Heroesof Might & Magic lll : In the Wake of Gods

Astold in an ancient legend, the fertile ground of Erathia and dl creatures
occupying her was created by the Godswho grew tired of thelr immortality. Having
conceved o thisworld, theydid not interfere with the course of events and could not
even foreseethem, and so from this fickle world theyreceved truly divine pleasure ...

Another legend says completely the opposite. One fine day, Divine Will shall
intrude into the world created by the gods and will disturb the measured life of
eve'yone who occupiesit ...

But let us put aside old legends. We will t hink up oaur own. You are not the God. You
arejust aHero of Erathia. And now, it istimefor you to act ...

-- The WoG Team
SETN N HEROET




8th Level Monsters

All was slent and quet in Erathia for a longtime whil e both the forces of
darknessandthe forces of light did na intervene. But the forces of darknessgrew
impatient, desiring paver andcontrol over Erathia. And what is the best way to subdwe
theworld? Force Soin order to bringtheir new devili sh arder to the world, terrible
mutants were brough to life-- monsters of 8th leve. Andto stand aganst them, the forces
of light were forced to dothe same.

Basic Description:

All 8th level monsters are divine in essence, and therefore canot be reauited the same way other
monsters are reauited. To reauit 8th level monstersit is necessary to capture adwelli ng of the gopropriate
monster. To doso, you will haveto battle ajainst several 8th level monsters. Immediately after cgpturing a
dwellingit is possble to reauit the monster into the hero's army. If you delay, the monster will no longer
be avail able there and after the initial recruitment, you will also no longer find them at their dwelli ng.

However, on day one of ead week, for ead 8th level external dwelli ng controlled by the player,
one 8th level monster from that dwelli ng will be avail able to be reauited from any town owned by the
player in which the gpropriate 7th level dwelli ng has been built. However, thisis atotal number of these
monsters avail able to the player that week, regardlessof which town or towns owned by the player they are
reauited from. For example, if you control two Storm Temples and also own two Tower castles, ead with
a 7th level dwelling built, you could reauit 1 Lord of Thunder at ead castle, or 2 at one and none & the
other as you choose. Note that the presence of one or more 8th level monsters at a 7th level castle dwelli ng
isin addition to the 7th level monsters there and not instead of them.

The 8th level monsters have an extreme level of individuality and because of this you may only
reauit one & atime, and if not reauited during the week, their number will not add to the following
week's. Thus, if you have two external Storm Temples, then after reauiting one Lord of Thurder, the
second one will beaome avail able. Also redize, that if you try to reauit 8th level monsters by clicking on
the catle in the town screen where dl monsters of all | evels can be reauited, you will not find them; they
can only be found by clicking diredly on the 7th level dwelli ngin the town screen.

Each time an 8th level dwellingis captured by a different player, the new owner has the
oppatunity to immediately reauit the 8th level monster there even if a monster has already been reauited
thisweek by another player.



Supreme Archangel (Castle)

One day, the Knight Orrin receved an order to deliver a message to the
neighboring kingdam. Life was peaceful, and so he took anly one Archangel and a
few Crusaders as guardsfor hisjourney. This semed more than enough protedion
so0 Orrin set off. On the second day of hisjourney, a completely unfamiliar fiery
monster suddenly arose from beneath the ground. The fight was sort and deadly.
Although the Archangel resurreded brave Orrin's crusaders, his snall army was
till unableto resist so strong an enemy. Orrin'stroops were defeated and Orrin,
wounded by the beast, was finally forced to flee With great effort he evatually
reached his native kingdam.

This gory might have been quickly forgotten had not two circumstances determined the further course
of events:

The monster that attacked Orrin and histroops had neve been seen or heard of before. It was
incredibly powerful and had the terrible ability to steal an enemy's oul;

The Archangels honor was at stake, sinceone of them had fallen in an unequal fight. Orrin
prayed long and hard with the dericsand called for protedion from the Heavens. Although usually
silent, thistime the Heavens answered his call and sent a boa: new powers were granted to some
Archangels. And that is how the Erathian Supreme Archangels came to be. Their new ability and
improved resurredion skill s further increased the morale of the armies they accompanied.

Dwelling: Main Description:
Supreme Archangel
Growth: 1
Hedth: 500
Spedd: 18
Attadk: 40
Defense: 40
Damage: 75
Shots: 0
; Spells: 2
Portal of Splendor Gold Cost: 10000
Resource Cost: 4 Gems
Spedal Abilities:
1. +1moraleto dliesin battle
2. Additional +1 moraleto dliesin
battle, if part of a Hero©s army.
3. Canresurred “live” dli estwiceper battle.
4. Enemies cannot retdliate.
5. Fealess

Diamond Dragon (Rampart)

Beginning one fateful day, affairs in the rampart went wrong. For unknown
reasons, gems began to vanish. The situation threatened to get out of control, as
these gems were absolutely necessary for the rampart’s building neals. The
community of the Elder Dendroids agreed that they had nead of the wisdom of the
Magic Wood, so theydedded to trave there and ask for help.

Having reached the Wood, they asked for guidance and were led to the base of
a cliff where they were amazed by what they saw: the daz4ing beauty of a dragon
from whose mouth, instead o sulfur fumes, came fire and jewels. The Magic Wood
granted the Elder Dendroids one of these sparkly dragons and the inhabitants of
the rampart gratefully accepted the gift. In addtion to the gems it provided, the new dragon proved a
powerful ally.

Later, the reason for the missng gems was found out. A black knight spy from the neaopdis had
been stealing them! But he was caught in the act, and was sized, and hung from the nearest treewhere
he soon became a barbeaued lesson for other would-be spies.

Dwelling: Main Description:



Diamond Dragm
Growth: 1
Hedth: 500
Spedd: 16
Attad: 36
Defense: 36
= Damage: 60-75
Dragon Pe&s Shots: 0
Spells: 0
Gold Cost: 8000
Resource Cost: 3 Crystals
Speoal Abilities:
50% chanceto blind enemy for three
rounds.
7. Immunity to all spells.
8. +lgemdally.
9. Fealess

Lord of Thunder (Tower)

A titan once got caught in a thunderstorm on his way home. He paid it littl e
attention, for as eveyone knows, titans are so hardy that an act of nature an’t
normally harm them. The horrible lightning struck him in the head and crackled
through is body, exiting through his foot. This did not faze him at all and he
continued on his way. Ten minutes later he got into an ambush with power liches.
There were a lot of them and their quantity might become their best quality. The
titan did not know dialedics, and so their numbers did not deter him. Being a
soldier of fortune, he had ageed to lose hislifein a batle and started fighting.

While fighting, he began to realize that the power liches death cloud caused
much lessharm to him than usual. In addtion to taking lessdamage, our titan hero discovered he was
now able to attack twice as often as his oppments. As the undead losses mounted higher, the power
liches garted to fall back, unsureif they ould win. And while their optimism dropped, the titan©s grew,
until suddenly he found that he had exhausted his upply of thunderbolts. What to do? There was only
hand-to-hand combat now and so the titan rushed bravey into the thinned crowd of enemies. And threw
as another surprise! Every stroke that hit an oppment was accompanied by a bdt of powerful lightning
that came down from the dear blue sky. The fight ended in victory for thetitan.

Having returned, he told al abaut the miracle that happened to him. The dder mages consulted
and conferred and finally dedded that this could not have mme about without the intervention of higher
Elemental Forces. And sincethat time, titans who have been found worthy havefoll owed the Divine Call
and gae on a journey of empowerment. They have ®nstructed storm temples in far off places amidst
the fiercest of storms. While dwelli ng within these temples that struck many times a day by the balts of
lightning, the titans have gained their new powers.

Dwelling: Main Description:
Lord of Thunder
Growth: 1
Hedth: 600
Spedd: 12
Attad: 32
Defense: 32
Damage: 60-75
Shots: 24
5. Spells: 0
Storm Temple Gold Cost: 10000
Resource Cost: 3 Gems
Speaal Abilities:
1. Strikestwice
2. In hand-to-hand cdl s lightning bolt.
3. Hasair shidld.
4.  Immunity to mind spells.
5. Fealess

Antichrist (Inferno)



Dwelling:

Unholy Palace

Some people refer to the dark forces as " disturbers of calmness' because they
cannot be mntent any placewhere around them is peace and harmony.

In the degpest and darkest leves of Hell, the forces agreed to create the new
perfed monster that could subdue Erathia and al adjoining lands. And no sooner
said than done. In the world has appeared the antichrist -- an awful fiery monster
aganst whom no ather spirit could stand. His authority over souls is practically
boundless

Main Description:

Antichrist

Growth: 1
Hedth: 400
Spedd: 17
Attad: 35
Defense: 37
Damage: 4560
Shots: 0
Spells: 0
Gold Cost: 9000
Resource Cost: 3 Mercury
Spedal Abilities;

6. Feasome.

7. —1luck to enemiesin battle.

8. —1luck to enemiesin battle if enemies have

a hero-owner.
9. 50% to take soul for 3 rounds
(petrificaion).
10. Enemies cannot retali ate.
11. Fealess

Blood Dragan (Necropolis)

Dwelling:

Neaomancers always wanted to strengthen vampires @ that it was possble to
drain the blood and life force from all creaturesin the land. Howeve it is not so
simple to create a very strong vampire because despite their undead powers, their
bodes are merely augmented human flesh.

And so it was reasoned that it would be much easier to impart the vampire's
ahiliti es to a more powerful essence- to a dhost dragon. A ghost dragon and some
vampires were sent to the spedral vault where the long processof creating a new
and terrible mutant, the blood dagan, began.

Main Description:



Blood Dragm

Growth: 1
Hedth: 400
Spedd: 14
Attad: 25
Defense: 23
e b s Damage: 3875
Spedral Vault Shots: 0
Spells: 0
Gold Cost: 6000
Resource Cost: 2 Mercury

Spedal Abilities:

12. Feasome.

13. -1 Moral to enemiesin battle.

14. -1 Moral to enemiesin battle, if thereisa
Hero-owner.

15. 50% chanceto age enemy (half of hedth).

16. 40% chanceto drain enemy’s bloodand
regenerate.

17. Fealess

DarknessDragan (Dungeon)

Sadly, it is often the ase that childish mischief brings about tragedy. Perhaps
it is adults who are to blame for this, but what difference does it make when all is
said and dane? The damage is done and it is often hard to tell who was wrong and
who was right. So it was that once a young Black Dragaon pushed another off a cliff
during a dayful fight and the second dragon, too young for its wings to suppart it,
waskill ed in the fall.

Law and order in the dungeon are sevee by outside standards, and according
to the law, even the young must be answerable for their deeds. The mighty Dragaon
ancestors made up their minds and the dedsion was final: threehundred years in
jail. Cruel? Perhaps. But thelaw isthe law.

At first the dragon sulked and pauted. Then he raged aganst those who imprisoned him. But years
passd, then decades and even centuries. The young black dragon grew, and his isolation provided
perspedive. He also ganed in strength and devdoped into a paverful dragon during his long, dark
imprisonment. Bereft of light, and limited in his companionship to his guards, he had nothing to do hut
train himself within the dark confines of his cavernous prison.

Threehundred long years passed. The sentence was complete, and the dragon was finally released.
As he dowly flew from his prison, all were awed by his griking appearance His sales, which had not
seen a ray of light since his imprisonment, were so dak that they actually seemed to absorb and
transform light into shadows. All those dose to him were doaked in darkness and none @uld seeany
farther than their own hand. The dragon®©s eyes, in contrast, were able to see eveything with no
difficulty at all.

Soon, another byproduct of the dragon©s entence became evdent, for when he attacked an enemy,
the target was lost in the darkness while the dragaon could fredy return to his original position without
having to suffer retaliation. His reputation and power grew within warlock society, and soon he was the
most reveed dragon within the realm. In time, the dragon fathered others like him, though his
offspring, blessed with the same traits as he and known as darkness dragons, were always far less
common than the traditional red and black dragon varieties.

Dwelling: Main Description:



DarknessDragm
Growth: 1
Hedth: 600
Spedd: 15
Attad: 33
Defense: 33
Damage: 60-75
Shots: 0
o A Spells. 0
Cave of Darkness Gold Cost: 8000
Resource Cost: 3 Sulfur
Spedal Abilities:
18. Feasome.
19. Returnsto starting square dter attack.
20. Immunity to Hero's magic.
21. Hero receves Vault of Darkness gedalty.
22. Fealess

Ghost Behemoth (Stronghold)

In the erly days of the barbarian world, death was but another journeyto the
halls of the afterworld where all who have gone before gather to feast and pay
tribute to the first fathers; second only to reverencefor those who have gone before
is the acquisition and use of Power. So it is no surprise that the first ancient
behemoth, a being of tremendous grength, enjoyed alsolute authority. Barbarians
from all acrossthe barbarian empire would trave on pilgrimages to gaze upon its
magnificence The glory of the behemoth was known throughout the barbarian
lands, and it was famed for itsvalor.

The behemoth©s rule lasted for centuries and not a single war march, not a
single military solution, was possble without its approval. For long years, life was good for the
Barbarian people, and they offered up prayers of thanks to their forefathers for sending them such a
mighty protedor. They became wealthy and gathered tribute from nearby kingdams. The art of war
prospered.

But nothing is eternal even in the barbarian world. The time came for the behemoth to leave its
mortal existence and gointo the halls of the forefathers. The cegemony procealed according to ancient
laws and eveyone honored the Great Barbarian Hero who no longer walked among them.

With its pasdng, the barbarians tried to carry on as before, but with the behemoth gone, there was
soon trouble. War marches failed. Vassls garted murmuring. And strife grew among the dans.
Brothers turned on each other, and sons challenged their fathers in defiance of law and tradition. All
seamed to be going wrong...

So what to donow? Should the Barbarian people vanish after all? Neve! The Council of Elders
gathered and called out to their forefathers for help: " Return us our Great Defender! Return us our
Hero to lead us once more to gory!" Would their plea be heeded? No one knew, either the forefathers
would hedd their entreaty or not--nobody could guess only pray.

To their amazement and joy, the spirit of the mighty areature soon appeared in the Stronghold, and
freeof itsliving flesh, the power of it was far more terrible than ever before. The incredible news of its
return spread rapidly through all barbarian lands and the people took heart with their powerful new
leader--the ghost behemoth! Ancient behemoths also returned to the lands--mighty warriors to ad the
ghost behemoth as the barbarians ught to once agan return their lands to the traditions and pahs of
their forefathers.

Dwelling: Main Description:



Ghost Behemoth

Growth: 1
Hedth: 600
Spedd: 11
Attad: 25
Ay Defense: 25
Y Damage: 4575
Behemoth Tomb Shots: 0
Spells: 0
Gold Cost: 6000
Resource Cost: 2 Crystals

Spedal Abilities:

23. Feasome.

24. +1 Luck to dliesin battle.

25. +1 Luck to aliesin battle, if part of a Hero©s
army.

26. Ignores enemy’s defense.

27. Retaliates against two attadks.

28. Goesthroughobstades (flies).

29. Fealess

Hell Hydra (Fortress

It once chanced to happen that in a bog a rust dragon got itself stuck. It
creaked and rasped and finally rusted. It stood as a monument in the middle of the
bog for many years.

But one day, finally, this piece of rusty iron attracted hydras, and they decided
to put it in their pond. Moving the old rusty dragon wasn' t easy, and just as the
hydras were about to settle it into their pond, the dragon' s rusted skeleton began to
fall apart. From within the rusty old dragon' s ribcage they found its source of acid
-the acid had mixed with the gassy swamp water over the years and had changed
and become quite unstable. Without warning, it suddenly exploded, covering the
hydras from snout to claw! But the hydras were not harmed, for it appeared that this new acid-swamp
mixture was not dangerous to them at all. In fact, they liked it so much that they eagerly drank their fill.
Oh the hydras had fun for days! They spat each other with acid and frolicked in the pond, unaware of
how they were changing, transforming, mutating. Their hides took on a red acid shade and they gained
new powers of regeneration. For the hydras this was like the water of life, and now they felt invincible!

Dwelling: Main Description:

Hell Hydra
Growth: 1
Hedth: 500
Spedd: 10
o T Attad: 25
Chaos Poadl Defense: 27
Damage: 38-68
Shots: 0
Spells: 0
Gold Cost: 7000
Resource Cost: 2 Sulfur
Spedal Abilities:
30. Attacksall adjacet enemies.
31. Attackswith add breah (lowers defense).
32. Enemies cannot retali ate.
33. Ignores enemy’s defense.
34. Retaliates against two attadks.
35. 40% chance of regeneration.
36. Fealess

Sacred Phoenix (Conflux)

The Fountain of Youth. A dream that has driven many to the point of
obsession--eternal life, eternal youth. A dream--and yet one that persists through




time and acrosscultures. Is it real? Most likely not, yet the legends persists. So, who knows? Anything is
possble, right?

Certainly one man believes. Listen and judge for yourself the story of the Astral Wizard, an ardent
colledor of " sparkly bits" and now a prophet for the eistence of the fountain of youth. In Mr. Wizard©s
own words, he was wandering in a dstant, arid land searching for "some really nice red and blue
sparkly bits' as a young man when he encountered the following:

"1 saw a vision of palm trees ahead d me, an oasisin the glaring desert that surrounded me, and |
thought, ©Well, there surely aren©t any shiny baubles out here in all this sand. And |©m really thirsty.© |
halfway expeded it to vanish, a mirage like the transient nature of light refracting off a well-cut sparkly
gem, but the palms were real, as was the aystal clear spring bubbling in the middle of the oasis. Trying
not to trip over my robes, and hopeful that 1©d be able to rinse some of the sand out of my hat, | knelt
before the bubbling pod. As | reached out to the very nicdy sparkling water, a strange thing happened--

-a huge bird, larger than a thunderbird or even a phoenix, rose up before me, feathers ringed in flames.
The aeature spoke in a thunderous voice ©Matal, you have found the fabled Fountain of Youth, a
sacred spring forbidden to al but the most haly. I, the Sacred Phoenix, guard the waters of this holy
place and only by defeating me @an you drink of it. Be warned, for | am blessed with the speed of the
thunder god®s lightning, | burn with fires of the earth god©s molten subterranean lakes, and | have
drunk from the Fountain myself and am thus blessed with life eve in defeat. Do you wish to face me?©

" Slightly taken aback, | quickly recvered my normal aplomb. ©Face yu?© | said, ©Not a chance,
but what say we swap? Err¥s uhm¥s how abaut this pretty blue rock | found yesterday in exchange for a
sip?© The sacred phoenix immediately pounced on the rock, cooing to itself, ©Pretty, pretty, oh so sparkly©
and | procealed to take a deg drink from the water. Quite refreshing, | must say.”

