with two doors that have flam-
ing skulls above them. Choose the one closest to the entrance
{the leftmost one, as you face them), which takes you to a
small corridor with two partraits of a woman on the walls.
Walk to the opposite end of the room and go through the
door. In the next room, take the door at the end of the left
wall (the one opposite
the stack of crates).

primagames.com
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s next room, a Iabmatmyfrurn the lmkn'ufhhal?tdt -
After entering, walk straight ahead exactly 13 steps, =
walk up to the wall, and press ®. If monsters inter- J.,.
;upt you, defeat them, return to the entrance, and start over. .
If you've done it properly, you should enter a large circular
mmaﬂmmthmnddinandanmm&rﬂi 4

= "Ele \pacing around. Run directly across the room to the
= large portrait of the
. woman and press ®

to enter ancther

magic laboratory.

The exit from this room is the downward ramp with the ornate
eyeball over it. Press @ at the head of the ramp to enter a
small hexagonal room with Plague Zombies in it. Fight them if
you wish, then exit the room through the door opposite the
one you entered through. You'll be in another hexagonal room
with a booby-trapped chest and a statue of a woman in the
center. In the chest is a Helm of Charisma. Exit through the
door the statue faces; there are portraits of demons to either
side of it, and the

one to the left is
upside down.

In the next room is another statue—a man holding a staff. In
the trapped chest next to it is Breklor's Firestaff. Exit through
the door that the statue’s left hand and staff point toward;
you enteria corridor with Giant Skeletons. Halfway down, on
the left, is a hidden door. Fress @ while walking along the wall
to discover it and )

pass through.

I-I‘-,_

th& d%as:and:ng ramp past the Stone Golems hﬂm next
room, follow the ramp down, and take the second &nar%n the
%:'tht (it's purple, with gold handles that look like . an K] Rﬁl‘f
the end of the next room, a short hallway with a door similar
* to the purple one at the end, and open it to enter the Bone

Room Maze. In the Maze is a Minotaur Lord with the Blood L
Key to the Tower, some Potions and Spice, and some other £

treasure lying around You have the Bone and Black Keys, and  » "
you need the Bload .

'?-"H-i'-—‘r'1 Key to finish the level,

- || sobesureto find and -y

kill the Minotaur Lard. &

The Maze might seem ,ﬁ(

woes e AN | confusing, but there is .

only one exit besides
the door you entered

through; it's located
? on the Maze's .,
western wall. 1
'

Exiting the maze takes you inte a warped hallway guarded by
Plague Zombies. Run to the end of the hall, to the floral-pat-
terned door, and enter the next room—a hallway with a blue
zigzag pattern on the floor. Run left to the end of the hallway,
which is guarded by Wraiths, and go through the door. In the
circular room you enter, head down the ramp and press ®

at the end of it.
Continue running
down the ramp and
enter the first door
on your left (purple,
with X-shaped gold
handles).

This brings you to a short hallway with a psychedelic doorway
at the end. Enter the doorway by pressing &, and press &
repeatedly as you follow along the left wall (it's quite a hike)
until you discover a secret door. It takes you to a very short
hallway, at the end of which is a door. Go through the door ta
enter another circular hallway patrolled by Wraiths. Again, * -
press @ while running along the interior wall of the circle to -
find a secret door.

You appear in another
small hallway with a r r
door at the other

end. Walk through

that door.
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The party appears on a subterranean ledge with an enormous

i)

‘ ]DYN S DTMAasi@fifiic ﬁi ia l_.('?trata.

o . il "
s takes you tn a $mal! mrculai"mém

with a ‘column of energy in the middle and a
arding it. Defeat the Wight, then stand in the center
energy column. Leave the column and backtrack to the
r ring of the psy-
chedelic level. Walk
along the outer edge
of the hall this time,
pressing @ until you
come to a secret door
(it's @ panel of slightly
different psychedelic
colors). As you walk
through this door, a
cutscene plays.

stone hand extending from it. Niesen marvels at the party’s
ability to get so far into the Tower, then reveals that the curse
is much stronger here and says he's going to die somewhere
inside the Tower. Alaron argues with him in vain. Niesen .
thanks Rheda for trying to save him, and she encourages him
to not give up hope. A flame-covered Demon shows up to
destroy the party, but Niesen has one spell that can defeat
him. He tells the others not to follow him and asks Alaron to
take care of Rheda for
him. Then he ascends
the stone hand to
fight the Demon.

They kill each other,
and the party is free
to exit.

Run up the hand and press ® when you reach the palm. The
-party is transported to anothar subterranean platform with
two Portals at the other end of it. Run toward the Portals, and
a cutscene featuring the Jester from Port Saiid will play. The
Jester tells the party his real name, Farris, and then admits to
helping Shamsuk. He didn't want to, but Shamsuk was too
powerful to oppose, so he tock on the role of the fool to hide
his secrets from Shamsuk. After Rheda expresses her disbelief,
Farris tells Alaron that
Shamsuk is menacing N
Oriana. Alaron has the '
optien to include [
Farris in the party; it's
a good idea to bring
him, now that you're
now short a

member.

