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End User License Agreement (EULA)

You have installed a freeware program made using the program RPG Maker 2003

by Enterbrain Japan.

This program is designed to be distributed for free, and no profit must

be made from sales, competitions, guidebooks, websites or any other

form of commercial enterprise branching from this product.

By agreeing with the terms of this End User License Agreement,

you are agreeing that:

1. You only distribute the installable file if you do distribute the program,

and that you do not provide a pre installed version of the software. This

includes just transferring the software to another computer.

2. You use the software as it is provided. You are not to alter it,

reverse engineer it, change the software program, implement a cheat system

or alter the data files in any way.

3. You use the program as it is intended. You may not use it for any

purpose outside personal entertainment including competitions, demonstration

purposes, promotional purposes or any form of moneymaking.

4. The elements of gameplay, such as characters, names, storylines and

other elements are the work and property of Dark Gaia Studios. You may not

plagiarize them, use them in your own work as is, or create websites,

guidebooks are any other material based on them without prior permission

of the developer.

5. You are agreeing to install the program at your own discretion. Dark

Gaia Studios must not be held responsible for negative changes the software

may cause to your computer due to incompatibilities and hardware insufficiencies.

6. The game engine and some resources remain the copyrighted property of

ASCII Entertainment and Enterbrain Japan. (c)Copyright 1996 - 2008 Yoji Ojima.

This program Tales Of Worlds (c)Copyright 2008 - 2009 Dark Gaia Studios.

System Requirements
Please keep in mind that these are the lowest conditions I have been able to test Tales Of Worlds under. It is highly possible a computer with lower specifications could run it, though it is recommended you meet these minimum requirements.

Operating System: Windows 2000 or above, or a Macintosh running Windows 2000 or above.

CPU: Intel or AMD 1.2 GHz or better.

Graphics/Audio: Integrated 2D graphics and a reasonable MIDI compatible

sound card. Also capability to play WAVE sounds. Monitor capable of 800 x 600 resolution.
Hard Drive Space: At least 50MB of free space on hard drive.

Peripherals: A standard keyboard. No mouse required.

1. Beginning The Game

Installation:

Simply double click the ToWInstall.exe installable file found in the zipped folder you downloaded (unzip it first) and select your language. You will need to agree to the End User License Agreement (EULA), select directories for the game components to be installed to and enter your name and company for license purposes. After this, the game will install automatically.

Opening Game:

Once installed, you can play the game by clicking the shortcut in your Start Menu (Programs/Tales Of Worlds), clicking the shortcut icon on your desktop, or by opening the Tales Of Worlds.exe file in the installation directory. (Default path is: C/Program Files/Tales Of Worlds).

Uninstalling:

To remove the game from your computer, simply run the Uninstall file in the game’s Start Menu folder. It will immediately remove itself from your system.

Title Screen:
[image: image1.png]Cont i nue
Back to Windows

(c)Copyight Dark Gaia Studios 2008 - 2009. Al rights reserved.




New Quest -- Select this option to begin a new quest through the game from the beginning. You are about to start an epic adventure!

Continue -- Allows you to continue a quest you may have saved.

Your journey will continue from where you left off.

Quit Game – Select this option to end the game and return to Windows.

Note: In all menus and dialogue screens in the game, the arrow keys are used to navigate the options and enter used to confirm the choice.

2. Game Controls

Tales Of Worlds  isn’t a relatively hard game to control. Nevertheless, it is worth learning and memorizing the controls that are used before you get really into the game.

Note: All controls in this game are present on the keyboard. Your mouse is not used.

Enter/Space -- Confirm Choice (In menus), Talk, Interact.

Escape (Esc) -- Cancel Choice (In menus), Open/Close Menu, Return to

Menu hub. (from sub-menu)

Arrow Keys -- Move through the world, Select Choice (In menus)

F4 -- Toggle between Windowed and Full Screen play.

3. Introduction

Tales Of Worlds is a traditional role playing game (RPG) in which you follow the characters on their epic journey through the world of Taltarus.

A great evil has gripped civilization, and only you, the legendary hero, can restore peace. 