Truth? Fiction? Who can say? Certainly that loveable old coat, Astral Wizard, has been around for
what seams like foreve. Either way, should you eve have to face the sacred phoenix and you DONOT
have a pretty blue sparkly hit, you should be prepared for one hedk of a tough fight. Sacred phoenixes
are rare, but deady--incredibly fast, they have strong attacks, defend well, and deal a lot of damage.
Much tougher than traditional phoenixes, their flames also burn hotter, causing fire damage to hand-to-
hand attackers. It is rumored that their association with the Fountain of Youth means that they will
always regenerate once after being " kill ed" .

Dwelling: Main Description:
Sacred Phoenix

Growth: 1
Hedth: 400
Sped: 21
Attad: 28
Defense: 28
Damage: 4560
Shots: 0
Spells: 0
Gold Cost: 5000
Resource Cost: 3 Mercury
Spedal Abilities:

37. Immunity to Fire magic.

38. Hasone 100% resurredion.

39. HasFireshield.

40. Alwaysblessd like akill er (dayer).

41. Fealess
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Other New Monsters

Fromtimes of last great battles has passed alot of time. Life does not cost on a
place andsome monsters have managed to use a respite with advantage for themselves.
A part fromthemis grengthened trained, devdoping rew skill s. At last, new monsters
haveappeared.

Ghost

Ghosts from Enroth. Yes, these @llous creations have returned! Having
neither flesh, nor blood, being to al indifferent, they kill all and draw forth the
liberated souls. These Erathian ghosts have learned a few tricks snce their time
spent in Enroth; they have learned to withdraw the spirits of all creatures and
creations on the battlefield. Now, not only living things can fill up the ranks of the
ghosts, but also dead, and aso not alive and not dead. Only instruments of war
such as catapults and bdli sta are beyond the reach of their ghostly embrace

Dwelling * [ Recruit Ghosts

Main

Description: Ghost

Growth: 5r*
Hedth: 5
Sped: 8
Attadk: 11
Defense: 8
Damage: 1-2
Shots: 0
Spells: 0
Gold Cost: 500
Spedal Abilities:

42. Kill ed enemies become ghosts.

43. Fealess

Other Notes:

* Live only in demolished towns.
** Growth shows number of ghosts that appea in a completely demolished town after six days.

Fire Messnger



The envoy of Fire has excdlent protedion against magic of fire and has a
slightly better attack.

Dwelling: * Main Description:

Fire Messenger
Growth: 2
Hedth: 70
Spedd: 5
Attadk: 14
Defense: 12
s Damage: 1318
Natural Calamity Shots: 0
Spells: 0
Gold Cost: 750
Spedal Abilities:
44. Has protedion from Fire.
45, Fealess

Other Notes:
* |n one dwelli ng you can take only one type of messenger.

Earth Messnger

The envoy of the Earth has excdlent protedion aganst magic of earth and
has a dlightly better defense.

Dwelling: * Main Description:

Earth Messnger
Growth: 2
Hedth: 70
Spedd: 5
Attadk: 13
Defense: 14
T ity Damage: 10-14
Natural Calamity Shots: 0
Spells: 0
Gold Cost: 750
Spedal Abilities:
46. Has protedion from Earth.
47. Fealess

Other Notes:
* |n one dwelli ng you can take only one type of messenger.

Air Messenger

The envoy of Air has excdlent protedion against magic of air and isfaster.




Dwelling: * Main Description:

Air Messnger
Growth: 2
Hedth: 70
Sped: 6
Attadk: 13
Defense: 12
ey ey Damage: 10-14
Natural Calamity Shots: 0
Spells: 0
Gold Cost: 750
Spedal Abilities:
48. Has protedion from Air.
49, Fealess

Other Notes:
* |n one dwelli ng you can take only one type of messenger.

Water Messenger

The envoy of Water has excdlent protedion aganst magic of water and has
slightly better health.

Main Description:

Water Messnger
Growth: 2
Hedth: 80
Spedd: 5
Attack: 13
Defense: 12
ey ey B b Damage: 10-14
Natural Calamity Shots: 0
Spells: 0
Gold Cost: 750
Spedal Abilities:
50. Has protedion from Water.
51 Fealess

Other Notes:
* |n one dwelli ng you can take only one type of messenger.

Gorynych

Few outside the dark environs of the dungeon are aware that the warlocks of
that realm hold a magic tournament evey fifth year. The best and brightest
warlocks and overlords compete, demonstrating their prowessin the four elemental
schoals of magic, their abiliti es to deveop new paotions and to create new creatures
to serve the dungeon hierarchy. In each category, only one cntestant is awarded
the oveted Pendant of the Black Dragon--a badg of both prestige and power
within the warlock world.

One of the most renowned warlocks of this (or any) age, Alamar, was the
redpient of five such pendants--one each for earth, air, water and fire magic




expertise, and one more for his Potion of Paralyzation, which he had dstilled from the venom of a
scorpicore. Yet, the sixth and final Pendant of the Black Dragan, for the best new creature, eluded him
for many years.

One yar, his carefully bred mushroom-deteding troglodytes were beaten by Agar©s deodarized
harpies, while at the next contest, his porcupine/medusa mix took second to Gunnar©s manurdree
manticores. So it went--always his creatures were widely appauded but neve quite goodenough for the
coveted pendant.

Finally, Alamar determined to expand his horizons--to blend non-native dungeon creatures to
create something truly unique. He traveed far, through the lands of the dves, where he dabled briefly
with a dwarf/harpy mix (too heavy to fly), and the lands of the barbarians where he had a lrief success
with crossng eul eyes and cydops until the other cydops destroyed his prototype as an abamination
(Ugh! Many eye! Ugh!), before finally reaching the sulfurous svamps of the beastmasters. There he
captured ayoung hydra before returning to his dungeon lair to begin preparations. A grand design--the
spead of a dragon, with the many heads of the hydra. Multiple breathe attacks, and the ability to fly--
truly a beast to strike fear in the heart of the stoutest kanniggit.

Unfortunately for Alamar, crosdrealing dragons and hydras proved to be much more difficult
than he had imagined. His first attempt burned itself to death when one head tried to talk to another,
while his mnd smashed to the ground when it was unable to fly and attack at the same time. The
contest loomed and Alamar finally settled on a compromise: the gorynych—a multi-headed beast that
attacked without retaliation, yet could fly and moved at least a littl e faster than a chaos hydra. Alas, his
run of badluck continued--the gorynych was owcased the same yer that Jeddite devdoped his slif-
veiling medusas, and onceagain the Pendant he so coveted was denied to Alamar. Out of frustration and
spite, Alamar released his prototype gorynyches into the wild, to snack on the unsuspeding and those
who are foolish enough to attempt to wrap their tongues around the beasts© wholly unpronounceable
name.

Dwelling: Main Description:
Gorynych

Growth: 1
Hedlth: 250
Spedd: 8
Attack: 20
Defense: 20
Damage: 2545
Shots: 0
Spells: 0
Gold Cost: 3500
Spedal Abilities:

52. Attacksall adjacet enemies.

53. Enemies cannot retali ate.

54. Fealess

War Zealot

For long years, these zealots isolate themselves in remote monasteries where
the only \sitors they have are travders who have lost their way, and even these
seldom more than once a year. During this time of isolation, the zealots practice
their fighting skill sand train their mindsto repel all magic.

Dwelling: Main Description:



War Zealot
Growth: 2
Hedth: 40
Spedd: 8
Attad: 14
Defense: 10
" Damage: 10-12
Lost Friary Shots: 24
Spells: 0
Gold Cost: 600
Spedal Abilities:
55. Isproteded by Magic Mirror.
56. Doesn't have penalty in hand-to-hand
attack.
57. Fealess

Arctic Sharpshooter

The sharpshooters, originally trained by Gelu, were so popular because of
their combat skill s that all heroes desired to have them as part of their army. And
the prestige of being a sharpshooter was  strong that the skill s and training were
passd on from father to son and mother to daughter.

In due murse, it was posdble to find sharpshooters in almost evey part of
Erathia, and asyou can exped, theytried to adap to local conditions. So the arctic
sharpshoaters have appeared. They have an improved attack and are also ale to
hide in snow-covered places, which allows them to be better protected from misdle
fire..

Dwelling: Main Description:
. o Arctic Sharpshooter
g* & Growth: 3
; & Hedth: 15
e A5 5 Spedd: 9
e e Attack: 13
Snow Covered Position Defense: 10
Damage: 8-10
Shots: 32
Spells: 0
Gold Cost: 500
Spedal Abilities:
58. Does not have meleepenalty.
59. Air Shield.
60. Fealess

L ava Sharpshooter

Another type of sharpshooter - the lava sharpshooter. Their house is a vault.
Their hard lives have tempered them, resulting in their increased defensive abhility.
Lava sharpshoaters get their name from the battles of fiery lava in which they dip
the tips of the arrows. In close @wmbat they are able to use these flaming lava
arrowsto burn their assilants.

Dwelling: Main Description:



L ava Shar pshoater
Growth: 3
i Hedth: 15
4, Speed: 9
W ¢ Attack: 12
Rock Covered Position Defense: 11
Damage: 8-10
Shots: 32
Spells: 0
Gold Cost: 500
Spedal Abilities:
61. Does not have meleepenalty.
62. Fire Shield.
63. Fealess
Nightmare
i < Neaomancers aren©t the most social of heroes. The lack of living flesh and

blood might be the problem, or maybe the weird clothes they tend to wear. It could
be the strange ackling they tend to emit when they laugh, or perhaps it©s just the
constant stink of death that seems to surround them. Whateve the reason, they
generally aren©t invited out to the most fashionable of parties. Actually, they
generally aren©t invited out to ANY partiesfashionable or not. So, they have a lot
of time on their bony old hands.

Espedally since they don©t dee. They know of dreams and they know of
nightmares, remembering vaguely as they do their time before undeath, though
theyno longer have ather. Not surprisingly, theyprefer nightmares--espedally for other people.

Thusit was that Sandro, in afit of jealousy over thelivies ability to dream, took afew of the undead
steals that were normally used by the black knights and began " working" with them. He trained them to
move on their own, without the guidance of a rider, and he changed their appearance to make them
fiercer to gaze upon. Sandro aso added his own personal scent of death to the new creatures and
concentrated it in their " breath” .

No amount of air freshener will help the hero who faces Sandro©s nightmares, as he so clevely
called them, as the strength of their breath rivals that of the mighty gorgon, often bringing death
instantly to even the mightiest of beasts. Indeed, so strong is the stench that sometimes even those
standing behind the initial creature will be struck down, and no amount of breath mints will allay the
damage done.

Sandro finds this all to be a fine joke, of course, and he loves to regale his acquaintances with his
tale of creation. Not at parties, since the invites keg not coming for those, but at the local
neaomance©s guild medings, or, better yet, at the Anual Deadies banquet. Everyone cackles with glee
and tries not to lose his or her jaw bone in the process as that can be quite enbarrassng, even for one
who dready hasno life, social or otherwise.

Dwelling: Main Description:
Nightmare
Growth: 2
Hedth: 110
Spedd: 9
Attad: 18
Defense: 16
Damage: 20-24
Dream Horse-shoe Shots: 0
Spells: 0
Gold Cost: 1500
Spedal Abilities:
64. Improved Deah Stare.
65. Immunity to mind spells.
66. Fealess

Santa Gremlin



Time waits for no man, it rolls along, like sands through the hourglass Tick,
tick, tick. All we areisdust in thewind and nothing lasts foreve.

Except gremlins. Always there have been gremlins, always there will be
gremlins. They worm their way into clocks, into bdlistae, into titans© codpeces.
Tinker, putter, snip, bang--it all goes awry. Such is life. Mischiewous, mercurial,
and prone to misadventure, they aren©e\il, yet they are the demons that haunt our
daily lives.

Many solutions to the gremlin problem have been tried--the wizards chain
them up to try to keep them out of the machinery, but do you really think genies
have always changed sex when upgraded? Not a chance The result of a gremlin in the works, and no
one has been able to figure out how to change the problem now that it exists. In the dungeon, the
overlords test the new minotaur axes on the gremlins, and the warlocks try new spells, but there are
always more. Barbarians fead them to orcs, beastmasters let the wyverns poison them, and heretics toss
them into the fire lakes. The neaos tried to make skeletons out of them, but the animation always
seaned to go wrong, one leg walking in one diredion while the other headed off somewhere dse,
perhaps taking the skull with it but forgetting to bring along the ned bones. And aways there are more,
mucking up the works and dstributing headaches to eveyone, high and low, rich and poa'.

Legend has it that there was once a reduse wizard who actually managed to damesticate the
gremlins. This wizard, known to today©s world only as K, lived far to the North, farther even than his
other winter wizard brethren. He was said to be a hit of an eccentric, wearing fuzzy red pgamas trimmed
in white fur, and preferring ared stocking cap to the traditional wizard pdnty hat. But all agree that if
he eisted--and the evdence suggest that he did--he must have been a genius.

What evidence? The santa gremlin, believel to be a derivative of the cmmon anti-gremlin cry,
©Blagt, these gremlins are Satan spawn®©. Santa gremlins are dothed in red, with white trim, and they
command cother gremlins or similar lowly areaturesto proted them--just asK is sid to have @mmanded
the santa gremlins to proted him. Strangest of all, they are spell casters, capalle of using the ice bolt
spell--said to be KOs favorite incantation. Their existence isn©t proof positive that K really existed, but
who else but an eccentric half frozen genius at the top d the world would come up with such a crazy
idea?

Why a genius? Because santa gremlins not only follow instructions, they @n also be nice While
theyare tough in combat, capale of casting ice bolts and surrounded by traditional gremlin protedors,
after combat, defeated santa gremlins have been known to gve gifts to heroes as a reward for their
victory. Such generosity and goodwill is unheard o in traditional gremlins, and only a genius could
find a way to devedop such traits in a race otherwise known only for their capricious and destructive
natures.

Dwelling: Main Description:

Santa Gremlin

Growth:

Hedth:

Spedd:

Attad:

Defense:

Damage:

Shots:

Spells:

Gold Cost:

Spedal Abilities:
67. Attadkswith IceBolt
68. Summons 1 level guards that surround him.
69. Can bring a gift after a battle.
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Other Notes:
* Thisis atotal growth number in one week, however 2 credures are avail able to rearuit every day.



Sorceress

It wasn©t always easy growing up in the rampartPetal knew this all too well.
Everything was " nature this' and " environment that" and " no, we @n©t have any
roasted marshmall ows this evening because the dendroids get upset if we burn them
in our bonfires" Silly, thought Petal, it©s not like they won©t grow back. Even her
name. Petal. Blah--how terribly NOT fearsome. How many aeatures or evldoers
had eve trembled at the thought of the dreadful Petal coming for them? None,
zero, Zlch.

Nope, the rampart was not the place to be if you wanted to be a rock n© roll
spell caster who preferred a goodfireball to a baing dd bess gell any day of the week. Oh, you could
beomome a ranger like Jenova, or a druid, like Gem, but you still hadto play by their rules. Don©t walk on
the grass don@t tie bells to the cantaurs© tails, don©t githe dwarves hot fed. Dull, dull, dull. Even the
unicorns were a washout--prancing abaut, all pure and white and letting the other maidens pet their
gleaming coats, but turning up their horns at Petal and her soot-blackened hands.

So, she left. Petal set out on her own to find independent women of a like mind. She had ane of her
more domestically inclined cousins make her a wicked looking dark cloak with a high, intimidating
collar and hit the road As de journeyal, Petal made little mental notes to herself: take out a few
evldoers along the way, invent some flashy and dangerous ells, test her magic skill sin the real world,
and improvethe fashion sense of civili zed women eve'ywhere.

Life was good She was a fearsome spell-casting woman on a rampage, and to her surprise, there
were many others like her. And not just from the ramparts--soon she had a bad of "sisters" that
consisted of former battle mages, overlords, heretics and al manner of other women. They alled
themselves the Sorceresses, and in honor of Petal, they all wore the same style long cloak with the
wicked high collar.

As their numbers grew, so did their power. They @st all sorts of spellsin combat--not just namby-
pamby water spells, but also fun combat spell s like disrupting ray, curse and even a nasty little aeation
of Petal©Os that afflicted the target with a nice littl e debilit ating disease. Soon, their merry band became
feared by practitioners of evl far and wide. Perhaps unsurprisingly, they soon became feared by men
too--even those of goodhearts and pure thoughts.

Concerned that their fun loving, free wheding lifestyle was overshadowing their honest desire to
help clean up the world, Petal went to alocal enchanters© grove to discusshow the two groups could
work together. Eventually, a pact was reached where the enchanters agreed that sorceresses of sufficient
power could summon a small band of enchanters to assst in the battles against evil, thus helping to alay
the growing belief that sorceresses were not just against evl, but aganst men in general. In return, Petal
and her followers agreed not to cast Petal©s nasty little disease spell on the enchanters, and to only
summon enchanters that were not activey involved in playing Whack-A-Mage, the enchanters© favorite
pastime.

Dwelling: Main Description:

Sorceress

Growth: 2

Health: 35

Speed: 8

Attack: 15

Defense: 13

Damage: 10-13

Shots: 24
Enchanted Tower Spells: 0

Gold Cost: 600

Spedal Abilities:

70. Ranged Spellcaster *




Other Notes:

* The Sorceressmay cast hon-dired damage spell s on its target foll owing aranged attadk. All spell s last
3 rounds (except Disrupting Ray and Acid Breah which are permanent) and normal spell i mmuniti es
apply. Gods Representatives and Messengers have mmplete immunity to Sorceress gells.