@l' Vo

Shammk is woilching. He'a in the
wolis, He's in my mind bellins me \*m
oirendy dend and that he®s waitinm
o inhe my S0k

3

* uncontrollable magic
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The right Portal is not funetioning. The left one takes your
directly to Qriana’s Hut and inte €ombat with Shamsuk, so be”
sure you've properly equipped and healed your characters
before stepping through. Once you do; a cutscene plays.

Rheda tries to talk Alaron out of attacking Shamsuk, but
Alaron’s havirlg nene of it. Shamsuk appears and tells Alaroh
that his schefnes' were designed to keep Chaos ffom using o
Alaron's Wldung powers to destroy the world. He then asks .
Alaron to join ferces with him to drive back Rabisat, but Elﬂy'
hope he might have
had of Alaron joining
him is dashed when
Shamsuk tells Alaron
that he killed Oriana.
Worse, he reveals that
she was Alaron's
mother. Alaron snaps,
and a fight begins.

Bul now Shommulk w
muﬁﬂmuﬂm

L0

Shamsuk is a powerful Necromantic Wizard with Wraiths by
his side, so ensure that Rheda makes good use of her anti-
MNecromancy spells. Your characters should be strong enough
to withstand a Bood deal of punishment from the Plague
Zombies, Giant
Skeletons, and
Wraiths accompanying
Shamsuk, so use one
or two characters to
fight off the _
monsters while the
othars attack the
Mecromancer himsalf.

x

After you defeat Shamsuk, another cutscene plays. Alaron
calls for Farris, who turns up with the Necromancer's Staff in
hand and refuses to give it to Alaron because he's afraid of
what the squire's

might do with it. He
also tells Alaron that,
with Shamsuk out of
the way, Rabisat will
send her entire army
to get Alaron. With
that, he departs, staff
in hand.
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ENEMIES

s Air Elemental

= Barrow Guardians:
Behrooe, Nasim, Golnar,
Mehrdad, Shatrevar,

= Chaos Spellweaver
= Chaos Stormer

= Chaos Warrior

= Dust Devil

= Gryphon
= Hellhound

* Large Scorpion
® Lava Hound

* Skeleton

s Skeleton Archer
= Stone Golem

= Water Elemental

(41}

Ksathra, Assim * Barth Elemental = Lugash, the Undead King = Wight
= Chaos Lieutenant = Fire Elemental = Plague Zombie = Wralth
# Chaos Scout « Giant Golem » Salumander + Zombie
* Chaos Sorcever » Giant Scorpion = Sand Worm
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+ Following the cutscene with Farris, Alaron makes a Journal

~entry on his fight with Shamsuk and Oriana's death. Alaron
elings to the hope that Oriana might still be alive, but her hut
ise . Return to ,

the Oisin Portal (the
first one you discov-
ered back in Act One),
press @ while stand-
ing under it, and the
party is instantly
transported to the
ruins of Shamsuk's
Tower, now just a pile
of rubble with a Portal
sitting atop it.

You're short a party member due to Niesen's death and
Farris's departure, so head back to Terminor and go to the
Staggering Ogre Inn. Not only do you find Keelin and Arturo
still waiting patiently for you, you also encounter two new
playable characters: Baird the Warrior Poet and Danovan the
stuck-on-himself Swashbuckler. Baird makes a good replace-
ment for Arturo, and
Donovan makes a
good replacement for
Rheda, so go ahead
and add them to the
party. Purchase
equipment and train-
ing as necessary, then
leave Terminor via the
front gate.

Follow the coast along the southeast until you comesto a deep
river chasm. Cross the bridge to the east; you'll encounter
some Troll guarding it, as Trolls are wont to do. Defeat them
and continue,southeast. The green grass of the terrain gradu-
ally shifts to the gray
stane of the moun-
tains, and the lush
trees become leafless
as you continue south-
ward. Keep heading
south through the
desert valley until you
come to a magical
blue barrier: the
Jundar Gate.

. . © primagames.com
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Press @ at the Jundar Gate to begin a cutscene dialogue with
the Guardian of the Gate: The Guardian forbids Alaron
entrance to the Jundar kingdom unless he can answer the
Guardian's riddle. If you wooed Pandara in the Dryad Forest,
you can consult her via Pandara’s Amulet. If you give an incor-
rect answer to the Guardian, it will unleash Fire, Air, Earth, and

Water Elementals,
which your party must
defeat before you can
try the riddle again.

L Tthen say your
oale.”

