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sl |mni|||- do not read e mputer

game strategy guides for their

health. However. the exercise
you'll get lifting this one np and down while
you pore over what is, arganbly, one of the
[inest computer stratégy waimes yet devised.
might increase your health and hit points while
vou learn. As this guide’s girth suggests. the
authors have spared no effort 1o be as thor-
llll’_"h s llllHﬁiIlll'.

Is This Book
Really Necessary?

You might think, after reading the approsi-

marely 200 pages included in the Master of

Magie instenction munual and spell hook, that
there is little lelt 1o say about the game. How
wrong that assumption st Due o the nare
of computer game manual production, which
is wften severely limited by spaee and dead-
lines, much information simply could not be
included inthe Master of Magie game pack-
pee—in particulae the derailed foomulas and
andlyses that constituie the bulk ol this tome,
I aedelition. this book was kept current with

the myriad of changes mude 10 Master of

Magte during its final weeks of playtesting and
develupment (which oconrred after the
manial was sent 1o the printer) and in the
game’s suhsequent upgeades and paiches.

Authors’ Assumptions

I'hee anthors expect the reader 1o be wil-
mlunu-l_\' famibioe wieh the instraetion manoal
el .~lu'|l Lok 1t ACCOgamny the e i
ie imperative that you have aoworking knowl-
pedie of the game’s documentnton. as it is the
Fondation for the many acdvaneed steategies
v dliscaver i this ginde

Organization

We have tried 1o ormanize this straregy guide
in roughly the sime manner as the insire
tion manual, We've broken the information
O B0V SEOTIons] gl’nlmll waork gething

started spells. the warlds, nnits. combir, anel
globl considerarions,

Die Rolls

Often in this guide, we explain how something
aeenrs i the game hased apon: probability.
We will remark that the computer decides o
matter by rolling a die four 1
sion that means the computer sunply gener-
ates o random noumber’. We abibreviae this
probabiliny by using the lewer =07 followed
by o nmber indicating the number of sides
o that die, For example, when the vomputer
generates wrandom mamber from | 1o 6.1
volls w6 When there is g corain pereentage
chanee of an oceurrence, the computer ralls o

dHME e

Ve exXpres-

Terminology
We have nsed the following terms inerchange-
abily Tor both descriprive aned literary reasons:

Arcane = grav magiv

Chaos = red magie

Death = bilaek inagic

Life = white mngie

Nuture = greei magie

Soreery = hlue magic

Attack Strength = swords
Defense Strength = shields
Archery Runged Atack = hows
Feavy Ranged Artack = rocks
Magie Ranged Avack = fivehalls
Resistance sirength = crosses
Hits Per Figure = hearts
Fanta=tic unit = surmmoned wnit

Dispel = nsed a5 i nonn e signily any of the
Dispel Magie, Disenclinnt or Disjunction spells
Onward!

In the words of Youi Berrn, “I0s oz oo all
over ngain,

Muny of vou reading this guide will be fa
miline with similar MicrolP rose strategy g
ofterings inchading. no donbst. Master of Orion




Chapter One: How To Use This Book

and Civdlization and may have read Alan
Imrich’s books from Prima oo these eames
Wall, here we g0 again! Prepore voursell
worthy apprentice, for we are about o un
lock the seerers thar will mmake YiHi irinly
the Master of Magie!







The Ultimate
READIME File

“A lifer spicad sekiing mestikes s pot oy more honorabile hut meore

asefeed thee o Qe spent dotnge nathing. “—Ceorge Bornard Stan:
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week after he was nssigned the rask

of writing America’s Declaration of

Independence, the homesick Thormas
Jefferson had made lirtde progress. The story
is told that John Adams and Ben i
Franklin dropped by 1o see how the document
was coming along, and learned thut not only
was the Declaration not finished, it was not
yet begun! After Addams, upset by this delay.
remarked that the whole Farth was created
in only a week, Jefferson sarcastically replied
“One day, you must tell me how vou did ir.”

Sa it was with the writing of the Master of

Magic munual. Generally, computer game
manuals are written ar the worst possibile time
i a game’s production eveles abont six weeks
before the game is expected (o be shipped 1o
stores, Often, this leaves oo Litde time o write,
check, rewrite, edit, correet, lay out, proof,
correet the page prnufm aned lay ont the cor-
ns biefore the manual has to go 1o the
printer (wsually about three 1o four weeks
before the gume is seheduled 1o be shipped),
While the mannal is heing created. the mune
is usoally in o state of fux as playtesters pro-
vide designers with information they need 1o
make last minuee tweaks to the program to
improve the play or bulanee of the game,
as thee manual is being printed. changes 1o a
compter game happen vight np unnil the
moment the disks are “mustered” for
duplication.

Now, picture such a frenzied writing schied-
ule for ereating (he epie 200-page manual in-
cluded with Master of Magre. Consider the
extra elfort it took to eram the camposition of
those 60,000 words {roughly the size of niypi-

el hook! ), complere with miany tables. into a

’

lven

}lr'rimlufllwn weeks. So, considering the si|n'e'1|
in which the manual was weitten, the amount
of material it covers, the last minute changes
that were made (o the game, and inresponse
w0 queries from Master of Magie players. we
decided 1o compaosed s specinl chapter of er-

ratin to make the gome’s manmal as nlu-!nm!nln-
and air tight ns possible

Master of Magic

Andd then, reality set in.. We started o note
change nfer change in Master of Magie: hun-
dreds more than those printed in the first edi-
tion of the game manual, Alier o while, we
were swampied. This ehaprer beeame huge in
an aleeady oo large book, and we couldn't
even be sure we had caught everything. { The
designers had made so many small chaonges
during pre-release playtesting and oyer the
conrse of the game’s severnl major patches that
even they couldn’t remember them all! To thi
end. this hook might have an odd mistke or

rwao in it beeause we could noe playtest every
coneeivable combination or becuuze we
trasted the programmers 1o Fix bugs from ear-
lier versions that have remained in the game.

Soowe, the anthors, decided o ineorporate
into the text of s hook every change we
could findd, Think of these 1[1[“|||u.- puges as
w new manual. pumped up with plenty of ex-
fra steategy tips and tbular information. 1t
not how we wanted o present all of the
changes ta vou, Bust i1 is @t cornpromise we sim-
ply bl to munke,

From Here to Victory

From here, we take o bit ol literaey lieense
and bewin with an ending, Allow us 1o quickly
go oyer your ultimate objective when playing
Master of Magie: (0 win Caed ine this game,
there's more than one way 1o kick stafls and
tuke planes),
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o Kenmedy, parriach of the Ameriean
J\!'"l"'ll\ lII\H:InI\'. hl|lln||'i| II\ hih [I.uuuu-i
“You

ow me w good loser, and Tl show you o

politeal offspring as telling

loser.” Lnfortunately, at the owtzer of o gune
ol Master of Magre, vouw arve oot born oo the
st position of privilege s the Kennedys
were, so buving o vi Lory 1= ot ol the quies-
o, Insresdd vou st presvadl i the realins
ol Arearns and Myrror the old Fushioned way;

You hoave to eare i,

Herve, we diseuss the Hportant pre-game
nnd general stentesies Tor winning Measter of
Waate, While the manunl defines the condi-

tiones lor VICLOry, 1018 uiporeant o Ixe ol

s by deciding which ol the two victory

conditions vou will pursue. This s beeause
as enjovible as it is o follow the many di
verse piths available i the explocation and
conquest portion of the game, the best way 1o
ensure vietory over the other wizards in the

gamne 18 by stuying focnsed on the vierory con-

dition vou e strving Tor nnd following onr
suggestions for obtaining it as vapidly s

|m--1i|r||'

Die. Charlatan!

The most direct wav ol winning the gare is
throngh brate toree, Elminationg all the other

wizards in the same by storming theie Kn

Exophenta defeats Merlin

Figure 3-1. Theres nothing like
banishing another wizard

chanted Fortresses nod bamshiong them from

the game 1s tenly sunsfyn

o

Fo smaoth the path for o military vietory,
choose your set-up from the aptions listed
{n'|u\\. | ||l"-l' W I” ]I.l'||| Vou generate rln- siron
gest pussible forees aned give vou the best ==

sible combat ~|r|'”‘i

Wizard Skills

Viethe begimng of the game you have the

-|||Ii.ur| L l'll.lll]!- s sore ol vaour :-in'“ }Iil‘l\w
specinl wizard skills, Choosing the right skills
can enlianee vour armies ansd vour spell-east-
g skills o combar. With an eye iowards vie-

tory through combat, you will lind some of

the following skills particularly vseful:

E Alchemy gives all of yvour normal onits
magie weapons amd w4 1T Hicin combag, It
Tunetoms o= il your cities all have alehemist’s
guilds, even when they don't. The improyed
accnracy and the abilioe o damage crearires
with wenpon immunity will moke your varly

fighnong units G more powerlul than they

o
would otherwiae he, Since several of the more
{Guolls. Klackons,

Lizardmen, and ‘Trolls] can’t even huaild

militnrisie races

alehernist’s guilids, this wizard skill s the per

feet complement tow militarily oriented game
|o|n}.-t| with sueh races,
Finally. large armies can be expensive 1o

maintain: having the Aleheniy skill also al-

lows you to direetly convert vour exoess mana
nita _unh]_ \\'ilhulll ] |||-'~., i -ﬂi[:!nll'l Your
arities, Oned vour meome 1w sullicient, you
can even lower your mana sand 10 zern anl
coneerirate I|” I\UIII']'I'I[“IH i|]|'l'|||l' (1)) f""!l'ili""l
and spell-casting skill, adding mana 10 vonr
reserve by converting surplos gold msiead

& (hanneler halves all of your mooa upkeep
costs e nllows vou o cast =pells in combu
without jaying the dhstanee ]u'n:t'l\ (g
liI|.||m-| 4! This ‘-'n-ll i anadeal adjuner for
milimristic wizards wirth o tighe mana bud-

o

—
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gol, 105 great even if vou huve o ot of imam
'sill('l' i! nllm\'s vou |l|\\ TECTCRHUICE COSTS
"ll }'lll”' "ll”llllll"!'ll creanres .'IIHJ III’\HHU”'
ing enchantments.

& Choos Mastery should nor be overlooked
by militaristie wizards. Since Claos magle i
the most destruetive and cormbat-oriented
Torm of muagie, exeelling at researchiog and

casting Chaos spells can make your gonls

mitch casier o attain, On top ol redocing e
researchi and casting eost= of Clas spells, s
shill will muke any
mients (Grear Wasting, Aveageddon. Cluos

woal vour brwal enclunm

Rife, ere.) vwice as dilfienle v dispel. Ialao
doubiles the mm eivedd Tron Chuos noiles
Nee Chapter 4 Tor more detnils on Chios
Mastery,

& If mana won't e problens for vou. con
o slall, This skill makes e

searching and costing summoning spells 25

sleler the Conjur

percent 1‘||rujn-r pereend aneed vedluees he -
L‘m'p costs of summoned creatires by 25 per-
cent, Gonjurer mnkes i easy lor von i ereate

o mainraim hoge aroies ol Tantsie noits

Congider combining this kil with Chaos
Maatery (sinee their disconnts nee addivive s

& Famous: Firar, this QPO el von more,
better. and cheaper heroes, mercenries, sl
the +10
Fame poines translate diveetly toa suvings in
that wamount of gold peer e than wonlil otl

magie ites o fighn wirth, Seeomd

Brwise have Lone 1o H'm.cp LLERCT R AR T EI N TRCEA A ST o

I'..Ill'l} in Illl' L, \\hr'|| TIHNTY ir ||r_'||l .1m|
large wrnies are |I|||r|u|'rj|'n| to et this
akill cnn be o eemendions eder,

& Myrrun is an expensive skill o ger b
starting on Myeeor means that youw cnn start
with vue of the special riees—Beastmen, Dark
Elves, Dinconuns, Dwarves, or Teolls—anel
with few (i uny) neighbors o impede vain
early arowtle These caces rend 1o e pow

wrful woits that aee great for building strong
armies, Furthermaore. Myrroris the only place
vour can Lind adamntinm, the mineral that,
in combination with an alehemist's guild, can
make vour normal uiits virtuallv nnstoppable
(see Chapter T4 and 100 The biggest caveat
1o =tietioge on Myeror is that o hear other wiz-
ards, vou have to find them—and miost of vour
Coet tar than

approments will he on Arcanus
fower pliune as Lust os you canz they start olf

prety wenk down there

& Warlord gives all of vour normal unis un
UXIrR expericnee level and allows them to reach
nhira-elive stins, Experienced units are sig-
nlicanily Bevter than new ones, and having
all vour troops sturt at one level higher thin
they otherwise would is a tremendons advan-
tae, capecinlly g the begimming ol the game,

Spell Books
Lier
Ter 10 Wi

ain colors of magic lead themselves bet
bisttles and, henee, vianguish-

g ather wizaeds during the altimate eneon -

ter—the ooe Tonght ae cheir Enchanoed

1
Fartress

e R, llr'l:ll.‘llﬁ, III:I'_“I'I'i-‘!lIt' STrongest coin

bae g colors This magic type has more
lestrietive .'Illl' 'Iil\\'l’l'rlll l'lllllll]lf -lu'"r- I| Yo
Bolt, Disintegvare. Call Chaos, Flaome Strike:
eres s than any other. Furether, red e ol-
lers an ecnormons number ad variery of Tan-
tastie s and devastaring global and eity

enchantnents, 1 ics Blood vou're seeki

LA |‘l'l'|

E Bluck. or Denth, magie also has Y
tromg combat spells [ Wreack, Word of Death,
Death Spell, Avdmaee Deadd, ens) and wickesd
overlanml enchantments (Corsed Lanals, Fam-
e Aombiae Mastery, ere b Death
tend o e -'|'M'u]n'r aititan hecanse muost

cannot heal "This magic type s also the only
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one that lets vou create undead umirs fram
fullen opponents,

While the remaining magic colors have
combat spells and powerfal unit enhanee
ment=. their stre
dircetly related to or supportive of an ageres:
give military approach.

ths tend 1o lie in areas nol

Races
While no race (save. perhaps, the Halflings)
is purticalarly bad in combat, some races are
better for those secking o wage war olfen
sively. Our philosophy is thae the anis yon
abtain carly will gready influcence your expan
sion capabilities. However. it is o race’s spe
cial units, the production end-line “heavy hir-
ters.” who decide il o raee can truly wage wat
offensivelv.
The raees we have found best for conduoer-
ing wars of annibilation arve listed below. See
Chapter 5 for our reasons why they are the
most militarily wseful.

Good Military Races:

Beastmen, Dark Flves. Dwarves, Gnolls, High
Men, Klackons. Lizardmen, and Trolls

Spell This!

The more pencelul option for winning i 1o
play Master of Magic as o vace gane, Here
vou are striving (o learn and east the Spell of
Mastery before any other player does and theu
to hang on o your empire while waiting for
the spell w0 take effect. After all. onee you bie-
gin easting the Spell of Mastery, everyone will
declare war on vou promptly in an effort to
prevent vou from winning. At that time. bue-
ten down the hatehies and full steam ahead?

To help ensure that you can win this aee
while building and mainaining an empire
large enongh 1o support your efforts, choose
your set-up fr
wedd 1o help you keep vour nose elean

i the options listed below. They

are II

Figure 3-2. There is nothing penultimate
about casting the Spell of Mastery,

vig=ft-vis other wizards and ger the most bang
for your buck when rescarehing magic spells

Wizard Skills

Somme wizard skills ean help vou east your Spell
| |

ol \ilhll-ll\ faster than others or ut Jestst aive

LSUTE R LI TR R lll'r-mhlll__l_' O Tiw tliv A

& Archmoge is o skall thot lers you cast the
spell of Mastery g klv, onee youve leared
it Adding 10 1o your spell-casting skill

thirough this option will gaive von early mingie

stpiport i combi atd help yon win some
early Bautles, Tewillalso help vou i later com-
||1|I I H“l)\\'ln_'_[ VO B vikst noe |n|\\rlrlll
gpells more olten

& Being Charismane improves vour relations
with other wizavds, This 1= Gmportant for

awvonling lu'ulr'm'ln--l wiairs, Yo o o con-
verente on vapd spell researche so having
other wizards off your baek 150 rernendous

IHIIHI.

& Divine Power and Tnferal Power minke
re proddietive I

vour religions boildings ¢

higher levels of maa von carne with one o
these skills will help you veseareh mnd cast the
Spell of Mastery =oone
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& M Focusing applies live mana o your
mani reserves [or every four mana yoo “hank ™
there. 1'his will ensure that vou hayve plenty
of mani to spend on spells and apkeep
thraughout the ganie, Plus, when you've got
to pump hundreds, nay thowsands, ol muna
points into casting the Spell of Mast
fore vou are overwhelmed by other wizinils,
this bonus can spell the difference between
vietory and defear,

'y (e

& Myrran lets you srart vour game on Myrror
el this is likely 10 give you some breathing
room (away {rom enemy wizands) during the
varky stiges of the game. I addition. Myrran
nodes avernge twice the mana of those on
Arcanns, and Myrror haus muny more special
minerals {ervex, mitheil. and adumantinm)
from which to generate even more mana.

& Node Mastery doubles the muna vou re-
eeive from all nodes in addition to leiring VOl
cast all spells ar nodes without risk of o lizzle.
Your st have lots of mana 1 o o learn-
g and casting the Spell of Mastery, This skill
i purticularly useful in that regard, Remem-
bier: notes tenid to be the richest m
particalurly i you are plaving aea medinm or
powerful magic seiting,

1 sourees

& Runemaster gives von a 25 pereent dis
count on researching and casting Arcane
magie spells including the Spell of Muastery,
I there wies ever o direet line for helping vou

vast this spell, this skill is it To grearly speed
vour spell book progress. combine Runeinaster
with other skills thar give research and caste-
ing discounts,

& Suge Moster gives a 25 pervent bonus 1o-
wird all your research elforts. Sinee research
is most of the battle in the race to nequive Spell
of Mastery. S
uble advantnge. Also,
search everything more quickly, other spell

o \1{11-.!!"[ IIT"I\'ii lers o i"'ll*if[f'T'

weeanse it liets Yy e

will be available 1w you earlier o the gume
whiel i always helpfol

Ol course, there are othier skills that will
helpe vou desen ek caste the Spell of Masrery
quickve b vou ise them well, Flere we'ves Tl
just the ones wach the greatest or mose divest
impaet on such an eflort,

Spell Books

Certain eolors of imagieare herter for the vy
ol siege mentality that a wizared meeds il he s
determined to win by casting the spell of
Maustery. Good defensive magice s founed e
colors Listed helow

E& White, or Life. magic is loaded with [
tective or enlineing spells. Furthermore,
white magic conlers anintrnsie positive dip-
lotmatie effect, giving o wizard some respite
From endless declarations of war by othes
wizarids

& Creen, or Navure. mogie s nlso very strong

in proteetive and enlone it spells, s o

bt more badanced than white hecanse it has
stronger combat, sutmmoning, and destraetive
spells, o Natore magie gets noanherent dip-
Tornarie homs,

& Blue, or sorcery, magie s o lew special
fearures that arve valoable 1o w wizard tving
torwin throngh spell casting, e bos the Aura

al Mujt‘.-l}' :-'|:l'||. w il lovwy -

Vs i constan

level improvement in diplomanie statns with
oppoments. I also has varions wiys 1o stop
other wizards' spell-casting elforts, So even il
vou [all behind in the spell vace. von can pre-
vl athiers from TROVELLY Tovy fare ahiead

Races

As T as chioosing n good mee for winning by
casting the spell of Masters. your nre probubily
best ol fwith esther o vaee that inherently pro
uces Dark Elves,

matng (Beastmen,
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Draeonuins. or High Elves) or one that can
build coathedeals (Beastmen. Draconians,
Halflings, High Men, Nomads, Ores, or Trolls).
For either kind of race, you should expect 1o
bld s many eities a5 vou con | for more
mana-producers and more cathedrals), Tothis
endd, the raees thar also grow relarively quickly
are helplul: Beastmen, Halflings. High Men.
anel Ores,

Heroes

Heroes with their own »}u-ll casting skill can
||l'||- VO st ot research) overland (e,
non-combat} spells when stationed at your
Fachanred Fortress, When the time comes for
Vo o east the ﬁln'” of \'Iilwll'r_\. recall thise
heroes 1o vour Enchanted Fortress, A coven

ol these cooks, when using all of your per turn

mana ineome. will hasten casting the Hpr” ul

Mastery considerably.

Through The Looking Glass

That, dear apprentice, 15 what winning in
Master of Magie s all ahout. Planning vour
I.:Illa Ty ;_,';IIF["\ |II'|IIII'I‘ anew gilllll' vven IH',.L!I““
1= an essentul aspeet Tor obtaining vietory. No
less important is staving foensed on vour ap-
proach, either militnristic or scholarly, us the
fastest route (o the [imsh line,

Elimination of a Wizard

On your path 1o victory, you will |||‘n||:|hi_\'
destroy o wizard or two by capruring their
Enchanted Fortress amd eonguering their re
TN Cres,

After vou have captured an opponent’s
Fachanted Fortresa, the losing wizard is ban
ished and st east Spell of Returm o come
bk 1o Myrror or Arenous. The only mana
sources for spell of Return must came from
the wizard's mana or gold (via alchemy) re
serves. While the wizard is bamshed, e or
shie may not cast combat spells or move unirs,
althaugh their production in cites continues,
| [ r--iurniuf_{. the wizard chooses a new site

Figure 3-3. Accounting for victory.

for the Enchanted Fortress in one of his or
Frer vermmining ivies.

I vou wish to completely elitnnate another
wiznrd throngh combat. yor mnst congquer all
ol his or hier towns. OF conrse. easting the Spell
of Mastery auromuadically hanishes everyvone
else without your ever having o lift o hinger,

Victory Screen Information
Miter winning, von will see the vietory sereen,
Your seore is o measure of ow well you playid
andd 1= recorded o the Hall of Fame sersin,
The quality of vour victory is measured ge-
cording t the Tormula below:

Victory Point Formula

+1 Point per number of spells in your spell book
+1/2 Paint per citizen {rounding the odd citizen
down}

100 Points per banished wizard

+2 points per fame

+500 polnts for casting the Spell of Mastery
+2,000 points for the winner (in a "pool” that is
reducad by the next moditier)

+2 polnts per game tumn played (so the faster you
win, the better)

The total polats accumulated ara then multiplied
by either 3, 2, 1, 0.75, or 0.5 if the difficulty level of
the game was impossiblé, hard, average, easy, or
simple, respectively. That value is then dividad by
8,000 to get the percent score af your victory,

%
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Note: from this formula the things tha will
improve futnree seores. Trading spells with
wizards before vou finish them always helps,
ﬂidﬂe&hllﬂdmg COnuering, umlnll*m'hquug
many vities. Tmproving your Tame throngh
hmﬂa_a by having legendary heroes and by
being Famous, also helps, Speed, however is
adecisive factor, especinlly when vou're try-
g to get a high score the arder difficulty
leyels.

Hint: Rather than kil off the last enemy
wizard, easr thee Spell of Mastery 1o maximize
VOIT seore,

Setting The Path

The key, therefore, is setting things up cor-
rectly before the game ever begine. Have o
~vietory gonl in mind—Ffrom crearing vour wiz-
ard to playing ench game turn—and stay
Moeused on it

- CGreating the righn wizard. with the vight
abilities, and the vight number of the right
valored spell books, and then leading the vight
raee, s crncinl, The next three chaprers eover
thissee pre-game elements i demil. The nexi
“thapter begins by twking you. a mighty wiz-
~add, through the looking ;.,hm-. andd applying
the old adage. “Know thysel(.”
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cinember. vou, personally are o wiz-
ard in Master of Magie. As suche you
will huve certain attributes, such as
skills. farme, and spell knowledge, thar you

must use o forge vietors, The good news is

o1y ol Wiys 1o l]i‘liill‘
e, The

wn effeetive wizard

e iowicle v
yoursell as a wizard in Measter of Ve
bad news is that creat

can be a linde overshelming, especially when
learning rhe game.

This chapter is the mirror o your
charnerer’s sonl, Here we will note every trade-
olf you muke when creating your wizard and
even eomsider what race 1o im'L‘ after jratting
O VOUT War painl,

Spell Pick Primer

“’IIII'II Yo o (NI EEI | BT |'|||- I}I'i‘-I.illll'lll'.‘lll'll
s and. nstead, Proll your own,” yon

wi
have eleven picks 1o divide hetween spell ranks
and wizard abilities. You muzt consider two
major issues when allocating vour picks,
The fivst 15 whether 1o concentrare on one
or two colors ol magic (e gotng deep in cach

one by chioosing lour or more spell books in

thut ('.nlnl | or b acdl a lew n’n'” Linoks in

r four magie realims (e, going wide)

teep hias the advantage of pl'u\.'illi!ll,:

g of the
o

1z wide offees o variety of every eolor’s

starting spells at che b

game o more powerful spells ac the
C

common and uneommaon spells and provides
a lot of flexibility when tra spells with
See l:}lnllll'l' O for a diseus-

ather wiznrds, |

ston of the different coloes of magie.)

Fhe second major issuce coneerns how mans
picks to spend on retorts. which we refer 1o s
wizard skills, as opposed w spell ranks. W hile
it rakes titne to ill”_\ resg the rewards ul'h}u-ll
ranks, wiznred skills aee el fective from the first
turn often jump-starting vour abilivies dur
ing the early atages of the game. Note that
vouare limired o O wizard skills and 13 spell
Books, ineluding the ones vou might find Lier

Figure 4-1. Designing your own wizard.

i the game through node and Lae explora-
tion {sec Chaprer 14

Aslightly slower start resulis il vou ehonse
e -|H‘“ I'HIIL-. | lll\J\ ever, .\"" u-r” start w ]'Ih
several spells to cast and o higher iniaal spell-
casting skill level with whieh o cast them (see

ﬁhuplrr O Alsa, with m ~|w]| ranks. you
will have more spells, and spells with greater
power, at your disposal larer in the gamie,
Before the philosophy lesson. though, some
knowledge is needed. Ler us begin withia gquick
examination of the benelit: of cach wizard

skill

The Three-Pick Ability: Myrran
While the o

advantages of start

ol three spell picks is higlh. the
as e Myrran aee many

& You start with Myrror ws yo
and have, at most, two other wizards there (o

| rf.-r_\ I III.Hl[

directly oppose you Fewer neighbors means
fewer early conflicts andd, thus, potentially
casier ernpire-huilding during the carly singes

of the game

* \l"['l'{)!' Isi |'|1'hr'l \\(ll'lll [hll“ \ll'-l“ll\. ““h
ulmu.—-l TWIee a8 many el sites |l|l'[|ll|ll|;_"
acdamantanne ervas crvstals and imagie nodes
Chit are twiee as Im\\--l'l'u| as those on Arcanns
Fven Enchanted Fortresses produce five more

muiend o they doon Areanus



Chapter Four: What Makes You So Special?

& Although the nodes are tougher, the re-

witrds are also better on Myrror. New retorts
ife H l!l, wizard hki“ﬂ). hlll'“ buoks. III.'I:'.{it’
s, prisoners, and magic ivemes, along witl
Wh‘t amounts of gold and mana crvstals,
:@.wmu,m readily found on Myrror,

é b You can choose from among all the races
o stare with ineluding the five Myrean races:

ert, Dark Elves. Deaconians, Dwarves,
Trolls. See Chapter 5 for a decailed dis-

wer Ileighboru means less ehanee for di-
soy and spell trades carly on.

‘l‘hosrr tongher nodes and Inires on Myreror
nimpode your early growth vt vou mis-
wn army powerful enongh o elean them

eighboring neutral cities, while offering
OXOHE Hees ll!'ltlll t|wir1 nllllln' e

Dwarves'wuh tlmrluﬂru hie |mr|ll. lham-
i Inrlv tongh nuts to erack.

bad hetwoen the vaces e .;.nulnliu_u Myrror

s Chaper 15),

unm:lnqumrl |m:[.(--r meaning I|Il'\ will
WL l:l'li:ll‘t% {unnd more |mwl l‘l ul) r:||t|| e

The ultimmte question 1o ask of the Myrran
ahility 15 whether its worth paving 5 o voor
I :-|u'|| preke for e This s g debavable poin.
thanks ro Myrror's ligher visks and reswards.
With these Jrrens il cons e, however.
vau can nake an informed decision, 1 yon
choose (o start a8 o \'l)‘l‘l'llll. whint |l.'l]l|ll'u!~' 1o
vou during the carly stages of the game will
b br more interesting and significant than i
would bave Been on Arcanins,

The Two-TPick Abilitics

Fhe abilivies that cost awo spell pieks, cov-
ered in this seetion, provide o significant jump
start o vour early emmpire developent,

Don't Chansge That Channeler!
Clunneler s exteemely useful. Not anly does
I elisninate all of the exeea costs of casting
conthat spells w support vour distan anmies,
iCad=0 cuts yonre mamna mmntenanee eosts in
bl ke toral is compmted, then halved andd
rounded down ) Thus: you can maintain many
more enehantments pod Goste ereatires on
the map before feeling the steaan on your per
CLUTL LA e One,

Being o Chunneler is particularly wseful
whien vou bave a loe ol Glinos (acd, o a slightly
lessier extent, Death) magic becamse these eal-
ors olfera plethora ol important comban nln'H‘.
Keeping their casting cost down is capecially
benelivial.

Finally, alwavs consider Channeler when
vour go deep into one magie color When yvou
concentrate your efforts on one imagie color,
vou eventually learn o myriad of expensive
annl powertul spells thar you o want 1o cast.
Without the Choeler abiliny. 1 is easy 1o barn
thivongh vour i reserves quickly, especially
when engaged i mulii-front wars,

Divine or Infernal Power

Drivine Power and Infernal Power are Lile and
Deanh magie connterparts, cach improving all
vour cites’ religions institutions, Bodh their

Y
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mann production and wnrest-calming efficts
are inereased l'l)- b percemt I,'m|||i|1;; these
buildhing s vadues together i o eity hefors drop-
ping any fraction),

Fhe ner effeer of this vetort is that, in cities
where you have built all of the Tour available
religions centers, you will produce un extra
five manu per
rebels, 1o make the most of Divioe or Tnfer-
nal Power. start with o roee that can build the
highest level of religions buildings, cathedrals
(Beastimen. Deaconians, Halflinge. High Men,
Nowads, Ores, or Trolls ) A0 you do pick one
ol the other races, however, he certuin not 1o
pick the Kluckons, sinee this rae Wl e
these skills ar alll Nowe thiot sinee Death muogie
also hs the Dark Rituads spell, the mana pro-
dhuerion from your eities, if vou huve Tnfernal
Power, can be rremenidons,

o ol ealm two ndditional

The Price of Fame

Famous improves your fume by 10 eight
leomn the start aod has oo mamber of other ef-
fecta, Fame saves you gald [or rroop mainte-
nanee and atreacts more and better heroes
|||l|:1 more merchomts Dwith items) and mer-
cenaries. doubling the ¢hunee of opportaniny
knocking for vou {see the Fame section o
waril the end of this chapter). Consider com-
bining Famons with Life magic spell hooks 1o
further enhnee vour lume by casting the spell
Just Chnse

Warlord: The Sword Can De

Mightier Than The Wand

Fhe Warlord skill gives all vour nocmal teonpis
and heroes a rve, extea level of experience, i
also ullows novmal troops onehieyve one runk
heevond what they otherwise could,

This b ts comsicerable, partealiarly a
the heginning of the game. Troops such as
Do spearmien. for instance. with the extora
(1) aword provided by o free experience level,
wre suddenly twice as strong, This makes o
huge improvement in their fighting ability,

Later in the game. Tully developed units
can reach an ultra-elite starus, They can even
rench their highest level, champions. il o War-
lord also casts the Life ~|ll‘lf Clrusade,

Because Warlord allects all your normial
nnits aned heroes, this skill has tremendoos
1'“||‘i|'ll||l'l]l'-l'-.‘{ ol y“llr"‘]lulut‘.ﬁl‘.‘, \\"llrl('lrll "Iﬁll
enihles v Lo resirietnre vour armdes ond
garrisons 10 some extent, knowing thar fewer
or cheaper mnits can well do the jub, When
combined with Alchemy and a race of soldier
Tsilders like the Goolls, Klnekons, Lizardimen,
or Trolls, Warlords rule!

The One-Pick Abilities

Beenuse every wizard skill is a straight mradie-
ofl i "l"'” books, abilities that “eost™ only
ome spell rank may have more appeal thin
those worth two or three, Now, fo deternmne
which kil provides the hest wools for vour
‘r|u}'itlg stvle, read on,

Alcherny: Or Magic
Meets The Goloen Rule
Achiemy has simple effects. Firs ic allows
transmutation of  gold into mana, or viee
veraie on un eqguitable one-for-one basis (s
opposed 1o the one-Torstwo preminm other-
wise charged). The prﬂhlt'ln 15, how often do
vou really 1o wse alehiemy? Now, there are
some approaches to playing Master of Magic
thint might profi from your using o lot of al-
chemye in particnlar, approaches where vou
plan on diverting the bulk of your mana in-
come o research or spell-casting skill. Insuch
acase, von Tl want 1o use plehemy w oliain
the g vou need for sprell casting from vour
gold reserves, Ivon hive enongh gold o keep
YOHIT BIRTEE PEserves well stocked, this -
proseh enn speed your research and spell-cast-
ing =kill development sigoificantly.

Alchemny s second funcetion is that, throngh-
it will give magic weapons m
all of vour newly buili units, just as though
they were forged ar an alehemists guilil, In

vt the e,
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-~ othier waorils, lh:"',' cingnore anenemy s W -
~ons lnmunity and receive a +1 To Hic modi

.{fm‘nu‘lwunﬂ ranged attacks ) For rees
can't otherwise build aleliemizts ouilils
l'cﬂmi[ld Klnckons. Lizardmen. amd Trolls],
[‘;[ﬂ!k aspeet of Alchemy iz purticnlaly wseful

gl’.ven far other races. never needing 1o rush o
ke aned maintiin alehemists guilds i nice,
It!liﬁ wizaril UH thie i veasons for
vf.l__ {lebinng alebiermist = goilels wee to e die e
";‘nmm they generate per tm and o ger the
\Mk dlﬂ':l“(]l and delense bonuses tha

thiril vl adamantium mines provide. )

Golden Archies: Archimiages, That Is
Archmange skill ;_:iu-- you an initial 110

y mtl_\‘ﬂll Illlhl |u i]ll|mn g Vo' spe || sl
g kil dhres o points are egisiered on
I &ﬂull i wandd on the Magie Sunimnar

pont honus for improving vour spell-casting
skill, As i udlli-ll wilvanbinge, |||i- wizi ml »Lill

JYl?lill' spe H-casting skill dictanes how oneh
wwma you can spend during a bacile, 1oalso
I.ﬁml'ﬁa the amount of mana thar can be Tun-
{ d.:'ll'lllll'u."lllll.!.llll overlnnd spue A eneh tarn.

larting 1|w gmm- “nh i III{_lIl’I -\luil skill

.n .-q.)ruh |':|r|n'|' LsSEInY than you s
have the mang reserves for castinge them, of

The r\ﬂ‘hllm;_: ability s fuirly Mexible, Yon
decrense the amonnt of mana vou pliee
arskill wandd. inereasing the ana used
resenrch or mnnn reserves, while sull pre-
i fairly eapid spell skifl development.
Tor a :-il'l;.!ll' spell pick. this skill s b=
y e termms of the POWEE YO e pitent i:l"\
! Ill m:h i, |uu’|u wlurd |\ e "I||| uul\ |hart
i niagnlnm\lum\nn need every hnml VAL e
i Hﬂ.“wnhlhi\ to eaat o vicious combat spell,

or alobind enchunment carlier, ere, is not 1o
be aken highely.

Art and Artifice
Artilieer allows you to constraet mugieal arti-
Lacts ata 30 pereent cost reduction. Now. think
abwowt thar Tor o minate, You ger o make
“III'I‘""’" s r“l' ‘\"il"r Ill'l'll!'.‘\. or }'{Hj cnn
break them and ger all of the mur you pant
e them baek out. When cornbined with
Runemazster. vou'll ger a 75 percent price
bireale on new items, which you can aciually
Beeak and chow a profit in mana

While artifacts are critical for improving
vour heroes. the queation s, do you wani 1o
spendd a ot of vour time and mang casting
artifuct ereation spells mstead ol casting other
~]n‘”>|'.’ Bl‘l‘(lll‘w |III_‘ -qu'” !'lit'l\‘.‘- .\'f_lll‘“ J\1'|ll:']I||
vt wizard skills are so precious. you huve none
1oowaste on frivolities. Artificer. in our opin-
1onn, 1= a0 sotewhar freivolons skilll [e s best
e when von e ju~| plaving Meester of Magie
o Tom e the vasier levels,

Picking Your Nobdes: Chaos, Nature
And Sorcery Mastery

Chaos: Nature, and Soreery Mastery huve
These skills double the
mn obtmaned from the comresponding nodes
vour control and, inaddition, reduce
chand casting costs ol Ghaos, Na-
ture aml Soreery spells. respecrively. by 15
Phese skills also make all vour en-
chairments from their corresponding magie

ciuivalent effects,

thie rese
prercent,

restlin twice as difficult o dispel

Lhe anly veason Tor choosing Chinos, Na-
ture, or Sorcery Mastery wonld be if you were
loewsing exclusively on the corresponding
maggie v peand. thas, could really henefin from
the research savings, Lven in this case, vou'll
always have Arcane spells o researel. inelud-
ing Spell of Mastery, Besides, it is unlikely that
vou would ke a point of systematically con-
quering eafy the nodes that will pay you
donble . although such wodes will Le
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casier for you to conquer beeanse you will have
spells of the corresponding magic rype. Note
that there are more Sorcery nodes than Claes
or Nature nodes {see Chapter 14, 50 Sorcery
Mastery may be more valuable in the long run
than Chaos and Nuvare Maostery,

Sage Mastery Made Easy

Generally. it is betier o pick Sage Master than
the above colors of Node Mastery, This is e
enuse Sage Master veduces alf your researcl)
costs, including those for Areane spells like
the Spell of Masterv. by 25 percent,

Suge Master also lielps make up for racial
deficiencies in production of buildings tha
yield research henefits. In particular, Barbar-
inns. Dwarves, Guolls, Halflings, Klackons.
Lizardmen. and Trolls can produce notliing
higher than a sage’s guild (o in some cases,
nothing higher than a library!), Ohyiously,
these races are poor choiees if you plan to pliy
a research/magic oriented game. The Sage
Master skill can help offser this weakness.