The chance of a spell being cast is 20% + 2% for eat Sorceressin a stadk. The type of spell cast
depends on the number of Sorceresss as foll ows:

Few to Several Sorceresss:
MISFORTUNE, DISRUPTING RAY, DISEASE or WEAKNESSwith 25% chance eab

Padk of Sorceresss:
SLOW, CURSE or DISPEL with 20% chance eab
MISFORTUNE, DISRUPTING RAY, DISEASE or WEAKNESSwith 10% chance eab

Lots of Sorceresss:

POISON, SORROW, ACIDBREATH or FORGETFULNESSwith 15% chance eah
SLOW, CURSE or DISPEL with 8% chance eab

MISFORTUNE, DISRUPTING RAY, DISEASE or WEAKNESSwith 4% chance eab

Horde to Legion of Sorceresses:

POISON, SORROW, ACIDBREATH or FORGETFULNESSwith 11% chance eab
SLOW, CURSE or DISPEL with 8% chance eab

HYPNOTIZE, BLIND, BERSERK or AGE with 4% chance eab

MISFORTUNE, DISRUPTING RAY, DISEASE or WEAKNESSwith 4% chance eab

Sylvan Centaur

Listen now, to one of Erathia©s greatest love stories. Once upon a time there
was a young elf named Tallow who fell in lovewith a beautiful centaur girl named
Sherinda. But as is often the ase with love that blossoms between different races,
their union was forbidden. Elves and centaurs at this time were at loggerheads over
many isaues, not the least of which was who had to shoved out the unicorn pens and
dragons caves. For many months the young lovers hid their desires from their
people, meding only in seaet or in the dead of night. But astheir passons grew, so
did their restlessness until finally they ®uld stand it no longer, and they revealed
their true fedings to their families. They had hoped for understanding, but instead
were met with shock and despair. The fighting between the dves and centaurs was getting worse, and
their romancewas e by both familiesas a betrayal.

When he refused to renounce his love for Sherinda, Tallow was cast out of his clan and forced to
leave the rampart until such time as he would abide by the rule of the dves. Before he left, he got word
to Sherinda to neve give up hope--somehow he would find away for them to be together and he would
return for her.

Although Sherinda wasn©t an outcast like Tallow, the centaurs watched her careflly and tried to
find her a suitable male centaur instead. Theytried al manner of suitors--manly, athletic centaurs and
bookish, wise centaurs versed in the magical arts. But nobody could replace Sherinda©s beloved Tallow
in her heart, so it was a fruitless garch.

For months, Tallow wandered the lands, unable to forget abaut his predous Sherinda, until one
day he ame upon a horrible scene--a terrified dd woman tied to a stake, abaut to be burned alive by a
small mob d villagers carrying ptchforks and lit torches. Tallow approached the \llagers and
demanded to know what crime the woman had committed to receve such a terrible punishment. They
told him that she was a witch, that she had pdsoned the \illage©s well, and for that she must be burned,
"because all witches are evl". The woman called out to Tallow, pleading for help and proclaiming her
innocence Elves seam to have a sixth sense when it comes to knowing who©s good and who©s not, and
Tallow could tell at oncethat the woman bore no evil in her heart.

Knowing from personal experience what it was like to be perseauted, Tallow made a dedsion. He
quickly unslung his cherrywood bav, and in the blink of an eye his arrow had pgerced the hat of the
appaent ringleader of the mob. From the stedy look in the df©s eyesit was clear that he meant business
When Tallow demanded the woman®©s freedom and chall enged the \ill agers to fight, the mwards quickly
turned and ran for the safety of their vill age.

After freang the old woman, Tallow discovered that she was in fact a witch, but a good me, and
she was grateful for being rescued. They traveed together for awhile, and when the witch heard of
Tallow and Sherinda®©s plight, she offered a magical solution. It was a drastic one, howeve, for she
described a spell that could put two creatures into one body if they had strong enough fedings for each
other. Although it had neve been tried with two different spedes, Tallow was willi ng to try anything for
the woman he loved. So when the old witch and the young elf reached a vill age where the witch could
make herself a new home without fear of perseaution, she taught Tallow the proper incantation for the
spell. After gathering the herbs he would need to accompany the spell, the df departed on his journey
back home--back to Sherinda.

Sadly, when Tallow arrived back at the rampart, he found that the dves and centaurs had dedared
war. The dwarves and dendroids tried to maintain order, but things were rapidly getting out of hand. If
something wasn©t done soon itvould tear the oncetight-knit community apart.




Stealthily making his way to Sherinda©s gable, Tallow woke her, and she greeged him with
amazement, joy, and quite a remarkable kiss but also with concern. Quickly, he told her abaut the
enchantment and asked if she was willi ng to join with him foreve. Without hesitating for a moment, she
agredl. Filled with nervous excitement, they performed the ritual together, and as the magic power
suffused their spirits, they became one, unified in body, mind and soul. Theywere a new race, a sylvan
centaur. And their name was Talinda.

When they anerged into the streds, eve'yone stopped and stared. Nobody had eve seen the likes of
this creature before--part elf, part centaur, with the strengths of both and the weaknesses of neither. The
news quickly spread and eve'yone came to seeTalinda. Perhapsit was a side dfed of the enchantment,
or perhaps it was the incredible joy that radiated from Talinda, but instead d being cast out as an
abamination, the sylvan centaur was revaed by both the dves and the centaurs alike. Both races son
stopped fighting and theyappdnted Talinda astheir spokesperson, a diplomat to bah people.

In the following months and years, the enxchantment was used numerous times, for it seamed that
the races of elves and centaurs had more in common than they thought. Before long there were many
sylvan centaurs in the town, and theywere always very happy, for each one was a union of purelove

Dwelling: Main Description:
Sylvan Centaur
Growth: 7
Hedth: 15
Sped: 8
Attack: 10
Sylvan Homestead Defense: 5
Damage: 4-6
Shots: 24
Spells: 0
Gold Cost: 250
Spedal Abilities:
71. Shoots Twice
72. Merry (has Mirth).

Other Notes:

The Sylvan Centaurs may be aeaed from Grand Elves and Centaur Captains, if you have them bathin
your army and have turned on the proper hard-coded option. To dothat you must hold your ©ctrl© key on
your hero screen (and only on your hero screen, not the garrison or town screen) and click with your left
mouse button on a stadk of Grand Elves or Centaur Captains. They will be combined freeof charge and at
ratio 1:1, so after combining 42 Centaur Captains and 14 Grand Elves you®©lIl end up with 14 Sylvan
Centaurs and 28 Centaur Captains.

Werewolf

[t©s a curious fact of life that some mixes are more accepted than others.
Peanut butter and jelly? A classc. Labradas and poodes? A bit odd, but they have
a cod name--who wouldn®©t want a labradoode? Men and horses? Peauliar, but
centaurs move fast and generally are pdite enough to go aitside to take cre of
business-a significant improvement over horses and barbarians. Wolves and men?
A downer--nobody seems to like the werewolf, perhaps because they shed profusely,
or maybe because there©s always the dhancethat they©ll rip your throat out during a
full moon rampage. At any rate, they have long been anathema, and many
campaigns to exterminate lycanthropy in all its forms have been launched over the
years--with varying results.

Certainly Lord Haart©s crusade to eliminate werebeavers was a smashing success much to the
relief of regular beavers who often found their rivers and streams dammed with human femurs after the
full moon, but others have been far less effedive Halon©s attempt to eliminate the fearsome
werehumminghbird, for example, lead aly to the vaparization of some lovey flower gardens and the
destruction of a number of perfedly innocent bees.

Still, though there are many were-creatures in the world, werewolves have always been the most
common and among the most dangerous. Werewolves are fast, much faster than the weresloth, for
example, and while some lycanthropes retain some of their human attributes even in their moon-induced
animal states, werewolves often go completely berserk during the full moon, beyond the control of
anyone or anything. It is also true that, for reasons unknown, werewolves s2em more likely to passtheir
affliction on to those they bite or claw than do most other wereaeatures. Indeead, there are more than a
few reports of werewolves transforming large numbers of normal men and creatures into werewolves
during various gruggles.

Attempts to eliminate werewolves have had mixed success though in general theyhave been driven
to living in the more remote areas of the world. Still, their speed, power and viciousnessin battle has
caused more than one would be hero to seek them out and attempt to convince them to join the ranks of
their army. Werewolf forces are always to be feared, as there is the possbility for them to transform all




they oppase into werewolves, both friend and foe, and the blood rage of the full moon is often so vicious
asto blind them from any distinction between friend or foe, good and evil, or innocent and quilty.

Dwelling: Main Description:

Werewolf
Growth: 4
Hedth: 35
Sped: 7
Attack: 10
| P Defense: 12
A Damage: 6-9
Howling Holl ow Shots: 0
Spells: 0
Gold Cost: 300
Special Abilities:
73. Lycanthropy (x2 on full moon) *
74. Berserk (on full moon days: 14-16)

Other Notes:
* The WerewolfOs attadks may trasform the enemy into werewolves. The base chanceis 20%, doubled
to 40% on full moon days.

Hell Steed

There are aacksin our world. Unseen places where the fabric of the universe
is a hit weaker than in most other places. Animals can sense these places and stay
away from them. Fear them. For sometimes, not often thankfully, but yet often
enough to make brave souls cower behind the thin walls of their homes, something
breaks through those aacksfrom the other side.

It isnot dark on the other side, as many conjedure, but in fact it is quite, quite
bright. Fire is like that. Bright. And hot. Very, very hot. So too the aeatures that
live in that fierce, inhospitable world just beyond our own, caught in passng
mayhap in a dream--or, rather a nightmare. Only it©s not always a nightmare. Sometimes, the fiery
beasts from the other side find a crack in our world big enough to let them through. Sometimes, the
nightmares are real--and hot.

Hell steads are of the other world, burning horses, with flaming manes and searing eyes.
Fortunately for us, they are small compared to some of their brethren from beyond, yet even they @n
only rarely find holes in the weave of the universe large enough to sgqueeze through. So, they remain
rare, usually found in remote areas and places where large quantities of magic have accumulated
without supervision. Places where the aacks are not repaired but left unattended, to be worried at and
leveaged from the other side.

When they are encountered, hell steeds are usually feral in both appearance and demeanor, and
their breath is sid to be so hot that theywill often, briefly, leavewalls of firein their wake. Additionally,
it is believad that some of the older hell steads have learned how to harnesstheir heat and projed it
across snall distances. Attacking these hell-born equinesis perilous, as dired hand-to-hand attacks will
almost certainly result in the burning of the attacker, perhaps ®veely.

Naturally, the hell steed isimmune to fire-based magic. Born in the nightmare world on the other
side, the hell steeds haveno fear of our own world.

Dwelling: Main Description:
Hell Steed
Growth: 2
Hedth: 100
: Spedl. 8
Hell Rift Attadk: 15
Defense: 15
Damage: 18-24
Shots: 0
Spells: 0
Gold Cost: 1100
Special Abilities:
75. HasFire Shield
76. After attadk may cast Fire Wall
77. Immuneto Fire magic




Dracolich

A long time ago, a powerful lich king in a far off land experimented with
dragon animation. Mixing the bones of a black dragon and a faerie dragon and
imbuing them with eul power, the dracolich was born. Although this terrifying
undead creature asts no spells, its magic is able to bock many non-magical
attacks. And like the liches, the Dracolich can throw a death cloud at its oppments
from far away, but its power reserves are quickly drained. Thisis rarely a problem,
howeve, because the Dracolich relishes the dhance to toast its foes with fiery
breath and then dewour the barbecued treat.

Recently, these dracoliches have begun showing up in Erathia, spreading terror and death in their
wake.

Dwelling: Main Description:

Dracolich
Growth: 1
b . Health: 800
'-j'f L Speed: 16
=T Attack: 45
Dragon Graveyard Defense: 45
Damage: 50-80
Shots: 5
Spells: 0
Gold Cost: 25000
Resource Cost: 15 Mercury
Spedal Abilities:
78. Undead
79. -1 to enemy morale
80. 20% magic resistance
81. 20% chance to block physical damage

Gods Representatives

Let's return to the legends. Theytell usthat when Gods havelearned abou the
broken bdancein theworld o Erathia, theyhavededded to interfere, to restore the

balanceof forces. For thispurposein Erathia, Emissaries— Gods' Representatives were
sent.



Emissary of War

Caused by dements of magic of fire, the Emissary of War was $nt to help
Heroesto restore former harmony.

Dwelling: * Main Description:

Emissary of War
Growth: o**
Hedth: 2000
Spedd: 4
Attack: 0
Defense: 10
Damage: 0
Shots: 0
Spells: 0
v Rt < Spedal Abilities:
R e R Thactd, W ' 82. Increases Hero's attadk skill by 1-3 every
Palaceof Martia Spirit week.
83. Immunity to all spells.

Other Notes:
* In his dwelli ng you can recave the Emissary only once
** Does not grow anywhere.

Emissary of Peace

Caused by dements of magic of the ground, the Emissary of Peace was ent
for protedion of those Heroes who aspire to restore balance between the different

factionsin Erathia.

Main Description:

Emissary of Peace
Growth: o**
Hedth: 2000
Spedd: 4
Attack: 0
Defense: 10
Damage: 0
Shots: 0
Spells: 0
- Spedal Abilities:
AR L et i 84. Increases Hero's defense skill by 1-3 every
Citadel of Padfication week.
85. Immunity to all spells.

Other Notes:
* In his dwelli ng you can recave the Emissary only once
** Does not grow anywhere.

Emissary of Mana



Caused by elements of magic of air, the Emissary of Mana was sent to help
Heroes to restore the balance of Dark and Light forces with the help of magic.

Dwelling: * Main Description:
Emissry of Mana

Growth: o**
Hedth: 2000
Spedd: 4
Attadk: 0
Defense: 10
Damage: 0
Shots: 0
Spells: 0
Spedal Abilities:

86. Increases Hero's magic power skill by 1-3

every week.
87. Immunity to all spells.

Other Notes:
* |n his dwelling you can receve the Emissary only once

** Does not grow anywhere.

Emissary of Lore

Caused by elements of magic of water, the Emissary of Lore was sent to help

i
- :'*' : ks Heroes to return balance of forces, having seized art of magic to the full.

Dwelling: * Main Description:
Emissary of Lore
Growth: o**
Hedth: 2000
Spedd: 4
Attadk: 0
Defense: 10
Damage: 0
Shots: 0
Spells: 0
Spedal Abilities:
88. Increases Hero's knowledge skill by 1-3
Library of Legends every week.
89. Immunity to all spells.

Other Notes:
* In his dwelli ng you can recave the Emissary only once
** Does not grow anywhere.



Commanders

After the balance of different forces on Antagarich was disturbed and dter the
intervention d the gods many heroes reali zed that they might not be able to fight on their
own ary more. Theyneealed help. Theyneaded intelli gent creaturesto aid them not only
onthe battlefield bu also in leading their army. Theyneaded persond commanders. That

title soonwas beginning to be the property of heroes© best friends, relatives or the most
talented andstrongest generals.

Basic Description:

Commanders are somehow a combination of a hero and a aeaure. They fight on the battlefield
along with your hero, but they also gain the same experience - and with that: new levels, primary skill s,
semndary skill sand better statistics overall. They can also use spedal artifads, cast aspell and they have
some spedalties of their own. They al have diff erent names and hiographies, but at start they do have
many simil arities. Each hero can have only one commander. If he arrently has no commander, he may
reauit one & any of your towns for the price of 2000gold.

Y ou can chedk your commander screen by clicking on theicon

Mirka

b Hede wmer: lwrin  Experience:
Altack 20025y Mexl Level A1
Defemse:

Hit Points

arlitacts
Magic Power:

Magic Resislante

At start every commander has the same statistics:
Attack: 5

Defense: 5

Spedd: 5

Hit Points: 60

Damage: 7-15

Spell Power: 1



They will be modified by the choice and devel opment of the commander©s primary skill s, aswell as by his
own experience and gaining rew levels.

If a commander diesin battle, but the hero©s army managesto win or fleg it will be possbleto
later resurred him at one of your towns. However thiswill most likely cost you gold and sometimes you

will even have to have amage guild of a cetain level built.
A commander screen on a battlefield shows also his pedal abiliti es and looks like this:

Defense

Diarnage

b | Health Left

- .:-I.IEEd

The abreviations are & foll ows:

L: - Commander Level

MP: - Magic Power

MR: - Magic Resistance

Then you can aso see ashort list of the mmmander©s sscondary skill s.

In this example they are: Maximum Damage, Unlimited Retali ations, Attadking Twice and Feasome.
Besides that we can seethat our commander can cast Cure 2 times ead battle.

Paladin (Castle)

% As a dvine defender of justice, this holy avenger©s abhiliti es grow stronger with evey
' battle won. The Paladin has also been blessed with healing magic to ke the troops
aliveand fighting strong.

Description:

Paladin

Wise - Gains 150% of Hero©s experience

Cure - May cast Cure

Hierophant (Rampart)

These mystical Commanders are natural healers, always insisting on at least one
first aid tent for any army they mmmand. In battle, they proted the lives of their
troops by conjuring amagical shield to ward off deadly blows.




Description:

Hierophant

First Aid Master - Additional First Aid Tents, Number = Commander Level

Shield - May cast Shield [Duration = Magic Power]

Strong willed and intelli gent, the beautiful Temple Guardian is a dstant cousin to
the titans. Her presence on the battlefield improves the ranged accuracy of titans as
well asthe other troops she omommands. This power isalmost as useful as her innate
ability to draw forth and channel mana from an emotionally-charged field of battle.

Temple Guardian
Mana M agician - Restores ssme spell points for Hero if he/she has lost them
since previous Commander turn (number = Lost Mana *(20% + 5% *
Commander Level)) but no lessthan 1 Point and no more than 90% of Lost
Points

Precision - May cast Predsion [Duration = Magic Power]

Always nsual and charming, your ranks will soon swell with creatures entranced
under this demonic Commander©s ell. The Succubus® affinity for fire lets her
proted her minionswith an aura of flame.

Description:

Succubus

Charming - Steds aportion of neutral stacks before cmmbat. Formulais
5%+(Commander Level-1)/2 but not more than 20%

Fire Shield - May cast Fire Shield [Duration = Magic Power]

A fearlessfighter in battle, this Commander inspires bloodust in the troops he or
she @mmmands. And when it©s all over, the Brute direds the army to gaher up the




corpses, for there is always a demand for fresh bodies in the dark and smelly depths of the dungeon.