271 need 50Mme Lime
Loy thimk, Greal
Jundw: spiit..

4. Lthere 15 one GijL
Lhal s youRs and
voues Alone,”

4, “somehing else.
570 Know my GrReal-
sl GIfL”

e e e

Once you've answered the riddle, the Guardian lets you pass
and wishes you luck in Ugarit, which is farther southeast of the
Gate. A short distance past the gate, Alaron runs into the
wandering Spirit again. The conversation is very similar to the
others they've had. Continue southeast toward Ugarit; refer to
the map to stay on course. After you cross a long land bridge;
YyOou see an enormous
black and purple
structure. This is
Ugarit. Keep running
toward it and enter

| through the front
gate, a black pulsating
doorway.

-
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 Ugarit is the city of the Jundar, a magical race with blue skin.
" The Jundar are not accustomed to seeing humans in their city,

but that doesn't keep them from selling a good deal of equip-
ment and training,
even if the hospitality
leaves.a bit to be
desired. Ugarit is
divided into three lev-
els. The entrance to
the city is on the
upper level.

= i —

Shop A, which is only open during the day, is at the extreme
northeast end of Ugarit's upper level. Pressing & nextto a
crate near the back left wall of the shop reveals a tunnel to a
secret passage out of Ugarit. The tunnel also holds three
booby-trapped chests. The first holds a Defense Potion,
Gemstones, and Gold. The second holds Curing Potions,
Stealth Potions, and a Web of Starlight Wand. The third con-

tains a Phantom 53
Cloak, Leather Boots,
Gemstones, and Gold.

Shop A's shopkeeper sells Fire Flasks,
w Stealth Potions, I'im-iun Darts, Tantos, Cloth
Armor, and Lullm- Armor. He can train char-
acters in'Meschant (Rank o), Stealth (Rank 5),
and Thief (Rank 10).

primagames.com
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Moving southwest from Shop A, the party will pass by the fol-

! lowing doorways, in this order; an uneccupied shop to the

sauth, an unoccupied shop to the north, an unoccupied shop't'%"
the southeast, an unoc;;upued shop to the northwest, the main =
gate to Ugarit to the
west, an unoccupied
shop to the south-
west, an unoccupied
shop to the northeast,
an unoccupied shop
to the southwest,
stairs leading down to
Ugarit's middle level
te the north, and
stairs leading up to
the Inn to the east.

The dowrward stairs near the Inn bring you to Ugarit's middle
level, which is slightly more happening than the upper level,
To the southeast of the stairs on the middle level is Shop B.
Walking around the middle level in a northerly direction, you
will pass (in this order): an unoccupied shop to the northeast,
Shop C to the south-
west, stairs leading to
the lower level to the
east, an unoccupied
shop to the west, an
unoccupied shop to
the east, Shop D to
the northwest, and
the Library at the
extreme northeast
end of the city's mid-
die level.

Note

Shop B's shopkeeper sells Bows of Accuracy, Dragon Fangs,
Goreat Bows, Heartsecker Bows, Hunter's Bows, Long Bows, and
Short Bows. She can train charactess in Merchant (Rank 6),
Warrior (Rank 10}, and Missile {Rank 10).

Dote

Shop C's shopkeeper sells Bartle Axes, Broadswords, Enchanted
Blades; Great Axes, Great Swords, Iee Stilettos, Maces, Mauls,
Poleaxes, Sabres, Stj'tlllﬂ. m Il.ﬂﬁ Swornls of Might. She can
train characters in Merchant (Rank 8), Hafited (Rank 10}, Pole
(Rank 10}, 'iwnrd (Rank 10}, nnd_fﬂh&ld (Rank 7).

Note

Shop [7s shopkeeper sells Leather Cloaks, Jundar Gauntlets,
Plate Gauntlers, Boots of Adamant, Léather Boots, Woodsian's
Boots, Mercenary Belts, Cloth Armar, Jundar Leather, Leather
Armor, Beast Hides, and tielihound Hides, She can train
characters in Diplomat (Rank 10)y Merchant (Rank ), and
Ranger (Rank

sl i 4
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The Library has three colored beams of light, similar to the
light emitted from Portals. Standing in the blue beam and
pressing (& takes you to a subterranean room with three
books open on pedestals: Letters and Treaties, Thoughts on
Lesser Races, and Beneath the Barrow's Stones. The red beam
takes you to a room with three more books: The Exploits of
Zaratas, Betrayal in the Darkling Hills, and FLES YM ROF...
The purple beam takes you to yet another room with three
books: A Strange Old Journal, The Book of Spirit, and The
Book of Songs. There is also a Jundar woman in this roam
who sells Acid Bolt Scrolls, Brilliance Scrolls, Control
Zombie Scralls, Solar Wrath Scrolls, and Helms of
Wisdom. She can train your characters in
Loremaster (Rank 10), Merchant (Rank 8),
and Wizard {Rank 3}.

