[image: image24.png]



I n s t r u c t i o n  M a n u a l
Empiriana is produced and created by
Infinite Realms On-Line Entertainment, Inc.
Empiriana is a trademark of Infinite Realms On-Line Entertainment, Inc.

©1996-2000 Infinite Realms On-Line Entertainment, Inc.

All Rights Reserved.

Version 1.20 (5/01/02)
Table of Contents
Section








Page
Requirements
3

Setup
5

Connecting to Empiriana
6

Characters
9

Exploring the Town
12

The Empiriana Dungeon
16

The Equipment Screen
22

The Statistics Screen
24

Questing in Empiriana
26

Communication With Other Players
27

Empiriana Message Group System
28

Empiriana Keyboard Commands
30

Empiriana Black Axe
31

Dungeon Bones
35

Online Rules of Conduct
37

Spell Reference
39

Requirements
To run Empiriana, you will need a PC running Windows 95, 98, NT 4.0, Windows 2,000 or Windows XP. You will also need an Internet connection and a DirectX compatible video card.

Recommended System Configuration

Windows 98 (with DirectX 8.0 installed)

Pentium Processor (90 Mhz or better)

PCI Video Card

56.6 Kbps Modem

16 MB of RAM

25 MB of free HD space

Sound Card

Specific Requirements

Video System

Your computer's video system should be able to display 256 colors at a resolution of 640 by 480 pixels. PCI or Local Bus video cards are recommended. Your video card must support DirectX (see below).

Hard Disk

You should have 40 MB of free hard disk space available for installation. The current version of Empiriana will take about 24 MB of disk space once installed. It is always a good idea to have at least this much always available when running Windows 95.

Sound System

Sound and music will enhance gameplay if enabled. Your sound card should be compatible with Windows 95 and DirectX (see below).

DirectX

DirectX, by Microsoft, enables superior Windows 95 programs. With DirectX, games can take advantage of faster graphics and better sound capabilities. DirectX needs to be correctly installed before Empiriana can be run. DirectX comes with its own installation files. Once installed, you will not have to re-install DirectX again.

Some older video and sound cards do not work with DirectX, so check with the manufacturer of the card to see what current drivers are available, if any.

Windows NT 4.0 users should be sure to install Service Pack 3 which includes the DirectX 3 components.

Requirements (con’t)
Connection

To play Empiriana, you need to be connected to the Internet. For most people, this means using a modem to connect to an Internet Service Provider (ISP). Empiriana will work with a 14.4 kbps or faster modem, assuming your ISP's Internet connection is reliable. There are many independent ISPs as well as major ones like America Online and CompuServe. We recommend the smaller independent ISPs because they usually have better access and faster connections. If you will be using a Local Area Network (LAN) to connect to Empiriana, be sure that the PC you will be using is properly configured to connect to the Internet.

When using Windows 95 to connect to the Internet, you use software named winsock. 32-bit versions of winsock are required to play Empiriana. If you have upgraded your system from Windows 3.1x to Windows 95, the chances are that you are running a 16-bit version (assuming you had an Internet connection prior to the upgrade). If this is the case, you should contact your ISP and see if they have a 32-bit version available. Another alternative would be to install the winsock included with Windows 95 Dial-up Networking.

Setup
Installation

Empiriana
Installation of Empiriana is fairly easy, once you have the installation file you need.  The installation file can be found on the Infinite Realms web site.  The URL is:

http://www.irealms.com/software.htm

On this page, there will be links to different files you can download.  There will usually be at least two links, one for new users and one for returning users.  The link for new users will send you to the page to download the Empiriana installation file that will install the entire game.  The link for returning users will send you to a page to download the latest Empiriana patch.  Since Empiriana is an ongoing effort, there will be many new and exciting patches available for download over time.  Sometimes patches will be required, sometimes they won't.  Be sure to read the text on the software pages for more information when the time comes.

If you are a first time user, you will need to download a file with a name similar to "emp100.exe".  This executable would be the install file.  To download the file, you can click on the link to the file with your mouse while in your favorite Internet browser.  You would then be prompted with a dialog box asking you where you want to download the file.  Choose wherever you want the file to go, but remember where you put it!

When the download is complete, you would then need to run the file you just downloaded.  The usual method to do this is to open "My Computer" and then navigate through the folders until you find the file.  Once there, you can double-click the file to run it.

The installation process is a standard Windows 95 installation.  The only information you are required to provide is where you want the game to be installed.  The default is "C:\IRGAME\" but you may install it on any drive and to any folder you wish.  All the files required to play Empiriana are installed into this folder.

DirectX

As stated in the requirements section, DirectX is required to be installed before you can run Empiriana.  The DirectX installation file is also provided on our web site.  Once you download the DirectX installation file, run it.  The actual file you download will probably be a compressed version of all the DirectX installation files, but upon decompressing the install program will automatically run.

The install program will detect any existing DirectX components.  If you already have drivers that are certified, then you will not need to install anything. Some drivers, like display drivers, might be DirectX compatible, but not certified.  Even though they aren't certified, they might still work.

When you first run the DirectX Setup program, you will see a list of components and some buttons at the bottom of the window.  If the components indicate "Certified," you probably don't need to install DirectX. If one or more are "Not installed," you should install DirectX.

When you are ready to install DirectX, just click the "Reinstall DirectX" button.  The installation will be automatic. When it completes, you will need to reboot your computer.

Connecting to Empiriana
How to Start
To begin your journey into Empiriana, you will first need to go to the "Start" menu, select the "Programs" menu, then select the "Empiriana" item in the programs list.  The following "Connect As" window will appear:
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If this is your first time, you will need to enter in your Login ID and Password into the appropriate fields.

From the “Connect As” window, you can also update the game files or set some properties for the game.  The “Automatically Check For Updates” check box will set Empiriana to automatically check for new updates every time the program is run.  If you click on the “Update Empiriana Now” button, you will see a window similar to this:

[image: image3.png]na Auto-Update Patcher (version 0.0.1.0)

Please stand by while Empiriana is updated to the latest version. | abon Update:

[-Entie Update Frogress

- Curent Activity Progress:

[Sweeping Irsaled Fies (CHD5.AES)

©1898 Infnite Fealms Dr-Line Entertainment, Inc. Al Rights Reserved.





Connecting to Empiriana (con't)
The Auto Updater will figure out what files you have, check if there are new updates for any of them, and then download the updates as needed.  You may click the “Abort Update” button if you need to in order to exit the update session.

The other button on the “Connect As” window is the “World Properties” button.  By pressing this button, you can change various settings.  Here is what the "World Properties" window looks like:
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The "World Address" should be set to empiriana.irealms.com.  This will assure that you are logging into the correct server.  If you click on the "Sound and Music" tab, you will see the following window:

Connecting to Empiriana (con't)
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If you check the boxes next to sound and music, those aspects of the game will be enabled, respectively.  Note that if you are running any kind of software synthesizer, you might not be able to hear sound, music, or both while in the game.  You can check this in your MIDI settings in your Control Panel.  If you check "Enable 16 Bit Audio", sounds in Empiriana will be played at the higher resolution if your sound hardware supports 16-bit sound.  If you turn this feature off, sounds will be played at a resolution of 8 bits.

When you are through setting things up, you can press the "OK" button to get back to the  "Connect" window.  You are now ready to connect to Empiriana!  To connect, simply press the "Connect" button.  Upon doing this, you will see a window appear describing the steps the Empiriana software is taking to connect to the Empiriana server.  Usually this process will run by very quickly.  If the connection gets stuck for any reason, you might want to refer to our online FAQ on our web site support pages or contact us.  The most common error is that the Logon ID and Password do not match.  If this is the case, be sure to double check that values you entered are correct.

If your screen goes black and then the Infinite Realms Chalice screen comes up, you have successfully connected to the Empiriana server.  At this point you can begin your game session.

Characters
Creating Characters
The first screen you will get to after the Chalice screen is the character selection screen.  From here you can select your characters or create new ones.
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If you have no characters, there will be none listed.  To create a new character, press the "Create" sword.  You will then be asked to enter the name of the character you want to use.  Name your character with whatever name you want.  Keep in mind that Empiriana allows only a maximum of 10 letters for a name.  Please refrain from using profane names.  Also, all names in Empiriana are unique, so if you pick a name and get a “Name is already in use…” error message, try another name.  You can have up to six characters per account in Empiriana.  All character statistics are stored on our servers, so you don't have to worry about backing up any files.

