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Party and characters:
I�ve played through this game with six, four, three, two and one player characters  (PC).
Using fewer than the standard six means PCs level up more quickly, and skill advancement is faster, since e.g. the number of 
sword swings to destroy an opponent will be the same irrespective of number of chars � hence fewer char s gain more skill in each
battle than a larger party. (A level 4 fighter has greater skill in a three-char party than in a six-char.) 
Strength of random encounter opponents is determined by average party level � hence a party with fewer chars, leveling up faster, 
will also meet stronger opponents (can be a challenge). But fixed encounters are � well fixed.
Contents of chests on a given map is partly dependent on average level of party when they first entered the map. Hence a high-
level party will tend to find more goodies in the chests (but some contents are set).
Skills:
Some skills are essential. 
Locks and Traps: Even a level 7 Knock-knock spell won�t open most of the chests in the last half of the game. Hence a high level 
lock-picker is a must (Thief, Ninja, Bard). Lock-picking can be trained by �inspecting� traps repeated ly (boring, but fruitful). Use all 
available skill points on Locks and Traps in the beginning, then chests in Monastery can be �inspected� without blowing up, and the 
skill can be pretty far developed before leaving the Monastery.
Scouting: A ranger will find lots of goodies due to his �always search� ability. Any other class will fail to find goodies when 
searching even if standing less than a foot from the items. So even if you know where an item is it can be hard to detect without 
the ranger skill.
Not essential, but very useful:
Artifacts: A big advantage to have high skill here,  saves a lot of uncertainty, and reduces backfires when using artifacts in battles
Throwing: Not only to throw weapons, but using bombs, thrown spells and the like in battles.
Music: The game contains lots of very useful instruments � a bard can many times be more powerful  than a magic user, especially 
as he builds up the skill quickly and hence �casts�  more powerful spells than similar-level magic users. In the first part of the game 
Bard sleep spells and shrill sound saved the day repeatedly.
Critical strike (including ranged and thrown criticals): Saved party many a time when all hope seemed lost, and the samurai or 
ranger suddenly succeeded with a critical hit.
Alchemy: In general lots of useful spells, but also the ability to mix potions, both to achieve powerful bombs and for selling � an 
easy way to earn much money fast. I�d regard the alchemy realm as the most general useful of the magic realms.
Portal spells: The game can be done without setting and using portals, but much more cumbersome. (Without a portal on 
Ascension Peak after it�s been sealed off, this area can only be reached by going through the Rapax Castle after all Rapax have 
become fiends / hostile.)

In the later part of the game magic resistance is more important than AC, hence build up such resistance and/or find armor / items 
with resistance (Piety = 100 � Iron Will: excellent defense vs. spells � but do we want to spend so many stats points on piety?)

Note that Vi Domina joins the party in Arnika, and with a few exceptions stays with the party throughout. She�s a good Valkyrie, 
and hence original party doesn�t need a Lord or Valkyrie (actually a waste�)
Note also that profession change is different than in earlier Wizardry games. Now when a character changes profession he knows 
all skills and keeps all stats from previous professions, and just continues level-building from where he was. (A level 10 bard 
converting to fighter will fight as a level 1 fighter / level 10 bard, and next level-up will be at the needed experience for a level 11 
fighter).
All musical instruments can be played by any profession as long as the user has the needed skill in music / bard level. Hence the 
converted fighter can continue to play music.
All said, profession change isn�t that useful, and for most chars it�s just as well to stick to original choice. Possible exception for 
Bard  when he�s learned all he can as Bard (both lock-picking and music), to gain the ability to use golden plate in the end game. 
(But at the same time then can�t use some very useful Bard-only armor and items�)

Party Characters: (my choices)
Playing with one character: Ninja (Lock-pick, throw, Alchemy, Crit. strike)
Playing with two characters: Ninja and Bishop
Three characters: Samurai, Bard, Ranger.
Four characters: Samurai, Monk, Ranger, Bard

But apart from that all professions have their advantages so by all means�
(Didn�t like Psionic � he has some useful spells, bu t there�s almost nothing he can wear or use�
Also didn�t like the new Gadgeteer profession, so in this context it�s non-existent�) 

When deciding class, considered if there was a stat the profession didn�t need at all, and chose a class with a low on that stats, 
such that the needed stats could be maximized. Note that Humans have no magic resistance, but receive a higher total in stats 
points. Hobbits get as many stats points, and has earth resistance, so hence appears the best class. (Faeries seem good, but their 
limited strength and carry capacity was just too much of a drawback.) All other classes get 10-15 less stats points but improved
magic resistance, so there�s no clear-cut winner.  (Note that Lizardmen and Dracons get negative mental resistance, hence are 
more vulnerable to mental spells, and as they are also the strongest they can do lots of harm and damage when affected by a bind
spell or similar (nothing beats having won a difficult fight, and then your Lizardman turns on party and succeeds with a critical hit�)

Having a Bard with minimum piety worked OK, but the decision to let the Samurai start out with 30 in piety was a bad one � he 
really doesn�t get many spell points when gaining levels, so I regretted that one�

Lastly, the advanced  skills are not learned by finding some item (like in Wiz7), but by reaching 100 in some stats. 
(Senses=100 -> Eagle Eye, etc.)
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Leo Songwriter, Hobbit Bard (�19). Fighter (20�) Kindly
Note: Effect of items / common spells included in stats
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Stat\Lv 1 5 7 9 10 12 16 19 20 21 23 25 26 27 29 31