In combination with skills that inerease
vour research speed in specific areas, or skills
thur otherwise enhanee vour magic abilities,
Sage Master promises (o make you a power:
ful wizard much earlier than you could othee-
wise b,

Nove Mastery, The Mana Maker

Node Mastery doubles the mana producerion
from all nodes under your control, which gives
vou a leg up on the single magic vealin mias-
tery skills ubove, {Having hoth Node Masiery
and Narore Masteryv. though, would produce
Jower tees the mana Fronn Nacuree nodes! The
same holids true for the other Mastery skills)

Furthermore. it allows you 1o cost spells of

any type at nodes without them ever fizzling,

Node Mastery is quite valuable as it can
quickly and dramatically inerease your mana
income. Taking and holding nodes is o far
easier tosk. too, when your spells never fizzle|

Consider this wizird skill under poy ciream-
SEANCe, 0o maeer vour strategy foe winning,

Adthongh this wiza el skill partienlarly ben-
elits vaces that don't have o bigh vate of oo
production from urban sourees (the Klackons,
Lizavdmen. Goolls, or Dwarves). it works well
for evervane. When used in eombinntion with
Sage MasteroyouH have aothe complement of
magie skills that often provee decisivee

Qozing Charisma

Having Charisma gives von o diplumatic
bioost. doubling the effects of your positive
activns and halving the penalties of any of
your negative actions (see Chaper 25, Of-
ten, this can delay o abite ageressive ma-
newvers by your opporients, this alfoeding vou
wl your magie
skill= o o level where you'ne rl'u||_\ o nssert
voursell as noworld power,

Adilitionally. Ghiarism gives von o U per-
cent disconnt on apportmities i come your
wiry (es nll mereenries, hieroes. wd arti-
facts offered). Not thar you'll see betrer op-
portamities come along nor more often: they 'l
just b cheaper to grab,

A Charismntic wizord has ooeenl advantage
inalong: slowly deseloping game (such ns
those wlhere it takes o long time Tor afl wiz-
ards todevelops L., witly starting paramerens
set Ao stoall Lo masses and weak )
where there is more time Tor diplomaey, i
wmes where you take only ane spell calor or
start with o slow growing raev that reguires

trne fo 111-\-'l'|u|| vour i'lll!iil'i'

extensive neban development to reaeliis mili-
tary #enith, you maghie consider wlding Char-
fsmntic o vour wizarel skills. In B whien
vou start with large land masses and quickly
enconnter other wizards, Charsmn will also
witd you

Beeanse of the diplomutie beneling of Cha-
viatn. this skill may e good o eombiine with
Dewth magie spell hooks o help offsen the
autormatic diplomantie penalty of these hooks,
You mny also wisho toeoambine Clusmn with
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C%ﬁﬁﬂmagirmgvt i further diplomntie hoosr.
ith Sore v magic becase of the positive
%imur effects from the Aura of Mujesty

;tpell
+ Never Being Alone

Ahe Conjurer skill granis a 25 percent dis-
1A the cost of resenrching, casting, and
taining fantastic creatures, This <kill
p 1t mneh easier to bring out and main-
i more powerful fantastic ereatures carlivr
the game. Il you are playing with o race
i dovsn't haye many spectaenlor militar
18 — Barbariuns. Deaconians. Goolls,
lings, Normads, or Ores — building large
ies of fantastic units is o sound approach
‘1.1[&1‘. il you combine vod op areen
Dboth af which have many summoning
y(black is good. toa) with Conjurer. vou
huﬂd strong armies comprised solely of
maned creatures,

y Focused on Mana Focusing
i M Forusivig, for every fonr mana in.
}'bll generate for VU 1L TeEseryies
0 which the mana for npkeep anid cast-
petli is deawn ). an additions | mana poin
pears i the reserves, Henee, vou get o 25
eent interest bonns on such income. For
pﬁe, il 20 of the tana yon earn from yonr
ined uehin and node sources (e, vour
At ang imcotne, see Chapier 157 is al-
Ao your reseeves, 25 mans will actandly
thero., When you acjust the Marin wand
J,’t’l‘lll‘ Mattin & “uulllllnr\.’ sereen, this bonns i
am‘f.rﬂa veflectedd tn the value beneath

"Innl]'em evervihing that costs mann from
reserye peeeives o 20 percent diseonni:
ipﬂl you enst, in combut or our aid
areature or enchontment YOU raintain
s this benelir. For example, costing o spell
Geosts 100 mana still deaws that moeh
i your reserve, However, with Mana o
L you only needed to add 80 reserve

1o reeeive that 1000 Thoe every 100
mang i codts only requirves 80 mama in
neone

For ome spell pick. Maoa Focosing delivers
o great benelin, The only drawhack is that o
doees not divectly hinsten spell casting, research,
or vour casting skill Tevel, The only way this
skill can affoer research apeedl arul spell-cist-
g skill s 00 you decrense the proportion of
i dncome chat goes o your reserves (e
eomse of the honus reserve mana vou get from

thiis #kill)

Rumemaster or: Hooleed on Runics
Runemaeter gives vou o 25 percent diseonn
in bath researeh ad easting costs of Arcane
spells, Sinee Areane magie s arilivarinn and
easy 1o trade. this wizard skill las s nses.
Note that the reduced research and castng
costa of the Arcane magic tneliede the Spell of
Mastery Land. when neceasary, the Spell of
Return ). Thus this skill allows you to learn
and enst the game-winning spell Toster than
normal. Althongh this 35 oo o grear wizard
sleill for normnl, men-to-taen play. e has s
ace, particnlarly when making items or su-
moning heroes,

Another hig plus for Runemasrers is the
abiliy to puneh another wizard's spells oul,
What this means is thar the strengeh ol all dis-
pelling spells cast by Runemnsters is doebiled,
Forexample, 0 you proiped 3500mam imio o
Disjunetion n‘|w||. the chaner of 1 -lh‘:'l't'n'lillg
woulid e based on it having o vulue of 700
i, Dispel Magie Troae: Diseochant True,
widd Disjunction Trae spells cast by g
Runenuster would be valued at see times the
it pat it e ! 'This may e g good skill

o eartihine with Soreery spell books and pos-
=ibly with Sorcery Mistery,

Nore that this skill combianes with Avtificer
togive i 70 percent diseount on easting iems:
sith Sage Mastor to give s 30 pereent discoun
o witli Con
jurer o give o 50 percent disconnt on sum-

for vesenrching Areane spellz:

&
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Table 4.1 Wizard Skills' Subjective Ranking by Author

Wizard Rank
Skill Total Alan Petra Tom

1 Warlord 94 32 29 33
2  Myrran 89 24 32 33
3 Channeler 80 30 30 20
4 Node Mastery 72 27 25 20
5 Alchemy 71 21 30 20
6 Famous 69 26 23 20
7 Infernal Power 60 22 13 25
8 Divine Power 59 21 13 25
9  Charismatic 57 23 24 10
10 Runemaster 53 19 19 15
11 Archmage 50 19 16 15
11 Sorcery Mastery 50 17 13 20
13 Sage Master 49 18 21 10
14 Chaos Mastery 48 16 12 20
14 Nature Mastery 48 16 12 20
16 Conjurer 40 15 15 10
17 Artificer 36 13 8 15
18 Mana Focusing 35 19 11 5

moning mugie and guardian spirits, plus o 50
percent discount on researching and ensting
Summmen Hero and Summon Champion,

Color Me Thoughtful

S, in the cosmie schieme of things, it should
b elenr that eertam skills are inherently bet-
ter than others, Here 1= our overall ranking of
the wizard =kills. We've carh assigned every
wizard skill o valoe vanging from O {eom-
pletely wseless) o 33 (supremely nseful nn-
derevery cirenmstanee . Then we twraled these
values andd vannked then in order.

Wizard Skills and Magic Colors
Naturslly, some wizned skills eombine berter
with certuin eolors of magie, For example, o
wizard specializing in Death magic is going
to have s real popularity problem with the
ather wizards (see Chaprer 261 Therefore,
being Charismatie will help make up this ghie
ing deliviency. Again, we present the authors’
subjective evaluation ol wizard skills hased
on the predominant tvpe of magie thar wiz-
wrd will nse. I(Ihupim' O wffers more informa-
tion on choosing magie colors at the begin
ming of o gne. )

)
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Jhble 4.2 Wizard Skills and Magic Colors Reference

Spell Books

Life Death Chaos Nature Sorcery

L] L] L] L] -

Req Can’t . . g

Can't Req . . -

Help . L] L] .

Help . D . Help
Help . . . Help

L L] L] L -

L] L] L] L -

° e & . — .

° o __ﬁ_eq_ ° e o
. . . REC] -

. . . o REC]

. . Req Req Req

. ~ Help . . -

B Help  Help Help -

. Help Help ¢  Help
. ° - e He[p

L] L] L] L] -

tl'l!t color of fnaglc about average
i 'tl' Can't be selected with this color magic.

Required to select this Wizard Skill.

wd skills benelit certnin raves more by help-
them mike up o deficiency or fully ex-
it 0 skill's wsefulness, we have prepared o
of the authors’ opinions an the matier.

This skill supplerments wizards who emphasize this color of magic,
either offsetting a particular weakness or enhancing a particular strength,

{Chaprer 5 has helplal i formation on ehoos-
g your begimning race,

Fame

With all the wizaed skills, magic colors, nl
vaces swirling in your mind as yon ponder
which eombinations might be best (don't

&
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Table 4.3 Wizard Skills and Race Reference

Wizard  Races

Skill Barb  Grol Hal  HiMen HEN Klack Lzard Nomad Ore  Beast DkEN Drac  Dwaif
Myiran . . . . - . . - - Reg Req Req Rea
Divine . . Max. Max  » Pan's = Max.  Max Max. = Max, =
Power

Infernal - ® . Max. Max . Dor't = Max. Max, Max. = Max.

Power

Famaus . - - L - - . - - - - - -
Warlgrd  ® . . . . . . . . . . - .
Alchemy = Help = . Holp Help = - . . . >
Mhmlgo - . - - - - - - - - . . -
Aﬂlﬁ.cgl . . . . . . . - - . W 0 0
Channelet Holp = - . Halp  Help . . . . Help
Chaos  * Halp  » . . Help  Halo  » . . . . Help
Mastery

Nature ¢ Help  * . . Halp  Maoip » . . . . Help
Mastary

Sorcery ¢ Help » . L Help  Help = . . . . Help
Mastery

MNade . Holp = . . Help Help = - ) . . Help
Mastery

Chatis- = . . . - . . . . . . - .
matie

Canjurer = Help  Holp = . Help . . . . Help
Mara . Help  » . . Help Help = . . . . Help
Fotusing

Rune . . . . . - - - - . . . .
Mastei

Sage Halp  Help Help = . Helo Help » . . . . Help
Master

Don't = Dan't bother, You'll gain no benefit from this skill with this race.
Help = This skill helps this race offset ane of its particular weaknesses (sea Chapter 5),
Max, = Yau can derive the maximum benefit from this skill combined with this race.

Req = Required 1o select this race,

)
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Table 4.4 Acquiring Fame

Table 4.5 Losing Fame

Having a Legendary hero rating

aviards are volded if the captured city s

Farme
Action Lost Action
Defeating 44 enemy units in a single battle A Losing 4+ units in a single battle (only if
Winning a battle where the enemy lost a you have more than 20 fame)
very rare creature -1 Razing or losing through enermy conquest
Conquering a town (9 to 12 Population a hamlet {1 to 4 Population points)
points)* -2 Razing or losing through enemy congquest
Conquering a city (13 to 16 Population a village (5 to 8 Population points)
points* 3 Razing or losing through enemy conquest
Conquering a capital {17+ Population a town (7 to 12 Population points)
points)* -4 Razing or Insing through enemy conquest
Banishing {not killing) a comp uter player a city {13 to 16 Population points)
Casting and maintaining the Life spell Just -5 Razing or losing through enemy conguest
Cause a capital (17+ Population points)
Having the wizard skill Famous M Losing a hero in battle {the fame lost

pauals half of the hero's level®)

* = Totaled for the levels of all heroes lost in a single
battle, halved, and then rounded down,

ey, well e more discission on the mat -
later chaprers ), we'll now examine iwo
e attributes that ser you apart from other
fame and spell-casting skill. Let us
il the former subject first,

w Fame is Earncd
wun be carned (and vour Fame Poins
)i a number of wavs, s shown in

&

t Fame is Lost

unately, fame can also be lost Tabile

we the cirenmstances that will dim von
star, Note that o player's e can never

0,

ayer in that battle is decmed 0 have
All adjnstments in fane for hoth play:
namace aceordingly.

ffects of Fame
e Point reduces the fodad mainte-
e cost of artny units and heroes by ane

gold per tuen Thuss i you have o fame of 20,
vou will sive 20 gold per tarn in troop/hera
maintenaner costs, Fame alzo infTuences the
quadity of heraes who approach vou for hire
{sce Chaprer 18},

Phe frequeney inwhicl apportunity knocks
for pluyers (o offer them a new hero, meree-
nary, or item ) also inereases with their fame,
ux shown in Table 4.0, Note that to get an
llll‘lllr'lllli"\' ({§] ll“rf'llllf’”' ain ill'l“ oar ot ]Ii'“'
BOMIIESOT ||l’\\'|'\l‘r‘ )"I“ st Illl\"f' I'Illlllgll
gold. [ opportunity knocks but you don’t have
the money 1o pay for the mercenaries, hero,
or item, you lorfen that opiportunity and are
not even notified thar yon missed vour chanee!

When mercenaries appear (see Table 4.0},
fame alfects hoth their quantity and qualiry.
e corputer rolls o separate A1, adding
that wizard's Tarie 10 4 for the euality nnd
guanttity ol the mereenary unitis). Resuls
lower than 60 provide a single unit or regular
roop quality. Resulis between 61 and 90 of-
fer fwo umits or veteran troop quadity. Resuls
ol O or e preovide theee units ar elite troop

qualiny, Table 4.7 extrapolates this o it

()
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Table 4.6 Opportunity Knocks

Chance that a Hero will offer services =
((3% + Fame/25) x2 if Famous) / Heroes
Variable

The Heroes Variable depends on how many he-
roes you already have. This number is one if you
have no heroes; two if you have one or two he-
roes; three if you have three or four heroes; and
four if you already have five heroes.

Chance that a Mercenary will come by =
(1% + Fame/20) x2 if Famous

Chance that a Merchant will come by =
(2% + Fame/25) x2 if Famous

Merchants will only offer you an item if you have
three times the purchasing price in your gold
reserves. |f you are Charismatic, you only need
half of this amount available.

The maximum probability that a mercenary,
hero, or item appears at your doorstep is always
10 percent, even for Famous wizards.

The chance that any of these appears in a game
turn, depending on your fame, is shown below
(double the percentages shown, up to a maxi-
mum of 10 percent, when that wizard possesses
the skill Famous):

Wizard Fame Point Lovel

Conditlon® 0 20 25 40 50 40 75 BO 100
Haro (0) 3% 4% 5% 0% 7%
Hero (1-2) 1% 2% %
Hero (34 1% 2%

Hero (5) 0% 1%

Mercenary 1% 2% 3% 4% 5% 6%

Merchant 2% 3% 4% 5% %

* = The chance that a hero appears depends on how
many heroes you already have (shown in parentheses
in this column).

Table 4.7 Mercenary Quantity

and Quality

Wizard's 1 Unitor 2Unitsor 3 Units
Fame  Regulars  Veterans  or Elite
0 60 30 10

10 50 30 20

20 40 30 a0

an 30 30 40

40 20 30 50

50 10 30 60

60 0 30 70

70 1] 20 BO

80 0 10 {0
90+ 0 0 100

Numbers show the percent chance of receiving that
quantity or quality of mercenaries at various fame
levels.

Spell Skill

A wizard's spell skill is also o defining ehar-
acteristic, Spell skill 3s, essentially, a speed
linnie, s valoe is the amonne of mana that
you. pecsonallyv. can spend casting spells ata
sitgle battle (provided that you have suffi-
cient mana reserves (o pay for the spells and
the addivionnl mana required for conducting
combat at great distances from your -
clinnted Fortress [see Chapter 217}, Your skill
level is also mieasured by the amount of nana
that you can pour into overland {ie. non-
combat} spell casting, each tuen, from your
UL ESETy e,

Improving Your Spell Skill

No practice is necessary: vour spell casting skill
iniproves as you divert mang income {e.ho
vour “magic power” | into vour Skill wand (as
shown on the Magic Summuary sereen) accord-
ing o the following formula:

%
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) mnf_mann investment required to raise a wizard's
 shill level by 1 = (2 x Present Skill Level)

your present level of 12 (which is 24} mana in
ving your skill will raise it 1o level 13. Mana in-
beyand the exact amount required to reach a
level is applied toward the next level (don't
none of it gets wasted).

Therefore, the more mana income you
hﬁw and the more of it you allocate to im-
proving vour skill level, the faster your
wizard’s spell-casting skill will increase, In
~addition to the things that increase your many
Cwneome, there are other ways to improve vour
spell-casting skill:

The wizard skill Archmage improves your
lity (o increase your spell casting skill by
percent (for every wllulr Two s u|||||u ll

how up lw.unwlh your | ‘?Inll \‘(uml andl are
{_pplied to improving your spell skill),
ages also starts with o 410 bonus w
apell skill,

Ench spell book picked ar the start of the
ame increpses your starting skill by twe,

Heroes with their own spell-custing skill
oan artificinlly increase your wizard's spell-
ing skill, Wlll’llt'\'!’l’ s || ||¢ TOeS Are sin-

heir spell-casting .-al.lll " nnm!mh»n 1o that of
"gmwiznﬂ]al'nrpur[mmwlfl.ﬂumlg., roverland
5 (not for casting in combat!), Their com-
bined contribution is limited (o twice the
I's apell-casting skill.

I for example, you have a hiera with a spell
kil of 35 at your Enchanted Fortress, you

“ean funnel an additional 17 mana per tuen

into casting averlond spells (ineluding the
Spell of Mastery ).

Death magic also provides a way (0 im-
prove a wizards spell casting relative o hig
or her opponent’s, Gasting Cruel Unminding
permanently destrovs 10 percent of the mana
that a targer wizard has put into improving
his or her spell-ensting skill {something that
could take mauny tros for that wizard 1o re-
cover from),

Know Thyself

Dividing spell picks between wizard abilities
and spell ranks is not an easy task. Muny fue-
tors come o consideration.

What raee do you want 1o play with? s i1
magically inclined (ke the Dark Elves or
Beastmen) predominantly militaristic {like the
Klackons or Lizardmen) or does it fall some-
where in berween? Are von planning 1o play a
quickly developing game, in which choosing
many skills rather than spell snnks may be
best, or are you thinking of a longer game in
which vour wizard can develop formidalile
magic abilities?

You may want to balanee more militarily
oriented races with a longer. magic-oriented
agenda, simply to give yourself the chanee 1
conguer nodes, lairs, and neurral cities early
in the game. You may want to balanee the
more magically oriented raees with shorter
term. militaristic gouls. simply because vour
magic abilities will develop, even i unended,
and eventually magie will make your military
units even more powerful.

There is no need, however, o adopt a bal-
anced approsch. Skewing things heavily inone
direction or another will simply result in
dilferent kind of game, Making the most of
what you start with is just as important. uli-
mately, as the choices vou make hefore you

begin.

&
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The Races On

This chapier gave our reflections of what the
wirror holds when you ereate vour own wiz-
ard, How you design vour wizard sets the tone
of the entire pame,

Another important element thar adds pitch
to that tone is the race vou start with, Here, it
ig important to diseriminate according to your
plans and desires. Every race has varying
gtrengths and weaknesses, For now, though,
the sturting gun has fired and the races begin
with the next chaprer.




Ale
(or Trolls

f Men
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el raee in Master of Magie has it own

charaereristios, some positive and some

negative, While the partienlar starting
race vou select isnt neceasarily going 1o make
or break yon during play. it will influenee the
speed and wavs in which you can develop vour
empire. b this chaprer, we list the pros and
cony of each race, along with suggestions for
how to compensate for or capitalize on each
race’s charneteristics,

Explanation of Tables

Fach of the vaces in Master of Magic is briefly
diseussed in this chapter. o addition, each race
has i talile listing its pros and cons, along with
comments or sugeestions, Fach area in the
tnble is evalnated by whether it represents a
strength. weakness. or neither for that race,
The following categories are examined:

& [ nits: Briefly looks at the military poten-
tiand of the bulk ol that race’s units,

& Vod-Stage Lnitsy Evaluates the quality of
thee best unies that raee can make.,

& i Satisries: The artaek steengeh, To Hir
specinl abilities, defense, resistinee, hin points,
and unit costs of the race’s standard nnits are
compared 1o equivalent units ol other races.

& Spell Research: Shows the net research
point production per city.,

E Mana Prodoction: Shows the ner mana
production per eity, inelnding eitizens,

& Cold Production: Fxamines how easy s
Tor the race o stay in the black. depending on
buildings and units produced.

& Food Production: Loaks at farmer produe-
pivity andl ner food production in cities that
are important for the population growth rate
and support of anmics.

& Popultion Crowtli: Deseribes the inhers
ent growth vate of this race. diseegarding city
resources, spells, and buildings,

& Oupost Growth Rates: Describes the in-
lierent geowth rate of this ruee disregarding
city resources nnd spells,

& Road Building: Looks ae whether the race
can make engineers, This can influence the
gpeed with whichi vou ean respond to threats
or gel your armies lfl‘l,{l‘llll.“l’.

® Shamans and Pricsts: Looks a1 whether
the venee can make these units, This is impaor-
tant as several events and spells con cormpe
land aroumd civies, Withour these winits or spe-
cinl apells, there is no way 1o purily corrupted
Lol

& Rehellion-normal: Examines the ability of
the race 1o handle rebellion in it nwn cities,
This depends on the huilding limitazions the
voce has.

& lnterracial Unrest: Asseases how friendly
or unfriendly o raee s when conguering or
being conquered by other races,

B, e of X: Assesses how well o race can use
potential city resonrces, This will depend on
the building limitations of the race.

Fovitluares the ship types a
race can build. whieh influences e speed of
expungion, retaliation, or oversens COnuest
when you nre playing with small or medium
land mnsses.

Note that when o raee is vanked s average
i s aren that just means the particolar aren
is nol necessarily an asset or lability for that
raee.
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,I.T}I_B color and skill recommendations fol-
lowing each tuble are vot meant 10 sugges:
it other mogic colors or wizard skills won't
wo well. The particular colors and skills

vere chosen because they compensate for a
al weakness or enhance u pul‘til:lllm’
i Depending on how vou want to play
e g, o myrind of other options are

‘barians

e Burharians have two oustnnding featires,
they grow quickly, so expanding by
mting o lot of outposts with this race is o
deir. Secand, some of the Barbarian units
first awike, theown weapons. allowing
L nitiate aitacks on fving unies and do
age before an enemy connterartacks.

r end-stage unit. the berserkers, are
particularly greac: without being super-
atedd. this unit isn't going to seore any
toeilur wins for you, On the other hanl.
solid unit thar can form the core of most
Fyour important garrisons and armies.
*Table 5.1 lists more prog and cons of the
sburian race,

ggested Colors and
rd Skills when playing
arbarians:

haos, Death, Life, Nature magic

=
N

: xﬁidlamy, Conjurer, Node Mastery,
2 Mastery, Warlord

e are one of the most versatile races,
stundard Beastmen unita start with an ex-
sword and heart, making this race’s carly
fairly powerful and useful for carly ex-
sion through conquest. In addition. this

race offers the powerlul minotaues and can
build stromg ranged attack units.

Beyond providing superior military unirs
at all stnges of the game, Beastmen are very
productive in terms of mana and spell re-
aearch, making them just as useful for a bal-
aneed or magic-oriented game as for o mili-
ey game,

Finally, for being o Myrran raee, Beastmen
grow exceptionidly quickly and. therefore,
lend themselves as well 1o expansion by eolo-
nization as to expansion through conguest.,

Table 5.2 provides more Beastmen details,

Suggested Colors and Wizard Skills
when playing Beastmen;

& Death, Life, Nature, Sorcery magic

& Divine Power, Infernal Power, Myrran
(required)

Dark Elves

Dark Elves all have a special magic-runged
artack, giving their early units an impressive
weapon to wield during their expansion ef-
lorts, In addition, the extra moana that Dark
Elyes generate can decrense the need to look
for nodes as mana sources, allowing this race
to strike sooner at nentral und enemy cities,
Eventually, Dark Elves can build strong unit
types, in particidar the flying nightmares and
Doom Bolt casting warlocks.

The bhiggest drawhback of the Dark Elves is
the sumil-speed growth of their outposts and
cities, Start outposts for this race as fast us
you can. IF you wish to expand more by con-
quering neutral and enemy cities, bear in mind
that the fire power wielded by the Dark EIf
nnits is best capitalized on ns quickly as pos-
sible, before others’ garvisons are well siocked
with strong units,

@
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Table 5.1 Barbarians Information

Area of Consideration Strength  Average  Weakness Notes and Suggestions

Units yes green, red, or black magic for
summoning strong units; Conjurer to
reduce costs

End-stage unit{s} yes Berserkers

Attack Strength yes average; use unit enchantments

Ta Hit yes average

Special Features yes thrown attacks (cavalry, spearmen,
swordsmen); can attack flyers and
hava first strike; Life magic has spells.
that improwe thrown attacks
(Chapter 17)

Defense yes average

Resistance yes +1 for normal units

Hearts yes avarage

Unit Costs yes slightly higher costs for
units with thrown weapons

Spell Research yes no universities or wizard's guilds;
focus on callecting nodes,
pick skills that lower research costs
{Sage Mastery) or that increase mana
(Nede Mastery)

Mana Production yes can't build cathedrals

Production rates yes can build up to miner's guilds

Gold Production yes as for most races, gold can sometimes
be a problem; limit production of
expensive structures;
use more fantastic units; consider
starting with Alchemy

Food Production yes cannot bulld animist’s guilds

Population Growth yos focus on quick expansion

Outpost growth rates yes good for early expansion

Road Building yes no enginears

Shamans or Priests yes shamans

Reballion-normal yes can't build oracles, animist’s quilds
or cathedrals

Interracial Unrest yes generates low levels of tension; goad.
for conquering or being conquered

Use of Gold, Silver, Gerns yes no banks or merchant’s guilds

Use of Adamantium and Mithril yes can build alchemist's quilds

Use of Coal and Iron yes

Use of Crysx and Quark yes

Seaworthiness yes can build warships
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le 5.2 Beastmen information

f Consideration Strength A W Notes and Suggestions
yes use this race lor early military
expansion
g unitis) yos Minataurs
Strangth yes 41 swords, strang for military use
you average
fed yes none
yes average
yes =1 for normal units
yes +1 heart, strong for military use
o yes Urits are expensive
Rusearch yeu bulld universities and wizard's
- guilds
lina Production yes eich person makes 1/2 mana per
game tum, consider Death magic
for Dark Rituals (because this race
] can build cathedrals)
ton rates yes can build mechanician’s guilds
Praduction yes excess unit production can quickly
over-burden system, limit produc
tion of expensive structuses,
convert some cities to trade goods
as parly as possible
Production yes can build animist’s guilds
in Growth yes
qrowth rates yen
! yes Bnginears
n of Priests yes priests
sn-normal yes build oracles and cathedrals
Unrest yes generate considerable unrest; bulld
large garrisons or religious
bulldings early; white magic {Just
Cause) or green (Gaia’s Blessing)
may help
ol Gold, Silver, Gems yos no merchant's guilds
Adamantium and Mithri) yes build alchamist's guilds
Conl and lran yos
Crysx and Quork yes
iness yas cannot build galleys or warships;

Sorcary magic for fleating islands or
flight
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Table 5.3 offers more informaton on the
Durk Elves,

Suggested Colors and

Wizard Skills when playing Dark
Elves:

& Death, Life, Nature Magic

& Myrran (required)

Draconians

Deaconinns have a couple of definie advan-
tages aver all other raees: they flvc and they
fly fust! ‘This makes Draconians superl for
early exploration amd rapid expansion, Piek-
tnng sl el mnsses should give youa sirong
stirt with this raees sinee Tving is more of an
wdvanage when other players desperarely
need ships,

Dreaconian military credentials are not -
pressive, althowgh the fust-fyang, vock-throw-
i anir ships are good. The Deaconians lying
ability does allow them w ake wilvantage of
their fiery breath aveks and lets then hang
baek i batles, keeping them safe feom most
normal melee woneks and, dhevefore. provid-
inge vor mare opportunities to cast spells. This
works particularly well hecanse Draeoniins
are also one of the sorongest mona produeers,

Table 5.4 provides more informntion on
Draconiand.

Colors and Wizard Skills when
playing Draconians:

& Chaos, Death, Life, Nature magic (OK,
OK, so they're all good)

& Conjurer, Divine Power, Infernal Power,
Myrran (required)

Dwarves

Dwirves are arich and powerlul race, They
offer several digtiner aulvantages for miliary
oviented game plav. Fieseall of their normal
wnits come with +2 hearts and +4 resistanece,
moking Dwarves hard o Kill, Second. Dwirves
produce hannoerhands and golems. bothex-
ceprionally strong emil-stage units, Finally,
Dwarves ke more money than any other
vace, giving then the whereswithinl to produce
and D enormnons armies,

To balanee their physical and fimaneinl
power, the Dwarves lug belind in arowth. spell
vesvarel, and mana production, Sll, early
Dwart nmite are strong enongli o aagressively
conguer nearby neutral ities ar the heginning
ol the pupe. Beeause ol their wenknesses,
when playing the Dwareves. you should estah-
lishi aunposts early mod aequive nodes as fost
s Vol ca,

Table 5.5 has wore information on
Dwaryves,

Suggested Colors and Wizard Skills
when playing Dwarves:

& Life, Nature, Sorcery magic

& Myrran (required), Node Mastery, Sage
Master

Gnolls

Coanolls are i most ways a limired raee, buy
they have some distinet adviniages for o mili-
vary gane AL of their units wet oo additional
two swords, making them ough fighters wul
siving Guolls ancarly advantage when used
prapeely. The Guolls” biggest problen = thn
their end-stnge wnits the woll riders, are nou
parriealarly serong. Woll rders Towever move
quickly and enn be wsed effeerively on the

)
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Strength

Average

Weakness

Notes and Suggestions

yes

magic ranged attacks make early
units deadly; use for early expansion

yes

Nightmares and Warlocks

average

average

yes

ranged magic attacks.

average

yes

+3 for normal units

average

units are expensive

build universities and wizard's guilds;

cannot build cathedrals, but each
person ganerates ane mana per
turn; high city mana production
{parthenons) can be axploited

by casting the Death magic spell,
Dark Rituals

can bulld mechanician's guilds

economic situation is easily strained;
moderate unit and bullding produc
tion to prevent econamic difficulties

can build animist's quilds

Nature or Life magic for Gaia's
Blessing or Stream of Life will
improve growth

get an early start growing Dark EIf
cities and try to place them in places
with high future populations to get
maximum growth

na angineers

priests

cannot build cathedrals; some
difficulty dealing with high levels of
unrest

generate the highest lavels of unrest;
build large gardsons or religious
buildings early; Life magic (Just
Cause, Stream of Lile) or Nature
(Gaia's Blessing)

bulld merchant’s gullds

build alchemist's guilds

cannot build warships
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Table 5.4 Draconians Information

Area of Consideration Strength  Average  Weakness Notes and Suggestions

Units yes

flying at two moves per turn makes
units ideal for early exploration and
“combat fram a distance" If you have.
apprapriate combat spells,

Doom Drakes, Air Ships; neither is a

End-stage unit(s) yes
heavy hitter; these units wark best
against weak enemies or if you have
strong spells

Attack Strength yes average; supplement armies with
fantastic units; Conjurer and green,
red, or black magic

To Hit yas average

Special Faatures yes fiying and fiery breath attacks; fight
makes rapid expansion over multiple
continents possible

Defonse yes +1 delenso

Resistance yes +2 for normal units

Hearts yes average

Unit Costs yes units are expensive

Spell Research yas build universities and wizard's guilds;

Mana Production yes build cath edral and each draconian
generates 1/2 mana per turn;
consider Death magic for Dark
Rituals

Production rates yes cannot build mechanician’s gullds

Gold Production yes aconomic situation is fairly stable,
but can be ovarburdened; moderate
unit and bullding productian to avold
prablems

Food Production yes can build animist’s guilds

Population Growth yes

Outpost growth rates yes

Road Building yes o engineers

Shaman or Priests yes shaman

Rebeliion-normal yes build all v nrest-quelling institutions;
eventually able to tolerate high
unrest

Interracial Unrest yes can generate much unrest; bulld
large garrisons or religious buildings
warly; white magic {Just Cause) or
green (Gala's Blessing) may help

Use of Gold, Silver, Gems  yes can build merchant's guilds

Use of Adamantium and Mithril yes can build alchemist’s guilds

Use of Coal and lron yes

Use of Crysx and Quork yes

Seawoarthiness yes cannot builld warships (airships cany

no cargo, but then, all units fly}
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le 5.5 Dwarves Information

Strength  Average  Weakness Notes and Suggestions

yes sirong units help warly (and late)
expansion through conguest

yes Hammerhands and Golems: powerful
units capable of tackling almost
averything
average
average
none
average
+4 for normal units
+2 hearts
units are expensive
build no universities and wizard's
quilds; collect nodes; pick skills that
lower research costs (Sage Master) o
that increase mana (Node Mastery)
cannot bulld parthenons, cathedrals
high worker productivity levels (+3
production points per worker)
richest race; use to develop several
massive armies since you can afford
the upkeep
cannot build animist’s guilds
grean magic for Gaia's Blessing or
white magic lar Stream of Life will
help

angineers
no shamans or priests; hang on 1o
any mercenaries ar heroes who can
purify corrupted land; white or green
magic for anti-corruption spells
may eventually need huge garrisons
or white magic (Just Cause, Stream
of Life)
can generate high unrest; construct
large garrisens or religious buildings
early, white maglc (Just Cause) or
green (Gaia's Blessing) may help
[Gold, Siiver, Gems cannot build banks or merchant’s
guilds, but get double bonuses from
deposits
armantium and Mithrl can bulld alchemist's guilds and get
double mana bonus from these
deposits
Conl and lron double production bonus from coal
and iron
af Crysx and Quork double mana bonus from thesa
deposits
iness only build triremes; Sorcery magic for
floating islands
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Bardefiehd 1o destroy the weaker units inoan
FHIFTIY WY s rear,

Sinee Guolls don't have wueh else in the
way of partienlar advintages. nse them ag-
gressively nrthe heginning of the game 1o ron-
rer ey towns, nodes and laies, Privriize
comprering other races and exploiting their
wiits capabilities. T help with this, Guolls
et ilong pretty well witlomost other riees, so
pnrest levels shoulil not be a major coneern in
vour vonguered cities,

Table 5.0 contmins illumination on the sub-
jeet ol Guaolls,

Suggested Colors and Wizard Skills
when playing Gnolls:

& |ife, Nature magic

& Alchemy, Node Mastery, Sage Master,
Warlord

Halflings

Hlalfling= wre o friendly e of Tast-growing
frrmers, These aneibures make them exeel-
lent for supporting lnege armies, growing el
expanding quickly, and gerting along well s
cither o conguering or subjugiced race. Be
cannse of the st food made by Plalfing farm-
ers, it is complotely feasibile o build wsenler
st feon the first momwent yon begin o garnme
with thi= vaee, This gives the Halllings o big
Bl st (i expransion.

Although HalTings tend o be on il weak
sidde ilicarly. their shinger unies, when built
wenr mithel oe adamuntinm mnes, ean hold
therr owin against almost wovihing. Halflings
work best i a balaneed game of peacefnlaod
IEEFESSIVE CXpasion [xou need 1o eapitalize
on how well these litde guvs ger along with
I'\'t‘l’"(l]l").

Tuble 5.7 has our short notes on Halllings.

Suggested Colors and Wizard Skills
when playing Halflings:

& Chaos, Death, Nature, Sorcery magic

& Alchemy, Conjurer, Infernal Power,
Node Mastery, Sage Mastery, Warlord

High Elves

Al Fhigh Elves come withac# 1T Hit, giving
their ntracks o deadly aeenracy. They also have
many  good unic twpes. Their early
fonghowmen are parctiesilaely good at killing
enemy units ar long range. Their strongest
unit, the elven lords, pnjoy armor-piercing,
fivat steike attacks that enn wreak devast-
Hion o enemy i,

High Flves are also the only Aveanian rice
ponaturally prodoee g and can build most
available stenetares, They suffer u few draw-
Lacks, the worst of whicl are slow growth (30
st their ontposts early ) nmd luck of means
for dealing with corruption on their land. If
you've dealt wich munieal Clhaos-wielding
enemies helore. you'll vealize that this can
Lecome o hoge probilem,

[igh Flves aee good at almost everything
s lendd themselves well wo any style of Has-
ter of Magie game play. More details on High
by s ean bue Tonnd i Table 5.8,

Suggested Colors and Wizard Skills
when playing High Elves:

& Life, Nature magic

& No specific recommendations for
wizard skills

&
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5.6 Gnolls Information

Strength

Average

Weakness

Notes and Suggestions

yes

unit strengths are best exploited
early in game, when relstive
advantage is highest; focus on early,
rapid conquest; consider Warlord
skill

yes

Wolf Riders: only advantage is speed

yes

+2 swords

yes

avarage

yes

none

yes

average

avarage

yes

average

yes

yes

can build no sages guilds, universi
ties, or wizard's guilds; collect nodes
and pick skills that reduce research
costs {Sage Master) or that increase
mana (Node Mastery)

cannot build parthenons, cathedrals

cannot build mechanician’s guilds

yes

gold can become a problem; limit
unit and building production

yos

cannot build animist’s guilds

yes

no engineers

no shamans or priests; hang on to
any mercenaries or heroes who can
purity corruptad land; white or green
magic for anti-corruption spells

may eventually need huge garrisons,
white magic {Just Cause, Stream of
Life) or grean magic (Gaia's Blessing)

yes

fairly easy-going race, good for
congquering other Arcanian races

yes

cannot build banks or merchant's
quilds

cannot bulld alchemist's quilds;
consider Alchemy skill or white magic
(Holy Weapaon)

yes

yos

cannot build warships




Master of Magic: The Official Strategy Guide

Table 5.7 Halflings Information

Area of Consideration Strength  Average  Weakness Notes and Suggestions

Units yes on the weak side; consider green,
red, or black magic and Conjurer for
summoning; consider Alchemy or
Warlord for improving units

End-stage unit(s) yes Slingers can become very strong
missile units

Attack Strength yes -1 swords

To Hit yes +1 To Hit

Special Features yes Lucky

Defense yes +1 To Defend

Resistance yes +1 crosses

Hearts yes average

Unit Costs yBs

Spell Research yos can build na univarsities or wizard's
guilds; collect nodes and pick skills
that lower research costs (Sage
Master} or that increase mana (Node
Mastery)

Mana Production yes can build cathedrals

Production rates yes cannot build mechanician’s quilds,
but efficient farming increases
number of waorkers

Gold Production yes gold can become a problem; limit
unit and building production

Food Production yes each tarmer can harvest three food

Population Growth yes

Outpost growth rates yes exceptional for early expansion
especially with high early food
production rates

Road Building yes no engineers

Sharmans or Priests yes

Rebellion-normal yes can build cathedrals

Interracial Unrest yes friendliest race; mokes expansion
through conquest feasible

Use of Gold, Silver, Gems yes cannot build banks or merchant's
guilds

Use of Adamantium and Mithril yes can build alchemist’s guilds

Use of Coal and Iron yes

Use of Crysx and Quork yes

Seaworthiness yes cannot build galleys or warships,

Sorcery magic for floating islands
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e 5.8 High Elves Information

Consideration

Strength

Average  Weakness

Notes and Suggestions

yes

yes

Elven Lords, Pegasi, and the earlier
Longbowmen are all excellent units

yes

average

yes

+1 To Hit

V&5

none

yos

average

+2 crosses

average

yes

modarately high unit costs

yes

can build universities. and wizard's
guilds

yes

cannot build parthenons, cathedrals,
but each elf generates 1/2 mana
per turmn

yes

can bulld mechanician’s quilds

yes

gold can become a problem, limit
unit and expensive building
production

can build animist's guilds

yos

white or green magic (Stream of Life
or Gaia's Blessing) to increase
growth rates

no engineers

33

no ability to purify corrupted
squares: keep mercenaries or heroas
capable of this around; white and
green magic for spells that decrease
corruption

yes

cannot build parthenons, but can
erect animist’s guilds; unrest will
become a problem at higher

tax rates

an unfriendly race; use large
garmisons or bulld religious Institu
tions quickly; White magic for Just
Cause or green magic for Gaia's
Blessing will help

[ Gold, Silver, Gems

yes

can build banks and merchant's
quilds

Adamantium and Mithril

yes

can build alchemist’s guilds

of Coal and Iron

yes

yes

iness

of Crysx and Quork

yes

cannot bulld warships
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Table 5.9 High Men Information

Area of Consideration Strength  Average  Waeakness Notes and Suggestions

Units yes i

End-stage unit(s) yes Paladins are one of the best units

Attack gtrength yes average

To Hit yes average

Special Features yes none

Delense yes average

Resistance yes avarage

Hearts yes average

Unit Costs yes

Spell Research yes can bulld universities and wizard's
quilds

Mana Production yos have all mans-producing buildings

Production rotes yos can bulld mechanician's guilds

Gold Production yes gold can become a problem; limit
unit and expensive building
production

Food Production yos can build animist’s guilds

Population Growth yes

Qutpost growth rates yes

Road Building yes engineers

Shamans or Priests yes priests

Rebellion-normal yos can bulld all unrest-quelling
institutions

Interracial Unrest yes fairly friendly race

Use of Gold, Silver, Gems ~ yes can build banks and merchant’s
quilds

Use of Adamantium and Mithril yes can build alchemist’s guilds

Use of Coal and Iron yes

Use of Crysx and Quork yes

Seaworthiness yes can build warships

High Men

High Men are slow o develop cconomically,
I you can hang anclong enongh, though, their
Iug end-stage unit, the Iml.‘ulm is pmlml:]v
the strongest normal anit type i the game,
Armies of palading can desteoy all but the
tonghest nodes. lairs. and garrisons. Keep a
|nw profile when playiog High Men unil you
can make paladins theo build a hunch of them
and let lopse!

Onamore sedite note, High Men are aver-
age ar just about everything, They make al-
most every building and get along with most
other raves. Remember, it tkes o long time to

et thennon g solid military fooring, so e pre-
pared towait things o, or hurey things wlong
i hie by oping for one of the nllrl.lhlﬂ military
wizard skills, like Alehemy or Warlord,
Table 5.9 predicis the [igh Men's future,

Suggested Colors and Wizard Skills
when playing High Men:

& Any magic color

& Alchemy, Warlord

)




Chapter Five: A Leader of Men {or Trolls or Klackons)

5.10 Klackons Information

Consideration Strength

Average  Waeakness

Notes and Suggestions

yes

good units for early conquest

yes

Stag Beetles are good because you
can get them early in the game; play

aggressively

yes

average

yes

average

yes

Nnone

+2 shields

yes

+1 resistance

yas

average

high unit costs

cannot build sage’s guilds, universi
ties, or wizard's guilds; consider Sage
Master for accelerated research or
Node Mastery and node conquering
for extra mana

concentrate on conquest, node
collection; consider skills like Node
Mastery

all workers are extra productive
(three prod. points each)

gold situation generally stable due to
few buildings to maintain and good
return from Trade Goods setting

cannot build animist’s guilds

enginears

cannot purify corrupted land; white
or green magic for spells that purify;
hang on to heroes/mercenaries with
this skill

if left alane, "hive” mentality will
keep unrest down; otherwise large
qarrisons

one of the unfriendliest races; large
garrisons; white magic for Just Cause
or green magic for Gaia's Blessing

cannot build banks or merchant’s
guilds

¢ of Adamantium and Mithril

cannot build alchemist's guilds;
consider Alchemy skill; white magic
{Holy Weapon)

" of Coal and Iron

of Crysx and Quork

orthiness

cannot build galleys or warships;
Sorcery magic for floating islands
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Klackons

Klackons, like Guaolls. are best plaved ina
quick, expansionist gareie, Their normal units
all get +2 shields. greatly ineseasing their lon-
geviry in hattle, The Klaekon's high produe-
tivity level means thar their stug heetles can
be mnde fairly early o the game, ara point
where vour enemies are still buildling unies like
halbierdiers, Play the Klackons on big eonti-
nents so that yon can easily send their stag
beetles everywhere, Correetly played. the
Klackons ean quickly ruke over nearby neu-
tral and enemy eities, giving them a strong
power hase during the erucial early stages of
the game.