The next step lets you select your character's race. 

Races you can choose from:
Human

Humans are well equipped for all classes.

Half Orc

Half Orcs are strong characters; they are well suited to be Warriors as they excel at the art of close combat.

Halfling

Halflings are nimble characters.  They are best for non-fighting classes.  For example, they make good thieves.

Elf

An Elf is skilled in the ways of both fighting and magic.

Characters (con't)
Half Elf

Part Human and part Elf, the Half Elf is better with warrior skills, although they still possess other magical skills.

Dwarf

A Dwarf makes a stout fighter.  They are quick and rough and can handle many combat situations with ease.

Specter

Specters are creatures from the ethereal plane.  They are well suited for the magical classes.

After you choose your character's race, you must choose its class.  A class is similar to a profession.  Your character will tend to develop and perform skills associated with their class.

A word about classes in Empiriana
In the world of Role Playing Games, the class of a character takes on different meanings among various games while often maintaining a common thread.  In the world of Empiriana, you will find similarities and differences within character classes.  We are constantly developing the character classes in Empiriana so that each class will have its specialties and traits making it unique from the other classes.  In Empiriana, each character class will have its own specialty weapons, armor, and other items that require a certain skill level to wield. 

As characters progress and gain experience levels, they also gain skill levels in their particular class.  Characters will also have the ability to gain levels in other classes as well.  While a War Mage will never have the same level of proficiency in Scouting as does a Scout, the War Mage will still be able to advance within that class over time. 

Players also may find special bonuses that yield a skill in another class.  Players may, when allowed, assign a skill level to another class as they progress to a higher experience level.  Keep in mind that characters will not always get an extra skill point to assign to another class skill, so characters will always specialize in their given field.  For instance, your War Mage may have a skill level of 17 in the War Mage skill field.  Over time, through finding bonuses and experience levels, your War Mage may end up with a skill of say 3 in another class like Scouting.  If a player then finds an item, weapon, device, or even a secret room that requires a Scout level 3 to enter, that character can now utilize their Scout skill to do so.  Of course, being a level 17 War Mage and using a Scouting Bow of level 3 would not be very effective against an equivalent level 17 monster.  So as a level 17 War Mage you would instead rely on using a weapon or spell suited to the task at hand. 

As Empiriana grows and we elaborate on the skill system, each character class will become very valuable to an adventure party.  Our goal is to make and maintain a balance in play that makes

each character class indispensable.  So no matter which class you choose to develop you will find growth and challenge ahead.  Keep in mind that Empiriana is always growing, developing, and changing so that we may keep the game system interesting, new, and challenging for the player.

Characters (con't)
Classes you can choose from:
War Mage

War Mages could best be compared with wizards.  The War Mage uses magical essence to cast spells for both offensive and defensive purposes.  The War Mage would best be described as the warrior of the magical class.

Mystic

The second character in the magical class, the Mystic, would best be compared to a traditional cleric.  The Mystic can cast a set of offensive and defensive spells but concentrates on spells that can help the adventure party more in the adventure itself.  They are adept in the ways of healing as well as defeating magical puzzles that may inhibit a party from continuing a quest.

Brigand

Best described as a traditional thief, the Brigand excels in stealth, picking locks, finding and disarming traps, and of course, finding that elusive secret door.  In battle a Brigand can hold his or her own, so be careful not turn your back on one.

Questor

The Questor could be compared to a knight.  A blend of warrior and scout with a touch of mystic thrown in for good measure.  The Questor is a true multi-class character. 

Scout

The Scout can be compared to a ranger.  The Scout excels at finding paths that may not be obvious to others.  Scouts also have an uncanny way of sensing monsters and avoiding them with the use of skill items.  Scouts are also known for their great speed and deadly aim with a bow.

Warrior

The Warrior needs no comparison.  Warriors can wield weapons better than any other.  A Warrior is the fighting class of Empiriana, first and foremost.

Experimentation will yield the best results for different race/class combinations.  Since each race has different strengths and weaknesses, a particular race/class combination would be better in some situations and worse in others.  For example, the Half Orc would naturally be very strong and could wield a mighty weapon, yet may have some problems handling a small lock pick tool.  Therefore, a Half Orc would not be as good a brigand as he would a warrior.

After selecting your character's race, you will need to choose the sex of the character.  The sex generally only affects some of the graphics you will see in the game.  Particularly in your equipment screen.

Once you have a character, you can select it in the center area of the character creation screen.  To enter Empiriana with that character, press on the "Logon" sword.  

Exploring the Town
After you click on the "Logon" sword, you will see the main Empiriana town map screen.  From here you can begin your journey into the world of Empiriana.
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As you move your mouse over the different buildings a pop up box will appear telling you the name of each building.  Other areas of the Empiriana town map may be accessed by moving the mouse cursor along the edge of the map.  You can explore Empiriana by clicking on any of the buildings.  Once inside a building, there may be other paths to access other rooms.  To exit Empiriana from the town map, find the Empiriana town map screen (the one below the main map screen above) with the circle of stones.  This is the exit portal, simply click on the exit portal to exit Empiriana.

In Empiriana, navigation is primarily accomplished by using the mouse.  In the dungeon, you can also use the keyboard arrows and numeric keypad to walk around (see Numeric Keypad section)
Places in Empiriana to visit:
Taverns

Inside any of the taverns you can choose a seat and sit awhile.  To order a drink, click on the barrels.  To request a tune to be played while in tavern, click on the music instruments and the bard will list the tunes available, if he is not busy.  Warning:  Drinking in Empiriana can cause your character to do and say things over which you have no control. 

The Castle

In the Castle halls, the Castle Tavern can be found.  At the end of the hallway lies the Great Hall.  In the future The Great Hall will host meetings and conferences for players.  The Great Hall and other doors inside the Castle will lead to other rooms and locations as Empiriana grows.

Exploring the Town (con't)
The Training Grounds

The Training Grounds are accessed by clicking on the Castle and taking the left-side passage at the Castle Entrance.  Once in the Training Grounds, move your cursor over the different areas of the screen.  Towards the left of the screen you will find the option to change characters or create a new character.  Where the sword and work out bag are located, you may see your characters inventory screen.  Towards the right side of the screen you will find the option to view your characters statistics.

The House of Elders

In the House of Elders, you will be able to get information about quests and learn more of what is going on in the world of Empiriana.  If you have enough experience points to go up a level, the elders will allow you to do so.  While in the house of Elders move your mouse cursor around until you see a pop up box that says, “Talk to Elders”.  Left click and a dialog box will pop with some text in it.  Click on that pop up box again and it will tell you if you have attained another experience level or how many experience points are required to reach the next experience level.

The Pigeon Coop

From the Pigeon Coop, you may send and receive email in the world of Empiriana.  To write a letter to another player in the world of Empiriana you must first know their mailbox number.  Each player is assigned a mailbox number when they open an account in Empiriana.  Your mailbox number is listed in the Pigeon Coop in the top right area of the screen.  When you enter the Pigeon Coop you may check for new mail by clicking on the pigeon cage towards the left of the screen.  A pop up dialog box will tell you if there is new mail.  On the wall behind the writing desk is a set of cubbyholes that holds scrolls.  To read a scroll, move your mouse cursor over it.  A pop up dialog will tell you whom the scroll is from along with their mailbox number as well as date and time sent.  Left clicking on a scroll will bring up the text editor box with the message displayed.  Messages may be saved to you hard drive by selecting the “SAVE” box on the lower row of the text editor. Choose the name and path you wish to save the file to.

The mail system saves and imports the text files in Rich Text Format (.rtf).  This is a common format supported by most word processors as well as the WordPad Program on Win95.  To compose a letter while in Empiriana, enter the Pigeon Coop and click on the writing desk.  The text editor will pop up onto the screen.  In the “TO:” area enter the mailbox number of the person you wish to send mail to.  Now click in the large text entry area and write your message.  You may choose the font, text color, size, and style of your text in the text editor.  You will find those options displayed on the top and bottom tool bars of the text editor.

