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GETTING STARTED

SYSTEM REQUIREMENTS

Computer: Throne of Darkness requires an IBM PC or 100% compatible computer, with a
Pentium 266 or better processor. Your computer must have at least 32 megabytes of RAM
for single player and 64 megabytes RAM for multi-player.

Operating System: You must be running Windows 95, Windows 98, Windows ME,
Windows NT 4.0, or Windows 2000 to play Throne of Darkness on your system.

Controls: A keyboard and a 100% Microsoft-compatible mouse are required. Throne of
Darkness is not designed to work with game pads or joysticks.

Drives: A 4X speed CD-ROM drive and a hard drive with at least 700 MB of disk space
available are required.

Video: Throne of Darkness requires an SVGA monitor and a video card compatible with
DirectDraw. You must have DirectX 7 or higher installed on your system to play the game
(DirectX 8.0a is included on the Throne of Darkness Install Disc).

Sound: Throne of Darkness works with any DirectX 7 or higher compatible sound card.

Multi-player connectivity: Access to Sierra’s online game service requires a low latency
Internet connection with support for 32-bit applications and rated at 56 Kbps or faster.
Multi-player games played cver a LAN require a TCP/IP network.

INSTALLING THRONE OF DARKNESS

Place the Throne of Darkness installation disc into your CD-ROM drive. If your computer is
AutoPlay capable, the Throne of Darkness Installer menu will autormnatically appear on the
screen. Select Install Throne of Darkness from the list to start the installation process. Follow
the on-screen instructions. After the game is successfully installed, a Throne of Darkness short-
cut is added to your Start menu.

If your system is not AutoPlay capable, open the My Computer icon on your desktop and select
the drive letter that represents your CD-ROM drive. Double-click the Setup icon and continue as
set forth in the paragrapn above.

INSTALLING DIRECTX

Make sure that the Throne of Darkness installation disc is in your CD-ROM drive. When you
begin the installation process, Throne of Darkness automatically detects whether you have
DirectX. Should you need to update your version of DirectX or install it for the first time, you will
be prompted to do so. Since Throne of Darkness cannot be played without DirectX, we recom-
mend that you install DirectX immediately should you be so directed.

If you experience any problems with Throne of Darkness, please see our Troubleshoating section
before you attempt to contact technical support.
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TROUBLESHOOTING

Throne of Darkness requires that you have Microsoft's DirectX 7 or higher installed and that
your video and sound cards are DirectX 7 compatible. DirectX 8.0a is included on the Throne
of Darkness installation disc. The most common problems with DirectX games are old or out-
dated device drivers. for your sound card and video card. If you have problems with Throne of
Darkness, you should first contact your video and sound card manufacturer (via their Web
sites or over the telephone) for information on obtaining the latest drivers.

Why am | getting a black screen when | start Throne of Darkness?

Either your video card is not DirectX compatible, or you are using an older version of
DirectX. You will need to install DirectX 8.0a from the Throne of Darkness installation disc,
and/or obtain DirectX-compatible drivers from your video card manufacturer.

Can | run Throne of Darkness on a system that is slower than a Pentium

2667

Throne of Darkness has been optimized to run best on a Pentium 266 or faster processor.

While systems slower than a Pentium 266 may run the game, it may nct run properly or at

playable speeds.

Is there any way to play Throne of Darkness without the CD?

No. You must have the Throne of Darkness play disc in your CD-ROM drive in order to

play the game.

Can | install Throne of Darkness to a compressed drive?

Yes. However, we do not recommend this because game performance may suffer.
GETTING THE LATEST VE

O

When you install Throne of Darkness the install
you run Auto Update, it gives you a list
~ then gives you an easy way to go on

rrecommend you run this regularly as a ¢
latest versions of all your Sierra products.
rovider (ISP) to access this feature. Wh
will still have 1o pay your regular fees t
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SuUPPORT CONTACTS

ONLINE SUPPORT SERVICES
Sierra provides upcoming news, software updates, product demos, reviews, technical support,
and more on the following service:

World Wide Web: http://www.sierra.com

BErORE YOU CALL FOR TECHNICAL SUPPORT

If you are having problems, please consult the troubleshooting section before calling technical
support. We receive many calls every day and can deal with your inquiry more efficiently if you
know the following information:

® The manufacturer of your computer and its CPU type/speed

¢ How much RAM your system has

¢ The version and type of operating system that you are using

The manufacturer and model of your video card, sound card, and modem

Our technical support number is (425) 644-4343. Qur hours are 8A.M. to 4:45 PM. Pacific Time,
Monday through Friday, except holidays. Have a pen and paper handy when you call, and be
near your computer if at all possible. No game playing hints will be given at this number.
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TUTORIAL

BEFORE YOU START

A quick note on terminology: Throughout this manual there are some terms with which you
might be unfamiliar. Since much of your interaction in the game is accomplished by using your
mouse, you should be fluent with some mouse-specific expressions. The phrases “click” and
“left-click” refer to quickly pressing and releasing the button on the top, left side of your mouse.
The phrase “right-click” means pressing and releasing the top right mouse button. “Double-
click” means to rapidly click the top left mouse button twice.

When pressing a key on the keyboard duplicates an action that would normally require you to
use the mouse to click something on the screen, that key is called a “hotkey”. In this manual,
when we refer lo an action that has a hotkey shortcut, we will print the hotkey in bold text. For
example, the hotkey for using the inventory is the "I" key.

STARTING THE GAME

Once the Throne of Darkness installation is complete, do not remove the Throne of Darkness
play disc from your CD-ROM drive. If your computer is Autoplay-enabled, a Throne of Darkness
menu with a list of options pops up after you insert the play disc. If Autoplay is not enabled, you
can get to this screen by opening the My Computer icon and double-clicking on your CD-ROM
icon. Locate the Setup program and double-click on that icon. Once the Throne of Darkness
menu appears, select the Play Throne of Darkness option from the list of choices.

CHOOSING A CLAN

After Throne of Darkness has loaded, select the "New Game" option. This takes you to the Clan
Selection screen where you will be presented with the option to choose one of four castles.
Each castle and its seven samurai are unique. Select a castle and then give its clan a name by
typing it in the box. Now you're ready to begin...Click on the Start button.

ENTERING THE WORLD AND GETTING YOUR FIRST QUEST

When you starl your game, your samurai are given their first quest. Your Daimyo, the narrator of
Throne of Darkness, will give you orders to "...clear the castle of the invaders." Once he is
done speaking, a Quest "Q" icon appears in the lower left of the play screen, indicating that you
have been given a quest. The Quest icon appears whenever you are given a new quest or
whenever a major event has occurred toward completing an existing one,

Clicking on the Quest icon brings up the Quest Interface, which keeps track of the quests you
have been assigned, the status of current quests, which quests you have completed, and how
many guests are remaining. You can access the quest interface whenever you wish by clicking
on the Quest Interface button on the Taskbar, or by pressing the "Q" key. You can then close
the interface by clicking the close button or by pressing the "Q" key again.
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Unlike most games, your quests are not seguential, meaning thal il is possible lo complete them
in any order you choose, as long as your samurai are powerful enough. There are two types of
auests: Strategic, and Personal. Strategic Quests are the same from clan to clan, and advance
the main story line. Personal Quests vary depending on which castle you start from, and are
assigned to a particular samurai in your party. Becoming familiar with your samurai's names will
help you to recognize when their quests have started. Personal Quests do not need to have the
exact samurai active to start the quest, but you will need to bring him into your active party to
finish the quest (see Daimyo Interface).

CONTROLLING YOUR CHARACTERS

To move your characters around the game environment, place your mouse cursor over a loca-
tion and click. If there is a clear path to that location, your character will move there, Notice
that the screen moves to stay centered on your currently selected character at all times and
reveals new areas as you move about the world.

To move continuously, hold down the left mouse button. Your character moves in the direction
of the cursor until you release the mouse button. Note that obstacles such as walls, monsters,
or closed doors may prevent your character from reaching the desired location.

SWITCHING THE ACTIVE CHARACTER

The Active Character is the player that you choose to control directly. The other Samurai follow
the Active Character. You can switch to another Samurai in your party 3 different ways. To
switch your Active Character with the mouse, click on an inActive Character's portrait in the
Control Panel at the bottom of the screen. To switch your Active Character using the keyboard,
press the F1-F4 keys to switch to a specific Samurai, or press the space bar to toggle through
the Samurai in your party. When entering into hectic battles, using the space bar often is a good
way to control your team.

MELEE AND RANGED COMBAT

Click on the stairs to go down to the first combat area, then wander around until you encounter a
monster (it shouldn't take too long). Now position the cursor over the monster you wish to attack.
A bar indicating the name of the monster and its health will appear at the top of the screen. Once
you have targeted the monster, click on it to attack. Your currently selected character will attack.
Continue to click on the monster to repeat your attack. Other characters not currently selected will
behave as defined by their character or tactic. This is a major factor in the game play, since you
are controlling only one of up to four characters at any given time. Using tactics for the other three
is & must if you want to be effective. For more information on this see Tactics and Roles.




MAgic COMBAT

Magic combat happens much like melee and ranged combat, except that it is controlled by
right-clicking instead of left-clicking. Targel a monster and right-click on it. The Active
Character will then cast his currently selected spell toward the target.

TREASURE

Treasure is a big part of Throne of Darkness. You will need it to acquire the necessary tools to
finish the game. Treasure can be found in items such as chests, barrels, cracks in the Earth's

a"'“"surface, and other secret places. They can even drop out of monsters when they die. Make

sure to click on all highlighted items as they have some form of function. Be careful, though, as
some containers for items are traps.

When you want to pick up an item, left-click on it. Your Active Character will then run up to
the item and put it in his inventory. If the item can be worn and the slot for it is empty, the item
will then automatically equip itself into the empty slot. To quickly see what items are near your
characters, press the ALT key. This will show a tool tips description of all items in the play area.
If you no longer have room in your Active Character's inventory, try having another character
pick the itern up.

DEATH
If the Health Sphere of any of your clan characters is reduced to zero during the game, that
character has died. When this happens, the dead Clan member will fall to the ground, his
portrait will become grayed out, and a message will be displayed informing you that a character
has died. Your Daimyo has the power to resurrect your characters, and procedures for this are
discussed in the Daimyo Interface section of this mapwal. If all of your samurai are dead, the
game is over, and you must start from where yous _S:L%éé\i?d
| &3
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STORY LINE

There is a legend in Japan that dates back to the Age of Kami. It is a legend that is rarely
spoken of, and even then, in furtive whispers and never in the dark. The legend tells of the
Decline of the Kami brought on by the Lord of Evil and Demon of Destruction, Maou-Hakaiki
Zanshin and the heroes who fought against the darkness.

The legend begins with the ascension of Shogun Kira Tsunayoshi, great grandson of Kira
Bennosuke, as Supreme Warlord of Yamato.

Fifty years before, when Bennosuke had risen to power and became the Shogun, he had
commissioned five castles. One was built on the sacred mountain of Shourinzan, to honor those
that gave their lives for him, and to appease the souls of the vanquished. The other four were
built around the mountain in line with the cardinal directions, each honoring one of the four gods
who had aided his rise to power. Bennosuke awarded four of his most capable and loyal retain-
ers the four lower castles to act as both guardians for the shrines and as protectors of the king-
dom.

Bennosuke ruled Yamato with a fair and just hand. The four deities, Susano-0o-no-mikoto, God

of the Sea and Storms, Amaterasu-oo-mikami, Goddess of Sun, O-Kuni-nushi, God of the Land
and Raiden, God of Lightning, were given the place of Official Deities of Yamato. Daily obeisance
were made to the four Gods and certain days of the year were set aside for them.

As time passed, the people gradually forgot the days of strife and grief from war. Trade flourished,
there was plenty to eat, and there was always something new and interesting to entertain one's
self. Yet in time, the people grew soft, and their faith wavered.

Bennosuke passed away and he was succeeded by Kira Tsunayoshi. Tsunayoshi was a
wretched statesman and a pathetic leader. The responsibilily of running the kingdom was left to
the four Daimyo, while Tsunayoshi amused himself. From parading his troops up and down the
mountainside "just to see their banners flapping in the breeze," to throwing week-long banquets
of extraordinary decadence, Tsunayoshi led an extravagant and shallow life.

Spurred on by the acts of their ruler, the people, too, shared Tsunayoshi's decadent lifestyle.
Normal life no longer seemed to have the same allure it once had. Wars were a thing of the past
and it was now time to live life to its fullest. Gold became the new god as Yamato grew affluent
under the rule of the four Daimyo. The people stopped caring about the four gods who had
helped them in their time of need and began worshiping newer, more sinister gods, which
seemed to fit their life style.
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But the Gods were not without their divine punishment; bath for the hubris of Tsunayoshi, and the
loss of reverence from the people. Tsunayoshi awoke one morning with the terrible knowledge
that he was dying, as the Gods had whispered in his dreams. This, they said, was his punishment
for both the excesses of his people, and himself. But the Shogun did not relent in his behavior. He
sent a proclamation through the kingdom demanding that anyone who could save his life come
and do so. Many came, but none could deliver their promise. Each failure resulted in an execu-
tion, each more terrible then the last. Rumors began to surface, about dark and evil ceremonies
the Shogun practiced. How he would bring young children into his castle and they would never
be seen again. How entire villages sometimes disappeared, and for weeks afterward muffled
wails could be heard from the castle walls. Tsunayoshi then began to send agents throughout the
kingdom to bring people to him that could save him.