Similurly, trv to make a point of capruring
nodes ns early as vou can if you are playing
with the Klackons, sinee they lag significantly
behind all vther races inomann production nmd
apell researeh,

More information ahout the Klackons is
provided in Table 5,10,

nization efforts (especially since the
Lizardmen grow fast oo} Make sure vou sturt
the game on small land masses 10 ger the
maximum benefit from the Lizardimen s swim-
ming ability. Like the Klackons, Lizardmen
are best played with an aggressive start,

The low buse productivity of Lizardimen
vities is hoth a hoon and a curse. The low pro-
duetion is due to the paneity of buildings this
vace can erect, but the luck of building op-
tions ullows Lizardinen o pay low maintes
nanee costs for eities and to convert their pro-
duction to units and teade goods at an early
pointin the game. Table 5011 sheds light {and
skin} on Lizardmen.

Suggested Colors and Wizard Skills
when playing Lizardmen:

& Life, Nature magic

& Alchemy, Node Mastery, Sage Mastery

Suggested Colors and Wizard Skills
when playing Klackons:

& Life, Sorcery magic

& Alchemy, Node Mastery, Sage Master

Lizardomen
Lizardmen are a lot like Klackons, They're
wot the greatest vaee. bt they bild their eit-
tes quickly (theough o decided luek of buili-
ing options), Their normal units get an extra
shield and hit point, helping them last longer
in combat. Their deagon taetles are nice units
that can be built carly and. sinee they swim,
van hie sent neross oeeans to conguer erties on
other continenis,

The swimming ability ol the Lizardmen
and their settlers is particularly helplul in early
exploration and rapid ranseontinental colo-

Nomads

Nomads are neither militaristically mighty
combuatanes nor superior spell researchers and
mana producers, they are simply a balunced
race, Their basie units are completely all rght
though they conld use w bicof enhaneing. The
Nomads™ end-stage unit, the griffing is o solid
bt non o killer, unit.

Nomads do have o teade bonns for theie
gold production, which makes them more eeo-
nomically stable than many other races in the
carly stages of the game, Sinee thats also when
vour financinl worries ofien start, Nomids can
be u good race with which o begin s game,

What Nomads lack ig spice, Think ahout
picking spell books that give you interesting
unit enchantments or lintastic units w excite
things u bit. Alternately, perk up vour troops’
abilities by starting with Alchemy or Warlord

%
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of Consideration Strength

le 5.11 Lizardmen Information

Average  Weakness

Notes and Suggestions

yes

good units for early conquest

yes

Oragen Turtles are good since you
can get them early i) the game; play
aggrassively

yis

average

yes

average

eatures yes

swimming; excellent for rapid
exploration and expansion

+1 shields

average

yes

+1 hearts

yes

high unit costs

yas

cannot build sage's guilds, universi-
ties, or wizord's gullds; consider Sage
Master for acceleratod research or
Node Mastery and node canquering
for extra mana

yes

concentrate on conguest, node
collection; considar skills like Node
Mastery

yes

cannot even make a sawmill; white
magic for Inspirations or green,
Gala's Blessing, for increased men
and production

yes

gold situation genecally stable due 10
fow bulldings to maintain

cannat build animist’s guilds

warly expansion is & good idea

you

yes

ne enginesers

yes

shamans

yes

can only make shrines and ternples to
deal with unrest; consider white
magic tor Just Couse and Stream of
Life ar green magic for Gaia's

Blessing

yes

yes

cannot bulld banks, merchant’s guilds
or minar's guilds

0 Adamantium and Mithril

yes

cannot build alchemist's quilds;
consider Alchemy skill; Life magic
(Holy Weapon)

'Coal and Iron

Vs

no minar's quilds

yes

no miner's gullds

Crysx and Quork

iness

yes

cannot build any ships (but they
swim, so who cares)
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Table 5.12 Nomads Information

Area of Consideration Strength  Average Weakness Notes and Suggestions

Units yes unspectacular units, consider red,
green, or black magic and Conjurer
for summoning

End-stage unitis) yos Griffins, Horsebowrnen

Attack Strength you average

To Hit yes average

Special Features yes none

Defense yes average

Resistance yes wverage

Huearts yes wverage

Unit Costs yes

Spell Research yas can build universities, but not
wizard's gullds

Mana Praduction yes have all mana-producing buildings;
capitalize on this with Death magic
{Dark Rituals) and Infernal Power

Production rates yes can build mechanician's guilds

Gold Production yes il on oceasion, gold becomes a
concern, limit unit and
expensive bullding production

Food Production yes can build animist’s guilds

Population Growth yes

Outpost growth rates yes

Road Building yes No enginesrs

Shamans or Priests yes priests

Rebelllon-normal yes can bulld all unrest-quelling
institutions

Interracial Unrest yes friendly race

Use of Gold, Silver, Gems  yes can bulld banks and merchant's
guilds

Use of Adamantium and Mithril yos can build alchemist’s guilds

Use of Coal and lron yes

Use of Crysx and CQuork yes

Seaworthiness yes cannot build warships

akills, Otherwise prepare yoursell for wslowly
developing. halanced game,

Nomad detnils are wandering aeound in
Table 512,

Suggested Colors and Wizard Skills
when playing Nomads:

& Chaos, Death, Nature magic

& Alchemy, Conijurer, Infernal Power,
Warlord

Oores

What s e said abont the Nomads, goes
double for the Ores, exeepr the Ores don't even
wet a teade honns! Om the positive sitle, Ores
ean build evervihing and. so. are capable of
auelling ligh levels of vnrest, traveling the seis
in solich warships, and producing large quin:
fities ol mang and spell research. Conversely,
Ores can take o long time to reach ther
protential

Oveiah nnirs are unremarkable, In faer,
their end-stage unirs, e wyyern riders, have
i their greatest asset the facr thae they fly

)
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2 5,13 COrcs Information

i of Consideration Strength  Averag Weal Notes and Suggestions
- yes unspectacular units; consider red,
green, or black magic and Conjurer
for summoning
yes Wivern Riders fly quickly
yes avernge
yes average
yes none
yes average
yes average
yes avarage
yes
yes can build universities and wizard's
quilds
yes have all mana-praducing buildings;
capitalize on this with Death magic
{Dark Rituals} and Infernal Power
yes <an build mechanician’s guilds
yes gold can be serious problern at
times; try not to overdevelop cities
yes can build animist’s guilds
yes
yes
yos enginenrs
yes shamans
yes can bulld all unrest-quelling
institutions
yes
Id, Siiver, Gems yes can build banks and merchant’s
guilds
mantiurm and Mithril yes can build alchemist’s guilds
yes
s and Quork yes

yos

can build warships

Iy Regardless, the Ores have a lot of
-' 1y and scads of potential. Ay for the
Nomads, you may want 1o splee these guys
cnchanoments or fangastic units, or
aking full advanrage of tseir mann pro-
0 (by using Deach magic. lnfernal Power
Rituals}. For a shightly more pow-
dul team, opit for Alchemy or Wartord 1o keep
rlv parts of the game from moving too

le 513 provides an Oveish horde of

Suggested Colors and Wizard Skills
when playing Orcs:

& Chaos, Death, Nature magic

& Alchemy, Conjurer, Infernal Power,
Warlord

&
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Table 5.14 Trolls Information

Area of Consideration Strength A Wi Notes and Suggestions

Units yes strong regenerating units excellent
for early conquests; make phanom-
anal garrisons

End-stage unit(s} yos War Trolls ard War Mammoths

Attack Strangth yes +2 swords

To Hit yes average

Special Features yes regeneration; fewer Tigures per unit;
Death magic since units can still

sregenarata when enchanted by black
rmagic

Defense yes avarage

Resistance yes +3 crosses

Hearts yes +3 hearts

Uit Costs yes mast expensive units in the game

Spell Research yes cannot build sage’s guild, university
ar wizard's guilds; consider Sage
Master or Node Mastery and focus
on canguering nodes

Mana Production yes haver all mana-praducing bulldings
except alchamist's guilds; consider
Divina Power or Infernal Power

Production rates yes cannot build miners ar mechanician’s
quilds; white magic {Inspiratians)

Gold Production yes quold is generally not a serious
concern;: apply the usual care In
decisions an what 1a build

Food Production yes can bulld animist’s guilds

Population Grawth yos increase growih rates with Gala's
Blossing or Stream of Life [green ot
white magic)

Outpost growth rates yes start expanding as early as you con 1o
make up for low cutpost growth
rates

koad Building yes 1o engineers

Shamans or Priests yes shaman

Rebelllon-normal yes cannol build oracles :

Interracial Unrest yes unrest levels can get quite high; use
big garrisans and bulld religious
structures quickly; white magic (Just
Cause) or green magic (Gaia's
Blessing)

Use of Gold, Silver, Gams yes cannot bulld barks, merchant’s
guilds, or miner's quilds

Use of Adamantium and Mithril yes no alchemist's or miner's
quilds; consider Alcherny skill; white
magic (Holy Weapon)

Use of Coal and Iron yes cannot build miner’s guilds

Use of Crysx and Quork yes cannot bulld miner’s guilds

Seawarthiness yes cannot bulld galleys or warships;

Sorcery magic for floating islands
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buildl serong, ultrn-havdy anits. ey

with two extea ssords, extra resis-
aed three extra hit point= Alao, all Treoll
{exeept war mammoths ). regeneraie,
& are clearly meant (o stick around onee
arrive at a batdefield, Their sorengih and

expect from nroee with regenernting
Therefore, get their ourposis established
On the other b, Beennse of their
el strengeh, they are ideal for early con-
ol nentral and enemy eities,

arting with Trolls will case you 1o lug
ned i spell vesearch, Try to offser this
tiggh judicions wizard skill picks wt the
ming of the sume, or make n point of
node-canquering. and caphosize the
silding of shrines, temples. ere,

Troll informarion has been regenerated in

gested Colors and Wizard Skills
playing Trolls:

& Life, Death, Nature, Sorcery magic

; .,'.'J,_\I.chemy, Divine Power, Infernal Power

Race to the End

Phus, the vaces ended, This overview of 1he
varving races in Mastee of Magie should help
vonn see the alvantages and disadvantages
inherent i each and steer vou on e steadie
COUTSE 10 Vi,

A et vemains 1o be considioved w hien ere-
ating vour wizieed, then, is magic—nid there
15 a lot 1o consider there! The nexi |'|I:I||IN'
puints the general overview ol how e
works in this game, s followed by elugers
detailing the spells inench of the five domi-
nant eolors, plus Arcane magic. Poof?
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efore analyzing all of the spells in

Master of Magic, lets wke o look at

the differcut colors of magic, Here,
we'll explore the busie things vou should know
when allocating spell picks hefore the game
COIMIEnees,

Weighty Decisions

When you create your own wizard, vou get
cleven spell picks to divide herween wizard
skills nnel spell books, The choiees you make
at this early stage ave going 1o greatly affeet
wny aspects of the game,

Wizard Skills: The Last Retort

First, how you divide spell picks between wiz-
ard skills and spell ranks is going to influence
how quickly your game can or should develop,
Wizard skills ure effective from the beginning
of the game and, il von choose severnl wizarid
skills, vou can nsually get ofl to a strong start,
However. if you only huve a few spell books,
you will eventually lag Far behind your oppo-
nents in spell-easting opions,

With fewer spell books, vou'll have fewer
spells to research. Consequently, vou will
quickly reach the stage of researching Spell
of Mastery {which can rake eons).

To inerease vour spell-cnsting options,
therefore. play nggressively, Capitalize on
whatever skills you got from vour initinl spell
picks and grab nodes and lairs as fast as you
can—you’ Il need their spells and spell books
1o uperade your ahilities.

Remember, the game limits cach plaver to
O retorts and 13 spell hooks, Some retorts also
cost more than one spell pick. You ean ae-
quire o greater value in termes of rer xprﬂpn ks
hy ,.,rul:lnmg retorts from nodes and lairs in-
stend of choozing them from your spell picks,
It i the number of retorts that is the limiting
factor. not their value in picks. The value of
the retorts in picks limits how many yvou ean
chooge at the beginning of the gume. See

Chaprer 4 for more information on specific
wizard skills,

Spelling Lessons

Your game will develop more slowly when yon
choose more spell books instead of morne wiz:
arid skills ta staet the gune. However, at the
sturt ol the game, you will know more spells
and have a higher spebl-casting kil Alsa,
vour later spell-casting abilities, nssuming you
hang in there, will b quite powerful when
your have more spell hooks,

The secord major decision you have w
mke is how o divide vour spell books over
colors, Will vou foeus your elfores solely or
||r::||n|nirul||tly IINIIE mugiv color, 10 reap the
benefits of reduced research and casting costs
and 1o enjoy that colors more powerful spells
later in the game? Or, will you spread vout
eolor selection out a bit, opting for more,
broader, but less powerful spells and mare
spell trading possibilities with other wizards?

Let's tuke o look wt what happens when
you decide 1o grab more spell books thar wize
and skills, Keep these acvantages in mind:

& You get 1o pick one common spell with
which to start the game Tor every spell haok
after the first one chosen in a specilie color
For example, choosing one Chaos spell baok
doesn’t net you any apells with which 1o stan
the game, But, {‘Iumiin;., twa Chiaos spell books
mieans that you get 1o pick one common Clos
spell that you'll know fron the first o of
the gume (e no research is required ). 1 vou
chioose eleyven spell books inone color, vou
attomatically start the game with all of that
magic colors common spells, ns well ns your
chaice of two uncormmon spelly and one rire

??'ll'“.

& You get two points of spell-casting skill e
every spell book you staet with, For example,
il YO honse four Chaos hooks, Tour Life
books wod Myrrin as vour eleven spell picks,

%
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ble 6.1 Research and Casting Cost Discounts for Spell Books

er of Spell Books

Research Bonus and in One Magic Realm Casting Cost Discount

8 10%
9 20%
10 30%
" 40%

will el a starting e-[ll‘“‘l'[l.‘il'ill}." skill ol 16
for each of vour vight spell books). Re-

er that your spell-casting skill deter-
< the amonnt of mara you can pour into
ensting ench game turm and per combat,

our Enchanted Forteess generates one
wa per game turn for each spell book von
i plus five more if you start on Myrror),

| vou choose vight or more spell books in
1 mlnr.\ml l|.,{ treseare h Imnu-«*u il

rexarple, il von choose nine Life magic
hmks.‘ YOu w il have 10 pay 20 pereent
for researching and easting Life magie
Note that vour researely sl custing
fur Arcane magic spells. or for spells from
magie realms, will be anaffecred,

You can only learn, uequire throngh reade,
hile conquering nodes and luirs, find rere
weryrarespolls of a partieular magic realm
nchove at least too or three (respectively)
Il hooks of that magic color. Therefore, if
pwant o chance 10 find or teade for very
¢ Ghaos magie spells. pick at least three
s spell books when vou begin the game,

it only wary vou can guarnntee that von
getall the spells of o particular color is 1o
10 spell books of that tvpe,

& 1 vouchoose eleven spell pieks inone color,
3000 research points are dedueted from the
cost of learning the Spell of Mastery (Chapter

Y,

& e only way vou can guarantee that von
will e all the uncommon spells Trom o magie
realm is to choose at least cight spell huoks of
thit type,

& Trading ean only he initiated when Vo
aned the other wizard have spell hooks of the
same color, 1 you don’t share any spell hook
colors, the other wizard won't even trade Ar-
cane magic with youl

Consequently, vour trading potential im-
proves il you have more magie realins repre-
sented in vour spell picks, For example, pick-
ing eight spell books, two each tn Chaos, Na-
ture. Soreery, and Life magic, will enable you
to teadde withe all wizards except those wha
know anly Death magic. Remember, vour easi-
ing options and final seore {(Ghaper 3) tn-
[rove with the wmnher of .~|u-t!~ you know, In
neddivion, eaclspell vou know, regaredless of
how Vo learned i, conteibores bud ! of iis binse
vesearch value toward researching the spell
of Masiery (Chaprer 7).

Swimming in a Sea of Color
Besides choosing how iy qlu-" bonks 10
ke, you'll have 1o choose their colors: Do
vou choose one color anil go Tor the big re-

search and ensting bonuses (not (o mention
the very rare spell=)? O do vou spread our,
o for variery with a biel ol wreomimon and
comman spells rrnding opiong, e ? And

&
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ther what eolors do vou choose? Here. expe-
vience will be vour best teacher. Onee yon've
decided 1o vither specialize or generalize your
magic colors, we hive some thoughts on how
each different color alfects your play.

White Magic

Life inagic focuses heavily on unit, constrie:
tive citv. and glohal enehantments. 1t hasically
mukes things betrer. As such, it offers vou n
slow starting gume wd, eventually. the tools
to ke your starting race inmensely power-
ful. It features tons of ways to reetify urban
prroblems (gold, growth, productivity, unrest)
and to defend against destractive Chaos and
Death magic spells,

On top of all this, Life is the friendly magic
tvpe, giving all ather wizards, except those
with the anrithetical black magic. the tendeney
to like you more. You'll benefit from this edge.
too, sinee in i slow game you'll need the other
players to like youw or.an least, leave vou alone.

White magic s most deficient in destroe-
tive and summoning spells, I you plan oo stard
with Lile magie, choose astronger. faster play-
ing race, such as the Dwarves. Klackons,
Lizardimen. or Trolls, White plays well with
nny roee, huwv\«'vr, lh'pl'lll“llg 0 your
patiende,

Sume wizard skills are paticularly benefi-
eial if vou choose Lile magie:

& Divine Power requires vou have Life magic
before vou can pick it 1 hoosts the mana pro-
doetion from your cities” religions huldings
ol reduces unrest in your cities,

& Warlord or Alcherny will give you aomili-
tury boost while you wait for vour mngie re-
search to catel up.

& Famons will further enhanee Just Cause's
effects and provide yvou with more materinl
for strong armies,

& Charisma will accentuate the positive dip:
Jomatie effects that specinlizing in white magie
already gives you.

Finally, there are certain ontstunding hes
roes. meluding Torin the Chosen, thin you e
only obiain if vou hiave Life magic {(see Chape

ler 13).

Black Magic

Death magie offers many wavs to undereur
vour enemies, while giving you o fantastic host
of units to summon, Although black has few
conatenctive spells. it does have Dark Rituals,
a spell that increases the mana production
from shrines. temples. parthenons, and cathes
drats, Death magic can be a fus-playing color
sinee even s early combae spells wree nosty
and effeetive, Death’s common spell, Dark
Rituals, can quickly raise your mana income
and speed your research and spell-casting skill
development.

Bluck magic has several deawbacks. Eyv-
ervone hates stndents of Death magic, even
other practitioners, Further. this magic color
has few positive spells of any kind, Creatures.
of Death don't heal, although their casting and
npkeep costs are commensurately lower.

OF the races that play well with Death
magie, Halllings and Barbarians are good
choices. They have rapid growth rates and
building options thit allow them o make rea-
sonable use of the power-hoosting Dark Ritus
als, Also, they are a linde weak rilivarily aml
can benefit from the ereature infusion that
hlnek magic offers, Trolls are o good comples
mentary race, toa, since the Death's enchants
ments that turn normal units into non-heal-
ing unideads do not eliminate the regeneris
tive powers of this race,

Wiznrd skills that go well with Dead magie
inelude:

& Infernal Power requires vou to liave Death
magic spell ooks: this skill increases e mana.
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fuetivn from yonr religions lnnlidings ond
s et i vour cities. Clombined with

e Rituals. the moang producrion b

ivour veligions buildings clinbs o three
norminl!

mneler or Conjuver will give vou dis-
on voy spell mainenance costs,mak
j;'-lmndy eheap Denth mangie crearnres
yrsupport, Conjurer will olso make
v lonthsome monsters less expeizive 1o
ot and mintain,

..‘i i [ur'usm;. will give vou even more
WA (0 fgmend what you et from costing
¢ Rituals, for SURMTOGUITEL HGH=ers oF
g your negative combat spells and eiry

| enechamtmenis,

Cliaeismutio will help vou partinlly com-
satee for the negative public image cansel
g Destle magie hooks.
o thnt sorie ol the lieroes in Master of
o only be summoned or aeguired if
Death e books {ser Chapier T

s wogie is beneal, 10 losaedeed winly dle-
ve combai spells. alobal cochnrments.
mnftituddes of Tantastic ereatares v smn-
While many early Chino= magie spells
grvat, o [nst-playing same i= delinitely
with red magic. By tie tine vou start
g eaee andd very care ved combar spells
Balt, Disintegratton. ere, | von can isi-

] l‘.l'ulr]_rt- uh!‘ml aned win the e
o magie does ot have many protecrive
nil enchantiments: however is conn-
) '!Hil"t' £l |l|h\\-l'|'fll| that i st pe-
therm As aresule Chaos magie s o goodd
A eomplement races with relatively weak
eresting urits snehoas the Barbarions
L Hilflings, Nomuds, aned Oves. 108 es-
il ly goodd for complementing these races

bevsnse Clonos b so many enol fintistie unis
(O =N

Thoe Bigeest denwhinek Tor ved TPt nadeli
from it= luek of protective spell< is that s
combat spells are so good that s disgust-
ingly cusy oo our of mana s vou ein
awevmind the worlds conguering cities! To faer
many o aue wizard skill eecommendntions nee
Bl o compensating foe this drawback:

E Clumneler will Tee you east all those awe-
sotne Clies spells o cambat withont paving
the dlistanee penalty Tor them Tealso lers yon
mintain allof youre nasey elobal amd ciry en-
clisntrnenis at hinlf |i|‘il’i‘

& Chaos Mastery gives voua diseonnt on re-
searelimg ond casting Chaos spells (which iy
neddditive 1o any mher diseonnes von get ),
oubles the mana vou ger Trom conguered
Chaos nodes, i makes s vour Chaos enchani-
ments o lot more dilficult o dispel. Note tha
vonr st hive Ghaos books 1o piek this skill
ar the beginning of the gune,

& Conjurer will lower the casting and up-
leearp easts of all those fun Choos ereatures.

& Moo Focusing will decrease the amonn
ot von need to east spells.

Green Magic

Nature magie is o philuosophical Blead of Chaos
ol Life magies 1 has o loe of constructive
sk prosivive it eive wld global enelinn -
ments {like Life mogae ) Plowever, i also of-
Fers o sles of Ganastic mits and some yery
powerful cambat spells (like Chaos magie),
Best ol all i has the ondy spells thar alwr per-
o el nnineenl yvpes o positive way, Be
ennee green s a badaoneed colar with its prior-
ity plaese an positive spells i tends o make
vonr game play fasrer than Life e, byt
slower than Clines magie.
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Nature mngie con compensate for a lor of
raeial delicienciea. both urban-related {pop-
lation growth, food production, productivity)
and unit-related tenchantmenis for weak units
and oy summoning options ), Whilis we rec-
ommend this maeie color for nll rnees, iCmay
b particnlarly helphul For ruees with poore food
production capubilities {east Gain's Blessing)
it limir aemy developmenn: Barbarians,
GCuolls, Dwarves, Klackons, and Lizardmen:
or those with lurgely sweak or uninteresring
unit types, sueh as the Halllings. Nomads, andd
Oree.

Wizard skills that may go well with Nuture
TTITPIATURTRSAE

& Nuture Mastery, of conrse, I8 the skill of
choice when von have o high concenteation of
green spell booka, It gives vou a 15 prereent
lower eost on researehing and casting Nature
spell, double the mana from nature nodes,
and iowill imake all youre Nataree enchiantmenns
rwice s hard 1o dispel.

& Conjurer will peduee (he cost for summon-
ing andl maintaining the myriad of Nare
ercatures ayailable 1o you.

& Anvihing else exevept for Divine amd In-
fernal Power. which vou cant choose unless
your ailsn have white or black magie, respee-
tively d will work well with Nature magic, You
iy wish 1o guide youe choices o adiditional
akills by e raee you want o play or how vou
wint o win (throngh casting the Spell of
Mastery ar through combut),

Blue Magic

soreery magie is more on the defensive side
of things. although its primary menns for he-
ing delensive is o pull fast ones wnd npar
ather wizards” plans, Nonetheless, irs sirength
st pggressive monataee, 5o blue games are
often slow anes. Fortunarely. soreery offers
the common spell. Aura of Majesty. 10 keep

things running smoothly with ather wizards
as you develup vour empire.

Among the cool things blue magic can do
are 13 surmon Moting islands thar can trons
port huge stacks just abont anywhere: 23 cust
the Flight enchanmment o make units [nster,
wore mobile, and less acceessible o enemies
in battle: and 31 provide powerful ereatures
tosummon during comban {the phantom nmts
pndd air elementals). Finally, sorcery has some
ol the strongest rare and very rare spells in
the game (Suppress Magie, Moss Tnvisibilit,
Digjunetion Troe, Spell Binding, ere.)

Blue is a color thae can strengihien races
thut have poor naval options, such ux
Beastmen. Hallli Klnckons, und Trolls,
through it Moaring islands and Flight spells,
However, it can do wonderlul things for any
pace, sinee its effects are not so much come
pensatory in nature (a5 the other colors often
e} as they are unique and uselul in their own
vight.

Sinee Sorcery magie begers w slow game,
nse o physienlly strongg race 1 help you surs
vive until you're ready o wine Good ehojees
include the Dwarves, Klackons, Lizardmen,
and "Trolls (although Beastmen, Dark Flves,
Crolls, and even High Men aren’t oo bad in?
this regard),

Helplul wizard skills imehide:

el

& Sorcery Mastery. of conrse. This skill will
savie your 15 percent on the easting aned e
searehing costs of all your Sorcery spells, while
making uny blue nodes von own twice s pros
duetive and vour blue enchanments iwice s
Bl o dispel. Be aware that blue nodes tend
0 appear more thian nny other color EI‘!IB;
Clhaprer 14}, making Sorcery Mastery partics
larly waetul if you are specializing in this color

& Alchemy and Warlord will help et your
rinces units in shape ws you prepors to digin
and ang onontil von are powerful enough to.
take over the worlds,




Chapter Six: The Write Stuff

unt Focusing or Channeler will help keep
aupply of mana as vou cast expenzive
v combat spells {like Mass Invisibility

{liko Spell Blast). or as vou try 1o miin-
global enchuntments (Like Suppress

Jhrwf dl'alt‘ripliulla of colors e this |'||||||
dof the wizard skills in Chapter 4 should

hoose one tl’ the pre-mad e wmml-‘ I
'ﬂnlso give vou a baste tdea of Tow your
pens” games will develop (see C haprer
more information on eneiny wizards),
course, we happen e think s mueh
i to miake vour own wizards, Regard-

the rack {ahewm ), the wizard whose
vou play is removed from vour ponl
tinl ppponents.

wht combinutions of skills. amagie colors,
[races work best together and why? Well.
of the authors hoas his or her awn
(k.

tends v be a militari=te, Machiavel-
atipire builder. He likes the Warlord.
and Chariematic skills a lot. While he
he High Men and Ores heeause of their
ble options for urban development
diverse troop types | e Chapter 16, Alan
filkes v seart with the Halflings on Myrrar.,
combinntion allows him to congquer the
Myrran races with o mimimm of re-
||‘..|1 ryone likes the Halllings — see
15}, When it comes to mngic. Alan is

partial 1o red (for combat spells) and green
(to help with his empire building).

Petrais an exploration-orienied expansion-
ist, She spends most of her games looking for
new luirs and nodes to elean out and dislikes
races that require too much development be-
fore they can build their best units, She loves
Dwarves hecanse of their extra gold and pro-
duction, in nddition o their hardy units, She
also likes the Halflings, becanse of their
slingers, and Trolls, hecanse they regenerate,
Her favorite magic color is green {versatile,
protective magie and, specifically. for the Web
and Gaia's Blessing spells) and there are few
games in which n green spell hook doesn’t
ke it ineo her wizard’s picks, Mixing magic
types is her favorite way (o set up a game,
sinee almost all of Petra'’s favorite spells are
cheap (Lo etther common or uncommaon ).
She likes plaving with Ghanneler and War-
lord skills sinee her favorite form of eXpain-
sion 18 congquering other eities,

Tom plavs the Dark Elves when he stares
on Myrror and either the High Flves or High
Men (he foves paladina!} when he hegins on
Arvcanus, He prelers 1o mlw at least o conple
of spell hooks in each of four different eolors
inorder to maximize his teading potential with
other wizards, Since Tom s o grow-like-u-
weed empire builder. he pushes settlers out
fust, finding the most efficient ways to sertle
every square of land on the map. Tom is also
great at using alchemy w convert gold o mana
g0 that he can concentrate his per turm mana
income on researeh und spell-casting skill.

Finully, we nsked designer Steve Barcia
what his favarite starting options were. Ruth-
lesis player that he is, Steve opts 1o start on
Myrror with the Dark Elves, He'll take the
Warlord wizard skill (the extra aword makes
i big difference for the Dark Elves) and put
the reat of his picks into Death magic, Steve
nses Dark Rituals liberally under these cir-
cumstnnees (o make o ton of urban mana and

&
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then goes around stomping others with ruth-
less, gleefunl abandon,

Looking Ahead

The following chapters are each devoted 1o 0
particular magic color. giving vou in depth
deseriprions and suggestions for using ull the
spells in Master of Magie. Alter we exhunus-
tively illustreave the possibilities, Chapter 13
closes the cirele by analyzing how to mix and
miateh the colors,










Cray tters
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ceause it has no speeific color: Areane

magic is often referred o as “eray”

Fvery wizard beging cach game with
all of the Arcane magic spells in his or her
spell book. This means that every wizard is
capible of learning, sasting, and trading ev-
ery Arcane magic spell in eyery game, The
following sections break down all Aveane spells
by spell type. Within each rype. the spells are
arranged by ravity, from comimon to very rare,

Summoning Spells

These are spells that summon a new, farntas-
fte unit into existence af the owner’s Suminon-
ing Cirele (il that square is already fillod to
capacity, it will appear in an adjocent square).
Instead of requiring food and gold for upkeep,
:‘"“ll"llulﬂ'-li creafures consurie o ﬂ\'l’.‘r}'
turn to maintain their existenee,

Magic Spirit

Fvery wizard knows this spell from the lies
turn of the gaine, Magic spirits are pretey ren-
sonable fighters for their casting cost. Most of
the time. however: these ereatures are prima-
rily summoned o do their work melding with
nodes. This allows the spirit’s caster 10 reap
the mana that node provides,

One players magic spirit can freely replace
another's on g node by sunply melding with
it. The controller of thie last spirit 1o suceess-
fully meld with o node gers its mana. The
former spirit melded with that node is simply
removed from the game withour effect.

Note that vou hove anly o 25 percent
chanee of sueeessfully replacing o node that

hins o guardian spivit naelded o it Failure re
sults in the loss of the spivit atfempting 1o re
place the gunrdian spirit,

(.rtlmg a magie spirit o a newly ¢ unrpu:m(l
node isn’c much of a problem. Since they are
non-corporeal, they pay half of a movenent
point for all tervain rypes. including oveans.
Thus, they'll muke good tme marching dis
reetly to any waiting node. IF your Summon-
ing Circle is o long distance Trom a new
won node. ensting the white spell of Endur-
anee will increase vour spiric’s speed (see
Chapter ),

Hint: Use magic spirits for early explorn-
tion. They're cheap, move two Squares per
trn {even across water) hecanse they are non
corporeal. and can peek into lairs quickly in
hopes of finding empry ones before the other
players do. At the beginning of the game, o
Band of mugie spirits of the game is also strong
enough to conquer some weakly garrisoned
peutral cities. o move that can teemendously
hoost vour development. '

Combat Spells
These spells are thrown by both players and
heroes with spell-casting abilities while en-
gaged in hattle. (:hupu-r 21 hos all of the de-
tails on using magic in combat.

Dispel Magic
All negative spells cast by an opponent that
affect one of your combut units {such as Weak-
ness, Black Sleep, Confusion, ete.) might be
removed by easting this spell. The formula for
sureesaf ull\, casting Dispel Magic ean be found.
on page 107 of the
ganie manual,
Statistically, it is
hetter never to put
extrin mana into dis
pel spells {like Dispel
Magic). Your odds
arc a bit betrer when
casting such spells
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isp 'I'.Magic Summary Information

ane spell Research  Combat  Overland Upkeop
miltiple times Point  Casting Casting t:aa _ _
100 10t050  NA - W_, .ﬁij-. NA
| Hero : : '
wha do not
I game just : _
buttle {or a “"lm Summary lﬂfﬂl’lﬂﬂti_ﬂﬂ

rgotten to!)

Can reseoe

mm Combat  Overland  Upkeep

[ spell 45 use on
ilappmm. that EESS

all win a hattle

i longer need a hero there who s badly
up and being picked on by enemy
) Get the hero out of danger aml Lot the
Lol your army finish the battle,

iPl‘J" ia ilso w clever way 1o reinforee
with your Summoning Circle, 'This is

in the pext turn and you have the
i charge yonr hero blindly ino baile
turn =0 that (a)he can be recalled.

Enchantments

fectionately call these spells as “waorld
5. They affect eve rything applicable o
'lpnll in both
We're talk-

AgIe magic

Casting  Casting t’:m :

ane will take many, moany rens weresenrch,
To that end, vou might wint 10 inerease the
amonnt of mana going toward rescarch he-
canse i lintle extra mana per ture, over fine,
can shave a few tuens off the wait.

While casting this spell, look aut lor o eriti-
cal drain on vour mana reserves, 1 yom have
less nnann going int vour witnd (reserve ) thom
your skill Tevel {the rate ar which mang is
tnken from vour reseryve and applied o spell
casting ). your reserves coulid be sucked dry,
The worst possible time o run o of mana is
while casting this spell ginee. e this tme, ol

s ._fil of Mastery Summary Information
Research  Combat  Overland  Upkasp.

CaﬂingCaulngCoﬂ

reaearching
i the ultimare
Il don't plan on
ming uny other
apells for o
Usually. this

Pofnnaﬁ'ahu«t

Cost Cost Per Turn = Notes
N/A 5,000 N/A Gama
1 Winning

i lnu half the RP wlue ‘of ull spells previously lwarnad or acquired by that
2 udned;udwdam have 11 spell picks in aneoaiar get mmzomamum

&
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of the others declure wir (usunlly atacking
relentlessly) against the caster,

Therefore, plan your mans usage wisely,
hoth while researching and casting the Spell
of Mastery. If you ean hang on and finish enst-
ing this one. there will be a big reward in terms
of victory points at the end of the game {see
Chaprer 3.

Special Spells
These are unigque spells thar do not fie neatly
in the other cutegories,

Summoning Circle

Quite simply, this spell allows yon to move
vour Sumnmoning Cirele to any other friendly
city. Here vou want to position the Summon-
ing Circle strategieally so that newly sum-
moned creatures are brought in at the most
advantageous spot, Presumably, this means a
city well canneeted by roads with embatiled
areas and not on a distant continent {rom
which the troops must be ferried over in ships.
Also, plieing your Summoning Civele on the
plane where reinforcements are most needed
{or, at the very least, near o controlled Tower
of Wizardry) is an important consideration,

Detect Magic
This spell is your
wizard spy. It dis
plavs what spell &
currently heing cas
by each wizard
)'uu'\'t' contacte g
The name of th
spell appears al
their gem on
Magic Summary dis
play. Knowing whit
everyone is do
hielps you decid
when to start bk
them into a hette
attitugle II.D‘W.H.NIS-Y |
and, il vou lave Sors
cery magic. deciding when o cost Spell Blas,

When you have cast Deteer Magic
sure you get your mana’s worth by vigilan
monitoring vour Magie Sunmmary sereen o
ery turm, You're paying i lot in upkeep,
make the most out of the knowledge vou
In particular. pay artention w how longit s
each wizard to cast the spells he or she is woek
ing on {this will give yon an idea how high
ihe wizard's spell-costing skill and mang ins
COome are ),

Figure 7-1. Detect Magic
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ip (or the
defield. if
cambut)
l‘umm'd hy
g this spcl[

sfully cast-
ant Areq
don page 107 of the game manual.
vally, it is berter never o pur exirn
dqucl spells (like Disenchant Area ).

b are a bit betrer when casting sue ||
ple times (i the first one doesn’t
10 t}mn easting one spell with mul-
its base strengih. A way 1o maxi-

p ot snerificing gume time. is to pu
i dnto casting the spell so that the
is equal 1o vour spell-casting skill
ampunt of mana vou can pump into
on=cotbat spells every game turn )
Imlh:lpln of tlna if your -I.lll is lesy

low-level. do-it-yourse Il magic item
!].)l!ll These items are given o your
o eihance their ulnlnn«. With this
specinl powers can be added from
book w the item if the power’s RP
pils 200 {double this if vou're plac-
dwnum.nl into a miscellaneous
g only lower level spells und ho-

srengih of this spell (and others like

A

The wick liere is oot to get greedy when
ereating new items. Maxing onl every earegor
vou ean will mean creating an item that could
take vou several tarms to conjure, especinlly
during the carly stages of the game, These
could be tuens where an cmergeney evops up
requiring a rapid creatiee sunimon
plans conld e dislayved while vou are waiting
to cast another .-|u_||. (O the up sicde. you can
alwarvs think of the mane spent on nes nagie
items as “hanked.” becanse breaking them on
your anvil will give vau hall your mana in-
vestiment i them back,

LA your

Finallv. remember ench item hos inhieren
restrietions on its maximim abilities. While
these are shown in Table Lol the manmal, all
ol those maximums are lower when casting
an Knchant et spell. Their foll values ap-
ply when using the Create Artifact spell listed
lll'li Wy,

Maore information on ereating items can be
found in Chaprer 19,

&
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Summon Hero

Although heroes appear from time w Gime ot
1o eost i and o vou, secasionally your need
will e pressing. [ vou feel icis worth the tine
and mana required o cast this spell (less if
vou are a Runemaster, see Chapter 4), when
completed you will e rewarded with a hiero—
aurt l.lr-

This hiero will not be one of the Lest 10 on
the hero hst (see Sunimon Champion, below).
aor will he be a dead hera baek to life {ses
Chapter 8, Resureection). You will still need
to pay that hero’s normal maintenanee cost
every turn, as well. So what do you really et
for vour 300 mana?

The big advantage of casting this spell is
that all no-chumpions are in the lotery 1o
be summoned, each with an equal chanee,
This s true regardless of the summoning
wizards fume, which maght e lower than the
minimm required w summon a particular
hera, For the detils on champions und mini-
s fane reguirements for atiracting heroes.
aee Chaper 18,

Generally, in is best o wait and see wha
heroes tuen up for free The tme and mana

SpENE S
heroes is pr
mueh wasted
vour need is a

Awareness
When vou're s
the  sxploratory
stuges of the ga
this spell can b
[oens the direetd
vour militury
paigns. This spell
veals every city
outpiost on the u
{plus the terr
ecach souare adjs
to them) on
planes. plus any new cities developed
this spell remains in effeer, Armed with
information. you can shoot your armies
ward them like a rifle. cutting theongh di
ened gequares as they march wward thes
jectives, If you want 1o know where 1o
enemy’s Enchanted Fortress or where ta g
up an elven city, 10 add o vour empir
example. casting Awareness is the quic
way to find ont,

Create Artifact
This is the high-powered version of I
Itemn. The primary diffevence is that the
the limit in terms of how much mana you
purnp into the artifact ereated. This me
top-notch enhancements and spells can
added 1o ereate artifacts of tremend
" wer—al il easl, F)‘ cOurse,

Again, don’t get greedy, 10s all 1oo e
ing to begin crenting the altnte iwem,
to see that it will tuke [ifty or more tur
bleed your mana reserves dry, Keep von
ahout you sl iry 1o ereate speeific
for speeific heroes, Don't combine i spell-
ing honus with an attack-strength honus,
instance, nnless that hero is really going o

)
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; (:hnplrr 19

eretion

s details on - Create Artifact Summary Information

shout,” While
s most peaple <

rewetion (o hie-
woaplarterad by

Research  Combat  Owverland  Uphkeep
nction Spall Point Casting  Casting  Cost :
W hon in dunger. Rarity Cost Cost Cost Per Turn  Notes
doubit. run Rare 1,000 N/A Varies N/A N/A
b, e ?

Disjunction Summary Information

Ftarms, e,
better (o fight
themgic. Donothis eoses v sho of ! then
il eity encliantiments vou want o casi
werinn, (:nlm'qlu'llli}. getting this "I"'"
el and i your spell Book as guickly
il shonld be w priorie partienlary
e diffienle game levels (where en
whrards will stare ensting these nusiy
ch sooner).

Jormutla for the suceess ol casting tlis-
._ big Tound on page 107 ol the gume
L Stanstically. i is bettor never o po
i oo dispel spells ke Disjune-
ot odds e o bit beter when easting
'apcli» wiltiple vimes (G0 the Tiest ooe
work) eather thian easting one spell
ilfiple times its base steenethi.
lilm"-.)lul .-|||||||_\ ean it and need
anemy -pt'” elininaned as soon ps pos-
o thit case
ly consider
much exora
U put into

NI enemy Research  Combat  Overland  Upkeep
enehuntmen Spell Point Casting Casting Cost
Hrlmn'n-r- Rarity Cost Cost Cost Per Turn Notes
Planusr Senl, Uncommen 750 N/A 200 to 1,000 N/A - N/A

vor I e suffering the enemy's enchantient.
However vou can generally pot a liede exera
aornpleino thiese spells without inereasing the
tome i1 takes o cast them il vou pampr enongh
extrei o the spell so thae the wotal cast-
g eost s egqual tooa muliple of your spell-
castng skill e e amount of mam vou can
fnnel into casting non-combat spells every
furn .