You may also compose mail off-line and import it to the Empiriana text editor.  Simply compose your letter on your favorite word processor.  Once you are finished save your letter as a RTF file.  While in Empiriana, import your saved letter into the Pigeon Coop text editor and send.  In the future we will enable the “Address Book” and “Reply” feature to the Pigeon Coop.

Exploring the Town (con't)
The Blacksmith's Shop

In the Blacksmith's Shop, you can buy weapons and armor to outfit your character.  As you move your mouse cursor over the items in the room, the pop up box will display the category of the highlighted item.  Left click and a listing of that category will be displayed.  You will see the items available in that category and their cost.  To purchase an item move your cursor to the item description and left click.  If you have enough gold the item will be transferred to your inventory and the gold deducted from your inventory.  Only item types that your character may use are listed in each category.  In the rear section of the Blacksmith there is an area labeled “Specialties”.  In the future, the specialties option will allow a player to craft a weapon that only they may wield.

The Guild Hall (The Empiriana Inn)

A multi-purpose building, the Guild Hall will serve many purposes.  In the Guild Hall, you will find another tavern.  In the future, you will be able to access the guild master, where you may hire non-player characters to assist you in your adventure party, if the need arises.  Also, the Inn Keeper is able to rent you a private or semi-private room for small meetings, etc.  When inside the Inn, move the mouse cursor over the Inn desk area and click.  A small pop up menu is displayed with the room rental options.
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The first option allows you to pick a room number or simply leave it blank and the Inn Keeper will choose a number for you.  Then you may select how many days you want to rent the room and how many players you wish the room to accommodate (up to 15 players).  The cost for the room rental increases as you add days and capacity to your room.  The last option allows you to make the room private or semi-private.  When a private room is selected, other players in the game will not be able to see who is in the private room when a “whereis?” command is used.  When in a semi-private room, players will see the names of people using Inn rooms when a “whereis?” command is used.  You may invite other players to join you in your Inn room by giving them the room number you are using. 

The Wizard's Study

In the Wizard's Study, you can buy potions, magical items and spells.  Moving your cursor over the table, you will see the different categories you may choose from.  Click on Potions and a list of available potions will be displayed.  You will see a description of the potion and its cost.  The more a potion costs, the greater its effects.  Healing potions will restore hit points to your character while Magical Essence potions restore magical essence points.  To purchase a potion point at the item in the category pop up and left click.  If you have enough gold the item will be transferred to your inventory and the gold deducted.

To purchase a Spell, click on the spell book located on the table.  Spells your character is capable of using (if any) will be displayed on the left page of the book.  Spells you know are displayed on the right page of the book.  To purchase a spell, left click on the name of the spell on the left page of the book.  A spinning arrow appears in the center of the book.  Click on the spinning arrow and the spell will be transferred to the right page.  The cost of the spell is deducted from your gold inventory.  As you gain experience levels, more powerful spells may be made available to you.  You may sell spells back by left clicking on the spell name on the right page.  Then clicking on the spinning arrow.  The profits are automatically transferred to your inventory.

The Dungeon

In the hillside outside of Empiriana, you will see an ancient structure recently discovered.  Within this Dungeon lies a vast labyrinth of halls and rooms.  In the Dungeon, you can explore, accumulate experience and gold, and, of course, fight the evils that lurk there.  You can also find new items to add to your inventory there.  Bring a weapon with you, as you won't be alone!


The Exit Portal


Just to the outside of the town of Empiriana you will find a circle of stones.  Click inside 


circle of stones to exit the world of Empiriana.

The Empiriana Dungeon
It is in the dungeon where most of your time will be taken.  The dungeons of Empiriana are quite large.  To get to the dungeon from the main Empiriana town map, click your mouse on the dungeon opening near the top center.

The Travel Screen

The travel screen is the first screen you will see after entering the dungeon.  If this is your character's first time in the dungeon, you will start out in the "Entryway", just one of many parts of the first level of the dungeon.
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In the upper left area of the travel screen is the auto map area.  As you explore, the auto map will display the map to you, revealing more detail as you walk around.  In the middle area of the travel screen is the 3D perspective view.  In this view you will be able to see walls, doors, and other textures (like lava pits) before you walk into them.  To the right of the 3D view is the party information window.  This is where the other players that are currently in your party will be displayed.  There can be up to six players allowed in a party.

In the lower right section of the travel screen you will see your message window.  Here you will see messages about events that you are involved in and messages from other players in the game.  You can scroll up and down the message window by clicking the appropriate arrows at the top and bottom of the scroll bar.  The scroll bar can be locked by right clicking on the scroll tab.

This will allow you to look at messages without new messages scrolling down automatically. To unlock the scroll bar, just right-click the scroll tab again.  This feature works throughout all of Empiriana.

To the left of the message window are the movement controls.  You can move your character by using the mouse to point and click on an arrow in the direction you want to go.  Another way to move about in the dungeon is by using the numeric keypad or the cursor arrows on your keyboard.

The Empiriana Dungeon (con't)
On the bottom left of the travel screen are other options that can be used (Note:  As of this writing some of these are disabled).  The button on the top left with the hands is the join party option.  The button to the right (with a helm) will bring up your character's inventory and equipment screen if pressed.  Below that button is the map button, which will bring up map options.  These options relate to viewing map information and other players.  To the right of the map button is the statistics button, which will open up your character's statistics screen.  The button with the computer monitor will call up an options screen that will allow you to change options, like sound and music for instance.  The last button, the one with the book icon, brings up your spell book.  Here you will see the spells you currently have scribed in your spell book.

Players may form or join a party of up to six other players.  To open a party where others may join you, click on the hand icon in the travel screen and choose the “Wait for Party” option.  As other players join in your party their names will be displayed below your name on the right side of the screen.  When all that are going to join are present and you wish to begin moving, click the "OK" button on the “Waiting for others” pop-up box.  The person that opened the party is the party leader and will control movement for the party while in travel mode. If you have a party in progress and wish to add another new player to the party, click on the hands icon and select the “Re-open Party” option.  Once the new player is added close the party again.

To join a party, move to the same square where the party leader is located and click the hand icon.  From the pop up options box choose the join party option.  You will then find yourself within that party.  To leave a party simply click on the hand icon again and you will me removed from the party.

The Battle Screen
While in the Dungeon, whenever you encounter a battle, the screen will change from the travel screen to the battle screen. The view in battle will always represent the same wall and floor layout as the area you were traveling in before you encountered the battle.  You will be facing the direction you were traveling in as well.  On the right of the battle screen you see the battle grid.  As in the travel screen, you can move your character with the mouse using the movement buttons, now located at the bottom right, or you can use the numeric keypad.
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The Empiriana Dungeon (con't)

Two of the other buttons also perform the same functions as they did in the travel screen, the inventory button and the statistics button.  You cannot press these buttons or move around unless it is your turn.  While in combat, you might need to switch to your inventory and equipment screen in order to increase your health and/or magical essence.  You might also want to switch weapons.  You can do this without the loss of a turn/move.

There are also some additional buttons available that you can press while in combat.

Attack Types
You can change the type of attack you are currently using by left clicking on the attack type window or by pressing the period key on the keypad.  This will cycle the attack type.  The attack type affects the damage inflicted to your opponent if using melee weapons and increases range on missile weapons (an arrow for example).  However, on melee weapons an increase in attack style will decrease the probability of a hit and in missile weapons it will decrease the damage inflicted.

A chart of some attack types follow.  The tradeoffs are always between the amount of damage caused and the chances of actually hitting the opponent.
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Swords

Damage (amount)
Hits (chance)
Hack
Little

Best

Thrust
.


.

Swing
.


.

Lethal
Most

Worst
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Missiles

Damage (amount)
Hits (chance)
Loft
Little

Best

Direct
Most

Worst
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Axes

Damage (amount)
Hits (chance)
Chop
Little

Best

Dispatch
Most

Worst

The Empiriana Dungeon (con't)
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Cross Bows

Damage (amount)
Hits (chance)
Blast
Little

Best

Disable
Most

Worst
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Maces

Damage (amount)
Hits (chance)
Pummel
Little

Best

Strike
Most

Worst

The different attack types can be summed up as follows:

Magic attacks are achieved by learned spells within a characters spell book or by the use of scrolls or wands.