Str 58 66 71 77 80 84 116 120 110 120

Int 55 58 65 85 65

Pie 30

Vit 56 57 60 66 68 72 78 84 85 88 94 100

Dxt 62 70 73 74 75 78 80 85 87 89 93 99

Spd 50 54 64 65 71 76 79 82 76 79 81 93 99 105

Sens 59 65 75 70 60 62 65 67 69 71

HP 13 38 52 68 76 92 125 153 165 180 211 244 256 269 294 319

Stam 101 128 145 167 178 198 269 304 300 312 335 375 383 392 408 425

SP 0

AC 1 2 7 10 11 14 19 23 24 28 34

CC 206 226 242 264 273 288 372 388 366 369 376 408

Sword 5 10 15 30 41 56 71 73 81 87 90 92 94 95

Mace&Flail 3 6 13 24 33 39 50 58

Dual wpns 9 18 21 24 46 58 66 76

Shield 11 16 25 48 68

Bow 3 9 13 20 29 40 48 50 51 55 62 65 69 73 76 80

Thr&Sling 14 20 24 30 45 46

Lock & trap 5 17 43 50 105 107 108 98

Music 10 14 23 37 51 71 89 97 98

Pickpocket 0

Close comb 5 9 21 29 42 69 73 78 86 90 97 101 103 105

Rang comb 9 17 23 30 37 54 57 59 63 69 71 75 78 81

Artifacts 8 18 24 35 40 48 61 72 75 76 77 78 80

Myth. 8 9 14 20 33 46 80 89 91 92 96 97 98 99

Comm. 8 10 12 21 27 30 33 38 31 32 45 46 52 53 43

Power Strike 7 10 18 33 41 53 60 66 75

Iron Skin 0 2 3 6 12

Resistance

Fire 25 58 77 91 100 90 100

Air 25 35 58 62 76 70 90 100

Mental 25 48 54 68 72 90 100

Water 25 35 68 62 76 100 90 100

Earth 36 37 38 62 77 92 87 100

Divine 25 48 62 76 100

Snake speed 20

Iron will 10 0
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Samji Turtleslayer, Mook Samurai. Eccentric
Note: Effect of items / common spells included in stats

Event

(end)
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Stat\Lv 1 4 7 9 10 11 15 18 20 22 23 25 26 27 29

Str 55 62 68 73 75 78 88 96 100 105 100

Int 55 57 60 65 86 66 67

Pie 30 34 36 38 40 52 53 47 51

Vit 55 56 61 62 66 71 73 74 76 77

Dxt 55 60 62 64 65 67 70 73 75 76 78 82 84 87 93

Spd 55 59 61 64 75 76 80 74 75 76 78 81 93 96 99

Sens 55 50 51

HP 15 36 59 73 81 88 122 146 166 188 199 217 228 237 255

Stam 98 118 142 160 169 178 221 266 292 312 323 345 348 356 372

SP 0 39 70 157 214 457 693 833 970 1052 1259 1366 1454 1595

AC 1 2 6 9 10 12 15 17 18 22 24 27

CC 198 214 230 242 247 254 284 304 319 337 339 340 331 332

Sword 10 16 23 43 55 71 85 92 98 105 108 113 116 117 118

Shield

Bow 4 5 16 24 31 40 50

Thr&S 4 7 22 39 52 61 65 67 71 77 80

Crit. strike 12 24 29 40 45 55 66 73 77 82 85 88 90 92

Close comb 10 16 19 30 37 47 57 63 66 70 74 79 82 83

Rang comb 3 13 19 22 29 36 50 59 65 69 70 71 72 76 78

Dual wpn 8 17 21 33 39 51 61 66 69 71 74 76 78

Artifacts 3 6 13 19 25 38 40 42 47 49 52 56 58 60

Myth. 2 4 7 14 27 66 78 84 91 93 96 98 99

Comm. 2 8 12 15 19 22 24 28 29 34 35

Power strike 3 17 27 48 53 63

Snake speed 20

Wizardry 15 23 31 40 66 76 79 82 84 87 88 90

Fire 10 12 17 25 37 49 56 65 70 76 79 81 82

Air 3 6 11 19 35 43 47 51 54 66 74 77 79

Mental 7 8 10 12 29 37 43 49 53 59 62 65 70

Water 3 9 26 42 47 52 53 59 65 71 76

Earth 5 8 9 13 21 27 32 35 43 48 52 62

Divine 6 11 21 33 43 54 64 71 77 80 82 84

Resistance

Fire 25 26 50 55 60 85 96 97 100

Air 25 26 49 55 60 74 80 81 100

Mental 40 41 64 69 74 89 97 98 100

Water 40 70 60 83 99 100

Earth 25 68 53 58 72 83 84 85 86

Divine 35 36 60 100

Power cast 15 '
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Energy blast (5)

Light (5B) 8

11 Terror (6) 10

16 Sleep (7) 10 13

19 13 15 Web (8) 13
Ench. blade (7B)
Mag msl (7B)

14

23 Msl shield (9) 18 18 16 18

Fireball (10B) 34 Shrill sound (10) 29 Det. secret (9B) 26 Frost (10B) 19 22 27

43 38 31 Freeze flesh (11) 26 26 36

51 Nox. fumes (12) 52 X-ray (12B) 38 Iceball (12B) 35 32 Rm. curse (12B) 49

Elem. shield (13)
Knock-knock /
Armormelt (13B)

74 73 60 57 Whip. rocks (14) 55 64

82
Set Portal /
Return (15B)

93 73 70 61 Sum. Elem (15) 82

95 107 87 Freeze All (16) 89 77 95

110 120 97 Dehydrate (17) 109 87 107

Firestorm (18) 127 129 105 122 92 118

142 141 116 131 104 Banish (19) 139

150 156 125 Blizzard (20) 147 111 153

166 166 Turncoat (21) 144 157 124 169

175 169 Hex (22) 155 165 126 180

Nuclear blast(24) 208 Asphyxiation(24) 199 178 184 147 212

227 228 Concussion (25) 202 202 Crush (24B) 171 229

[Level 26 ] 241 ShadHound(25B) 260 215 220 187 243

[Level 27 ] 253 275 228 241 202 255

[Level 29 ] 271 295 253 266 235 275

.