Sumimon Champion

SUTHTOH l:||n||||ni<i|i wairks -i|||i|:l|'|l\ o the
sunmon Heva spell Tt coste considerably
imore o cast, e important dilference is tha
voirr will always get one of vour 10 besr he-
v, except lor Torin the Chosen, colleetively
known s champions (Aerie the Wasionst,
Deathateyke the swordsman, Flama the Priest-

Summon Champion Summary Information

e rimne th

pitian. Fvery Research  Combat  Overland  Upkeep

it takes 10 st Spoll Point Casting  Casting  Cost

b e of yoiu Rarity Cost Cost Cost Per Turn  Notes
reseryes aned Rure 1,250 N/A 750 Varies N/A
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Spell of Return Summary Information

- Research— - Combs

Spell of Return
Spe Al of Return ii
antomatically in es

ourhnd Uph‘p ery wizard's ,dpcll-;

spell Point Costing  Casting  Cost = hook. Whenill
Rarity Cost Cost: Cost  PerTurn  Notes wizard's Enchunted
N/A N/A IN/A 1,000 N st Fortress is captursl,
' : ~ beingcast he or she is banished

;uu::a If. however, the wi@'—_'

Bardshod ard hag enough gold

eas. Rolund the Palading Moriu the Black
Kaight, Alorea the Elyven Archier. sir Harold
thee Knight, Ruyvoashack the Necromuaneer, or
Warrax the Chaos Warrior), Nete that Roland
wndl Bl cann only by summoned by o wiz-
ard with somme Lile spell hooks, w hile Mortu
andd Ravashaek can only be summoned by a
wizard with some Death spell books {see
Chapter 18)

Unlike summon Hero, the Sumimon Chame
pron spell s w aood way 1o [l o vacaney
one of vour six hero slots 10 you can alford the
tine and manas The qualiey of these particu
lae hewowes 1= so great Ut thie eraede=of T in o
o sumunon them is weorth the time savied in
wetting them

Figure 7-2. Spell of Return

or man, they s

casting this spcll-.f
The only souree of mana that eun be used o
cast Spell of Rernrn is that in the wizands
mana or gold (through alehemy | reservis
When the spell is finally cost. the wizard gets
tichioose one of his or her remaining cities i

which toestublish o new Enchanted Fortres,
See Chinper 3 for more informuion on whint
happens when o wizard is hanished,

White Wash

So much for a trips 1o the Peony Arcang,
those commaon gray spells that every wizirl
shares, While these general utility spells ane
necessary for ronnding ont every \\'izufal'-mpdl.
book. it is the magic fonnd in the live colos
thae makes Master of Magie such an inferest
ing e From here, we're adding bleach,
gecting the gray out, and moving on to white:
magic. pure and not-so-zimple,

%
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ife magic is weak in summoning and

special spells. bul strong in eity and

creature enhancements, White magie
i, arguably, the weakest color o play by it-
sell. although if von ean stick around long
enough, its powerful rare and very rare en-
chanuments will make vour eities and units
almost unbeatable, White makes an excellent
supporting color with its good selection of
common and uneommon combat spells and
ereature enchantments.

White magic tends w be protective and
healing in nature. Generally. it is used offen-
sively to beel up unit strengths and defenses
1o help insure their victory o the baclefield.
White magic also inereases a wizard's popu-
lirity among other plivyers (at least those who
do not opt o tuke many black Hl"'“ bhonks.
see Chapter 25).

Beeanse white magic iz the opposite of Ik
and. to a lesser degree, red magie. there are
severnl potent spells that specifically counter
these colors’ urdits and enchanunents, This
added insurance against those two powerful
offensive magic colors also makes white magic
a good seeondary spell book eolor to choose,

Summoning Spells

These are spells that summon o new. fintas-
tie cliss unit into existenee at the owner's Sum-
meming Girele (if tha square is already filled
to capacity. it will appear in an adjacent
square). Instead of requiring food and gold
for llpkri'p. ::'lllllllllﬁll'.li creabures consging
MG every fur.

Sadly, white magic is really weak in the
eritter department.
Plavers planning 1o go
with all white magic
will want to choose a
strong military start-
ing race sueh as the
Lizardinen, Klackons,

‘G‘l

fivardian Spirit Supeened

Figure 8-1. Guardian Spirit

vapidly and enn produce powerful units fairly
quickly. You'll need this when playing with:
pure white magic beeause white ereature sums
moning simply wont lelp yonr milicary plans

Guardian Spirit
Cuardinn spirits wre adequate fighees for theie
casting cost, Their non-corporenl aspoct gives
them immunity (0 wehbing, and when ey
are enhumeed with an Endurance spell mnp!ﬂl,
their movement (see below !, they can rush i
attack through enemy city walls, Cuarding
spirits can be effective in groups when you
have enchantments such ns True Light dat
prmp up the ratings of all Life eveatures m
battle.

Usunlly, though, guardian spivits are sims
moned tomeld with nodes and reag the mang
there. In this regard. their advantage o
magic spirits [see Chapter 7] is that o gunnls
fan is not freely replaced like o magic spitits
Rather. any spirit (magie or gaardio) wying

Dwarfs, or Trolls.

These races develop
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melded guardian spirit only has o
chanee o do so. Otherwise. the
melded guardian spirit stavs in pos-
of the node while the spirit failing (o
that node is remaved from the game

T‘hﬂir l‘lDII“lrurpurl.‘ul e means
iey pay only one-hall a movement point
| terrain types. including oceans, This
they'll make gond time rmarching di-
o any waiting node. When it iz a long
0 your Summoning Circle to o newly
onst an Encurvance spell o inerease
s gpeed (see helow),

g mnit (especially because they give
nee to all fnrmli\- IlIIIIhI rather |Imn

li!thcirtrlt.-pun ability can ke them
f o enemy’s woaker rear units,
he unicorns can inflier damage upon

Cnfortunately,
s are only
ot great.

However, as

spell-cating

beeanse they provide w41 holy homue for all
the friendly units in their square (or in the
sume batle with them ), This gives all the units
with them {including the angel} one addirional
sword. 2hield, and crozs for every figure on
their side in bartle. This holy honus makes
angels (and arch angels. for that matier) a
great supporting combat unit when used in
conjunction with other unit types in a stack.
For their part. angels deliver some consid-
erable punch and can veach an enemy’s wenker
units fairly quickly with their flving rate of
three squares per turn. Their +2 honus To Hit
means that each of the 13 sword icons they
wield his a 50 pereent chance of hitting (see
Chapter 207, so angels can slice and dice prerty
well. 100, \u-n-lq also have a special advan-
tage over red and black creatures becanse of
their Dispel Evil antack (see Chapter 207,

Arch Angel

Basically, the arch angel is an angel on ste-
roids, It funetions just like an angel in all re-
speets, but an it hestows i +2 haly honus 1o
its side and has o killer 60 percenr chance of
hitting with each of s 15 swords. Before
churging into hattle, though. vou might wani

missile units,
rns can often

few down with

£ Are an even
{orm of sup-
it for an

wmy (han unicorns

|
i
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10 take advantage of the 40 mann in white
mugic {any white magic combat spell thar
costs less than or equal o 40 mana is fair
game, whether you know the spell or not) it
can throw in combat. Thus, with an arch an-
gel. vou ean get o few additional ereature en-
haneements and combeat spells cast to help yon
arrange your battlefield dispositions just right,

Creature Enchantments
These spells allow you 1o customize your
troops throngh magical enhancements, When
cast overlund. these spells will become a per-
manent part of the unit’s abilities for as long
as its maintenance costs are paid. When cast
in combat. its effects usually end with the
batle.

As arule, erearure
enchonrments
should be thonght of
as tools in the tool
box. Each has a spe-
cifie function, and
many provide en-

cifie problems,

Bless
The thing tore

is blessed is 1
+3 shields an

from red and b
fantastic (i.e.
maned) creatu
Thus, this i3 a ha
spell to thro
your front line
ers when at
red node, but its
fuluess is more problematic in other battl
Note, because these enhancements are o
good ngainst certuin creature types. they »
not appear on a blessed unit's statisties,

Endurance
This is a rwanderful spell that increases a unit}
movermnent allowanee by one, You should eo
sidor casting it on units in the follow
CIECIINATANCES: y
& When o spirit is on its way to o distan
node -
& When a settler is on its way to o dist
city site

& When one or two units in a terrifie
stack are slowing it down
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chanted with a Huly
Weapon (provided
they're not used ex-
clusively for casting
mugic in bartle],

IF vou plan o

amtering bartle. il you're planming
ers breaching enemy wall during
Vhen you're really using cargo carviers,
s slow moving triremes

e conducting a battle with slow-rmov-
its chat deliver strong, II|1--|’||H|' atracks

| OiyArmor Summary Information

start out with any
Gnolls, Klackons,
Lizardmen. or Trolls,
which can't build
alehemist’s guilds,
vou'd betrer have a lintle whire magie in hopes
of getting this spell. Permanently enchanting
goud units {that weren't made with the help
of an alchemists guild) is effective hecanse of
the spell's reasonable upkeep cost,

Holy Armor

Haoly armor inereases o unics shields by +2,
T combing, it costs 18 mana 1o cast, making it
a fair valne, When cast as an overland spell 1o
permanently enchant @ unit, its o good deal,
lIl‘N[liTl' the ll}rf-u't-p ot beeanse o bonus in

Overland |

:.-:Jl:. .'_'r..'jﬂ{llll._.-' i

roism Summary Information. e

Ressirch — Corbi s

- . .:--..- :

only hen- Point
reap isun- Cost

s alten ben-

ly by being
tly en-

&
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shields is worth considerably more to o unit
than a bonus in swords,

Heroism

This spell gives units elite status. meaning o
net inerease 1o a umt's lowest level {reeruit)
statisties ofs +2 swords, 4+ 1 To it + 1 shield,
+3 crosses, and + 1 heart per figrere. The beauty
of this spell is that you can’t inndvertenly cast
it on i unit thar has already obtained elite sta-
tus {or higher), Furthermore, when cast as o
permanent enchantment ow g unit, it anto-
matically shuts itself of T onee that unit reaches
elite stutus through the normal experience
accumulation process (see Chapter 17).

Truc Sight
Unless you're on o erusaie o wipe out sev-
eral well developed
Dark EIf cities where
hordes  of night
stalkers might he
lurking. or on a cam-
paign over o blue
node’s rieh land-
seape where phan-
tam warriors und

beasts ubound, ther
i= no need 1o uso th
.‘r!.“'“ asa IJ
enchantment
unit {partic
light of its
cost),

Instend. just u
as needed to |
your ranged
invisihle uni
distance so
don’t have
adjacent w1
shoor them
thus, can avo
invisible unit’

negates another unicy udwmtugL of i
ary atacks (which phantom warriors
beases nse), which ignore all of the def
shields when applying damage.

True Sight will also have some vi
vour ranged units when you ore fi
battles against wizards whose cities amo,
cased in Walls of Darkuess. True Sight
allow your troops to fire on such a city's
rison with ense,

Planar Travel

Beeause of its high casting and upk
thig spell is not practical to maintain {
many units, As the Master of Magic spell
suggests. transports (ships and flog
landls} are probably the most efficient |
keep this spell on, Draconian air ships.
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beeanse there is no “illegal™ square
Il appear in on the opposate plane!
Trayel is also the only way (besides
ift) 10 get ordinary ships between
and Myrror. so il vour predorminam
trunsporting armies i= by sea, this
bee helpful for yours transplanar wars,

get this spell carly enough for i
big difference in your battles, Lion
s i fine apell that works well in con-
owith Heroism to make toughy hombres
w recruits, It offers substuntial ben-
i cust on Tragile unirs like magicians
nen. Addiconnlly, Lion Heart can be
on i fantstie creature. While the casi-
upkeep costs and aren’t cheap, the
are worth it: +3 swords (plus thrown
artacks), +3 crosses, and +3 hearts
lmpressive. most impressive,

rability
W e good spell. even in light of irs
pkenp cost,

: ¢ weapon
ey and ne-
first two
il ngainst
o in the en-

Inrly well suited to the benelits of

seems (o get used, Beeause of ity high casting
cost in combat_ it will rarely be cast there (usu-
ally in fuvor of more offensive spells that di-
rectly take out the red and black magic
threats)

Overland, padding units with Righteous-
ness may be reasonable. However, anless you
are campnigning against Rjak (Mr. Death),
Tauron (Mr. Chaos ), or Sharee [Ms, Chaos/
Death combo}, or erusading against red nodes
and special terrain features {lairs. ruins, ete.,,
cach of which has a high probability of fea-
turing Chnos or Death fantastic creatures, see
Appendix G}, this spell just isn't that helplul,

Combat Spells

These spells are thrown by barh players and

heroes with spell-casting abilities while en-
gaged in battde. Chaprer 21 has all of the de-
tails on wsing magie in combat.

Note that white combut magie is primarily
defensive. Whar offensive punch it does have
i aimed at Denth and Chaos ereanares.

e seldom
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{8 APEATTIeD. OF 1
turn 4 figure or
in hardier units.
as halberdiers,
ten, Healing can
o hartle ano

Star Fires

Although this reasonably priced spell only af-
fects Deatland Chaos ercatures, hitring them
with a 15 magical artaek sonnds pretry im-
pressive. The results, however, are often less
impressive. For some reason. Star Fires just

tllu‘Hll.l sier e it 'I""I' into lili' I'lllllc:-' i
hearts of these creatnres. While o nice spell,
Star Fires isn't particnlarly potent. but, then,
what did you expect for that price?

Healing

Phis s, argunbly the
sl important
white spell of all andd
the single best reason
1o bave e Lile spell
book or two. Healing
i common spell

Heling Sur

throngh the judie
replacement o

heurts on any
replenishing
runks and keeping it alive for one more ro
while a key encimy threat is eliminated
handy Healing spellis also a great way 1o s
an iniportant unit (such as o heso pr o
eins ) from immanent destroetion o conths

True Light

This spell is useful when combating the
tastic forees of Death, By enchanting thir
tive bharlefield, each black magic unit sull
a -1 sword, -1 shield, and =1 eross, Alth
Life ereatures gnin 41 in each of these
egories, that advantage is seldom o major

that is relatively in-
expensive 1o learn.
Alihough i cost= 15
mana to cast this
spell. doing so can
often b the differ-
crnee hetween win-
ning aml losing a
batile. especially
earlyv in the game,
Returning five hi

[PoinHa 10wl e
caompletely revive
some of thee least ex-
pensive troops. such
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e there are
rtypes of
s (gnard-
8, WICOTTHS.
and arch

nally, n
guardinn
perhaps,
il 10 pirty
le together,
y cae would
spell valu-
pparting an ariy of white crea-
prily. thongh, this spell is for de-

are canceled i its evil opposite, Dark-
eiil (aee Chapter 9),

Lovon can really get voor nickels
with it, ALl Chaos iwnd Dent hoanies mnsi
.sn\fing roll, at -4 1o their resistimee
pter 20, or perish instnthy. gy
been raised from the dead have an
ter petalty 1o their saving theow of

oubt about it this is an effective kill-
poll o) toss on sty ereatires of Death,

pan expensive, lust dicehespell v righ o
i that vou shouldn'e enconnter in the
se==raising an importunt oot that was

black biost. Note that the effecrs of

killed in o previous battde turn, Raised units
reappear with only hall their hit poines and
no enchantments: hu the question is. why are
vou raising i dead unitin the first pliee? Okay,
enongli on the leeturmng,

This spell can really save you during o *last
stand” havtle. I vou b the foresigh o Tus-
hand w spell caster’s 35 manu, raising o par-
tenlurly strong unit hack so that you can con-
e i Close battle might mean the ditfecence
I"'l“'l"'“ \'i{'l(lr'\' l""l II"{"]". Il'! “1:’\" 4 I‘_'“l“l
way 10 bring back o fragile unit {or a hero)
that vou wonld prefer not o make, summon,
or buy wgain, In this regard, Rogse Dend s a
better | |1-|l||I|;_', ri|n'||. Lot o more than wiere
the price.

Note, nnits thar have been destroved |y
Cracks Gall, stoning, Petrifv. or Disintegrate
orstalen by Possession miny not be raised from
the dend,

Prayer

This extremely use-
ful spell improves all
tnks o the castier's

A

Uphqp sidde by 41 eross, +1
cﬁl Fo Hie, and +1 To
Per Turn Defend (e, vach
/A shiield s w40 per-

cen chance of stop-
ping a hit. racher
than w 30 percen

i
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chumers see Clapter 20 for decails) 1 you e
sot the 30 mana 1o spare and a large army in
w battle, don’t hesivate to use this spell,

Mass Healing
Don't let the name eonfuse you, A Masy Heal-
ing his nothing to do with o religions revival,
[nstead, it is o Healing spell that vestores ap
1o five hearts to every unit on your side of o
hattle.

The tronble in, u=mally, that vour losses tend
to get coneentrated in utll\' OHE OF TWO ity
il those wnits die, Notible exeeptions, how-
ever, ocent when an enemy ensts Wrack
(see Chapter 910 Flame Sirike,
{see Ghapter 10, or
Call Lightning
{sen Chapter 11),

Unless von have
at least fonr units
conenrrently injured
to some serions de-
gree, thie costing cost
of 50 mana i= going
LKL} hl" T ‘ltl'('ll fu
pav. Iis wsuadly bet-
ter o simply cast in-

Cull Chaos

dividual He
spells on an u
needed basis,
However,
players (like
will wsnally
dreaw a unit thaj
inmedinte o
being killed hg |
loe attacks and oo
tinue to fight thee
emy with [
units in less di
of dying. This
serves the !."ll‘
gered units so th
can fight am {
day, (ie., they e
elficiently heal up alier the hude or, with!
Healing. diering the hatle).

Holy Word

Weigh your decision 1o cast this
de résistance yery carefully, This white
nado can elean up adl ol nn enemy’s sumim
ereatuses. particnlnely the undend one
st resiat at -7, Sioee each ligure resistss
eately. this spell can eur through an e
Fantastic and andead mnis like a s
for a price. 00 mams! Ttmay be o
before you'll have chat Jevel of skill hand
a battle and can even consider cast
“fantastic cnema,
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Prayer
NOuwWane 1o go
and really

i large army

el =3 crosses,

| :r_bf'ggt'r your

the better the
L s ataek em
at the very
Lyour fum-
ereiires on
lefield before casting High Prayer, Note
e offects of Praver and High Prayer are
ilifive.

nchantments

enchunt cities come in two lavors:
iinder. Help spells ure cast on your
ties, while hinder spells are ceserved for
 on opponens,

pense of white magic, we're lking
helpful city enhancements, and
fthem. If empire building is vour

very eare white eity enchantments.

nly Light
tpf this apell ns
anent Lrue
spell, cast
‘_d. Like o

you pay the — Spell

¢ bulb, us s R

True Light spell were in effect (see above), If
vou're in o rumble with Rjnk or some of the
other wizards (Sharee. Kali. or Tluloe) who
weave that old black magie, leaving the Heay-
enly Lights on along vour border cities can be
i Wise precautionary measure,

Prosperity
Prosperity tacks on gold to a city’s income in
amanner identical 1o a merehant's goild {i.e.,
its o atraight addition of cash 1o the bortom
line city income equal 1o 100 percent of the
eity’s normal tax income), For a lousy two
mana per turn, this ean translate into a lot of
gold, So, what are you waiting for?

Any eiry that produces 5 or more gold per

:Eﬁi

i

i

{

P thie ety 1s  Rarity
ted for all Rare
there ag if o

|
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turn shonld have this spell onie (ar e point,
you can use alehemy (o transimuce four of those
gold back into vour two muna spent for up-
keep and still have one gold lefi over for
profit), Seonting out mineral deposits tha
yield a locof gold, or even choosing races tha
can produce large quantitics of money, be-
comes less of o consideration if you ¢hoose
enongh spell books in Life magic to obituin
this spell.

Altar of Battle

This spell is akin o eonjuring up
war eollege in that eiry. While o normal war
college makes reteranys of all new units buili
there, the Altar of Battle does them one berter
and makes the units efite (see Chapter 20,

super”

Llite status provides every figure m oo unit a
combined bonus ol +2 swords. +1To T, + 1
shicld, +3 erosses, an«d +1 heart,

Thig spell is particularly useful Tor milia-
vistie: races that eannor boild war eolleges
(Gnolls, Klaekons. Lizardmen, and Trolls).
Fven less milivaristic races that can't build war
golleges (Barbarians, Dwarts, and Halflings)
might want to consider using this spell. Fyen

rnees that fieve war colleges operating in g
city still receive the difference berwesn
cran and elive unirs that are built where
have an Altar of Batele, which is not in
sidevable (41 sword, +1 To Hir, + 1 cross,
+1 heart).

However, consider the price, O, the

tervibibe. Bur paving five mana per tum
upknr'p |:\\-}u_-.[| G war ::u|||-.g(t is unly five
means that maintaining this spell i not
good vidue for cities that are not really
dier Tnetories.” "Tey 1o be conservative wly
using this enclhinmtment,

Stream of Life
Although the casting cost is abon right,
high upkeep cost means von must judi
anil earefully pareel out your use of thisg
Sinee it doubles population growth, allowsal
units i that eity o heal complerely atthe
of every turn, ond eliminates ull rebe
there, what might be the best circumstan
imder which to enst this spell? 1
Well. wny of the slow-growing races (s
Table 15.5), namely the Dark Elves, D
High Flves.

cust this spell 1o
an important ¢
site grow (uie
aned avoid unrest,
terestingly,

ruces, along with
Kluckons. Beastme
and Draconians,
also amang the
hiated by theie
quered mlhjet:t;_'(_.
hateful of their
uerors). as shi
later in Tuble
When playing th

races, 0 Stre
Life spell can Lie
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enhle assistance in quelling wirest, par-
during the carly growth ol the cities,
| due 1o congquest comsutes an
inately high proportion of o viry's

ility to heal units completely ar the
each tuen is a less consequential ben-
there is one particalar city thai
staging u war from, 11 g certain pity
vever, becomes w primary place of
g for vou during some proteacred war,
ating a Stream of Life spell at that site
it be worthwhile,

the Dark Elves, Dwarves, Fligh Flyes,
Tm".‘l. Iflt!llg‘h. don’t leave your -
d Fortress withour it Just make sure
o don't overextend yoursel | with a lot
‘ eonsuming cight mana per turn in

._ﬂ“.jfl'! 1||)kl‘l"[] costs|

ations

the production point equivalent of
v For w slightly higher casting eosi
oaperity and the same upkeep cost. In-
imtion tacks on more resonrces o city’s
ton in o manner idenical o two
ds. {It's a straight addition of re-
10 the hot-

production
Chapter 15
$ 0 pro-

this .~|rr'||. 100, becomes ||mfl'tu|-|r onee your
resource production is 5 or more. This ane’s o
“no brainer.” Cast it particulurly where you
will e building vour normal troop unis—
vou'll e turning them out at an armazing rate
indeed (particnlarly with some races, like the
Klackons or Dwarves), The major downside
to this spell is thar. because it is very rore, it is
likely 1o influence only the end game. when
its effeers are probably less significant,

Astral Gate

Fhis spell ereates a lmired Tower of Wizardry
at the eity it is cost upon, Provided these are
HO CHICS OF enemy roops on s sepuare on the
units can shift between planes
where o city has an Astral Gate. While nei-
ther the easting cost nor the upkeep cost is
ontrageous, by the time you discover this spell
vou will control a couple of Towers of Wiz
avdrey already. At that poine, the value of this
spell deereases considerably exerpt, perhaps,
il vou're condueting an inter-planar war and
need as many “holes™ into the enemy's terri-
tory os you can find.

other plane,

Row 2000

1| Pﬂf turn,
0 translate
_]bl of extra

Astral Gate Summary Information
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‘Consecration Summary Information

and works o e
method of inl&
planer eavel (Tows

Resoarch: - Chmbat Overland  Upkeep ers of Wizardry, As
Spell Point Casting Casting Cost iral Gate, Plune
Rarity Cost Cost Cost Per Turn ~ Notes Shilt, etell, s
Very Rare 3,000 N/A 400 B None Because it is nutthe
: most expensive
Linl enchancm
: though. it is m
Planar Seal Summary' Information vitlnerable o ot
player’s Disjuntion
Resoarch  Combat  Ovedand  Upkaeep. spells T reasonable
spell Point Casting Casting Cost npkesp cost
Rarity _M Cost Cost Por Turn Notes that computer
Uncomman 500 T N/A 500 Gy None: ers who cusi
N ; : : spell will keep it
ing lor o long:
Consccration tirne (see Chaprer 28), However, if Vi

This is un expensive spell with a high upkeep
vost. but may be cheaper in the long i for
proterting your eities [rom negative ciehant-
meni s than casting Dispounetion repeatedly. For
vour investment, afl negative enclumments
om thiat ety aree dispelled instantdy, and futore
negative effecrs from Death and Chaos spells
cannot ocenr there. Becanse of the high priee
tag, this spell is probably best wsed on your
capitil eiries (partienlnely e one where vour
Fanchanted Fortress is locared ], should they
be threatened,

Global Enchantments

Phese spelle affeet everything applicable on
both worlds, We're talking big leagie magic
here, Note, spells that adversely affect ather
plavers are likely w hive long e diplomatie
repercussions (see Chapter 25),

Planar Scal

Phis = one terrific spell. The ability 1o pre-
vent players who are entirely (or even prima-
rilv ) onone plane from projecting their forees
on the other is strategically awesome, Note
thae e shons the door an the casters units. o,

this spell, chaosing the vight time o sh
ol can give yor an important milivary ady
tage. By imassing up your troops for o
plasar stvike an the time of vour choive,
can really get the deop on another pligery
lurees. _

There isa “chem™ that gers forces g
a Pl Seal. Your Sutimoning Cirele e b
moyed between planes while o Plannr se
i elfecr, Spells than rn-l'-purl wnits 1oy

o3 FATE:

Wlanar Seal

Figure 8-2. Planar Seal

%
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ing Gircle
Hero, Word

Nem1un- it

oly Arrmns is

spell, This
that, when it
Il Friendly

| units that
already have
Weapons will
banus of
Hit and the

attack crearures that have weapon

y. though, for 30 mana per G in
this i not agrear boon. Firse, this
bonus is pot cumulative with Holv
i, Second, with most raees, vou cin
produce units with weapons that cir-
t others’ weapon imimumity through
s guilds, Third, all fantastic erea-
I WEAPOI I unity anyway.

powhat'’s the big deal? Unless you have o
[ Goolls, Klackons, Lizardinen, or Trolls
their cities can't produce alchemiat
i there really isn't one. By the time you
ordd 0 cast this spell, all of the other
should be producing wnit= with magic
unysay. Besides, that 30 muna per
tenance cost only malkes this spell
prm:ricul for the four specific races

aﬂf this as o Black magie pre-nuking
ell, :ir.ouly 1000 mana down and 10 manu

per o, all other wizards trving o cost any
Tort of Deatli magic, ontside of combat, mighi
have it dispelled (fizale), The dispelling
strength of Life Foree is calealnted ae 500
muna (see page W7 ol the manual for the
fortmula}.

Actually, if Rjak (or even Sharee, Kali or
Tlloe) has vou np against the wall, easting
this spell is a good insuranee policy. While it
i5 no panacea, it can be an effectve thorm in
therr side and one that might decide the out-
come of any wars hetween vou,

Tranquility

This s the santi-Chaos magic connerpart 1o
Life Foree. Although i coses 100 more mann
tocast L T00 mana). the upkeeg is stll only
HEmonn per i, Like Life Foree, i dispel-
ling stremgih is 500 mana. You will wai 1o
consider casting this insurance spell when
locked in mortal combut with the likes of
Lawron (in particular), or even Lo Pan, Oberie,
or Sharee,

&
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Tranquility Summary Information

Charm of I..lfn‘
of the mast exp
sive spells in e e

~ Research  Combat - Upkeep Lire Larme [ e
Spell Point Casting Cost _ only costs 1
Rarity Cost. Cost Per Turn  Notes [rer o i
Very Rare 4,000 NIA 10500 dapeivs. lis benefit, ha
: ; Chaoy the tmiber of b
b ol every dinglﬂ_
i every i
: _ an vour side
Crusade Summary .fnfoerﬁqn evensed by 25
5 cent (with i
_ ‘Research Combl‘l Overland mum ol <11
Spall 'POillt Casting Casting A figure), i5 just
M '.Cnn Cost - . Cost  Notes SOTTE— VI
meﬂam 4.500 N/A 1,100 nermal price. This
; : unisony.  Lpaying power

Crusade
Like Steeam ol Life, Crosade is another no
brainer. It hos o similarly expensive casting
cost, bt the maintenanee i= very reasonnble,
Crusiude raises all of vour normal unirs” {thit
includes hevoes, remember) statos by one ex-
perienee level Thus, every recrnit reecives the
stines of a regular, veterans ger elive unin stars,
efe. {see page 130 of the Mester of Magic
|||u|||m| for the speeific benelies of inereasing
experience levels),

This i one way {(hestles bieing o Warlord,
see Chapter 40 for nnits o receive aliva-elite
statis and the onhy wav Gl the spell caster 15
wlsoo o Warlord ) for them o abiain the stas
of champions, With this spell one i s time to
criphinsize norimal
troop production, Go
forth and eongner!

Charm of Life Summary Information

ally aehivved o

el o, you can’t go wrong casting Chie

ol Life,

Special Spells
These are unigue spedl= thar do ot fie nen
wn the other categories, N

Just Cause
Heve is o handy livde spells For a eas
ol womere 150 mana plus a reasonible
wanie per tuen for apkeep, Just Ci
ereases the casters lnme by 1) {see €
40, Sinee each ot ol fame decrenses il
rnintenanes costs by one gold per

Charm of Life Research ~ Combat  Overand
Certninly one of the Spall Paint Casting Casting
best spells in the Rarity Cost Cost Cost.

e lor wir e s Very Rare 6,000 N/A 1,250

sell-improvement,

)




Chapter Eight: White On

0 10 gold per

a cost of

ist Cause Summary Information

it cast Just

, this spell has

Lanms: it ealms one vebel in each of
vities! Ench calmed rebel is one more
orking and puving tnxes.

st Canse is i winner. Cast it live it love it

ell allows v 1o move o stack from
¢ 018 00 1o ks opposite squaee on the
[ﬁ'.prm':tftd llml nml ¢ mlli| normally

needed hefore l]lH ape || 15 cael “ml«
gt the ability 10 move over water will
A1 W an ocean square, and ships can’t
: ﬁhifi anto i land squire,

o really requives vou 1o look be-
pu }lp It mu.,lll it unwiae to use this
p bvenk inro ™ another plicae for dhe firse
nless you ean explore it magieally in

nmmh l:nmb-t ‘Overdand  Upkeep
159 ' N/A 150 3 None
Con Upkeep
Casting Cost
reuson  Uncommon 350 N/A 125 N/A Nona

advanee {see Chapter 145, Casting this spell
i good way 1o ger o killer staek 1o surprise
anenemy ona different plane or early on o
conauer a foothold therve, Teis alson good way
for wnits faeing ancenemy’s weath wemaoke

strntegie retreat o salety,

Resurrection
MacArthor might have said thi old soldiers
never die, bt this spell really means ic, When
the paltey 250 mana is spent o cast this spell
u list of vonr dead heroes appears for vou 1o
choose from {assuming all six of vonr hero
slots are not already Gilled ) The hero will re-
trmn o your Sunvmoning Cirele in normal
lealth and at the same experience level as
when () he diedd, bt sans any magic items or
unit enchuntments possessed when thit hero
dierd
Phis is o great spell
s moeh cheaper
than cither of the

Overland  Upkeop Areane spells sum-
Casting COSt mon Hero (which
Cost Par Turn MNotes costs SO0 mann] or
250 . MN/A Naone sumimon Champion

{at 750 mana). In
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aedilivion, it gives vou a choice from among all
yomr dead heroea wather than asgigning you
random ane. o this way. you can ehoose from
amang vour casualties o hero who s more
speeifically tilored 1o your immediare needs.

Incarnation
This iz, argaably, the ultime whine spell fand
is ot even ceey vare! ) Ao cost ol 300,
this spell summons Torin the Chosen, the ul-
pirnate hero (see Chaprer T8 Dot let his 12
awaords. 8 shields, 12 erosses, and 12 heartz
muke vou think hes Tess than grear, This dude
also boasts super might. constitution, inmmu-
nity o magic, super leadership, praver inas-
feryand spell caster 15 swith Teoe Light: Heal-
ing. Holy Arrnor, and Lion Hlearr (plus o
conple of other rundom abilities ], Gan yon siy
“one-man wrecking eeew?” We thonghr sa.
Torin can be resummoned or resurvected if
he dies. I either eonse, he'llcome baek at wline-
ever experienee level he died an, less any iteins
o it enchantments he might oy hald

Here's To Death

With our summary amalyvsis of Lile magic thus
complere. we flip the eoin over 1 comsider
Death magic. The next chapter continues our
spell disenssion with owr bright olservations
o the darle subjeer of blaek magic, Hold aio
your black ears, folks, we're in for a bumpy
ride,

%
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part from its ase ns aosong titde, tha
old bluck magic paeks a lot of punch
in Mastor of Magic, With a good dose
ol all kinds of spells, black is arguably the
maost self-suflicient =single color in the game,

The good news about Death magic is tha
its summoned creaneres are cheap (real cheap)
and ger the innate bhenelits of heing creatures
ol Death fas listed below ), Death magic wlso
olfers strong creatures, many of whom have
life-stealing nttacks and/or the ability o re-
generate, As for neban mana production, noth-
ing heats the Infernal Power/Dark Ritnals
combinarion.

While i is not as forceful ns Ghaos magic.
Blaek magic s insidions and painful e
eremy. I mukes them suffer,

On the downaside, black spell hooks are o
premendons diplomatie ane (see Chaptee 25)
Also their units” inability @ heal themselves
greatly olfsets their ndvamtage of relative
cheapness.

Summoning Spells

Black magic is very SLTOIE I Creature pro-
duction, From the lowliest skeleton unit with
its marginal upkeep cost, to the powerful spell
Zombie Mastery that taens wll normal units
it have died during your battles into obedi-
ent zombies lighting for you. Death magic
means you will pever hurt foe monsters, How-
ever, ereatures of Death (which inclades
pnddend units aod woies thae have had Black
Clumnels or Animate Dead cast on them) do
not heal unless they hiave regeneration or lile-
stealing atncks. "To offser this regencrative
disability. creatures of Death generally have
relatively lower upkoep costs than camparable
units froneother magie realms, Consider cam-
Bining the Channeler skill with black magic
1o Turther lower your summoned erencure up-
keep coats, us this will allow you o vasily
maintain hovdes of skeletons, ghouls, and
other undeads.

creatures with life-stealing attaeks (see
ter 200 I is also the major source of
tures with weapon ity {see Chapt

Death spells, cold avtacks. illugions, e
son attacks. Note thar units who b
undead throvugh life-stealing |||Ia||‘k,<uﬂ]'_ i)
ity (o Deatl spells.

Unbdead Units
Certain spells will cither anly affect undes
units, hinye more severe effects against i
unites, or tuen other unies into an |:|1dhml'
tpe. Allow ns o define, exactly, what
undead wnit is.
&, A crearires sumnoned by Death
(el of “em!) i
& Aoy oormal anin vadsed from the dewd {
ter being manlid in combnt by ghouls
& Aoy normal univ that was a viedm of th
life-stenling attacks of wraiths, deatch ke
demon lords, the Necromaneer lero, they
Life Deain, and artifacts with life-
ability (see Chapter 20)
& Anv unit raised alier a battle via thie Ani
mate Dead spell L
E Any unit ransformed by o Blaek C)
nels spell :

Nore that if you convert o unit o o unde

through the pracice of denth magic are
cussed below.

Skeletons
Skeletons are the l'IIL'u‘u'Ht Death nmgic -_
tires you ean =wmrnon. Their mmunity
normal missiles and lllﬂ't--ulrn-.nglh mnld@ :

“chenpies” o good investment. This i e
eindly troe an the beginning of the gane,

%
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Ftownis) need to

jli&lqtom Summary Information

on roop ~ Resoarch  Combat  Overland  Upkeep
; Point  Casting  Casting  Cost
san also Cost Cort> Cost PerTurn  Notes
st Death 20 N/A 25 RS None
apell 1o re- =
Thus, you
this !![lt'" EEey
it ST - Ghouh Summary!nﬁoﬂnatmn
2l monsters Ry
pickly in the Research  Combat  Overland  Upkeep
atheir  spall Point Casting Casting  Cost
il wse is | Rarity Cost Cost Cost PorTurn  Notes
Commen 130 N/A 0 1 None

the game, armies of ghouls cun o
Sor vour wizard. These units have o
]J cost, but their lu-1r|u__ COst 1S N0

. The grem thing about ghouls iy
frlm vreate undead v, 11 you
army of ghouls wgether and kill
dl‘alllllf‘lll_\ normal (oo fanas-
ghunite that had more than lmlf their hit
ket by ghouls will rise frorm the del

gim voura double bonus. First, von
i units for free. They vise from e
not us zombies, bur as undend
&, spearten, cavaley, et —unable
e hit points lost while SREVITIE YOI
ead staite. The only henefit (o their
wndead sratus is Death immunity

undend units are as good us nor-
lor rear
n chutivs
still consid-

ol units for

army ol ghouls, 1aking over towns and leay-
ing the risen undeads behind as e eiry s g
rison thar vou would haye othorwise had 1o
[y for!

OF course, this isn'r quite as Cusy ns it
somnds: you will not get more tha o ol of
nine wnirs i any stack, so you will only raise
fromn the dend the mumber of unies for which
you have room in your army enreently an thint
stpuare, Nevertheless, their relatively low cost
makes ghouls powerful early game unirs.

Night Stalker

The night stalker is the stronges <hiwenp it
that blaek mogie con summon. Althongh there
is anly one figure per unit, o might stalker is
invasibile anel. therefore, can sidle vighe up 1o
enemy units withont being hit by ranged ai-

Night Stalker Summary Information

Research  Combat Overland  Upkeap

nd with an

ana, il you Spell Point Casting Casting  Cost
}uur cards Rarlty C?z Cost Cost Per Turn  Notes
qmu Cun Wi - Uncormmon 560 N/A 250, 1= Nang

(2
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really have it ol
I'heir biggest
back is thei
ot enance
bt given what
can do und thaty

regenerate,
mainienanes
are still not o
{11} pzl}'.

Wraiths
Wraiths are exp
sive to cast, but
won't need

tacks, L invisibiliy makes the unit harder 1o
hit (enermy umits have o -1 "o Hit penaliy
against invisible units ), and i has o fnie me-
lee attack strength of seven sworils.

I adddivion. might stalkers have o death gaze
{with o -2 resistanee | which has a chanee. both
when the night stalker is atacking and de-
fending, of wking on enemy figures hefore
el combat even begins. Fories low upleeep,
vour eeally can't do mmaeh better chan o night
stalker.

Shadow Demons
Shadow demons have so many advantages it's
hard (o know where to begin. Fiest, they {ly,
bt the best part is that they can't be webbed
because Illt'}‘ nre |Iml=|'ut‘||nl't‘u|! seconl, I|ll'.j'
have o decent magie ranged attack {four fire-
balls times Tour fig-
ures per unit) with
r'ighl shots,
Shadow demons
Are Imine 1o nor
il wenpons, can re-
generate, anl 'II‘I‘I‘I_\"

thim a few of
do a lot of
These units, like
shadow demons. are Oying and non-eony
ihenee e 1o webibing ). In addition,
are e o weapons oo lln'_\- Ly '
stealing artacks.

Life-stealing artacks sllow wraiths 1o,
life points out of their encmies while s
themselves, heal, These atmcks also me
norimal units losing maore than ball th
points (o wraiths will, Tike those smilg
killedd by ghonls, vise from the dead w
yor. What muore can you ask? These de
units ean replace vour ghouls as eity o
ore, Jeaving their newly raised undead
sons behind to keep pence in newly tikend

Death Knights

travel between
planes, These guvs




w upkecp
out these
4 T Hie.

1. armor-

Research Gmbntl

Chapter Nine: Black OfF. Jack!

Domon Lord Summary In; mati

soknds hack

it pnernies have a chonee o hit them?
their enemies lave a hareder time hir-

I Ay
pwith all life-stealing anncks, il death
kil enemny units, those units will rise
he dead (just like they do when killed
uh and wraiths), death
show up fairly late o o game: per-
!\'l'nll.‘ ulter you llliHllIl e most of your
ering. However, il you step up yonr e
elforts und get them carly cnough, they
worth the cost

Lord
worse thun o melee ife-siealing attack 7
aod life-stealing artack!

lords have only one figure per uni,
can launch vight ranged mngic wt-

Graned,

&

g, undd Tife- M Point
tulingattacks, This Rarity Cost
s these quvs gei Very Rere 6,000

NIA

taeks, each of strength 10 and life-stealing in
nature, This is scary soulf,

I addition, these flying demon lords can
sumon up to three demons to serve them in
o battle, Each of these lesser demons [lies and
has o powerful 14-sword melee attack. Be-
sides these valuable properties, both demon
lords and demons are immune 1o normal
weapon attacks,

Abour the only weakness of demons and
demon lords is that they're suseeptible 1o
ranged artacks, Therelore, hiding them he-
hind s wall of darkness while inside a ety is o
good idea. The Demaon Lord spell iy the most
expensive Death magic spell to vesearch. De-
mon lords are also expensivee to case and main-
tain. Onee you linve summoned one or two of
these brates, its worth any exeea effort o keep
them alive,

Creature Enchantments

Black magic excels ai casting negative en-
chuntmens upon enemy units, Thus, Death
magie is good for softening up enemy units
before delivering the killing blow ro them the
old fashioned way.