Missile attacks are achieved through the use of bow weapons or hurled oil bombs.  Your character must have the item or weapon equipped in the same spot where a character would equip a sword or other hand held weapon.  Once equipped the character will see a yellow box that surrounds the target and blinks as you move the mouse cursor around the battle grid.

You will only see the blinking yellow box surrounding a character when the selected character is within target range.  Different weapons have different attack ranges as well as different damage capabilities.  By switching your attack style from Lob to Hurl for instance, you can increase the range but the damage caused will decrease.  Changing a characters facing will change the targeting range based on a characters line-of-sight to a target. Some missile weapons have a limited use; check the information on that item in the equipment screen for uses left on an item.

Melee attacks are achieved through the use of hand held weapons.  Melee class weapons may be edged, bludgeon, or pole weapons.  Some weapons like a halberd or a claymore may allow a limited extended range of attack due to the size of that weapon.  Most of these weapons however will require your character to be in an adjoining square and facing the opponent.  You may change the attack style of a melee attack, which will vary depending on that weapon.  By increasing the attack style the damage inflicted to an opponent will increase while the probability to hit will decrease.

Other attack types include throwing flasks and using your character's fists.  For flasks, you can either hurl or lob.  Hurling a flask will cause less damage than lobbing one.  When using fists, you can either punch, swing, or send a lethal blow to the opponent.  Punching an opponent will cause less damage than sending them a lethal hit.  However, a lethal hit will often miss the mark.

The Empiriana Dungeon (con't)
Status Bars

While in battle, to the left of the movement buttons you will see list of all the characters in your party.  Below each players name you will see a red bar and a blue bar.  These bars represent that characters current health and magical essence levels.  If your health runs out, your player dies.  If you die you are transported back to the town of Empiriana, without losing any statistics.  If you re-enter the dungeon, you will start out at the Entryway.

Using the Spell Book in Battle
The spell book brings up the list of spells that your character has written in their spell book.  Spells have varying degrees of effect and damage.  The stronger a spells effect, the more Magical Essence (M.E.) it consumes.  While in battle left click on the spell book, located to the right of the movement arrows.  Choose the spell you wish to cast and left click your mouse.  In the text window it will prompt you to choose a target to cast the spell at.  Move you mouse cursor over the battle grid to target the monster you wish to cast the spell at.  If the target is viable, a blinking yellow box appears around that square.  Left clicking again will cast the spell at that target.  The results are displayed in the message window.  If you wish to cast the same spell again, right click on the spell book and then choose a target.

Fleeing a Battle
To flee a battle, move your character to the bottom of the battle grid until you see the message “Player flees battle.”  You may only flee a battle to the south or bottom of the screen.  When a battle is encountered, a player may flee in the first round of combat if they are on level 1 of the dungeon.  For the rest of the levels, the ability to flee is random.  This randomness is based on the class of the character in question and whether or not any spells are involved.  Brigands and Scouts have the best chance of fleeing battles, while Warriors and Questors have the slimmest chance.  A player will have a new chance of fleeing each round.  In other words, if a player tries to flee a battle and is denied, he or she will have to stand and fight for the remainder of the round.

If a player flees a battle while in a party, the player that fled will be placed back to the travel screen.  A player that has fled may wait until the rest of the party has either fled or finished that battle.  Once that battle has ended, party travel will resume.  No experience points, gold, or other items are awarded when fleeing a battle.

Death of a Player in Battle
If a character dies while in a party battle or while playing solo, that character is removed from the battle and is returned to the town map.  In the future some characters may be able to cast a "Resurrect Player" spell while in battle.  This would only be possible while in a party with a character that has this ability. 

Identifying Monsters and Other Players in Battle

While in battle, you can see a description of each monster and player in the battle by moving your mouse cursor over the desired character.  It will indicate the type of monster or the name of the player and whether it is a friend or foe.

The Empiriana Dungeon (con't)
Winning a Battle
If you win a battle you will be awarded experience points and gold based on the difficulty of the battle.  The experience and gold is divided equally among the surviving party members.  In random encounters the gold and experience totals are based upon the danger factor of a battle.  As you progress to deeper levels of the dungeon, you will find that the monsters will be a lot harder to defeat as well as being more rewarding when you win a battle.  Winning some battles will reward the player with special items or may open paths to new places.

Encounter Types
There are two types of encounters in Empiriana, random and preset encounters.  The preset encounters are usually more difficult as the monsters will usually be guarding important items or a path to another place.  When you enter a preset encounter, the music will change from the regular background music to a battle theme.  Preset encounters may hold a crucial item or clue to a quest.  Random encounters occur though out the dungeon.  The dungeon level you are on and the size of the party determine the danger factor of a random encounter.

Attacking Other Characters While in Battle

A player can attack another party member while in battle.  However, when a player does this, experience points will be subtracted from the attacking player.  A player versus player (PVP) arena will be available soon.  When the PVP arena is implemented you will not be penalized for attacking another player opponent.

Equipment Screen in Battle

While in battle screen you can access your equipment screen by clicking on the helmet button.  In the equipment screen you may change weapons, armor, or use a potion.  To use a potion, for example, you would right click on it.  To equip a weapon, drag the selected weapon to the appropriate box within the equipment interface.

The Equipment Screen
In the equipment screen, you can do many things.  The screen has three sections:  your character's inventory, a message window, and the current equipment window.
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You can scroll through the inventory to see what items your character has.  You can move items by simply left clicking on them and then dragging them to where you want them to go.  If you drag an item to the "Sell" area, that item will be deleted from your inventory and some gold will be given to you, if any.  You can also drop items into certain areas of the current equipment window.  These areas are described below.

[image: image16.png]5
E
<
>
2
3
@






The Equipment Screen (con't)
Each item you put into the current equipment window will affect your statistics and capabilities.  For example, if your character didn't have any armor, opponents would be able to easily kill you in battle.  Some of the items you can equip your character with will improve magical abilities too.

You will not be able to equip your character with some of the items that are in your inventory.  However, if you need them while traveling in the dungeon, you will be able to use them.  Keys are a good example of this.  Also, as you progress through the quests, you will collect various quest items that will only need to be stored in your inventory.

The equipment screen can be accessed from the training grounds (in the Empiriana Castle) or from any dungeon screen.  While in combat, you would probably bring up the equipment screen to heal yourself or increase your Magical Essence.  If you have a potion, like a healing potion for instance, you would scroll your inventory window until you found the potion.  Then to "drink" the potion, you would right-click on the bottle.  Upon doing this, a message would appear in the message window indicating how much your health has increased.  The health bar at the top of the current equipment window would also show the increase.

When you are done with the equipment screen, all you need to do is press the "Done" button.

The Statistics Screen
In the statistics screen, you can view your character's statistics.  If you access your statistics from the training grounds (in the Empiriana Castle), you will also be able to choose your online persona.  Currently, there are only a few bodies to choose from.  In the future you will be able to heavily customize every aspect of your character's "look."
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If you access your statistics from the dungeon, they will be placed on top of your 3D dungeon view.  The statistics window looks like the following:
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The Statistics Screen (con't)
Name
The name of your character.

Slogan
Your slogan.

Guild
Your guild (available in the future).

Birthday
The day you created your character.

Gold
The amount of gold your character currently has.  You can use gold to purchase a variety of items.

Exp.
The amount of experience points your character currently has.  When you achieve a certain number of experience points, you can increase your character's level.  When you do go up a level, the exact number of experience points needed to go up the level will be subtracted from your total experience points.

Health
If your character is low on health, you will need to drink some healing potion, find someone to cast a healing spell on you, or visit a healing fountain.  If you run out of health, you are dead! 

M.E.
(Magical Essence) M.E. represents the power available to your character to cast spells.  M.E. is the "health" of your character's spell casting ability.  If your M.E. runs low, you might not be able to cast the spell you need.

Level
This is the current level of your character.  Higher levels gain more battle strengths and abilities.

Character Type
The shows your current character type, as specified when your character was created.

STR
(Strength) The higher your character's strength, the higher your character's ability to land a blow in melee combat.

CON
(Constitution) Constitution represents the overall stamina of a character.  This will help determine how well the character can fend off a blow.

DEX
(Dexterity) Dexterity reflects how your character can move, dodge blows and how well they can land blows.  The higher your character's dexterity is, the more moves they can get while in combat.