The Objective:

Tales Of Worlds is about cataclysmic war, morals, decisions and the flow of time being manipulated by one from a desolate future seeking to ensure his dark history repeats itself.

The objective of the game is to lead Rene on his journey, and help him overcome his decisions, realize his own beliefs and ultimately fulfil his role in the dark time paradox about to grip the world.

You must journey through the locations the game has to offer, advancing the storyline, completing quests given to you, meeting new allies and new enemies, and encountering your foes in combat, getting stronger and stronger, until you fight the final battle and bring the epic story to it’s close. (Basically like every other RPG).

However, that is not all there is to do. Like most RPGs, Tales Of Worlds is rife with side stories, hidden treasures, optional locations and side quests. Whether or not you undertake these extras is ultimately up to you, but most times it is in your interest to do so, as these rewards for these optional adventures may aid you immensely. So it therefore becomes important in the game to decide what you do and don’t want to do, what quests and characters may be useful to you, and ultimately, to raise your experience levels steadily and remain strong enough to face each challenge the game presents.

4. Game Locations

The world of Taltarus is a vast area with many different locations for

you to visit in your campaign. It is essential to explore as much of the

world as you can to make it easier for you to advance further by

gaining valuable information, treasure and even getting stronger.

The game world is a large world, with many different paths to take. You can

choose which way to take to reach your destination in most situations, but don't get lost, and be careful to avoid areas that are the habitats of monsters that

are too powerful for you to defeat.

There are many, many locations just waiting for you to visit them.

Each one may hold a vital clue to lead you to success. Some may even be optional, but may yield great rewards. There are different types of locations to visit.

Towns/Cities:

Many people live in the various towns and cities scattered throughout the game.

It pays to visit as many towns as you can, and to include stopovers

in towns as part of your travel routes.
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Towns are a good source of information, as the citizens are often happy

to stop and chat about current events. Some of them may even know

something immensely useful for your cause.

Towns are places of relative peace. You can never encounter a monster

while in a town. Towns are ideal places to recuperate from your

journey, and to prepare for the long trek ahead. There are many types of towns, from small, less advanced villages to sprawling, technological metropolises.

Each town location presents to you a number of different places of interest.

Inns/Hotels -- Each town in the game has an Inn open for recovering

your HP and MP  for your whole party.

The price varies from town to town, but you can

always save and fully heal for a relatively low price.

Just enter into the Inn and speak to the Innkeeper to find out the

Price of the night’s stay.

If you can afford to pay, you can rent out a room and stay the night,

fully recovering HP, MP and status. You will also be given the option

to save your game.

Shops -- Each town in the game world also has many shops that sell useful

things that you can use to help you. Their wares may be handy medicines and

potions, stronger weapons and armors, or even stat and power enhancing items to make you stronger. When you enter a shop, talk to the shopkeeper

within to take a look at the items on offer. If you have won enough

sen from defeating enemies and completing quests , you may wish to buy an item. Simply select it from the list and tell the merchant how many you want by

adjusting the quantity number. If you can afford what you've chosen

to purchase, the merchant will hand over your requested item.

The merchants in shops also pay for your pillaged treasures and

old equipment you're no longer using. These items which you sell to the 

merchant will always sell for half their purchase price.

Taverns and Pubs -- Most of the sizable towns and cities have

pubs and taverns in which travellers and locals alike stop in for a

drink and a chat. Most of the people who frequent these shady places

are people ripe with game information and advice. For this reason, you

should also stop in, and you may find lots of useful information

and occasionally a gift passed your way by an NPC who’s taken a liking to your cause.

Field Map:
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When you travel between the game’s locations, you will travel on the field map, which is essentially a scaled down version of the game’s world. All of the towns and dungeons in the game are scattered around the world, all over the game’s continents, and it is by travelling across this huge map that you can reach them.

There are no encounters on the field map, however, it can be hard to navigate and it can be easy to get lost and wind up in an out of the way dungeon, so be careful. You can only travel on the road or through fields. The ocean, mountains, deserts and forests serve as obstructions that you must navigate around or find ways over.