Weakness

This is one of those great little gems. Weak-
ness s nvery cheap combat ereature enchant-
nent IIIM cart decrease i mrf._n Ioene my unit s
uttack strength by 2, Using this spell liber-

ally, carly in o |m||I|. con allow medioers
traops to squeak by with vietories they should
never have had, Note that ereanares of Dearly
are immune to this spell, as are phaniom war-
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s

leas abiliry o b
back, In ess
spell gives yon s
tain number of
hits™ against
units. This

definitely worth
ing, purticul
when you lay
good init up

o ot of t'-!ll‘.'ap

Black Sleep
When this con
apell waorks, v
problems are

riors and beasts, golems, heroes that are
chiarmed, and undts with magic immunity (ky
drakes andd paladins ),

Cloak of Fear

Cloak of Fear is another great spell in dis-
suige, although it doesn’t sound like much
until you read the fine prine, Every figiore in
every troop. exeept lor those inmmme 1o Deah
magic, must pass a resistanee roll hefore they
will attack or counterartuck one of your units
during melee combur, {Breath amd gaze at-
tueks nre not subject 1o this registance roll,)
T'his has two important benefits, Fiest, vour
wnit will get hin fewer
times by some spe-
cinl attack rypes, like
fivae strike, that only
work when the en-
ey unit s on the of-
fensive,

mecond,

‘Black Sleep Sumima

Black Sleep
an enemy unie fal
fust asleep and

main complesely
fenseless for
mainder of combat, Every attack agai
sleeping unit antomatically infliets all g
hits. This iw o grear combnr spell—chen
cost and fast 1o research, Used carefully, i
add inadeaquate armies at erivieal junetury
bt les.

Possession

Possession is o combat erearee encha
thit attempts to give vou control of @ no
enemy unit during combat, Unformunately,
spell is expensive to east in the mere hope
the enemy unit will fail its resistnee roll
vou'll gee control of i, There are berten,

when you atrack
with a clonked unit,
vour encmies have
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pred s i

ot when

turns any friendly normal {non-
1, meluding those cheap little
to vicions, maraiding werewolves
: :'ﬁ; s werewoll wnit icon ). Werewalves
e to normal weapons and are fuirly
figures with five swords each). Note
ure not much stronger than ordi-
erdiers with o livtle experience.
o werewolves can regenerate, ik
more valuable than ordinary
cunits, i you can afford the sieep
On balinee, un|)’ 'I\IIIL"I"IIIIP yomr
normal unit types (spearmen and
with Lycanthropy, Even then. vou

five mana

fpkeep cost.

cast on any hardy Troll units vou aown. With
the Troll's inherent regeneration ability negat-
ing the undead’s inability 1o heal, vou've got
a killer combo on your hands,

Note that Black Channels stops o onit’s
necrual of experience, However, any attrilute
|:|rl|IlNl"- lll'r'l'tlf'l' |br‘rul'd' ||f‘illj._' ronverted
throngh Black Channels vemuin a part of that
it s statisties. For best results, therefore, use
Blick Channel
Berserk
Berserk i the ultimate form of dancing with

& onvery experienced unirs,

death, Doubling a unit's melee attacks while
streipping away its shields, this spell should

: : '@P!--summ‘ﬁry-infarmﬁhn‘

giving vour

¢ added
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O a e, i
have no orher
Hons, ('.hpﬂl.'.[lll_[ _
cauge of iy
st |

You shoi

bother usin
spell on umits
nre ||rilllﬂri1 _;
after lnirs and
sinee ol of the
tustie oren
gunrding 1l
ignore the s
immunity

not e enst willv=nillv 10s o spell (o cast only
when you really mean ic fand ae 30 mann a
POP IES 00 XPenSIVEe T Cast nlany other time,
nnvway b

Comaider using this spell with killer unirs
that have o loeof hit poin, o absorh enemy
lits, or with units that have lirst sirike capa-
Bilivies, o you can take one the enemies using
the double melee strength before they ger 1o
your. Also consider using this on units that have
few, if any. shield= to loze (e, phantom wir-
riors, phantont beasts, werewaolves. or eyen
buwien ). Don't nse this spell on unirs tha
et spare the shielids unless ivs their fns
chanee 1o desteoy the lust enemy unit in o
Lt e,

Wraithform

Wraithform gives the
target hoth weapon
immunity and a

Animate Dead 'Summary-fnrforrﬁaﬁ% "

Wraithform
virles, Stick to
cities unel k
ey armies with troops using Weaithfor

Animate Dead
The ultimare Death ereature eocliommme
i~ raising the dead._sort ol Animage D
yomn rernren any ore nait (friend or f
the dead deering hottle, The animated
ture ds an undead. bt stuvs with v
evien after combat i@ over, Note thi L
and enemy units with magic inmumnity
not be animated. Units that have been
strayed by Gracks Call, I)i-inlngrntu.- il
or Perily, arstolen by Possession, ma
aired.

non-corporeal - Splll P&ll!‘l Gasﬁng C“Unﬂ
e, This s a b Like Rarity Cbit_ Cost
an advanes] Water Very Rare 3.000 : 50 -

Walking spell and i
probably not worth
the effort of casting

%
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e Dead s
sivee spoll.
nimuted

fenl more

ul). How-
I8 great
uickly in-

at Spells

ne would expeet, Death magic comban
generally quite destructive in force.
Death magic spells are purticularly
combat the effects of Life magic

wemanent spell-casting skill incerease
p points for every damage poing vou
the targer if your wizard cists this

] ll&'l[a;_zu.i:mi Certain s (e, non-
g andl others with a low numiber of

fight with.ul'-

||||' e, \\'hl'll }IH"' FI'II“IIII’I”?“ 1}‘”(* Lik IN'
wenk anyway, becanse enemy s Eot a re-
sistanee bonus (41 cross) when defending
themselves from the spell’s effeers. This spell
can be helpful against units that have first
strike, thrown, or breath weapons (ie.. ones
that exert their effecrs only when attacking,
not connteratticking.

Mana Leak
Muna Leak drains enemy spell easters, wiz-
ards, and heroes alike, by five mana per com
b turn. More importantly, vour enemies will
lose one mingie canged artaek per combat tarn
when this enchantment is in effect. This is one
of those spells vou should east il your troops
are upagainst armies of sprites or Dark Elyves,
I you're looking for a quick way 1o drain
your enciny wizard's mana reserves, hlack
magic offers better options, sueh as the over-

ehattle is over.  T@rror Summary Information
R Rasearch  Combat omme Upkeep
s it selectively Spall Point Cuting Casting Coit =
] gpel] sinee it Rarity ~Cost Cost. ~Cost. PerTurn  Notes
prevent en- | Common 150 2= NA NIA T targats
tacks, not : = - resist ot
I“ﬂf.‘h‘. It is 41

&
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‘Mana Leak Summary !nformatmn

ol this spell &
eeled out by
mingic spells

M Comh& erlﬂd Upl(ﬂp e Light and Hea
Spell Pﬂm c““"'ﬂ Casting  Cost : Ligh. ;
Rarity Cost. Cost  Cost  PerTurn  Naotes One final, by
- Common 220 TR - NA - N/A Nane portant, [mintll
j ' = this spell w
hanee all un
: — . creatures’ skills
Darknm Summary infa_rma-tipn" : hath sides. T'l
i el Lok B o fore. this
 Research Combat  Overland Upkeap pell o can
spell ~ Point  Casting  Casting Cost you're  fi
Rarity 'Cut ! Cost Cost Por Turn  Notes ctgrerinnst demoit
Common 250 25 N/A NAT affecs death knigh
4 5 ~white and lordes of ghouls,
black only {

el spells. Eyil Presence and Drain Power.
ey hera spell casters are o nseful i
pers for dhis spell sines the compuier gener-
ally has them deain their mann veserves
throngh casting expensive spells os fust as they
i

Darkwess
Darkiess is o classie black combat spell nse
ful under many vivernnstanees. e gives all
crentures of Death seatistical booste (411 in
thetr atrack strength, defense, and resistanee.
For thar reason alone, it's worth casting in
most combnt sibwarions, eapeeilly i von are
fiehring with o large corps ol undeads,

I you've fighting against erearures of Life,
wdmirtedly ooeree oe-
carrenee, i gives you
a doulile bonas he-
canse e Durkness

Black Prayer Summary Information

Black Prayer

Black Prayer
areat combit spell AC3S mana, s cost
nificant. but it essentindly tenderizes ll
appppone s ||_‘ deerensing their ‘-mm‘li
shields (=13, and erosses (-2}, Cast o
before other digeeted spells sinee te
vesistanee ol vour enemies will ineroass
furnre chanees of suecessfully ensting
against then during that bactle, i
Wrack
Black magie is bl of combat gems: W
another one [ yon lave enough man
Black Prayer Tiest, then Wrack “em.
aclvantageons hecause o ligure's redisti
a bonns of 1 in defending isell ag
Wiack.

spell cursges it Research  Combat Overland
ereatures (-1 sword. Splll Point  Casting Casting
shield, ane eross) ns Rarity Cost Cost Cost

i Blesses undeadls, .Unmrnrmn 450 35 - NeAL

Note that the effecrs

%
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‘Wrack Summary Information

Murda Combat Overland  Upkeep
Point Casting  Casting  Cost

this apell. Rarity Cost Cost Cost PorTurn  Notes
s, of [iRae: 960 ad NiA N/A targots
rosist at
il
d to have
¢ numbiers
bt poins per fig- . _
I few crosse-  Word of Death Summary Information
tus b can be o :
when vour Research  Combat Overland  Upkeep
far out- Spall Paint Casting Cnlﬂna Cost
and out- | Rarity Cost Cost Cost  ParTurn  Notes
¢ bvsnuml-nl' Very Rare 2,000 40 N/A N/A torgets
HIE Cnemy : ?hu_:.

Note that chis

oo ever walked into o Batcle al dis-

umits complemented by single fero-
one that could single-handedly desiroy
sntire army? Well, what vou needed was
Deatle. an awesome spell that gives
I in the rarget unit one chanee o
ditsell from death (wichi o -5 penaliy 1o
teistunce! ). This is an expensive spell
you probubly
Least it unless
ro desperate,
i (andd then
cares about the

that you were up ngainst hordes of

units, cast Black Prayer fiest to oedues yonre

w1k .
CHOTIeS fesistanee

Death Spell

Death spell is for those oecasions when your
army a5 up againat o lioke morve than it can
Bandlie, or Tor times when vou re just leeling
lazy, Attemnpting 1o kill outrighin every ligure
i every unit (with o =2 resistnce §. this spell
strves (o take care ol all Yo |||'u||||'lll- ut
onee,

Death Spell Summary Information

Overland  Upkeep

guinst powerful

g onst) To ger Spell Point Casting Casting COIt

st out of this Rarity Cost Cost Cost Per Turn  Notes
eapecially Very Rare 2,500 50 N/A N/A targets
casting il 7 ';'l‘.“ll

(L
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The price

DarletualsSummaw Information for this enchan
o i o lower city
‘Combat Overland  Upkeep rate and in
Casting  Casting  Cost - o7 WIest, 30 80
. Cost Cost PerTuen  Notes spell for fairly s
N/A 30 NAA ﬂ_ﬂﬂ_. ; ll|.l(’!_*. \‘I"t‘“"f .
2 soned eiries.
meniber. 1
; R : races pan |
Wall of Da'tkn_es_s Summary Information every relig
. ing. 5o the
- Resparch  Combat Overland  Upkeep casting this
Spell Point Cm Casting Cost ; : i partieular il
‘Rarity Cost ‘Cost Cost Per Turn  Notes depend o i
- Uncommon ﬁ a0 200 5 Nong inhabiting i (s

This spell won't help mneh againse some
of the more poweelul creatares in Master of
Magic, sinee they have high innane vesisioness,
B it s uselul inomost cireimstanees. s
(uite expensive to cast. Bt what do von ex-
peet Teom aspell that tres 1o kil all yomr en-
catles i one shot?

City Enchantments

Foxeept Tor a few enrly ciny enchaniments,
many ol the Death mugie vity spells are de
gigned 1o eripple your enemies: cities, Cans-
g famine,
Denth magie city spells give you the means 1o
and thoroughly destrov your

mana shortages, aml disense,

slowly
APt

Dark Rituals

Dark Ritnals is o real boon schien you are tey-
ing 1o build upoarmies of fantastic ereatnres
or mintain several global and ey enchane-
ments at the same tme, This spell doubles
the mana procueed by aciry s religions hnild-
ings (e shrines, temples. parthenons, il
cuthedrals). Dark Ritvals even doubles the
extri power you get throngh Internal Power.

Chuprer 50

Wall of Darkmness
Wall of Darkness comprletely protects
garvison Teom inconming ranged atuaeks b
less vour opponents are enchanted wi
Life mngie spell Tene Sighn, Wall of D
entt b cast both outside of and Illlrm!
Bt When vau ehisose 1o cast it will
on where vour eities are nnd wheth
at ware with another wizarl,

Tl spell 15 exprensive o maintiin, s
g it on ity lae from your front liﬂu 1
prudent, Note, however. that this spe
really save o inadequae garrison from
ol enemy shamans and bowmen,

Evil Presence
il Presenee i< o greal way to pull the
carpet ont from wder your opponents,
it on one of their eities for the measly
100 mans, This spell stops alf mang
ton and ealming effects of the o
religions wstitntions! When comb
one of the ather deadly black eity
ments, sueh oy Famine, Evil Presene
ke o given ciy vienmadly useless N
this spell cannot be cast on a ety il

)




migic

el }’llll[ll't.'
el i g
Ariies in

fts long-
L Clowd

o deleat an
Eyen o its
muintennee
 Famine s
| casting
sCabrong oppo-

that on the

"k'Illl Lile Hp( A books o oy eities gar-
by fantastie Deatl ereatires,

ity evil, Phis spell halves the foml
e by b eiry's farmers, forcing more of
st work as fnrmers, This deerveasies
_pmduulmt\ while slowly sturving the
i nn lu|| of ”llh | e tur rensrs

"'ll". i“.‘ ')"lillli'. .\(Ill '\!ri]\'l' it 'l“'
¢ heart of o wizard's compive and un-

\
p lamines going as part of your cam-

Chapter Nine: Black Off, Jack!

._ Evil Presence Summary Information

Research  Combat Overland  Upkeep
‘Spell Point Casting Casting  Cost
Rarity Cost. Cost Cost PerTurn  Notes
Rare 1.040 N/A 100 4 None

Cloud of Shadow Summary Information

Research  Combat Overland  Upkeep
 Spaefl Point Casting Casting  Cost
Rarity Cost Cost Cost PerTurn  Notes
Fare 1,200 N/A 150 3 aifects
white and
Black only

caane settings, Famine will he relariyely less
waelul thaan other setrings hecamse vour op

ponents” cities will be producing exeess food
Al pereent and 100 pereent. I'i-.~=|wc'ti\'t'll\"p

I snnine,

anvway, at these gome settings. The only thing
vou will gain from this spell, thens will he o
celatiyve evening of the playing Gield,

Cursed Lands

Corsed Lands comaes o ety s gross productiv-
iy 1ol eo hud s vadwe while inereasing lo-
col unrest by ane person. Given s casting andd
upkeep costs, s ot clear i this spell is
really worth more than s sister Deatly spells;
Foail Presence, or Pestilence. Those
nther -|n‘|l.~i lave more evil vonsecuences: loss

Famine Summary Information

Research  Cambat Overland  Upkeep
Spell Point Casting Casting Cost
Rarity Cost Cost Cost Per Turn  Notes
Rare 1,600 IN/A 200 5 None

el fmpossibile

&
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This spulls
surely, dest
|||'||r|l||lli0l‘l
city. Peatile
kill up 10 one
lation point

When this
its event
Plagne, is
city, the eo
rolls a di
game e
TOWI's pof

of life and mana and signilicant inereases in
unrest, than Cursed Landz offers,

Still, Cursed Lands is cheaper to muintain,
andd halving the speed with which an enemy’s
major army production eenter spits out fresh
units may he worthwhile during long, grind-
g wars of atrricion.

Nate that, as for Famine, Cursed Lands will
bie velatively useless on the hard and impos-
sible game sertings since vour opponents’ vit-
ies huve inereased production levels (50 per-
cent and 100 percent, respectively) at these
settings. At these levels, the best this spell can
dois to slow down some kev production poinrs
i your enemy’s empire,

Pestilevce

point dlies. As o
sult, you ein

eompletely dess
town with this spell; one person w :
remain, You can, however, virtually
late o town's food. gold. and produ
tributions o an cnerny's plans (espedis
ome of the hy=products of this spell is an s
tional two rebels in the rrget city!)

Global Enchantments
Continuing with its evil ways, Death
global enchaniments are right ap th
the worst malevolenes you can imnging,

voursell.

Zombie Mastery
Zombie Mastery turns _-‘Urmreru)"i’rfﬁ_ﬁ it
Night of the Living Dead sequol.
ane expensive spell to maintain, of
per turn, it benefit is almaost pril:t'lu'l..
When no
emy or friendl
die during I
that you win, |
will rise from.
dend us zomb

TATILE e
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Wity 10 gen-
¢ huge armics

Eternal Night Summary Information

chly anil is espe- Research  Combat Overland  Upkeop
uselul when Spell Point  Casting Costing  Cost
ing Rarity Cost Cont Cost Per Turn  Notes
Very Rare 4,000 N/ 1,000 15 alfacty
white ancl
A Nisht black orly
I Night 12 o
1 tht puts both
s andd Myrror
o Darkness  Evil Omens Summary Information
::{BL‘I'IIII‘ 0 i
| those Cland of Research  Combat Overland  Upkeop
ow city en- Spall Point Casting Casting  Cost
ents i you Rarity Cost Cost Cost Per Turn  Notes
Eternal Night. ) Vary Rare 4,500 NZA 1,100 10 50
Hnless o g poarcent
hias specifi- :i‘.;:‘::;
Mature

Jwd True Ligh
feavenly Light

it any battles
i ||!nw- will enhance the aveibites of
tures al Death and deplere Life ereatures’
5. l "It ‘U‘\ﬂl" .'lll“ll TR RN (1 1] Hh‘ “l] 'l||
¥ Ilf Illli]t'll(l mm~ iuul lillll‘i- Vol e

Figure 9-2. Eternal Night

withont reason. Fernnd Niehiis best cast when
1] l““li Wr Il( B H| ll"l“ltll \Ull lll"l i | III
spell-easting wizard (o Me rhin, Ariel, Sss'ra
or Horns)

Evil Omiens

Evil Ounens s a spell thiat hisieally sueles mina
out of amy Natare or 1 dle spell-enstng wizard
such as Merlin. Avel, Ohere
spell ineeeazes the vost ol casting off Nature
andd Liile spells. meluding vours. by 50 per

| reva. e, Thi=

cent, IIIJI'I‘lII_:,‘, these wizards o waste n ot of
Domy

bionther casting Fail Omens inless vou plan 1o

time aned mana 1o wse their magic,

keep this enchamoment acove for a lng time,
ar vou will neyver ger an adeguune returm on
e Casnng cost,

Death Wish
Fave vou ever elised vonr eves and wished
everyone you lited would joust go amay?

Death Wish does that. This ghobad spell

&
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Subversion is
cheap trick o
ing your [i
someone else i
sugpicion o
instend of yo

tempts to kil ol eneray normal (e, non-lan-
tastic) units in one fell swoop! Teis one of those
nasty ways to underemt your enemies. by de-
pleting their garrisons and any armies that
may be marching wowards vour cities.

Special Spells

These unique spells do oot fie neatly in the
other entegories, Blaek magic's specialties in
thiz area are loewsed on destroying enemy
mugic abilities,

Drain Power
Dienin Power lets you .‘-lll'llll S0 mann 1o drain
Between 1 and 2000 moana [rom an enemy’s
mmann reserves. Az an ordinaey spell 1o cast
just for the heek of i,
Deain Power lucks
pizznzz. However,
this spell is nseful
under very specific
circnnstances, such
as  jugt  before

you're i di
difficulties,
you often wil
counter whin
are playin
Death magic. and when vou are stra
divert vour enemies” attentions away
long enongh o gather much needed ¢
Subversion is the gpell w cast. Bo awar
vou may have to cast this spell multple
1o have o significant effect. especinlk
harder diffieulty seriings, where negat
lomatie effects between computer oppone;
are hoffered. |
Subiversion is most effective against
ard who is already somewhar disliked:
others in the game, Then this spell m
ate the final diplomatic adjustment
make your targer the nidus for everyon
hate {see Chaprer 25 for this spell's
diplomuaric consequences ).

lannching an atiack
against anoenemy.
lenowing that drain-
ing the enemy’s re-
serves with this spell
will eripple his or her
spell casting ability
during your upeom-
ing battle(s),
Subversion




Chapter Nine: Black Off. Jack!

'p Node
wouwant 10 Warp Node Summary | Inﬁormamn
O 1) eReTy Resodrch  Combat .
erves und - Spall Point  Casting
lities. Warp Rarity Cost Cost
s the best way Rare 1,300 NA

_'Cllrup i 75
per casting
w upkeep

this I"In-lf ‘Black Wind Summary Information
A e 1o 3 - SR
TIAT IN r Research  Combat w
Rare 1400~ -NIA RO ~ turgets
-m:ymin ALy SRy M*

ot east this

odes, some-

(i tiifﬁt.‘llll 1o do e n|||_\ 75 muana

nrm pnn of a long-terin progran 1!:
ltllJrlllg anenemy o thieir kiees,
i you meld o spivit with & warped

1 5 0n 1 target map square.This i a good
p sk when o stacke of enemy units i
wehing one of your nodes or vities. bt

ke o while 1o cast it at 200 mann

per zephye. Black Wind is often more nseful.
therelore, when cast upon an enemy city 1o
c|v|.b||-1r' s arrison Liefore vou attack there,

Crucl Unminding

Crnel Unininding destroys 10 percent of the
mana that has been sprent o lh'\'l'lupil:g n
targel wizard's spell-casting skill, thus de-
ereasing the wizard's skill level accordingly.
Now. this may nof seem like mueh, burat this
casting cost, you can genernlly afford ro hita
wizard several times before your muana re-
serves get oo low, By deatroying vour enermy's
spell-casting skill, vou destrov mnch of his or
her ability 1o wicld magie elfectively,

Sceing Red

Thus, we are turning
out the lights an
Black magic, I evil is

Combat Overland  Upkeep as evil does, than
Casting Casting Cost . - vou lEbe able to dou
Cost Cost, PerTurn  Notes fun bit ol role-play-
N/A 250 N/A None ing with enongh
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Death magie at your eommand,

From here, we move 1o the heavy-hiring
Chaos magic. When vou've seeing red. destruc-
tion soon follows.
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hiaos magic 1= hard hiwing, like o pi

bull. Red is the attack dog of mage

colors and no other color is nearly us
steong. particularly in combar, 10 vou want 1o
wield a big stick. remember it eolor is red,

Summoning Spells

Chinos magic is the only magie type that ean
rival Nature magie in terms of erentire sum-
moning posaibilivies. [eis theough red magie
thit the fiery grear drakes and the nine-headed
hvdras can be simmoned. Many Chaos erea-
tures have fery breath or similar special ar-

tacks {see € |m|mr 204 I addition, more than
hall of the chaos ereatares can fy, making
them invaluable Tor Forming special armies
{see Chapter 22,

Hell Hounds
Hell hoands are decent units carly i the game.
They have five breath that allows them o ar-

tack flying units when necessary, Becanse they
are nol too expensive to cast. they can be sum-
moned ||llir'k|_\’ [ |l1'|'r when raiders or rn-
paging monsters are threatening your cities,
s hell hounds to flesh out vour early forces

nntil better units can be ereated w0
them,

Fire Elemental
There is nothing quite like having
sunmoned on the bartlefield itself, Ify
attaeked and undersundfed, or if you
tlly walked into an overwhelming sis
five elementals could help you av
acdeds, 105 not that fire elementals pre su
fighrers, but every unit on the field
helps, 4
Although fire elementals are fmmun

to Lust long in batele, That's not what
r|n v for, \\ lml flu'\ can do is dmw i

fll'hlllw it uml nel s ]I]l\ -lrn|] ?
Lm v charging enernies from getting o4
rear line howmen or shamans too quickly
courae. five elementals ean alsa get in

hits to help ke down o non-flying
Fire Giant

Fire gianes are nice, gurden variety, m
welght fantastic units, although they're
pricy. Their stas are good, with 10
and 15 heast
their special
their two
tacks, @
strength 10
they can be

|ur|_\' llwfﬂl_'_

4-tmu. Il
packs af fm

gargoyle fig
about suwme




pubility as o dleath
aht and more
0w angel, both
dieh are consid-
aly mare expen-
il rare,

Chapter Tew: Red> Hots

Fire Giant Summary Information

v (il you're
gvinst them ), or
' __ﬂr:ﬂvhl'mu
3 10 be using
i your
gargoyles
Whave alot of hit
s (four hearts
figure). So. il o

can gel past
defenses, gur-
can  be
down easily, They are only tnmmune
plson and stoning attacks. so almost any
hysical or magic atack will pur the

il gargoyles.
Bat

1 bt is one of the fastes) Hving nnits
of Magic. ut four squares per turn,
i et sumrmon one of these carly in the

ry Information

Upeat
Casting Cost
.cout PerTurn  Notes
150 3 None
‘Gargoyles Summary Information
 Ressach  Combat Overland  Upkoap
Unmrrrrﬁvn 500 .m- : _zoo' "5 ~ None

game. you ean doa lot ol exploving witloine As
ane army nnit, thonghe you can probably do
Lietter,

Doom bats have high upleep cosis of cight
i per taen and. although they have n 10
strength melee nttack on top ol o fiery 1ouch
attaek (see Ghapter 200, 0 Tew strong missile
ity will ensily cuen doon baes o ding b,
Doom baes are really best in swarms, and they

are simply too ex-
pensive for tht.

Chimera

Clhiimeras are hardy,
live-breatling. flying
creatuees thay are

~ Notes

exprensive toeast anid
maineain. although
I|||<)- are ;_{mlll I'ii_f|ll-
ers. Unless vounne
desperate peed of
flying units 1o get
sornew here .u|u-ri.'||
vou are
||rn|m|1|y hetter ol

however.

with m few =sobid

Figghiting unins instead

N__éna.
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VO Ty want i
these wnits o

Efreet
An elreet o

quite useful. T
flying units ane
custers who

emental or cast!
Wood Spt}

of the expensive chimeras. As witli any cor-
poreal flving unit, one of the hest wavs o fight
againat these creatures is to web them, if von
coan, and then ke them our with grounil

ITO0[s,

Chaos Spawn
These bobbing balls of death, doom. wnd di-
strnction, while cute, are virtually useless,
“"|I}? Beenuse lhl'}-‘ wre slow wd t’ulllpil'l('h
helpless against missile aracks, 15 they ever
got close enongh o another unit o attack or
counterattaeck, chaos spawns would he dendly
sinee their gaze attacks are very difficult o
resist and, ag with all gaze noacks, their ef-
feers take place before vegular melee comba
(see Chaprer 207

However, chaos spawns only have oo moye-
ment allowance of
OUE SUATE [Her T,
so they re usually pin
cushions belores Iii!')
can ever get close
enough to an enemy
it o use their spe-

even an file
Weapon spull=
SRy batile.
ilso have uirly strong maggie artacks (i
ball=) and fire immuniry,

However, their casting cost and wi
ligh wpkeep cost means they renot ab
Therefore, elfveets are best to use in small
bers to ronnd on the of fensive possibilin
w stock of units,

Hyora

Tl vine-lieaded hydra is enormonsly
each head has nine hit points and four
Worse, these guys regenerate, [F vou 1
mon hivdeas w fght for your wizard. v
need any apecial tips on how to use il
beur in mind that their high upkeep
the going prrice for a regenernting, fire e
ing, solid unit like this.

cial nbilities. At their




NI T up
8l & hydra
I_IIWN‘t' Vo
be aentely
of their na-
e hyelens

Chapter Ten: Red Hots

_t!l.ifylnllln
| their entire
ent they will
ek dn full health {even the ones vou
it you killed). immediately after the
ends. So. prepore well hefore you wan-
o lnirs or Chaos nodes infested with
erearures. Take plenty of sturdy, long-
tisaile units with vou slingers are line,
hﬂgtm\\'lllﬂll, and make sure yon o

right the first time.
Drake

10-1, Summoning o Great Drake,

pal drake is arguabily the sirongest in-
alunit in Master of Magic, cerainly on
with the sky drake and grear wyrm,
drakes are extroordinary Fighters with
attieks of 30 strength. on fop of n fiery
hatnek of 301 Because they ean fly, they
| nll(l rhoose their upjmlll-lll.n ||||||'-1.-
iy have been webbied first. They also have

a high innate vesistanes 1w spells and are hard
1o dumage by that meauns.

Fortnately, if vou are facing a few of them,
they don’t move oo fast and vou can defi-
nitely shoot several down if you have plenty
ol missile units in your army, Having one of
these drakes supporting vour own “killer
stnek ™ will make you nearly invineible,

One final note; Grear drakes have W enor-
mous upkeep cost. However, by the time you
can afford 1o quickly summon a grear drake,
you should casily e making enongh mana per
turn (o support it.

Creature Enchantments
Chaos magic features few ervature enchant-
merts, but most of them are powerful spells
designed to enhanee the lighting capabilities
ol yimr troops, Best of all, these -lil‘”‘{ are all
COUION O WNCOmmmon, so eyven if Yy choose
only one or two spell vanks in Chaos magie,
vou st s good chanee of genting one or more
of these enchantments in vour spell hook.

Eloritch Weapon

This useful spell gives the trget unit @ magic
weapon (i.e.. one that can hit ereatures with
weapon immunity . Although this spell does
not inerease the attack strengrh ox To Hir val-
wes of the unit, an Eldriteh Weapon penalizes
an enemy’s shields with a -1 To Defend
modifier.

Eldriteh Weapon s an aytime spell, It
never hes (o cast it on one of vour units in
combat, uniess there is an outstanding alrer-
native spell available. It certainly doesn’ hart

(2
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offect 5!7{!1[.{.
Chanunels p
nently alters o
sic charaet
n rfit'-lll'.”}‘ oy

wiit, trnig it |

n creature of |
s it does o,
its affeots (1
shields, or
strength fire-he
ing atenck) ar
waorthwhile, ¢
cially ar its
cost of 50
no_ nailen

t0 have your main melee units permanently
enchanted with this spell, unless you are hav-
ing trouble producing enough mana (o pay
the npkeep.

Warp Creature

One of the hnllmarks of chaos is thar you nevs
know what will happen. A few spells veflect
this unpredictability, and Warp Greatune is one
ol them. Designed to just do something bad
Loy ar enweiny ot {'uln.-q'hll' effects include haly-
ing defense or attack sivengrhs ml removing
the targets resistunee ). the problem with Warp
Creature is that you cannot count onat o do

what you need done, While irs casting cost is
not outrageous, fora
random effeet i s
sl steep, Only nse
this as o last-ditch

r-||l““.

Chaos
Channels

Chaos Channels is
another random-

aquired. T
b cansit om a umit
one time, Sl
can’t lose with it "

Nate that nounit's experience level w
inerease after it hus been aliered by Clig
Channels. Y

Flamme Blade
Flame Blade enchanis a normal noigs
ong so that they are magical, allpwis
to bt ereatures with weapon immunity
Chapter 200, The enclhanted weapons
stronger withe +2 swards per figure,

This iz a fine spell wo cast, particul
combuar comes down tortwo st unit
ing things out or when matters e
settled by two units with a sligh ing




asting
Sunder
LRI
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Fire Blade Summary Information

st is of-
¢ impressive
1o wierrant emploving it in the vight

i gives o target unit i strenzth four
attack (equivalent 10 0 strengeh
J o addition 1o its novmal melee

units, sinee this artack as defended
y {all of o nnit's shields wpply | from
attack. [t s also expensive o cast
th combint ane non-combiat situations
anly units thae don’t have five or

ey (see

; your Research  Combat Overland  Upkeep
the added  Spell Point Casting Casting  Cost :
¢ needd (o Raclty Cost Cost Cost Per Turn  Notes
hartle, Even  Uncommion 450 25 125 2 nopmal
i this spell is units only

et make as much use of these spells ns pos-
sibles 10 you chonse o heavy dose of Chaos
magic when vou begin the game. the wizard
skill Chinnneler will be most useltul in support-
g it

Warp Wood

Warp Wood s o handy spell Fora paliry casi-
ing cost, it destrovs all bow and shing (o
rocks) amnonition in the hands ol opposing
normal units. Sinee the defending anir can-
not avold the effeers of Warp Wood, thiz spell

20},
4 Immolation Summary Information
Ressarch  Combat Ovarland  Upkeep
it mugic’s real Spell Point Casting Casting  Cost
th Jies in1 its de- Rarity Cost Cost Cont Per Turn  Notes
¢ combai Uncommen 740 30 150 2 None
higher ley-
sagic hias
nedlestrictive
Warp Wood Summary Information
Research  Combat Overland  Upkeep
Spell Point Casting Casting  Cost .
Rarity Cost Gost Cost Por Turn  Notes
Commorn 20 10 N/A N/A fiarinal
units anly;
ng
resistanca
possitle

&
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is remnarkably nseful when your troaps are up
against o stack of enemy bowmen or slingers.

In many battles, things often come down
to o few seragaly unirs lefr afier the missile
units have had their day. Reducing your
opponent’s five power. therefore. is the key 1o
winming such battles. Note thar Warp Wood
duoes not alfect magie ranged artacks: it only
destroys normal mmmunitions: arrows, slings,
and javelins.

Disrupt
This spell acrs like an automaric wall erusher,
Blowing up bits of stone wall, If you are try-
ing to tnke a walled citv with o stack of how-
tnen or other missile
nnits, this spell is
particularly wseful, If
vou blast away a se-
tion ol wall with it
your attacks are nn
longer subject o the
+3 shield modiflier
the defending unit
receives when stand -
ing behind o wall
seCHon.

equate room

ot i

hattle and d

spell. For all the mana you can
ing thiz spell up, the killing power
sulficient to make it worthwhile, Also, i
not affeet any umic immune o fiee |
clementals, efreets. and fire gisns).
se is aganinst weakly shielded wmits i
enemy's rear line (bhowmen, slinge
ere, by andd only then when vou bave
recourse againgt them and have nothi
ter o do with your combat many,

Shatter

Shatter i= o nifty spell that exerts p
powerbul effects for a low price. I su
and there are no resistunce modifiers




te muelee.
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Lightning Bolt Summary Information

i missile : Research  Combat Overland  Upkeep
tnnsing Spell Point ' Casting Casting  Cost
wonw Rarity Cost Cost Cost Per Turn  Notes
I ; Cammon 300 10 ta 50 N/A NA Nene
spell can
1 norminl
Lt e for p
wo. disarm Fire Ball Summary Information
: Research  Combst - Overland  Upkeep
Spell Point Casting Casting  Cost
Rarlty Cost Cost Cost Per Turn  Notes
Uncommen 560 1575 WA N/A None

save w high
evalue. soif

ek Praver or High Praver. eist these be-
Wi st Shatter,

ning Bolt

wiing Bolt spell divvers armaor-piere-
nge Bguinst an enemy, This spell. be
Fhalves vneiny shiielils. is Iill.\iu'.{l”l\ Wi
ing as the lowly Fire Boli and, con-
y ensts Iwiee as mueh. Forunately,
o sieh thing ns ightning inunmmin
i tightning bolt has eonsderalile ver
v, Beeunse every addition il point ol
spont casting this spell iereases the
holt's strength by 1, von can blas
uits with an apmor-piereing arack of
: '6I;l‘l:llgrll: Very I:mu-rl'ni Ll expren-

Fireball is the cquivalent of sending
Bolt against every lignee inan enemy
dividually, Whereas o Fire Bolt hics the
e ainel excess damage carries aver (o
(ike n norminl melee ek, see Chagp-
Fivehall Dlasts every lgaee ina o

individually, with its foll foree (without ex-
cesg dumage carrving over (o later units)

I enses three times as mnel mama o cast
Fireball us i does o Five Bole alchongd i has
the porential 1o b signilicantly more effee-
tive when cast agmnst auits withe more than
theee Tigures, Toomake a Fireball worthwhile,
vou tieed to pump o lot ol adiivional mana
into it {gaining ane strength for every theee
additional maa spent castingg i), By the time
vourve pamped this spell npe however, vou
world be hevter of D widli the Disintegeane spell
or Doom Bali

OF conrse. you will probably Tearn Fiveball
mnch sooner o the gae thane Disintegrane
or Doom Bolr, When ivs all vou Dave, o Fire-
badl works well enongli, Plae i o ke down
o cripple strong novmal wnies weith il
fignres (halberdiers, pikemen. s pwhen von
ure “'I]llll]lllll"l'('li (A Illlil'lllﬂhi‘l! Il\ _\1‘||| il!l
(R E Iealso works well, even ot low
-‘Il't'llglll, u;ulill.‘-l |!|lil|l|lrlll WU

Doowm Bolt

A Doon Bolt eauses 10O dunnagze 1ons tureets
regardless of their defenses. This spell will
complerely annihilace weaker wnits during
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Wl Lo cust
Lightning ins
unless the umit
SIX OF mone &
in which case
Doom Bole will

ilo more dnmage
averige than
Lightning.

Metal Fires
Metal Fires
combar ench
ment thar gives s
your normal
e Wenpons
an inerensed

WA

combut. eripple powerful units (ineluding
heroes) and finsh ofl previously domaged
innits bhefore they can ger 1o vou. It is expen-
Aive to cadt, but its damage is impressive and
guaranteed. Noteo this spell is ineffective
against unite with magic immuoniry (sky
drakes. llnlmlillﬂfl.

Warp Lightning
Warp Lightning diveets a series of diminishi-
ing strength, avmor-piercing attacks through
wctarget unit, hitting the entive unit with up o
45 points of damage. OF conrse, the figures in
the unit get 1o defend themselves from the
attnck, but o lor of desiructive foree s sl
bewng sent ar o single
unit,

I voun wish 1o
eliminate wunit with
10 ar Tewer hit
proines el b i wach
u sure fire Doom

melee and m
strength per fi
This is a grey
to cast when you hive o large army of non
unit types, Althongh an increased u
.‘lt':'lq.'ﬂl of one iy 1 seem lﬂw lnm_:h,
atuek potential is inereased troment
when combined over all the ligures of il
several normal units,, In combination
mizsile units, this spell can be dey
your foes. Note that the effects of Mel
and Flame Blade are not addirive,

Warp Reality
Have you ever found your lowly spearmen
swordsmen Tacing imminent death as
confront halberdiers. cavalry units boy
ete.? W ovou do not have the more des

Bolt, I you have a
stromger unil o kill,
however, vou mny
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spells roady
encounter
units, Warp
1y cun be ex-
helpful if

;_ﬁ#ning with

Warp Reality Summary Information :'?}'r =

iy of Chas
{haos Chan-

wnits coun.

1
their attacks

than nor-

Rare:

inikes tost
wsits alinost
ely ineffec-
factoring in the distance modiliers
upter 20). Combine this sprell with Metal
?\wlinn vou can (if vou haove enough nor-
i the bactle to moke it warthwlile )
A hive oast enem Tor dinner.

Vortex

artex i Fancstic spell i gl oot ol
Fa cap bt ouly wnder special cir-
s, This HIH"“ creates i mim-tarmnido
s bl the end of combat, This vorex
™ ol it owne each cornban ronrnal,
amove three saquares. vandomly, while
its fourth wove, Before you cast i

e YOUr Femiineg uits can gel ol
res s way (o miniminn speed of two
it should be sulficien Tor this)

e two situations e paeticulae whiere
Visriex is auite helpfol against giam
and city garrisons, Giant wyrins can
without too mueh diffienley by send-
i flving unit or two and casting this
Don't bother attaeking the wyrm, jus
und and direer the Vortex as close 1o
i as vou can. Kvery time it spins over

aunit it does an automatic five points of doam-
age. exeept o nnits with magic imamunicy, such
e paladins aod sky drakes. I also has 0 25
percent probability of sending an eighi-
strength armor-piercing lightnimg bolt at units
i neighborng squares,

City garrisons can also be redueed vasily
i this wav. withoot your units ever risking
their skins. The big drawback. however is that
the Vortex can destroy buildings, wo, The spell
FEHEA el Lie worth trving undder such circuam-
stances, unless there is a speeific reason you
wint to ke that wwn: such as when vou are
trving to banish another wizard by desiroy-
ing his or her Enchanted Forrress.

Flame Strike

Thi= combat spell showers all eneiny units with
a Iosstrength fireball artack. This is an ex-
pensive spell o cast, bur Flame Strike can
virtually annibilate all your enemiies. It's gor
a kuack for destroving most figures in any
normal troops as well ns weaker fantastic crea-
tures. Two Flame Strikes ave gnaranteed 1o
destroy all but the hardiest opponents, Note

&
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it when vou
e inst sUronger o
ponents whin
the minimal sis
tibility req
of this spell

Call Chaos
This is the
Chaos combit
Call Chaos hitse
enemy unit of
binttlefield wit
of wvariety of &

Fenturing i g

that creatures with magic or live immmnity (gee
Chapter 20) ean resist the effects of this spell.

Disintegrate
This spell destroys a target unit with a resis-
tnee lower than 100 There is no saving throw:
the unit simply disappears and ean never be
regenerated or brought back from the dead
by any other means. period, This is clearly o
valuable spell, The certainty of destruetion
that Disinegreate earries is well worth s easi-
g COST.

Becanse Disintegrate is expensive, though,
vou probabily cannot cast it often (nt least not
until very late in the game ), However, do eas)

of efferis, in .
Doom Bale )
prate, Warp
ning, and
Chaos Cl
Call Chaos
wide vange of powerful effeets for a mw
low piriee. .