Then one day, a Monk came to the castle gates demanding to see the Shogun, claiming he had
an elixir of immortality. The Monk was a small, shriveled man dressed in the simple garb of a
Buddhist priest. Painfully thin arms clutched a bamboo staff that produced an odd staccato
counterpoint to his crab-like gait as he shuffled across the pavement. He was quickly shown to
the bedside of Tsunayoshi, where the Monk gave a draught of exceeding bitterness to the
Shogun. Within minutes, the Shogun rose from the bed, fully rejuvenated, and bellowed for the
servants to bring him sake. That night the Shogun and the Monk drank a prodigious amount of
alcohol. What passed between the two is unknown, but it has been surmised that the Monk kin-
dled the fire of conquest and glory in the Shogun.

The next day, the Monk watched the Shogun's soldiers as they were paraded before him.
Something had changed inside the Shogun. There was a malevolent fire burning in his eyes as
he surveyed his troops, even though his outer appearance suggested ctherwise. Turning te the
Shogun, the Monk told him that it would be possible to produce a vast quantity of the elixir so
that it could be given to the soldiers, assuring victory in any battle. His advisors recoiled in horror
as a terrikle smile crossed the face of Tsunayoshi. Records of the accounts tell how his face
grew dark, and a pair of oni horns was seen for a moment on his head.

It has been generally agreed that at this point, the Shogun was no longer human, but the demon
Zanshin, the Dark Warlord. The elixir was said to have been made using ancient scrolls brought
over from China, and when imbibed, the victim would become immortal, but at a terrible price.

A gateway to the drinker's soul would be opened, allowing it to be engulfed by an evil spirit that
would inhabit the body, preserving it for all time.
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The Dark Warlord immediately ordered the Monk to mix up a batch of the elixir. A great cauldron
was brought out into the middle of the courtyard, and servants stacked huge piles of cordwood
around it. The Monk lit the mass of wood with a gesture of his hand and soon the cauldron was
bubbling away. Into it, the Monk threw in rare and bizarre ingredients. Mandrake, ginseng, the
dried carcasses of unknown sea creatures, and what appeared to be the paw of a bear were
tossed into the cauldron. He began summoning poisonous insects that all flew or crawled into a
large bag, which he then threw into the cauldron. Evil smells began drifting from the cauldron
and the flames lifted higher. The heat grew unbearable, but the Monk still stood near, somehow
protected from the burning fire. At night, the glow from the flames could be seen for miles. After
two days, the fire died down, and the Monk declared the potion to be ready.

As the potion was poured into sake cups, the Dark Warlord ordered his soldiers to form up. For
a moment he stood silent, collecting his thoughts, then made an announcement, asking anyone
who did not wish to take the potion, 1o step forward. Thirty men stepped forward. The Shogun
suddenly made a series of quick hand gestures. Ten of the men died vomiting their internal
organs out. Another ten died when their heads were wrenched from their bodies by an unseen
hand. The last len died as their skeleton tore itself out of their bodies, ther collapsed in a heap.

For a moment, the Dark Warlord simply stared at the mangled piles of flesh, then bellowed out a
command.

"This shall be what happens if you do not follow my orders! This is the fate of traitors! This shall
be the fate of our enemies! We shall be victorious, we shall crush all who oppose us, and none
shall be left standing before us! Now drink of the elixir of victory."

Ten more died as they tried to run. The others simply watched in horror, and drank the elixir. The
screams of the men were said to have been heard in faraway Chungkuo.

The Dark Warlord drank in the sounds of the awakening beasts, and answered them with a roar
of his own. The flesh of his human body began to split and sloughed off, revealing the true form
of the Dark Warlord.

As the strange night passed, the inhabitants of the Daimyos' castles changed their watch as the
first rays of daylight touched the horizon. The forces of the Dark Warlord were waiting for this
opportunity. With lightning force, they crashed through the gates, leaving a flurry of dead bodies
in their wake. As they poured into the courtyard, they broke into two columns, one smashing
into the outer citadel, slaughtering the night watch as they were coming off their shift, and the
day watch as they were gearing up. More troops rushed up the stairs, killing soldiers left and
right as they lay sleeping in their beds, and overwhelming those that tried to put up resistance.
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The second column chased down the defenders that ran for the main citadel's armory. A running
battle was fought through the armory, as the defenders frantically grabbed what weapons and
armor they could get a hold of. Others fled into the storage room, and were hunted down like rats
and killed, their blood soaking the walls. The remaining defenders ran up into the next level, as
others gave their lives to allow their comrades to don their armor.

A running battle was held through the next level, and word was passed down that they would
gather to attempt a counter attack in the throne room. The defenders valiantly held against the
shadow soldiers, but there were too many. They were overwhelmed as wave upon wave of
troops were smashed against them, and finally they broke and the stragglers fled up the stairs to
gain their Daimyo time to escape.

As the defenders collapsed before the onslaught, they came upon the body of the Daimyo's wife
who had killed herself. She had seen what was to follow and had committed suicide by cutting
her own throat rather than face the fate that awaited them. The Daimyo had been taken to the
very top of the castle, where he assumed he would die.

As the shadow soldiers mounted the steps to the shrine level, they mysteriously stopped, and
retreated. The Daimyo and his retainers were puzzled by this action, bul continued to stay
vigilant in case they attacked anew. Through the windows, they saw a main part of the army
departed and headed back to the mountain castle. Unbeknownst to them, the Dark Warlord had
given the recall command, assuming his forces had annihilated the Daimyo by now. The Dark
Warlord would later pay for his mistake. As dawn fell across the castle, a scene of carnage was
unveiled before the survivors. Body parts were strewn all over the courtyard, and the screams
and gurgles of the occasional survivor could be heard as they were found and killed. The smell
of blood was everywhere and the Daimyo realized this was a time to counterattack. This was a
chance given to him by the gods, a chance for revenge. An order was given to his seven
remaining retainers: "Bring me the head of Kira Tsunayoshi. The gods have granted us one last
chance and we must not fail."
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GAME MENUS

MAIN MENU

The Main Menu allows you to start new
games or load saved games in single or
multiplayer mode, set graphic and
sound options, and see the credits for
the game. Play On-Line connects you
to the Throne of Darkness lobby where
you can create or join multiplayer
games.

The main menu displays these options:

New Game - Select this option to slart
a new single player game.

Load Game - Select this option to load a previously saved single player game.

Play Online - Select this option to connect to the Sierra.com Internet gaming site.
Multiplayer - Select this option to start or connect to a multi-player game on a LAN.
Options - Select this option to adjust the game's video, sound, and connectivity options.
Credits - Select this oplion 1o see a list of the people who worked on Throne of Darkness.
Exit - Select this option to exit Throne of Darkness.

IN-GAME OPTIONS

From the Options screen, you may
modify the following system options in
Throne of Darkness. This screen can
be accessed from the Main Menu or
from the Esc menu during game play.

Music Volume - Move the slider to the
right lo increase the volume, or to the
left to decrease.

Sound Effect Volume - Move the slider
to the right to increase the volume, or
to the left to decrease.

Sound Provider - Use this feature to
select your sound provider.

Lighting - This turns on or off the dynamic lighting that surrounds the player characters,
On some slower syslems, turning this feature off may improve performance.

Connection Speed - Use this feature to select your connection speed for muitiplayer games.
Speaker Type - Use this feature to sclect the configuration of your speakers.
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CONTROLLING YOUR CHARACTERS

THE GAME INTERFACE

The play area consist of the upper area
of the screen. This is where your
samurai are displayed along with the
environments, creatures, and any items
you see along the way.

The control panel is located at the
lower part of the screen. This area
displays your characters' current status
in the game and gives you access to
the game's inlerfaces.

The Daimyo Interface is an additional
part of the Control Panel, which is
accessed by clicking on the Daimyo
butlon, the top outton in the center of
the panel. The Daimyo Interface gives
you access to the Daimyo's abilities to
teleport Samurai between the shrine
room and the location of your aclive
party, as well as access to the
Blacksmith and Priest (after you have
found them).

The Control Panel is composed of
several elements:

Character Portraits - The four
Characler Pertrait slots left of center
are slots for images of the up to four
player characters that can be active at
one lime. Left-click on a portrait to select that character (a colored border will appear around
the portrait). You can also hit the space bar to toggle through your samurai, or hit the the F
Keys, 1 through 4. The red bar at the top of each portrait displays the health of the character,
and the blue bar at the bottom displays the available Ki.

Health Sphere - Located on the left side of the Control Panel, the Health Sphere displays the
current health of your Active Character. When the Health Sphere is down to nothing, your
character will die. The Health Sphere can be replenished by drinking health potions, encountering
special items or certain shrines, or by visiling your Daimyo who can resurrect.

Ki Sphere - Located on the right side of the control panel, the Ki Sphere displays your Active
Characler's current amount of Ki. Kiis the potion that allows you to cast magic. Ki may be
refilled by drinking Ki potions or by encountering certain shrines along the way.
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Tactics Button - The green button on the left overlapping the Health Sphere is the Tactics
Button. This shows the current active tactic. Left-click this butlon to open a list of Tactics, and
click on a tactic to activate it. Right-click this button to open up the Tactics Editor.

Spell Button - The gold button on the right overlapping the Ki Sphere is the Spell Button. This
shows the current spell for the Active Character and can also be left-clicked on to cpen the list
of spells available for that character. Right-clicking on the Spell Button will open up the Spell
Tree allowing access to other spells once spell points are accumulated.

Switch Weapon Button - The button just to the left of the Spell Button is the Switch Weapon
button. Pressing this will switch between using weapon 1 and weapcn 2 of the Aclive
Character.

Daimyo Button - In the center of the Control Panel are three buttons in the shape of a triangle,
and a single smaller button in the center. The top button opens the Daimyo interface.

Inventory Button - The bottomn right button in the center of the Control Panel opens the
inventory of the currently selected character.

Character Stats Button - The bottom left button in the center of the Contrel Pancl opens the
Character Stats screen for the currently selected character.

TAsKBAR BUTTON

Taskbar - The small button in the cen-
ter is the Taskbar button. This button
toggles the Taskbar on and off. From
left to right, the buttons on the Taskbar
are; Tactics screen, Spell book, Map,
Quests, and if you are in multiplayer,
the chat screen.

¢ Tactics - Open/closes the tactics
screen.

o Spellbook - Opens/closes the
spellbook for the currently select-
ed character,

¢ Map - Toggles on/off the
Automap.

¢ Quests - Opens/closes the Quest Interface. Only available in single player.
e Chat - Opens/closes the chat screen. Only available in multiplayer.

Belt ltems - To the right of the center three buttons are four slots for potions. Each character
has four potion slots, and the potions in the current view are the ones on the belt of the Active
Character.

16



The Automap - The Automap is a map of the current world in the upper-left corner of the
screen. To open the Automap, click the Automap button on the taskbar, or press the "M" key.
As you move your characters around the world, the map is uncovered, revealing where you have
and have not been. The red icon shows the location of your currently selected character, and
the other green icons reflect the locations of the other three party members. Following the gold
line in the Wilderness gives the most direct route to the next citadel. To increase the map size,
press the "+" key on the number pad of your keyboard. To decrease the map size, press the "-"
key on the number pad of your keyhoard.

PorTAL GATES

At various places throughout the
game you will find Portal Gates.
They will allow you to travel
between enormous distances in
just seconds. To activate, left-click
on the Portal Gate. Once activat-
ed, a menu will open showing all
possible destinations. Be sure to
click on Portal Gates as you find
them to add their locations to your
Teleport Interfaca. Teleport desti-
nations appearing in gray text are
ones you have not yet discovered
and activated. You can jump
between any Portal Gates shown in orange text by clicking on their buttons in the Teleport
Interface. Moving your Active Character off the portal gate will automatically close the Teleport
Interface.

USING ITEMS

Enemies will toss out an item when
defeated. The item will often con-
form to the general nature and
equipment of the creature. For
example, Shadow Archers will often
give bews or treasure.  To pick up
abjects or interact with objects in
the world, highlight the them with
the cursor and left-click, In this
way you can open doors, unlock
chests, talk to NPCs, or pick up
itemms on the ground,
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INVENTORY INTERFACE

Once an item is picked up, it goes into your character's Inventory. Access your Inventory at any
time by pressing the "I" key on your keyboard or by clicking the Inventory button on the Control
Panel. Each of your characters has his own Inventory. Clicking on a portrait on the Control
Panel while Inventory is open selects the associated character's individual inventory. This can
also be done by clicking on the arrow key under the portraits on the Inventory screen. The
Inventory screen takes up half of the Play Area. Notice that the game continues in the other half
without pausing.

The top half of the Inventory Interface contains several slots representing the equipment slots
where the Active Character can hold equipment. If you pick up an item that can be equipped
and the character has the appropriate equipment slot fres, the item is auto-equipped. For
example, if your character does not have a helmet and you pick one up, the character automati-
cally wears the helmst.

The equipment areas on your characters include;
Head - This is where you equip any helmet or head armor. This raises the character's armor
class.

Arms - This is where you equip any armor for your character's arms. This raises the character's
armor class.

Mask - This is where you equip masks. Masks contain magical attributes.