WIS
(Wisdom) Wisdom represents how well a character can draw on life experience.  For magical uses, the more wisdom a character has, the better they are at casting spells.

RES
(Resistance) Resistance represents a character's ability to fend off magical spells, poisons, and melee blows.

Skills
The skills count shows which skills your character has achieved.

Questing in Empiriana
Quests are a big part of a character's Empiriana experience.  Quests will require you to find certain items in order to progress further onward in the game.  Quests can reveal information about the world of Empiriana and other sub-plots that surround the game.  The game will continue to expand in story and scope as you continue through the levels.

If you follow along with all the quests, you will develop a good understanding of Empiriana.  When you are questing, it is important to do everything you need to do in the order presented to you.  Be sure to read all the messages that appear to you while exploring, as these will provide the hints and clues you need to finish the quest at hand.

If you are just starting out, the only clue we can give you is to explore the Western Caverns.  With enough exploration and experience, you should be able to find your way.

Communication With Other Players
You can communicate with others at any time while in Empiriana.  While in the town map (or other screens without a chat window) just start typing.  Hit <ESC> (Escape) to cancel or <CR> (Enter) to send.  Your message will only be sent from these screens if it is a private message.  If you are in a tavern or any of the dungeon screens, anyone else in the same room or area where you are will see your general, non-private broadcasts.
Sending a Private Message
Username:
By typing in a character name followed by a colon, you may send that player a private message (as long as they are online).  An example is:

KingArthur:  Meet me in the dungeon entrance.<CR>

If you were to receive this message, you would see a message similar to the following:



Prv> SirLancelot:  Meet me in the dungeon entrance.

In this example, SirLancelot sent a private message to you.

Communication While In a Party

When you are in a party you can simply type without specifying a characters name and hit return.  The message will be broadcast to all in the party only.  You may still communicate to any player within the game privately by typing the characters name followed by a colon, then the message you wish to send them.  To broadcast a message to other players in the current map while in a party, type the word “map” followed by a colon, then the message you wish to broadcast.
Mute Username: If there is a player in the game that is harassing people or using foul language we urge player’s to use the mute function. Just type in the command “mute” followed by the offending players name, that player will be notified that you have muted them.  You will no longer receive messages from that account for the duration of this session.  The mute will remain in use even if the other player changes character or logs off then back on.  Note: there is no colon used between mute and the username.

Unmute Username: If you choose to cancel a mute type “unmute” followed by the players name you wish to unmute.  Note: there is no colon used between unmute and the username.

Empiriana Message Group System

The message group system allows users to moderate and join message channels while in Empiriana.  You may join or moderate up to six channels at a time. Listed below are the commands available to use the message group system. Begin each command with a ">" symbol. Once you have joined a channel, you must specify which channel you are to send a message to by using the ">>#:" command (where # is the channel number). To recall this command, you can use the F1 key to scroll though your list of groups previously addressed.

Note that in each of the tables below # can be any number from 1 to 9999.

Channel Commands for Users

>listchans
Displays all current channels available in Empiriana. Channels listed with a * after the channel number indicate that the channel is password protected.

>joinchan #
Command to join a channel where # is the channel number (i.e., ">joinchan 1").

>joinchan # password
Command to join a password protected channel where # is the channel number followed by the password for the channel (i.e., ">joinchan 99 empiscool").

>leavechan #
Command to leave specified channel number.

>chandetail #
Command to see who is in specified channel. Password protected channels can only be detailed by using the correct password after the channel number (see next command).

>chandetail # password
Command to see specified channel details for a password protected channel. The channel’s actual password must follow the channel number.

>listpwd #
Command to list specified channels password. Must be active in specified channel at time of request.

>listmychans
Lists all channels you are currently active in.

>>#: message
Command to talk to a specified channel. This command does require two > symbols followed by a colon. 

 

Channel Commands for Moderators

These commands are valid only to open new channels or for those already moderating the channel. To open a new channel use the ">joinchan #" where # is the new channel number. If you are opening this channel you become the moderator. Available channels are 1 to 9999.

>namechan # newname
Command to name channel where # is the channel number and newname is the name you choose to call the channel.  This command only works if you are the current moderator of the channel.

Empiriana Message Group System (con’t)
>setchanpwd # password
Command to establish a password for the channel you are moderating. Passwords are only necessary if you choose to allow only invited members into your chat channel.

>setchanpwd #
Same as above but will clear a current password since no new password is requested.

>closechan #
Command to close specified channel.

>delegatechan # username
Command to delegate new moderator. username is the name of the player you wish to take over the specified channel.

>invite # username
Will send an invitation to specified player to join your channel. If channel is password protected, the password will be sent with the invitation. Only a channel moderator may send out an invitation.

>chanboot # username
Command to remove specified player from the specified channel. This command is only available to channel moderator.

Empiriana Keyboard Commands
The following strings can be typed at any time while in Empiriana:

Whoson?
List the characters that are currently logged into Empiriana.

Whereis?
List the characters that are currently logged into Empiriana and their locations.

Listmutes
Lists the mutes you currently have in force.

Mute

The command “mute player name” will mute the players account.

Unmute
The command “unmute player name” will unmute that players account.
Time?

Displays current system time.

F1 key

Recalls the most recent character you spoke to on line currently through private messages.  To scroll through the list keep hitting the F1 key till the desired name appears.  Note: if a player has logged off then back on, their name in your list will not appear.  Simply type in a new message to them and their name will be logged into your F1 list again.

F3 key

Ping Empiriana time

F5 key

Lists the names of all the characters (if any) in the current dungeon map.

F12 key
Emergency exit 

Esc key
While in dungeon, will teleport the player to Empiriana.  When you re-enter the dungeon you will be located in the area you exited the dungeon.

While exploring and battling in the dungeon, you can use the following keys for control:

Numeric Keypad

Arrow Keys

Action





2
down arrow
Move backwards

4
left arrow
Slide left

6
right arrow
Slide right

7

Rotate left

8
up arrow
Move forward

9

Rotate right

0

Attack (battle only)

period (.)

Change attack type (battle only)

Empiriana Black Axe

Black Axe is a game available to Empiriana players that is based on the modern game of Black Jack.  To play Black Axe, you must go to the Gambling Hall in the castle and select the Black Axe table from that room. This will take you to the Black Axe Lobby. From the lobby you can see other players and select a table at which you want to play. When in the lobby, any non-private messages you type will be sent to all other players in the lobby. You may also send private messages from the lobby to players anywhere else in Empiriana.
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To select a table to play at from the lobby, simply select the table by clicking on it (it will turn white

when it is selected) and then click on the Go To Table button. Each table can accommodate 5 players.  When playing at a Black Axe Table, non-private messages that are typed are sent only to the other players at your table. You may also send private messages to others anywhere in Empiriana.

Rules of the Game

Black Axe is a game played primarily between a player and a dealer. The Empiriana server plays the dealer in this game. The object of the game is get a higher score than the dealer without going over 21. While you get to play at the same table with other players and see each other’s cards for the purposes of winning your bet, only your hand and the dealer’s hand are used.

NOTE: When playing Black Axe in Empiriana, you are playing with your current character's gold. Any wins and losses will be reflected upon your character's gold.

Empiriana Black Axe (con’t)

The score of a hand is calculated as follows:
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Card


Points

Ace


1 or 11 points (see below)

2


2 points

3


3 points

4


4 points

5


5 points

6


6 points

7


7 points

8


8 points

9


9 points

10


10 points

Jack


10 points

Queen


10 points

King


10 points

To find out the score of a hand you simply add the point totals for all the cards in your hand. For

instance, a hand with a 3, 6, and a Jack would have a score(count) of 19 (3+6+10=19). Aces can count for either 1 point or 11 points. The game will automatically calculate whether to use the ace as a 1 or 11 when it displays your hand count.

If you go over 21, it is called a BUST, taking another card is called HITTING, ending your turn by

declining any more cards is called STANDING, and a tie with the dealer is called a PUSH.

While the player has many options available to play, the dealer follows a strict set of rules:

If the dealer has less than 17 he must hit (take another card). The dealer will continue to hit until he has 17 or greater.

The player’s cards are all dealt face up. The first dealer's card is dealt face down, until all player's turns are over. All other dealer's cards are dealt face up.