Given the opportmity to spectfically
wet destruetive forees with spells ike D
grate, the random nature of Call Cha
its ntility into question. On the ath
{oe wreaking unbridled desteoeon o
enemies as an early tenderizing battlefie
nenver, this spell fits the bill, Gen
though, Fliome Strike will be more

City Enchantments ‘

Chaos magie is deseroction in magic oo
It is no surprise. then, thar two of it
ity aprells are purely destructive in nar

; o ; more than
' Research  Combat  Ovaerland Upkeep worth, purficu
T PRt m . Casting Lo e considering
Cost  Cost  PerTum Notes  keep cost, Fur
75 - N/A NA ﬁm B nately, it can
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Iy when
it. A Wall
otECts units

the vity walls

teleporting
hich attack

1,700 WA 300

Wy o give
defending units an edge against non- yon might east hefore trying 1o congquer o city,
lle wielding attanckers. although the mussive loss of buildings and Life
(ot 1o mention the vast corruption of neigh-
Rift boring land ) makes it somewhat counterpro-
i€ 0 way to slowly hut surely de- duetive for such aims. T is more productive
d[}‘ and its inhabitans, "The Chaos to cast this spell before reving to take over a
ts five lightning bolis randomly city you don’t mind mining anywav. such ns
troops i the target eity every tum, the one wheee an enemy’s Foe hanted Fortress

jonl, turing every game turn, each i= located.

within the city has o five percem

of being destroyed. Global Enchantments

Rift i uselul before vou we aceuired S0, von want to be a bastard, eh? You want 1o
"ﬁ‘l‘i. It Is good for reducing garri- tnke off the gloves and declure war on the
attacking a city or simply a5 6 way whaole world? You want 1o rain on everyone
derent an opponent’s power base — parnde o don’t give a oot whar others
¢ il pml.hlltti\'#' Duildings. think? Well. has red got the globul enchant-
ments for vou,

Gall the Void Summary Information
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Meteor Storms
Costing Meteor Storms is a good way to eripple
vour opponenis. By dinging away at enemy
units (with strength Four firehall ntacks) and
deatroying their huildings (each building has
i one percent chaner of heing destroyed ev-
ery game turm), you can often destrov their
stacks of troops hefore enemics ever reach vou,

Go ahiead and Tangh s their senlers die
before they ean build ourposts. Gloar as their
engineers are blasted before ronds are finished.
Well, you get the picture, OF course there is 1
minor caveat. All garrisoned troops are pro-
teeted Trom Meteor Storms, and all
ungarrisoned units nre subject to the fireball
attacks, mcluding yours|

Thisis destraetion on a large scale, but that
is s purpose. The biggest problem with Me-

there won'

Coreat W
8 carmpli

corrupred
vield no fo
erals, Ene
cach gt an
tional rebel as well. cansing an eve
burden on their inereasingly soraing
predicament.
Fventunlly, with enongloof this r
g on around them, enemies wi
internally. Great Wasting is the i
to gnin the upper hand by purting
else down. Itis also o good way o
one else disiracted while you're off
Spell of Mastery, '

Chaos Surge

I your are the only wizard wieldi )
cant quantities ol Chaos magic, ser
sider easting this spell, especinlly
of Doom Mastery. Chaos Surge
Chaos ereatures, including those

worlds,
mulriple fig
as with

spells,




gig, and breath
ks, and the +2
ato their shields
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Doom Mastery Summary Information

Research Combst  Overland Upkeep
Spell Paint Casting ~ Casting  Cost
Mastery  Rarity  Cost  Cost ‘Cost  PerTurn  Notes
Mastery Very Rare 4,000  N/A 1,100 15 normal
Jorms all of ; : ' unigs only
Cnewly con-
:ed normil
.tlu-m vither an Armageddon Summary Information
1 shields, the
il flight. or o +2 Research  Combat Overland  Upkeep
gihy fire bventh Spell Point Casting Cutil\g Cost
Thia is a Rarity Cost Cost Cost Por Turn  Notes
tapell 1o cast Very Rare 6,000 /A 1,250 40 Nene
the game il
towin mili-
our units will be more versatile and  Armageddon

il s they're produced,

Eyou have a Chaos Surge spell working
l'al'let)nh]l\'. all of the uniry you |||'u|1|u‘-'
much stronger. beeanse they will all
aresilt of this vall. ereatures of Clinos!
ing these two spells i= a powerlul way
ekly build almost unstoppable armies
it ypes,

Figure 10-2. Chaos Surge

This is the most powerlul Chaos spell, Fvery
urn that chis spellis in effect, ups o six vilea-
noes appear on Arconus and Myrror and all
enemy cifies biseome alflicred by two of thear
Population points going relbiel
sible voleano squares are chosen ar random

The six pos-

andd o voleano appears there, i those sgquares
don’t contaim an oeean, coast, voleano. or eity
aned i they are nor within the eiey linies of
one ol the caster’s cities

Voleanoes desteoy all peoduction, Tood, ald
mineral bonuses on the map sguares that they
OECHpY. The bes anty ol Armnageddon s tha
e |I n'w \llll STy 0t Illlltlllllll SCRULL LU LA PV R
furn 1o the imeome of the casting wizar]!

:\I'Ill.‘if_{t'lldtlll 15 4 .-]n'” o casl \\lll‘ll vour
Ill'lllli IIl'["'i ure ['I‘)P["l H[I't _"{ (111 ‘Illll ) \\'l‘."h 10 X~
pandd the Hmits of your enipire {lor insunee,
when you're casung Spell of Mastery} Inany
cise, this is the ultimate spell v deeimate your

-iif'ill\-f'll |:||I!|- \\I" LTI Iil-\?-'l'\i of ||\'|'~ ier

enemies” cities and development.

timne, while the rehel problem swill noderent

All the while,

productivity amld gold income,

&
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vou Il be laoghing and dreawing in more mana
to fuel vour continmed efforts.

Special Spells
Chaos magie exeels in destruetion. and this
abiliey Torms the basis of its special spells,

Corruption
Corruption wemporarily destrovs all food, min-
erul, and production provided by the targered
map rquare. [0 acheap spell o cast amld von
will notice that angry opponents of vours will
cast this spell on your cities with alorming fer-
vor and frequency. Fortunarely for von, its
sees are sasy 1o eleso up with acshaman or
priest,

Corruption Is a great way 1o prick an en-
ey, You can systematically and cheaply pur
their mines, wild
ame, and nther spe-
cinl squares our of
comnizssion, You can
even direet yonr ef-
farts wr their En-
chanced Fortress.
With enough eor-
rupted squares sur-

rounding
exert offe
to a Fi
Cursed :
without the

[EIEIEN

Raise Vo
pensive, b
feets are alm
manent;

i .
spells capal
rransform
noes or

ably useful
Nature's Change Terrain and Gai
(Hint: Tindra squares ean be =
anl then targered with Change Tes
that voleanoes may not be raised
hills, monntains, or nodes.

A voleano destrovs all produ
bonses on s INap squire while it g '
return of vne mana per game tum:
this spell as @ mini-Armageddon), |
tion, if a voleano is vaised diroetly or
every huilding within the city has
vent chinnee of being destroyed,

Nore that you can systematically o
manently destroy your enernies’ sp
rain honnses, and you can comple
their favorite cities. their Enchar
tresses, surrounding lands, ste., if
Raise Voleano on enough of the targ
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i sqquares. Also note thit your eom-
Pﬂm’:ﬂlﬂ have lmd‘ulll|lll|1{‘1inll about
strategy on vou,

)st_oml is 0 great way (o dimninish the
agurrison or an approaching army. This
anduets an cight-strength five antack
ml;f,mm* on the targeted square.
s not strong enongh to destroy ey

in every unit. i will certainly pare
anits size and healih. Before invad-

}‘UIII' lllldi‘ﬂ.‘ﬂrnblllll'tl Ilmlv‘- or cit-
a o Fire Storm on i will help vou
vaur territory withour taking }1!‘"\}

all
la]m:ﬂ as red that Chaos magic is
|, With the greatest mmonnt of hrute
it the game, there is lintle that it cannor
10 bt

site this magic of destencion, how-
the green magic of Natwre with its
g Wiy, I the next chaprer, we'll give

ereen !lglll ani |u||: vou 1o go—
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atnte agie is faiely balaieed, with

a strong emphasi= on uselul com

mon ereature enhaoeements. Fven
TN O TWO 'lilf‘” books of green magic are good
because. onee o their uneommeon spell
steatda, spells like Change Tervain, Cracks Call.
aniel I’illhl‘im“ng became avalable. At the
higher levels theve are seyveral tough monsters
that ean be summoned, plus the spell Gaia’s
Blessing offers o myriad of wonders for ity
[raidiling,

Croen s the color of hilding and tapping
o e’ power. [is o great supplemen-
try eolor for is variety of vselul common andd
uncoron spells, Dot it also proves worthy
s stand alone ealor Tor those who like 10
proarsue its very e spelle. Green magic is so
wselul, in fuec you n’ll”) nntice when Yo
don't have anv!

Summoning Spells

Corerar mngie is premy good For creature
stmmoning. Milivareily weaker raees such ns
the Plaltings. Nomadssand Barbarians ulen
benetiv by having their forees supplemented
with grecn creatures, particalarly the vare and

Very rare hreedd, Look out onee
CreATres alarl :l|:|u.‘nring on the

War Bears
Wit didd vou expect for such a burg
dragons? War hears are low-leyel, d
vty fighting wnits shose best fea
movement allowanee of two, Sumis
when you want to keep vour

hetter afford the mana upkeep o
than the gold upkecep of normal
usefulness of war bears s fairly
but they can he summoned quickl
city with vour Summoning
threatened.

Sprites
Sinee you've probably fought ag
enough times while elearing nodes
youhave no donbt learned that gp
bad. Sures they can he killed, bt
vanged attacks, especially wh i
droves of them. can veally wreak i
However. they're slightly better
than offense beenuse geting in the |
is prety important o sprites, For

ing and
/ > g B = COSIH, Aprile
War Bears Summary Information aift, They
: 2 pineh for
Research thar Tacks
Spell Point ol suppo
Rarity  Cost power af
Common 130 AN,
stying p
oo i
those un
Sprites Summary Information At that |
IR : == your sprif
Research ~ Combat Overland ~ Upkeep shnman or
Spell Paint. Casting  Casting  Cost
Rarity Cost Cost  Cost  PerTurn  Notes Giant §
Common 220 N/A 100 ] e These p
are especil
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dly, when
them) in
gnins fast
areilures,
strength

combat is

Giant Spiders Summary Information

al {with only
i a
11 Elh !)ﬂi'
attnck ), their
ell mokes
th theie cost. Although each spider
only cast o single Web spell per batele,
often impucts the ontenme.

o taking some spider units with vou
ng blue or red nodes (where green
Jirnne 10 fizzle), especinlly the more
ended ones an Mveror. These nodes
v hinwe us their denizens the dreaded
vor sky drake, A spiders Web spell
es drakes for one combat rovund and
revent them from flving for the re-
of the combat, This combination al

t0da two things, Fiest, you can ger
i issile atnek, which may mean
enee between surviving the batile or
ael, you're then allowed 1o artack
wres with your wther.
acking is important, becanse the
breath autacks only affect eomba
units are ortac kll!j. s being
ek these yers ullows you 1o con

ur effurts on one or two deakes,
Being forced into a defensive posi-
i the drakes can My and your troops
here you have no such control.

non-(yving

I Ih .hl.l “
Cool
spall

Cockatrices
Cioekatrices and basilisks nre similar, bur their
differences are important, While both ovpes
of creatires move two, cockatrices fhe The
single hasilisk in o wnit has 30 hearts, while
the four eockatrices i unit have only three
slightly
better defended with theee shields each, and
their stoning touch is betrer (with o
tunee, compated with a binsilisk's gaze of -1,
Basilisks nand cockatrices can be used al-
most interchangeably when forming an army,
An important exception might he when mios-

cuchl Fortunaely, cockarvices are

-3 resis-

tering o “Alving corps™ of waits that can eross
hoth land and sea, Such formations necessi-
tate apreference for cockatriees when using
one or two to round ont o halaneed stack of

||'|||I|l?"

B.\Silisk
A busilisk has got verve witl plemy of swords,
hearts. and stoning gaze lor combat. Is weak-
neas s in protective shiclds nnd crosses. whicl
makes it relatively ensy o kill salle il i can
close i on an enemy. o basilisk asually wreaks
plenty ol destroction
biefore goimg down
They sen

1 priey Tor
what you ger. hur a
hasilisk or two can
ronmd aut an army of
mixed unies very

PerTurn  Notes

‘None nively.
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Stone Giant

These are "budget bad boys.” Sure. they can
lob off & conple of 15-strength rock attacks,
but in general. stone ginnts have 1o getin there
and swing with the granes, Their helty de-
fense of eight shields, plus poison and stoning
immunity. can keepy them i the fray for quire
a while, ton. This allows their 12 swords o
hurt all hut the best defended noits. Sione
ginnts offer value For yonr mana, bur they’ll
need magie support 1o win the tongh fights,

Gorgons
Gorgons are your basic middle-weight fantas-
tic creatures. With plenty of swords, shields
and hearts and 2 Tying moves (even o niee
stoning gaze), they can kill weak nnits and
usually ding wp stronger ones before suecumb-
ing. Their high muma
COsl means lhil[ }'{HI
won't have o loc of
them. even though
vou might need three
or four of these units
o give an army a
good, tough back-

bone.

moned
duration
Theref

them eard
X

moning

10 VO &
but they can be quite supportive astl
develops and your causting kil i i
vause of their impiressive 25 swi
elementals are precy much capable of
ing the snot aut of most ordinary
many funtastic ones, for thae
spell is like the American Exj
Dan't leave your Foochanted Fo
it

Behemoth .
Riddle: Where does w behemoth go?
Answer: Anywhere i1 wanis (o,

Okay. 50 behemoths wre pricy, |
When vou've got a unit ranning
O shields. 10 crosses. and 45 heae
Mlick off 25 swords per atanck. tht
had better have some fasy, pqur[_
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pound him

' unl‘m h\

ﬁlﬂrrhhlulln Also, they have no spe-
| Nties. Clasting enchantments on o
mith 1o give them mugie
j irmmmlr\ i= creating o monsler, in-
e units are fit o be used as one-
e, Coune Lehermoths irnong then,

III even

jlﬁs A colossus is o behemoth on sie
hl! i |III more expensive to enst
and has lewer swords and hearts (20

e 11-1, Summoning a Colossus

It ilwost Behemoth Summary Information
i waste of ef- e ' ' ==
b melee attack Research ~ Combat  Ovarland  Upkesp
i behiemioth Spall Point Casting ‘Casting coﬂ i
VeryRare 2,000 /A 700 15 ‘None
Colossus Summary Information
Research  Combat omw =
i is that it Spall Point Casting cn;ing S
anged al- | Rarity Cost Cost Cost Notes
s, fast on-  VaryRare 3,500 NA "800 “Nove

and 30 as compared to a bebemotli’s 25 and

45, t'i‘n'n't'l'l\t‘l}'\,'

However, for your nickel, you get a couple
of 20-serength rock attacks and considerably
more defense (10 shields, 15 erosses, plus
poison and stoning immunity ), Top that off
with o Colossus™ first-steike capalility, and
v ve got another bal |m) 1O rampage
I||I'u||}_'|| vour I'III'III‘\".- In'l‘r'ilm'_\.

Great Wyrm
There is nothing penultimate sbout the great
wyrm. [t makes those sand warms on Dune
look like fishing buit, The question is, how do
vou stop something with 12 shields, 12 crosses,
and 45 hearts that teleports around the battle-
liehd? Alrer all, s impressive 20 swords and
I5-strength poisonons bite can munch just
about any non-lyving ceeatare in one swipe.
{And it had better, for its high price!
The ground. however is the wyrm's weank-
ness us well as its sorength. Flying anits can
patiently wait ont n bartle where a land-bound
great wyrrn iz attacking and can even lob in
missiles and magic from the safery ol their
altitude.

Another antidote for a ease of wyrms
in casting Cracks Call on them. A rupture in

&
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the ground (or warer. when fighting sea
battles) swallows o whole unit, be it ship.
apearmen, or wyrin, OF course, il vou could
cast Flight on your great wyrm, what could
stop you then?

Creature Enchantments

Nature magic provides the most common,
utilitarian crenture enhancements,

Resist Elements
Think of Resist Elements as a minimal insur-
ance poliey for a unit’s safety, Tr gives +3
crosses when defending against red or green
migic spells, Since red i5 particularly viciony
at attacking units, that extra resistanee can
come in handy when marshaling your forces
against another wiz-
ard with o lot of
Chaos spell books.
The other pur-
pose of this spell is
for defending ngainst
all regular ranged
green or red magical
attacks {in this case,

shields from this enchantiment y
the unit's statisties, This is hee
ply only 1o specific types of attacks, T
of casting Resist Elements is as ¢ eafh &
making it an ateractive valoe, 115
member the imes when this spell

handy. it can serve you well r

Giant Strensth
This fairly inexpensive spell simg
a creature’s melee strength by +1
Sigare. Therefore, the more figires |
the more net swores you'll gain br",
spell on the unit,

Cagting Giant Strength on 4
improves its relative attack capit
example, casting this spell ona
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battles against fying creatures or
‘move quickly. Webbing a unit de-
hility 1o fly, which lowers it o where
face-hound units can get their licks
complete with the benefits of their
WeHpOns, etey). Only non-corpo-
not be webhed. See the deserip-
llpl(:ll:l':s1 above, for more thoughts
) spell.

gelting the mml l'or vour mana, the
nes apply 1o Stone Skin as for Gi-

gth. Cast

el on umits

will be subject 1o enemy ranged atracks. Stone
Skin ‘em, Il your spearmen or swordsmen are
going to clash with the enemy fiest, coneen-
trate this spell on them,

Water Walking

While this overland spell is not particularly
expensive, it is ensy 1o get earried away with
itand try casting it on every unit in your killer
stack, Instead, prioritize vour use of Water
Walking. Good candidate nnits inelude:

& sottlers who must cross some aeean squires
to get where you want them

= heroes
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walk an
{oeenn wi
heca HNeE
movement poi
sqpuare; !

& powerlal, land-bound normal and fantas-
e =

Other unit tvpes can generadly he built an
the other side of the water or brought over
thie oecan maore quickly and cheaply by ships,

Pathfinding
Here is another minedboggling nseful spell. A
wnit with Pathfinding allows every non-fly-
ing uuit inits stack 1o enter any square for
half 5 movement point per square (except for
magic roads. such a= those on Myrror. which
still cost no movement points).

You can make good time moving troops
arovnd with Pathfinding. parcticalarly in un-
developed regions of the board. Designate one
kev unit (osually o
hero) i each ol your
hanter/killer stacks
asa pathfinder o ger
where you're going
quickly. Note that
Pathlinding
works well Tor stacks
of units thar ean

nlso

Elemental Aw
the Resist
.n[!(‘" AM1 St

up on the
NS L
coives 410
when

ing against regular ranged red or green
cal attacks (see Chapter 20). The same
for nsing Resist Elemenis apply for Elens
tal Armor, but heware of the cost. A3 an g
land spell. irs high wpkeep is seldom wo
the price unless you've gor a lot of md
green easting enemies you're currently |
with — even then, cast this spell spas
your main shoek troops,

Iron Skin
Not many units in Mester of Magic st
a defense of five shields, let alone s
Skin. when cast on one of your units, inn
its shields by five. at an upkeep cost ol
mana per turn, This 19 an enormons inc
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i your main Very Rare
army: ranged

¢ units, such as

ns and bowmen, can really henelit
m this additional defense. Furthermore,
Iron Skin on your tougher fighiting
Il make them virtuadly mvaluerable
normil nttacks. Ina pinch, ron Skin
waedd in combuat 1o help save o valued
‘o ennble your last inir 1o outlast your

' s,

ation
arion 15 just about the best une en-
putent available, Althongh ivs expensive,

o east and 1o maintain it is well worth
povst. [his spell. whether cast during com-
a unit enchanmment. will return one
o e injured g an the end of every
tar. When combar ends, all injored
ating units instantly retarn o full
h, 6 do all Triendly unies with Regen-
i that were Killed, Nore there are o few
s I o regeneraring unit is killed by
aling or ghoul attacks, theough han-
arunsumnoning spells fsueh s Dhspel
car destroyed by Disintegrane. Cracks
etrify, or stoning attacks, it will nof re-
o when combat ends.

mmary Information

Regeneration has many uses. Cast on frag-
ile bint powerful nnits, such os warlocks and
slingers, it enables thiem to serve their proper
function in batle without visking their per-
munent loss, especially singe your opponents
will make i beeline for them during combar,
Regeneration may be combined with ereatures
ol Death that do not Lave this ability na-
r1|||}, siner these units cannot Ill'ill otherwise,
I s alan o gnmd -1||t'|| o enst on an whimost dead
bt valued unin during combiat to save it from
extineion,

Finally. by easting this on several, or even
ull 1||-!u-m]illj_'. o vour mana sitwtion. of the
LS i vour mnin aemy, yon can slow or eease
ot preoduction insome of your cities, switch-
ing those resources 1o production of trade
goods or less expensive umits thar can follow
vour main army and gaevison the owns and
nodes you'll caprare,

Combat Spells

Al ol Nutore magic’s combat spells look sort
ol mndane om the surfaee, but onee you use
them. you will find that they ave nearly ag
viluable as Chaos s Deadh mngie combar

spells, 6 less speetacular,

Earth to Mud
Farrth o Mud is one
ol the leas EXpensive

15

N/A

Upkeep combat spells to cast,
Cost ) vet it s one of the
Por Turn  Notes maost wseful i vou
WA None have rumged anack

NIl 0 YOUr army,

&
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Cracks Call Summary Information

flying or noms
renl unis, Ol
cheek  this
Gracks Call
works nt ses,
it yreal for

Phis spell Bets you plaes w0 S by 5 sgquaee imud
el on the baadetield (yon denare the cen-
ter seuaee of the pateh) thae slows all anics
except Tor Tlving. non-eorporenl. and
telepurting units. Everyone elae nses all of their
rernnining movement poiots fora combat tarn
whenever they enrer one ol the mind squares,

This livtle spell is good Tor two reasons
Fiest. ivwill slow omeoming monsters allow -
ing vour to continne fiving ot them as they ap-
proach, Secomd, cnemy units tend do cirenm-
povignte e, moving aronnd i counter-
||ru<|lll'll\'l' Wiy~ that ~low their |prngress 1o
ward vour tronps even more. A particnlarly
nseful and imexpens=ive easting combimation.
when faeing flving anirs, is the Web spell (10
grovnd thes) followed by the Farth to Mud
spell (o stow them down

Cracks Call

Ciraekes Calloffiers a0 23 pereent chianee ol de-
sEroving anentire unit for wensting cost of 20
i, This cligmee i= nooodified by ihe woins
resistanee, defenses. oranything else The anly
s that cammot be destrovedd i thi= way are

Ice Bolt Summary Information

g Up W
powerl i
ing on the
I'his spell
w straight
ting rid of g
sivable element on the batdefield, Yo
cotmt on it to work when you nesd it
always worth oty when vour forees aj
classed. Don't forger that thisisn
— mvessuring it it ean be cnstal N
ngainst great wyrms, hehemaths,
and other units that ean easily kil "
your normal troops.
Note thae Craeks Call can also be
coincidentally destroy eiry wall sections:
you target a unit that is ocoupying iy
sinare, thar wall seetion will break, w
the unin dies or not 1 part of yonr's
1o destroy walls when you atuek o ety
Cull may be uselul Tor vou, )

lee Bolt i
lee Bolt s the “eold muogie™ version ol
Chaos spell Fire Bolt althongh s
shighily higher. This spell gives a you
strenatln five cold attaek. The strengtl
attaek increases by one for each 4
masn point pumped into the spell
lee Boles ave faicly effective on
qualiny units like spearmen, swordls
other unirs
defensive |

' Research  Combat  Overland  Upkeep tures of Dol
‘Spell Point Casting Casting  Cost ; complerely i
Rarity Cost Cost Cost PerTurn  Notes 1o eolid are
Uncommeon 400 10 to 50 NiA /A trne for many

R
: spells into

%
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e s s, e
ust isn't there
ur buek, lee

Patrlfy Summary Information

stone glants)

those immune o

e e, sky drakes and palading) are an-
Iy immume to perrification. Of canrse,
of the powerful unies in Mester of Magie
high fnnare resistances, and so your hess
.wﬂhthm spellis when von turget wealk
nstrength erentnres.

angle

gle s o combar enchantment thai
éllellvltl)‘ e h} O TV ETETRE [T
that the ency units will have
one saquire before they can beeome en-
o) This means units that can ordinar-
Y l]lll::' e P|||1|-'II‘I‘ per o tarn Iy
move, even to attack. alihough they will

anternttick,

immary Information

i ?olun for chip- e ‘Research  Combat Qwﬂlﬁd ‘Uph.p
ing away o few hit Spall Paint Gu&m Cnth!g it
dmtdon'tex- Rarity Cost Cost Cost Notes
1o destroy any Rare 960 35 NIA “na .
the weakest g rosistance
moditiemn
lpl!" tries [lllll" : _ _
Entangle Summary information
e, {)nl} units Mrdl Combat Q\M‘hﬂd Upkeop
fimine 1o stoning — Spell - Point Casting ~ Casting  Cost
all elermentals, Rarity Cost Cost Cost PerTurn  Notes
g, pargoyles, Vary Rare 2,250 50 N/A N/A None

This H[:l'" li-ts VO SO enire armies ol
slow-toving vnits. Thus, vou e initiane at-
racks inan order w your liking {see Chapter
200, Slowing or stopping encmy units also
gives you a chanee (o finish fiving missiles and
magie ranged attacks hefore being overrun by
enemies. When your spell-casting skill gers
high enough. combinng Entangle with nspell
like Gall Lightning can be quite o powerlul
means o destroy vour encmies withont much
|'|.‘"i Ur llil"lill'_'(' o I\"l\lrr W r”rl'i"\.

Call Lightning

Cull Lightming is perfect when vou have i few

units, preferably very fase o lying vuirs, fight -

ing large armies. This spell lers Mother Na

ture do the work for you by calling down an
l'll'l'lfii'il' storm ||II||
lnsts Tor the vemmin-
der of combut. Every

~ Combat Overland  Upkeep: i, you will see up
Casting Casting Cost to five lighoning bolis
c‘gﬂ Cost PerTurn  Notes {strength eight, ar-
50 INIA N/A ‘None mor-piercing) serike

randam enemy
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enerny attick

are hehind

-

iiuu-_'-. This is 1

units, Lnder such conditions, your eneinies
won 1 last for long. The wick here i= 10 |-u'|'||
your own unit(s) out of dunger while the light-
ning kills your enemies, which i why having
flying or fast unirs is the hest option,

Note that Call Lighming is olien helplul
when you are trving (o conguer eities (s long
as the garrison isn't londed with shamans,
bowrnern, and ather suchanits ), Flying in with
acockarries or some other such unic, you can
tuke enre towns without doing o thing,

City Enchantments

Nature hus the city enchantment, Gain’s Bleas-
ing, ns well us o number of other, generally
positive, city gpells,

Wall of Stone

Phis hundy spell lets
you “east” a vty wall
instead of buildiog it
(For the same upkeep
ol 1wo glllll per
trn ). Your gorri-

] Spell  Point
soned troops will ger R FYTRES

‘Earthquake Summary Information

than any
city stroetn
scout, For
the bovder of vour f--rrin'lr}'. this Ipl!a
nsed ae an early warning system that
tronps are on their way, The upkeep
minimal and the benefits, ander s
cirenmstances, are well worth it

Earthquake
Farthguake 1s Nanure's modest nnswee )
tain Chaos and Deat hespells like Call
and Famine. While nor an carth-gh
spell for all its nume implies, it ean ﬂﬂl
sorme nseful destroction o the enemy s
Buildings stand a 15 percent change of
destroyed, while all units, except those thi
are non-corporeal or flving. have o 23
cent chanee ol dying,

Farthguake is best nsed when yon
ing towear down ety before att

an exira three shields Rln oon 1390

defending against

%
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gf you ure hitting
pihie enemy pro-
lian points. If
e going 1o
the mana 10
s apell. go for

dest turgets in

pssing is one
AL TCABONS 10

when  you

your wizard, It
ases the city
s food pro-
by 50 percent, inereasing the maxi-
lation size and growih vate of neiry

Busten a city's development and improve
gold income (more citizens to tax;, pro-
rutes. and even mana income iF the

i POIT Hore troops, il Tood was the lim-
s fetor. The inereased growth rates from
g this spell make Nature magic o good
ment (o n slow-growing race, such as
Trolls, or Dwarves.

from this “boom wwn ™ effect, Gaia's
pg can. over tme, convert all desert
s within a city into grasslands and vol-
g inte hills. Such conversions also in-
it thee muximum city size and will inerease
pptlation’s growth rare, Even corrupied
cleaned by themeselves, Not all of
things happen at once, but enchiool these
s o small chanee {10 pervent for con-
g deserts anel voleanoes; 20 prereent for
ng corruption) of happening every
turm, Gain's Blessing is the hest answer
1 fo urenemy wizard nsing Chaos magie
willy-nilly,

On top of all of this, Gain’s Blessing in-
creases o city's production by doubling the
production honuses Feom forests (o O percent,
see Chaprer 15) and reduees a city’s nnrest
level II}' two rebels. Al this for n ||:I|Ir}' three
mana per uen. There 15 no bad time 0 cast
this spell. unless you wee short of smana or have
other obvious easting priorities. Whar vou get
bk Tor your investment is priceless i any
e sitnation,

Earth Gate
Iarth Gate lets vou place o teleporation le-
viee in a citv. A unit or stack can travel be-
tween any two cities with an Earth Gate. Nore
that this is limited 1o citics on the same plane.
Because Barth Gates have a relatively high
upkeep cost, you may want to use them reac-
tively, For example, vou may want 1o place
Farth Cates ina couple of your big produc-
tion centers, Then, when enemy armies are
approaching o city that is o far away to reach
with any of vour available armies, vou can
cnst an Barth Gate in the valnerable city and
immedintely trunsport a stack of wnits from
your pr wuetion venters 1o the t'il}'.
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Naturefs--Awa'q‘fQﬂm.'Summ'aryf!nfmwah' 5k _
: Nature magie

Research Cﬁfl'llﬂl Ovorland qunp - = bal el
Spell Point. Casting  Casting  Cost take a subtler
Rarity Cast _Cost Cost _PerTurn  Notes than the blud

Very Rare 2,500 IN/A B R N D ing spellsof D
; 5 Chaos. Lss

ing than S

on par with

Herb Mastery Summary Jnformatfon C o quality mag)

ture has yor

lerl:h alabal
Spell Point A ments, W
Rarity Cost  PerTurn  Notos those it s cou
Very Rare . 4,500 10 Nons defline  the

“uselul.”

You canser uprather temporary Barth Gaes Nature's Awareness

in eitics near places vou wish 1o conguer. sucli Thiz is auch a cheap spell to mainuin
a8 nodes ad Towers of Wizardry, decreasing beneflits  that 1 should be cast righi
the Temgth ol time i tnkees For vou o fransport Nt s Awareness veveals all cities, |

your new troops theres Alsas yon may simply non-inyisible units on both Arennns
wish 1o lave an Earth Gate on every conti-— Myrror, {Onee vou have cast Natures A
nent in which von have o city, allowing you to ness, you mny want o undo your N
travel Between thern withont bowes or special - spellss s dhey're reduncdane af that point}
skills spell also plivees you in direer contact
wizards vou have not met yer.
Being uware of vour encoies’ neti
the fivst step in dealing with them effee
This watchlul spell is the perfect security
e, giving vou o chanee to build ga
hefore enemies Zet oo ¢ Jose or o ance'lIm 4
fense before they do,

Herb Mastery
Heels Mastery is o gread spell. For 1000
per e all of vour units heal comple
the end of CVEry g tarm, I"his nllows 3
troops protecting cities or nodes (thase
formn the major targer points of eneny ¢
Figure 11.2. Mother Nature keeps an eye on to recover instantly after unsuccessfi

things for you with Nature's Awareness. over attempts, Onee you've angersl i
- or two, you'll really appreciae the eff
this spell. Your marehing armies that i ',

%




g ane L or node
next ean nlso
& l!l)’ recovier,
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Nature’s Wrath Summary !hfoirma‘ﬁqh

ont  wasting ; ‘Research cm ﬁurlmd llplvup
hefore tackling Sﬂll Poﬁ!t Mg C&tﬁ,ﬁg ‘Cost
heir next venture. m Cost Cost Cost Per Turn Notes
3 Very Rare 6,000 NI 0250 20 aflems
¢'s 7 oz end
Dronth enly
l"li(’l‘ to fool
Nature.
ature’s Weath ;
o enrthquuke-  Earth Lore ;Summam-lnfarma'tion:
vauilder than ' :
wsed by the : Research  Combat Gv.rhnd Upkl-.p
quake spell) Spell Point  Casting Cﬁthg  Cost.
ill shake wfl Rarity Cost Cost M - PerTum Notes
of amyone, Comman 250 N/A 30 N/A . None

i lhr'y st un
petlani] (non-com-

Chuos or Death magic spell! Thankfully.
bt dloesn'inelude vou, should you cost sucl

e tremors canse buildings (o crumble
S[w_ﬂ‘vrll chinnee per building) and gor-
nnits o die (at o 15 percent chanee
epanit, exeept For flving and non-corporeal
ures), Clearly. this is the spell to cast when
e tuking it one with Chaos ar Death wiz-
ch as Rjuk. Tauron, Sss'ra. ete. The
cost is steep, but, given the insurance
ulits effeers, well worth i,

pecial Spells
migic has several spells thar relate w
sforming or eevealing lond. T nddivion,
hils mugic realm has
gpell that will
ou o ehange
starting roce,”
wrtress. his

Earth Lore

Hthe last llllllp, vl wanit o doas hune around
with unitg looking for whats owi there {und
visk olfending your tonchy neighhors while
vour dooi). Farth Lore is the spell for vou,
This is o cheap spell to enstand well worth i,
na long ws you can alford the casting vost,

Change Terrain

Nature magie has the ideal way for vou o tirm
a dowsy it of Tand it into something nseful

Change Terruin lets vou alter vour eities” sur-

votdding lunds. llnfnnnu.m Ay the worst type
ol tereain, tundra, (have von ever noticed how
tons of those poor newtral eities are surrounded
by tundra?) cannmt be altered by this spell,

Change Terrain Sumrnary.-inform?‘tfgn

Resoarch  Combat. Mhnd Upkup

po Chapier 15).

e

he very useful as Spell Point Casting Casting  Cost
al o readjust Rarity Cost Cost Cost PorTurn  Notes
bl populace Uncommeon. 500 Nia M NIA “None

@
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although tundra ceen bie aliered by Raise Vol-
cano (see Chaprer 10

By carcfully converting a city's lands, vou
can ereate o largee. more productive city, Note
that special minerals amd other features re-
main alter you change the underlying terrain
type (e you can still keep the nighishade
even though vou convert the swamp it is on to
grasslund ). Most tereain rypes become grass-
lands, grasslunds beeome forests and volen-
noeg, and mountaing ave changed into hills
when thi= spell is cast,

While most of the listed conversions are
sood. note that some have the porential 1o be
extremely beneficinl, For example. aeity sitn-
atedd over lands in which there are no lovest
sepuares cannot build o sawmill, Torester's
puild, shipyurd, or their derivative buildings!
Similarly, neiry with no grasslands can’t buill
any stables or animiscs guilids, Aha! Now
here's great use for this spell. Gonvert a rela-
rively worthless bit of lund into something that
increases vour building options, and vou'll re-
ally be making the most of this spell. (Note
that vou will nat lose such buildings, once
erected. if you later zap away all of the sur-
rounding forests or grasstands thar enabled
them to e built in the fiest place.)

Sinee this is an uncommon spell, vou stand
a good chanee of getting it (especially throngh
exploring lairs and green nodes) even if you
just pick one Nature spell rank when you ere-
ate your wizard, Sinee Change Terrain helps
vou convert poor eities into rich ones and gives
vou i valuable means 1o fight the Chaos spells
Raise Voleano and Armageddon, this spell is

ane of the hest
ues available
minimal spell |
vestment.
A powerful
Chunge Tor
you focus you
building ef 0Tt
nreas that pr
the best minerals instead of those affe
best growth potentinl. You can, ufter i
witys recredte the lad o inerease you
LIPS

Transmute
For vour avariee, Transmute allo
change the mundane minerals of conl au
to the gold producers, gems and gqld;.
importantly, it also allows vou o cony
ver inta the mithril, {Nore, this spell o
vou transmiute gems, gold, and mit
coal, iron, and silver!}
Whether this spell is worth casting.
eonl or iron deposits depends entirely o
gold situation, If you are chronically
eling to make ends meet, these ¢
be worth vour effort. After all, while col
wron offer you o deerease inounit pr w"f,.
costs i relevant cities, units still gy
keep, Therefore. making the unis
and then having the money o support |
later mny be quite reasonable. On the
hand, if you're swimiming in bucks, the
weh point 1o destroying your coal
duln'le-i[ﬁ, is there? 3
The conversion of silver w mithrl, th
is worthwhile, particularly il the ety
can make an alehenis’s guild (see

cum ol magie power {one per turm p
miner’s guild construction), it also st
ens the wnits buile (41 sword per fig
there is an alehermist's guild in the city.




¢'s Cures
ure’s Cures ul-
you 1o o -
ely heal on eotire
of units {ex-
ereatures of
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:_lil cannot be
o). The casting
= expensive, bt
sapellis very use-
under certain
ellie  clrenm-
s, [ particu-
” you have n
ok of armies de-

ﬁ“ node or n
vou will notiee
our tl”mm'nln
1]}' send in wave alter wave ol armies
rvou down, Natures Cures gives vou i
e o revuen cach of your garrisoned unirs
g order belore the pext turm's wasanlis
st them begin, This is eertainly the mosi
ical use of this spell,

e s Cures can alao be nsed. somewhat
olonsly, to heal staeks of arnues as they go
battle 1o bartle. COnUering nocdes, cit-
4, anel Towers of Wizardry s they come
o them. Nature's Cores will ensure tha
drmies are always i peak condition he-
heir next combat.

 Storm
Storm ruins o strength six cold attack onto
fignre in every unit in the aeger map
p (including hastile vities). This spell
s 200 mana 1o
psl nnd, =0, will
pbiably take o turm
i 1o cast. [owe-

Wy i armny that is :||~.»-‘|':°Illiillg o One uf‘l‘rmr
eities, althongh stronger units in o target army
will rerain relutively wntouched by such ar-
tucks. In either case, the enemy stack should
be sufficiently tenderized so that i is easier (o
defear once it arrives. Note that ereatures of
Death are inmmune to cold atacks and, there-
fore. will sulfer no damage from this :.[n.'ll.

Move Fortress

Maove Fortress lets you do just thint for o mere
cost of 200 mana, Wow! Consider the
possibilities,

You can alter your primary {i.e., “starting”
race (sinee that is defined by the inhabitants
of your Enchanted Fortress city ). thus alter-
ing the amount of rebellion in conguered eir-
ies. For example iF you started sith the Dark

Move Fortress Summary Information

i

nrget or 1o ding

it can be used Research Combat

itpelly i effec- Spell Paoint Casting
ely 1 wear down Rarity  Cost Conts =
LgArTIsONL Bl yone Risre 1,500 N/A

&
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Elves, whom evervone hates. but eventually
took over a city owned by the well-loved
Halflings, vou could move your Enchanted
Fortress to the Halfling city and immediately
decrease the level of unrest in many of your
conguered cities (of course the Dark Elves
would object. but who cares? Muliuhahaha!),

Moving your [oriress can enable you 1o
tuek this valuable building deep into the cen-
ter of your territory, making it more difficult
for enemy armies to reach. You can move it at
the lust minute from a city that is about to he
swarmed by an army too powerful for your
garrison and magic spells 1o handle, You can
also place your Enchanted Fortress closer 1o
your eurrent war zone, decreasing the casting
costs of vour spells during battles (if' you are
not i (hlallllrlt‘r) and, therehy. siving you
considerable amounts of mana. That three-
fold inerease in casting costs for combar far
from your Enchanted Fortress can quickly
break your mana banks later in the game,
otherwise,

Am | Blue?

Some wizards are green hecanse its in their
Nature. Others get the blues, We close this
chapter on green magic with a reminder tha
irs a fun color for empire builders and anal-
retentive types who like to have their cities
“just so.”

Blue magic. on the other hand, is the anti-
magic color. Sorcery excels at undereutiing
other players” magie abilities and is the sub-
jeet of the next chapter,
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oreery magie 15 lurgely defensive in

nature, It primary purpose is o take

the wind out of other players sails.
With its ability to undercnt and foil enemy
pluns., it is the spell-casting equivalent of “Oh,
veuli? Well. you ke that!”

Blue is o color that you should either go
o lightly (with only one o three spell hooks)
or all the way {with at least seven or eigh
spell books), That is beeause Sorcery’s moat
nselnl spells can be fonnd ar the extreme ends
of commnon amd very rare.