: =
-
After reading the B -
books, pieces of a story begin to come togeth-
er. Zaratas is a2 Jundar war hero who some-
how tamed a Giant Red Serpent (a Dragon?)
in the desert. Also, In an area called the
Barrow lie the bones of a Jundar gener-
al named Lugash, and a magical Horn
is supposed to be buried near him. Finally, from the cryptic
FLES MY ROF book ("FOR MY SELF"), Alaron deduces that he
must find a wizard in >
Maxxen to join his / 3
Spirit to his body.

70
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Taking the stairs from the middle level brings Adaron and o I
company to'‘the lower level. To the north is Shop E (you have
to go through three rooms before you find the shopkeeper), =
to the northeast is a golden sculpture, to the east is the
Palace, to the south-
east is an unaccupied
shop, and to the
south is a garden.

Shop E’s shopkeeper sells Web of
Starlight Wands, Dispel Elemental,
}ll‘li-ﬂ'l'lfﬂml Stcllar Gravity, Vs.
tal, and Web of Starlight
Scrolls. She can train charactersin |
thl:lm i,'Rmkr] and Wizard f
{Eﬂkin}. /

e Enter the Palace and head all the way up
L the blue pathway. A cutscene audience F
with the Jundar Emperor, Zaratas, begins.
Alaron explains his situation to Zaratas, who is
horrified that the unnamed Alaron came to
}| Ugarit. Zaratas cannot name Alaron; only the
Dragon Rooughah can da that. Alaron needs
to find the Gelden Horn of Kynon and play
it for Rooughah. The Horn is in the Barrow,
which is west of Ugarit, and Zaratas tells
Alaron to avoid Maxxen on the way over. He will have to
defeat seven guardians and then fight an undead king to get
the Horn. When Alaron gets the Horn, he's to return with it to
Zaratas, Zaratas also tells Alaron to visit a nearby human her-
mit. He lives in a
canyon to the north-
west and is cared for
by Sholeh, a Jundar
woman.

-
]

-
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Aiter your cnnyﬂmatmn with Zaratas, equip your party, train
them as necessary, and exit Ugarit through the main gate.
:' ﬁ‘Haad northwest past the skeleton of the giant beast that's
 half- buried in the sand, and then go almost true north (slightly
_ northwest) until you come to a gap in the northern rock wall.
The gap opens into a downward passage guarded by
Gryphans. After defeating the Gryphons, run down the path
to ﬂ-p southwest until you arrive at the bottom of the canyon,

then head in a gener-

ally southern direction
along the cavern floor.
- At any forks in the
road, bear to the right
) | and keep going.
Side Quest: hellbound €ave
IF you want to pick up some expericnce (and a Belt of Teleport).
head due west from Ugarit, crossing a land bridge and passing
three mesas, Turn south and run toward, the blaish-gray pillar in
the distance. You arvive ata stone courtyard. Walk onto the sand
path at the south end of
“the uiurl_\-‘.lnl anil lol-
lovw it dovwrn undil you
reach a cave. Enter the
gave and Gight the
Hellhounds and Lava
Hounds inside. At the
end of the cave is a pile
of Gold with a Beh of
Teleport sitting in the
: n;lr:ldln of it
After the first fork, you find the human hermit Fyrsil on a
sandy ledge to the east; the female Jundar Sholeh cares for
him, but she not there at the moment. Speak to Fyrsil; he is
a valuable source of
information. Give
him the following
responses: "
Lrm ajler the
kynon horn.”
L 2 b0 you know how
Lo GeEL me A Liue
namer”
3 teach me "
- . Y
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Fyrsil is the powerful Wizard that Mago tried to get Alaron to
visit. Fyrsil tells Alaron the story of how he did not help Mage
in Terminor when Mago was unnamed. Terminor was nearly ,j
destroyed, Mago went mad, and Fyrsil lost his eyesight, Fyrsil* Ag
can't name Alaron, but he can help him on his quest. The Lich, ’
Lugash, has the Horn of Kynon. To get to Lugash, Alaron must
defeat his seveén captains, take their gifts, and return them to

Lugash. This will open O :
Lugash's home and ' i e
allow you to defeat FiLl I,
him. e {
e
Fi
o
L
Fyrsil accuses Zaratas of treachery for telling Alaren not to go
to Maxxen, because the only weapon that can defeat Lugash
is the Sword of Lodin, found in the well at the Maxxen ruins at
the end of the canyon you're in. Follow the well to the bottom
and open the hidden doar to find the Key. Use the Key to
open a second hidden
door. Once you have
finished your conver-
sation with Zaratas, he
will train your party in
Merchant (Rank 7) and
[ Shield (Rank 10).