Initially, you are restricted to travelling the field map on foot, though as the game progresses, you will unlock vehicles such as boats and spaceships which will open up more areas of the world to you.

Dungeons:
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Dungeons are the places in Taltarus that few dare to visit. These include caverns, monster lairs, ruins and old fortresses. Over the ages, many have come to fear the these places and the deadly monsters that infest them.

When you are about to explore a dungeon, make sure you are well stocked with supplies, and keep your head about you. It may be easy to get lost! 

Thankfully, ancient explorers have left countless treasures behind in these dreaded places. Find them, and you may just make your quest easier.
5. Quest Planning
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You are about to embark on an epic quest. The crusade to restore peace to

Taltarus will be a long one, and not one to be set upon without some

amount of forethought. You will need to plan, note, and manage your itinerary,

your money, and your health along the way.

It is essential, therfore to learn how to use your ingame menu and to use it very often.

Note: The menu is called up at any time via a press of the escape key.
Main Menu
A special in game menu that is used to maintain and record every aspect of your characters and your quest. You use the escape key to call it up at any time.
When you first call up the menu, you will be presented with three options;
Command – This option, when selected, calls up the Party

Menu Screen, which manages and keeps track of the wellbeing and status of

you and the companions travelling with you at the time. On it, the four heroes
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currently in the Active Party are displayed, with their Levels (LV), Hit Points (HP),

Magic Points (MP) and their Experience totals, along with the Experience quotas

determining their next Level Up.

The party's money (GP) is also displayed on the screen, along with a number

of options you can select to manage your party.

Item: Shows a list of the items your party is carrying. Select an item to see

a description of what it does, and to use an item, select it and press Enter, then

select the character to use it on. Be sure to keep up your stocks of medicines

and potions as you travel through the world!

Ability: You can use this option to see the abilities the characters have learned.

Select an ability to see a description of what it does. If it is possible, you

can use certain abilities, such as healing spells, in the same manner as using

items. Make sure you keep an eye on your character's MP, and be sure that it

doesn't run out, or they will not be able to use their abilities!

Equipment: This option allows you to see and adjust the equipment your characters

are currently using, from the swords to the bows to the armors to the amulets.

To add or change an equipment, simply select a character's equipment slot,

then select the appropriate equipment you wish to put there.

It is essential to make sure items are equipped if you wish to use them in

battle. That shiny sword you just bought does nothing if not equipped!

Status: Possibly the most important option on the Party Menu, as it allows

you to see the specific values of the character's stats, the values which

determine the strengths and weaknesses of the character, and, overall, how

they fare in battle. You can check this at any time to see exactly which

character is right for the current situation.

Save Game: Your quest will be a long one. You will need to record your progress

so that you can continue again at a later time, or in case you perish.

Your copy of Tales Of Worlds can save up to fifteen different quests at

once, all of which can be accessed at any time.

This option is unavailable unless you are standing at a Save Point. Keep

an eye out for Save Points so you can keep your records updated!

Battle Mode: This toggles the battle mode that Tales Of Worlds uses. You

can either select Wait Mode, in which the battles halt while you plan

your next action, perfect for beginners, or Active Mode, in which the

battle continues in real time whilst you do so, making for a more frantic,

intense confrontation.

Row: In battle, characters in the back row receive less damage than ones

in the front row, but unless they are wielding a bow, their attacks will

also be weaker. This option allows you to adjust which row the characters

are present in. Note that you must have at least one character in the

front row at all times to lead the others.

Quit: There may become a time when the quest becomes too much of a

burden on you. You may wish to rest, and try again later. If you are

sure you have recorded your progress, you can select this to end the game

and return to the title screen.

System – This option allows you to add a fresh new twist to your quest by changing which color the game’s textboxes take. You can select three variations, and can change at any time.

Tutorials – This option is a good resource for those who need some quick advice in their quest. You can read a range of tutorials explaining the game objectives, battle system, character advancement and spell learning.
6. Combat Explanation

In Tales Of Worlds, many enemies will try to stop you on your quest. Whether it be enemy soldiers from the evil empire or senseless beasts that roam the lands, you will, at some point, have to engage in combat.
The combat system in Tales Of Worlds is relatively easy to master, however, so you can hack and slash at your foes in no time at all.