Weapon 1 - This is where you equip your character's primary weapon.

Body - This is where you equip basic body armor. This raises the character's armor class.
Weapon 2 - This is where you equip your character with a secondary weapon.

Jewel - This is where you equip Jewels.

Medicine Case - This is where you equip Medicine Cases.

Legs - This is where you equip any Leg Armor. This raises the character's armor class.
Talisman - This is where you can eguip a Talisman.

Rosary - This is where you equip Rosary Beads.

Inventory - The large grid at the bottom of the screen is your Active Character's Inventory. The
Inventory can hold different sized items depending on how much space is available.  As your
character acquires more itemms, the Inventory will automatically move and sort them to maximize
the amount of available space. When your Active Character's inventory becomes full, you
must either give the item to another samurai in your clan, offer the item up to the Blacksmith or
Priest, or throw it on the ground.

You can gather information on any item in Inventory by holding the cursor over it for a few
seconds. The pop-up menu will give you specifics regarding the item's attributes, requirements,
and other specifics. To drop an item, left-click the item, move it into the Play Area and click
again. The item will fall to the ground. If you drop the item onto another item in an equipment
slot, the items will swap places. If an item is picked up with the Inventory Interface already
open, place the item into your Inventory by left-clicking it into an empty area.
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ltems located in your inventory are not equipped and therefore do not affect your character's
stats. To equip items from your character's inventory, place any weapons, armor, or other slot
specific items in the appropriate equipment slots. There are faded out graphics behind each slot
to help you determine where each ilem goes.

You can drink potions located in your Inventory by right-clicking on them.

In the Inventory for each character, you will find any gold he has picked up during play. Hold the
cursor over the gold to display how much gold your character is cartying. The Blacksmith and
the Priest require gold for the services they provide.

Gold and other stackable items can be divided out by left-clicking the stackable item. A Pick Up
bar will appear over the item indicating how much of that item you would like to pick up. Type
the amount on the key board and hit the enter key. Your amount specified will then be in your
control. To quickly take all of your stackable items at once, double left-click the item.

To close the Inventory, click the Close button in the Inventory screen.

Belt ltems - The Belt ltems Slots are designed to allow quick access to the potions your
characters find or buy. The Belt is located on the Control Panel by a row of four potion specific
slots. After a potion is used, if another one of the same type is avallable, it automatically will be
moved from Inventory into the belt.

Potions go into the following specified slots:

Potion Slot 1: Holds the Health potion, which increases health.

Poticn Slot 2: Holds the Ki potion, which replenishes Ki.

Potion Slot 3: Holds the Restorative Potion, which restores both Health and Ki.

Potion Slot 4: Holds the Antidote potion, which cures characters when poisoned.
Pations are used by either opening the Inventory and right-clicking a potion, or by using the

Potion on the Control Panel. Potions may be used by either right-clicking on the potion, or
using the respective hotkey associated with the Belt ltems Slot (hotkeys 1-4).

Al-controlled characters will automatically use Ki and Heath potions to rejuvenate themselves.

If a character uses all but 10% of their Hit Points, he will automatically use a Full Healing potion.
Lesser potions for Healing are used only when none of the potion will be wasted. As soon as
one can be used without wasting any, it will automatically be used. Characters will use Ki
potions only when their Ki Points run out or when they can no longer use the selected spell,
because their Ki Paints are tco low.
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TACTICS AND ROLES

Left-click on the green tactics button and it will bring up a list of tactics, represented by a series
of creatures that are known as styles of combat. Move the mouse over one of tactic icons and
left-click again. This calls the selected tactic. Lines stretch from the current location of each
Samurai to a new location defined by the tactic. This formation can be rotated in real-time using
the mouse. Rotate the formation by moving the cursor around the active Samurai using your
mouse, then left-click to move the Samurai into a new formation. After a tactic has been called
you may re-orient the formation without calling the tactic again by pressing the Formation key
(F). F5-F8 have been designated as hotkeys for tactics. To customize a tactic hotkey left-click
the tactics button and put your mouse over a tactic icon then press F5-F8 to bind the key to a
tactic.

After gaining familiarity with the functionality of the buili-in tactics, you can gain finer control by
editing your tactics using the advanced features found in the Tactics Editor. Editing tactics is
perhaps the most advanced feature of Throne of Darkness. Some familiarity with the use of
tactics is recommended before you attempt to edit them.

To open the Tactics Editor right-click on
the green tactics button or press the
lactics key (T). There are two parts to
this interface, the Role Editor and the
Tactics Editor. Click on the Role Editor
tab to edit the roles. You assign roles
separately for each of your characters.
The role assignment lists the order of
preference for primary weapaon
(Weapon 1), secondary weapon
(Weapon 2) and spells. In addition to
specifying the order of the roles, the
Role Editor also allows you to select
which spell this character will use when
he is engaged in tactics. To select a
different spell, click on the spell icon
and choose a spell from the spell list in
the lower right corner of the play area.

The order specified in the roles page determines how the character will fit in to the tactics creat-
ed in the Tactics Editor. For example, the Wizard's top role (role #1) is set to spell. As a result,
when you use a tactic that has a slot for a spell caster, the Wizard will be chosen Tor this slot.

Click on the left arrow or right arrow to switch to a different character. The roles are preset but
can be customized to suit your playing style. After you have defined the role for each of your
characters, you can edit a tactic.
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Click on the Tactics Editor tab to
edit the currently selected tactic.

At the top of the Tactics Editor
panel are four character slots
marked by the slot icons (X, Circle,
Square, end Triangle). Each slot
has two settings, combat style and
aggressicn. To change a setting,
click on the current setting and
choose a new setting from the
drop-down list. The top setting
specifies the preferred combat style
(Melee, Ranged, or Spell). The bot-
tom setting specifies the level of
aggression (Aggressive, Neutral,
Defensive), which determines the
distance at which a Samurai will attack an enemy. An aggressive Sdmurar will attack any enemy
on screen, whereas a defensive Samurai will wait for enemies to come to him.

Based on these settings and the roles you have defined in the Role Editor, the tactic then picks
the best character from your party to fill each slot. The resulting slot assignments are shown at
the bottom of the panel. The assignment is based on a besl fit. However, if there is no good fit,
the next best choice is made. For example, if your tactic slots call for four ranged attackers but
none of your active Samurai are carrying ranged weapons, you will end up with four melee
attackers. Also keep in mind that these assignments may change any time you edit the roles,
any time you change the characters in your party, any time you change the weapons carried by
your samurai, and any time you edit the slot settings. Placing your cursor over the character
icon will display a tool tip describing the details of that character's tactic behavior,

The middle of the panel shows the formation window. The position of the icons in this window
determines the formation the characters will use when the tactic is called. To change the posi-
tion of an icon, left-click on the icon, and while holding the mouse button down, drag the icon 1o
a new position.

The icon for the currently edited tactic is displayed in the upper-left corner of the panel. To edit
a different tactic, click on the icon and select a different tactic from the tactic list.

When you finish editing your Tactics and Roles, closing this screen automatically saves your
changes.
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DEVELOPING YOUR CHARACTERS

INTERACTING WITH NPCs
Interacting with NPCs Non-Player
Characters) in Throne of Darkness is
important, as they tell you about specific
guests and other relevant events in the
world. To talk to an NPC, highlight them
wilh your mouse cursor and left-click.
Your Active Character will automatically
walk up and start a conversation. Note
that not all NPCs are inclined to engage
in conversation. Rest assured that silent
NPCs do not have any important infor-
mation for vou.

QUEST INTERFACE

Often, NPCs will ask you to complete a quest for them or you will come across a quest while
progressing through the game. When a quest is presented, the quest indicator button (Q)
appears in the lower left corner of the Play Area. Clicking this button opens up the Quest
Interface. This screen informs you of the status of quests, and tells you what you need to do
next. Quests that you have not yet received appear empty and grayed-out and are not selec-
table. Assigned quests appear in red and are selected by clicking on them. Click the Play
Audio button at the bottom left of the Quest Interface to play the selected quest audio. Quests
that have been completed appear full and are lightly grayed-out. Anytime an important event
occurs that affects the status of a quest, the quest indicator button re-appears in the lower left
corner of the Play Area.

GAINING EXPERIENCE POINTS
AND LEVELING UP

‘To advance through the world in Throne
of Darkness, you must develop all of
your characters. As you battle through
the game you gain experience points by |
slaughlaring the evil minions inhabiting
the land. When you reach certain pre-
determined levels of experience, your
character "levels up." You can check
your progress toward the next level by
examining the "Next Level" bar found
on each of the characters' Stats
Interface. This bar indicates how many
total experience points are required to
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advance to the character's next lavel. When a character levels up, a plus sign button "+" will
appear next to their portrait on the Control Panel. Click this button and the Character Stals
Interface will open.

Also, when your character levels up, his Health and Ki will replenish to full and four spells points
will be awarded by the gods.

CHARACTER STATS

When a character levels up, they
are granted six Stat points to dis
tribute to their specific Stats. In the
Stats Interface, assign your new
points by clicking the "+" button
next to the stats you wish to
increase. Each click incrementally
raises that attribute by one point.
The New Stats icon will then disap-
pear from the Character's Portrait
on the Control Panel, after all the
slat points are distributed.

To get a good idea of where fo
distribute your stat points, here is
a break down of each attribule:
Level - Displays your character's current level. All characters start at Level 1.

Experience - Displays the amount of experience the character has already earned. Your char
acter gain experience whenever they do damage to an enemy in combat.

Next Level - Displays the amount of experience a character needs to reach the next level.
Strength - This attribute affects the amount of damage dealt by the character when using melee
and ranged weapons, and satisfies strength prerecuisites for using certain weapons and armor.
Weapon - Displays the name of the weapon currently in use.
Damage - Displays the damage range (min,max) that will be dealt with each successiul
attack using the currenl weapon.

Dexterity - This attribute affects skill, and satisfies dexterity prerequisites for using certain
weapons.

Skill - Displays the weapon category of the current weapon and the character's skill for that
weapon category. The Skill stat is used to compute a character's chance of hitting a target
with one of the weapon lypes: Unarmed, Bow, Sword, Dual Swords, Polearm, or Thrown
Weapon.
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Each character class has the ability to use three specified types of weapon, plus the ability
to engage in hand-to-hand (unarmed) combat. For simplicity, we will refer to hand-to-hand
combat as a fourth weapon type, even though in fact it is distinguished by its lack of
weapon.

Each character class has an initial skill level in each of the weapon types. These skill levels
are increased throughout the game by leveling up and by increasing dexterity, as well as by
finding certain magic items and unique shrines.

Armor Class - Armor Class determines the amount of protection the character has against
Normal Damage attacks (as opposed to Magic Resistances). Normal Damage is dealt by
melee and ranged weapon combat. AC affects the amount of damage dezlt in the case of
getting hit.

Vitality - This stat affects the ability of the character to take damage via the Health Points
derived stat.

Health Points - Health Points determine the total amount of damage a character can take
before dying. The HP stat represents the maximum value of the character’s current HP
countar.

Ki - Ki represents the character's magical force. This stat affects the amount of magic spells
the character is able 1o cast via the Ki Points derived stat.

Ki Points - Ki Points determine the total amount of spell casting a character can perform.
Tne MP stat represents the maximum value of the characler's current MP counter.
Spell Name - Displays the name of the current spell your Samurai is using.

Charisma - This stat affects the cost of transactions and duration it takes the NPC to
complete a task. The concept of this stat is that the more charismatic a character, the
easier it is for him to convince others to do things like build items.

Discount % - Determines the % discount involved in transactions with the blacksmith and
priest.

Stat Points - This shows how many Stat points are available to spend on customizable stats.
The customizable stats are: Strength, Dexterily, Vitality, Ki, and Charisma.

Fire Resistance - The likelihood that you will resist damage from a fire attack. The more
resistance you have, the less damage you take from fire attacks.

Water Resistance - The likelihood that you will resist damage from a water attack. The more
resistance you have, the less damage you take from waler attacks.

Earth Resistance - The likelihood that you will resist damage from an earth attack. The more
resistance you have, the less damage you take from earth attacks.

Lightning Resistance - [he likelihood that you will resist damage from a lightning attack. The
more resistance you have, the less damage you take from lightning attacks.
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THE SPELL TREE

Spell trees are accessible to each individual samurai. To open the spell tree, right-click on the
spell icon or press the Spell Tree hotkey (S). Spells become available by leveling up or by offer-
ing magical items through the Priest Lo one of the four gods. When a samurai offers a magical
item to a god, the value of the offering will accumulate until a spell point is earned. When Spell
Points are available, the Spell Point icon will appear in the bottom right corner of the Play Area.
Clicking this icon will open the Spell Tree.

The spells displayed on the screen
are laid out in a branching order.
Spells available to your currently
selected character are divided up
into the four spell disciplines; Fire,
Water, Earth, and Lightning. Left-
click on the sguare discipline but-
ton at the top center of the inter-
face, or click on the four tabs at the
screen bottom to step through the
four different disciplines.

Spell Points - This field displays
the number of Spell Points that the
currenily selected character may
distribute within the currently
selected discipline.

Spells - In order to view a particular spell, hold the cursor over it for a couple of seconds to get
its tool tip description. These tool tips explain what the spell does - for instance, how much
damage it causes, its range, and its Kl cost. If you have put at least one peint into a spell, its
description also details how much the skill would improve at the next level.