Empiriana Black Axe (con’t)
Insurance - Insurance is a side bet with the dealer that you can take when the dealer is showing an ace after dealing. When you take an insurance bet, you are betting that the dealer has Black Axe, or essentially that the dealer's down card is worth 10 points. The insurance bet is automatically 1/2 the amount of the bet on your hand and pays 2-1. (ex. you bet 10 on your hand, dealer shows an ace, and you take the insurance bet which is 5 gold, the dealer's down card is a Queen so the dealer does have Black Axe, and you win the insurance bet at the rate of 2 to 1 which means that you win 10 gold.) The insurance bet has nothing to do with your normal bet, if the dealer has Black Axe and you don't, you will still loose your original bet, but if you win insurance, it will make up for the loss and you break even.

Doubling - Doubling is allowed on all hands. Doubling simply doubles your bet on the current hand and gives you one card. You hand is then over.

Splitting- When you have a pair of cards at the beginning of your hand, you can opt to split the pair into 2 hands (which forces you to make an identical bet on the second hand as you placed on your first hand) the dealer gives each of your new hands a new card and you then play each hand individually.

Black Axe- This is simply a hand which equals 21 and has only 2 cards, which is always an Ace, and a 10 card. Black Axe beats all other hands.

Winning/Loosing - If you bust(go over 21) on your turn you automatically loose your bet. If the dealer busts and you don't, you win. If the dealer has Black Axe you loose unless you also have Black Axe (in which case it's a PUSH). Otherwise, whoever has the highest hand (you or the dealer) wins. If you have the same score as the dealer, you tie or PUSH. If you win with a Black Axe, it pays 3-2, i.e. a 10 gold bet would pay 15 gold in profit.

Commands

Here is a summary of the command buttons available for Black Jack. The options will only when they are applicable (i.e. the hit button is only displayed when it's your turn, etc.)
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+ - Increase the Bet amount by 2 gold

- - Decrease the Bet amount by 2 gold

HIT - take another card

STAND - indicate that you don't want to take any more cards for this hand

DOUBLE - Double your hand (only available at the beginning of your turn)

INSURANCE - Take the Insurance Bet.

NO INSURANCE - Decline the Insurance Bet.

DEAL - Start a new hand with a bet in the amount of your current bet setting.

PASS - Sit out a hand while watching others play.

LEAVE TABLE - Exit the table and return to the lobby.

Empiriana Black Axe (con’t)
There can be a total of 5 players at a table.
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For players familiar with Black Jack, the table rules for Black Axe are as follows:

The dealer uses a 5-deck shoe.

Dealer shuffles when less than approx. 20% of cards remaining in deck at start of hand.

Dealer notifies card counters.. er.. players when he shuffles.

Dealer does not burn any cards.

Dealer stands on 17.

Players may split any pair of cards including Aces.

Double after split is allowed.

Players can only split once per round.

Surrender is not allowed.

Black Axe (Ace+10 card) pays 3-2.

Insurance pays 2-1.

Player must stand on 7 cards (after 5 hits).

Minimum bet: 2 gold

Maximum bet: 30 gold (this may change in the future)

These rules are almost identical with many of the tables found in casinos on the Las Vegas strip, (with the possible exceptions of the 7-card stand, Ace Split, and Double any card. Also, dealers in Las Vegas usually shuffle long before the 20% remaining mark. For basic strategy players this has little impact, but for card counters, the 20% cut point is more favorable.)

Empiriana Dungeon Bones

Dungeon Bones is a dice game based on popular modern dice games. Using five die, the player rolls up to three times to achieve combinations that are recorded on a scorecard.  The objective of the game is to achieve a score of 360 points or better to progress to another game.  High scores are recorded for the players that win the most consecutive games in a row.  If a player scores less than 360 points in a game, the game ends and high scores (if any) are posted automatically.  
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Rules of the Game

Begin a new game and click the roll button.  The first roll all five die are rolled.  Each turn consists of up to three rolls.  If the player chooses to roll a second or third time, the player will select any or all of the dice, to roll again.  The choice of which dice to roll again can turn a weak first roll into a very strong scoring turn.  When the player is satisfied with the score of the current round they click on the appropriate scoring box to record the score.  Choose your score selection carefully as all scores are permanent and cannot be erased.  

As you examine the scorecard you see there are 16 different scoring selections.  On the left side, you will score your combinations of ones through six.  On the right side, you will score a variety of dice combinations from two pair to catch all.  Lets take a closer look at the individual scoring categories.

Ones through Sixes: You may record a score of one of a kind to five of a kind of these numbers.  You may also record a zero if you do not have anything scoring combinations.  

For instance after the player is done rolling, they end up with three dice each with 2, a dice with 5, and a dice with 3.  They could choose to score the twos for a score of 6, or score the fives with for a score of 5, or threes for a score of 3.  The best score in this case would be for the twos category.  If the player chooses to score a category in which they do not have any combinations a zero will be recorded for that score.

Two Pair:  To score two pair, the player must have a combination of at least two of a kind for two numbers.  For instance: two 4’s and two 1’s.  The score is the total of all the dice plus 10 additional points.

Three of a Kind:  To score three of a kind, the player must have a combination of three or more of any given number.  For instance: three 6’s.  The score is the total of all the dice plus 15 additional points.

Four of a Kind: To score four of a kind, the player must have a combination of four of any given number. For instance: four 5’s.  The score is the total of all the dice plus 30 additional points.

Five of a Kind:  To score five of a kind, the player must all five dice of the same number.  For instance: five 2’s.  The score is the total of all the dice plus 50 additional points.

Full House:  To score a full house, the player must have a combination of three of a kind and two of a kind.  For instance: two 3’s and three 4’s.  The score is the total of all the dice plus 20 additional points.

Short Straight:  To score a short straight, the player must have a combination of four dice in sequential order.  For instance: four of the dice falling into order 2, 3, 4, 5.  The score is 30 points.

Full Straight:  To score a full straight, the player must have a combination of five dice in sequential order.  For instance: all five dice in order of 1, 2, 3, 4, 5 or 2, 3, 4, 5, 6.  The score is 40 points.

All Even:  To score all even, the player must have all five dice be of an even number.  For instance: 2, 6, 6, 4, 2.  The score is the total of the all the dice plus 10 additional points.

All Even:  To score all odd, the player must have all five dice be of an odd number.  For instance: 1, 1, 3, 5, 5.  The score is the total of all the dice plus 10 additional points.

Catch All:  Any combination of 5 dice.  The score is the total of all five dice.

The bonus on the left side of the scorecard varies based upon the overall score of the left side.  Bonus’ can range from 10 to 50 additional points.  When all the scoring possibilities have been exhausted, the game automatically tabulates the totals and determines whether the score exceed 360 points.  If the player scores 360 points or more, they continue onto another game.  

Online Rules of Conduct
Every player entering Empiriana agrees to the Terms Of Service as described in the agreement when signing up for an account.  Each user is responsible for their actions while communicating and interacting with others while online.  The use of profanity and obscenities while in public places in the gaming environment will not be tolerated.  A player may be warned while online or by email about such conduct.  If a player continues such conduct, they may have their rights to communicate while online suspended.  Other actions that may be taken may include being removed from the system, account suspension, or total account removal.  While communicating with others in public places in Empiriana, please treat them with the same respect and courtesy that you yourself desire.  We understand that players will have differing opinions and may debate these while online.  These debates are acceptable as long as all participants agree to the debate; please remember to keep the foul language and personal insults out of these debates.

If another player annoys or is abusive do not hesitate to mute that player.  The Mute Player command is each player’s strongest and most effective tool to reserve your enjoyment of the game.  Each time a player is muted, that player is informed that they have been muted. If enough people end up muting an offensive player, the player may get the hint and change their conduct.  Do not be shy about using this very powerful tool if the need arises.  If you witness a player using foul language or obscenities while in public areas of Empiriana, please feel free to write an email to mailbox #711 in the Pigeon Coop.  We will monitor that user for future problems and complaints.  Please keep complaints limited to the Rules of Conduct and not complain about a player due to personal differences or arguments.  We cannot moderate an argument or debate.  Only you have control of that by either walking away from the situation or muting that account.  We will also be installing an option to permanently mute a selected account.  This will allow an account to remain muted even after you log off and back onto Empiriana.