- e — —

After Fyrsil has trained your characters, continue southwest
down the cavern. At the end of it is a deep pit with a narrow
path leading down. Follow the path all the way to the bottom.
At the bottom of the pit is a locked door to the north. This is
the entrance to Maxxen, Lodin's tomb. You will need a charac-
ter with a Thief skill of at least Rank 8 to open it. On the other ..
side of the door is a hallway guarded by Giant Skeletons and .
Plague Zombies.

At the end of the
hallway are three
doors. Pick the lock
on the left one and
head through it.

7l
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4 i Crny Potions. ealin Fotiens. Sicais Poitias L Lockid Doar Jt
‘) 2 Cadin's Ky L ke Toar (et Eod's By
i Cmg Fotvons, Siealeh Poiions i apenl Run through the short hallway and open the 'door at the end
o Excomice wih Cadm's fbest of it. You appear at the end of another hallway that runs to
- the right and is guarded by Skeleton Archers. In the booby-
trapped ::he"t at the far end of the hall are Healing and e
Curing Potions. Pick the lock on the door next tothe chest to

LA ClllTance call enter the next hallway, which is guarded by Wights and Giant
Skeletons. In thie chest in the middle of the hall is Lodin's Key.
Gat it, and then backtrack to the hall with the three doors..
Use your best Thief to.
disarm the trap on the °
center door, and -
Alaron will automati-
‘cally use Lodin's Key
_to open it.

A cutscene plays when the doer is open. The ghost of Lodin
cries out that Lugash is on the march, and he calls for his
sword and armer.
Alaron tells him those
days are past, and
Lodin gives Alaron his
Sword, (which he calls
Fate) to fight Lugash.

}
ot Vs "-;".ML
 rrasam— =
— } r i
1 ! v |
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Leave Maxxen and climb out of the pit the same way you
descended into it. Backtrack north out of the canyon and stay
to the right at any forks in the road. You should wind up at
the top of the path leading into the cavern— the one that was
& guarded by Gryphons
when you first found
it. Head southwest.
Keep heading past
: the first land bridge
. 4= | you see to the north
M and take the second
one, which is only a
short distance past
the first.
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land. Run to the
Continue north, through the path between two large hills. northwest, and a _
Once you pass the hills, turn left and run west until you reach cutscene automatically 1
*  astony rock wall, Turn left at the wall and run south, parallel plays as you approach
to the wall, and follow the wall as it curves west. A goblet- the Barrow.
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shaped mesa appears
before you, in an
expanse of blackened




{gave him. Remember:
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are seven boulders, each with a different
rune in front of them, scattered around the
nd. These are the Keystones for each of Lugash's Barrow
rdians. Standing on a rune and pressing @ unlocks that
Guardian's Keystone; the boulder rises into the air, and you
can confront the cor-
responding Barrow
Guardian in the
Barrow below to take
the gift that Lugash

To unlock Lugash's
lair, you must get a
gift from each of the
seven Guardians.

Te enter the Barrow, stand on one of the holes in the ground
on the Barrow's north side and press &, Once in the Barrow,
locate the crypt with the same rune in front of it as the
Keystone boulder you just opened and press & to enter into
combat with that Barrow Guardian. Orice you defeat the
Guardian, return to the Barrow surface and activate the next
Keystone. The Keystones can only be activated at night, and
in a specific order (see map): Behrooz (the Spiritdrake Helm),
Masim (the
Stormdrake Claws),
Golnar {the Firedrake
Fang), Mehrdad (the
Stardrake Aegis),
Shatrevar (the
Magedrake Ring),
Ksathra (the
Mightdrake Mantle),
and Assim (the
Irandrake Plate),

The Guardians are very easy to defeat, especially if Alaron has
Lodin’s Sword, and their gifts appear as treasure items after
you defeat them. Once you have all seven gifts, exit the
Barrow and enter through one of the holes on the south side
of the Barrow mound. This brings you to a large square crypt.
Seven dragon plaques
hang along the west-
ern wall, each with
one of the seven
runes in front of it.
Stand on each rune
and press ® to give
the appropriate
Barrow Guardian gift
to the Dragon on the
wall.
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Barrow via the hole on the north side of the Burrow mound..
Descend the stairs leading south from the wall of black ma
' %x in the Barrow and go

through the door at
the bottom. Walk
clockwise along the
_spiral path until you
come to an open darea
where Lugash stands.
Approach him, anda -
cutscéne begins,
which leads into com-
bat with Lugash.

Lugash is immune to all attacks except Lodin's Sword, so use
other party members to cast defensive magic and heal each
ather. It's a pretty easy fight, and when it's over, the party
gets some nice goodies, such as the Staff of Lugash and Royal
Platemail. The gate to the room adjacent to the one in which
you fought Lugash opens. Enter the room to find three treas-
ure chests. One contains a Bow of Thunder, Spice, and Gold.
One contains Healing, 73

Restore, and Stealth
Potions, a
Spellbreaker Axe,
Herbs, a Sapphire
Gem, and Gold. The
other contains a
Control Zombie Scroll,
a Witch Ring,
Gemstones, and Gold.