Left-clicking on a spell when Spell Points are available assigns one point to the spell. To apply
Spell Points left-click the desired spell. Keep in mind that increasing the effectiveness of an old
skill may be more useful that learning a new one, though, each time a spell point is added, the
spell will slightly increase in Ki cost.

NOTE: Each spell point assignment is permanent, so choose wisely!

Only a few spells are available to a new character. More spells will open up as the character
advances in each level and you invest in the prerequisite spells for that character. Follow the
lines on the Spell Tree and read the spell descriptions to determine the prerequisites needed for
the more advanced spells.
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DAIMYO INTERFACE

The Daimyo is the warlord of your clan and its uftimate authority. As narrator of Throne of
Darkness, he will give you orders throughout the game to direct you towards your ultimate goal
of destroving the Dark Warlord. Listen carefully to his instructions. Any Quests given can be
reviewed through the Quest interface. You can find more information regarding Quests under
the Developing Your Characters section of this manual.

The Daimyo remains in the shrine room
of your citadel. To open the Daimyo
interface, left-click the Daimyo button,
which is the top button in the triangular
grouping at the center of the Control
Panel. Characters shown on the left
side are in the Play Area. Characters
shown on the right side are in the
Shrine Room. When a character is in
the Shrine Room with the Daimyo, he is
resting and therefore slowly regenerates
his Health and Ki. Between these two
groups of characters is a Ki globe sur-
rounded by four buttons. The Ki globe
reflects the Daimyo's current level of Ki.
The four buttons surrounding the Ki
globe give you easy access 1o the following functions (starting at the top right and going clock-
wise): Close the Daimyo Interface, Open/Close the Priest Interface, Open/Close the Blacksmitn
Interface, Open/Close Inventory for the currently selected character.

The Daimyo, by using his Ki, can teleport characters 1o and from the Play Area to the Shrine
Room as well as resurrect dead characlers. While in the Daimyo Interface, left-click a charac-
ter's portrait to move them from the left side of the Control Panel to the Right side and vice
versa. This is how you teleport characters to and from the Play Area. If the Daimyo doesn't
have enough Ki, the attempted teleport will fail, nothing will happen, and you will hear the spell
fizzle. Fortunately, the Daimyo's Ki regenerates over time.

If the Daimyo has enough Ki, he can resurrect dead characters. To resurrect a character they
must be in the Shrine Room. Dead characters' portraits will appear in gray, and will have a tool
tip available above them when they are in the Shrine Room - |eft-click on a dead character's
portrait to resurrect them. As with teleporting, if the Daimyo doesn't have enough Ki, the
attempted resurrect spell will fail and you'll hear it fizzle. Remember, the Daimyo's Ki regener-
ates over time. If you attempt to teleport and/or resurrect a character and fail, walt and let the
Daimyc's Ki regenerate and try again later.
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PRIEST INTERFACE

Players have the cpportunity to
Offer, Purify, Identify, and Buy items
from the Priest.

Offer - The player left-clicks the
Offer button in the Priest Interface
and then selects items to drag and
drop into the appropriate Shrines at
the bottam of the Priest interface.
Once offered, iters may not be
brought back. Items offered
increase the Elemental Spell Points
available associated with that god.
Accumulated Spell Points can be
spent in the Spell Tree interface.
The value of an offered item deter- F—
mines the amount of Spell Points that will be given.

Purify - Cursed items are essentially magic items that cannot be used by the characters. They
must be purified first. To do this, left-click the Purify button in the Priest Interface and then drag
and drop the cursed item into the slot. The caost to Purify is displayed. Left-click the Proceed
button to carry out the task. You can close this screen during the purification process. A small
button with the letter "P" will appear on the screen when the purification is complete.

Identify - Left-click the Identify button in the Priest Interface. Select an item to be identified in
character's inventory and drop it in the slot. If the player agrees to the cost, left-click the
Proceed button, and the object is identified. All unidentified non-unique magic items must be
identified belore their magic takes effect. You can close this screen during the identification
process. A small button with the letter “P" will appear on the screen when the identification is
complete.

Buy - Left-click on the Buy button and the purchase display grid pops up in the Priest Interface.
Depending on the amount of gold you have, players may buy any of the available potions. Left-
click on an item, it will pop up into the slot and display the cosl. Click Proceed to purchase the
item. The gold deduction does not occur until a check to see if there is space in the character
inventory is successful. The purchase screen is limited in stock. As items are purchased, they
will disappear. To carry out a purchase quickly, simply right-click on the potion and it will auto-
matically go inte your inventory, depending upon space.
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THE BLACKSMITH

Players have the opportunity to Repair,
Make, Customize, and Give items to
the Blacksmilh.

Give - By left-clicking the Give button
in the Blacksmith Interface, the player
may give basic (non magical & non -
cursed) items to the Blacksmith as a
base for the Blacksmith to use to cre-
ate more items. Each given item will
be stored in the appropriate category.
The three categories are Melee
(swords/polearms), Armor, and
Ranged (Bows/Throwing Weapons).
The more you give, the more Recycling
Units are available and the better items
the Blacksmith can make.

Make - When the Make button is left-clicked, the player will have three categories from which to
choose: Melee(swords/polearms), Armor, and Ranged (throwing weapons/bows). By clicking on
the appropriate tab, the Display Inventory grid in the Blacksmith interface will show the items he
can make. The best possible item to make is based on the accumulated Recycling Units avail-
able. Highlighting an item allows you to see the specific stats for it. Note that Masks and
Miscellaneous Magic ltems may not be given to the Blacksmith. Note: If you do not see any
weapons in the make section, you need to "Give" some weapons first. These weapons are
rmade from your weaponry donations.

Customize - To customize an item, the player left-clicks the Customize button. Left-clicks the
item to customize from the character's Inventory, and drags and drops it in the slot. The item
will pop into the Blacksmith's customize display grid. Components of the appropriate type in
the character's Inventory can be added to the current item. Components added must be
dragged and dropped into the customize grid. Note that Components are specific to items.
Highlight each to see information regarding item types and general spell discipline. You can
close this interface while during the customization process. A small button with the letter "B" will
appear on the screen when the customization is complete.

Repair - To Repair an item, left-click the Repair Butlon, then left-click an item and drop it into
the slot. The item will be tossed into the Active ltem box. The time and gold reguirements nec-
essary to implerment repairs are listed next to the item. Click the "Proceed” button to initiate
repair. You can close this interface while repairs are being made. A small button with the letter
"B" will appear on the screen when the repair is complete.
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CHARACTER CLASSES

THE LEADER

The most charismatic member of the seven samurai, the | eader binds the party together.
The Leader is deadliest with a single sword, but can also handle himself with a Bow.

Spells available to this character class:

Fire Earth Water Lightniﬁ |

Mame Dart Stonebolt - Frostbolt Ball Lightn
Fire Seeker Spike Trap Ice Seeker Lightning B
Fire Darts Entomb lce Spears Spark StoLm
Inferno Strike  Brimstone Blizzard™ ™ - Lightning S
Sunshard Lava Sceker lco Kanji " Forked Ligk
Incinerate Meteor Comet . ... Spark See
Blastwave Earth Spears Ki beech™ Arc Walk

Resist Fire Resist Earth Resist Water |_|ghtn|ng Sh|eld b
Flame Barrier  Granite Barrier Suido e Dexter}fty I_nc:rease B
Flame Blade  Impenetrable _Vitality Increase . Flash Strike

THE Brick

The strongest of all of the seven Samu:r'ai the Brick is said to have the strength of a demon.
; WLth the commg of the Dark Warlord, Zancshun he will have his chance to prove this. A fow swift

Spells ava]'f‘é@fg O .this oharaébté'rf-érasis; =i

Fire Earth e Lightning
Flame Dart 8toneboit - lce Blade Lightning Bolt
Immolate Earth Spog_rs o Freeze Ball Lightning
Blastwave Resist Earth ; Fros’fbott Lightning Shield

Inferno Strike  Brimstone Thunder Storm

Fire Seeker Granite: B&r_ Spark Storm
Sunshard Meleor Lightning Burst
Incinerate Lava Ring Lightning Wave
Flame Blade | ava Blade Reszs’c -Wa‘rer Resist Lightning
Resist Fire Strength Increase  Drown Shock Blade

Inflammable Impenetrable Vitality increase Flash Strike
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THE ARCHER

Taking a more traditional approach to the Way of the. we ior, the Archer has mastered Kyudo.
Once considered as important as the sword fighting form, the Archer has perfected it to such
an extent that it seems as if a torrent of arrows flows from his bow when he shoots. In addition
to his mastery of the bow and arrow, throwing weapons, such as th riken {throwing star),
Kunai (throwing knife) and Kabutowari (helmet. orackor} are “also part.__ martial repertoire.

If in close quarters he is very capable of using hlS Katan‘a : 173

Spells available to this character class:

Fire Earth Water

Fiame Dart Stonebolt Frostholt

Fire Seeker Lava Seeker lcy Barrier
Blastwave Granite Barrier lce Seeker

Fire Darts Earth Spears Blizzard

Sunshard Brimstone Ice Blade

Inferno Strike  Earth Strike Comet

Incinerale Spike Trap Tidal Wave

Flame Barrier  Resist Earth Resist Water

Resist Fire Lava Blade Kyudo " Dexterity Increas
Flame Blade  Blood Leech Drown Furious Attack

THE SWORDSMAN

The swordstan is being groomed to succeed the Leader. An all around samurai, he embodies
Bushido, the way of the warrior. He has honed his martial skills to perfection, although this
does nat mean his mental training has suffered, for his strategic sense is second only to the
Leader. A master of all forms of the Sword, he also has formidable skills with a Bow.

Spells availablei_tb this character class:

Fire Water Lightning
Flame Dart Frostbolt Lightning Bolt
Fire Sceker lce Seeker Arc Wall
Blastwave lce Spears Conductive
Fire Dartg:. Blizzard Ball Lightning
Sunshard lce Trap Spark Storm
Inferno Stril Comet Forked Lightning
Water Strike Spark Seeker
Resist Water Dexterity Increase
Suido Flash Strike
lcy Barrier Shock Blade
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THE WIZARD

In Japan, the mystic arts are well known by all, but few have the will and power necessary o
harness them. The Wizard comes from a long line of mages born into the art. His powers are
second to none, and he wraslders the Dark Warlord, Zanshin, a magical abomination that must
be stopped. Although he is the weekest character of all seven samurai physically, his spell abili-
ties more than make.up-fo forte is:supporting others, using curses, and casting vicious

combat spells at range.. He is qu lifie hr_owmg weapons and has elementary training in the
Bow and Sword.

Fire Lo o Water— Lightning
Immolate Oof Comet Spark Seeker
Inferno Strike _Lava Wa Blizzard Forked Lightning

Sunshard rown Acr Wall
Fire Kaniji Water Dragon Lightning Wave
Fire-Storm Freeze Thunder Storm
Fire Dragon Earth Kanji lce Kanji Thunder Dragon
Incincrate. Lava Ring Tidal Wave Lightning Burst
Resist Fire Resist Earth Resist Water Resist Lightning
Flame Barrier . Entomb Suido Conductive
Flame Blade — Granite Barrier Ki Barrier Lightning Shield
THE NINJA

Every leader's success depends upon the ability to gain quick and ace
Ninja is poorly armored, but his speed more then makes up for hi
the fine line between light and darkness, the Ninja is familiar with be
the Sword and Bow. His darker side gives him familiarity with Curs
Ninja's proficiency in the magical arts second only to the Wizard. H

weapons sets him apart from the rest of the samurai.

Spells available to this character class:

Fire Earth Water Lightning
Flame Dart Stonebolt Comet Ball Lightning " —
Fire Darts Petrify Suido Forked Lightning =~

Inflammable Earth Spears Drown Conductive & i
Fire Storm Skill Bonus lce Kaniji _Arc Wall

Sunshard Brimstone Stun __Lightning Kanji

Fire Kanji Strength Increase  Freeze  Thunder Storm

Blastwave Earth Kaniji Tidal Wave _Lightring Burst

Resist Fire Resist Earth Resist Water - Resisl Lightning

Flame Barrier  Entomb Ki Barrier " Dexterity Increase

Flame Blade  Blood Leech lce Blade F3Iash’STriJ~_<e
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THE BERSFRKER

No other samurai matches the Berserker when it'comes to defeating a large number of oppo-
nents single-handedly. Most accurate with & Polearm and unarmed combat, the Berserker can
cut through an enemy horde, leavi _g;“bemﬂd a trail of aacapltated limbs and internal organs.

Spells available to this character ck _
' Lightning

Fire Earth > ' 5

Flame Dart Lava Blade = ce Spears ~ Lightning Bolt
Fire Darts Petrify - Blizzard ~ " Ball Lightning
Fire Storm Strength ]noreac;e Lightning Shield
Fire Seeker Brimstone . Forked Lightning
Sunshard Impene‘rrabl - Thunder Storm
Inferno Strike ' ~ Lightning Strike
Blastwave ] - Lightning Burst
Flame Barrier Fﬁgs:c;t Earth e . Resist Lightning
Resist Fire Granite Barrier Shock Blade

Flame Blade _ Blood Leech Flash Strke
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The Clans

CLAN MORI

Mori Motonari, the youngest Daimyo, is by far the most capable ruler of the four daimyos. His
political abilities are second to none, but those who assume he has no military experience will be
in for a nasty surprise. Motonari is as skilled in warfare as he is in the diplomatic realm. He is
currently under the assumption that if Kira Tsunayoshi can be saved, they have every obligation
to save him. But if there is no possible way to rid the kingdom of the Dark Warlord without
destroying Kira Tsunayoshi, he will not hesitate to take the throne.