Robin Treefriend, Rawulf Ranger. Laidback
Note: Effect of items / common spells included in stats

Event

(end)
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Stat\Lv 1 4 7 9 10 11 15 18 20 22 23 25 26 27 29

Str 52 56 57 58 60 65 73 79 85 88 93 96 99 100

Int 51 55 57 58 63 73

Pie 55 57 58 59 60 63

Vit 54 55 57 58 59 60 61 63 64 65 83 84 70 74

Dxt 55 57 58 60 62 63 65 66 67 69

Spd 40 43 55 57 47 51 66 69 73 64 65 76 77 79

Sens 58 67 76 82 85 98 110 100

HP 16 34 55 69 76 84 112 134 151 166 175 214 223 211 232

Stam 113 133 152 165 171 180 210 242 267 291 304 354 368 359 387

SP 0 59 120 163 241 508 705 853 997 1077 1234 1311 1395 1507

AC 2 3 8 9 13 18 17 18 20 22

CC 189 200 205 208 214 228 248 265 280 289 322 331 321 328

Sword 5 10 13 18 22 26

Pole 14 38 63 77 87 94 102 84

Mace&Flail 25 37 52

Shield 2 3 6 20 12

Mod. w 10

Bow 7 15 24 33 43 55 65 74 74 77 78 80 81 82 84

Thr&S

Scout 13 25 29 34 36 53 69 75 78 80 81 84 81 82 83

Close comb 3 8 11 16 21 28 46 58 67 75 80 85 87 88 89

Rang comb 8 22 37 51 63 81 93 101 105 108 110 111 112 115

Dual wpn

Artifacts 2 6 11 21 27 32 44 47 49 53 55 58 63 77 78

Myth. 8 13 17 24 33 45 83 90 94 97 98 99 100

Comm. 2 12 17 20 24 29 30 37 38 44 45

Eagle Eye 3 17 25 31 37 41 43 48 58

Snake speed 20

Power strike 8

Alchemy 16 24 34 45 70 79 82 85 87 88 90 93 94

Fire 5 10 15 25 42 52 59 69 75 78 81 82

Air 5 10 19 33 56 74 78 81 84 86 89 93 94

Mental

Water 2 5 9 17 35 43 50 54 59 68 72 75

Earth 3 4 6 7 20 29 44 53 59 69 74 79 83

Divine 7 12 18 29 38 49 57 64 68 75 76 77 79

Resistance

Fire 25 26 50 66 71 75 86 100 93

Air 25 26 71 97 83 87 98 100

Mental 25 30 48 52 56 60 70 75 95

Water 35 59 95 100

Earth 30 83 89 93 99 100

Divine 40 41 65 70 100 �
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Vi Domina, Human Valkyrie
Note: Effect of items / common spells included in stats

Event

(end)
A

rn
ik

a,
 re

cr
ui

te
d

W
ar

ri
or

C
ha

pt
er

 2
C

av
al

ie
r

C
ha

pt
er

 3

C
ha

pt
er

 5
C

he
va

li
er

C
ha

pt
er

 7

R
FS

-8
1

C
ha

m
pi

on

C
ha

pt
er

 1
3

C
ha

pt
er

 1
9

H
er

oi
ne

B
at

tle
 P

la
in

s,
 A

P

C
ha

pt
er

 2
0

Stat\Lv 6 8 9 11 15 18 21 22 25 27

Str 68 72 74 79 88 97 100

Int 50 54 56 61 66 67 70 72

Pie 70 72 73 75 76

Vit 70 72 76 77 80

Dxt 58 60 62 66 70 74 83 85 91 94

Spd 63 66 70 74 78 90 96 99

Sens 50 55 50 54

HP 61 78 87 104 141 168 199 210 237 260

Stam 180 200 209 228 271 305 339 350 378 401

SP 24 81 138 266 566 775 1026 1117 1337 1508

AC 5 6 9 13 19 21 29

CC 247 256 261 273 297 319 331 332 336

Sword 14

Axe 10

Pole 25 35 52 71 88 121 125

M&F 20

Shield 3

Mod. w 6 18 31 42 45 52 56

Bow 4 7 17 29 40

Thr&S 6

Close comb 22 26 35 47 61 68 75 78 80 81

Rang comb 11 12 20 29 44 53 59 61 63 65

Dual wpn 1

Artifacts 3 4 10 20 31 35 40 41 43 46

Myth. 10 17 26 58 70 87 90 92 93

Comm. 5 6 10 13 16 20 25 26

Power strike 14 17 28 34

Iron will 10

Snake speed 20

Divinity 10 18 24 37 63 75 80 81 84 87

Fire 3 8 13 30 35 49 57

Air 5 24 37 56 60 70 75

Mental 8 16 29 35 41 51 52

Water 6 9 21 39 51 55 57 62

Earth 3 12 28 36 48 55 62 68

Divine 18 24 30 43 55 64 75 77 83 89

Resistance

Fire 25 48 52 97 100 93 94 95

Air 25 48 54 79 95 96 97

Mental 25 49 54 59 74 95

Water 25 50 65 100 95 96

Earth 25 49 74 79 74 100

Divine 25 52 57 62 100
�2
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After an intro-sequence; while preparing to land on the new world, were discovered and shot down by the Dark Savant�s 
space ship.

Fortunately survived the crash (no game else, right?), which our guide didn�t, and found ourselves on a beach, first 
impression of the alien world shown below.

Examined chest, equipped as best we could, stirred up the crabs in the back and won our first victory. 
Then started exploring the nearby areas. �'

Chapter 1. The Monastery



Map 1.
Starting area outside  Monastery Cellar

�.