Summoning Spells

Sorcery magic has an interesting array of
summoned crentures: almost half of these
ereatures can only be summoned during ¢

-
bt while onie is not really a creature, but more
likee a ship! Becanse Sorcery magic has so
many ereatures that can be summoned dur-
ing combat. wizards specializing in this eolor
can wander around with fewer imits than other
wizarda, knowing they van casily supplement
their Torees on the batdefield,

Floating Island

Flonting islunds can carry up o eight units

transporting 1o partieipate in their “nay
battles. The result s thar the floating islasd
never engages in cornbar diveetly (forget s
stats, they're completely moot], Instend, d
unirs it s carrving will do all the fighting.
ting vour killer stack on a loating 18
means that you can make it the m}m'ga
Doth the land and sea! Think about it

Floating islands eost a lnicamount to
mon but can be placed on any known
sipuare. Their maintenance costs are p
tive, though. at five muna per island,
ously. these units were designed for @
ate nwse and prompt dismissal,

Phantom Warriors
Phantom warriors can only be summg
during combat. and then only if you ln
fewer than mne wuits there, These units
not great fighters. hut they have their uses.
Fivst. phantom warviors ean be ench
o make them harder o kill or to mnke
illnsionary artacks more devastating, Se
phantom warriors can e used a8 simpl
blocking devices 1o protect your howmen
other missile unity
that they can use
all of their ammi
tion befare heing
forced to enguge | '*'I

melee combar,

with phantom
riors works for i
reagong, Kither o
computer oppa
will single-min
o after yaur
units, refosin
awat ut the
phantom warrio

blocking them.
when they do ke
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e o deal with
phantom war-
, you will srill
delayed the
'§ progress,
e that phantom

‘Nagas Summary Information

1005 Are nor-
pecal and are
nmune to Death
{Thus. the Wrack spell will have no
ffect on these guys),

Having phantom warriors or other crea-
that can be summoned during combat
great way 1o minimize vour costs, ' These
poned unirs can flesh {and we use the
loosely ) out menger nrmies in an instant
wn as-neaded hasis, allowing yau o
lerstall vour ciry garvisons and Tree vons
1y, food. or troops for other things.

N

1yl

'ﬁ- beginning of the gaune. balancing gold
[mann production while teying 1o build
ers and some sort of army can be ricky.
ig able to summon crentures that can fight
gl that cost mana in upkeep imstead ol in
ind food is a good way to help alleviate
flow crisis or u food shortage,

" o that end. vou can summon Nagas, They
e wor much berter fighters than ordinary
although their poison spittle ntrack i
iy useful, What they nee i an option—
4 great one, not even aovery gmnl one e
lly; but & troop type oprion you can summon
mpplellwul the normal forces you can build,

Thantom Beast

Theae creatures can only be summoned dur-
ing combar, They are powerful units with an
illuziomary arrack. With o bit of enchantment
during combut. they can be mude very pow-
erful indeed,

Phantorn beasts can easily hold their own
ngainst scores ol weaker monsters. Even with-
ont shields. they have enough bin points (20
hearts) 1o ake them far in most comban sitn-
ations, Note that these units are non-corpo-
real and mamuone 1o Death magic, They are
quite eapile of destroving flocks of ghouls,
zombies, and skeletons,

Finally. onee you can summon phantom
bieasts, you can f'l';lili“.‘*' VOUr arrison sizes
to st your economic and expansionist aims.
Phaniom beasis can casily replsce most gar-
rison it vpes during batdes, and they cost
nothing in npkeep,

Storm Giant

Chanees are, vou've fonghit against these guys

at e nodes. 16 so, vou know about their

devastating lightning bolt attacks, Fach storm

giant has four sirength 10 urmor-piercing ar-

tacks, and their hand-to-hand antacks are also
urmor-piercing, On
top of that, they have

Summary Information a lot of hit points (20
: hiearts), Storm ginnts
Combat  Overland  Upkeop are defimtely waortl)
Casting  Casting  Cost adding 10 yonr

Cast Par Turn ~ Notes AFTHIeH,
NiA N/A None W yon are facing one

O IOre ST gi-

&




Master of Magic: The Official Stratesy Guide

Storm Giant Summary Information

Resaarch Combat  Overland Upknp'.

Spell . Point

only bie s
during o
These units u
visible, a0 th

i::m!ng Casting  Cost _ : nat be targere
Rarity Cost . Cost Cost Per Turn  Notes runge by cither
Rare 12000  NA 500 10 None sile weapons or
: : ' (nnless they o
aeted by o it
: unmunity
Air Elemental Summary Information sions). The
7 : ‘ ; nlon le.'l!d. of
Research  Combat  Overland  Upkeep L squires per
Spell Point Casting Casting = Cost e Foven betres, th
Rarity Cost Cost Cost Per Turn  Notes immune to
Rare 1,300 50 N/A NA None everything:

ants, only attaek them with units sy
crotgh that some of them will ontlust the
storm ginnes vicions ranged anaeks. Large
groups of longhowmen or ather strong mis-
sile units enn be nselul, oz well Two Soreery
spell=. Iovisibiliy and Magie by, are
particalarly uselul for proteeting your nimts
from the storm grns wreatly,

Air Elemcental
Airelemennals aee ineredible ereares chi can

Stovm fiinvt '-llhlpr‘ o

F e
LR,

Figure 12-1. Summaning a Storm Giant

ons. stoning,

iSO,

This combinaton produces i foreefuly
ster that can rip throngh weaker undis
no dilficulty, Ranged-attack-only armies
many hasic umirs staned no chanee nga
clemmemals, They can b defeated by
s, wnies with imemunity toillos
those with True Sight, sinee none of these!
sufler the < 1 To Hit penaly when ﬁl-h““»

vigible monsiers,

Dijinn !
Djinns, like the Choos mogie efreets, are
fective lighters, They can launch magie !
artacks, relepore flv nnd wind walk.
that, they can east up o 20 mani in
spelly during every combat, allowing
cost quality spells like Gonfosion or o
units anel smmmon phantom sarriors
needed. .

Their biggest drnwhack is that lhr)"m 1
tremely expensive o rnainrain for o it
e be killed quickly by a few good i
wiite. Killing o djinn is not much of
lem, They tend o east their spells i
ately, vsuadly summoning phantom w
or easting spells like Guardinn Wind on ofl
wnits, Vhis often gives you a clinmnee 1o g

%
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o few good runged
sl them in the
ollowing comlbyat

Djinn Summary Information

Sky drakes tendd

toaix. “"rlrm'. 'I"'.\' ﬂ} fost anel have m;l-_:il'
ity (making them immune o magie
panged nttacks nnd spells ) They are boen kill-

5, A0, with o SUrong |l;‘||lllu|;_, Direath arck
‘nddrxmu to their strong melee atinck.

They can b killed, however. Armies sol-
packed with missilie wnite. soeh as slingers
and longhowmen. that have been enchanied
on produced in eities with alehemiats guilide
wsunlly take down o sky drake or two
re heing cut down, Hardy units like
pumerhiands, golems. minotaurs, and pali-
s nlso st up very well 1 rl&_\' drukes
,'U“ "1“}' it |||' lli.ll‘ Tid n'|l|il||r|' i ||lll|l'
al by these ereatures on vour first at

eipt. whitdling down their numbers by one
per battle will allow vou o tike such

fnnd and, often, Rmuc_h ‘Gmnlnt erlnﬂ Upkeep

oon kill them  Spell ‘Point  Casting Casting  Cost

l}' this way. m : Cost Cmt - iCost: PQI'“IN'I Notes
Sky Drake S
kv denkes nre grear
ghen they're on your

{and worth ey Sky Drake Summary Information

hit of their up- : Fn

cost). Bur fight- BT Research  Combat Ontlmd Upkeep

against them is Spell Ml‘lt m Glﬂlm ~ Cost 4
pnother  matrer Rarity Cost Cﬂl Cost. Per Turn  Notes
ulogecher, Very Rare. {,500 A 1000 : 25 Nore

Creature Enchantments
Sorcery magie has some ol the mose useful
creatuee enchantments in Master of Magie
Ranging from the inexpensive, bue highly wse-
ful Confusion spell, to the proteerive luvisibil-
ity and Magie Tnmunicy spells, most of blues
We feel
they ve the best argument for ineluding o Sor-
cery book or two among vour wizard's spell

llil'l\‘\.

Resist Magic
Resist Magie is an mexpensive spell thi in-
crenses g tirget unin s resistanee by five, which
can be helpful when you're fighting nuits with
specinl attaeks (gaze, poison, and stoning are
all delended by vesistanee, not shields ) This
spell will also help your units defend against
destruetive combat
enchnnuments. like
the Death magic
:-Iw" Wruck

creature enchantments are vaduable,

Overland  Upkeep

Confusion
Comfusion 1= u grent

Casting  Casting  Cost
5 e LS N'one

livtle speell T hns a
rensonuble chanee of
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and sling atmek
{i.e., the nm

fenses are riise
50 shields when:
fending against
attaeks). This s

invaluable
ure being at
by whole sta
missile unin |
nhso helpful 1o
this on sorme of you
ntissile  uni
priests hefore
itg an oppone
cities, This p

stccess on nnits with o resistanee of 10 or less,
(Nate that this spell has a chance onauy unn
with o resistanee less than 14, Confused unigs
Liecore time hombs, Eventoally. they will star
attacking their allies, doing your job for vou.
This spell is 0 great way o equalize o baele
in which vou are the nnderdog, [0is espeeially
helpful when vouare trying to capure wowalled
ity where the garvison placidly sit=. waiting
1o kill vour forees as they approsch. A con-
fused nnit in the micdst of oocity’s defenders
often becomes the reaitor needed (o make s
vity [all.

Note thar ereatures taken over through
spells like Confusion {e.g.. Creature Binding.
Possession. ete) need gor be killed i order o
end o batle, For the purposes of deelaring o
wittner, they nre eon-
sidered dead to their
previous awner.

these nnits fv
ing targeted |
enemies miss
giving vou more of i opportunity W use
At an upi.'vl'p enat of two mana pnriume
apell is most worthwhile during thie lator st
of the game, when mann isn't o problem
when wars against wizards esealate,

Spell Lock

Spell Lock is Soreery magic's answer
pel Magie, This spell Tocks the caster’s
rivee enchantments onto the weget unit,
ing the lock 1o be dispelled before any
euchantments can be removed, 1 you'ys
spent o fortane inmina souping up o
ticular unit, the lust thing vou need is
itx enchumments dispelled. For an acdit
one mana per ten in upkeep, Spell Loe
preevent this from happening, You can i

Guardian S ~ Research  Combat ¢
Coardian Wind gives Rarity ‘__E?ﬂ : - Cost %
the targer anit im- Uncommon 450 20 - 1000

mnity o all how
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| during com-
i case you for-
beforehand,

Flight Summary Information

enchantment at faie cost, This spell nor
v allows the enchanted wnie (o go anywhere,
itennbles the unit o teavel there nrnspeed
tllmesqtml‘l'- per ten, making I ligght sig-
antly more valuable than white magie’s
durance spell and weeen's Water Walkiog
oll combined. Flying unirs can attack aver
o they can liil'k and choose whom thes
attack when fighuing grovwndd roops whe
't have I‘an_u(ri] WL S ol any type,
Flying units can also wait ont o disadvan:

s combat sitwation, By casting Flight
unit. vou ean keep it out ol the way of
g arackeers (hoth thirongh s ability 1o fly
d by nsing its speed o e away ) 1 you
e the defender. that means you can wait unil
mbat awromatically ends aliee 30 s
thout ever huving to engage in eombat. Not
le tactic. to be sure., bt i can =ave mar-
ginally prarected cities Trom biving taken over

it destroved. Note, however, thay compiter
ments will stomp on vour ciny squares (o
oy buildings und civizens if they cannot
ak you, So, e aware that waiting out the
_nfrmln!ml with  flving univ may resuliin
derable damnge (o vonr town,

edness of, for ex-
ple, being ot-

this spell also Resoarch  Combat  Overland  Upkeep
s against Bun- Spell Point  Casting  Casting  Cost :
d Dispel Evil. Rarity Cast Cost Cost Per Turn  Notes
“Uncomman 560 25 125 3 Nore

initinte an atrack againse them instead. you
v bypass some of the addivional damage
enused by sueh fivse strike arteks Gsee Chip-
ter 200

Finally, having many yving onits allows
vou to attack, with Tull stacks, nodes and Tow-
ers of Wizardry sicnated onislands. However
maintaining a lying corps of nine units riises
thie mona apkeep wotal voa rather high faeare.

Invisibility
Tnvisibility confers phenommena! benefis to
it
vange. by either weapons or spells. Invisibil-
iy also canses wies attaeking yon to satfer o
I pesuadry Ton i The possibilities Teom eom-
bining this enchantment with missile nims,
migicinns, or pricsts ore virtaally linidess,
especinlly when you are going up against en-

lnvisible vnits cannot be targered w

emy missile unirs (like sprites).

The big downside to the wonders of Tivis-
ibility is that it ¢osts o fortune o maintain,
Fven casting i in banle is expensive, Snll, i
you are i bactle and Tighting witli ondvin-
visibile unita, vour opponent: will not even
addpance on your troops—whiel could he very
advaageous, indeed,

Invisibility Summary Information

itk If you can

wd by great Ressarch  Combat  Ovarland  Upkeep
tkes, whose fiery Spell Point Casting  Casting  Cost
ith only works Rarity Cost. Cost -Cost Per Turn  Notes
it initiates an Rare 1960 35 175 10 Nane

&
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Note: Units that have immunity to illusions
or that are enchanted by the Life spell. True
Sight. are immune 1o Invisibility's effects.

Wind Walking

Wind Walking gives the enchanted anit the
ability 1o fly and move three squares per tarn,
o addition, all units stacked with the en-
chinted unit can tenvel withiin, and at the same
spred. Thus, a speedy Wind Walking hero, for
example, can allow vou to move full stacks of
units anywhere fairly quickly,

Unfortanately, unirs stacked with the Wind
Walking unit cannot fly (although they carn
fight over the ocean ) in buttle. Note thae Wind
Walking is a good way to transport whole
stacks of units 10 nodes and Towers of Wiz-
ardry sitting on tiny islands where vou can't
stack up armies before atacking.

T'he thing 1o remember about Wind Walk-
ing is its upkeep cost relative (o casting Flighn
spells onindividual units {at theee mana per
turn each), While it's always great to have a

spells fo
stacks ar

though. tha lf your \'Smd \hll:ing
its enchantment dispelled during e
water, vour stack will not be able
again, until one of its units has Win(l
cast onit or untl the immobili

been enchanted with Water “alldng, f
Banish

Banish is, in essence, the atempt to
uulmdnul figure in an encmy fan
Each figure gets o chanee to resist;
ure that fails disappenrs,
FFor cach additional five muama sp
ing Banish, the defending figures’ n
decreases by one, This is a good 5
you have an inadequare army figh
strong [antaste units {parti
nodes, where this spell won't fizzle;
too cheap with additional mana
make that 20 mana down paviment
spend enongh w da the job right!

Stasis
Have yon
wished
more time |
A army o
vour city

enemy units? S
isi the solution 11
problem
vou ¢on
tine).
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Stsis parulyzes
enemy stack of
for at least one
g, Thereaflter,
wiralyzed unii
i 10 free itself (o0

‘Stasis Summary Information

| [pee ﬂh}' ol =5 to s
iAtanie) every
. This should.
rl.lll_\'. give vou
time you need (o muster an ellective de-
or comnterattack. Notwe that compiter
ers will anomatically disband units that
immohilized by Stasis if they huve noresis-
pee Jower than 7.

Immumnity

ae lmmunity 15 the king ol creature en

ptments. This spell protects the target unit
o ahmost all spells and magic ranged ai-
o ealso protects the unit from maost gaze,
cand breath anacks (see Chaprer 20

only spells against which Magic o

has o effeet are Nature = Craeks Call and

"
= Lnits enchanied with this spell are only
Susceptible to standard missile and melee -

y Summary Information

tucks, giving them considerable adyantages
in most combat sitnations. Al this for five
i per tur, ton Phis s the spell to east on
units before lighting erimeal hartles against op-
ponent wizards who have well-stocked mana
reserves, AL the very least, this spell is worth
casting on the wnits i your beat stack (the
gronp that does most of your coniguering, node
il l”l'l‘lill_l.'l ere, .

Note that anits with magie immmunity ean-
not be animated by an enemy casting the
Death spell Animnare Dead,

Haste

Flaste is oo ereature enchantment that can only
be cast during combat. 1t is extremely expen-

sive, buies effects ave phenomenal. This spell
lets the enchanted
unit move, wiek.
and coumeratimek
twice ns tany fimes

Upkeep

C:lmh!t Ovaerland ns normal!
C’lﬂhﬂ Casting  Cost Phis is clearly a
Gm : Cost ParTurn  Notes spell tovase il von
50 250 8§ None nre wandering
: around. or delend-
ing, with a limited
- _ number of superh
marylnfbrmatr‘an undrs, 1 your idea of
S a fme army 15 one or
Research Combat  Overland Upkeep two ontstanding he-
Cost ~ Cost Per Turn Notes drakes or  ereal
- 50 N/A /A None wyrmis, then Haste i

the .—lu'” lor Yo
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Haste is especially helpful when east on
units with first strike attucks, such as elven
lords. This spell is also helpful when you know
that you ean kill a deadly opponent if you only
had one more chanee to lire missiles or ini-
tinte an attack before the opponent reached
and attacked vour troops. Casting this spell
on o eritieal unit under such cirenmstances
may be the push you need o assure vicrory in
u close fight.

Creature Binding

Creature Binding is the ultimare way 1o use
n "rl[“)ll('ﬂ.f:‘] ﬂllmﬂlf"ll‘.d crentures Ilgﬂi]]ﬂl
him or her. By easting this expensive spell,
yon lll[l.‘"lpl n n“"'ﬂl nr DI'IIJI'II“'T.":H r"l""ﬁ'lil'
ereature and make it fight on your side dur-
ing combat! (Too bad, you dan’t get o keep
it afterward: the bound creature disappears
when combat ends. )

Naturally, the ereatures worth srealing are
the heavy hitters —hehemoths, great wyrms,
colossuses. great drakes, ere—and these guys
usually have o high resistance, Bear in mingd
that the target must resist the spell at a pen-
ahy of <2 to its resistanee, but, even so. Crea-

fiers (see C
18) or alter you have cast a combar

maent that lowers your uppulleum’ S
{We're nssuming that you wouldn'c be

spell-casting <kill.} Then east Creatu
ing on the antastic ereatre of your
The only creatures vou ean't get (at l
without further decreasing their res
arch ungels, colossuses, demon lords,
drakes, grear wyrms, and sky drakes,
thing else, though, is up for grahs,
are plenty of good creatures left tha
shall we sav, adopt?
Cantionary note: Fantastic creatu
fending nodes have +2 modifiers w all
statisties, including resistance. This
few more units inaceessible o Creature
ing unless you have cast a preliminary
that lowers enemy units’ resistanees.,

Combat Spells

Sorcery magic offers some of the
teresting cormbat spells in Mastor
Few of the blue combat spells are t
stractive in nature, Inatead, they g
terfere with your opponents” abilites w

Dispel
Magic T
Sorcery n
several extra-
dispel spells,
is one of thee
mlly. "hﬂln
costing o dis
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it. You really
o get ritl of
piever enchani-
you are target-
Dispel Magie
lfers traple the
eness over the
dard  Arcane
Dispel Magic,
same manc cost (see page 107 in the
al for how dispels work ], Cast this spell
vt pre 1l'yi||;1 1o remove negative en-
ents [rom vour units or piositive en-
ptments froni enemy wnits,

n erestingly, hoth this spell and Dispel
fugic cart be cast on o Magic Vortex [Chaos
spell) o remove it from the battlefield.

ynter Magic

i er Mugic is best usedd agoinst another
s (s opposed 1o neutral} armies sinee
wstully have the most magie power back-
them up in a fight, Enemy spells must
i i dispel equivalent 1o the strength
e Counter Magic spell if they are 1o sue-
otherwise, they fizzle, Fvery time the
prer Magie bureier is tested against an
auent's spell, however. it is weakened a

i 10 eost spells. I they dun't; imless they
e spell-casting units or heroes in their
fhiere is 10 TEESON T WASTE VOUT B

Gounter Magic is especially advantageouns
in two circumstances. First, at a stage in the
gume where you are velatively weak and have
few good combat spells, Counter Magic will
at least muke it difficult for vour opponent 1o
zap vou with his; it evens the plaving field a
b,

Second. later in the game, when vour op-
ponents have nequired devastaring combat en-
chantments (like Wrack or Flame Strike),
casting Counter Magic first will give you a
clamnee 1o abort their spell-casting efforts be-
fore they can do serious damage to your armies
(purticulurly when you are defending and,
therefore, get the first opportunity 1o enst
spells). Further. their casting attempts may
very well exhaust the limic of their spell-cast-
ing skill, leaving the opposing player nnuble
to cast any more spells,

Psionic Blast

Psionic Blast targets an opposing unit with an
illusionary attack (ignorving their defenses) of
strength five, plus one per every additional
two mana spent on the spell, Unless the tar-
get unit has immunity to illusions, this artack
can deal o fair amount of damage. depending
on how much mana
is spent casting the
:ﬁ!n!lL Note that erea-
tures immune to il-
lusions include all
Black Channeled
creatures. all sum-
moned crearures of




Master of Magic: The Official Strategy Guide

Deatli. angels. arch angels, and sky drakes,

The amount of damage done by o Psionic
Blast is enough to destroy some of the weaker
normal units. However, spells like this are best
for rasting u killing blow on s partieularly din-
gerous unit {such us an enemy-ranged-attack
or spell-casting unit) before it can do further
damage 1o vour anmy, OF conrse. the relative
threat of an enemy unit is an important con-
sideration here. ln evenly matched hattles. this
spell may be just the thing to give your army
the edge it needs o press forward or hold off
an enemy’s advance and win the banle,

bigger the hatrle, the better the v
combat insuranee policy.

Vertigo
Vertigo reduees the target unit’s ahils
anel shields (by -2 ard -1, resp
sidering thar this spell eosts 25 mana
that's only a modest gain. Ho
fighting an army with only one
ening unit. casting Vertigo on itisa
Vertiga also has devastating eff:
sile units. This is becanse they o
distance-dependent loss in acen
negative To Hit modifier thut i
the rang
urget ),
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. derenture, This
oll reduces by five
of a target
e’ attacks,
s, nnd resis-
. Better still,
spell cannor be
sted! That means
| alinost all nits
suseeptible 10 Mind Storin: the only units Your other armies will be able o deliver the
care not are those with immonity o illa- full foree of their blows before heing picked

LA

rrha

13 [see Chapier 20). ofl by enemy ranged units, Enemy spell cast-
~ Mind Storm is moderately expensive, con- ers will be foiled in their attempts to cast nega-
ering that i only affects one unit. How- tive enchantments or destrucrive spells on your

there are muany baetles in which there is units. Enemy units that cannot see you will
y one significantly dangerons foe in the not hother ndvancing on your troops. leaving
ty you are lighving. 17 that unit s wo diffi- them wide open to vour selective attncks, Ii-
[or YOUr army o kill. orif VOLLAren T sure, nnlly, anye
Mind Storm will signilicantly improve vour  connterattack vou will suffer a -1 penalty To
wlds against it, Hir!
Note thar the spell does not st decrease What more can youw ask? Mass Invisibili
ftacks of the tirget monster [ also de- s expensive. but worth every mana point.
s its resistunce to further spells during
t buttle, Thus, ir can serve as the “one” Cim EHC‘«AHtmcnts
ch of o one-two magieal attack Sorcery magic only offers two eiry enchan-
ination, ments, both of which are proteciive in

function,
s Invisibility

¢ vou discover Mass Invisibility, you will Spcll Ward

it hued 1o go back 1o any other spell or - This is a nifty city enchantment that provides
color, At steep easting cost, thiz spell — the target city with complete immuniry from
antly mukes oll ol your troops invisible,  any magie tvpe vou chioose, That means tha
ing all of them from ranged artacks and the ¢ty is protected from all global. city, and
or spells that require trgeting aounit. combut spells of that magie rype, Also, all crea-
Thivk of Heyour issile and magician tures of that magie type mayv: not enter the
mics will suddenly be nigh unstoppable.

w who does manage o attack or

This is an especinlly
good spell to east on
vour Enchanted For-
tress and border cit-
ies when vou are at
war with another
wizard {particalurly
one skilled in de-
structive red and
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il makes yane
chunted  Fo
much more dif

enter it dnring eoms
bat, Non-flying
in the ity tny I
it o fight ather
ontside the city
vimeter, but ol
may not resenter
city for the rim

Wlack magic). By protecting vour cities from
o warring wizard’s primary spell eolor. you
can save yourself o lot of griel. Just be sure
uot o chonse one of veur primary magic
vealimg for the Spell Ward hecanse you will e
barred from vsing that magic type in that eity
us well!

Flying Fortress

Nu, this spell does not summon o B-25 Flving
Fortress bomber frorn World War 1L Instead,

nd Masteny,

UH!.‘I‘E_‘L

Figure 12-2. Wind Mastery

der of combat
This spell isa
WY 0 proteet yom
Fnchanted Fortress from the bulk of o
COMPUECr APPONent armies, albieit ot o 8
cost. Note that this qln'“ will not [rratect
city or its occupants from dangerois ¢
spells or enchanrments {sueh as Flame
or Wraek ). The effeeriveness of this taetie’
liuum'l} |lu-|wm|.- on which wizdrd _\'l.lﬂ.l
fending off. Flying Fortress is best cast
last-minute deloving taetic, while you &
on better preparing ynur':-!‘” o meet

CHeTes.

Global Enchantments

Sorcery wagie has the most annoying:
bl spells, In faer it is in this arenn it
pagie veally enmes into s own. Just o
Der, thongh, casting spells chat bure other plays
ers can have long-term diplomano repensss
sioms (see Chaprer 25),

Wind Mastery

Wind Mastery causes wll of your ships, i
ing Floating Islands, 1o eravel ar tsvice the
normal speed, while your npponents’ s
move at half their normal speed. Thissp
the perfect complement for an uviclly ¢
sionistic wizard heennse getting o new Lo

%
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instis half the batdJe
Wind Mustery also
ots you get 1o uiml

Aura of Majesty Summary Information

gonduer neatral cit- Research  Combat Overland  Upkaop

s niodes. lnirs, erc. Spoll Polnt Casting  Casting  Cost

istor than your opr Rarlty Cost Cost Cost Per Turn  Notes

- ponents can, Uncommeon 740 A 400 5 None
I neldivion, this ' '

pell gives vou the

Auitintive  during

wars, allowing youre Great Unsummoning Summary Information

: ! ﬂ)‘ll‘l‘lnnpurr Yo

Hoops o vour en- Research Combat  Overand  Upkeep

enies” shores long Spell Point Casting  Casting  Cost

At lore their Lroups Rjﬂ‘ty Cost C«t Cost. Per Turn Notes
TR VITITEN |- Very Rare 3,000 N/A 1000 5 gl

| wyou are traveling ' it ot -

nily with flying or

Swater walking units

o unliss you are having trouble with mana,
is no good reason not 1o east this spell
When you can,

Note that when two or more wizards casi
this apell, their vessels each gaina 50 percent
e it specd while all others” ships move
hulf h[l’l'l'.tl.

Aura of Majesty

Auri of Majesty provides o fairly cheap way
lomaintain posicive relations with other wiez-
Each turn that this spell s ine fleer ve-
ations between the casting wizaed and con-
iter opponents (this won't Tool the lman
pliver. alter all) will iprove slightdy (s
{ 25 for all of the wehmical detnils)

consideralile
erence on the diplomatie front,

ince blue is a slowly developing mngi
Aura of Majesty provides n good way
our wizard to keep ot of tronble unil he

M vou are plaving with both Soreery and
th magic. this spell is particularly valo-
because it can help counteract some of
magic' = negative diplomatic side effects,

Great Unsumimoning

Before casting this spell. make sire you don 'y
have iy fantastie crentures vou can't aflord
to dose This spell tries (o unsunmon afl fon-
tarstic ereatires Trom hoth Areanns and Myrros
“']II'II cast [.J!l'll WL gits o |‘|I.‘III|‘I' Ty 'll'i’
vent this from happening (with a penalty ol
Ao ther reaistance . Note that this docs not
alfeet the creatures in lairs or nodes !

GCoreat L nsurmoming i= a good spell o cast
liee i thee gome if you lind )nurwll'up agains
one o more opponents who have had the tine
or mmna o gather lnrger armies of Tanastie
ereatures than yon have had, Or vou might
cast it il vou have very strong normal units
andd vou ave planmng to fnvade a wizard's en

wes i which larg

ge quantities of fantastic erea-

tures aee garrisoned. 105 also handy iF you're
a Congurer and can ceplince your lost criters
mwore quickly than the other wizards can
Kuoow, however, that this spell won'v affeet the
serongest fnoastic eveatures, those with ligh
inmate resistanees. You'll just be absle o ge
ritl of the less powerlul ones with this spell

()
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Suppress Magic

Suppress Magic can really annoy people. 1 is
wcontinons dispel with w strength of 500 {see
manual, page 107 for dispel equation) that
attempts (o stop all enemy overland {ie. non-
mlnbut} H[w."s and enchantments [rorm |‘iEi!1g
vast. This is one good way o keep your oppuo-
nents from gaining the npper hand throngh
global or city enchuntments. 1Cis especially
useful when fighting wizards with heavy doses
of Chaos or Death magie. sinee both of these
have dangerous global and city =pells,

While this spell is imrmensely pleasing il von
have east i, Suppress Magie is wildly irvitat
ing il someone else has. Ger rid of this spell as
fast as you can il it's not vours. Underent the
caster’s mana sources, invade their cities, fo-
cug on building up your armies with normal
units. Cast Digjunetion or Disjunetion Teoe if
vou have it {at maximuom steength, sinee this
spell is tongh 1o dislodge ), Try ro incite other
wizards to attack the ane who east this spell.
Until this spell is gone, your magic capabili-

ries are 100 li

wonderful
have cast it

tions, upkeep, income, and movement
the time in which inis active, In facr, thy
thing that ean go on. il you are the o
cast this spell, is that your troops can
and you must pay the 200 mana per
mrn upkeep cust,
Time Stop is great o cast when you.
o mareh n ot of annies on your enemie
ies, You have to amass the armies
cast the spell. however, sinee it stops
tion of troops and huildings as well as
thing else, Casting this spell lets vou focus
attncks coneurrently on many or all of
opponent’s cities, without them being a Il
re-garriion or prepare, [also gives youa g
shot to steceed with n prreetmptive surpri
tack, Finally, if another wizard starts
spell of Mastery hefore you can, Time
sives you a chanes 1o strike at his or ,
chanted Fortress while keeping the
spell-ensting efforts on hold.

Special Spells

Blue magie offers a number of special
Many of these are aimed ar desmoying e
enchantm

spell casting ef
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Cirele. This spell hay
Wonumber of uses

I_‘Iinhl il one of your

Word of Recall Summary Information

vernl phlllm‘. il von

__'w cities on cach

plane, withour having to go throngh Towers
uf Wizardry or other portals. This spell will
i et you cross berween planes through o
nar Seil

O conrse. a1 20 manu n pop, casting Word
.. Recull merely to transport amits for the heck
al it 45 not really worthwhile, especially if vou
g eitsily eonstruer Taiely strong units in yonr
inies, But there aee times when it s necessary
) miiss ar army qickly inoa parnicalar lo-
il don, At such times, Word of Recall isa I;:lnui
el for the task.

ities is being up- . Research Combat  Owverland  Upkeep
pronched by a don- Spell Point Casting  Casting  Cost
gerous-looking Rarity Cost Cost Cost Per Turn  Notes
Army, cast Sumimuoni- Comman 160 20 20 N/A None
g Cirele on than
’_dl}’. then start cast-
g Words of Recall
anavailable wnits 1o Disenchant True Summary Information

kly garrison that

Second, vou can Research Combat  Overland  Upkeep
“eusl Word of Recall Spell Point Casting Casting Cost
:.Q‘I'Il units to allow Rarity Cost Cost Cost Par Turn ~ Notes
hem to pass be Uncommon 350 N/A 50t 250 N/A None:

Chantment o other localized enchanrment,
given o choiee, you shoulil alwavs nse Disen-
el Tene,

Remeniber: the more mana you paemp into
these dispel spells, the greater your chnnee of
suecess, But, Tor the same wmount of mana
vour e st the spell maltiple times. which.
statiatically. will give vou an even higher

chanee of sueeess

Enchant Road
Fochant Bowd converts all voads in oo five by
liver sqpuarre area into cochanted ronds that cosi
Loy inoyement ||||ln|-1' T s L., iil.l' '||l|' l'n:l:l.—-
Buile on Myreor). This spell vequires no up
keep and is Tarly inexpensive (o cast, 0o,
Faehiant Roadd is grean to cast o eities that
Form the nexas points ol your road nerwork s,
o Tt it is good 1o
sl Illi« w|u'|] uyer

sl ol Vo

\I'I'.‘!Iiililt ' lllll‘i HED

Research  Combat Overland  Upkeap enchamted roads nl-
Point Casting Cllﬂrlg Cost low such quickness
Cost Cost Cost Per Turn Notas ol movement that
500 N/A 100 Nonge None defending vour cities

becomes o much
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sitnpler and more inexpensive tsk. A few good
wnits can defend many cities if they can ger
from one 1o the next in o single turm,

Spell Blast
W vou have cast the Areane spell Detect Magie,
then vou alwavs kanow what your enernies are
casting. 11 one of your cnemies starts costing
something noxious, vou can cust spell Blusi
to stop it However, there is o string atrached,

Alrer vasting Spell Blast. you mnst alse pay;
immediately, from your mana veserves, an
amount equal o the mana the other wizard
has invested thus far o casting his or her
spelll 15 you don’t have enough mana, your
Spell Blast will fizzle, So, onweantionary note
mitke sure you have plenty ol mana before
yomn storl.

Note thive it is ul-
WUV CARIET 10 slop i
spell as it is being
cast than it is 1o dis-
pel it afterwards,
Keep Detect Magic
on il vou have Spell
Blast capability. and
make sure you moni-

tor what the sl
wizards are dolpg
There's nothing
messing - lp
OPPODENES Cren
SUMmMoning or g
bl enchimtmen
fore il gets o
wround.

Disjunction
True )
Disjunetion.
can be used 10
globnl  encha
ments, [ st
three times that
the Arcano spel
Disjunction, for the sime amoont of m
Sinee most global enchantments are unpl
ant {(if vou haven't cast them, thatis),
no reason (o stind on the mana you spend &
you cast Disjunetion True (unless you are
g tronble with your mang income), On
the luxuries of playing with a lotof hlue
is that your liin[.n.'h- are three times a5 s
aF eyeryone elae’s—s0 make the most ﬂf.-ll‘.\,

Spell Binding
The olid saying goes, ~Anvthing worth
is worth stealing.”™ 1F vou don't like
plaver’s global enchuntment, don't botherd
pelling it east Spell Binding and simply
it!

The spell costs 1,000 mana 1o cast:
upkeep vou pay is the usual amonnt for the
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pbal enchiantment you steal, There is absoe
oo reason oot to cist this spell il you
situntions are vight tor i We helieve
Al Binding is the best renson to =pe-
i Soreery magic,

Rainbow Connection

¢ that we've sung the blues, itis time o
sider the proposition that o wizard need
ve by o single color ol mugie alone, In
i, corhinations of colors aften make for
esting game play in Master of Magic. Onre
whapter premiers the Latesy i mix-nnd-
el colors for the stvle-conseions wizard.
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fter the hard labor spent on each

separate color of magic, we re now

making u prism break, For funs of
peppermint stripes, Neapolitan ice eream, and
Aqualresh™ toothpaste, we have some coan-
ning plans for showing vour stripes by e
hining varions colors of magic,

Althongh we've discussed the merits of
tradding off single color depth over rainbow
breadth (see Chapter 60}, let us consider now
how partienlar colors complement one an-
other, Alterward, we'll consider the order in
which 1o research new spells and the factors
that influence which spells to trade away when
dealing with enemies.

Mix ‘N" Match

First, we shall pair cach color ogether and
consider that ¢combination’s worth, Where
appropriate, we've wdded our favorite cross-
color spell combinations.

White and Black
Ha! You enn’t do this, [Ted Turner has al-
ready been here,)

White and Red
Life magie is the most protective, monster-
poor magic form, while Chaos offers many
fantastic units and many destructive spells.
These two colors complement each other’s
deficiencies beautifully.

Some [un spell combinations include:

& Fodurance on the slow-moving chaos
sparwns and hydris

®& Chaos Surge and Doom Mastery mixed
with Charm of Life for reallv deadly, long-
lived unirs

White and Green
This eombination {without other colors) is
very defense-oriented. although green does

bring some combat spells and lantastic units

tor the party, If you want to play alo
play this color combination and g
mentality. Otherwise, spice things up
litile Chaos magie,
Some snper New York Jets green-ng
defense combos: 1

& |.ion Heart and lron Skin fu‘ra:u"ll
units :

& nduranee and Water Walking w
sertlors are in o horeey to build o outp
another continent :

& Invulneeability ar Lion Heart on
for ::mgiv-rm:gml-uMur.kt-rb-fmlﬂ-heﬂ_

White and Blue o
Alchough both Life and Sorcery magie
in development. they ean really enhin
another’s effects, Sorcery offers ]un
[antastic nnits 10 supplement white
deficiencies in this area, In addition.
Auri of Majesty is the perfect erown (o
innately positive diplomatic effects.
Some Lile and Sorcery spell comb

& Mind Storm und Holy Word for m

destruetion of fantastic foes

& lloly Armor and Resist Magi
budget-protective combination

Black and Red
This is the deadly duo. Both colors ar
in destractive spells and creature 5
ing. Combining thern, however. is a likel
ing i bigger nuelear bomb. {Wha
many times you can blow up the
Nonetheless, the manincal sadist
will have a jolly evil time with this hlack
combination,

Some super-dumaging spell combin

%
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B filock Prayer with Disintegrate or other
o4 combat spells tor quickly killing an
XIONs eoemny it

serk on killer Chaos units with lors of
ts (like great drakes and hvidras)

ck and Green

fuis i 1 balanced pair ol colors, Between
positive. growth-enhancing spells cha
polfers, nod the evil, nasty Deatli spells.
aren't many things that this wsreenback
ulor coibo can’t do.

warding combinations:

Rituals with Gaia’s Blessing for tons
swithout the rebels and loss in popu-

growth rate

generation and Black Channels (or any
ereqtire ) 1o keep the non-healing Death
around longer

b Gianr Strength or Stone Skin on weasly
skeletons and ghouls (these madii-figure
benefit a lat from spells like this)

and Blue

Sorcery is ordinanly o delensive
fit can greatly enhance the miisery that
th magic causes others, While your hluck
s onr there doing heinous things to your
6, blue mugie can keep them from hav-
py [un at all through its Spell Blast,
e ,-“Ilgilk I)i'r-l:lt‘l True, h'llpprt-:w Magic,
i, spells, Also, Sorcery's Auca of Majesty ¢an
eopensate for the neganive diplomatic
g cansed |J:u W ||ir|g bilaek .-|u'|| hooks.
laek andl blue bruisers:

Storm and Word of Death Tor deci-
truetion of an enemy uni

& |nvisibility on shadow demons 1o compen-
sate for one of the few weaknesses this unit
hiss

Red and Green

This pair of colors balances nicely, Between
red’s crushingly offensive spells, and green’s
positive urban and terrain magic, you will be
prepared for almost anvihing. Both of these
colors Teature a multitade uf fantastic unis;
with both Chaos and Nature magic units at
vour disposal. vou ean conjure up brutal fan-
tnstic armies. Finallv. green's defensive anit
enchantments complement red’s offensive ones
Aweantifully,

Red and green pairings that are like a stake
of holly through the heart inelude:

& Regeneration on great drakes for an in-
vineible death machine (of course Regenera-
tion works well on anything)

& Sione or lron Skin on hydras or chaos
spawns will make them vietually impossible

1o kill

E With Raise Yolcano and Change Terrain
vert ean turn any city into g virmual paradise;
Raise Yoloano works on those atherwise non-
productive tundra squares, and Change Ter-
vain can then convert those voleanoes into hills
— and from there into other tereain types

Red and Blue
Since Sorcery magic goes well with anything,
naturally, it goes well with Chaos magic. Chaos
magic makes up for Sorcery s lack of non-com-
Bat uiit summoning, and Sorcery gives Chaos
a bit of defensive oomph. Blue magic clears
the plaving field in combat (Counter Magic,
Dispel Magic True) and overland {Disjunetion
True, Suppress Magic. ete.), while your red
magic gpells devastate vour opponents, muk-
g i nice one-two punch,

Blue and red spell combinations to consider:

&
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& Blur, Invisibility, Flight. or Mass lnvisibil-
ity combine with any destruetive Chaos com-
bat spells (Fireball, Warp Lightning, ete.) 1o
keep your side protected while you magieally
damage enemies on the battlefield

& Flight on hydras will make them faster and
more mobile in combat

& Mind Storm with Disintegration is n super
two strikes, you're out combination, taking
down some of the toughest units i the game

Green and Blue
A combination of Nature and Sorcery mngic
offers interesting possibilities. Together. they
provide a wide range of effective combat
spells. Nature mngic’s many fantastic units
and positive enchantments are complemented
by Sorcery’s Spell Lock to nail them into place,
Blue has some perfect complementary unit
enchantments for green (Flight and Invisibil-
ity) that can make the land-bound Niture
units nearly invineible,

Some possibilities for blue and green
inelude;

& Stone Skin on phantom warriors will
greatly help their shieldless condition. giving
these illnuinlmr)- attackers some stving power

& Flight on grent wyrims {or basilisks. hehe
moths, colossuses, ete,) will cure the one prob-
lem these creanures have: they can't mitinde
attacks on flying units

& Fnchani Road and Change Terruin lor
award-winning urban development

Two-Color Conclusions

While spreading yourself out over two eolors
af magic decreases the number of ulira-pow-
erful spells you get, it opens up a range of
casting and rrading possibilities. With o broad
array of hasic spells from which o choose,

combining magic renlms is less limiting tha
itis liberating.