You can toggle the battle system from active to wait. The latter is a turn based variation of the former, in which time stops while you choose your actions.
Whenever you encounter an enemy in the game, the Battle Screen will appear.
Battle Screen
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The battles in Tales Of Worlds use the Active Time Battle (ATB) system, in which the battles are not turn based, but instead run in real time.

How it works is simple. Each combatant in the battle has an active bar which fills up in real time at a speed decided by their agility value. When the bar fills to the limit, that combatant can act. If said combatant is one of your characters, you can select what action they take now, and they immediately carry it out.

Because the bars fill in real time, battles can be frantic as your characters (and even the enemies) can be attacked when they are not ready or still deciding what to do. This allows for some intense and extremely exhilarating situations!

Battle ends when all the combatants in either party run out of HP.

When one of your characters is ready to act, a menu will appear showing you the available actions that the character can undertake. Select one of the actions to carry it out.

Attack – Causes the character to attack with whatever weapon they have equipped. The damage caused by this is dependant on both the enemy’s defense and the character’s strength.

Spell – Brings up a list of spells the character knows. Select a spell from the list to cast it. You can only cast the spell if the character has the required amount of MP in stock. Casting spells consumes MP, so be careful when casting them.

Unique (SwordTech, Bushido, Deceit, Alchemy, ManaLore, Gunplay, ArrowTech) Brings up a list of all the unique skills the character knows. These skills are unique to the character, thus this option has a different name for each character. Simply select a skill from the list to use it. Much like spells, unique skills use up MP, though some can be used for nothing.

Guard – Causes the character to embrace themselves for an oncoming attack, which doubles their defense until their next turn, effectively halving all normal damage they receive until then. Good to use if you are waiting for a spell to be cast or if you know a huge attack is coming your way.

Item – Brings up a list of the items that the party is carrying. If you find one that can be used in battle, select it to use it. Some special items can only be used in this way!

Summon (Rene only) – Along the course of your quest, you can undertake side quests that result in a godlike creature joining your side. Once this happens, you can select this option to have Rene summon the creatures into battle to unleash a powerful attack. Summoning usually requires an immense amount of MP, but the resulting attacks are extremely powerful.

Retreat – Sometimes a foe may prove to be too tough for you or you may be caught off guard. If so, you can select this option to have the character attempt to flee the battlefield. Whether or not they succeed is dependant on their agility versus the enemy’s. However, if they do succeed, all other characters will flee as well.

Row – You can have characters switch from their current row to the other row in battle, just as you can outside of battle. This option causes the character to quickly switch to the opposite row. However, row changes done in this way are temporary, and the character will revert to their original row after the battle.

Status Ailments

Occasionally, in battle situations, enemy attacks can cause certain hindering effects to strike the characters. These are known as status ailments and can be contracted via a number of methods, and must be cured with an appropriate item or spell to stop their effects. Each of the status ailments is as follows;

Poison – A vile toxin is surging through the character’s body. The character loses ten percent of their HP each time they act, and loses two percent every three steps they take outside of battle if the poison is not purged.

Sword Break – The character’s weapon is broken and impossible to use. The character cannot use any of their unique skills that rely on the strength statistic to work while in this state.

Gag – The character is bound in silence and cannot talk. Because they cannot utter the words, the character cannot cast spells or any other magical attacks while in this state.

Berserk – The character is in an uncontrollable rage and attacks the enemy randomly and furiously. When in this state, the character’s strength doubles, but their accuracy becomes less effective. This wears off by itself after a number of turns.

Possess – The character is under the power of a strange force and, being controlled by the enemy, randomly attacks their allies. This wears off after a number of turns, or if the character is struck by a physical attack.

Sleep – The character is sleeping, and cannot act at all. The character wakes up after a while, or if struck by a physical attack.

Conjunctivitis – The character’s eyes are infected and they have been blinded. The character can act as normal in this state, but because they are blinded, their accuracy decreases by eighty percent. 