1
2

3
4

5

6

1. Chest (not trapped) contained
Throwing knife (7)
Pot. Lt. heal (2)
Long sword (?) [ Later identified as Tarnished sword ]
Bullet stones (19)

2. 3 crabs (softshell crabs)
3. 20 + 22 bullet stones (One bunch visible the other hidden. I 

don�t differ between visible and hidden items in this 
description)

4. 6 softshell crabs
5. Blue potion (?) [Later id: Mod heal], Red potion [id: Cherry 

bomb], Battle axe, sling
6. Entrance to Monastery.
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1

2

3

4
5

6

7

8
9

10

11

12

13

14

15

16

17 18

19

20

21

22

24

25

Map 2. Monastery Cellar

23

On the way up the creepy corridor to the cellar met 3 green slimes at (A) 
(easy fight), which dropped Main Gauche and Smelling salts.
(B) is not a junction, but we�re at a lower level, ascending up to arrive at (C) 
where we get to fight another bunch of slimes.
1. Arrows (75)
2. Locked (or barred) door
3. Quarrels (54), Sneeze powder (3), Arrows (60)
4. Buskins
5. Pot. Lt. Heal (2)
6. Stix (?) (3)  {Items not identified noted by (?)} [magic missiles]
7. Noxious slime (poison)
8. Untrapped chest:  Arrows (66), Bullet stones (17)
9. Feather darts (14), Short bow
10. Blue potion (?) (3) 
11. Book of Stamina, Poseur�s Cap
12. Feather darts (12), Pot. Cure poison (2)
13. Sign: �Do not feed the Rapax�. 

In the cell: Scroll, Ring of protection, Leather Boots
14. Locked door (2 tumblers). In cell: 3 roaches

Pot. Cure poison (2), Bullet stones (22)
15. Knock picks (3)
16. Locked door (2 tumblers) 

{Went back for now. Know what waits behind the door�}
17. Noxious slime. Dropped Gloves (?). [AC3. Chamois?]
18. Book of Light. Book on table. Pot. Cure poison (2), Scroll  haste
19. King Crab (tough). Room full of goodies:

Stink bomb, Short bow, Pot. Cure Lt. cond., Light X-bow, Arrows (54).
Remove plank barring door (2) to open it.

20. Sling
21. Button to lift bridge. Note button on top is broken. (No going back, 

except by jump (damage) or fighting Gregor�)
22. Bullet stones
23. Pot. Mod. stamina (2), Blue potion (?) [Tincture of Shadow], Ale. 

Chest: Inspected lock until everybody was at full health (lockpick skill 
increased from 17 to 28): Cloth pants, Stink bomb, Quarterstaff, Short 
bow

24. 4 Tanika fish
25. Jump/slide (careful!) down to Resurrection powder

Re-enter monastery and prepare for main level.

A

B
C

Entry

Scroll found in cell (13):
�I have failed. The tomb is locked, and they 
caught me before I could find the key. To make 
matters worse, the damn Higardi only feed me 
once a day! At this rate I will starve to death in 
a matter of days. Tell the Templars that the 
weapons are still a threat to Al-Sedexus.�

Random encounters:
Bats, Roaches, Swarming roaches, Noxious slime
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(13)

(14)

(18)

(King Crab at 19)
(Bridge 21)

(23)

(Tanika fish at 24 and last view of entry beach. 
Note powder at ledge.)
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Map 3.
Lower Monastery Main Level

1

2

4

3

8

5

6 7

9

10

11

a

b

cd

e

f

12

13

14

15

1617

To Upper
Monastery 

1. Corridor from cellar area
2. Encounter with Gregor � toughest so far (used Stink Bomb which 

rendered it unconscious, hence no problem�, 2700XP)
3. Feather darts (10)
4. Pot Lt. Heal (2) in niche
5. Gangway to bridge and Burz (doesn�t look like that on map�)
6. Bridge when in upper position
7. Locked door, hexagonal keyhole?
8. Burz (NPC) (sold unneeded items, had no goodies). 

Bullet stones nearby
9. Cleaver, Pot. Lt. Heal (4), Pot. Cure Poison (2), Smelling salt (3)

Locked Safe w. sign �For emergency use only�
10. On entry room, 3 x 3 roaches drop from ceiling.
11. Room with six sarcophagi.

a. 55 gold, Battle axe
b. 69 gold, Quarrels (50), Pot. Lt. Heal (2)
c. 1 Apparition (1137XP, 10 gold)
d. 37 gold, Leather greaves, Sling
e. Green fumes (noxious gas) � 3 hit for ave 9 dam.
f. 60 gold, Leather Boots

12. Drink from pool for full health all chars (works only once)
13. Concussion powder
14. Touching skull in statue�s hand opens trap door and secret 

door in wall. (I.e., don�t stand in front of statue when touching 
skull.) In secret niche: Safe key.
Returning to safe (9), and opening w. key: Resurrect powder (2)

15. On entry, 6 small spiders fall from ceiling (Easy fight by keeping them 
asleep, but got 4760XP, so apparently were lucky. Can web/paralyze)
Button on wall opens gate next to (16) � route to ne xt level.

16. Button operates gate
17. Bullet stones.
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Monastery?
The Monastery? It�s Higardi, the Brotherhood. Their temple, I guess. No one�s in 
there now. They took off a while ago. They�ve got another temple in Arnika, 
though. A guy named Braffit runs it. � Have you been to Arnika yet?
(No)
Well, if you haven�t got plans, that�s a good place to go. There�s all kinds of stuff 
happening there right now. It�s just south of here.
Rumors?
Well, there is a rumor that you might be the third messenger�

Sign: 
Though we may forget in times of strife / 
DEATH is the doorway to a new LIFE. (14)

Burz (8)

View from Burz

(15)

(9)

(11)
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Map 4. 
Upper Monastery

To Lower
Monastery 

2

3

4

5

6

7

8

9

10

11

12

13

14

15

16

17
18

19

20
21

22

23

24

25

26

27

2829

30

31

1. Arrive from level below into large hall, and soon met by camouflaged creatures (not seen at first), which turn out to be Gnawer 
rats (easy), Rabid rats (tougher, but only ~20HP), and Pestilent Rats (extremely tough, ~80HP, does much damage, rarely 
misses, and occasionally disease. (No cure at this time means reload�) How many times we fought this ba ttle, some times 
almost there when someone got diseased and had to reload. In the end, two pestilent rats went away, never to reappear (where 
did they go?)