Description:

Brute

Soul Reformer - Gives 50% of battle experiencein gold

Bloodlust - May cast Bloodust [Duration = Magic Power]

Soul Eater (Necropolis)

These soulless Commanders absorb the spiritual essence of the creature they kill to
sustain them in their unnatural unlife. On the battlefield, the Soul Eater uses her
necromantic powers to reanimate her fallen undead comrades.

Description:

Soul Eater

Undead - Has the properties of an urdead creaure

Animate Dead - May cast Animate Dead on Level 1-5 Creaures [HP Number
= (Magic Power/4)*50+60]

Ogre Leader (Stronghold)

The resourceful Ogre Leaders have fallen in love with the deadly ballista and
always make sure there' s at least one in any army they command. These cunning
Commanders have also mastered a spell that makes their troops' skin as hard as
stone.

Description:

Ogre Leader

Balli sta M aster - Provides additional Balli stas #=Commander Level/4+1 (plus
control)

Stone Skin - May cast Stone Skin [Duration = Magic Power]

Shaman (Fortress

This adept Commander uses primal magic to become much stronger in battle,
drawing upon the spiritual totem of the hero who leads the army. The Shaman' s




spell sincrease both the speed and reflexes of the Fortressbeasts to which he or sheis attuned.

Description:

Shaman

Superior Combat Ability - 150% of Hero©s Attadk and Defense

Haste - May cast Haste (Speal + 5) [Duration = Magic Power]

Astral Spirit (Conflux)

Originating on the astral plane, this Commander©s ability to reveal glimpses of an
empty and desolate world often make the once-loyal soldiers of sworn enemies cast
down their weapans, having seen the futility of war. The Astral Spirit also pases®s
telepathy and can sometimes warn friendly troops of a surprise attack from behind.

Description:

Astral Spirit

Pacifist - Elemental + 5%+(Commander Level-1)/2 (maximum 20%) of
Creauresin enemy Hero©s army run away.

Counterstrike - May cast Counterstrike [Duration = Magic Power]

Primary Skill s
Every commander can have 4 out of 6 possble primary skill s. Every skill has5 levels. When gaininga

level you will be aleto chose boasting any of your four chosen primary skill s.

Primary Skill s



Attack

(no skill gives5 Attad)

- Basic: 7 Attadk

- Advanced: 10 Attack

- Expert: 14 Attadk

- Master: 20 Attack

- Grandmaster: 30 Attadk

Defense

(no skill gives5 Defense)

- Basic: 9 Defense

- Advanced: 15 Defense

- Expert: 23 Defense

- Master: 35 Defense

- Grandmaster: 55 Defense

Hit Points

(no skill gives 20HP+Level*20)
- Basic: plus 10% to HP

- Advanced: plus 25% to HP

- Expert: plus 45% to HP

- Master: plus 70% to HP

- Grandmaster: plus 100% to HP

Damage

(no skill gives 8+Level*4 Damage)

- Basic: plus 10% to Damage

- Advanced: plus 25% to Damage

- Expert: plus 45% to Damage

- Master: plus 70% to Damage

- Grandmaster: plus 100% to Damage

M agic Power

(no skill gives 1 Magic Power, may cast 1 time, 5% Magic Resistance)
- Basic: 2 Power, casts 2 times, 10% Magic Resistance

- Advanced: 4 Power, casts 3 times, 20% Magic Resistance

- Expert: 7 Power, casts 4 times, 40% Magic Resistance

- Master: 15 Power, casts 5 times, 65% Magic Resistance

- Grandmaster: 30 Power, casts 6 times, 95% Magic Resistance

Spedal

(no skill gives 4 Spedl)

- Basic: 5 Speal

- Advanced: 6 Spead

- Expert: 7 Sped

- Master: 8 Speal

- Grandmaster: 10 Sped

Seoondary Skill s

By advancingin levels your commander can have 6 out of 15 pasdble secondary skill s. These skill s have
no ©levelsO, so you can©t develop them in any way. The commander may learn a particular skill only if he
had already leaned two spedfic primary skill s and have the Master level in bath of them. When advancing
in level you®©ll then be &le to choose between leaning a higher level of one of your four primary skill s or
leaning a secondary skill .

Reduce Enemy Defense by 50%
The Commander may gain this extra skill i f he or she has Attadk and Defense Master skill s
It is marked with [D] in Commander info during a battle




Fearsome

Enemies may lose their turn due to freezng with fear.

The Commander may gain this extra skill i f he or she has Attad and Hit Points Master skill s
It is marked with [O] in Commander info during a battle.

M aximum damage always
The Commander may gain this extra skill i f he or she has Attad and Damage Master skill s
It is marked with [M] in Commander info during a battle.

No Enemy Retaliation
The Commander may gain this extra skill i f he or she has Attad and Magic Power Master skill s
It is marked with [N] in Commander info during a battle.

Can Shoot
The Commander may gain this extra skill i f he or she has Attadk and Speed Master skill s
It is marked with [S] in Commander info during a battle.

EndlessRetaliation
The Commander may gain this extra skill i f he or she has Defense and Hit Points Master skill s
It is marked with [E] in Commander info during a battle.

Strike all Enemiesaround
The Commander may gain this extra skill i f he or she has Defense and Damage Master skill s
It is marked with [A] in Commander info during a battle.

Permanent Fire Shield

The Commander may gain this extra skill i f he or she has Defense and Magic Power Master
skill's

It is marked with [1] in Commander info during a battle.

30% chanceto Block any Physical Damage
The Commander may gain this extra skill i f he or she has Defense and Speed Master skill s
It is marked with [B] in Commander info during a battle.

Attack twice
The Commander may gain this extra skill i f he or she has Hit Points and Damage Master skill s
It is marked with [2] in Commander info during a battle.

MeleeAttack has50% chanceto Paralyzefor 3 rounds

The Commander may gain this extra skill if he or she has Hit Points and Magic Power Master
skill's

It is marked with [P] in Commander info during a battle.

Regeneration 50HP every turn
The Commander may gain this extra skill i f he or she has Hit Points and Speed Master skill s
It is marked with [R] in Commander info during a battle.

DeathStare

Every attadk has the Deah Stare. Kill s (Commander Level)/(Credaure Level) creduresin the
stadk where Credure Level isfrom1to 7

The Commander may gain this extra skill i f he or she has Damage and Magic Power Master
skill's

It is marked with [G] in Commander info during a battle.

Champion Distance Bonus

Damage grows for 5% per square

The Commander may gain this extra skill i f he or she has Damage and Speed Master skill s
It is marked with [C] in Commander info during a battle.

Ignore Obstacles|[fly]
The Commander may gain this extra skill i f he or she has Magic Power and Speed Master skill s
It is marked with [F] in Commander info during a battle.



Tow emolition

Now towns can be destroyed and rebuilt again from their ashes.

To destroy a building in atown, it is necessary to right-click on the building you wish to destroy.
You must have avisiting hero present at a town in order to destroy buildings there; a garrisoned hero
cannot destroy anything.

Buildings cannot be destroyed in just any order, but must follow priorities and dependence (see
Appendix Table 1). If al conditions for destruction of the given building in the given town are met, the
building can be destroyed and a window will appea asking if you wish to destroy it. An example ca be
seea in the picture shown below:

Fort
The Fort provides your town with defensive walls.
You can try to demolish this wonderful building.

Do you really want to do it?

If the given building cannot be destroyed at present, then when you right-click you will only see
the standard information about that buil ding.

If the player clicks the OK button to destroy a building, a ched will be made to seeif the hero has
the minimum required level of experience There is a minimum level at which heroes receave the aility to
destroy buildings, and thisis initially set to 1000 pants for al buildings in al towns. However, this value
can be dhanged with ERM code for any type of building for all types of towns (!! CD:E).

If the hero daesn©t have enough experience, the gpropriate message will appea stating that the
building will not be destroyed. The next stage isa ded of how strong the hero©s army is. Thisis cdculated
as the sum of hedth (HP) of all monsters in the hero©s army. The minimum level that isinitialy set for this
cdculation is 2000HPs but this can aso be changed with ERM (' CD:A). If the hero©s army is insufficient,
an appropriate message will appea stating this.

If the destroyed building is a aedure dwelling, it is chedked to seeif it has inhabitants. If the
dwelling is not empty, a dhoiceis offered to the player: pay the monsters to abandon the dwelling or fight
them:



The st of paying the
following table:

The dwelling is inhabited.
Monsters do not wish to leave their

home unless yon are willing to pay

them for it.

]

Do you agree

monsters is caculated based on their level and number, as $own in the

Monster Standard Upgrade
Level 1 40 50
Level 2 60 75
Level 3 80 100
Level 4 150 200
Level 5 300 400
Level 6 550 650
Level 7 800 1000

If you dedine to pay, thereis only one way to get rid of the monsters -- fight:

You can still disperse the
creatures. But battle is the only
way!

Are you ready for battle?

Here again you can refuse. Thus of any destructions. If in fight with monsters you will | ose, that,
being more peacdul, than you, monsters will release the hero on freedom. The truth of army he can lose
completely.

If you pay the monsters or bea them in combat, it is posdble to start the destruction. However,
destroying buil dings costs and ead building hes its own cost, but always in gold. Refer to Appendix 1 for
the full li st of buildingsin all types of towns where you can look up the st of destruction (Tablel).

Each time you destroy a building, it displeases the locd population of the town. In order to
appease them, it is necessary to dstribute gold with ead following destruction. The amount of gold
depends on the number of destructions done that day and can be seen in the foll owing table:

Destructions per Cost
day
First 0
Seoond 1000
Third 2000
Fourth 5000

From the table you can seethat four destructions per day are possble. However, this value can be
changed by means of ERM commands (!! CD:D). If this number is altered, you may find it necessry to
establish or change the price of destruction (!! CD:N).

The sumwhich it is offered to pay, at onceincludes all expenditure:



Feople do not like your wish to

hreak everything.
You should pay to keep them
contented or wait until another day.

Do you agree to pay them?

P = 1

Fafme

) l"‘

150

v 1O

If you attempt to destr Grail building, you©re given an oppatunity to dismantle it instead.
Since it©s a valuable structure, it costs 10000 gold to dismantlét -- this is much more expensive than
simply destroying it. If you pay this amount, the Grail will be dismantled and will appea in the hero©s
badkpad:

You can try to dismantle the Grail
but a thorough joh is expensive.

v

If you have no freespacein a backpadk, you will not be életo dsmantle the Grail .

An every next destruction needs sosme movement points of Hero. By default one destruction takes 55M P
but may be changed by ERM (!!CD:M).

After destruction of a building the hero will find a small amount of resources in the ruins. They can be ay
resource except for gold. The exad quantity and type of resources can be dedked in the Appendix (Table
1).

When awind has scattered the
smoke, vou find out that there 1x
something left over from the
bulding.

To completely destroy atown, it isn©t necessary to destroy al the structures. 1t©s enoughto destroy
the ones of key importance until finally reading and destroying the Town Hall. Once the Town Hall has
been destroyed, the remaining inhabitants abandon the town.

After destruction of the Town Hall, ghosts will appea in an ex-bladksmith©s. However, they are
too happy to be dive (dead?) and will not pay any attention to you. Thus, the town becomes absolutely
empty. When your hero leaves the town, he will recdve a appropriate message. If you leave wish you can
leave the town urder the protedion of monsters or a hero by leaving them in the garrison, but be caitious.
As 0n as your hero leaves the town, he canot enter again; the gates are locked and any guards left are
controlled by the ghosts.



For the next 6 days, the town is completely closed to entry by all heroes. It ceaesto belongto you
and becomes neutral. After 6 days have passed, you can return to the town. If you have left guards you will
have to enter combat and win against them before you can take over the town again.

So what happened during those 6 days? The ghosts enjoyed their freedom in the town but now they are

bored and ready to go anywhere rather than fly around in the dead "ghost" town any longer. Click on the

ex-bladksmith building to hire the ghosts:
P

Taking a look at the neglected building vou could
not see anyhody.

Very strange... where are the Ghosts?
Having spent some time, you finally managed to find
them. Here they are!

It seems that now they are bored and ready to he
hired.

= o

The ghosts do not like to remain in the town, therefore they can only be hired into a visiting hero©s
army (bottom dot) and not into the garrison. Until all ghosts will not be hired, the town will remain
deserted and will again become neutral as son as the hero in it leaves. Again, you can leave guards at this
point if you wish but if you later return you will have to fight them to regain control.

After hiring al ghosts, the hero can try to restore the town. For this purpose it is required to right-
click on the ex-smithy as the new city inhabitants do not want haunted ghost houses in their town. The
standard chedk for a hero with high enough experience and a strong enough army is made & this time &
well. If he passes this chedk and if he©s a hero native to this town type, he can only restore the town to its
origina type. However, if the hero is from another town, he can choaose between the town®©s old type (before
destruction) or his own nretive town type:

=

The Hero having influence can turn the city
to a native one.

Take vour choice.

Choose a type of a Caztle to be build
ool g pemilBlien ool
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After destruction of the ex-bladksmith, at last, the dty is restored. If the type of city is changed, a
change of alandscape must be made but this takes me time, therefore the new locd residents promise to
finish it for when you next visit (enter the town).



EROEST

Arr ow Towers

Arrow towers now can train and colled experiencein fights. If the player keeps control of atown
for one week, the arow towers on day 1 will recave alditional experience and are anplified acmrding to
the following formula:

No Bonus 100% damage
After 1 week 200 damage
After 2 weeks 300% damage
After 3weeks 400% damage
After 4 weeks 500 damage
and so on...

If atown succesSully defends against a siege, it gets better as though one week had passed. If a
town is captured, al saved up experiencefor towersislost.
The central shoating tower recaves experience irrespedive of the lower towers. The lower arrow towers
receve experience simultaneously sincethey were both built at the same time.

Seledable Combat Attack M ode

If a aedure stack has more than one type of attad, this may be seleced on the aeaure©s turn by
right-clicking the Defend button and choosing from the menu. The dtadk-mode dhoice for this gadk will
then last until the end of the aurrent combat.

Modes that may be seleded are:
1) Shoat/Melee atad, for ranged attackers,
2) Cast Spel/Melee  dadk, for creadures that cast spells as an  adion;
3) Attadk & Return/Attadk without Return, for creadures with the Attadk & Return ability (e.g., harpies).

If a aedure has more than two attadk modes avail able, there will be multiple options in the menu
to choose from. For example, a shoating creaure with the dtad & return ability would be le to choose
from any of them.
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New Speadalizations of Heroes

A lot of change has occaurred in thislandthese past few years. Therefore, it isnot
surprising that some Heroes have gained new spedalties during this time. But whether
theyare good ores or not, who can say?

1. Spedalty: Veil of Darkness

: Basic Hero: Nagash (Neaomancer).

In childhood, Nagash liked to sit for hours under the black shadow of the Veil of Darkness
Because he was a neaomancer, he did not like society and awaystried to disappear from sight. And
thus, the Vell of Darknessdrew him like a magnet. He was intrigued by how it functioned, and after
much study he finally understood In essnce, it was extremely ssmple and only required a source of
mana to be channeled. Long years of training haveallowed Nagash to perfed this useful ability and now
he wastes no time in taking advantage of the skill .

Mobile Veil of Darkness
When the hero moves, the shroud isreplacal in a drcle aound him for al players who are not alli es.
Radius of the shroud circle is determined by the foll owing formula:

1. Take the lesser of current spell points or (knowledge x 10).
2. Thisnumber isdivided by 10 and then 0.5 is added.
3. Minimumradiusis 1.5.
Example: Nagash has a knowledge of 10 and 63manaremaining. For the entire day, when he moves he
will | eave behind a black shroud with aradius of 6.5 tiles (diameter of 13tiles). Possble mnsequences:
In case the full current amount of manais more, than alevel of knowledge* 10 ead day is automaticaly
subtraded 2 mana.

ERM Script: "HE#X8/1,

AR
s o

ol
Ef* 2. Spedalty: Builder.

Basic Hero: Jeddite (Warlock).

In youth, Jeddite travded dl over the world, and eveywhere he went he was amazed at the
beauty of unfamiliar cities. Being very aurious and olservant, he always asked local masons how such
citieswere mnstructed. Now, having this knowledge, heisable to dired the mnstruction of any type of
city that is being rebuilt ..

Allows Hero to choose any type of city when rebuil ding one that has been completely destroyed.
ERM script: 'HE#X8/2;



Blessings and Curses. Sphinx

Fromtimeto time, lost wanderers have ®me acrossthese
mysterious constructions, fashioned in asimilar style to the pyramids.
A Theyhave been found d the slopes of mourtains, in deserts, andeven

Faes
iﬁ?ﬁ on dains. Seekng shelter fromthe @ld or the heat, exhausted by
famine andthirst, tired fromlong d&s onthe road,these travders tried to takerefuge in
these unusual constructions and, perhaps, find something that would all ow themto
continue their journey. Having come back home, theyrelated to eve'yone abou the
unuwsual creationthat met themwith riddlies at its entrance

The sphinx shows you a randomly chosen riddle and asks you to answer it i.e. to type what you
believe isthe arrea answer into atext-input field. The answer can consist only of one word (or asingle
letter), without additional punctuation marks or blanks. The cae of the entered word is not important.

I am the black child of a white Father,
a wingless bird, flying even to the clouds of heaven
I give birth to tears of mowning in pupils that meet me,
even though there iz no cause for gnef,
and at once on my bitth | am dizsolved into air

One-word answer to Sphing’ nddle:

After typing the text click the OK button. The sphinx will chedk your answer, and depending on
whether or not it©s corred, either reward your hero, or punish him. In either case you can seeresult in the
sedion of blessngs and curses on the hero screen.

Sir Mullich
Level 1 Knight

Defense FPower  Enowl
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If you click on thisicon, you will either see abrief message that the given Hero has no blessngs or
Ccurses,



God Blessings and Curses

Your Hero may have various
honuses or penalties if God blesses
or curses him.

or you will see awindow with the icons displaying the aurrent set of blessngs and curses for this
hero. In the latter case, ead icon designates one blessng or curse. If you move the aursor over any of these
icons, you will see atext description for that blessng or curse:

A BIPL

Hero iz dazzled and cannot see anpthing new around

Each one has two charaderistics: power and duration. The first can be quantitative (for example,
the Hero receves 158gold coins per day) or qualitative (for example, the Hero can not visit any Gardens of
Revelation). The second, always quantitative, shows how many days the arse or blesgngwill | ast. Some
curse dfedsend at the beginning of the last day for that curse whil e others end at the end of the day.
Therefore, effeds of that latter will appea to last 1 day longer.