LEADER: TAKEDA SHINGEN

A bold and honorable leader, Shingen's sheer presence instills the utmost loyalty in his men.
Shingen is a traditionalist, instilled with principles of Bushido.

Brick: SATO TADANOBU

Chief of the mining works, Sato Tadanobu is a strong beefy individual always willing to show
off his strength, often competing against a team of men 1o see who can destroy a huge
boulder faster. He always wins, smashing the boulder with his bare fists. Tadanohu prefers
to attack only if attacked first. Since the Dark Warlord attacked first, he reckons il's okay to
consider the Dark Warlord's entire army fair game.

ARCHER: SASAKI KOJIRO

Koijiro is the youngest of all of the master archers in Yamato, but is perhaps the most power-
ful. Arrows from his bow have been seen destroying rock and trees, and there is a legend
that he sank a ship with a single shot from his bow. Kojiro uses an older style instead of the
more stylized "Kyudo® techniques taught (o all of the archers. Although he has made many
an enemy at the Kyudo schools, his self-taught technigue is grudgingly acknowledged as a
style far better than the standard techniques. Kojiro is still quite dissatisfied with his tech-
nigque and is continually improving it.

SWORDSMAN: MIYAZAKI ASHITAKA

Called "the Tiger of Yamato," Miyazaki Ashitaka is a devoutly religious man. His sword tech-
nique is elegant, yet incorporates his own style to add a level of deadliness that makes him
one of the best swordsmen in the land. Ashitaka's talents do not merely lie in swordsman-
ship. His tactical sense is also impressive, although Askitaka claims most of his skill in com-
bat comes from divine inspiration. Either way, Askitaka's natural talents were immediately
recognized by Mori Motonari and he has been placed under the tutelage of Takeda Shingen.
As for the current situation, Askitaka sees this as merely another test of his faith.
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WizARD: Hojo SOOUN

Sooun trainec with Ootani Yoshitsugu, out unlike the Toyotomi mage, Sooun continued his
clerical education and entered the priesthood. Sooun was a priest in the warrior-monk soci-
oty based out of Mount Hiei. Sent as an emissary to Mori Motonari, he escaped the infa-
mous Burning of Mount Hiei by Oda Nobunaga. Motonari offered him haven in his clan and
Sooun has taken up residence and is the religious advisor to Motonari. Sooun has not for
gotten Nobunaga's genocide of the monks of Mount Hiei, and this war has given Sooun an
opportunity tc get revenge.

NiNA: ISE YOSHIMORI

Generally described as a rogue, Ise Yoshimori's clan originally was a noble house, but it fell
upon bac times. Yoshimori set out on his own and found himself particularly adept at gath-
ering intelligence. The protégé of Fujiwara Jutaro, Yoshimori is an accomplished ninja in his
own right. His forte is disguises, and he is rarely seen as the same person twice.

BERSERKER: YAGYU JUBEI

Censidered a genius of swordsmanship, he is the eldest son of the Yagyu clan, the sword-
masters of the Mori. Although he was essenlially disowned by his family for his wild ways
and absolute disinterest in political affairs, Jubei is often called upon in secret to deal with
those who would threaten the Yagyus' appointment as swordmasters. He merely looks upon
these "events" as simole tests of his skill.

CLAN ObpA

Seething with ambition, Oda Nobunaga leads a group of men who will stop at nothing to ensure
that he takes the throne. This attack has become a prime opportunity for Oda Nobunaga to
destroy any obstacles, while having a legitimate reason to commit regicide. Nicknamed the Oni
or Demon, Oda's ruthless tactics and heavy-handed rule are nevertheless briliant, earning him
grudging respect and fear.

LeADER: O-1sHI KURANOSUKE

Probably the most underestimated of all of the leaders, O-ishi Kuranosuke received the nick-
name "Badger" because of his seemingly lazy attitude and blasE demeancy, which hide a bril-
liant mind. He dissects every situation and measures the strengtns and weaknesses of his
enemies with ease. It has often been observed that despite his broad smile and relaxed poise,
Kuranosuke had the eyes of a hawk, not letting even the most minute detail escape him.

Brick: Kamur KANNA

Of Ainu descent, Kamui Kanna is a tremendously powerful warrior. In battle, he wields a
spear, often impaling numerous opponents on one spear because of his strength. Legend
tells of Kamui Kanna wrestling stags down with his bare hands. Although he has been the
target of good-natured ribbing for his inability lo ride a horse because of his tremendous
size, Kamui Kanna simply smiles quietly. He proceeds to pick up the joker's horse and
shake him off.
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ARCHER: TERAOKA MASAMI

Born a farmer, Masami was recruited by Oda Nobunaga after being caught poaching
Nobunaga's pheasants. When asked why he did it, he looked Nobunaga square in the face
and said, "Because they taste good and why should | starve while you fill yourself with
meat?" Nobunaga was impressed with Masami's defiance and unflinching attitude and hired
him as forester of his lands. With an intimate knowledge of the wilderness, Masami is more
al home roughing it than dressing up and surrounding himself in the finery of court.

SWORDSMAN: IMAGAWA YOSHIMOTO

Pompous and emotional, Imagawa Yoshimoto would seem a bad choice as second in com-
mand of Oda Nobunaga's forces, but underneath the lackadaisical nature is the mind of an
intellectual. Yoshimoto is a master of tactics, and he has yet to fail because he acts on gut
instinct. Bored with the long peace, Yoshimoto welcomes this disaster not only for the
"excitement” it brings, but also for the opportunity to hone his sward skill.

WIizARD: KAWANABE IKYOSAI

Unlike Sooun and Yoshitsugu, Kawanabe Kyosai is a Shinto priest, specializing in shikigami-
spirit manipulation. His name is different from the others, for he was given a name from
ancient Japan. Using a more primal magic, Kyosai supposedly knows the special true
names of all living things and matter, allowing him to draw power from the very land itself.
Kyosai is probably the most scrupulous of all of Nobunaga's men. Many wonder why
Nobunaga would keep someone like Kyosai, and many more wonder why Kyosai stays on
as a retainer despite Nobunaga's reputation.

NiNnA: KAIIWARA KAGESUE

Possibly the most bloodthirsty assassin in Yamato, Kagesue has been used numerous times
to make an example of political opponents who have opposed Oda Nobunaga. Entire

households burned to death, a temple of monks blinded, their tongues pulled out, and other
atrocities have been attributed to Kagesue, who is also known as "Nobunaga's Rabid Dog."

BERSERKER: NOMI NO SUKUNE

Nomi no Sukune comes from an extremely old family of Yamato and has absolutely no rev-
erence for the pasl. His blatant disregard of both religion and politics gained the eye of Oda
Nobunaga, and he was immediately given the simple role of "enforcer.” Many upstarts and
threats to Nobunaga have met unfortunate accidents that are untraceable (although the vio-
lence of their deaths leaves little doubt that Nomi no sukune was responsible). Essentially a
sociopath, it remains to be seen how long Nomi no sukune will survive with his headstrong
behavior and short temper. He is commonly referred to as "Nobunaga's Sword."
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CLAN TOKUGAWA

A realist, Tokugawa leyasu has not only planned the entire offensive against the Dark Warlord,
but has also created plans for his eventual attainment of Shogun himself once the Dark Warlord
is defeated. Although he will gladly join forces with any of the other Daimyo to increase his per-
sonal power, leyasu will be quick to exploit any weakness shown by the other clans. Most
important, leyasu has his sights set upon the Sphere of Power wielded by the Dark Warlord. If
he is able to obtain this item, he knows without at doubt that he will be able to rule all of
Yamato.

LEADER: DATE MASAMUNE

An audacious leader, Daté Masamune excels in lightning fast warfare. He is a master-class
swordsman and has no fear of entering the thick of combat.

Brick; BENKEI MuUSASHIBO

Nicknamed the Demon of Yamato for his ferocious strength and merciless judgement of
criminals, Benkei is the chief magistrate of the area controlled by the Tokugawa. Formerly a
priest, he became a vigilante after deciding the priestly life would never cure his hunger for
justice. For many years he brought terrible vengeance upon the outlaws of Yamato, killing a
thousand criminals before being brought to justice. leyasu saw the potential in Benkei and
pardoned him on the condition he work for the prefecture guard force. Benkei's chief
weapon is the Naginata Polearm, and he is said to be able to slice thick wooden bridge
supports in half with little effort. Benkei has personally decreed the sentence of death to Kira
Tsunayosni for his betrayal of the people of Yamato.

ARCHER: TEHIMA IKENZABURO

Although technically brilliant, Kenzaburo has focused more on the political gains he obtained
becoming the Kyudo instructor tc Tokugawa leyasu's army. Unfortunately, this has resulted
in excellent archers who have been possessed by the Dark Warlord's demons. Kenzaburo
now wishes to be done with this catastrophe and rebuild his life.

SWORDSMAN: HOJO UJIMASA

A shrewd tactician, Ujimasa broke away from his aristocratic family to set out on his own.
DatE Masamune took Ujimasa under his wing, and has trained him to be his SUCCESSOr.
leyasu has also taken notice of this young upstart, and though disproving of his unfilial
nature, the initiative Ujimasa has taken to ensure he does not end up a poetry-spouting
layabout has impressed leyasu. Ujimasa only shortcoming is his volatile temper, which can
flare up at the slightest provocation. Masamune expects this is simply a matter of experi-
ence, and as soon as Ujimasa is given the responsibility of a command of his own, it will
come under control.
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WIZARD: SUGAWARA NO MICHIZANE

A orilliant scholar, Sugawara no Michizane previously served Kira Tsunayoshi as an advisor,
bul was dismissed after creating poetry that did not suit the Shogun's mood at the moment.
Immediately hired by leyasu, Michizane has served with distinction under his new lord, but
still looks back upon his court days with sorrow. Descended from an ancient family,
Michizane oblaing his power through an ancestral link that allows him to cast spells of greal
power. Perhaps the most powerful mage in the land, Michizane has a particular hatred of
dragons.

NiNgA: ISHIKAWA GOEMON

A master thief, Goemon was given a pardon by Tokugawa leyasu on the condition he work
as a member of leyasu's intelligence group, the Onmitsu. He reluctantly accepted, and
ancther criminal was bailed to death in his place. He has been put to use trying to follow the
movements of Fujiwara Jutaro, but all of his efforts have failed. He still occasionally steals
from the Treasury, but this money is given to the poor in the area.

BERSERKER: HINIKATA TOSHIZO

Extremely loyal, Toshizo is the commander of an elite guard for the Shogun. His ferocity is
unparalleled, and he claims his sword technique is more of a "fighting skill" - he breaks the
rules of his technigue when it suits him. Although this leads lo a rather "ungraceful" technique,
he has lost only to Musashi, and many considered that fight a draw. Toshizo could easily have
become the swordmaster for the Tokugawa clan were it not for his hatred of politics.

CLAN ToYOTOMI

Clan Toyotomi is led by the eldest of the four daimyos, Toyotomi Hideyoshi. Hideyoshi is a bois-
terous leader, and well liked by the normal troops because of his farming roots. Rising through
the ranks through sheer determination and ability, Hideyoshi became known as "Hanuman."
Although he is called this for both his cunning and whimsical nature (ke the monkey god's
namesake), it is because the previous Shogun's nickname for him was "Saru” or "monkey" that
he has kept the moniker. Hideyoshi has every intention of saving the Shogun, and will deal
harshly with any Daimyo that attempis otherwise.

L EADER: SANADA YUKIMURA

The leader of the Daimyo Toyotomi Hideyoshi's forces, Sanada Yukimura is shrewd and
brilliant. Capable of executing any strategy, no matter how audacious, Yukimura commands
a core group of men that is both feared and respected throughout Yamato.
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BRICK: AKAGI TOSHIRO

The Yokozuna, or sumo champion of Yamato, Toshiro is a veritable man mountain, capable
of demolishing anything in his path with little effort. Interestingly, it was his skill as an artist
that caught the eye of Toyotomi Hideyoshi. Able to draw anything from simple caricatures to
enormous folding screens, Toshiro is a master of sumi-e, or "ink brush art." He claims to
draw inspiration from the crowds that gather at the sumo tournaments, but it is obvious he
revels in the abillity to overpower any opponent placed against him. Hiceyoshi places
Toshiro's skills as an artist to good use by having him create accurate maps of Yamato. As
for the current crisis, Toshiro sees this both as an opportunity to test his strength against
oni, and a chance to draw visions of hell from a live source.

ARCHER: MURAKAMI TAKAUII

A master of Kyudo, or Way of the Bow, Murakami Takauji is a quiet contemplative man
whom never rushes anything. His unerring accuracy with the Bow nas made him a legend in
his own time. Demoted by the Shogun for not shooting a phoenix, he was immediately
patronized by Toyotomi, who saw Takauji as a man unwilling to bow to the whims of his
leader when the leader was wrong. Takauji is a valued counselor and now serves as
Hideyoshi's advisor.