In the southeast corner of the Barrow is
the Horn of Kynon. Approach it, and
Alaron automatically picks it up. With
the Horn in hand, exit the Barrow.
Head southeast along the path you
took to the Barrow to return to Ugarit.
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ENEMIES Your characters head into what appears to be a battle situa-
tion. As the Spirit moves closer, they become ensnared in the
* Chaos Mauler ; * Firelord vortex of the shadow. Keep skipping their turns with (€] until
= Chaos Slayer = Gryphon the Spirit moves close engugh to touch Alaron, Alaron blacks
= Chaos Spellweavir = Hellhound out and a cutscene plays, flashing back to the Goblin raid that
= Dougal = Manticore interrupted Alaran's naming ceremony as a baby. The spirit
= Diracovern * Minotaur and Alaron finally join.
= Fire Elemental = Minotaor Lord Alaron wakes up to a
concerned Brenna

locking down at him.
He tells her that for
the first time since the
quest began, he feels
complete, though he
still lacks a True
MName,

Once you've returned to Ugarit, head directly to the Palace
and speak with Zaratas in the throne room. Zaratas praises
Alaron for his bravery. He tells the story of how the Jundar
became separated from the great red Dragon Rooughah and
says that, with Alaron’s recovery of the Horn of Kynon, the
Jundar's dark days
might be at an end,
He also tells Alaron to
go to the Dragon,
whao lies deep in the
caverns of Erromaon,
show him Lodin's
Sword and the Horn
of Kynon, then ask
Rooughah for his True
MNarme.

Continue to Erroman. You ean either hoof it the entire way or
use the Portal in the ruins of Shamsuk’s Tower to transport to
Oisin forest and walk from there. If you stop in Terminor on
your way to Erromon, you find Dougal at the Staggering Ogre
Inn, He's a wall-rounded Wizard, Thief, and Warrior: best of
all, he doesn’t wear purple armor, so you might consider

r replacing Donovan
¢ with him.

— ]

Take care of any necessary business in Ugarit, then head
northwest out of town until you reach the Jundar Gate. Along
the way, you encounter a Jundar traveler who tells you that o
the forces of Chaos are on the move. Immediately past the
Jundar Gate 15 Alaron’s wandering Spirit. Enter into conversa-
tion with it; it doesn't
matter what you
choose, because the
conversation ulti- g,
mately comes down
to Alaron joining
with the Spirit.
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' tunnel to the south
Gotzone meets Alaron at the entrance to Erromon. She says just before the two

that your war against the forces of Chaos is succeeding and shopkeepers.
that Yeraza is waiting for you in the cavern tunnels. Enter the Appreoach her.
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Alaron asks Yeraza for access to the Dragon.
Yeraza accuses Alaron of trying to subjugate the Mirari as the
Jundar did in the past. However, cooler heads prevail, and
Yeraza offers to help. She is reluctant to enter the Dragon's
subterranean home, but she unseals the door behind har and
tells Alaron he may pass. Open the door and take the lowest
of the three paths on the other side of it. Follow the path
south, fighting Minotaurs and Minotaur Lords until you reach
the door at the
other end.

If Dougal is in your party when you reach the

doar, a cutscene plays. It turns out that he is =
actually a double agent, loyal to Rabisat, and :
he is wild with desire for the Horn of \
Kynon. He won't give it up, so Alaron

attacks him, and a battle begins with your

party versus Dougal and several Chaos Maulers,
Chaos Slayers, and Chaos Spellweavers. Even if you
win, you'll still
be down a
man. Maybe
the guy in pur-
ple wasn't so
bad after all....

Pass through the door. Speak to one of the many Mirari
Dragon Servants in the cavern beyond. They try to dissuade
you from seeing Rooughah. Answer their questions any way

The Dragon Key is in a chest in the northernmost aleove of
the cavern. Get it, and head west through the caverns. You
must cross a stone bridge guarded by Firelords and run
through tunnels teem-
ing with Fire
Elementals and other
nasty beasts.
Continue west until
you come to a large
H{ wooden platform. Run

up the ramp onto the
platform and press ®.
Alaron is transported
to Rooughah's lair. bf

Rooughah nearly fills the entire room. Approach his '

° head and press @ to begin a dialogue. The
ﬁ Dragon tells Alaron he is the first of the
v = human age of mages and asks him to
At play the Horn of Kynon, A cutscene fol-

lows with Alaron playing the Horn. A
great fire erupts and Alaron demands a
True Name. The Dragon tells him he knows
his True Name: Alaron. A huge magical burst
fills the lair, Rooughah flies away, and Alaron
\( returns to the rest of the party in the

Erromon tunnels.