Bonuses of Gods. Gods© Representatives

The influence of Gods which iscarried ou by means of Emissaries (Gods
Representatives) is a completely new element in the world of Heroes. The more the Gods
are oonvinced o the faithfulnessof a Hero, the more assstancetheyprovide...

To find out which GR the Hero has and what his acaumulated banusiis, right-click on the God
Bonus sdion in the hero screen:



Sorsha
Level 1 Enight

Depending on the type of GR, the type of bonus and theicon in God Bonus dion changes. When
ahero recaves Gods Representative (GR) he will begin to increase one of his primary skill s every week.

type bonus _ icon
Emissry of War Attadk +1...3 every week
Emissry of Peace Defense +1...3 every week
Emissry of Mana Magic Power +1...3 every week
Emissry of Lore Knowledge +1...3 every week

At the beginning of every week, the value of the Bonusis cdculated randomly from 1 to 3for
every GR individually. When a hero first gains a GR, he immediately recaves a bonus of 1 to the skill in
which the GR is gedadlized. If aHero transfers a GR to another hero, getsrid of him or loseshimin
combat, al acaimulated banuses are lost. By transferring a GR to another player, the bonus gartsto
increase & the beginning of the new week for the new owner of the GR. Each Hero can only have 1 GR in
his army, regardlessof type.

Leaving Your Army And ArtifactsOn The Map

To leavea pat of a hero©s army for protedion d territory was a dream of many
Heroes. But, asit is known, the most terrible thing abow dreamsiis that sometimes they
cometrue...

Now a hero can leave part of hisarmy or an artifad on the map in any empty, passable square.
To leave an army or an artifad, it is necessary to right-click with the mouse on any freesquare
adjacent to the hero, and then you will see awindow with the offer to leave guards or an item:



Suhterranean
(digging ok)

You can leave a part of your Army to protect this

b invasion.
Or you can leave an Artifact from your backpack.

Do what youn think is hest.

If you right-cli - uar that iSn©t pt is I e the d information about the
objed or the ground will be displayed.
In case of making adedsion to leave part of your army, the standard dialogue for an exchange of monsters

will be shown (likein the cae of vistingagarrison):

Leave Guards
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If you deddeto leare an artifad (you must remember to put it in the backpack first), you will see
awindow with the dhoice of which artifad to leave:

Other notes:
The hero can leare only one type of credure;
Not all types of creaures can be left (for example, leaving ghostsisimpossble);
The amy that isleft is adjusted aggressvely to all Heroes;
The amy will escape (without an option for fighting) from all Heroes controlled by the player
who left the amy, thus an army that is left in this fashion cannot be taken badk by the original
owner UNLESSyou turn on the option ©troops left will rejoin their owner@hen previously |eft
credures will rejoin you freeof charge when you ©attack®© them.



ack Experience

Now, not only can Heroes and Commanders earn experience, but creaure stadks can earn experiencetoo,
advancing in rank from O through 10. Experienced creaures gain statistic and spedal ability bonuses as
they go up inrank.

Gaining Stack Experience

After winning a battle lead by a hero, eadt surviving credure gains experience Stadks without heroes will
not gain experience*. Experienceis equal to the experience gained by the Hero for ead battle. Thus, ead
creaure gains an equal amourt of experience from the same battle. Credures never gain experience from

Leaning Stones, Chests or similar objeds.

A stadk's experiencerank is displayed in the lower -right corner of the stac'sicon (just above the unit
number) in the hero and garrison screens. The stadk will have one caet symbal () for ead rank above
zero. For every five ranks a stadk attains, a sword symbal replaces the previous four carets, so a stak at
maximum experience (10 ranks) will have two swords.
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* Al stadksin agarrison may gain stack experiencein aturn if Al heroes elsewhere gained experience
becaise Al stadk experienceis cadculated dightly differently using aformula. Also, WoGify scripts options
may give neutral (unowned) credure stads experienceif enabled.

Combining Experienced Stacks

If two stacks with diff erent levels of experience ae cmbined, their experienceis averaged. For example, if
you have astad of 10 creaures with 10000experience and combine it with a stad of 20 creaures with
1000experience, the resulting stadk of 30 credureswill have 4000experience eab: (10* 10000+ 20 *
1000 / 30=4000




Stack Experience Screen

To see astack®©s experience detail screen (current and future bonuses), click or doubleli ck (as needed) on
the stadk to bring wp the aedure information dialogue and then right-click on the aeaure portrait. You can
dothisin the hero screen, in the garrison or on the battlefield.

The stack experience screen shows a stadk’s current experience, current rank, stat and spedal ability
bonuses, any stad artifads carried and other pertinent detail s. Spedal abiliti es not yet gained will have a
greyed-out pictured. To seemore information about a spedal ability, right-click on the aility. To seemore
stadk information detail s, right-click on the aeaure portrait |ocated in the upper-left of the stack
experience screen.

Note: a stack®©s gatistic bonuses won®©t be visible (other than in the experience detail s Treen) except in
combat, and spedal ability bonuses are not displayed in the normal creaure ability window.

Stack Experience

Trained Skilled ,rPruven Weteran hdept
. 1

Artifact

Enchant

Fearless

.. toms the stack has Mo Slayer

Editing Stack Experience Defaults

There aetwo text files that govern stadk experience
Crexpmod.txt - set experience needed to go up arank and experiencelost when upgrading.
Crexpbon.txt - set all stat and spedal ahility bonuses gained at ead rank.

You can find bah filesin the Heroes3\Data\ Text Resources\Copy folder, along with text fil es giving full
information about them. The text fil es must be placed in the Heroes3\Data folder to work.

The eaiest way to edit thefilesisto open them in the latest ERM Scripter. To dothis, open thefile
normally and then pressCitrl-Alt-Q (or click on the arow-head next to the blue-circle-arrow icon) to reopen
the filein "table mode" so that you can easily edit the columns. Onceit©s open in table mode, click on the
arrow-head next to the icon with the double-arrow and "A" above it. Thiswill autosize d columns.

Z ERM Scripter - [F:\WoG 3.58 [Beta)\Data\Crexpbon_txt]
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New Artifacts

' 1. Magic Wand

Description: Transforms artifads which hero has.

L ocation of Wand: These artifacts are changed:
Misc 1 Head and Nedk

Misc 2 Left hand and Right hand
Misc 3 Left and Right ring

Misc 4 Torso and Legs

Misc 5 Shoulders and Misc 4

1. Combination Artifads and their parts are not transformed.
2. If adot isempty, anew artifad will not appea there.

3. Artifads that are forbidden from appeaing on amap will not appea as areplacenent artifad when a
transformation occurs.

2. Gold Tower Arrow

Description: Gives control of Arrow Towersto hero.
In attadk:

Towerswon't shoot

In defense:

- No Balli stics + Shoat twice

Basic Balli stics + Shoot 3 times
Advanced Balli stics + Shoot 4 times

Expert Balli stics £ Shoat 5 times

3. Monster's power

Description: Casts Prayer on all monsters of one kind. Every week, a new random monster is sleded
from the hero's army and Prayer will be cat on ALL monsters of thistypet hat every hero has during that
week.

l 4, Crimson Shield of Retribution

Description: Held in the left hand, this artifad increases Defense skill by +2 and givesall creduresin a
hero©s ranks the ability to retaliate against creaures that cannot normally be retali ated against.

. 5. Dragonheat

Description: This ancient relic summons up to [LO0HP x Hero Level] dragons for the duration of a
battle (minimum one dragon). Dragon type is random but may be influenced by terrain. In addition,
dragonsin a hero©s army always have positive morale.

There©s 10% chancethat thelragon type will be completely random and 90% chancethat the dragon type
will be determined based on terrain from the tables listed below:

Grass Holy Ground: 70% Green, 20% Gold, 10% Diamond



Dirt, Evil Fog and Cursed Ground: 45% Bone, 25% Ghost, 20% Blood, 10% Dracolich
Subterranean, Lava and Fiery Fields: 60% Red, 20% Bladk, 10% Darkness 10% Rust

Swamp: 50% Gorynych, 35% Green, 15% Rust

Snow: 25% Bone, 20% Ghost, 20% Azure, 15% Crystal, %10 Diamond, 10% Blood

Water, Rough, Sand and Lucid Poadls: 10% Green, 10% Red, 10% Bladk, 10% Gold, 10% Bone,
10% Ghost, 5% Darkness 5% Diamond, 5% Blood, 5% Draaolich, 5% Crystal, 5% Faeie, 5%
Rust, 5% Azure

Magic Cloud and Magic Plains: 100% Faeie

Rocklands: 100% Rust

Clover Fields: 30% Faeie, 25% Rust, 25% Crystal, 20% Azure

6. GateKey

Description: Upon entering atown you own, the Gate Key gives you the option to lock it for 5 days.
Heroes can leave locked towns but no hero can enter except by Town Portal or Castle Gate, and the town
cannot be dtadked.

The Gate Key will vanish when used and returns to the hero 10 dhys later. A town cannot be rel ocked
by any Gate Key for 5 days after it beaomes unlocked. If a player is vanquished, their locked towns will be
unlocked for al players the foll owing day.

H 7. Warlord©s Banner

Description: With stadk experience enabled, the Warlord©s Banner gives additional bonuses in combat.
To equip it, drag it to the troop stack of your choice Choose abonus by right-clicking on the Banner in the
stadk©s experience screan. Y ou can change the bonus any time except in combat.

Note: if you combine two stadks that ead have aWarlord's Banner, the resulting stadk will have two
banners, but it will still function the same @ one, and will not give a additional bonus. A stadk can cary a
maximum of four banners at once To passan equipped banner badk to the hero (so it can be givento a
different stadk), left-click on it in the stadk experience screen.

8. Barbarian Lord©s Axe of Ferocity (new combination artifa)

Description: This combination artifad consists of the Ogre©s Club of Havoc, Targ of the Rampaging
Ogre, Tunic of the Cyclops King, and Crown of the Supreme Magi. In addition to the regular bonuses, it
grants an additi onal strike ead round to all non-shoating creduresin a hero©s army.

8
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9. Axe of Smashing (commander artifa)

Description: When worn by a ommander this artifad gives +5 Attad plus +1 Attad after every 6
victorious battles.

10. Dragon EyeRing (commander artifac)
Description: When worn by a ommander this artifad gives +5 Defense plus +1 Defense dter every 6
victorious battles.

@8 11. Mithril Mail (commander artifat)
Description: When worn by a ommander this artifad gives +12% Hedth plus +1% Hedth after every
victorious beattle.

12. Sword of Sharpness (commander artifad)
Description: When worn by a ommander this artifad gives +12% Damage plus +1% Damage &ter
every victorious battle.

i 13. Pendant of Sorcery (commander artifadt)
Description: When worn by a commander this artifact gives +1 Magic Power plus +1 Magic Power
after every 10 victorious battles

14. Bootsof Haste (commander artifa)

Description: When worn by a commander this artifad gives +1 Speed plus +1 Speed after every 10
victorious battles



15. Helm of Immortality (commander artifad)
Revives a dain Commander immediately after battle (artifad incremental bonuses are not lost).

i 16. Bow of Se&ing (commander artifad)

Description: When worn by a commander this artifad gives "No Obstade Penalty" plus"No Long-
Range Penalty" after 25 victorious battles.

{78 1.
L_38 17. Dragon EyeRing (commander artifact)
Description: When worn by a mommander this artifad gives Commander Breah Attad (two sguares)
and Dragon nature (gets bonuses as Dragons).

18. Slava®©s Ring of Power (commander artifad)
Description: When worn by a ommander this artifad gives Commander all six Primary Skill s at
Advanced level.

Blank Artifacts:

WoG now also includes 10 new ©blank©
artifads that have no hard-coded usage or
description but can be scripted throughERM.
They are there for you - to finally make an
artifad you always wanted to have :). Y ou will
find them in the ©artifads® sedion of the editor
after ©Pandora©s Box©.

Scripts

WoG introduces a new script engine cdled ERM (Event Related Model). It can be used to change
many properties of creaures, objeds, artifads, etc., or to crede cmpletely new events and situations.
Many such scripts have been alrealy created and added to the game. Y ou will find them in the ©data/s©
diredory in your main ©heroes 3© folder and you can adivate/deadivate their posshiliti es throughthe
Wogify Options menu, accessed from the scenario seledion screen.
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The scripts are & foll ows:

Script 00- Wogify

Thisisthe ©master script©. It gathers information from the wogify menu and adivates the chosen scripts at
the start of the game. It also changes ©me of the map©s objeds, creaures, resources, artifads, etc. to
different ones, so as you can play with other scripts® WoG fedures.

Script 01- Map Rules
Addsrulesto amap on day one. In the WoGify menu you can chose which rules do you want/don©t want or
even use random rules ead time. Y ou can chose from:

1. Fliers can©tlfy but instead aren®©t retali ated against.

2. Monster spedl isinverted.

3. Monsters are half price on 7th day of week.

4. Heroes creae magic plains eat day.

5. All monsters attadk twice

6. Monster stadksin hero armies grow by 4% ead day, to 10000max.
7. Most dwelli ngs also have boars.

8. Heroes dart at 5th level (+5000experience).

9. Heroes pick up dauble atifads.

10. Perpetual darkness

11. Heroes have double movement.

12. Mines change resources once'week.

13. +1 places can be revisited ead month.

14. Heroes get 9th-10th skill s.

15. A hero©s upgraded 7th level monsters automaticdly become 8th level.
16. Heroes gain an artifad ead level.

17. Rogues attadk heroes at random.

18. All credures have abreah wegon.

19. Shoaters can©t shoot but istead have +50% hit points.
20. All towns have agrail (only used if no confluxes on map)
21. All towns have Warlord®©s Bannersin front of them.

Script 02 - Artifact Boost
Makes formerly wedk artifads do something spedal, usually once per week

Bird Of Perception gves 6 Royal Griffins



Pendant Of Life gives 24 Sprites

Pendant Of Deah gves 12 Zombies

Targ Of The Rampaging Ogre provokes a fight with 30 Ogres

Dead Man©s Boats gives Dead Man©s Boots

Pendant Of Total Recdl gives 1000experience

Emblem Of Cognizancegives 15 gold per troop

Stoic Watchman reveds alarge map area

Pendant Of Second Sight upgrades lowly shooters

Pendant Of Holinessgives arandom holy spell

Boots Of Polarity may be traded for a one-time movement bonus

Garniture Of Interference may be traded for a magic skill

Pendant Of Dispasson gves +1 knowledge

Pendant Of FreeWill upgrades golems and peasants

Diplomat©s Ring may be traded to dauble number of first level troops hero has
Surcoat Of Counterpoise doubles the dfeds of these atifads, where gplicable
Orb Of Vulnerability gives 1 Archmage plus another per level of Wisdom
Sphere Of Permanence gives 1 Mighty Gorgon plus another per 10 Defense
Statesman©s Medal may be traded at atown for up to threebuildings

Orb Of Inhibition may be traded to modify a aedure©s abiliti es

Script 03 - Secondary Skill s Boost
Improves me secondary skill s. Y ou can adivate/deadivate every improvement in the WoGify menu.

: dEagle Eye | - gain a choice of spell when going p alevel (1-2, 2-3, 3-4)

,_J‘.E::-—n:,:-r.
4
- T o
=i Scouting | - gain rogues every day (1, 3, 5) (the speaulum and spyglassincrease the number of
gained rogues)
% o

Resistancel - lowers 1-3 defending enemy credure stads to unupgraded form for the time of the

dl_eaning| - chanceof extra primary skill point ead level - 20%/35%/50%

ol [ adics - gives +1/+2/+3 speed per skill | evel, disables normal tadics

Script 04 - Arcane Tower

Arcane Towers allow a hero to redistribute his or her primary skill points
If objed replacament is €leded, Arcane Towers may replacesome of the foll owing:
Level 1 Magic Shrines, Leaning Stones, Witch Huts, Windmill s.

Script 05- Bank, Transfer all resources button and Resource trading post

When you right-click on the }}'3_, icon on your town screen you will be ale to transfer or borrow
resources and gold. The threeoptions can be adivated/deadivated separately and they al require abuilt
marketplacein the town.

- The Loan Bank lets you loan gold and resources for afee
- Transfer all resources button transfers all resources including gold and mithril to another player.
- Resourcetrading post lets you transfer some or all of your resources to another player.

Script 06 - Hour glassof Asmodeus
This ript adds a new ability to the Hourglassof the Evil Hour artifad. Any hero who has this
artifad equipped prior to abattle in which he or sheisthe * Attacker* will be given the oppatunity
to summon the Demon Lord Asmodeusto fight the battle instead. If the player isthe defender in a
combat, no option to summon Asmodeus will be given.

Asmodeus fights the battle (under the player©s control) but with the hero©s troops. He possesses good
primary abiliti es (starting at 13) and knows useful seacondary skill s like Expert Wisdom, Expert Sorcery and
Expert Fire Magic. He has sveral powerful fire spells at his disposal. If Asmodeus loses the battle, the hero
is*not* lost, but will remain on the map with 3 lowly imps (a gift from Asmodeus). If Asmodeus *flees*
the battle, the summoning hero will keep the remaining army. If Asmodeus wins the battle, the hero will



not gain experience and will not get the atifads of the hero beaen (Asmodeus may claim these instead).
Asmodeus® primary abiliti eswill ALL increase by 1 for ead combat won. Aftethe battle, Asmodeus takes
part of the hero©s oul as payment. Thisresultsin the hero losing 1 pant of Power permanently. However,
if the hero isdown to only 1 Power, Asmodeus geds the Hourglassand sends threedevil s to attack the
hero©s soul insta.

Script 07 - Fishing Well

A This adds anew function to the Magic Well that all ows any hero to go fishing there for treasure.

% Fishing in the well uses up al the hero©s remaining movement points for the day. The fishing hero
e may snag a handful of gold coins or may red in a thest fill ed with valuable resources, an artifad or

even adealy trap. Some of the other posshiliti es include monsters emerging and attadking the hero,

discovery of atunnel system leading to another Fishing Well, or merely some junk, like an old bod or a

mouldy cheese sandwich.