SWORDSMAN: TAIRA KIYOMORI

Originally groomed for a high position in court, Taira Kiyomori was hand-chosen by Toyotomi
Hideyoshi to be Sanada Yukimura's second-in-command and eventually his replacement.
He is the third son from one of the oldest families in the kingdom. His family's sword tech-
nigue has been chosen by Hideyoshi to be taught to the entire clan, and Kiyomori himself is
said to be the best practitioner of the family's style. Kiyomori's greatest test will occur when
he pits his wits and cunning against the forces of the Dark Warlord.

WIZARD: OQOTANI YOSHITSUGU

An excellent mage, Yoshitsugu received his magic training from the Buddhists. Altnough he
does not condone the use of Magic for harming other human beings, he has no reservations
about using it to destroy evil spirits and beasts. Buddhist spells are his forte, but Yoshitsugu
has studied a number of Shinto curse spells to better understand them snould he come
across them.

NINJA: FUIIWARA JUTARO

The greatest ninja and possibly the single most dangerous man in all of Yamato, Jutaro is
almost considered a mythical figure by the common populace. His single-handed destruc-
tion of a rival ninja clan is a well-known fable of hercism and bravery in Yamato, and there
are numerous other stories of palitical rivals to Toyotomi Hideyoshi having fatal accidents, as
well Hideyoshi's ability to obtain information about anyone. Few have actually seen Jutaro in
person, and none have seen him use his unique skills. No one knows how old Jutaro is, and
rumor has it that he was alive before the creation of the Shogunate.
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BERSERKER: MINYAMOTO MUSASHI

The deadliest swordsman in all of Yamato, Miyamoto Musashi is a master of the two-sword,
or "Nitou" technique. Although he is acknowledged as a master swordsman, Musashi's style
is so unique that it could not be taught to anyone else. His cutward calm is but a mask, for
Musashi calculates every move with precision. His seemingly wild and chaotic sword style is
a front to keep his opponents off balance. Musashi is mainly a loner and tends to act on his
own. The coming of the Dark Warlord is viewed by Musashi as simply another trial that pre-
sents him with an opportunity to hone his sword skills.

SPELLS

THE GoODs

The four gods of the land aid the characters in their quests toward the eventual destruction of
the Dark Warlora, Characters gain magic through the deities. Each deity represents an elemen-
tal force that is refleclted in the manner in which his or her magic spells are cast.

Followers of Susano-o0o-no-mikoto - Susano-oo-no-mikoto is the god of the sea. He grants
water magic to his followers.

Followers of Amaterasu-oo-mikami - Amaterasu-oo-mikami is the sun goddess. She grants
fire magic to her followers.

Followers of O-kuni-nushi - O-kuni-nushi is the god of land. He grants earth magic to his fol-
lowers.

Followers of Raiden - Raiden is the god of thunder. He grants lightning magic to his followers.

SPELL CATEGORIES

There are three categories of spells. For each category, there is a different method of using the
spells.

Cast Spells: This is a ranged or aggressive spell that is fired at a target. To use a Cast Spell,
activate it by selecting it from your spell list, then right-click in the Play Area. Your Active
Character will cast the spell. Casting these spells requires Ki. Note the spells such as Granite
Barrier, Lava Ring, or Entomb are Casl but are either not ranged or do not need a target.

Active Spells: These spells can not be cast. Instead, they take effect immediately as soon as
you activate them by choosing them from your spell list.  These spells do not require any Ki.

Passive Spells: These spells can not be activated or casl. Inslead, their effects take place as
soon as you obtain the spell in the Spell Tree, and remain in effect permanently. For example,
the 'Strength Increase' spell increases your strength for the rest of the game. These spells do
not require any Ki.
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FIRE SPELLS

40

Immolate

Spell Mode: Cast

Spell Effect: Launches an explosive ball of fire.
Class type available to use: Brick, Wizard

Flame Dart

Spell Mode: Cast

Spell Effect: Launches a single deadly bolt of fire.

Class type available to use: Archer, Berserker, Brick, Leader, Ninja, Swardsman

Flame Blade

Spell Mode: Active

Spell Effect: Causes all melee attacks lo have fire damage.

Class type available to use: Archer, Brick, Leader, Ninja, Swordsman, Wizard,
Berserker

Inflammable

Spell Mode: Cast

Spell Effect: Sabotages creature to become susceptible to fire damage.
Class type available to use: Ninja, Brick

Fire Dragon

Spell Mode: Cast

Spell Effect: Creates a fire dragon that attacks enemies.
Class type available to use: Wizard

Fire Seeker

Spell Mode: Cast

Spell Effect: Launches a fireball that trails its victims until it makes an explosive impact.
Class type available to use: Archer, Berserker, Brick, Leader, Swordsman

Inferno Strike

Spell Mode: Cast

Spell Effect: Funnels a stream of fire energy toward target.

Class type available to use: Archer, Berserker, Brick, Leader, Swordsman, Wizard

Fire Kanji

Spell Mode: Cast

Spell Effect: The Fire Kanji targets multiple enemies and burns them with a quick
burst of fire.

Class type available to use: Ninja, Wizard
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Fire Darts

Spell Mode: Cast

Spell Effect: Launches multiple fire bolts in all forward directions.

Class type available to use: Archer, Berserker, Leader, Ninja, Swordsman

Resist Fire

Spell Mode: Active

Spell Effect: When active, your character will become more resistant to enemy fire
magic.

Class type available to use: Archer, Berserker, Brick, Leader, Ninja, Swordsman,
Wizard

Incinerate

Spell Mode: Cast

! Spell Effect: Casts a furious circular wave of fire in all directions.

Class type available to use: Archer, Berserker, Brick, Leader, Swordsman, Wizard

Flame Barrier

Spell Mode: Cast

Spell Effect: For a limited duration, a wais!-level spinning shield blocks a percent-
age of fire damage.

Class type available to use: Archer, Berserker, Leader, Ninje, Swordsman, Wizard

Fire Storm

Spell Mede: Cast

Spell Effect: Fire violently spirals out, leaving enemies to smolder.
Class type available to use: Berserker, Brick, Ninja, Wizard

Sunshard

Spell Mode: Cast

Spell Effect: Creates a wall of fire, causing massive damage to any enemy in its
path.

Class type available to use: Archer, Berserker, Brick, Leader, Ninja, Swordsman,
Wizard

Blastwave

Spell Mode: Casl

Spell Effect: Wall of fire propagates away from character.

Class type available to use: Archer, Berserker, Brick, Leader, Ninja, Swordsman
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LIGHTNING SPELLS

Dexterity Increase

Spell Mode: Passive

Spell Effect: Increases your character’s dexterity.

Class type available to use: Archer, Leader, Ninja, Swordsman

Flash Strike

Spell Mode: Cast

Spell Effect: Increases the speed of your melee attack.

Class type available 1o use: Berserker, Brick, Leader, Ninja, Swordsman

Furious Attack

Spell Mode: Cast

Spell Effect: Increases the speed of your ranged attack.
Class type available to use: Archer

Lightning Bolt

Spell Mode: Cast

Spell Effect: Launches a stream of burning electrical lightning.

Class lype available lo use: Archer, Berserker, Brick, Leader, Swordsman

Ball Lightning

Spell Mode: Cast

Spell Effect: A ball of electricity is cast at a target.

Class type available to use: Archer, Berserker, Brick, Leader. Ninja, Swordsman

Shock Blade

Spell Mode: Cast

Spell Effect: Adds lightning damage to the total attack.
Class type available to use: Berserker, Brick, Swordsman

Forked Lightning

Spell Mode: Cast

Spell Effect: Casts a chain of lightning thal can bounce to multiple targets.
Class type available to use: Archer, Berserker, Leader, Ninja, Swordsman, Wizard

Conductive

Spell Mode: Cast

Spell Effect: Makes largets more susceplible to lightning magic.
Class type available to use: Ninja, Wizard, Archer

Thunder Dragon

Spell Mode: Cast

Spell Effect: Creates a lightning dragon that attacks enemies.
Class type available to use: Wizard
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Spark Seeker

Spell Mode: Cast

Spell Effect: Creates a ball of electricity that zeros in on its target.
Class type available to use: Archer, Leader, Swordsman, Wizard

Lightning Strike

Spell Mode: Cast

Spell Effect: Funnels a long-range stream of electric energy toward its target.
Class type available to use: Berserker, Wizard

Lightning Kaniji

Spell Mode:; Cast

Spell Effect: Targets multiple enemies, burning them with a giant explosion of elec-
tric energy.

Class type available to use: Ninja, Wizard

Spark Storm

Spell Mode: Cast

Spell Effect: Fires multiple lightning balls of relentless electric energy.
Class type available to use: Archer, Brick, Leader, Swordsman

Resist Lightning

Spell Mode: Active

Spell Effect: Increases your characters resistance to Lightning.

Class type available o use: Archer, Berserker, Brick, Leader, Ninja, Swordsman,
Wizard

Lightning Burst

Spell Mode:; Cast

Spell Effect: A chaotic circle of electric energy burns anything in its perimeter,
Class type available to use: Berserker, Brick, Ninja, Wizard

Lightning Shield

Spell Mode: Cast

Spell Effect: Shields your character from Lightning damage for a duration.
Class type available to use: Archer, Berserker, Brick, Leader, Wizard

Thunder Storm

Spell Mode: Cast

Spell Effect: A catastrophic spiral of electronic energy cremates all targets in its
perimater.

Class type available to use: Berserker, Brick, Ninja, Wizard
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Arc Wall

Spell Mode: Cast

Spell Effect: A wall of electronic fusion is propelled from your character, burning any
target that walks througn it.

Class type available to use: Leader, Ninja, Wizard, Swordsman

Lightning Wave

Spell Mode: Cast

Spell Effect: A wave of electric chaos casts away from your character, burning any
target in its path.

Class type available to use: Brick, Wizard
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EARTH SPELLS

Strength Increase

Spell Mode: Passive

Spell Effect: Adds strength to your character.
Class type available to use: Berserker, Brick, Ninja

Meteor

Spell Mode: Cast

Spell Effect: Fires an explosive ball of lava.

Class type available to use: Brick, Leader, Swordsman, Wizard

Stonebolt

Spell Mode: Cast

Spell Effect: A single, short-range bolt of stone is launched at a target.
Class type available to use: Archer, Brick, Leader, Swordsman, Ninja

Lava Blade

Spell Mode: Active

Spell Effect: Causes all melee attacks to inflict Earth damage.
Class lype available to use: Archer, Brick, Leader, Swordsman

Entomb

Spell Mode: Cast

Spell Effect: Causes more damage from Earth Magic.
Class type available to use: Leader, Ninja, Wizard

Petrify

Spell Mode: Cast

Spell Effect: Immobilizes a target, but the enemy is still able to shoot.
Class type available to use: Berserker, Ninja

Earth Dragon

Spell Mode: Cast

Spell Effect: Creates an Earth dragon that attacks enemies
Class type available to use: Wizard

Lava Seeker

Spell Mods: Cast

Spell Effect: Launches a lavaball that seeks its victims, and explodes on collision.
Class type available to use: Archer, Leader, Swordsman
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Earth Strike

Spell Mode: Cast

Spell Effect: Funnels a streamn of volcanic energy. Long range.
lass type available to use: Archer, Wizard, Swordsman

Earth Kanji

Spell Mode: Cast

Spell Effect: Targets multiple enemies from long range, burning them with a burst of
fire from the depths of the Earth.

Class lype available to use: Ninja, Wizard

Brimstone

Spell Mode: Cast

Spell Effect: Launches multiple lava bolts at once.

Class type available to use: Archer, Berserker, Brick, Leader, Ninja, Swordsman

Resist Earth

Spell Mode: Active

Spell Effect: Resist to Earth magic.

Class type available to use: Archer, Berserker, Brick, Leader, Ninja

Granite Barrier

Spell Mode: Cast

Spell Effect: For a limited duration, a spinning shield blocks a percentage of Earth
damage.

Class type available to use: Archer, Berserker, Brick, Leader, Ninja, Wizard

Earth Spears

Spell Mode: Cast

Spell Effect: Rock spikes puncture the ground in seismic waves.
Class type available to use: Archer, Brick, Leader, Ninja

Spike Trap

Spell Mode: Cast

Spell Effect: Large spikes pierce the ground.
Class type available to use: Berserker

Lava Ring

Spell Mode: Cast

Spell Effect: launches a circular blast of volcanic lava.
Class type available to use: Wizard, Brick

Lava Wave

Spell Mode: Cast

Spell Effect: Creates a wall of lava, kiling the enemy in its path.
Class type available to use: Berserker, Swordsman, Wizard
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Bonus Weapon Skill

Spell Mode: Active

Spell Effect: Increases your weapon skill while selected.
Class type available to use: Ninja

Impenetrable

Spell Mode: Passive

Spell Effect: Permanently increases armor class.
Class type available to use: Leader, Brick, Berserker

Blood Leech
Spell Mode: Active

acter,
Class type available to use: Berserker, Brick, Leader
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Spell Effect: All hits decrease health in enemies while leeching health to your char-
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WATER SPELLS

Vitality Increase

Spell Mode: Passive

Spell Effect: This permanently boosts the vitality of your character.
Class type available to use: Berserker, Brick, |.eader

Ki Barrier

Spell Mode: Cast

Spell Effect: Creates a magic shield to stop damage.
Class type available to use: Ninja, Wizard

Ice Spears

Soell Mode: Cast

Spell Effect: Ice spikes puncture the ground in razor sharp waves.