2. Crates, some containing goodies: One locked (3 tumblers): Suede doublet, next locked (2 tumblers): Leather boots, one 
unlocked: Leather helm

3. This room is above entry hall (which is hidden below on map), reached by stairs in eastern part. 3 seekers. Feather darts (10), 
Pot. Cure poison (2). Many computers (�Access denied�). Large window  overlooking entry hall.

4. Prepared to meet the rats not counted for, we started exploring the nearest area. Pot. Cure poison (2).
5. Smelling salts
6. Sandals
7. Pot. Cure Lt. Cond.
8. 2 Higardi Bandits, 1 Higardi Raider (Used Sleep, terror, no problem)

Pot. Mod. Heal (3), Pot. Razor Cloak, Quarterstaff, Flash powder (4)
9. Sign �Hall of Meditation � absolutely no magic all owed�. 6 Gnawer rats, 

1 rabid rat. Made stand by entry outside hall, sleep, terror, no problem.
10. Spellbook (?) [Divine Trap]
11. Magnifying glass (all gadgets are useless with no Gadgeteer, but can be sold)
12. Book of Blessings
13. Pot. Mod. Stamina (3)
14. Throwing knife (6), Main gauche, Cleaver. Microwave oven (Sign: �Do not overheat�). 

Turn control to max and press button � Microwave chip
15. Locked door
16. 6 Higardi bandits [dropped powder (?) (5)]
17. Angel�s Tongue, Piece of armor in glass case � for now inaccessibl e
18. Chest (std. skill increase exercise): 

Short bow, Bastard sword, Cloth pants, Throwing knife (6).
19. Upstairs room. Take corridor from below up. 4 Stalker Seekers (poison)
20. Smelling salts (3)
21. Chest (not trapped): Crude Iron key, Lightning rod (gadget), Ring of protection.

Key opens door (15). 
22. On open door, quickly advance to get out of no-magic area before fight.

2 Dusk bats, 4 bats.
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22. (cont�d) Device with dial. Turn to max and press button: Extremely loud ding-dong, making 
the whole building shake, and breaks all glass on the level.

23. Chest (Std procedure, lock-pick � 43). Stink bomb, Pot. Lt. Heal (3)
** First back to upper room (3), where window is shattered. Jump down to crates 

(try landing on a crate to avoid damage), and down to central area in between crates.
Gives access to last crate and Hunter�s Cape.

** Next to glass case (17), which now is gone, so the Upper Toseido (?) [Tosei-Do (U)] 
can be taken (good Samurai-armor)

** Last to room (19) where the glass wall has shattered, giving access to
24. Fellowship pass, Shillelah
25. 6 seekers
26. Bullet stones (19)
27. Meeting with Aletheides and Savant henchman
28. Pot. Mod. Heal (2)
29. Magic nectar
30. Smelling salts
31. Cherry bomb

Window (3)  overlooking hall

(8)

(9)

(9)

(14)

(Main hall 14)
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(17)

Facing Monastery exit, hallway up to (19) to the left

(19)

Looking into (24)

(25) Meeting Aletheides (27)
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Last view of great hall (27) before leaving Monastery 



�'

1

Map 5 (excerpt). 
From Monastery to Arnika

To Arnika-Trynton Road

Monastery 

2

3

4
5

6

1. When exiting Monastery immediately meet a bunch of Hardshell
Crabs
Now the battle wasn�t too hard, but this is a good time to reveal a 
bug which has saved the party many a time:
When standing at the edge of the map, like near the entrance to 
the Monastery in this case; if the situation gets too tough, retreat 
into neighbor map. (Heal and save)  When reentering battlefield, 
you�ll find the monsters between you and the exit (Monastery). 
As long as party doesn�t move, the monsters can only move a 
teeny weeny distance in each turn. So e.g., you�ll get the 
message �Crab charges� or �Crab retreats�, but it o nly moves an 
inch or two � so you got plenty time to bombard them  with arrows 
without they ever counter-attacking. But if party moves at all the 
monsters surround you immediately. (Tactics used versus 
Juggernauts outside Arnika repeatedly.)

2. Giant wasps
3. The detour  to south path is worth the effort. Here met 2 Higardi

Bandits. [dropped Flail and Sneeze powder]
4. Bandit camp � 3 Higardi Bandits, 3 Higardi Cutpurses. Easy.

[dropped Boom bomb, Flash powder]. In area: Awl Pike, Leather 
leggings, Shuriken.
Chest: Round Shield, Piercing Pipes, Quarrels (44), 
Pot. Light Heal (3), Leather greaves.
(Note: In most games I�ve met high-level crabs or Higardi on the 
way back to the main path, which could be a real challenge. Not 
this time.)

5. Leather helm
6. Amulet of Static.

The route from the Monastery to Arnika is normally one of the hardest 
parts of the game, with lots of (too) tough encounters � plants, 
highwaymen and the like. This time only met a group of plants near 
the road junction, and got away from them by running towards Arnika, 
and eventually they retreated.
So this one was untypically easy, with only the fixed encounters.