Alaron tells the group that it's time to go home. Backtrack out
of the cavern until you reach the door Alaron entered »
through. Yeraza and Gotzone wait for Alaron on the other
side. Alaron tells her he has received his True Name and

you like; they will tell

you only that there is
a Key to the Dragon'’s
chamber.

thanks Yeraza for her
help. She tells him he
is welcome back in
Erromon any time.
Gotzone then inter-
rupts and tells Alaron
M that the forces of
|| Chaos are gathering
outside Gwernia for a
final assault.
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ENEMIES
« Chaos Major * Murquis
» Chaos Manler = Pochangarat
» Chaos Warrior = Prince Sheridan
* Fire Elemental

After finishing your conversation with Gotzone and
Yeraza, head north up the main cavern and use the
Portal that links to the one in Castle Gwernia's basement.
If you chose Dougal for your party and he betrayed you

in the Dragon’s cavern, consider picking up Keelinor 4

Arturo (Abrecan, Godric, and Rheda are too weak

for the challenge at the castle) in Terminor before /
- heading to

Gwernia.

After you've teleported to
Gwernia, climb the

ladder to the Wizard's
Tower and run clockwise around the stairs. You
encounter Gabrion, who tells Alaron that King Phelan
is in the midst of battle on the castle’s upper battle-
ments. After the conversation, continue up the stairs

and toward the top
level of the castle.

80 primagames.com
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Many high-level monsters creep along the battlements, so be
prepared for a few scraps. At the top of the stairs, turn left
and run counterclockwise around the battlements. The first
monsters you encounter are Chaos Maulers and Chaos Majors.
Past them is a
Marquis backed up by
Fire Elementals. If you
have the Marguis
Amulet, now's the
time to use it.

After destroying the Marquis and the Fire
Elementals, you find Prince Sheridan. When you
approach him, Sheridan admits his jealousy of
Alaren. He also reveals that Phelan took Oriana as

% his lover while Bodecia was dying. Phelan and Oriana

fathered Alaron, who became his favored son. Sheridan
then confesses that he's been in league with Rabisat the
whole time and that
he turned over
Fhelan to
Pochangarat, who
is killing the King
as they speak.

The conversation ends, and the party begins
combat against Sheridan. It's four against
one, and Sheridan doesn't use magic, but he
is well armored. If your party has good
armor and many hit points, the battle should

be a walk in the park.

Surround Sheridan

and treat him like a

pinata until you're

|| victorious, then take

J| Sheridan’s Sword as

J the spoils of victory.
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Immediately after you kill Sheridan,
a cutscene dialogue begins
between Alaron and
Pochangarat (whom you will rec-
ognize as the huge monster from
Alaron's first vision in Oriana’s
Hut). She tells Alaron that he
ruined everything for Chaos
when he took a True Name,
and that he could have had
R enough power ta burn the
world, but instead settled for
being merely human. This
leads to combat with Pachangarat.

Pochangarat uses lethal Frozen

Doom and Fireball spells, so be

sure your party is protected
against Star and Elemental magic. Mirror spells are extremely
handy; even if they don't reflect spells cast en your characters,
they at least let your characters resist the spell. Physical
attacks work best against Pochangarat, especially if Alaron
has Lodin's Sword.
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Immediately after Pochangarat's death, another cutscene
plays. Alaron challenges the rest of the forces of Chaos to
come out, but there are none left. Alaron is still in a killing
rage, but Phelan calls out to him, and he calms down instantly.
Phelan is dying from wounds suffered during his own battle
with Pochangarat, but he says his pain is fading now that
Alaron is there. He tells Alaron that he is his father, and asks
him to go to Oriana and tell her that he regrets keeping their
love a secret and that his kingdem is hers. King Phelan asks
Brenna to bury him beneath the Great Wall of Knights in
Gwernia. Finally, he
names Alaron his suc-
cessor, passes the
crown to him, and
dies.