Script 08 - Junk M erchant

The Junk Merchant offers trades for 32 artifads, mostly wegk ones, plus
scrolls. He doesn©t want most of the atifads that have ailiti es from the
Artifad Boaosts gript. He only buys unequipped artifads, and only one aopy
of ead artifad per visit. He usually paysin gold, but sometimes offersto

' trade spedal thingsinstead. The Al accets al trades except ones that give it
creaures.
If objed replacament is ®leded, Junk Merchants may replacesome of the
following: Dwarven Treasuries, Mysticd Gardens, Crypts.

Script 09- Market of Time
~ The Market of Time lets a hero forget any skill areedy leaned (at a ast of only 2000gold) to
et make room for leaning anew skill instead. A hero can only forget one skill ead day.

E| :.:-'

%E-‘n—qﬁ'i If objed replacament is Eleded, Markets of Times may replacesome of the following: Imp

igmmes = Cades, Griffin Conservatories, Rally Flags, Prisons, Marletto Towers.

Magic Air, Water, Fire and Earth Mushrooms

%’f ?_ﬁ.l ﬁ_‘ temporarily grant a hero expert magic skill i n the
Sl ot A Wm & corresponding element. After one week, the demental
b T i'l,i]rr_;. | - magic skill returns to the hero©s previous ill | evel.
wemmt i GG L If objedt replacement is sleded, Air, Water, Fire and
= Earth Mushrooms may replacesome of the foll owing;

Level 1 Magic Shrines, Leaning Stones, Witch Huts, Windmill s.

Script 11 - Palace of Dreams

At the Palaceof Dreams, al your dreamswill come true! Get three atifads or
resources of the same kind and win the JACKPOT! Only 100gold per game.
Play as often asyou like eab visit.

If objed replacament is €leaed, Palaces of Dreams may replacesome of the
following: Dragon Utopias.

s
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Script 12- Living Skull

The Living Skull can tell you where to find a spedfic atifad for asmall price Thefirst hero
-i to visit eadr week will be shown the locaion of arandom artifad for free
#= - For 100goald, the player will beinformed if an urclaimed artifad of the type spedfied exists

=57 onthe map, aswell asthe map level and general diredion it can be found in.
- For afew predous resources, the exad location will bereveded (e.g. 10 paces south and 16

paces esst).
- For 1000gold more, the atifad will be reveded and the shroud coveringit will be removed.
- For several Mithril (more powerful artifads cost more), the Living Skull will bringthe atifad right to the
hero.
If objed replacement is Eleded, Living Skulls may replacesome of the following: Level 1 Magic Shrines,
Leaning Stones, Witch Huts, Windmill s.

Script 13- Tavern Card Game



Enhances the alventure map Tavern with a cad game that lets the hero win gold if he or she

gets lucky. In ead game there will be from 2-5 players. Y ou can choaose alow or high stake

which will determine the anount of gold you can win or lose. A hero©s luck increases the

odds of winning but if he or she getstoo lucky or wins too many games there ae

conseguences. Winning the grand prize dso gives the hero amagicd pendant.

i‘i If objed replacement is sleded, Taverns may replacesome of the foll owing: Medusa Stores,
i = Cyclops Stockpiles, Naga Banks, Temples, War Machine Fadories, Fagie Rings, Swan

ST Ponds.

Script 14 - Altar of Transformation

The Altar of Transformation will transform all troops in a hero©s army into dfferent troops
B of the same level. The transformed creaures will al be native to the hero©s town type unless
all troops in the hero©s army are drealy native. In this case, the transformed troops will all
be native to arandom town type instead.

If objed replacement is ®leded, Altars of Transformation may replacesome of the
following: Medusa Stores, Cyclops Stockpil es, Naga Banks, Temples, War Madine Fadories, Faaie

Rings, Swan Ponds.
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Script 15- Mysterious Creature Dwelling

In Mysterious Creaure Dwelli ngs (MCDs), heroes may recauit seven
different stadks of creaures (only one visit per hero). The offered creaures
are caculated randomly and based on the hero©s classand the arrent datein
the game.

If objed replacament is €leded, Mysterious Creaure Dwelli ngs may
replacesome of the following: Dwarven Treasuries, Mysticd Gardens,
Crypts.

Script 16 - Battle Academy

The Battle Academy doesthreethings: it can improve your Attad and Defense
skill s, it can improve or tead you a new secondary skill for 3000gold, or for
some extragold tead you a new oneif your skill slotsarefull! It also sells
artifads. The skill sand artifads are chosen randomly at the start of ead players
turn, and there©s only one of ead avibable eab turn. Each hero can only buy one
thing aday.

If objed replacament is ®leded, Battle Academies may replacesome of the
following: Dragon Utopias.

Script 17 - Potion Fountains

SET i & The enchanted water of threekinds of Magic Fountain provide bonuses
w0 e “oifi.  whendrunkbefore a ombat.
fm ‘g : - A Hydromel Potion from the Fountain of Fortune increases attadk and
e 3 defense.

— : * - The Berserker Potion from Valhall a©s Fountain increases attadk and
luck but prevents the drinker from casting spells.

- VenusOs Blessngincreases morale and luck.

If objed replacement is ®leded, Valhalla Fountains may replacesome of the following: Level 1 Magic
Shrines, Leaning Stones, Witch Huts, Windmill s.

If objed replacament is ®leded, VenusOs Fountains may replacesome of théoll owing: Dwarven
Treauries, Mysticd Gardens, Crypts.

Script 18- AlmsHouse

Alms Houses help the poar and unfortunate with small gifts of gold or resources, and possbly
also skill points or experiencefor heroes who are just starting out.

If objed replacament is €leded, Alms Houses may replacesome of the following: Level 1
Magic Shrines, Leaning Stones, Witch Huts, Windmill s.

Script 19- Mastersof Life
Peasants and 1st level creaures of the same town as the hero (for all town types except
Neaopdis) in the hero©s army become upgraded 1st level credures at the beginning of ead turn.

Script 20- Week of Monsters



Each week after thefirst is either a spedal monster week or a spedal resourceweek. With this
script enabled there ae no Plague weeks. Monster weeks add to the statistics and growth of the monster
during the week and resource weeks double mine production.

The weeks follow a gycle that includes arandom nonster week, a resource week, and aweek for ead of
the remaining playersin the game.

On a player©s week, one monster that was carried by one of the player©s heroes at the start of the previous
week will be picked for this week©s monster.

TIP: to seethe arrent Monster Week at any time, right-click on the End-Turn (hourglasg icon.

In the WoGify menu you can also cause:

- resource weeks to produce resource pil es

- monster weeks to spawn wandering monsters

- monster weeks to spawn stationary monsters

- Refugee Camps to synchronize with the aurrent monster week

Script 21 - Freelancer©s Guild
. i wkwer . Thisaddsanew function to the Fredance©s Guild as well as pladng several on the
‘imﬁ map. Guildswill hire out stads of fredance monsters (at good rates) that move slowly
* ; 4 towards enemy heroes and towns.
Astime goes on in the game, the fredance monster stacks avail able for hire will
incresse in size The mst of hiring a stad is 25% of the normal cost of reauitment.
Stadks won©t move until the second turn after they have been hired and are unable to
move acosswater or between levels. If the enemy is on another map level, the stadk won©t move urtil the
enemy reades the monster©s map level. If the fredancers are dtadked by the hiring hero, they will quickly
disperse.
If objed replacement is Eleded, Fredancer©s Guil ds mareplacesome of the following: Dwarven
Treauries, Mysticd Gardens, Crypts

Script 22 - Monster M utterings

This ript adds random text and dialogue to all monster stacks when they©re dtadked. Most of it is
quite silly and al of it isjust for fun.
Y ou can disable or enable the mutterings at any time by right-cli cking the Systems Options button and
making your seledion. Disablingin this fashion only disables the mutterings for the arrent player.
Note: the Script Message Disabling option must be enabled for the disabling feaure to work.

sorceress Muotterings

The Sorceresses shout at you as vou approach, " We were just minding our
own business writing country music and knocking their heads together when
we fell through a ritualistic sky,” "...you know, we were once Silver Pegasi,

but we were transformed by an evil hall-Battle Dwarl named Ash!

{Right-click System Urptions

to disable further messages)

|
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Script 23 - Sorcery Enhancement |

This ript enhances the Sorcery secondary skill .

- Basic Sorcery lets a hero right-click on many neaby artifads, tressures and ather objedsto
discover their nature or value.

- Advanced Sorcery increases the value of resource pil es and chests that the hero picks up.

- Expert Sorcery lets a hero visit objeds from a distanceto gain their benefits. These include: windmill s,
water wheds, mysticd gardens, star axes, gardens of revelation and leaning stones.

Script 24 - Enhanced Hint Text Script

This <ript enhances the information you seewhen you right-click on a dwelli ng. If you or an
allied player own the dwelli ng, you®Il be shown how many creaures are till availableto be hired there. If
the dwelli ngis unowned or owned by another non-allied player, you®ll just be shown the standard
information.

Script 25- Map Options
This ript sets up various map options ac@rding to what©s been chosen in the WoGify Options by the
player. You can adivate/deadivate eab one individually.

1. Towns gart without Forts
2. Towns gart without Forts only for Human Players



3. Remove dl Cartographers and replacethem with Covers of Darkness

4. Spell Banning (you can ban severa spell sindividually in the WoGify menu)

5. Artifad Banning (you can ban several artifadsindividualy in the WoGify menu)

6. Towns may be renamed (click on the town name in the town screen)

7. Universal Creaure Upgrades (creaures may be upgraded in any upg. dwelli ngs of the same level - f.e.
upgrading gemlins at upg. centaur stables)

8. Buy All Credures button (click on the castle icon in your town screen, creaures are bougtht starting from
the highest level)

9. Extended Creaure Upgrades *

10. Hero Renaming (click on your hero name in the hero screen)

11. Display hero®©s avail able Movement Paints (rightli ck on the ©move hero©icon or rigtlick on the
movement bar next to the hero in the hero list)

12. Display Hidden Secondary Skill s (click on the experienceicon in your hero screen, you can also swap
hidden skill swith visible skill s)

13. Display hero©s avail able Spell Points (rightlick on the spell point bar next to the hero in the hero list)
14. Rewriteable signs, plus display signtext when right-clicked if already visited

15. Message Disabling (right-click on the ©system options® icon in the alventure screen)

16. Choaose Commander classwhen reauiting himvher

17. Enable Extension Heroes

18. Disable Autosave option

19. Seled Neutral Town Types (when seleded, a dialogue box appeas at map start that lets you exclude up
to 8town typesfor neutral towns)

20. Build Twice aDay in Towns

21. Quick Combat option for every battle (with this option seleded, you©re given the choicefor ead battle
to use Quick Combat, or to play out the battle normally. Y ou may also choose aquick combat option with
no spell use.)

22. Warlord©s Banner: Quick Seled (Ctrtlick on the mloured flag in the hero screen to quickly change
options for all equipped Warlord©s Bannersin ahero©s army. Y ou can also save aurrent Banner options or
load previously saved Banner options from this menu.)

23. Hero and Town List Reordering (Shift-click on ahero or town in the hero or town list to move that hero
or town to the top o thelist)

* Extended Creaure Upgrades:

Some aeaures without upgrades gain upgrades, and some upgraded creaures can be further upgraded to
new credures.

In most cases you®©Il need to visit aHill Fort to perform these upgrades unlessthe Universal Creaure
Upgrades option is also enabled.

Note: Master Gremlins will upgrade to Halflings and not Santa Gremlins if Rebalanced Creauresis also
adive.

Extended Upgrades List

Zedots--> War Zedots

Archangels --> Supreme Archangels

Grand Elves --> Sylvan Centaurs

Gold Dragons --> Diamond Dragons

Master Gremlins --> Santa Gremlins

Iron Golems --> Gold Golems

Gold Golems --> Diamond Golems

Titans --> Lords of Thurder

Arch Devils--> Antichrists

Zombies --> Mummies

Ghost Dragons --> Blood Dragons

Bladk Dragons --> DarknessDragons

Ancient Behemoths --> Ghost Behemoths

Chaos Hydras --> Gorynyches

Gorynyches --> Hell Hydras

Storm Elementals --> Air Messengers (Hill Forts only)
Magma Elementals --> Earth Messengers (Hill Forts only)
Energy Elementals --> Fire Messengers (Hill Forts only)
Ice Elementals --> Water Messengers (Hill Fortsonly)
Phoenixes --> Saaed Phoenixes

Sharpshoaters --> Arctic Sharpshooters

Arctic Sharpshoaters --> Lava Sharpshooters
Enchanters --> Sorceresss

Sorceresss --> Enchanters

Hell Steeds --> Nightmares

Script 26 - Artificer
=5 TheAtrtificerisaspeda bladksmith who is able to upgrade or change many of your
: 24 % atifads Upgrading an Artifad takes 100 movement points and the Artificer is only
able to upgrade or change two Artifads ead day, but the second will be double the
price The Artificer has an option which describes his srvices more in detail .
If objed replacament is ®leaed, Artificers may replacesome of the following:




Dwarven Treasuries, Mysticd Gardens, Crypts.

Script 27 - Spell Book

Spell Books found on the adventure map contain several spells of different levels. Heroes with
greder luck and wisdom may get more powerful spells.

If objed replacament is ®leaed, Spell Books may replacesome of the following: Spell Scrolls.

Script 28 - School of Wizardry

The schoadl of wizardry does many things: it can improve your Spell Power or Knowledge stats,
it can improve or tead you a new secondary skill for 3000gold, or for some extra gold tead
you anew one if your skill slotsare full! It can also copy spell s from scroll s to your spellbodk
or tead you a new spell for an amount of gold depending of how good the spell is. Both the
spellsand skill sare chosen randomly at the start of ead players turn, and there©s only one of
ead available eat turn. If the hero is without a spellbodk, and wants to get a spell, it also
suppliesthose for 250gold. Each hero can only buy one thing ead day.

If objed replacement is ®leded, Schods of Wizardry may replacesome of the following: Imp
Cadhes, Griffin Conservatories, Rally Flags, Prisons, Marletto Towers.

Script 29 - New Chest 1
Samwemn This new type of treasure chest will replacesome regular treasure chests on the map.
It may contain two artifads, a choice of resources or a primary skill point, or it could even be the
option of upgrading some of your troogs. If objed replacement is ®leded, New Treasure Chests
may replacesome of the following: standard Treasure Chests.

Script 30 - Adventure Cave

There ae severa types of Adventure Cave and several possble encounters within
ead. Encountersinclude rogues, hermits, monsters and more. Adventure Cave
combats are made more interesting with custom battlefields and setups. Some hermits
will teadh heroes new unique ailiti es after several lesons, and Rogues can

. Sometimes be negotiated with. These aejust afew of the exciting things you®©ll find in
the mysterious Adventure Caves.

If objed replacament is sleded, Adventure Caves may replacesome of the

following: Dwarven Treasuries, Mysticd Gardens, Crypts.

Script 31 - New Chest 11
€3 Thisnew type of treasure chest will replacesome regular treasure chests on the map. It may contain
gold and the dhoice of a spell scroll or mana, or a dhoice between two comprehensive tomes of
semndary skill expert knowledge, or it could even be adeed to an urowned mine.
If objed replacement is Eleded, New Treasure Chest 2s may replacesome of the following: standard
Treasure Chests.

Script 32 - Summoning Stones

The Summoning Stones let a hero summon a single stack of troops from any of hisor her
towns once per day. If the troops haven©t been bougtt yet, they can be puehased for the
usual price If they©re in the garrison, they©re transported for free If a player has more than
11 towns, the alditi onal towns will not be avail able throughthe Summoning Stones.

If objed replacament is ®€leaed, Summoning Stones may replacesome of the foll owing;
Schoals of War.
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Script 33 - Living Scrolls
8 Enhances many of the combat Spell Scrolls, giving them a chance eab round of combat (after the
first) of casting their spell themselves. The chanceof aLiving Scroll casting its ell i's 20% times
the number of Living Scrolls equipped. Only one Living Scroll will cast its gell ead round.
The foll owing spell s are not avail able & Living Scrolls: adventure spell's, Animate Dead, Clone,
Deah Ripple, Destroy Undead, Dispel, Resurredion, Saaifice, Summon Elemental spells.

Script 34 - Cards of Prophecy

Whenever a hero enters battle with the Cards of Prophecy equipped, arandom effed upon the

] hero©s primary stats occurs, in addition to the normal luck bonus. It can be abonus, agnalty or a
complete mix-up.

Script 35 - Mysticism Enhancement I



Enhances the Mysticism skill so it regenerates 10%, 20% or 30% of maximum spell points eah
day. It can also be used to find out what the next "Week of.." will beif the "Week of Monsters®
script isadive.

Heroes with Advanced Mysticism can lean which spell s a Mage guild will contain when fully
built by right-clickingon it.

Heroes with Expert Mysticism can right-click on enemy heroes within their scouting radius to learn about
the enemy hero©s ill s, artifads, cregures and more.

Script 36 - Mithril Enhancements
@, Mithril can be used to upgrade cetain structures in diff erent ways. Upgrades avail able may differ
I based on which map rules are airrently adive.

To seeyour available Mithril and alist of upgrade msts, right-click the Kingdom Overview button.

In the WoGify options you can toggle on/off also:

- Mithril Display (displays a message when Mithril i s picked up and also your total Mithril if you right-
click the Kingdom Overview button)

- Mithril Resource Stadk Replacement (some resource stads are replacal with Mithril)

- Windmill s and Mysticd Gardens may give Mithril when visited

Mithril Price List

Upgrading \;:uud and Ore Mines - doubles the production Change skill offered at Witth Huts
Fone wee :

bbb ; BB

Check what's around a Monolith's possible exi

Upgrading Gold Mines - doubles the production for one Protect a mine from changing ifyou use the
weak "Mines change resources every wesk' map

bbb Wood and Dre: <8

u ding Windmill d Water Wheels - doubles th : ; ;
pfg&ﬁd‘i‘:ﬂ. it - s i el LD Fen1: Crystal, Mercury, and Sulfur: < o <h

Upgrading Creature Dwellings - offers upgraded . . S t .
el Upgrading University - may improve a hero's

to b st R

M ace Magical Terrain to protect a town you own How to usdidithesl

b or b

Mithril can be used to improve many stuc
Build a Lighthouse near a shipyard &

the adventure map. To improve a sbucture

right-clid: on its entrance.

i For mines, towns, creature dwellings and shipyards,
- - own the stuchure.