Class lype available to use: Leader, Swordsman, Berserker, Swordsman

Ice Trap

Spell Mode: Cast

Spell Effect: Large spikes of ice plerce the ground.
Class type available to use: Swordsman

Water Strike

Spell Mode: Cast

Spell Effect: A high pressure blast of water shoots toward the target at long range.
Class type available to use: Swordsman

Suido

Spell Mode: Cast

Spell Effect: Reflects a percentage the damage received back to the attacker.
Class type available to use: Berserker, Brick, Leader, Archer, Ninja, Wizard,
Swordsman

Ki Leech

Spell Mode: Cast

Spell Effect: All hits lower Ki in target and draw it back to the user,
Class type available to use: Leader, Brick, Berserker

Kyudo

Spell Mode: Passive

Spell Effect: Permanently increases your base damage.
Class type available to use: Archer
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Stun

Spell Mode: Cast

Spell Effect: Causes the monster to run fleeing in the opposite direction.
Class type available to use: Berserker, Ninja

Comet

Spell Mode: Cast

Spell Effect: Fires an explosive ball of ice.

Class type available to use: Archer, Brick, Leader, Ninja, Swordsman, Wizard

Frostbolt

Spell Mode: Cast

Spell Effect: A sphere of ice is launched at a target at short range.

Class type available to use: Archer, Berserker, Brick, Leader, Swordsman

Ice Blade

Spell Mode: Active

Spell Effect: Causes all melee attacks to inflict water damage.

Class type available to use: Archer, Berserker, Brick, Swordsman, Ninja

Drown

Spell Mode: Cast

Spell Effect; Makes enemies more susceptible to water magic.

Class lype available to use: Archer, Ninja, Swordsman, Wizard, Brick

Freeze

Spell Mode: Cast

Spell Effect: Immobilizes the enemy.

Class type available to use: Brick, Ninja, Wizard

Water Dragon

Spell Mode: Cast

Spell Effect: Creates a water dragon that atlacks enemies.
Class type available to use: Wizard

Ice Seeker

Spell Mode: Cast

Spell Effect: Shoots a homing ice ball at target.

Class type available o use: Archer, Leader, Swordsman

Ice Kaniji

Spell Mode: Cast

Spell Effect; lce Kanji targets multiple encmics at short range, burning them with
extremely cold gusts of air.

Class type available to use: Leader, Ninja, Wizard
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Blizzard

Spell Mode: Cast

Spell Effect: A blast of ice chunks is cast at your target.

Class type available to use: Archer, Leader, Swordsman, Wizard, Berserker

Resist Water

Spell Mode: Active

Spell Effect: Helps your character to resist Water spells only when the spell is
active.

Class type available to use: Archer, Berserker, Brick, | eader, Ninja, Swordsman,
Wizard

Tidal Wave

Spell Mode: Cast

Spell Effect: Shoots ice balls to all directions,
Class type available to use: Wizard, Archer, Ninja

lcy Barrier

Spell Mode: Cast

Spell Effect: Shields your character from water damage until the spell wears off,
Class type available to use: Archer, Swordsman

Avalanche

Spell Mode: Cast

Spell Effect: A wave of ice is cast at enemy.
Class type available to use: Berserker, Brick
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MULTIPLAYER

One of the best ways to experience Throne of Darkness is to play with other people. There are
two Multiplayer options on the Main Menu: Play Online and Multiplayer. In the Play Online
through Sierra.com, you can find thousands of other gamers to team up with {or compele
against). If you choose this option, you play with characters stored on the Sierra.com server
over the Internet. If you choose Multiplayer, you play with characters stored locally on your
machine on a LAN (Local Area Network) with other players on thal network. There is information
below concerning both of these options.

The multiplayer campaign in Throne of Darkness is based on a "King of the Hill* style of game-
play. In the multiplayer game, there are four castles of seven samurai, each trying to defeat the
minions of the Dark Warlord and overthrow his reign of terror. Seven lieutenants in turn defend
the Dark Warlord. In a multiplayer game, up to 8 people can play online at one time. Ultimate
victory comes when the Dark Warlord and his minions are defeated by one of the four clans. At
this peint, the samurai that defeat the Dark Warlord then become his minions, and the game
begins again.

PLAYING THROUGH
SIERRA.COM

Sierra.com s Sierra’s free on-line gam-
ing network. Sierra.com offers a place
where gamers can meet, chat, and
adventure together. If you've never
tried multiplayer games before,
Sierra.com is the easiest and fastest
way to play Sierra games online. Note
that you must have an Internet Service
Provider (ISP) to access this feature.
While Sierra does not charge for use of
Sierra.com, you will still have to pay
your regular fees to your ISP.

CONNECTING TO SIERRA.COM

To connect to Sierra.com from the Main Options Screen, click the Play Onling button. At this
point, you must Log In to Sierra.com with your Sierra.com account name and password. [If you
do not already have an account, you can create one. After you have created your account, you
will be automatically connected to Sierra.com. Make sure you wrile down your login name and
password - you will need it to access your characters on Sierra.com in the future.
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SELECTING OR CREATING A SIERRA.COM CHARACTER

This is handled much like regular TCP/IP multiplayer characters except that these are stored
on the Sierra.com server. You will not be able to play or have access to these characters
except through Sierra.com, and you cannot play your locally stored characters on Sierra.com.

SIERRA.COM CHAT

Send - The chat room will allow
you to chat publicly with others
olayers. To do so, click inside your
text box and lype your message.
Press the Send button or hit the
enter key on your keyboard and
your message will be posted to
everyone currently in the chat
room.

Whisper - To chat privately with
olhers in your chat room, click
insice your text box and type your
message. Left-click on the charac-
ter you wish to whisper to, followed
by pressing the Whisper button. This will send the message to only the highlighted character.

Emote - Click this button if you want to send text the whole room can see. For example,
if Falcon77 wants to greet all the players in the chat room, he could type, “says what's up”
and press the Emote button. Everyone in the Channel then receives the message
*Falcen?7 says what's up.”

Squelch - This feature allows you to block messages form a player. Left-Click on the
character you want to block so that it highlights. Press the Squelch button. You will no
longer near any public or private messages from that player.

Unsquelch - Allow messages from a squelched player. Left - click on the character so
that it is highlighted. Press the Unsquelch button. You may now receive messages from
this player.

Create - This will enable you to create a game of Throne of Darkness. You must name
your game, and you may also give it a password to make it private, enter a description
and specify the maximum number of players allowed in this game.

Users - This shows you a list of users currently in your chat room.
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Join - Displays a list of games you can join. In each game, a number of players currently in
that game is listed. Selecting one of the games shows you additional game information
including the names and levels of the characters currently in the game. Select "Join" after
you have selected a game.

Rooms - This displays a list of other chat rooms you can join. Once you have selected the
game you want to join, click "OK."

Servers - This is where the available servers are displayed at Sierra.com.

Help - Click this button to receive tips in getting through this interface. Select it a second
time to make the help feature go away.

Quit - Click this button to exit and return to the server selecticn interface.

TCP/IP AND GENERAL
MuULTIPLAYER OPTIONS

Multiplayer Throne of Darkness games
can be played without using Sierra.com
by using the TCP/IP option on a Local
Area Network. To do so, one computer
must be chosen as the server. To do
this, select Multiplayer from the start
screen. You will then be presented with
a Join/Create screen that shows you all
available games currently running. To
join a game, nighlight it and select Join.
To create a game, select Create.

When you create a game, you will be
presented with a screen showing various
options. Naming the game gives it the
title others will see on the Join/Create
screen. If you leave the Password
blank, anyone can join the game. If you
input a Password, only those who have
the Password will be able to join. You
can also specify limits for the number of
players, as well as for character level
limits. When you have input the game
name, password (if any), and set your
limits, left-click Next.
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The next screen allows you to choose
your castle and enable/disable shared
castles. Enabling shared castles allows
multiple players to play in a single cas-
tle. When you enable shared castles
you must also select which character(s)
you will be playing, as well as the cas-
tle. After selecting your castle, and if
you've enabled shared castles and your
character(s), left-click Next.

Finally, you will be presented with a
screen that allows you to select or cre-
ate a new clan. A clan is a collection of
up to seven characters representing the
different character types in each castle.
Select from the list on the left or create
a new clan and lift-click Next...the
game begins.

IN-GAME CHAT

During a multiplayer game you can eas-
ily communicate with other players by

pressing the Enter key. A small area will |

open at the bottom of the Play Area.
Start typing and you'll see your mes-
sage appear as you type. When you're
ready to send your message, press
Enter and it is sent.
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ITEMS

ltems play a key role in the RPG genre - they allow a player to establish an identity for charac-
ters by customizing their possessions. Items form one of the main ingredients of the game’s
addictive qualities. They create a Paviovian reward system that keeps players itching to find out
what itemn they will get if they play for “just one more minute.”

The Throne of Darkness world contains the following categories of items:

Armor - This provides protection for the character.

Masks - These provide additional magical powers for the character,
Melee Weapons - This is weaponry for the characler.

Ranged Weapons - This is ranged weaponry for the characler.

Amulets - This is a group of items. Prayer Beads, Jewels, Medicine Cases, and Talismans
are under this group. They provide additional magic support for the character.

Potions - Ki, Health, Restorative.

Components - These are used to customize an item. Gems are also included in the
Components group as they can enhance the effects of normal compenents if used in certain
combinations.

Treasure - This is gold, and can be used to purchase items or services,

Gems - Gems are special components that multiply the effect of standard components.
Gems will only multiply the effect of components if they are used at the same time a Gem is
used for customization. Gems will only modify the specific elemental groups of components.
(For example, Mercury only affects Fire element components such as Purple Soul Shards).

If more than cne gem is used at any one time, the multipliers add together, then multiply the
standard components. For example, if three Mercury Glob Gems are used during customiza-
tion, they will multiply any fire component by six.

If a Gem is added during customization but no standard components that the Gem affects are
added, it will be wasted if the customization is completed.

WEAPONS

Wakizashi (or Kodachi) - Normally considered a weapon that is paired for image reasons with
the katana, the wakizashi is also used in enclosed spaces where a katana cannot be employed.
When used alone, the Wakizashi (“slung at the side”) is called a Kodachi (*small sword”).
Although it is typically used by itself by shinobi (ninja) and the Toda style, it is also used in dual
sword styles, where it is utilized in much the same way as a main-gauche weapon is in fencing.

Hachiwari - A shorter version of the Wakizashi, the Hachiwari (“helmet cracker”) is used to parry
blades, and ils point can be used for thrusts. This weapon is not sharpened and is made out of
a softer metal so it does not break when parrying.




Katana (or Tachi) - The standard weapon of a samurai, it is used in a variety of different styles,
from the all-arounc technique of the Yagyu Shinkage Ryu to the lightning strike of the Jigen Ryu.
Some of the heroes will be proficient in the Nitouichi style, in which are employed two swords at
once.

Nodachi - A longer version of the katana, the nodachi can only be wielded two-handed. Its
longer reach makes this weapon particularly dangerous. It is utilized by the Battou Tamiya style.

Kabutsuchi - A Korean sword that curves forward two-thirds of the way up the blade and
places most of its weight near the apex. This allows the wielder to inflict a vicious chepping
wound that is more severe than that of the standard katana. The Kabutsuchi is closer to an axe
in its implementation than a sword. A one-handed weapon, the Kabutsuchi may be used in
parallel with another weaoon.

Nagamaki - A weapon very similar to the nodachi, the nagamaki has the same extended blade,
but a longer handle. A two-handed sword, this weapon is used by shock troops because of its
intimidating size.

Naginata - A pole arm with a sword blade mounted on the end, the naginata is a fearsome
weapon which allows the wielder to strike with much more force than the katana.

Yari - Spear. The spearhead is longer than the standard Eurcpean kblade allowing slashing
attacks. This is a two-handed weapon.

Masakari - Another pole arm that is topped with an axe head. This weapon is not often used
due to its unwieldy nature. This is a two-handed weapon.

Kumade - Translating as “oear’s paw,” this is a pole arm with a clawed head. The head allows
raking atiacks and is also used to dismount horsemen. A lethal version of a mancatcher.

Tetsu Bo - Also known as the kanabo, this is a long, studded octagenal shaft of metal and
wood - in short, a giant club. This weapon can only be used by only the strongest of individu-
als. Unfortunately, this makes it the preferred weapon of oni because of their stupendous
strength. The Japanese language sven has a proverb after it, “oni ni kanabo,” which means
giving somebody a tool which will allow that person fo become invincible. Definitely a two-hand-
ed weapon.

Kunai - A small throwing knife the size of a dagger. Created by the ninja because of its similarity
in appearance with the knives merchants used, thereby allowing them to pass off this weapon
as “tools of the (merchant) trade”.

Shuriken - Also known as “throwing stars,” these four-to-eight pointed discs can be thrown en-
masse because of their small size. The favored weapon of ninja.
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Kabutowari - Tiny throwing darts that look like two cones joined at the base. Kabutowari are
often thrown in multiples, but their small size makes them ill suited for piercing heavy armor.