We appreciate your cooperation and support in abiding by these Rules of Conduct while online.  

Spell Reference
A note about spells and magic.  Magic can affect many different attributes and characteristics of creatures found in the dungeon.  Many of these spells can be used in conjunction of other spells to strategically increase the odds in favor of the player.  However, magic by its very nature is very complex and susceptible to tampering.  Because of this, some spells will work in unison with some spells, while other spells will nullify an existing enchantment upon a monster.  We cannot teach you all there is to know about the complex art of magic.  The understanding of how spells interact with each other, and what combinations yield the best results is something that can only be taught by experience and observation.  Magic can be a very powerful ally, but magic wielded without thought can seriously impair chances of survival for even the most veteran of explorers.  Study magic well and it can become a strong and dependable ally.

The following reference outlines all the spells available to each class.

Spell Reference (con't)
Mystic
Minor Heal Self

Used in Battle

Level:

3

Targets:
Self

Range: 

N/A

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

15 ME

Description: 
Restores caster’s HP by 20-35HP.

Restore Self

Used in Battle

Level:

11

Targets:
Self

Range: 

N/A

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

85 ME

Description:
Restores caster’s HP by 80-110HP

Minor Heal 

Used in Battle

Level:

5

Targets:
Any

Range: 

Infinite

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

25 ME

Description:
Restores target’s HP by 30-40HP.

Heal

Used in Battle

Level:

9

Targets:
Any

Range: 

Infinite

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

75 ME

Description:
Restores target’s HP by 60-100HP.

Spell Reference (con't)
Mystic (con't)
Major Heal

Used in Battle

Level:

18

Targets:
Any

Range: 

Infinite

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

130 ME

Description:
Restores target’s HP by 120-220HP.

Enhance Flee

Used in Battle

Level:

4

Targets:
Any

Range: 

5 Grid Squares

Onset:

Next Round

Duration: 
1 Round

Can Fail:
No

Cost:

25 ME

Description:
Increases target’s chances of being able to flee in next round by 35%.

Punish

Used in Battle

Level:

8

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

50 ME

Description:
Inflicts  60-80HP of damage upon target.

Banish

Used in Battle

Level:

23

Targets:
Hostile

Range: 

10 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

200 ME

Description:
Banishes target by teleporting target out of battle. Note: This is a very difficult spell to cast with success.  Therefore this spell does not succeed very often.

Spell Reference (con't)
Mystic (con't)
Transfer ME

Used in Battle

Level:

10

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

75 ME

Description:
Replenishes target with 70ME (5ME is lost due in the casting).

Deter Attack

Used in Battle

Level:

2

Targets:
Any

Range: 

4 Grid Squares

Onset:

Immediate

Duration: 
1 + MYSL/10 Rounds

Can Fail:
Yes

Cost:

30 ME

Description:
Reduces targets chance of hit against caster by 35%.

Inspire Fear

Used in Battle

Level:

8

Targets:
Any

Range: 

7 Grid Squares

Onset:

Immediate

Duration: 
2 + MYSL/10 Rounds

Can Fail:
Yes

Cost:

75 ME

Description:
Inspires fear into target, causing target to seek other players to attack instead of caster if possible.  If caster is the only live player in a battle, the monster will still seek the caster, but will encounter decreased odds of scoring hits. If another caster succeeds in deceiving target, after this spell is cast, this spell will be rendered ineffective.  Only effective on low intelligence creatures, not live players.

Spell Reference (con't)
Mystic (con't)
ME Drain

Used in Battle

Level:

12

Targets:
Any

Range: 

4 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

80 ME

Description:
Drains 200-300ME from target.  Drained ME dissipates and is not captured by the caster.

ME Leach

Used in Battle

Level:

19

Targets:
Any

Range: 

3 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

140 ME

Description:
Draws 135-215ME from target.  Caster captures ME drawn from target. Note: the caster cannot draw more ME than the amount of ME that would restore the caster’s ME to maximum.

Relieve Pain

Used in Battle

Level:

15

Targets:
Any

Range: 

3 Grid Squares

Onset:

Immediate

Duration: 
1 Round + MYSL/10

Can Fail:
Yes

Cost:

150 ME

Description:
Reduces the damage dealt to target by physical attacks by 15% for the duration of the spell.

Chill Sight

Used in Battle

Level:

23

Targets:
Any

Range:

5 Grid Squares

Onset:

Immediate

Duration:
Instant

Can Fail:
Yes

Cost:

90 ME

Description:
Inflicts 150-300HP of ice based damage upon target

Spell Reference (con't)
Mystic (con't)
Retribution

Used in Battle

Level:

50

Targets:
Any

Range:

7 Grid Squares

Onset:

Immediate

Duration:
Instant

Can Fail:
Yes

Cost:

500 ME

Description:
Inflicts 480-980 HP of lightining based damage upon target.

Spell Reference (con't)
Brigand
Avoid Contact

Used in Battle

Level:

12

Targets:
Any

Range: 

3 Grid Squares

Onset:

Immediate

Duration: 
1 + BGSL/10 Rounds

Can Fail:
Yes

Cost:

40 ME

Description:
Makes target unable to land a normal physical hit on caster. 

Assassinate

Used in Battle

Level:

28

Targets:
Any

Range: 

2 Grid Squares

Onset:

Immediate

Duration: 
1

Can Fail:
Yes

Cost:

195 ME

Description:
If spell succeeds, the next physical attack on the target by the caster that succeeds while this spell is in effect, will deal a killing blow.  Once the spell enables the caster to assassinate a foe, the spell looses it’s effectiveness and must be cast again before assassinating another foe.

Rapid Departure

Used in Battle

Level:

3

Targets:
Self

Range: 

N/A

Onset:

Next Round

Duration: 
1 Round

Can Fail:
No

Cost:

15 ME

Description:
Increases target’s chances of being able to flee in next round by 50%.

Quickening

Used in Battle

Level:

13

Targets:
Self

Range: 

N/A

Onset:

Next Round

Duration: 
1 + BGSL/10 Rounds

Can Fail:
Yes

Cost:

55 ME

Description:
Caster gains 2 extra actions in the next round of combat.

Spell Reference (con't)
Brigand
Defensive Posture

Used in Battle

Level:

50

Targets:
Self

Range: 

N/A

Onset:

Immediate

Duration: 
1 Round + BRSL/10

Can Fail:
Yes

Cost:

55 ME

Description:
Reduces damage done to the caster by physical attacks by 35% for the duration of the spell.


Spell Reference (con't)
Warrior
Assault

Used in Battle

Level:

5

Targets:
Any

Range: 

2 Grid Squares

Onset:

Immediate

Duration: 
1 Round

Can Fail:
No

Cost:

15 ME

Description:
Reduces defense of target by 10% while spell is in effect.

Berserk

Used in Battle

Level:

16

Targets:
Self

Range: 

N/A

Onset:

Instant

Duration: 
1 + WRSL/10 Rounds

Can Fail:
No

Cost:

35 ME

Description:
Increases caster’s attack damage by 20% while spell is in effect

Hurt

Used in Battle

Level:

25

Targets:
Any

Range: 

3 Grid Squares

Onset:

Immediate

Duration: 
1 + WRSL/10 Rounds

Can Fail:
Yes

Cost:

50 ME

Description:
Quadruples the damage done to target by anyone while spell is in effect.

Inflict Damage

Used in Battle


Level:

8

Targets:
Any

Range: 

4 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

20 ME

Description:
Inflicts 25-50HP damage on target.

Spell Reference (con't)
Warrior (con't)
Bind Wound

Used in Battle

Level:

3

Targets:
Any

Range: 

2 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

10 ME

Description:
Restores 10-20HP to target.

Lead Attack

Used in Battle

Level:

23

Targets:
Self

Range: 

N/A

Onset:

Next Round

Duration: 
1 Round

Can Fail:
Yes

Cost:

50 ME

Description:
Caster gains 2 additional actions for next round of combat.

Defensive Brace

Used in Battle

Level:

10

Targets:
Self

Range: 

N/A

Onset:

Immediate

Duration: 
1 Round

Can Fail:
Yes

Cost:

25 ME

Description:
Increases caster’s defense by 25%.