Change spell offered at Magic Shrines For windmills, witch huts, v ater wheels, liths and uni

you must have a hero standing adjacent to the struc

Al to o when you right-clids.

Script 37 - Rebalanced Factions
This ript aims at making the game more balanced for diff erent types of towns. It consists of several
sedions that can be individually turned on/off in the WoGify menu.

Rebalanced Hero Abilities

(For detail s on what Rebalanced Hero Abiliti es apply to the aurrent hero, right-click on the hero patrait in
the hero screen.)

Various hero tweaks/balances, including (SS= secondary skill ):

- Estatesisreplacead by higher Estates or adifferent SS

- Navigation heroes get Exp. Nav. + blessng bonuses.

- Heroes with Diplomacy have Lealership instead.

- Gem starts with Blessinstead of Summon Boat.

- Wedker heroes have blessng bonuses, spell s and/or advanced SSs.

- Credure spedalty heroes give afixed banus.

- War machine spedali sts and Artill ery heroes always dart with their war machine.

- Heroes who met Vori elves have an elemental SS+ bonus gells.

- Only heroes with a Logistics gedalty start with Logistics.

- Logistics pedalists dart with lessprimary skill s.

- Heroes that had Logistics are given an extra SSlevel.

- L4 spell heroes have fewer primary points and/or lesspowerful SSs.

- Jeddite has Blind instead of Resurredion.

- Mirlanda has scill S/spell s that suit her biography.

- Some heroes have anew upgrade spedal instead.

Some balance danges don©t occur if certain other scripts are adive (Hero Spedalizaion Boost,
Estates/Eagle Eye/Resistance scripts, Enhanced Monsters etc.) because they ded with similar aspeds.
Rebalanced Starting Armies

Various darting army tweeks and balances. The amisfor agoodstartingarmy for ead hero while
avoiding nunbers that would give cetain heroes an overwhelming head-start in the ealy weeks of a map.



Some heroes have individuali zed starting armies based on their biographies (as well as balance
considerations) so starting armies are abit more varied. =)

Rebalanced Creatures

(Note: some dhanges don©t occur when Enhanced Monstersis adive.)

Various creaure twegs and balances, including:

- Being able to upgrade Halflings to Master Gremlins (and viceversa) at Hill Forts.

- Halfling Defense +2/Shots -10/Speed +1/Max. Damage -1 (to be rougHy similar to Master Gremlins,
thoughHalflings keep their luck bonus).

- Imp and Famili ar Basic Growth +5.

- Gog Defense +1/Hedth +1/Cost +10 Gold.

- Magog Hedth +2/Max. Damage +1.

- Hell Hound and Cerberus Basic Growth +1.

- Horned Demon Hedth +5/Max. Damage +1/Cost +20 Gold.

- Pit Lord Cost -25 Gold.

- Efred Sultan Defense +1/Hedth +10.

- Arch Devil Cost -600 Gold.

- Lizard Warrior Double Shot/Attack -1/Defense -2/Max. Damage -2 (deaeased stats because Lizard
Warrior now gets two shots).

- Wyvern Monarch Attadk +2/Defense +1/Hedth + 20 an Day 15 and 22Wyvern Monarch Cost + 25 Gold
on Day 15and 22

- When Reduce Conflux Firebird/Phoenix Growth is*not* adive, Phoenix Hedth will be reduced by 50.
These changes are amed at making the playing field more even for the diff erent fadions. It also allows
switching of Master Gremlins/Halflings and Crystal/ Faeie/Rust Dragons at Hill Forts at no cost.

Script 38- Karmic Battles

This ript modifies al battles against Wandering Monsters. All Wandering Monsters will get some help
from "friends'. The script summons various gadks of monsters for every battle. The number of stacks,
number of creaures and the level of the aeaures are randomly cdculated and depend on the number of
Karmic Battles asingle hero has arealy fought.

Script 39 - Hero Spedalization Boost

Appliesabonus based on the hero©s garting spedalty. Bonuss include better stats for their creaures for
credure spedalists and randomly cast spell sfor spell spedalists. There ae dso some unique new abiliti es:
- All heroes with Intelli gence spedalization have cmmmander with DeahStare aility

- All heroes with Navigation spedali zation have cmmander with flying ability

- All heroes with Balli sta spedali zation have commander which can shoaot

- All heroes with Archery spedalization cast Predsion spell on all alli ed units at the beginning of a battle

- All heroes with First Aid spedalization cast Stone Skin spell on all alli ed units except undead at the
beginning of a battle

- All heroes with Fire Magic spedalization cast Curse spell on all enemy units at the beginning of a battle

- All heroes with Sorcery spedalizaion cast Misfortune spell on all enemy units at the beginning of a battle
- All heroes with Eagle Eye spedali zaion let all own 1st and 2nd level unitsfly in abattle

- All heroes with Mysticism spedali zaion add 12+4*Hero level manato hero©s mangood in the beginning
of battle. (Remarks: After battle anount of mana caanot be more than before battle).

- All heroes with Resistance spedali zdion deaease 12+4*Hero level mana from enemy hero©s mangod
in the beginning of battle.

Does not work in multi player games except Hotsea. To see aHero©s enhanced banus, rightlick on the
spedalty icon in the hero screen or right-click on the top part of the hero in the combat screen (works for
both players).

Script 40- First Money
Every player (and computer too) is given 12000gold, 20 wood, 20 ae, 10 mercury, 10 sulfur, 10 crystals
and 10gems once d the beginning of the game.

Script 41 - Battle Extender

Changes Parameters of monsters:

- Each level 1-6 monster gets additional hit points.

- Each shooter deaeases its number of shotsto 34 of its original quantity.
- Each monster gets additional Defense.

- Each monster has reduced Speed.

Script 42 - Garr isons
-} Thisoption adds guarded neutral Garrisons to a map. Garrison frequency is chosen
% during map loading. The garrisons are dso proteded by magic and the defenders will
E = grow slowly in number eac week. Troopsin the garrisons vary by terrain type and most
t . HNE="* | guards posessasmall stash of resources or sometimes even an artifad.
If objed replacament is leded, new Garrisons may be placel on the map.
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Script 43 - Obelisk Runes

This option enhances Obeli sks with arandomly seleded adventure spell. It isinscribed in runes
W upon the Obelisk©s surface ad may be cat by any visitingiero for free Adventure Spellsthat are
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banned will not be found on Obeli sks.

Script 44 - Emerald Tower

In the Emerald Towers dwell ancient and pawerful Wizards who can enchant a whole spedes
of creaures to make them better.. for aprice The wizards hate to be bothered, however, and
you won®©t even get an appantment without paying for it with several sparkling gemstones.
If objed replacament is ®€leded, Emerald Towers may replacesome of the foll owing: Imp
Cadhes, Griffin Conservatories, Rally Flags, Prisons, Marletto Towers

Script 45 - Castle Upgrading

City Hall sand Capitols may be upgraded to increase daily income. Upgraded town dwelli ngs may be
upgraded to increase troop growth.

- To upgrade the City Hall or Capitol, left-click the Hall i con (just below the town name) in the town
screen. Each Hall upgrade aosts 7000gold plus 2 Mithril and increases daily income by 1000gold.

- To increase growth in upgraded creaure dwelli ngs, | eft-click the town picture (to the left of the town
name). Each upgrade increases growth by one. Eadh troop growth upgrade aosts equal to the original cost
of the upgraded dwelli ng.

Computer playerswill build one upgrade of ead buil ding type per week.

Script 46 - Berserker Flies
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Dragon Flies gain the &ility to attadk without retali ation, cast Berserk on their target, and return
¥ after attadking.
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Script 47 - Creature Relationships

This ript causes a thance of infightingin any hero©s army that contains creaures that hate one another.
These hatreds include:

- dl angelsvs. al devils,

- titans and lords of thurder vs. blad and darknessdragons,

- dl geniesvs. al efredi,

- dl orcs (including boar riders) vs. all elves (including pegasus riders),
- dl pixiesvs. al imps,

- dl Rampart dragons vs. al Neaopdis dragons,

- dl cavdliersvs. al blad knights, and

- Rust Dragons vs. al gorgons

Creauresthat like eab-other have a tance per day to be upgraded for free(must have both types): -
monks and mages,

- archers and elves (sharpshoaters don®upgrade, but help),

- griffins and rocs (firebirds don©t upgrade, but help),

- efredi and fire dementals (fire messengers help)

Script 48 - Enhanced Secondary Skill s
Enhances ssme seandary skill s. Y ou can adivate/deadivate every enhancement in the WoGify menu.

Eagle Eyell - Eagle Eye grants the aility to counter a beneficial spell cast by the enemy.
Drains 8 spell points from caster (7 with water magic skill ).

Basic: 10% chance

Advanced: 20% chance

Expert: 30% chance

Bird of Perception, Stoic Watchman, and Emblem of Cognizanceincrease the chance Eagle
Eye atifads now form a combination artifad that further increases the chanceto counter a
spell by 30%.

Estates | - For ead level of estates, the hero will generate:

1-3 units of aresource every week, doubled for wood a ore.

5 x hero level gold per day.

The resource types will be randomly set when the skill i s leaned.

Luck - Luck gives eat stack in ahero©s army a chanceto get +2 Attadk, +2 Defense for a
battle.

Basic: 10% chance- up to 1stack

Advanced: 20% chance- up to 2 stacks

Expert: 30% chance- up to 3 stacks




Mysticism II - Mysticism makes it more difficult for an enemy to cast spells, effectively
reducing the enemy' s spell points for the battle.

Basic: reduces enemy spell points to 80% of normal

Advanced: reduces enemy spell points to 70% of normal

Expert: reduces enemy spell points to 60% of normal

Scouting II - Scouting gives a hero a small chance for a random event for each step taken.
Basic: 1% chance

Advanced: 1.5% chance

Expert: 2% chance

Scholar - Each week a hero will attempt to research a new spell.
Basic: 40% chance to learn up to a 2nd level spell

Advanced: 50% chance to learn up to a 3rd level spell

Expert: 60% chance to learn up to a 4th level spell

Artillery - Ballista does (1-50 + hero level) damage to an enemy stack prior to a battle (attacker
or defender). Will not wipe out a stack. Gives Experience. Ammo Cart adds 100% damage
(more shots). Artillery skill increases the effect of the Ballista.

Basic: adds 100% damage

Advanced: adds 200% damage

Expert: adds 300% damage

Learning II - Hero gains experience every day.
Basic: 100 experience

Advanced: 200 experience

Expert: 300 experience

Armorer - Reduces the physical damage inflicted on a hero' s troops.
Basic: -10%

Advanced: -15%

Expert: -20%

Sorcery II - Sorcery increases the damage of hero' s spells.
Basic: +10%

Advanced: +20%

Expert: +30%

Resistance II - Resistance endows a hero' s troops with magic resistance.

Basic: +10%

Advanced: +20%

Expert: +30%

Resistance artifacts now form a combo that grants an additional +30% magic resistance.

First Aid I - First Aid Tent resurrects (1-50 + hero level) HP' s of dead troops for the winner of
a battle (attacker or defender). Ammo Cart adds 100% HP' s (medical supplies). First Aid skill
increases the effect of the First Aid Tent.

Basic: adds 100% HP' s

Advanced: adds 200% HP' s

Expert: adds 300% HP' s

Script 49 - Henchmen

Allows you to select one of your creatures to act as a Henchman and fight with your army. Left-click on
player-color flag in upper right corner of hero screen to select a new henchman or check status.
Henchmen gain experience for each battle fought and gain levels (indicated by increased stack quantity).
They have an experience bonus based on hero level and current day. Lower level/un-upgraded creatures
level up faster than higher level/upgraded creatures. Dead henchmen can be resurrected in a town for a fee
based on creature cost and level. Al heroes have a (good) chance of having a henchman of random level
(based on hero level)

- henchmen gain +1 attack, +1 defense, +1 speed

- henchmen gain an additional +1 speed for every 10 levels

- henchmen gain an additional +1 attack and +1 defense for every 3 levels

- henchmen gain +2-5 to base damage

- henchmen gain +10 to base health

Script 50 - Enhanced Monsters

Many monsters have statistics changed and rebalanced and new abilities added. Most modified stats have
been boosted, although a few are lowered (Phoenix growth for example). New abilities and stat changes are
noted in each creature’ Special Abilities text box and are denoted in "yellow".

Key to abbreviations:

HP = health
AT = attack
DE = defense

DL = damage low



DH = damage high

SP = speal

SH = shots

L =leve

"+" indicaes that the stat israised, "-" that it is lowered

Many credures are given latent spell defenses.
Many credures are given spedal attadks. (usually with no retaliation)
Most neutral credures are given strong bocsts.

Some neutral credures are digned with towns:

Castle - War Zedot, Peasant, Halfling

Rampart - Sharpshooter, Sorceress

Tower - Arctic Sharpshoater, Enchanter, Santa Gremlin, Gold Golem, Diamond Golem
Inferno - Nightmare, Hell Steed

Neaopdis- Mummy, Ghost

Dungeon - Lava Sharpshooter, Werewolf

Stronghold - Boar, Rogue, Nomad

Fortress- Troll, Gorynych

Conflux - Messengers

Script 51 - Enhanced Commanders

*note: skill and ability descriptions in commander screen will be inacarrate, please ignore them*
Commander statistics are cdculated to new formulae Stat numbersin commander screen are inacarate
upon level up. Reopen commander screen to display corred values.

Attadk = base 5 + 1/2 x level

skill adds +25%,+50%,+75%,+100%,+125%
Defense = base 5 + 1/2 x level

skill adds +25%,+50%,+75%,+100%,+125%
Hit Points = base 40 + 20 x level

skill adds +25%,+50%,+75%,+100%,+125%
Damage = base 10+ 5 x level

skill adds +25%,+50%,+75%,+100%,+125%
Magic Power = base 3 + 3 x skill | evel

(Soul Eater = base 1 + 1 x skill | evel)

Magic Resistance = base 0 + 10 x skill | evel
Speed = base 0 + 1 x skill | evel

Two speaa ahiliti es have been replace:
Deah Stare - Replaceal with 50% chanceto Poison.
Fire Shield - Replaced with expert Magic Mirror.

Commanders ead start with a spedal ability:
paladin - endlessretaliation

hierophant - magic mirror (fire shield)
temple guardian - shoat

succubus - fly

soul eder - fea

brute - no retali ation

ogre leader - block

shaman - 50% poison (deah stare)

astral spirit - ignore 50% defense

Commanders (except Soul Eater) ead cast an additional spell after the original one.
paladin - bless

hierophant - mirth

temple guardian - prayer

succubus - blood ust

brute - stone skin

ogre leaer - counterstrike

shaman - fortune

astral spirit - protedion from all elements

Commanders (except Astral Spirit) can now be resurreced.
Astral Spirit "Banish" ability now returns creaures after battle.
Commander stones now give skill s;

opal - gives random spedal ability

ruby - gives either +1 to Attadk skill or Damage skill
sapphire - gives either +1 to Defense skill or Hit Points ill
emerald - gives either +1 to Magic skill or Speed skill

Script 52- Mirr or of the Home-Way



m This building works as a' Town Portal' spell for 1000 coins.
T=E®. If object replacement is selected, Mirrors of the Home-Way may replace some of the
mamer,. 10llowing: Schools of War

Script 53 - Dungeon of the Dragan Master

»  All Dragon Utopias on a map are now guarded by Darkness Dragons. If
&  the "Hero' s upgraded level 7 creatures become level 8" map rule is

f  enabled, there will be 8..20, and if not enabled, 3..12.

=0, RIS BEAM ... Rewards for winning are:

. -2...5 Relics

- 3 Minor or Major artifacts

- Choice of 20000...50000 Gold or 10000...25000 Experience

Script 54 - Enhanced War Machines |

- Level based (upgrade in town). Restricted to hero level (maximum)
- catapult shoots 2-8 fireballs per combat

- ballista, first aid tent, ammo cart increase hit points/level

- ballista decreases target' s speed (83 based on skill level)

- ballista increases damage / level

- first aid tent increase healing points and resurrection ability

- ammo cart gives spell points/combat turn (level dependent)

- trade between heroes disabled

- magic book info

- enable/disable any of your war machines (4) in combat (you can choose to have them in combat or not)

Script 55- Enhanced War Machines Il
Ballista now deals double base damage

First Aid Tent now resurrects troops after healing
Limits additional Ballistas/First Aid Tents to two
Ammo Cart gives +10 movement points per step
All war machines cost 1000 gold

First Aid Tent has 150 health

Ammo Cart has 150 health

Catapult has 300 health

Heroes with Ballistics skill can:

- target creatures with catapults during normal combat

- field a number of catapults equal to their skill level

- have catapults inflict a death stare-like "critical hit" (chance = .5% x hero level x catapults)

Script 56 - M etamor phs

ﬁ% When enabled, Earth Messengers become Metamorphs. Metamorphs randomly transform
‘5&?’&“ themselves in combat into other monster types just prior to their first action. The new type is

m random but the Metamorph stack' $otal health will not exceed the total health of the creature they
¥ turninto.
= A Metamorph stack will also transform when it kills an enemy stack on its turn (but not if it kills
the enemy stack with a retaliation attack). After combat, the remaining Metamorphs will change
back into their normal Metamorph state.

Script 57 - Neutral Units
Several enhancements for neutral units. they all can be individually activated/deactivated in the WoGify
menu.

*##% Neutral Unit Bonuses

Adds +1 Attack, +1 Defense, plus an additional +1 Attack, +1 Defense, and +6-6.99% Health for every 4
game days. This results in approximately +2 Attack, +2 Defense and +10.5-12.25% Health every week, but
note that the Health bonus only applies to creatures with a starting Health of 15 or higher (also, all units
that will reach 15 health will receive approximately +2 Attack, +2 Defense and +10.5-12.25% Health every
week; e.g.: centaurs, pikemen).

Also gives Bless to all neutral units each week. In addition, neutral shooting units will be enchanted with
Precision.