Outside monastery

Bandit camp (4)
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Map 5A. 
Arnika-Trynton Road near Arnika

To Arnika Road

1

2
To Arnika

1. Purple potion (?)
2. Knock picks (3)

Finally reached the goal for the first part of the game -- Arnika

Arnika Central square seen from 
Temple, He-Li�s to the left, 
Antone to the right. 
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Chapter 2. Arnika

First view: The City fountain, which also grants healing, but only a few times.
On the other side of the fountain was met by NPC Myles (thief)

Then entered the town and started by locating the shops and get some better 
equipment.
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Map 6.  Arnika

1

City Gates

Underground area

He-Li

Bank Temple

Crash
site

Mook

Antone

Anna

HLL

Savant Tower

Spaceport

Prison

2

3

4
5

6

7

8
9

10

1112
13

14

15
16

17

18

19

20

21
22

23

24

25

26

27

28

29

30

31

32
33

34
35

36

37

38

39
40

41 42
B

SP

First impressions: Town central square, just outside He-Li�s, statue of Phoonzang, 
and some bad guys in the back.

Random encounters:
Higardi Raider, Higardi Bandit, Higardi Roustabout, Higardi Cutpurse, Higardi Highwayman
Savant Guard, Savant Trooper, Savant Gunner, Savant slasher,  Savant berserker
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First went to visit Antone Rapax, the Blacksmith, who 
has a good selection of armor and weapons

For the Beastslayer, I require:
� Claw from the Piercer Modai �
� the wide blade of a Cleaver �
� an Egg from a Greater Picus �
When you find these give them to me.

Ebon Staff:
I have made only one of these before. I will be 
surprised if you can find what I require:
� a Staff from a Wood Spirit �
� an Ebon Gem �
� Mummy Dust �

Zynaryx Plate:
Yes, a wonderful plate, but created only for the 
little ones. Faeries, you call them. I will require 
the following items to complete it:
� a Venom Crab Shell �
� a Skull from a Tomb, �
� Silk from a Giant Spider
Collect these items and give them to me.

You wish Steelhide armor, do you? Yes I imagine you 
would. It is the finest leather armor there is. I will require 
these items to complete it:

� the Hide of a Steelhide Crocodile �
� a Venom Sac from a Poison Seeker �
� a thorn from an Iron Weed �
Collect these items and give them to me.

For the Featherweight Armor, I require
� the Wings from a Tanto Wasp �
� a single feather from a Plumed Serpent �
� a Djinn Eye. �
Bring these to me.

(� when party has given the item to Antone)

Gave him the Cleaver,
bought a Gleaming sword, an Enchanted Katana, and a Mail 
Coif, before exiting, planning to head for He-Li. But was surprised 
by Higardi Bandits immediately.
The frequency of random encounters is pretty big, but the 
Temple �Lay Brothers� and Higardi Patrols are often nearby and 
joins the battle. So that way we can manage what is normally too 
tough encounters. Also if possible took stand in the bank 
entrance, where we can�t get surrounded.

1. (Searching sign at base of statue) 
Pot. Mod. Heal (2), Smelling salts (4)

2. Sneeze powder (4)
3. He-Li�s Tavern
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At He-Li�s

Rumors?
Oh, I hear lots of stuff. This is a bar, after all, and when 
people get drinking? Why, they say all kinds of things. I 
haven�t heard anything worth passing along right now, but 
you come back often, and I�ll have some rumor for you, I�m 
sure.
Room?
Tell you what, I�ll rent you a room for free if you get rid of 
those hodlums upstairs! They haven�t paid their bills in at 
least a month. You take �em out, and the room�s yours!

Hence went upstairs and encountered 6 Higardi Bandits
(Easy fight, but don�t use Terror, or some may run down 
and attack He-Li!)

So now have this room upstairs in the tavern, which will be 
our base for the rest of the game. Any items can be safely 
stored here.
(Note: �Essential� items can�t be dropped, but they  can be 
put in a chest. So all the chests in the house will be used 
to store items no longer needed, or not currently needed.)

4. Chest in upstairs (�our�) room:
Light X-bow, Dagger, Bullet stones

5. Chest downstairs: Bastard sword, Arrows (135), 
2 x Light X-bow, Long Bow.

6. (He-Li�s room) 1 Viola d�Amore (Charm) (not taken),
Chest: Pot. Mod. Heal, Sneeze powder (5), Smelling 
salts (3), Knock picks (2), + He-Li�s keycard (not 
taken) { The key card can be used to gain access to 
the bank vaults, but hey � we�re not thieves, are we ?)

Then started exploring city systematically. Outside this building which turns out to be the Higardi Legions� Headquarters: 

Scanning � --
�No HLL identification. Access Denied� 
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7. Icicle sticks (10)
8. 4 Higardi Raiders. [ Dropped Round Shield ]

This was close to Anna�s. so ended up in there:

Anna is the only one to buy gadgets, and has a good selection of 
a.o. armor, arrows, and spell books, e.g.,
Knock-knock, Mindread, Traps, Insanity, Terror, Paralyze, Light,
Stamina

By now everyone were ready to level up, but didn�t want to do that before we knew which spell books could be bought or found.
(Don�t want to waste a spell pick). So after checking Anna�s inventory we continued to the temple:

The temple has two entrances: The upper entrance leads to �upper cellar�, where we find Lord Braffit (B on map) and a pool of 
healing (P on map). The other places on the temple subterrain are reached by the �back doors� on ground level, wit h a statue of 
spell point recovery in the main room (S on map)

Should you need anything, you may find it here. We offer our 
magic � healing and the like � for a very nominal fee .
(Give Fellowship Pass)
Anselm must have sent you! You�re here for the wheel key, no 
doubt. You�ll find it hidden safely in our Temple Crypt. So, 
Anselm feels the time has come to open Cierdan�s tomb and 
use his weapons? Then these are dark days indeed.
Trade:
Has lots of good potions, and some armor / weapons for 
Priests. Also good spell books, mostly Divine spells, e.g.,
Magic Screen, Cure Poison, Cure Paralysis, Enchant weapon, 
Guardian Angel, Magic Missiles, Heal.