A final cutscene of Alaron's coronation plays, with all of the
characters and races Alaron encountered in attendance. Ardra
sets the crown on Alaron's head, and the spirit of Oriana
appears to give the new king her love. The continent is united
in peace under the Gwernian flag and the rule of King Alaron,
and your quest is
finally complete.
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Ferbs Spices Hemsiones Hichemist Ramk
Name EMect Required Requirzd Required Required
| Acid Plask Continuous damage o targed in combat - 1 3 ]
-’
L8 | misocroion | o mewpe | a0 =
v Charisma Potion Temporary bonus to Diplamar [ 1 i z '
Curing Potion Recovers many HP 3 3 - 2
1 Dexterity Pation Temporary bonus to 1% 2 2 =
Healing Potien Recovers a fow HIP 1 = —
Hestore Potion Restores any stats affected by enemy magic .- T a
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" # ' -
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£ | Chaos shield 45 " = = -
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Meles IMissile Resistames il 1
Mame LCevel  Mspect  School Hrack Hitack Mhagic {percem) Points  Uladue
Bandit Boss A-20 Leimar or Necromancy Enchanted Blade, Heartsecker Hoaw, Tap Stamina, o108 I5T-60TS
Saolar Lomgsword, Circan Bow, or Haste, Darkneis, Spirit
af ragdiwand 1 ang By Shigld, Wall of Bopex
| Bandit, Homan 17 Solar Chaos or Nestral  Longvword, Brosdsword, Diragan Famg, - — §2-9] 4801978
or Sabre Throwing lvomn, o
AnnE
[P 9] Mendit Woodoman 513 Salar Chaos Longswonl, Broadsword, Heartseeker Bow — EE I e
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r g 1 Barrow Goardisn 1 Lastiar Star Chaos Sword - Whiteltre, Phosical (io0) &5 i1
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Dispel Star
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Hehroog Frozen Doam, Dispel Magic (52
Star, Mirror
s | Barrow Grandian 15 Lunar Star Firedrake Fang - Whitefire, Dragon Physical (ool &0 imo
ﬁ Galnar Flames, Frozen Doom, Fire {50
Diispel Star
| Barrow Guardian 15 Lunar Sur Chais Swond — Frocen Dowm, Dispel Physical (1001 5 Cret]
@ Ksathra Star, Whitefire,
Darkness
'. Barmw Goangian 15 Lunar Star Chas Sword — Whitefire, Froeen Phasheal (1001, 60 4435
fﬁ Mehrdad Ban, Stardight Shield, Star (s
EHispel Star
o | Barrow (osrdan (11 |.cmar Star [Chais Sward Whitehire, Frozen T'h:rsi:.]l (1ol [1:] 4150
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Lightming
i Barmw Guanlian 15 Lusnar Star Chaos Sword - Whitelire, Dispel Star, Physical (roo) 00 3430
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=5 | Bat, Giant 3 Lusnar Necromancy Rat Bite - - Solar (-29) I 5
= | Bear 10 Lumar Neutral Bear Bite - - 5 730
L
== | Bear, Cave [ Lumar Chas Trnll Clawe i o0
=
a i - iy ity " = c 5 450
e b
@ Boar. Glant s Solur Chaos Boar Tusk = = " 4o
_ Chaos Licutenant 35 Lumar Chaos Chaos Deathving - Dehitation, Vi Physical (251 155 500
= Elemental, Wall of Majric {251
Bones, Whitefire
. C hastrs Major w0 Lumar Cham Chans Flamehlade - Fireball, Stellar Gravity, Salar (500 100 6000
"--._.:_-:"' Immilation, Vi ?\arm'r!!;
* o | Chaos Manber 0 Lunar Chams [hoisd 4we Vs, Flemental, Darkness,  Phsical (73) 130 1119
Diragon Flames, Fronen
Doom
. Chaos Scowi 5 Solar Chaos Chans Tail Spikes Haste 53 WS
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B o, Shield, Earth Semite, Haste
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Chas Speflweaver 12 Solar Cham Chans Seythe - Wall of Bones, Darkness,  Maghc (23) & 1200
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= Clismsiness, Mirror
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Mo
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“ea | Darkenhat i Lunar Chans Fuzrard Bite - - Sodar (-0} 3 10
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o Mierar Magic (3a)
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Lizand Man g orzo Solar Elemental Pube Axc ar or Firehall, THUE SR ar
Lizand Ring’s Axe Ve Blemental 145 M50
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=
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PRIMAGAMES.COM

More Than
Just Strategy

every week.
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A daily digest of game industry
news — our news area is the
best place to start if you want
to know what's new in games.

Game Worlds:

Our Game Worlds are dedicated
to the most popular games

and supported by our wealth

of Fan Site Affiliates.

Strategy:

Over 250 Fast Track Guides with many
more to come — new online strategy
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Electronic Entertainment
Platform: Nintendo 64

@ Maps display locations of
all treasuvres, encounters,
and special items

All shop locations
and offerings

Walkthroughs to help
you discover the secret
of Aidyns First Mage

The story bhehind each
playable character

Tables for items, potions,
spells, skills, weapons,
enemies, and move

Hundveds of hidden
treasuve locations

Detailed lists of
every enemy and
theiv weaknesses

Aidyn Chronicles: Tha First Mage™ Game and Software
E2001 THA Inc. Aidyn Chronicles: The First Mage, THQ and
the THQ logo are trademarks and/or registered trademarks
of THO Ine. Developed by H20 Entertainment Corporation.
H20 Emerainment and its logo are trademarks and/or
registered tradamarks of H20 Entertainment Corporation.
All rights reserved.
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