Petrify – The character’s soul is locked in a magical prison, and the character is unable to perform any actions until the condition is cured.

Shock – The character has been struck dumb by a fast attack and cannot act until their next turn.

Freeze – The character has been locked in place by a spell and cannot act at all until the effect wears off a few turns later.

As you can see, there are quite a few hindrances that can befall your heroes in battle. However, there are also a number of status ailments that can serve to help you, and can even be inflicted upon yourself at will via a spell. These helpful effects are as follows;

Haste – The character’s movements have been sped up. Their agility doubles while in this state
Buff – The character’s physical power has been magically multiplied. Their strength doubles while in this state.

Tonic – The character’s brain power has been enhanced by magic. Their magic doubles while in this state.

Enhance – The character has been imbued with magical power. All of their stat values double while in this state.

Bounce – The character is enveloped in a magical bubble. All non physical damage will bounce off them back to their caster.

AutoHeal – The character has been imbued with white magic. Their HP will recover by five percent each time they act.
7. Character Enhancement
One of the main objectives in Tales Of Worlds is to increase the fighting ability of the characters so that you can keep up with the increasingly powerful enemies.
It is imperative that you make the characters stronger and teach them new abilities as you progress along your quest.

Character growth is split up into two categories: Statistic Growth and Ability Growth.

Statistic Growth – This refers to the process of increasing the statistical values and thus the fighting ability of the characters. This is the process that makes them stronger and able to fight better. There are six statistics that can be improved in the game:

Hit Points (HP) – Refers to how much damage the character can withstand in battle. If their HP ever falls to zero, they will be killed. The total amount of HP they can have is the value that can be enhanced.

Magic Points (MP) – Refers to how much power the character can use to cast spells and use abilities. Whenever a spell or ability is used, the MP required to use it is used up. If the character has no MP, they cannot use these attacks. The total amount of MP can be increased.

Strength – This is how strong the character is physically. Whenever they execute a physical attack or an attack based ability, the value of this statistic determines the damage they will deal.
Defense – This is how virulent the character is against enemy damage. Whenever an enemy attacks the character, a small amount of the damage, determined by the value of this statistic, may be negated.

Magic – This is how capable the character is at casting magic. The higher this value, the more power spells and magical abilities will  be.
Agility – This is how fast the character moves. The value of this statistic determines how fast the character’s actions arrive in battle, the accuracy of their attacks, and the chance of them fleeing from a battle.

To increase these statistical values, there are three processes that you can undertake.

The first one is based on fighting enemies. How it works is simple. Each time a battle is won, the characters will receive experience points. When the characters reach a certain quota of these points, their level will increase. When this happens, all of the character’s stats increase by a small amount. This is the easiest and best way to make your characters stronger.

Also, another way you can enhance the characters is to purchase and equip new equipment as the quest progresses. Each peace of equipment you equip provides a small stat boost or other benefit. The better and more expensive the equipment, the greater the enhancements to your character will be. Therefore, it is important to update and buy newer equipment whenever it becomes available.

The final way you can make your characters stronger is via the acquisition and usage of rare and expensive stat increasing items. When used, these hard to find items permanently increase a certain stat by a small amount. If you have some spare money and desperately need a power boost, these items can be handy, but the boosts they yield to you are certainly no alternative to a level up.

Ability Growth – This refers to the process taken to increase the number of spells or abilities the characters can use, therefore increasing the number of options you have available in battle.

There are two types of abilities that the characters can learn, and both are acquired in a different way.

Spells – Spells make up the vast majority of abilities available in Tales Of Worlds, and are also the most useful ones. Spells are fairly easy to learn. Simply obtain the spellbook that contains the spell you want to learn, either from a magic shop or from completing a quest, and use it as an item on the character you want to learn it.

Once this is done, the spellbook is used, and the character can now use the spell. There are no level requirements for spells, as long as you have the spellbook, anyone can learn the spell.