Smart to buy when possible, for inventory changes
frequently.
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Continued the exploration of the empty houses. Most were just that � empty. 
The locked ones were more promising
9. Porthole
10. Flash powder (3)
11. (Locked) Doll (gadget)
12. (Locked) Book of Lesser Cures, Empty Bottle 

{ Empty bottles are very useful when we come 
to the swamp }

13. Arrows

Now leveled up and headed for the Crash Site:

14. Copper gloves
15. Poignard
16. Damaged black box (useless)
17. Vi Domina locked up in here with 5 Savant Troopers. 

Hinged box (gadget)

(Party gets 7000 XP)
Say, let�s get out of here before he comes looking for me. Oh! And 
I haven�t even introduced myself! My name�s Vitalia, but you can 
call me Vi { rhymes with dye }
Recruit � �Let�s go�
Goodness, those Troopers really did a number on me. I was 
planning to visit some friends before they grabbed me. Maybe we 
could go together? I was hoping to see He�Li at her bar or Lord 
Braffit in the Temple. I don�t care which we go to first.
.
.
Went to He�Li:
He-Li: Well, I don�t believe my eyes! Vi! Vi Domina! My goodness!
Vi: He�Li! I could hardly wait to see you. It has been a long time.
H: Long? I should say so! You said you were leaving for a week! 
What�s it been?
V: Seven years, He�Li. Seven long years.
H: What the hell happened, Vi? I mean, there�s a lot of difference 
between seven days and seven years.
V: It�s a long story. I�ve been from one end of the universe to the 
other. I got a bit more than I bargained for. 
H: Did it have to do with� you know�
V: Him? The Dark Savant? Yeah. Yeah it did. I made some foolish 
choices when I was young, He-Li. I never should have left 
Dominus with him in the first place, but I can�t take it back.
H: He�s here, Vi, here on Dominus, at least that�s the word I�m 
getting in here. Did you know that?
V: It�s why we came back. Hell, I wasn�t here two days before his 
troopers already had me! These guys came to my rescue. I can tell 
you all about it when things settle down. But first, let�s get some 
drinks for me and my friends�
H: On the house, Vi.

Then we went to visit Lord Braffit in the temple.
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Braffit: Vitalia Domina, it is you I am the most surprised to see. It has been a very long time�
Vi: Oh, it�s good to see you, Lord Braffit! You have no idea how happy I am to be home at last.
B: I�m certain you are, girl. You risked your life going with him, you know. Leaving the safe confines of Dominus, travelling 
through space with a mad man� and your eye. What hap pened to your eye?  
V: He took it. I don�t know why. I, I tried to fight, but, I mean, I�m no match for him. Look, I was young and foolish. I only 
thought I was adventurous�
B: He�s here, here on Dominus, you know.
V: Believe me, I know. His henchmen nabbed me before I even made it past the city walls. They locked me up! If it hadn�t 
been for these guys, who knows what he might have done with me? � I wish I knew what he wanted with me in the first 
place. I figured once I got home, I was free of him�
B: None of us are, Vitalia. He has built a tower here and claims it contains enough explosives to destroy all of Arnika. I 
suggest you be careful. It seems he needs you for some reason.
V: Trust me, he�ll never take me for granted � or anyth ing else � again.
B: And you fellows? You have the thanks of all Arnika for bringing her safely here. And you, too, should stay clear of the 
Savant�

By now also had high enough alchemy skill to mix potions. This is a good source of money, as the basic ingredients can be 
bought cheaper than the selling price for the mixture.
So bought Light and Mod Heal and sold Heavy Heal�

Next went to prison.
Both outer and inner doors were locked with two tumblers
(piece of cake), and entered guard room:
18. 3 lockers (locked)

-- Marten ID-tag, Leather boots, Tarnished sword
-- Sollerets, Tarnished sword
-- Suede pants
South of these: Force field, deactivated by button.

And at the end of cell area,
19. A panel with buttons for opening

the three cell doors:
N. cell: Two raiders, and a 
painting of a tree �?
Middle cell: A trap door
S. cell: nothing
So opened trap door and jumped
in. � tunnel

20. End of tunnel, from (19)
In the tunnel encounter with
Spewing slime.

21. Other end of tunnel, above bank
vault.  Jumped down (damage) 
to

22. Vault.

Alchemy receipts:
Lt. Heal + Mod. Heal � Hv. Heal (Alchemy 15)
Boom bomb + Stink bomb � Acid bomb (Alchemy 20)
Cure Ls. Cond + Hv. Heal � Cure Disease (Alchemy 40)
Hv. Heal + Cure Disease � Renewal (Alchemy 50)
Ice bomb + Fire bomb � Canned elem (Alchemy 95)
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In bank vault. Found,
Amulet (?) [of stillness], Diamond Epee, Oilskin 
Cloak
Device at end of the room is a teleporter. Stand on 
blue plate and press button, arrive near Antone.

Equipped with Marten�s ID tag, we expect to fool 
the laser scanner at the entry to HLL, so headed
there, and as expected were admitted.

23. Lift between ground floor and upper level
Took lift up and met Tramain.

Marten?
Good ol� Marten, the biggest legend on Dominus! It has to be 100 
years ago now, he made off with the Destinae Dominus. We were 
supposed to protect it, you see? No one was pleased when it 
went missing. We pinned it on Marten, and traced him to Trynton, 
but by the time we got there, he was gone. Eventually, we tracked 
him to an old HLL fort high up on a ridge. Must have known we 
were coming, though. He set enough traps to keep us out for a 
good while � enough time for him to escape again. An d we never 
did find him� or the Destinae Dominus.
Destinae Dominus?
Only the most important relic of all time! The Monks at the 
Monastery say that it was created by Phoonzang himself, a 
Cosmic Lord! I can�t swear by it, but they say it contains all the 
knowledge of the Lords themselves.
Trynton?
Marten passed through there. I always suspected that those 
Trynnies know more about it than they�re letting on� to us, 
anyway.
.
.
Good luck there, ah, Marten. Heh!
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24. Hologram of star system
Six lockers:
Stun mace, Pot. Mod. Heal (2), 2 Steel helms,
Leather Top (?) [Flak Vest], 
Pot. Hv. Stamina (2), + gold.