The following neutral units will also be enchanted with Magic Mirror: Genies, Master Genies, Efreeti,
Efreet Sultans, Ogre Magi and Santa Gremlins.

The following neutral units will also be enchanted with Air Shield: Skeletons, Skeleton Warriors, Air



Elementals, Storm Elementals, Wights, Wraiths, Ghosts, Bone Dragons and Ghost Dragons.

The following reutral unitswill also be enchanted with Fire Shield: Fire Elementals, Energy Elementals,
Firebirds and Phoenixes.

The following neutral unitswill gain immunity to Mind spells: Angels, Archangels, Supreme Archangels,
Devils, Arch Devils, Antichrists, Behemoths, Ancient Behemoths, Ghost Behemoths, Hydras, Chaos
Hydras, Hell Hydras.

The following reutral unitswill gain immunity to Fire school spells: Devils, Arch Devils, Antichrists.

A "neutral unit" is defined as a monster stack on the map or any other unowned monster that you do kettle
with when visiting an adventure map site or neutral town.

** Neutral Stak Size

All neutral monster stadks on the adventure map will be aljusted so that they contain more aedures.
Starting with more aeaures will aso effedively result in them growing faster, althoughthe adual weekly
rate of growth remains unchanged.

Formulais:

Level 1 Units: 30-50 +10% per week

Level 2 Units: 30-40 +10% per week

Level 3 Units: 30-50 +10% per week

Level 4 Units: 50 + 10% per week

Level 5 Units: +50 + 10% per week

Level 6 Units: 50 + 10% per week

Level 7 Units: 20-30 + 10% per week

Level 8 Units: +20 + 10% per week

*** Neutral Stack Experience

Neutral units will be experienced when you do combat with them. Their rank will depend on their level, the
game date and the player difficulty level chosen.

Level 1 and 2 neutral unitswill have one rank of experience for every week of game play at Normal game
difficulty. Level 3-4 unitswill have one rank for every two weeks, level 5-6 will have one rank for every
threeweeks, and level 7+ will have one rank for every four weeks.

Higher game difficulties will i ncrease the rate. For example, at Impassble difficulty, alevel 7 unit will
have one rank for every 12 game days.

Easy difficulty doubles the interval of Normal difficulty, so neutral units will gain ranks considerably
sower.

However, regardlessof the game date or level, neutral units will never be more than 1 rank higher than the
attacking hero©s level. So alevel 1 hero will never face aything higher than arank 2 neutral unit in combat.
A "neutral unit" is defined as a monster stadk on the map or any other unowned monster that you do kettle
with when visiting an adventure map site.

*** Neutral Town and Creaure Bank Growth

Neutral Town Guards grow by 10% ead week per stack (minimum +1), and gain higher level credures if
an empty guard dlot is avail able. There©s also a 10% chance per stack ead week that a guard stadk will be
upgraded.

Neutral Creaure banks also grow by 10% ead week per stadk (minimum +1), and empty slots will be soon
be fill ed with additional creaures. Creaure Banks also aaquire aCommander of the associated town type,
and their resources grow at arate of 10% every 3 weeks (minimum +1).

After 28 days, adefeaed Creaure Bank will respawn, but beware--sometimes the aedures are more
powerful than before (espedally Dragon Utopias!).

Script 58- Scouting Il - Espionage

This option gves heroes who know the scouting skill the ability to train spies. Spies can then

: infiltrate enemy towns where they can fulfill different operations (thefts, sabotage, assassnations,
status report), or they can be sent to the owner©s towns to proted them from enemy spies (higher
chance of enemy spies being expased). Assgnments depend on the level of scouting. Each hero
can have only one spy at atime. Computer players cannot use spies.

To give commands to your operatives, right-click on the Scouting *icon* in the hero screen.

Script 59 - Piercing Shot

This option changes the spedal ability of the Marksmen from "shoating twice' to "piercing shot". This ot
does half damage to an enemy stadk behind the targeted stadk. In addition, Marksmen gain +1 attadk, +1
defense, reducetheir target©s defense by 3+20%, and do-8 damage, however their shotsisreduced to 12
An Air Shield spell on the primary target neutrali zes the piercing bolt.

Also, the name of Archersis changed to Croshowmen and their ranged attadk reduces the target©s Defense
by 10% (minimum reduction of 1).

Script 60- Forgotten Shrine
When praying at the dtar in the Forgotten Shrine, the hero©s troops receve arandom benefiial
spell applied to all friendly stadks at expert level for 50 turnsin the next battle (even non-group
H spellsare gplied to all). The hero©s movement points are reduced to 0 after avisit. Every hero can
=== haveonly oneblessngat atime.

If objed replacement is ®leded, Forgotten Shrines may replacesome of the following: Shrines of
Magic Gesture, Shrines of Magic Thought and Idals of Fortune
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Script 61 - Enhanced Protedion From the Elements

The Protedion from Fire, Protedion from Air, Protedion from Water and Protedion from Earth spell s give
protedion against non-damage spell s (like Slow, Curse, etc.). The dhance of resisting such a spell depends
on your proficiency at the dement your troops are proteded from (i.e., your Air, Earth, Fire or Water
Magic skill | evel)

* None - 20%

* Basic - 33%

* Advanced or Expert - 50%

Note: The protedion works for non-group spells only.

Script 62 - Split Dedsion

During combat, an army commanded by a hero may split a stad into two stadks by ctrl-clicking on the
adive stadk. Each stad may only be split once per combat. War Madines, M etamorphs and creaures that
join abattle dter it has garted (e.g., summoned Elementals) cannot be split. After the battle, split stadks
will recombine.

Y ou may also combine two adjacent stadks of the same type during combat by ctrl-clicking on the aljacent
stadk on the ading stadk®©s turn.

Script 63 - Passable Terrain

With this option enabled, mountains, trees, flowers and most other terrain can be moved through but at a
dower rate than normal movement. Pathfinding reduces the mst of moving throughthese terrain obstades.
There ae dangers, however. When moving throughtrees, you may be anbushed. When moving through
mountains, you may lose troops to a deadly landslide. Skill s sich as Pathfinding, Scouting and Luck can
help avoid landsli des, and Scouting will sometimes let you spot an ambush in advance.

In addition, to prevent heroes from sne&ing Y and grabbing treasures from monsters *too* easily, the
monsters on the map will now attadk if any treasure they©re ajacant to is picked up, even if that wouldn©t
normally have triggered a cmmbat. Treasures include treasure dhests, resource pil es, artifads, and camp
fires.

WARNING: this option significantly changes the way Heroes plays © be prepared for a very diff erent
game. Take cae where you move; the pathfinder will i ndicate the shortest route, even throughtrees and
mountains, but doesn©t know you®©Il be moving slower.

Script 64 - Scriptlets
Several small scriptsthat can be turned on/off individually in the WoGify menu. They mostly enhance
certain elements.

*** Transfer Owner

Enables ownership transference of own heroes, towns, mines, dwelli ngs, lighthouses, shipyards and
garrisons to any adive mlor, incl. none.

Right-click on chat bar to adivate/deadivate, then right-click on aflagged oljed you own.

*** Rampart Faaie Dragon

All Ramparts exchange their Ivl 7 dragons for:

1 Faeie Dragon per week (instead of 2 Green Dragons)
1 Diamond Dragon per week (instead of 2 Gold Dragons)

*** Reduced Conflux Firebird/Phoenix Growth

If Castle and Pyre built, Conflux only produces 3 Firebirds/Phoenix per week (insteal of 4).

Note 1: The bottom-left picture in the town screen will still i ndicae standard growth, as will the castle
screen.

Note 2: If Enhanced Monstersis also adive, this option will reduce Firebird/Phoenix Growth to only one
per week.

***  Advanced Witch Huts

.. Heroes can refuse the skill offer or get it advanced for 3000gold or even forget that skill
* dtogether.

*** Estates Enhanced Il

Gives further 25/50/100Gold per 10,000 experience eab day (max +2000gold/day, Ivl 25)
and gives out additi onal resources depending on skill expertise and hero level.

Lvl 10+ hero with Expert Estates might even choose resourcetype. Click on skill description *and* on skill

icon in hero screen to get further detail s.

*** First Aid Enhanced I

The First Aid skill summons and gives control over additional First Aid Tents (# of tents = hero level). It
also casts an automatic Cure spell ead heding, based on First Aid Expertise and number of Tents.

First Aid Spedalty temporarily gives hero knowledge of Cure, Animate Deal and Resurredion spell s eat
battle.



*** \Warfare (Artill ery/Balli sticg/First Aid)

Combines the threewar machines ill s Artill ery, Balli stics and First Aid into asingle "Warfare" skill .
Gives hero control over al threewar madines and standard SoD abiliti es from all threeskill s. Advancing
one skill will advancethe others.

Careful: will beaome insanely powerful if you simultaneously use other WoGify enhancements for those
skill s.

Script 65- Monolith Tall

Normally with two-way liths thereis no cost for quite high reward: to be aleto visit many areas of the
map and gain accessto non-guarded items and map locations. It seams to make sense to have some sort of
cost for using two-way liths, even if not extravagant. One-way liths will continue to be free as they are not
susceptible to being wsed over and over again like two-way liths are.

The st to use atwo-way lith is 100gold per week for human players and 50gold per week for Al players,
but if the Al has no gold, it will still be aleto use the lith.

Script 66 - Commander Witch Huts

. Witch Huts will give bonus ill s and abiliti es to Commanders as well asto the Hero.

Script 67 - Neutral Town

Conflux Town troops are replacead with a seledion of neutral creaures. Also, Conflux Heroes will have
low-level neutral troopsinstead of regular Conflux troops and the might Conflux Heroes have new
spedalties.

Neutral Town Troops:

Level 1 non-upgraded: Halflings
Level 1 upgraded: Rogues

Level 2 non-upgraded: Boars

Level 2 upgraded: Nomads

Level 3 non-upgraded: Fire Messngers
Level 3 upgraded: Air Messengers
Level 4 non-upgraded: Werewolves
Level 4 upgraded: Trolls

Level 5 non-upgraded: Sorceresses
Level 5 upgraded: Enchanters
Level 6 non-upgraded: Hell Steals
Level 6 upgraded: Nightmares
Level 7 non-upgraded: Gorynyches
Level 7 upgraded: Rust Dragons

Note: creaure growth and costs of some of the Neutral Town creaures have been adjusted to better fit their
new levels. Fire and Air Messengers have aljusted stats and gain the double-strike aility. Air Messengers
can asofly.



Script 68 - New Battlefields

New Battleground pictures will often be used in combat. This has no affed on the battles but adds ssme
visual variety.

Note: new PCX files are required for this <ript. If you have the script but not the graphics, you won©t see
new bettlefields.

Script 69 - Custom Alliances
Y ou may set custom alli ances before the first turn.

Script 70- Death Chamber
e
il
Deah Chambers are anew type of creaure bank where you must fight the Undead King and his
. minions.
> |f objed replacement is sleded, Death Chambers may replacesome of the following: Level 1
&2 el ¥\ agic Shrines, Leaning Stones, Witch Huts, Windmill s

F )

Script 71 - Enhanced Artifacts

Caution: If you also enable Artifad Boost, some atifadswill gain two banuses and may bemme too
powerful.

Any spellscest are & Basic level and some of the atifads have been re-classed.

Pendant Of Life givesliving troops HP based on level {Mgjor}
Pendant Of Deah gves undead +5 Att/Def +1 Spd { Mgjor}
Pendant Of Total Recdl casts massPredsion {Minor}
Pendant Of Second Sight casts massAir Shield { Minor}
Pendant Of Holinesscasts massBless{ Magjor}

Pendant Of Dispasson casts massBloodust { Minor}

Pendant Of FreeWill casts massStoneskin { Minor}

Orb Of Vulnerability casts massDisease

Orb Of the Firmament casts massProt. from Air

Orb Of Silt casts massProt. from Earth

Orb Of Tempestuous Fire cats massProt. from Fire

Orb Of Driving Rain casts massProt. from Water

Collar of Conjuringincreases ell damage by 5%

Ring of Conjuringincreases gell damage by 10%

Cape of Conjuringincreases ell damage by 15%

Ring of the Magi increases ell damage by 20% (total of 50%)
Sphere Of Permanence alds 10 HP to hero©s notliving troops
Dead Man©s Boots upgrade Skeletons

Vampire©s Cowl upgrades VVampires

Amulet of the Undertaker upgrades Walking Deal

Centaur©s Axe upgrades Centaurs

Shield of the Dwarven Lords upgrades Dwarves

Breastplate of Petrified Wood upgrades Dendroid Guards



Helm of the Alabaster Unicorn upgrades Unicorns

New combination artifad (above 4 artifads)

Garb of the Forest Lord: gives creaures every week
Statesman©s Medal reduces aggresson by 1 { Treasure}
Ring of the Diplomat reduces aggresson by 1 { Treasure}
Ambassador©s Sash reduces aggresson by 1 { Treasure}
New combination artifad (above 3 artifads)

The Vestments of Authority: aggressonisreduced by 1
Ringof Life {Treasure}

Vid of Lifeblood{Treasure}

** Enhanced Commander Artifads

Commander artifads can be worn by heroes granting two random ahiliti es (as well as functioning
normally).

+1 to +5 Primary Stat bonus (1, 2, or al 4 stats depending on artifad type).

Add merank to arandom secndary skill (if this puts you at expert, the bonusis permanent).

Script 72 - Random Hero

There is a 25% chancethat arandom hero will appea on the monsters®© side and help them fight. If the
Enhanced War Machines Il script is enabled, the number of war machines of the random hero depends on
the strength of the monsters.

Script 73 - Enhanced War Machines I

Every hero can carry more than one war machine. War machines can be obtained from towns and war
madine fadories. With the first aid tent the player can resurred creaures if their stadk on the battlefield is
not completely kill ed. The anmo cart gives el paints eat round equal to the number of ammo carts the
hero owns.

Script 74 - Summon Elementals

Heroes can summon el ementals permanently for their army (when not in combat) if the hero knows the
corresponding spell and has enough spell pointsto cast the spell. The spell points required for spell casting
isten times more than it would be on the battlefield, but the number of elementals remains the same.
Summoningis allowed only once per day.

To summon elemental's permanently in the alventure screen, seled the hero and right-cli ck on the Spell
Book icon.

Script 75- Abbreviated Skill Descriptions

Abbreviated skill descriptionswill be displayed when right-cli cking on secondary skill s.

Thisoption isfor playerswho prefer to view abbreviated descriptionsinstead of the standard Heroes 3
paragraph-format descriptions. It©s espedally useful if you have multi ple shi enhancements enabled; the
standard paragraph text can be quite long and cumbersome.

Script 76 - Commander Sanctuary

. b  The Sanctuary will revive adead Commander for asmall resource donation.

L If objed replacament is €leded, Sanctuaries may replacesome of the following: Imp
Cadnes, Griffin Conservatories, Rally Flags, Prisons, Marletto Towers




New Creature Banks

You will be ale to find new creaure banks in the ©new®© Erathia. They are quite similar to the
existing ones but often contain unwsual prizes.

~ Transylwanian Tavern

30% chancefor afight with 10 Vampires for 1500gold and 3 Vampire Lords
30% chancefor afight with 15 Vampires for 2500gold and 5Vampire Lords
30% chancefor afight with 20 Vampires for 3500gold and 7 Vampire Lords
10% chancefor afight with 30 Vampires for 5000gold and 9Vampire Lords

Home of the Bat

30% chancefor afight with 10 Vampires for 2 gems, 2 sulfur, 2 mercury, 2 crystals and
3 Vampire Lords

30% chancefor afight with 15 Vampires for 3 gems, 3 sulfur, 3 mercury, 3 crystals and
5 Vampire Lords

30% chancefor afight with 20 Vampires for 4 gems, 4 sulfur, 4 mercury, 4 crystals and
7 Vampire Lords

10% chancefor afight with 30 Vampiresfor 5 gems, 5 sulfur, 5 mercury, 5 crystals and 9Vampire Lords

Grotto

30% chancefor afight with 6 Evil Eyes and 6 Harpy Hags for 1000gold and 20
g[)e% chancefor afight with 8 Evil Eyesand 8 Harpy Hags for 1000gold and 25
g[)e% chancefor afight with 10 Evil Eyes and 10Harpy Hags for 1500gold and 30
%e% chancefor afight with 12 Evil Eyes and 12Harpy Hags for 2000gold and 35
ore

Snow-covered Grotto

30% chancefor afight with 10 Iron Golems and 40Master Gremlins for 500gold
and 15 oe

30% chancefor afight with 12 Iron Golems and 60Master Gremlins for 500gold
and 20 ae

30% chancefor afight with 14 Iron Golems and 80Master Gremlins for 500gold
and 30 ae

10% chancefor afight with 16 Iron Golems and 100Master Gremlins for 1000gold and 40 ae

L ost Bottle

—

:r;:': 30% chancefor afight with 10 Master Genies for 2 gems, 2 sulfur, 2 mercury, 2 crystalsand 3

Master Genies

30% chancefor afight with 15 Master Genies for 3 gems, 3 sulfur, 3 mercury, 3 crystalsand 5
Master Genies

30% chancefor afight with 20 Master Genies for 4 gems, 4 sulfur, 4 mercury, 4 crystalsand 7 Master
Genies

10% chancefor afight with 30 Master Genies for 5 gems, 5 sulfur, 5 mercury, 5 crystals and 9 Master
Genies

]
i

o

o

Haunting Lodge

30% chancefor afight with 6 Dendroid Guards and 8 Elves 500gold and 15wood
30% chancefor afight with 8 Dendroid Guards and 12Elves 500gold and 20wood
30% chancefor afight with 10 Dendroid Guards and 16 Elves 500gold and 25wood
10% chancefor afight with 12 Dendroid Guards and 20Elves 1000gold and 40




wood
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Additional Objeds

The game now includes a set of additi onal objeds which do not have any built-in function but can
be programmed by the map-maker throughERM scripting to be whatever he or she wants them to be. Of
course, even without scripting, these objeds can be used for decorative purposes on any map. You can find
the majority of such objedsin the catle objeds dion in the WoG map editor. ERM scripts for these and
other objeds can be spedally developed for agiven map or pre-made scripts can be used, such asthe ones

which can be found on the WoG web site.
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