Intimidate

Used in Battle

Level:

15

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
1 + WRSL/10 Rounds

Can Fail:
Yes

Cost:

35 ME

Description:
Reduces target’s actions per turn by 35% while spell is in effect.

Spell Reference (con't)
Warrior (con't)
Strategic Retreat

Used in Battle

Level:

23

Targets:
Self

Range: 

N/A

Onset:

Next Round

Duration: 
1 Round

Can Fail:
No

Cost:

15 ME

Description: 
Increases target’s chances of being able to flee in next round by 40-60%.

Spell Reference (con't)
Scout
Make Tracks

Used in Battle

Level:

5

Targets:
Self

Range: 

N/A

Onset:

Next Round

Duration: 
1 Round

Can Fail:
No

Cost:

15 ME

Description: 
Increases target’s chances of being able to flee in next round by 40-60%.

Enhance Missile

Used in Battle

Level:

10

Targets:
Self

Range: 

N/A

Onset:

Immediate

Duration: 
1 + SCSL/10 Rounds

Can Fail:
No

Cost:

25 ME

Description:
Increases odds of missile attack hitting target by 30%

Avoid Foe

Used in Battle

Level:

15

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
1 + SCSL/10 Rounds

Can Fail:
Yes

Cost:

35 ME

Description:
Prevents target from landing a hit on caster.

Attract Foe

Used in Battle

Level:

18

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
1 + SCSL/10 Rounds

Can Fail:
No

Cost:

40 ME

Description:
Causes target to seek and attack caster.

Spell Reference (con't)
Scout (con't)
Deceive Foe

Used in Battle

Level:

23

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
1 + SCSL/10 Rounds

Can Fail:
No

Cost:

50 ME

Description:
Leads target to believe caster is allied with target.  Target will not attack caster unless caster is the only player remaining in a battle. If another caster succeeds in deceiving target, after this spell is cast, this spell will be rendered ineffective. Only effective on low intelligence creatures, not live players.

Spell Reference (con't)
Questor
Valor Healing

Used in Battle

Level:

4

Targets:
Any

Range: 

2 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
No

Cost:

15 ME

Description:
Restores 15-30HP to target. 

Deter Aggression

Used in Battle

Level:

13

Targets:
Any

Range: 

3 Grid Squares

Onset:

Immediate

Duration: 
1 + QUSL/10 Rounds

Can Fail:
Yes

Cost:

45 ME

Description:
Reduces damage done by target by 30%.

For Honor

Used in Battle

Level:

8

Targets:
Any

Range: 

4 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

30 ME

Description:
Inflicts 25-60HP of damage upon target.

Educate

Used in Battle

Level:

20

Targets:
Any

Range: 

1 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

70 ME

Description:
Caster assaults target with a severe mental attack in an attempt to stun the target with the caster’s strong will. Target looses next turn.

Spell Reference (con't)
Questor (con't)
Eradicate

Used in Battle

Level:

18

Targets:
Any

Range: 

2 Grid Squares

Onset:

Immediate

Duration: 
1 Round

Can Fail:
No

Cost:

65 ME

Description:
Successful physical weapon attack by caster while spell is in effect, will do quadruple damage.

Repulse Foe

Used in Battle

Level:

15

Targets:
Any

Range: 

2 Grid Squares

Onset:

Immediate

Duration: 
1 Round + QUSL/10

Can Fail:
Yes

Cost:

50 ME

Description:
Increases the target’s defense by 20% for the duration of the spell.

Compel Foe

Used in Battle

Level:

24

Targets:
Any Hostile Target

Range: 

6 Grid Squares

Onset:

Next Round

Duration: 
1 Round + QUSL/10

Can Fail:
No

Cost:

80 ME

Description:
Causes target monster to seek caster for the duration of the spell.

Spell Reference (con't)
War Mage
Vindictive Fire

Used in Battle

Level:

8

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

22 ME

Description:
Inflicts 35-70 HP damage on target.

Fireball

Used in Battle

Level:

10

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

29 ME

Description:
Inflicts 55-85 HP damage on target.

Hell Fire

Used in Battle

Level:

13

Targets:
Any

Range: 

4 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

55 ME

Description:
Inflicts 120-200 HP damage on target.

Lethal Fire

Used in Battle

Level:

17

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

88 ME

Description:
Inflicts 150-280 HP damage on target.

Spell Reference (con't)
War Mage (con't)
Brimstone Kiss

Used in Battle

Level:

19

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

120 ME

Description:
Inflicts 250-400 HP damage on target.

Flaming Death

Used in Battle

Level:

29

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

255 ME

Description:
Inflicts 330-600 HP damage on target.

Incineration

Used in Battle

Level:

32

Targets:
Any

Range: 

7 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

347 ME

Description:
Inflicts 430-730 HP damage on target.

Ice Pummel

Used in Battle

Level:

7

Targets:
Any

Range: 

4 Grid Squares

Onset:

Immediate

Duration: 
Instant

Targets:
Any

Cost:

18 ME

Description:
Inflicts 29-58 HP damage on target.

Spell Reference (con't)
War Mage (con't)
Ice Ball

Used in Battle

Level:

11

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
Instant

Targets:
Any

Cost:

35 ME

Description:
Inflicts 70-105 HP damage on target.

Frost Blast

Used in Battle

Level:

14

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

72 ME

Description:
Inflicts 149-210 HP damage on target.

Frozen Pain

Used in Battle

Level:

16

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

80 ME

Description:
Inflicts 145-250 HP damage on target.

Ice Strike

Used in Battle

Level:

21

Targets:
Any

Range: 

5 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

140 ME

Description:
Inflicts 280-430 HP damage on target.

Spell Reference (con't)
War Mage (con't)
Ice Bomb

Used in Battle

Level:

23

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

150 ME

Description:
Inflicts 250-460 HP damage on target.

Freezing Thing

Used in Battle

Level:

25

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

190 ME

Description:
Inflicts 280-495 HP damage on target.

Frozen Death

Used in Battle

Level:

27

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

225 ME

Description:
Inflicts 290-545 HP damage on target.

Frozen Hell

Used in Battle

Level:

31

Targets:
Any

Range: 

6 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

310 ME

Description:
Inflicts 395-675 HP damage on target.

Spell Reference (con't)
War Mage (con't)

Bitter Cold

Used in Battle

Level:

38

Targets:
Any

Range: 

7 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

420 ME

Description:
Inflicts 490-820 HP damage on target.

Hungry Fire

Used in Battle

Level:

46

Targets:
Any

Range: 

7 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

550 ME

Description:
Inflicts 580-960 HP damage on target.

Arcane Shield

Used in Battle

Level:

9

Targets:
Self

Range: 

N/A

Onset:

Immediate

Duration: 
1 Round + WMSL/10

Can Fail:
Yes

Cost:

55 ME

Description:
Reduces damage done to the caster by physical attacks by 35% for the duration of the spell.

Time Bend

Used in Battle

Level:

20

Targets:
Any

Range: 

7 Grid Squares

Onset:

Next Round

Duration: 
1 Round +WMSL/10

Can Fail:
Yes

Cost:

60 ME

Description:
Reduces the target’s moves per turn by 15-25% for the duration of the spell.
Spell Reference (con't)
War Mage (con't)

Ethereal Barrier

Used in Battle

Level:

24

Targets:
Self

Range: 

N/A

Onset:

Immediate

Duration: 
1 Round

Can Fail:
Yes

Cost:

75 ME

Description:
Increases the caster’s defense by 15-20% for the duration of the spell.

Cosmic Fire

Used in Battle

Level:

Targets:

Range:

Onset:

Duration:

Can Fail:
Yes

Cost:

Description:
Inflicts lightening based damage upon the target.

Spell Reference (con't)
All Classes
Burn

Used in Battle

Level:

2

Targets:
Any

Range: 

2 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

8 ME

Description:
Inflicts 5-30 HP damage on target.

Searing Heat

Used in Battle

Level:

6

Targets:
Any

Range: 

4 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

14 ME

Description:
Inflicts 20-40 HP damage on target.

Sleet

Used in Battle

Level:

4

Targets:
Any

Range: 

3 Grid Squares

Onset:

Immediate

Duration: 
Instant

Can Fail:
Yes

Cost:

12 ME

Description:
Inflicts 20-35 HP damage on target.
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