Unique – Unique abilities are special and rare abilities that can only be learned by certain characters. Unique abilities usually have more involved uses than spells, but are generally less effective due to the fact that only one character can use them. Unique skills are learned based on level. When a character reaches a certain experience level, they automatically learn the skill and can use it from that point.

Generally, the more effective the unique skill is, the higher the level needed to learn it. One of the characters, Lilith, joins the quest with all her unique skills already learned.
8. Starting Steps

The quest can long and daunting for someone new to the concept of Role Playing Games. For that reason, outlined in the following few pages is a small guide designed to lead players through the first parts of the game, and get them well into the mechanics of gameplay.

Mana Knight Fortress
The fortress of the Mana Knights is under attack and the empire is trying to gain access to the pool of mana concealed below the castle. Your objective for this area is to try and stop them.

The path in this area is pretty well defined, and the battles are easy, serving only to let you become accustomed to the battle system. 

Be sure you talk to the Mana Knight who guards the treasure chest along the way to obtain a useful piece of fresh meat. 

When you reach the emperor, don’t be surprised that he defeats you. It is required for the story to advance.

Town Of Nevarre
Now you take control of Rene, the main character of this adventure, as he arrives in town on a stormy night searching for a place to stay. Your first interest will be to get out of the rain. Find the inn in the town and go inside. Talk to the innkeeper to inquire about a room. Hmm… It appears that there are no vacant rooms yet, but one tenant is about to check out. While you wait, talk to some of the other patrons.

One of them will invite you to sit down and engage you in conversation. After a while, your talk will be interrupted by a panicked villager informing everyone that a dragon has flown into the town. You’ll be the one who volunteers to drive it off. The Innkeeper will give you some healing items to aid you before you leave.

At first the dragon will seem too powerful to defeat. Just keep on attacking it with all your might. After a small while, a strange occurrence will bring Sadeske to your aid. Now you can show that dragon a thing or two.

The dragon shouldn’t be too much trouble now. Simply have Sadeske use his Setezzo skill to attack it, and use Wakizashi to poison it. Have Rene attack normally, but also have him use a piece of meat whenever one of the two falls below 50 HP.

Once the dragon is dead, you will tell Sadeske a few things, and retire to bed. In the morning, you will awaken and Sadeske will get you roped into some quest before you can protest. Arlia and Holt will now travel with you.

Check your items, and you’ll find that they have brought two sets of spellbooks to your party. Rene and Arlia are the best choices to use them on.
You should talk to the people around Nevarre to gain some clues and information, and be sure to note the man who wants some lumber for later.
Field Map

It seems the land around the town of Nevarre is rotting, so expect to be attacked by groups of enemies as you travel. If you encounter a FireLzrd by any chance, a rather dangerous monster, you will find that the spell Cold will make short work of it.

Try to enter the waterfall cave north of Nevarre and note that the tide is too high at this time to enter. Also, stop into the tower along the way north, and you’ll find it sealed. An old man will say that a stronger version of the Shot spell may be able to open it up.

You will find the seaside town of Ascia just north-east across the forests.

Town Of Ascia
Ascia is a small seaside fishing town, but there are a lot of interesting places for you to visit at this time. Visit the Pub to learn some information, including the knowledge that the tide goes out to sea at sunset each day. One of the patrons in the tavern has been given an alchemist’s drink instead of ale, and he’ll hand it over if you sit down with him.
In this town, there is a magic shop that can sell you another set of spellbooks, which may be useful for Sadeske to learn, plus a general store which you should visit to stock up on meat and energy drinks. If you are short on gold, you can purchase one or more fishing rods from the general store and fish off the pier to the east of town. Most fish you catch can be sold for some decent cash, but catching old boots will leave you worse off than you were.

Make sure you know the Storm spell, in case a Sea Drgn decides to bite the bait and attack you. It will prove to be quite a dangerous foe, so make sure you are prepared for a fight before you go fishing. Before you leave the town, it is advisable that you recuperate at the Inn.
Field Map
You might remember that the tide goes out to sea at sunset. It might be a good idea to wait until the sun starts to go down and then go and explore the waterfall cave.

What treasure might await you in there?