On the way to next mission visited Braffit to sell
some potions:
�How interesting. Marten�s Badge. He stole the
Destinae Dominus, you know. Wearing that is 
not any way to increase one�s popularity.�
� A reminder that we should stow it away now 
we�re finished with it.

Went down to cellar / crypt.
25. Door locked with three tumblers. Found,

Ring of protection, Pickmeup potion (2), 
Pot. Mod. Stamina (3), Yellow potion (?) [Cure 
Disease], Pot. Mod. Heal, 2 x Necklace of 
Endurance, Pot. Cure Poison (2).

Then went to Mook building.

Now continued exploring while Samji was gone. Also had some 
encounters, which means he lags a little behind in XP.
After waiting for him to return we found that we had to make 
camp, if not for more than ten minutes, to make that happen.

He-Li:
Say, I don�t know if you folks have heard or not, but word has it 

the T�Rang and the Umpani are both looking for 
some hired guns� or swords, or whatever you�ve 
got. Might want to investigate it further. 
I told you all I know.
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Bank Crash site

With Samji back in business headed for the spaceport.
26. Entrance locked � three tumblers.
27. Bullet stones (22)
28. On approaching the space ship, was intercepted by a voice:

29. Beanie
30. Data recorder reader (� takes box � black box?)

31. Elevator
32. (Upper level) Machine with strange depression

Someone has vandalized the delicate equipment, leaving a 
gaping circular socket with a couple of wires hanging out of it. 
Examining the machine more closely, you spot some crudely-
scrawled graffiti: �THANKS FOR THE MAGIC BALL. BOBO 
WILL LOVE IT�

33. (U. level) X-ray chip (gadget)
34. Empty bottle
35. Boom bomb
36. Steel gauntlets

37. Pot. haste, Stix (?) (8) { Same kind that we have �
magic missiles. } [ Fire Stix ]
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Savant Tower

38. On approaching tower:
�Citizens of Arnika: Do not attempt to Ascend. Should you not heed 
this warning, the bomb contained within this tower will destroy your 
entire planet.�
Savant Guards, Savant Troopers, Savant Orb [dropped N.A.S. 81]

39. Pot. Razor Cloak, Pot. Hv. Heal (2)
40. Bag of items: Scroll Identify, Yellow Pot. (?) [Cure disease], 

Pickmeup Pot., Red Potion (?) [ Canned elemental ], Book of Resting 
(Rest All)

Rumor He-Li:
Well, it might seem a little odd, but word has it that the 
Trynnies have some kind of giant rats occupying one of their 
trees. Funny thing is, there are no giant rats on Dominus. I 
wonder where they came from.

Final task in Arnika for now � get the key that Braff it was 
talking about from the temple crypt � the only place  we haven�t 
been to so far (except the bank). 

41. 3 + 4 Higardi Spirits, 1 Rebel Spirit (Sleep, Terror)
42. Wheel Key

And then we headed back towards the Monastery, certainly 
more fit to meet the challenges along Arnika Road this time
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Chapter 3. Meeting the Umpani
First task; back to the Monastery and use the Wheel key to open the door on the other side of the lift-bridge.
On Arnika road this time: Higardi Brigand (tough, ~120 HP, fights good), Shrieker bats, Crimson Poppies.
Note tactics: When seeing a group of monsters, try to back into a depression
in the terrain, protecting party on three sides, and forcing the enemy to form
a group in front of the party. Has two advantages, i) we don�t get surrounded,
ii), Cone-type spells are more effective.

At the plains outside the monastery met 8 Crusher crabs, pretty tough (~120HP).
Then in the �crate room� in the monastery, 9 pestilent rats � clearly the
opposition gets tougher� Knowing the danger of disea se, tried to keep them
asleep, afraid or nauseated, which worked well.

Then to the room (7 on map) locked with wheel key, and opened door.
Met by two Screaming Heads (all sorts of spells, energy blast, silence, 
paralyze, mind blast,�).

In the room: Two chests and a coffin. Std. procedure, inspect trap
repeatedly while party regains health and spell points after the battle.
Chests: (A): Hammer, Locket of Reflection. 

(B): Chamois gloves, Ankh of speed, Anointed flail
Coffin: Great Bow (?) [ Demonsting ], Long sword (?) [ Demonsbane ],

Holy water.

On the way out met 4 Metallic slimes. (~90HP, �hard�, i.e. resistant to
physical attacks.)

Went back to Arnika, bought books of Identity and Charm, and reorganized weapons/armor.
Note: Now Vi has learned Identify, she should practice it at every opportunity (i.e. a waste of 
time to go around with max Mental spell points when she could cast an Identify.) After a while 
she had built up the Mental skill, and all unidentified items  had been identified.

Then set off towards the Northern Wilderness.



To Northern wilderness

%2

1

Map 5. 
Arnika Road

To Arnika-Trynton Road

Monastery 

Umpani house

2
3

4

5

1. Short bow
2. Bullet stones (~20)
3. Arrows (54)
4. Skull cap
5. Wandering Hogar. Peaceful if not rousted. (Don’t get too close)
6. Cave entrance, Guarded by 3 Seekers
7. 8 Forest Mites. At the back of cave:

Pot. Hv. Heal (4), Woodsman Axe, Leather Cuirass, 
Sparkle Stix (20)

8. Chamois gloves

2

Umpani house

6

7

8

Random encounters:
Higardi Raider, Higardi Bandit, Higardi Roustabout, 
Higardi Cutpurse, Higardi Highwayman, Higardi Brigand
Shrieker Bats, Twilight Bats
Crusher Crabs
Crimson Poppies (sleep, nausea), Bloodvines, Redweed (puny!)
Soldier ants