Hankyu - Literally meaning “nalf-bow,” this is a half-sized bow used primarily in enclosed areas
where the standard asymmetrical bow would be too cumbersome,

Yumi - The full-sized asymmetrical bow most commonly used. Made up of a variety of materi-
als, Yumi fire a variety of different types of arrows.
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Opponents

Elder Kappa

Tainted by the effects of the Dark Warlord, these gigantic shelied leviathans are some of the

largest creatures in the land. Their powerful slashes can disembowel a man in the blink of an
eye. T'he shells of the Ancient Kappa can be used to make an excellon‘r armar, among other
things. :

Kappa Small Kappa

These small water spirits are hurr
a great strength. The child kap@éi.
delight is devouring the intestines

_ |th &m;—::}i shells on their backs - their size belies
: envhetmmg thair onponent Their chief

Neanderskull 215
The largest of the Dark Warlord's armyof the undead, ﬁ anderskuliaar 3 1-a¥chem|8ﬁ£; combma—
tion of giant apes and humans. These ga eld a maul that can flatten a grown
man with one hit. Their dull nature makes them a aoldaer that}s slow:  react to attacks, but at the
same time, they are impossible To rQut bacauae they fear n@thfng

Priestesses

A twisted version of the pious and pure &hmto priestesses, t supernaturally beautiful demons
take delight in cursing their targets with iamble pain before ing them apart with magically

enhanced arrows. Shunning the more lane forms of me ement these treacherous creatures
make their way around by floating dbOVG_ he ground =

Shadow Commander o
Larger then the standard Shadow Soidie

ha : hadow Commamﬁ-
their troops in line through fear ) :

: "'som'e:ﬁghters, keeping
Shadow Soldier

The most numerous of th _: Dark Wartord s an'ny, Shadow Soldlers are Slmp un&'ﬁead conslructs
of bone and sinew, ke;ﬁit toqether by ‘rhe Sheer wmpewor of the evil spirits hou éti_made of them.

BakE Yoroi

The BakF Yoroi are hithy sklﬁed swordsman comparab!e toa graﬂd mas f‘hoy prefer to use
double katanas; makmg therm twice as deadly. They are relentless assassin _fand any intruder
coming across fhem, will become victim to an atrocious execution. ¥ L

Evil Fem a!e Nih}a

kvl Female Ninjas have stealth and aggressive melee attack skflifs 'I‘hey alsc have spell casting
abilities with long range capability. They throw a powerful blade that does poth physical and

ntal damage, and their allegiance with the Dark Warlord allows them to do damage from

“multiple elements.
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Fallen Hero Foot
In life they were once mighty samurai, but now they have been brought back from the dead to
serve their new master, The Dark Warlord, Zanshin.

Shadow Assassin

The Shadow Assassin attacks with stealth and cunning. They are difficult to detect and can use
their weapons from short and long range. If able to sneak up behind a samurai, the shadow
assassin can do double damage with a backstab attack. It is impossible to find a Shadow
Assassin who is not aware of the samurai’s presence.

Fallen Saorcerer
The dreaded Fallen Sorcerers were handpicked and trained in the dark arts by the evil wizard,
Tenkai.

Debu

These lumbering behemoths act ¢
they are slow they make. u____ :

h&ﬁ?’;&m&fdﬂvem for the Dark Warlords' prisoners. Although

Forest Orll

Dark Warlord.

Mountain Oni

as their weapon of ch0|c 3 r
Om have mcredlbly acute :-,en

down to their dealhs.
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Rouzoku

It is rumored that hidden among the ravenous packs of Yama Inu are deadly shape shifters
called Rouzoku who can also walk as men.

Spider Witch
The caves are said to be home of the Spider Witch and her sisters. Beware of their magic, for
they prey on the unsuspecting!

Scorpion Dragon

The Scorpion Dragon is fast and unprediclable. Its long neck allows it Lo lunge forward with a
ferocious bite. The Scorpion Dragon (as the name may suggest) has a stinger at the end of its
tail and will use it to attack from the front and the back simultaneously. It can also use its tail to
cast spells.

Skeleton Archer

The most vulnerable of Zanshin's Army of the Dead are the Shadow Archers who engage the
enemy from afar and flee from close range attack. Bravest among them are the Skeleton Archer
Snipers who guard Zanshin’s supply depots with deadly accuracy and refuse to retreat.

Tengu

The Tengu are fierce bird-like warriors who attack in well-organized groups. Their blows are so
powerful that they can knock the samurai back. The Tengu are brilliant acrobats and highly
skilled martial artists.

Troll
Do not underestimate Trolls because of their size or often comic behavior. These little creatures
are deadly when encountered in large groups.

Yama-Inu
These demonic wolf clans are found in packs and can rip through the toughest armor with their
razor sharp teeth.

Winged Serpent

These powerful beasts live high in the mountains. Winged Serpents swoop out of the sky and
attack anyone foolish enough to attempt the treacherous climb to reach Zanshin’s Mountain
Fortress.

Note: There are a few other creatures you will encounter as you progress to the ultimate battie. We've
intentionally left them off of this list to give you an occasional surprise!
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QA Lead - Jesus Baquedano Ferrer, Graphic Artist - Bill Sweeney

Public Relations

Hillary Crowley, Public Relations Manager, Kelly Cosner, PR Associate Manager
Eliza Mixon, PR Associate Manager

Marketing

Koren Buckner, Director of Marketing, Charles Holtzclaw, Brand Manager
Adam Fossa, Associate Brand Manager

Special Thanks To

Mike Ryder, Dave Grenewetzki, Mark Hood, Jim Veeveart, Scott Lynch, Bernadette Pryor,
and Zippy the Wonder Liama!

THRONE OF DARKNESS




THRONE OF DARKNESS QuUICK REFERENCE

BAsic GAME CONTROLS
Esc - Toggles the Esc menu on/off and exits other menus.

Left Mouse Button
* Click on a monster to attack it.

* Click on a spot on the ground to go to that spot.

¢ Click and hold to continue running towards the hand icon.
* Pick up/drop items onto the ground, inventory, or belt.

* Operate shrines, doors, and chests.

® Interact with NPCs.

Right Mouse Button
* Drink a selected potion.

® Cast Spells.

B - Blacksmith Interface F1 - Char Select #1
C - Character Stats Interface F2 - Char Select #2
D - Daimyo Interface F3 - Char Select #3
F - Formation Direction F4 - Char Select #4
| - Inventory F5 - Tactic #1

M - Map F6 - Tactic #2

P - Priest Interface F7 - Tactic #3

Q - Quest Interface F8 - Tactic #4

R - Characters retreat back to active samurai F9 - Spell #1

S - Spell Tree Interface F10 - Spell #2

T - Tactics Interface F11 - Spell #3

X - Exchange Weapons F12 - Spell #4

1 - Tool belt #1

2 - Tool belt #2

3 - Tool belt #3

4 - Tool belt #4

Spacebar - Switch Leader

Shift - left-clicking allows you to attack from your current location.
Alt - Item tool tips

Enter - Chat
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CONTACT INFORMATION

CUSTOMER SERVICE, SUPPORT, AND SALES

United States

U.S.A. Sales Phone: (800) 757-7707
Hours: 24 hours a day, 7 days a week

International Sales: (425) 746-5771
Hours: Monday-Friday 8 AM to 4 PM PST
FAX: (916) 939-1010

Sierra Direct

P O Box 629001

El Dorado Hills, CA 95762-9972
Email: customer.support@sierra.com
http://www.sierra.com

United Kingdom
Vivendi Universal Interactive Publishing UK Ltd.
Main: (0118) 920-9111
Monday-Friday, 9:00 a.m. - 5:00 p.m.
Fax: (0118) 987-5603
Disk/CD replacements in the U.K. are £6.00, or £7.00 outside the UK.
Add “ATTN.: Returns.”
2 Beacontree Plaza,
Gillette Way,
Reading, Berkshire
RG2 0BS United Kingdom

France
Vivendi Universal Interactive Publishing France
32, Av de I'Europe
B,t Energy 1 (2e étage)
78 140 VELIZY-Villacoubaly
France

Téléphone: 01-30-67-90-50
Lundi au Jeudi de 10h a 19h
Vendredi de 10h & 18h

Fax: 01-30-67-90-65
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Germany

Vivendi Universal Interactive Publishing Deutschland Gmbh.
Tel: (0) 6103-99-40-40

Montag bis Freitag von 10h - 19Uhr

Fax: (0) 6103-99-40-35

Paul-Ehrlich-Strafle la
63225 Langen
Deutschland

ON-LINE SALES

GompusServe United Kingdom:GO UKSIERRA
CompuServe France: GO FRSIERRA

Internet USA: http://www sierra.com
Internet United Kingdom: http://www sierra-online.co.uk
internet France: http://www sierra.fr

Internet Germany:  http://www.sierra.de

Disk AND/OR MANUAL REPLACEMENT

Product Returns*:

Vivendi Universal Interactive Publishing International
Sierra On-Line Returns

4247 S. Minnewawa Ave.

Fresno, CA 93725

Vivendi Universal Interactive Publishing International
Sierra On-Line CD/Doco Replacement

4247 S. Minnewawa Ave.

Fresno, CA 93725

NOTE: To replace your cdfs) please send only the damaged cd and copy of your dafted Receipt, if less than
90 days. After 90 days please include a $10.00 handling fee along with the cd(s). For Documentation
replacement, please inciude a $5.00 handling fee and a photocopy ONLY of either your disk or cd.
Payment should be made at the time of your request. Sorry, no credit cards.

" Returns to this adaress vaiid in North America only:
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TECHNICAL SUPPORT

North America

Sierra On-Line offers a 24-hour automated technical support line with recorded answers to the
most frequently asked technical questions. To access this service, call (425) 644-4343, and fol-
low the recorded instructions to find your specific topic and resolve the issue. If this fails to solve
your problem, you may still write, or fax us with your questions, or contact us via our Web site.

Sierra On-Line

Technical Support

P.O. Box 85006

Bellevue, WA 98015-8506

Main: (425) 644-4343
Monday-Friday, 8:00 a.m.- 4:45 p.m. PST
Fax: (425) 644-7697

http://www.sierra.com
support@sierra.com

United Kingdom

Vivendi Universal Interactive Publishing UK Lid. offers a 24-hour Automated Technical Support
line with recorded answers to the most frequently asked technical questions. To access this ser-
vice, call (0118) 920-9111, and follow the recorded instructions to find your specific topic and
resolve the issue. If this fails to solve your problem, you may still write, or fax us with your ques-
tions or contact us via our Internet or CompuServe sites.

Vivendi Universal Interactive Publishing UK Ltd.
2 Beacontree Plaza,

Gillette Way,

Reading, Berkshire

RG2 0BS United Kingdom

Main: (0118) 920-9111

Monday-Friday, 9:00 a.m. - 5:00 p.m.

Fax: (0118) 987-5603
http://www.sierra-online.co.uk

TECHNICAL SUPPOR



France

Vivendi Universal Interactive Publishing France
32, Av de I'Europe

B,t Energy 1 (26 étage)

78 140 VELIZY-Villacoublay

France

Téléphane: 01-30-67-90-50
Lundi au Jeudi de 10h & 19h
Vendredi de 10h & 18h

Fax: 01 30 67 90 65
http://www.sierra.fr

Germany
Vivendi Universal Interactive Publishing Deutschland Gmbh.

Technischer Kundendienst
Paul-Ehrlich-Strafle la
63225 Langen
Deutschland

Tel: (0) 6103-99-40-40

Montag bis Freitag von 10 - 19Uhr
Fax: (0) 6103-99-40-35

Mailbox: (0) 6103-99-40-35
http://www.sierra.de

Spain

Vivendi Universal Interactive Publishing EspaOa
NUESTRA SE—ORA DE VALVERDE NJ 23
28034 MADRID

Spain

Tech Support Teléfono: 91 735 24 37

Soporte técnico de lunes a Viernes
de 09:30 a 15:00 y de 16:00 a 18:30

www.havasinteractive.es
Soporte Tecnico: soporte@havasinteractive.es
Comercial: comercial@havasinteractive.es

ltaly

Vivendi Universal Interactive Publishing Italia spa
Contattare il vostro distributore.
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SIERRA WARRANTY & LEGAL INFORMATION

Sierra’s end user license agreement, limited warranty and return policy is set forth in the
EULA.txt, found on the CD, and is also available during the install of the product.

Copyright © (2001 Sierra On-Line, Inc.)
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EPIC IS TOO SMALL
ENTER AN EPIC 500,000 YEARS IN THE MAKING.
CREATE, BUILD AND LEAD A CIVILIZATION
TO TRANSCEND THE AGES AND DOMINATE THE WORLD.
HISTORY IS YOUR CANVAS. EARTH IS YOUR EMPIRE.

FROM RICK GOODMAN
LEAD DESIGNER OF AGE OF EMPIRES®

STERRA" SINLESS STEEL & snis
1 it

Call 1-800-757-7707 or visit your local retailer
today. See our Web site at www.sierra.com.
© 2001 Siema On-Line, Inc. All Rights Reserved. Sierra, the *S” logo, Empire Earsh,
Throne of Darkness and the Throne of Darkness logo are trademarks of Siera On-
Line,IncAge of Empires isa registered trademark of Microsoft Corporation. 7104178
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