Lamia Cave

The path to the top of the waterfall is pretty straight forward, but a lot of monsters will attack you along the way. Being water based, Storm will work very well against them. If you encounter a Gator, switch quickly to the back row to reduce the effectiveness of it’s rather powerful physical attacks, and hit it with Storm. 

At the top of the waterfall awaits a very useful cobalt potion in a chest, and waiting to take you on, a Lamia.

Like all water based enemies, Lamia will take damage from Storm, but is more resistant to it than other monsters. It may be better to use the spell Shot instead. Simply make sure you heal with meat or the Heal spell if you get too weak. If she manages to petrify anyone with her Stone Gaze, the cobalt potion you found should cure it. Defeating the enemy will get you a very powerful lamia necklace, which will grant the ailment Enhance to whoever wears it.
Field Map
Chances are you’re pretty hurt from the encounter with the lamia, and maybe you’ve even lost one of your characters too. The town of Nevarre is just to the south. Rush back there and recuperate at the Inn.

Next, it is time to go north and advance the quest, unsealing the katana of Odrin which Sadeske sealed away. You must travel even further north past Ascia, all the way to the northern part of the continent, where you’ll find the town of Legionwood and the two caves containing the parts of the Earth Artifact which Sadeske needs to unseal his katana. Along the way there is the ruins of an old manor, just north of the town of Ascia. Stop in and you’ll discover that it is the ruinous headquarters of the fallen Camyden Knights. Speak to the old man living there to learn about the place’s history, and when he offers to give you a gift, you may choose what to say.
Think carefully what you want to say, for he will pass along the present you choose and not the others. All three are rare, powerful, and very useful to have.

At the very northernmost point of the continent, you will find the fortress town of Legionwood.
Legionwood

This great walled in town has many a delight for the wayward traveller. There is a shop selling special potions that increase your power, plus the new granite equipment in the armory is much better than what you have equipped now. It may be well worth your time to buy some.

Take a visit to the pub and by speaking to the patrons you can learn what creatures live in the two caves nearby and what their weaknesses are. In the basement of the Pub, reading the barman’s diary beside his bed may help you to find a drake’s claw which you can wear to gain resistance to fire based attacks.

While you are in this town, it may be a good idea to purchase a lot of exorcism kits ahead of your journey to the cave of the undead, the southernmost of the two caves.

You should also make sure that everyone knows the Flame spell for this dungeon.

Cave of the Necronomicon

This dark, deep cavern is home to the souls of those killed by the empire, who now roam the dungeon, looking to feast on human flesh. However, one half of the earth artefact is buried within, so you must press on.

Keep your head about you, and don’t get lost, as the cave is known to be a maze. Try to make a mental map so you can remember your way around. The twisting corridors of this cavern have trapped many an adventurer.

Somewhere within the dungeon, both a book of Tempest and a Palladin’s Sword are hidden. Both of these are weapons that are very effective against the undead. If you find them, be sure to use them. If, by sheer bad luck you encounter the VowBreak monster, it is best to run unless you possess the spell Tempest, for it’s soul absorbing attacks are very deadly to you.
In the deepest part of the cave lies the NecroMncr, the lord of the undead. He should not be too much of a problem for you, simply cast Heal if you fall to low HP, and use an exorcism kit if he manages to possess one of your characters. Unlike the other fiends in this cave, the Palladin’s Sword has no effect on him, so the best ways to attack are to cast the Tempest and Flame spells. If you are not quick enough in defeating him, he may conjure up two Skeletons to make your job more difficult.

If you defeat him, you’ll obtain one half of the Earth Artefact.

It’s not a bad idea to go and rest up in Legionwood before tackling the next cave, a doorway into the land of the Scaven.

That’s as far as we go adventurer!

From here on in, the quest to obtain the katana of odrin rests in your own hands. This is where we part ways. When you have obtained the second part of the earth artefact from the scaven lands, you will only just be setting out on the beginnings of a great and epic quest. Remember always to fight hard, and keep making yourself stronger to face further challenges. You should be, by this point, at least level 7.

Good luck, journeyman. Taltarus’s fate rests in your hands alone.