A Broader Spectrum

So. what of choosing three or four eolars jie

ceding information to ger an iden of W
[} ||||n-|lli.. Ve ko lmlgll‘ Hlllll‘h i Iﬁl

ml\ antuges
gnme:

&/ Node Mastery ean only be chosen if yo
hinve at least one book each in red, goeen
bilue magic. This skill i= useful beeause ie
vou double the mana drawn from ull
andes and allows vou 1o cast any apell ar
node. Fora high mann game l\%llh e
able ensting nnd wesenreh possibilities), o
at least one Chaos, Nature, and Sorcery
hook and Node Masrery,

B Teading oprions inerease drastivally
three or four magic colors, allowing von
teade with most other wizards in the
Trading will inerease your casting option
each additional spell vou acquire will add
its research vadue o the 60000 research i
required ta learn Spell of Mastery. ]

Beware. though: your trading optionsing
mugie realm will be limited o common
uncommon spells unless you choose o
ta books of thar eolor. Similarly, vouwill
he able to acquire very vare spells wit
least three books in thar color,

& [inding spells s treasure is st:hjmrt
sume benefits and limits as trading
you'll find w more diverse array of spell
they will be limited in rariry flnpr'ndingﬂﬂ
number of spell books you have in el

While diversity is good. spreading yours
pir.kn over several g colors limits sp

)
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. Far example, vou'll prabably never
e than o few rare, and even lewer very
spells in a magic realm for which yon
ve two or three spell books. I vou wan
eld a color’s powerlul mugic {and lecs
some of those very rare spells are nwe-
pick ot least four or five spell books in

ell eolors if vou concentrate in one
wwhile diversifying with one or two spell
in a few ather colors,

i instance. say you like rare and very
Chaos spells, but you want trading ap-
ar you want to be sure you don't acei-

find a black épl‘.[l book ns a treasure

pleks in Chaos, one each in Sorcery, Na-
and Life mugic and nse your remaining

Now you can trade with almost ey-
your Life book prevenis you from
o Death magic hook Trom sorme lair:
rmana production from nodes will
wtically high.

pse caveats nside. there are many great
1 and uncommon spells in every magic
There is nothing wrong with choosing
spell books in even four eolors, us long

e wwire of the limitations for doing

Il Research Stratesy
;:mig('nl[y picking vour spell hooks, the
Lquestion is, how do vou choose what 1o
reh next? We have some theories about

know that the spells on your research
arranged from the eheapest o most
vie, o terms of their base research
onwill nlways see the number of turns
| fuke. given vour current researching
1o learn cach spell,

Consicler the following things when chioos-
your next spell 1o research:

& Cheaper spells will make i into your spoll
book more quickly, which makes them avail-
abile for casting and ading sooner. They also
keep vour options open for quickly making
your next spell researching decision.

Note that ina particular magie realm. spells
ol greater rarity only become available onee
vou have learned or are able o learn spells
that are more common. For example. if there
is some special very rure Soreery spell you
waint, make o point of learning the more eom-
mon spells. or else the spell you want nuay o
take o long time getting into your research

lll'IlII\'A

& I uny of your opponents sharee spell book
colors with you, consider researching spells
vou can trade with them. This. in turn, al-
lows you ta acquire maore spells from then,

& If there is o particnlar spell that you wan
or need, regardless of how long it tukes o re-
search, prioeitize it Examples: von may wan
t pick up Disjunction early, especially il vour
apponents specialize in magic colors with
nasty global spells (hlack, ved, or blue). If you
are fighting the mistress of Life mogic. Ariel,
and you are plaving a prince ol evil. research
your Darkness spell ar similar spells carlier.

Experience will show you that w purticalar
combat spell (like Flame Strike ) or eneliani-
ment {=ueh us Flight) is too good 1o pass up,
Quickly research sueh spells. As a final ex-
arnple. i Tanron. the master of Clhoos, eruptz
at vou, raising voleanoes and corenpting lands,
you'll find it helpful o researeh Gain's Bless-
ing as (sl ps vou can.

That is pretry much it Use cotnmon sense
undd keep an eve on your trading and easting
[JlJn'iilli]ilil':.\.

Trading Spells

There vou are. Toce-to-face with a wizard vou
st eliminnte later in the game, You win
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his spells. but you dom’t want to give him any
advantages over you. What do vou trade for,
and what do you trade away?

First, hear in mind that if you trade awany
expensive spells for cheaper ones {in terms of
researeh point costs) you'll get a positive dip-
fomatie hoost (Chapter 25), This means that
vou should make rades like this when you
are (rying o avert wars and when you want
to improve your relations with another wiz-
ard <o that you can form wizard pacts or alli-
ances. While such teading is helpful for vour
enemies, you can minimize the benefit they
veepive if you trade the right sorns of spells
(i, spells thur they can prabably research
anyway ),

Spells to trade away:

& very wizard knows all of the Arcane
magie spells, Trade these frecly becanse you're
ot giving them anyihing they con’t already
wse auaingt vou, Since many have high re-
search costa, they'IE also net you some posi-
tive diplomaey points,

& |y particular, go erazy trading away glo-
bal Areane spells like Awareness and the two
summoning spells (Summon Hero and Sum-
mon Champion}. When computer players
have these spells, they cast them as soon and
as uften as they can: This keeps their casting
efforts preoccupied with innoenous spells (nf-
ter ull, you're wuch herter at putting your
heroes 1o produetive use than they are}, rather
than more dangerons ones,

& Co ahead and teade away less nseful unit
eochantments and summoning epells, The
compmiter players love summoning hey 'l do
it anyway, 0 as long as you're not trading
them o MHydra or Sky Drake spell. it won’s
make that much difference) and enchant-
prents. The idea hexe is 1o get grean spells from

other wizards, while giving them spells
don't use nearly s effectively as you,

Never trade away:

& Destructive combne spells (even the ehe
ones ) There's no reason 1o arm your enemie
a0 efleetively. :

& Destructive global or city enclantment
Compmier plityvrﬁ love 1o cast nasty g]ﬂbﬂl L
city enchuntments i they have them, By
whien they fike you, they won't hesitare m
Armageddon i they have it Regardless o
situation, you can do yourself great mi
by trading these spells to others,

Trade for:

& Spells that you're fuirly sure won't be in
yonr spell book (see Appendix D for dee
the prnes) and that yon can s Always con
sicher your need for wospell when weighing

yalue of what you muse teade away for it

& Any spells that you may have bur that yoi
need pone. For example. sav youwwant o Tl
mute apell. but it will rake you 30 mrnd
fearn it Well, if it offers itsell np for trad
vou might want 1o gealy it now, Is worth he
<ame research point value wward casting th
Spell of Mastery regardless of Tow you a
it.

The only rewson for not taking sueh o
is if you shortehanged yourself on spell
when vou chose vour spell picks at the
ping of the game, i the hopes that you'y
acqquire lots of spell books as treasure. I
a case. you may want 1o delay the ineyi
researching of the Spell of Mastery (whichy
lock up yone researeh efforrs for hundrads
samie trms ), in the hopes thist you sequin
few more spell hooles and, thereby, mogesp
1o bearn and enst.
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8 Spells that vou don't care whout. but that
Vi know vou can teade 1o a diffecent wizanl
Lﬁ‘r ﬁlll']l'\ _"U” Wi, l'.'lr l":lllllll". |r }Ull i
_wltlirc a Holy Armor spell frome Ariel and
trade it 1o Sss'va for a Doom Boli. why not?”

Don't bother trading for:

& Spells for which you see no goad purpose.
wless youare trying to boost vour diplomatie
atarus with o wizaed o noless you plao oo e
e h‘!ll'" away to another wizard for o beter
'_'lpe". Not all spells are equally useful, and
without n greater goal. trading for ineflective
__HK‘"‘! is folly, For example if vou can already
summon wraiths and shadow demans. you
‘dﬂll'l have many good reasons to trade for o

Ghouls spell {unless vou want an extra poin
when your seore gets clenlared ot the end of
the game: see Chapter 3.

2 ﬂpr‘"h that _\ull'f'r' mll_w a few trns awiay
from learning anywiy, Agnin, the vxeeption
Jaif vou are trving to make friends with aeom-
puter player,

When trading spells, just as when yon are
etermining the nextspell toresearch et eon-
mon sense be vour guide,

1 Put a Spell on You

At this point, youn konow enongh o create an
effective wizard and pick the right race, We've
iarminedl pre-game decisions and the spells
ol the <ix magie realms, and so, we close these
spell books o open the maps, From here, we
b'l‘gill aonew section thae will help von com-
mute and prosper i the worlds ol Arcanus
indd Myreor, starting with the creation of the
worlds and the best ways o discover thenm,
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- (‘ul‘ll gﬂim' "I. 'Un.\'h'r U_fl .”m.{f.d' |lr‘

gins, Iwo o worlds are generated: ihe

lower, commomn world of Arcanes il
the ligher. special world of Myreor This ehap-
teris your key to these planes

W will be thie compuss guiding vou throngh
the varions Teatures of both Aveanus and
Myrror, We will explain the genesis of the
“'III'IIIN ns llll\v nre |'l'l'|||l'|| J“Ill Ill‘lll ‘\'ll“ M
explore thent, We will also mike aur legend
ol the tervain Teatwres and how best 1o navi-
vate the worlds of Meester of Magie.

Don’t Fence Me In

Fhe inaps 1o hoth Arcanos and Myrror are 60
sipuares wide by HY sqpares high. for 4 toral
ol 2400 spuares per worlil, OF this, each workd
shanld be covered with from 70 perecnt o 885
PRI OUeaT SOEes. {See the Genesis see-
tiom toward the end of this chapter for details
o world erearion. ) Along che top and horom
(which can also be chonght of us the north
annd sonth) edges e wastelands of il
denoting the polie caps. The maps have no
eaat or wiest l'l]_'_"!"\.‘ Wiits e EO |‘n|l|||||-I|'|)'
arommd the world o these diveetions, Freo,
the worlds of Mester of Magie are eylindrical,

Putting the Cartographer
efore the Host:

Tips for More Effective

Map Discovery

Fxcept for the neighborhood around vour

starting vty the maps of borl planes {Avcanng

and Myrrory e covered in blackness, Ag unity

imeve around the board. squitees near them

are revealed. Busically, there are thires wiys

to explore these mapa: the hurd way, the less

lard waye o the easy way,

The Hard Way Mabde Easier:
Square-by-Square Exploration
The hard way 1o explore the wap s 1o inke
winits with normal

=S re seoutng

pinges, and maneuver them around, pus
back the blackness square-hy-sguare,

One way (o make this arduons metl
bt more hearable is to move anits dinganal
i zigzag patteen (ie, fiest up-aod-wel
lefr. than up-and-to-the-right). This
wowider swath ol vevealed squares in g
wake. us showr in Figore 14-1.

Annther effective tool for exploring
in this manner is to builid units that ean g
ruise the oceans. Ships. in partienlar, are
for this becouse they mre cheap and move
i four squares per tuen, depending on
ship tvpe, Be snee to caplore the coas
newly discovered land massex thorong
when wsing ships to probe the darkness
never ke what von'lt find there. Fgls
water wilking. and pon-corporeal units
ilso goad for trins-oceanic explartion
be slower or more costly than ships.
Siips can always come back and pie
troops to ke o ineresting new conl
vimr diseover

Hine: Lse mngic spirits for early
tion, Phey're cheap, they move two.
PEFTIPI [eVen neross watler ) becanse
non-corporeal. and they ean peek ing
quickly in hopes of Finding the empty
hefore the other plavers do, '

e ey 1|

r_
ILE

Figure 14-1. Revealing terraln is mom
effective when done in a zigzag paf

%
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» 14.1 City Scouting Ranges

Bullding or Spell

Unenhanced city

City walls (whather built or cast by a Wall of Stone spell®)

Oracle building

Nature's Eye spall**

i {see Chapter 11).

tone is a common Nature city anchantment costing 50 mana to cast. The mainteénance cost is the
a normal stane wall, two gold par turn (see Chapter 11).
s Eye | an uncommon Nature city enchantment costing 75 mana ta cast and ane mana per turn to

Less Hard Way:
. \:fiﬂd Tl:\c"Best

¢ units hnve longer seouting ranges than
. Narmally, land and ship nnit (yvpes
seonting range of one square, while
g mits hive o range of two squares, Dur-
e early, exploratory stages ol 0 game,
ould exploit the higher seouting eange

game have special seonting abilities,
inelade Rukie and Greviairer. both of
linve u seouting runge ol three, and
s, whose scouting range is two. Tossing
a Flight or Waner Walking spell on these
Cwill make them very versitile seountes,
See Chaprer 18 for all the details on

are also magic spells thar help von place
gon the map, 'The best among them is
Lore. This commaon green spell reveals

1 you've gor this, be sure o use it
ally 10 track down where other player's
ure coming from when vou first eneoun-
e, It is nlso grent For vapidly diseover-
inlly explored continents,

ple sereen's worth of teerain For a cost of

Fhe rarve Areane spell of Awareniess reveals
all eities on both planes, meloding the sgpares
divectly adjacent 1o them. Awareness costs 500
mnand, +3 per tarn o maintain, Note that
many cities reyvealed by this spell sill appenr
within areas of unesplored Blaekoess. While
Awareness is imnintined. any news cities thie
are built will also appear.

The ultimate version of Awareness is
Nature's Awnreness, o very rare Nature spell
that reveals evervihing that fsn'tinwvisible. The
cost s steep at BO0 mana. +7 mana per furm
to maintain, but only invisible units are hid-
den from vou. Al tereain. eities. and non-in-
visible ercatures remain revealed for this spell’s
durvation, including nou-invisible city
LAITISONS.

City Scouting Ranges
Every city and ontpost has o scontimg ringe.
whether garrisoned or not. Al cities have o
base seouting ronge of two squares, Certain
fearures and spells will enhance the seonting
range of agiven city. They are shownin Table
1.1

A city’s sconting range is its early warning
distee
the neighborhood that may be preparing o
attack your citv. The fuether out you spot ap-
preoaching enviny units, the more time yon

0 Hystien. It !|I'1p.~. you n|m| troops in

&
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Table 14.2 Standard Terrain Types

Production Movemaent
Terrain Food Gold* Bonus Point Cost Required to
Chaos Node 5% 3
Corruption** 0 0 0 gk
Deseart o 0 3% 1
Forest 142 ] 3% 2 Sawmill, Fi
Guild
Grasslands 11/2 [¢] ] 1 Stable
Hills 1/2 0 3% 2
Mountain 0 0 5% 3
Nature Node 2 0 3% 3
Ocean 0 0 0 | haisioic
River 2 20% 0 2
River mouth 2 30% 4] 2
Shore 1/2 10% 0 | s Ship er_gh', :
Sorcery Node 2 0 0 3
Swamp 1/2 0 0 2
Tundra 0 0 2
Volcano***#** 0 0 0 3

*Gaold refers to gold bonuses through trade

**Corruption supersedes all standard terrain types and special resources in that square
++#Tha movament point cost to enter a corupted square is the same as for the other temain in that s
*4*4Only ships and units with swimming or flying ability may enter this terrain.

*+#445hip Wright's Guilds can be built on cities adjacent ta any shore, including lakes|
sss284Thera should be a 2 percent chance aach turn that o voleano will go dormant and turn into a
Naote, the contributions of nodes 1o food and production are not included in the information wm!ﬁd

Surveyor button,

have 1o reinforce your threatened cities and
prepare i proper defense.

For this renson, afteays considering en-
haneing the seouting ranges of your cities near-
eat o other plavers. Gities loeated near a " Tower
of Wizardry, along o well-traveled sivait. or
o vital isthmus connecting two lavge land
msses shoulid also be provided with enhnneed
seouting ranges. Remember, the early word
gets a turn, (e with the varly warning pro-
vided by enlanced city scouting alilities you

may haye an exeea taem or 1o i
counter an enemy’s ineursion. |

City Garrisons J
Although cidies remain on your map
vealed, their garrisons donot, Us
rently have a ity within the scow
ane of your units {or have cast Na
ness ) yor won't hiuve any informat
abile nbout its garrison. You will ne
visibile units (sueh as the Dark El nig

ers)in any case.

%
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Gold  Mana UnitCost  Weaponand Food  Movement City Protection
Recluction* Armor Bonus** with Dispel

5 0 0 0 0 ]

3 0 0 0 0 0

2 0 0 0 0 0

benus™* 0 0 0 0 e

0 5 0 0 0 0

0 3 0 0 0 0

] 2 0 +2 0 0

0 1 0 +1 0 0

0 ] 10% ] 0 0

0 ] 5% ] 0 0

0 0 0 0 2 ]

Y 0 0 0 0 0 yas® "

st reduction allowed s always 50 percent.

i dlchemist's Quile.

nt purposes for their entire stack.

only to narmal units ather than ships of any type, magicians, priests, shamans, and warlacks. Maxi-

e are bonuses in the melea attack strength and defense of units, Bonuses will only apply once the city
only pravide gald bonuses th rough trade with adjaining towns.

ian roads allow travel at half @ movement point per square antered. On Myrror, roads cost no

1 points 1o travel on, Nate: Units that fly do enjoy this road mavement benus; non-corporeal units do

 Units with the pathfinding skill treat every non-enchanted road land square as a normal road square for

nightshade plant casts its own 100 strangth dispel on every negative city enchantment once per

't Forget Your
grapher!
uf."’llgf}‘ hns (ITHIN cool Features, bin
of the least apprecinted is the maps pro-
by vour eartographer, Pressing the Info
o the Main Movement sereen shows
bmngﬂi]'lhf'r listedd =econd {ins hor key is
The overview maps they present of hoth
s e Myrror e great for viewing the
pieture, The cartographer provides uelear,

aeographic Polaroid of the locations of oll
known Triendly and enemy units and eities.
Pliey arve shown in relation (o each other and
tn the position of the world's oceans and lund
mmsses, For those planning for a milivary cam-
pvign unfurling these mups is o wise first step.

Abamanﬁ#m: 1s That
Named After a Singer?

Now lets ke a look wround the LLLH TR and see

&
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the forests from the Nature nodes. Fiest, a bried
inspection of the varions stantdard terrain
ypes, including corruption andd voleanoes, is
inorder. Table 14.2 sums thi= indormation up
nicely,

I aeddition o irs standard tervain tvpe; o
square may have a special feature. How those
special features got there will be discussed later
in this chapter. Por now, lets consider whan
cach one does. Table 143 lays this ground-
work.

Moving Krakatowa East

of Java: Working the
Landscape

Four spells, two green and two ved, aleer the
map’s terrain or special features, In - trath.
these spells are a lat ol Tan o play with, Spe-
cifically, they are;

& Change Torrain: This is the perfectionist’s
green spell for urban oprimization, Although
this won't change tundra, the Raise Voleano
spell will, Playing a redd-green color combin-
tion, therefore, can ereate plush cities for yon
i polar regions i youre willing o commin
the time wod mana o make them,

&, Transmute: This green spell intercanverts
gems and eonl, iron and golid; plus silver and
mithril. Thus, you can create vities that pro-
duce military units or o discount by switehing
their gem g golil production over o iron
unid conl, Note that alvering silver into mithril
is almost alwaye worthwhile.

& Ruise Voleano: I you wanl to riin a
neighbor's day in o small way, this red spell
can do i particalacly when cast on o speeial
terrain square, Note that raising a voleano is
a necessary Tivst step Tor using the Chunge
Teerain spell 1o convert tundra squares.

b 3 .‘\l'!nugt'llllull; I'his anassive \?Dlm
will soon muke everyone vous enemy, .
itat o point when you don't care, Al th vord
save the squares near vour cities. will
ally be converted (o voleanoes,

Special Sites
Special sites. generically known as ol
clude ancient temples, ancient ruins,

tunity for players 1o acquire treasuf
course, sueh trensures are usially guarded
Appendix C), Second. these guarded
produce the vecasional rampiging mo
tereorize the neighboring lands,
Onee o lair’s treasure has been
thint luir disappears. The only new |
ated during the game are rnins leltin 1
ol rampaging monsters alter dhey hi
pletely destroyed acity,

Corruption ]
While u sequare is corrupred, all of the e
it generates (Tood, gold. and mana) is
Corenpred nightshade no longer casts
dispel, but corrnpred node squires
their full nuras, Corraption does not al
movernent elfeee of the tereainin tht

iy way. -

Node Auras

Nodee auras, while not vistble on the m

til after a node has been eongu :
melded. exist even when invisible
soquares do not affect movernent in a
but di enhance the fighting ability of g
tures from their same rmogie rr!:t[m."s'eﬁ_'" !
ter 20 for the details of node auras in eor

%
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Yn 't Get There From
% Hawc to Start
erec E

unirs ul'ulllll[ in -1.';:.:!;-:-u)"-'liu,r:ir isn
| S re et
WS Across ocenns anil plames, Let's ex-
e all forms of transportation and ge
ngs moving, shall we?

ant in the game.,
or ocean squares withouat transport.
thermore, they must pay the movemen
teosts for entering land squares, as shown
fble 142, 1t is primarily for these units
il that you should builid roads between
oie locations {sucli ns cities, nodes, and

They cammot move an

tlo ships, lll)ll'l’.ﬂl'lllll'l'll' umit=. Lizardmen,
g il units enchanted by the green spell,
Walking, Short of flying, wulking over

thern on <hips thiar move 3 or 4 squares
turn s often much foster,

best wav 1o rravel is to fly {ask the
comians: they all fly ), Notonly does every
rouc land square cost just one movement
to enter, but oceans are ensily crossed

g0 Carrying

then it comes to fereying lundlubhers across
otean blue, ships (and, in particale, gal-
are the deket. Their large varrying ca-
gities. fast movement rates curability in
phat, and rensonable maimtenance costs
e them ideal for hanling vargo neross the

seas, Don’t waste your money cochanting any
(save, possibly, your hest) troops with Waer
Walking or Flight just 1o gei them aeross o
body ol water. Be practical aod use ships
instead

[n liew of ships. the Sorcery spell Floating
lsland summons o unit thar can carry eight
others over the seas. I even allows them 1o
light nn oeean barthe us if they were on land?
Becanse ol u Noating island's highe npleep cost,
hawever, ships are usually wore practical in
the long run.

Note thar the hero Jaer has o skill called
wind waulking. I allows him o Iy and carry
his entire stack through the aie with him, 1f
vour can, hold voto this hiero ar all costs He
and other unies that you've enchanted with
the Soreery spell. Wind Walking, are the ulii-
mate teansports in Master of Meege,

Similarly, hevoes with the pathfinding skill
van move their stacks over non-road Lol
sepires at the noemal road movement rate of
hall o movement poine per sguace. Pathilingd-
ers won et their staeks across the water, bt
l|lf')‘ SHPC can ger them aeross Ilnlfr'\'rhl[n-l!
comtinents i hoery !

Traveling by Plane

A pivoral point in every game ol Master of
Magie i reached when yon cone move units
between the planes of Myrror and Arcanus,
AlLanirs can do this vie conguered Towers of
Wizardry. Casting the Lile spell Plune Shifi
will aapan entire stick 1o Ihq'ntln'r |r|lllw {||m—
vided that stack conld move inta the corre-
sponding square on the other plane), Some
units may also have the planae eravel ability
{shadow detmons 1 allowing them to freely shift
between planes by themselves,

Nare thar the Life spell Planar Seal pro-
hibits all noron forms of trans-planar move
ment while i is in effeet, Ac thar point, the
only wiy to get units through the Planar Seal
i 10 east Recall Hero or Word of Recall when
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Table 14.4 What Special
Terrain Feature

Appears?
Terrain
Type/
Specials World/Percent Chance
Desert Arcanus Myrror
Gems 66,7 20
Quark 333 &0
Crysx Q 20
Hills
Iran 333 10
Coal 16.7 10
Silvar 222 10
Gold 22.2 a0
Mithril 5.6 20
Adamantium 0 10
Mountains
Iron 222 10
Coal 217 10
Silver 1647 10
Gold 14,7 20
Mithril 16.7 30
Adamantium 0 20
Forests
Wild Game 100 100
Swamp
Nightshade 100 100

The number Is the percent chance of that particular
special appearing when its parent terrain square
receives a special terrain feature,

vour Summoning Circle s on the o
plane as the unir recalled.

Stacking
Up 1o nine units can be staeked together
single square. For efficient movement, b
ever, try to form stacks with similur
ment limitations. For example. ad
normal walking wmie to a stack o
Draconians means that staek isn’t flyi
where—the most restrieted unit in the 5
determines the entire stnck’s move
Linitation:s.

Therefore. tey to add units with fo
mountain walk {or, betrer still, patk
to normal walking stacks, These wi
ease their staek’s way through di
terrain.

Be careful when o stuck reaches the
a long move. Olten, some units have w
of their movement points while ather
units, still have o some remaining, yo
tinme that stack’s move thae i, the
units will automatically he lefe belind,

The Genesis of Worlds in
Master of Magic
Before the game begins, one of three land o
sizes is aelected for the continents of
Arcunus and Myrror: small, Illcdhl:nl,'
large, Small Jand TISSEE COVET APproXim
360 of the 2,400 squares (15 percent ) of e
map with Lind, Medinm land masses will e
up approximately 480 squares (20
on cach world, while large lad mnsses
spread out over 720 squares (Le. 30,
of each world’s aren.

Large Terrain Groupings

'l'lll e is o limi c)f 10 rivers, & Inl]tlr

plane [hut no limir on ]-irgr forests or
tain ranges . Tandra can only appear
AEVEn P(Illilll"h ol n top or Imnnm g

%
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ecial Terrain

ture Placement

rthe basie lane squares are creared, ey
sindividually examined on ot worlils 1
il special teerain feature is added. Fach
hill. mountain, forest, wnd swamp

g aspecial tervain leatare. T'hese same
wres on Myrror have o 1 in 10 ¢hanee of
ring goodies.
[ speetil tervain featre wppearing on
it sequnre 1= shown in Table 144

The chance of a purtiendar

e
17

of Wizardry Placement

o are ilwavs six Towers of Wizandey on
howorld phu odd i corvesponding squares,

mt i, o Tower of Wizardey found on the
pow up fram the ot and 20 djuares
fmm some verticnl referenee point an
s, will e placed on che identieal square
\ yrmr. This is why. often. Towers of Wiz-
are fonned on thieie own one- or fwa-
talands, Usually their corresponiing
onon the other pline b= ona larger Lindd

geomputer iries to place Towers of Wiz-
pdey ot lenst ten squaores apart from eaely
ther (bue doesn’t always sueceedd ) ey wee
ftelegys an least four sepunres frone the nearest
nde, however. Note that Towers of Wizardry
by locared on grasshond sgquares
b ean be importnnt i you build o iy
thea), This is beeanse the eompmiter an-
mnatically clianges the teerain i the square
1 _l;k!.].lll'l.l’l‘-d ann (o grassland,

¢ Placemwsent

e are alwavs 10 nodes on Arcanus and
o Myrror. The neighbaoring terein often
ermines the color of the node being pliced
atise of the predominunce of weiber on Loth
1ds. there tend 1o be more blues nodes
sgreen o ved ones, Therefoee
i nimbie of blie nodes geneeated is lim-
1o nine on Arcanins andd four on Myeron

the i

on Arcanus hus a | in 17 chanee of

Note that monde power (i the nmber of
acquarres covered by i anen and the per-taen
(LA TCOIEe T Eenerates | on Arcanus rianges
fronn a vandon 5 v 10 ot the normal setring,
Ou Myreor node nuras nee o vancom 10 1o 20
at the normal setting, The per-taen mana in-
comi they generate ie halved when plaving
with weak nodes and inereased Liy 50 pereent
when playving with powerful ones.

Lair Placement

When the worlds ave created, 25 normed lrs
e aneient temples. aneienn roing, fallen
ll-mll}r-.‘*, m)‘r-h'l'iullﬁ CHVEs, lhlllgu-nn.—-_ aban-
Honal keeps, amd monster Liirs ) and 32 ook
loies are candonly disteibited hetween the two
prlinees. Forall the poap on lnivs sarrisons and

treasures, see Appendis G

Wizard's Starting City Locations
Fach wizard's Fachamed Fortress (e, star-
ng) I‘ii}' has to be at least two stpuares away
fromm the top anid hoteom map eddges. The com-
proer tries Lo start |||u_\|-r- at least 1o S|
apart bt will sele for s few as 10 spuinres
apurt il the geography simply won't work onr.
The compurer prefers o st Eoehunted For-
tress cities an least eight sipures Teom g node,
Dot will serehe for s e s ane, i it has o, e
also trivs 1o place each player's starting ciry
at least fonr squares from a tower or e b
thie conld also be as low as one if necessury.

Newtral City Placerment

There are 15 (toral. Tor boch plimes) random
nenrril eities plieed eaels gime. Every con-
tiguons Lind mass b o continerstol rave se-
leeredd Tor i Eaeh ety on that L mnss his
i T percent chisnee of being inhubived by thay
comtinental vace. Thos, continents end 1w linve
homogenous raees apon them, U sually. nen-
trad cities within 10 squares of cacli other will
be conmeeted by roads, Ser Nppendis T for
more detadls on nearral civies,

&
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The Differences Between
Arcanus and Myrror

Reflecting on Myeror we see that it is distine
from Arcanus in several wavs. Besides the dif-
ferences in eolor of the land and sens. other
inportant differences are:

E Five specind races [ Dark Elves, Beasimen,
Dreaconians, Dwaeves, and Trall=] populare
Myrror

& The nodes and lairs ave tongher on My
Candl the tremsures are herer)

& [l nndes an Myrrar have lavger nras,

& [here are berter minerals on Myreor, in
!Illﬂ il'lllllf Crysx Illlll e Ilillllllll i,

& Nyvrean rowds e all enchined. ensting
it 1o toverent paints oouse e

Remember to stake a cloim oo the rich
warlid of Myeror. Whether you opt o spend
three picks o start as o Myrean or rush o
conguer - Tower of Wizardey, the best ciries
vont can Touned wd eancpuer are nlmost always
lownted on Myeran real estate, Gen thee 1ot

From Here to Maternity

Widl that, we fold up the maps of Areianus
el Myrror aud zoom in an the eiry dipliys,
I the next chaprer. we will examine thie as-
sets available to vou. Teom popalation o spoll
vesearche and how o maximize them. We will
show vou that you don’t have o e o grew
accountant toomnke o gond aceount of your-
sell in Master of Magie, However, knowing
whnt cooks the hooks i olten o savory secret
ol suecess at the end ol w havd won gaime.

%
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ntil the leaf is adopted a= legal 1en

der. money won't grow on trees, For

that matter. neither will resonrees,
spell research. mana, or any other measure of
power in Master of Magee. In order 1o apti-
pize your resonree gathering. we present iy
chapter. Hereo we'll cook the books and ae-
count for your prosperity, Throngh careful.
managed growth wd development of those
ceonomic engines known s eities, az well s
of ather sources, vou will never need o rely
o vour Grand Vizier, and you will have your
eeonomy humming like o tuning fork by the
time vou linesh this chaprer.
Warning: This chapter should not be cead: it
should be refevenced, The contents are about
ns digestible as u stale frniteake on New Year's
Day. This the kind of stafl that only an econo-
mist conldl love and is ineluded i this ook
for comypleteness” sake as o veference, not
pleasant read. The most efficient way to use
this ehapter, therefore, s to sean the formu-
Las, lists, anel tubles righe now. The formulas
list the Tactors {huildings. weeain, ere ! tha
affecr gold, mana. production, ete. in weity.
You don't need to understand or analyze the
formulas o nuse the infermation they containg
just look for the things that you ean use eis-
ily, for instance. the buildings and minerals
that inereaze your gold supply, il gold is your
higgest concern. Tahle 1, the end of
this chaprer summarizes all of the spells.
events and building effeets that impaet the
peonomie stare of vour vity. <o be sure 1o take
along gander at that when vou skim throngh
this chapter for the first time,

Master of Economiics

Building youe empire throngh expansion and
conquest of eities is o fundamental part of
Master of Magie. Cities provide moste of the
menns o resourees you draw upon to Ll
fighiing lorees unid vast spells. 1 nderstandd-
ing the game’s basie eenmomie Taeets iz essen-
tind 1o make the beat nse ol vonr resources,

Audl when vou've plaving at the higher diffis
culty levels where computer players get tong
af exrra resourees {see Chapier 28), vou'll haye
to mike every point readly count!

The City Limits
Fach eity denws on 21 nearby lund squares
for food, minerals. and production banw
These squares ave shown in the Gity sereen
ilusteated in Figure 15-1 and are koown
thronghont this book as its ity lmits. While
some squares {nmde and oecans) produce
nothing, must provide food, producton. o
some combination of both, The ||lllmdlmlm ;
rain Aypes are disenssecl, where approps E
in the following scetions. A complete wrein
analysiz is provided in Chaprer 14,

The Division of Labor

As vou know. the peaple in your towns are
|0-'|n|n-||;1< or |II'UI1III mg t'\f‘l‘}lllillg
food, production poinis { |'|' _ man, il s
peseirel—all of which wre necessary far bﬂiﬂ':
ing vour empire, Not every |m|n|||umupnilk
(e 1000 pesidents) is ||n|||u\'|'ll oy
.-ullu' are farmers, somie wree W'll‘]uﬂl‘&, W‘lﬂl
others are nseless rebels, L

provided wrrhln its city limits. These are. lh!
unshadled land squares on the upper righhr
corner of the City screen,

%
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Those Who Must Farm

o Master of Magie. the minimum number of

ﬂ'l]llil't'll o support i LOWIS ]u‘np]v'
ustered on the left side of the Population

ow i the City sereen. The farmers eannor be

chunged into workers. How 1o calenlare the
mninimun nimber of farmers necessiey 1o feed
the town is deseribed in the formula box on
this page.

The number of farmers required o sup-
port the local populace ean be determined
from three factors: eity population. the amonnt
ol food produced by bath buildings and wild
game, und how much food each farmer can
lurvest, Because each citizen cats one food
per turn, an amonnt of food at least equal o
the city's population must be produced, or
SEArVALion ensues

Farmers Versus Workers

Bevond the required number of farmers, all
non-tebiels can either be workers or fnrmers,
Workers generate production points (PPs)
which are necessary for building eity strue-
tures and unirs, Workers also inceease the yielid
when eities produce trade goods or honsing,
Furmers do contribute slightly o the produe-
tion points of a city but are primarily used to
mike the exeen food required o support
Lroaps.

Global Food Comncerns (That Won't End
Worlo Hunger)

The proportion of farmers and workers should
b viewed in two ways: ona pereity basis and
on nglobal basis. The global comeern is the
total numbier of farmers vou need o main-
tain a positive net food production {as shown
o the right side of the Main Movement
sereen ). You must have enough food 10 sup-
port your troops ples o bulfer in case one of
vour cities is congquered by an enemy that tum,
Lack of a buffer could mean that vou'll lose
troops! (Yo won't get an opportmity to dis-
band troops or readjust vour food supply when
your food supply drops deastically from the
loss of noeity; instend, the game awomatically
dishands your most recently nequired troops
firsi.)

@&
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Local Foobd Concerns

On o per eity basis the number ol Tarmers
and workers should he adjusted so that. after
considering the global stuation, vou can op-
timize the vate ot which huildings, teoops,
housing. or trade goods are produeed. For
example, vou may want o aceelerate produe-
tion of o partienlar builiding or noit e eiry.
Converting as miny of your peaple there it
workers as possible will ensure the speedies
prroduetion (short of huying i},

Such adjustments might reguire v to con-
vert extra workers inother cities mio furmers
to maintain a positive et food sapply. Simi-
fuely. making the most of trade goods and
houging seftings ar u ciry requires misinmiz:
ing the number of workers there.

5

Optimizing Necded Food

and Resowrce Production

You do not necessurily need e convert afl of
vonr extra citizens (o workers 1o produce a
building or unit as quickly as possible, Here,
yvou should experitment o litthe, Yon may find
that having one or two Fewer workers lets you
prrodues the desived itern i the same amotint
of time. Thus, vou waste fewer resourees from
averspendivgg 1o bl thar iten, (10 ot like
those overspent resonrces are converted to gold
or applied (0 your next constrnetion project;
they re siply losi.)

Feonomizing with your workers in this wiy
can give o city extrn farmers wha e ool
needed as workers 1o produce the iem heing
built there. This will deerease the need o re-
adjust the Tarmer/worker vatios in other vit-
ies. Tewill also provide extea food. which gets
converted into gold income (see later seetion;,

With Production {ard Hsmor),

Timsing Is Everything

On ovcasion, vou may even wapd e slow down
prroduetion of units or bnildings! For example.
you may have o ciry that iz devoted 1o pro-
dueing Dark EICnighvoare unics. Eaelonigh-

mare produced is expensive 1o itain,
Theeefore, you may want o modeeate the
ar which vou make these units so thut
overall cconomie sitnation can grow o
thie gold and food demands of vour exy

g army,

Let Themt Ear Gold
There may also be times {when money s
thit vou wish to produce o slight «
food. ‘This is beeanse surplus food
verted 1o golil For every two food
in vour ;,Iuiml surplus, one gold is
that turn’s income. This surplus may
the difference between running at 4 d!ﬂﬂflb
not.
At the end ol o game tarm, tlm"lhﬂ“fa
adjust the nunber of furmers and workers
dilferent cities is a powerful 1ool, Certa
is ome of the best for fine tuning the ceon
well-lieing of vour empire.

Rebels

Rebels are the non-productive me
sowiety. Living well on Suate welfare, the
sume fond like other populition points da, v
they produce neither gold nor praduct

points in etaen. Rehels are gt-nemied-'
rily Dy two things: taxes and resentmen

Fween races, §

Rebels and Taxation
Fhe tax rare, which is set at one gald
son ar the beginning of each game,
out of every five population points
Higher tax rates result in more rebels,
lower rtes deerease their numbers. Table
r"l'l“’ III'I\\ s i I'll\ ||l(°-r“ll.'“3$ II'I 10
new rebels will be ereated hused on the
vailing tus rate. (The mo gold per p
is exeluded from 1lua table <inee it is impi
tical 1o produce no galel.

%
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ble 15.1 Number of Rebels Caused by Taxation

0.5 Gold 1.0 Gold 1.5 Gold 2.0 Gold 2.5 Gold 3.0 Gold
10% Unrost 20% Unrest 30% Unrest 45% Unrest 60% Unrest 75% Unrest

) 0 0 0 0 0 0
2 0 0 0 0 1 1
3 0 0 0 ] 1 2
4 0 i} 1 1 2 3
=5 0 1 1 2 3 3
) 0 1 1 2 3 4
7 1] 1 2 3 4 5
8 0 1 2 3 4 6
9 0 1 2 4 5 6
| 1 2 3 4 4 7
1 2 3 4 b 8
1 2 3 5 7 9
1 2 3 5 7 9

1 2 4 6 8 10

1 3 4 [ 9 m

1 - 4 4 9 12

1 3 5 7 10 12

1 3 5 B 10 13

1 3 5 B 1M 14

] A 3 7 12 15

2 4 & " 12 15

2 q ] 2 13 16

2 a b 10 13 ik

2 a 7 10 14 18

2 5 7 n 15 18

bele and Conguest

Qﬁllw primary rebel rowser is o einvs ra-
sion. The race of the city where vour
tohanted Forteess resides i viewed as vour
phce, Ay city you conguer thitt i
abited by a different roce may experience
) li]l.lm‘l*ll due to the races” innate mistrost
wrhatred of each other.

—&simlly. mm'lu!ri:lg another ('il)' pener-
Al endomaltic pereentage of rebels rang-
a [rom 0 to 40 percent. (These rebels are
to any generated throngh taxation. )
umber is alwavs zero if the inhabirting
the same ns the conquering race,
‘Tilm.-xm armount of unrest cremted Ly con-
g i different race’s city depends on both

your |ll"tll|ill‘)‘ race andd the l'l!ll(]ll{'l’l‘l{ i,
Table 15.2 shows the automatic percentage
ol rebels ereated under each possible
condition,

Rebels Added Through
Malevolent Means
Besides tnxation and racial tension, a number
ol spells and random events can direetly gen-
erate extrn rebels (these are listed in Table
1511 ar the el of the chaprer),

lo compound matters, many spells amd
evenrs can ndirectly inerease the nmber of
rebels ina ity This oceurs when such spells
destroy garvisaned rroops and religions huild-

(L
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Table 15.2 Automatic Unrest Levels From Interracial Tension

Interracial rebel Increase = value (below) x 10% of the city’s population.

Canguering
Half

Conquered Racas

Race Nomad HiMen Gnell B,

s Lizard Beast Drac Troll

H-ENf Dwarf Klack

Half

o

1 1 Q 0 2

Nomad

HiMen

Groll

Bars

Ores

Lizard

Brast

Drac

Tioll

H-Ell

Dwarf

Klack

Riln|olalsla|lwlajolol—-|lalo|o

arb  Orc
1 o
(1} o
1 o
1 0
a ]
Q 4]
1 1
1 1
1 1
1 a
1 E]
1 3
2 2
1 2

NiN|O|IO|Oj=l—|C|Si—=|D|S|S
LI A R =0 =t B el Bl o B Bl e &1 L
wiNn|=l=lo|aslols|lc]s|lo]l=]=le
il =|=|=|=l=la|=l=|=|=]|=lc

Dx EN

LRI RN R T =0 el B el = e

Dl Elf
2
2
2
2
1
2
2
b
2
= |
Fl
>
2
a

il siniolp] == ===
winlas|lwlolmiwl=lol=|cole]=
slnlwlaolw|slnl=|lw < -lo|lolo
winlolw|ajpminl=lwl=lsiclo
mlalmialmalmiraiolralrolserln

Tostal T 9 0 " 12 13 14

This table lists the races from the best loved {the Halflings) to the most despised (the Dark Elves).
based on the total number of rebels they generate when conguering or being conquared by al
Netice that, except for Klackons and High Elves, all of the unfriendliest races are Myrran {something to

when choosing your starting race),

Racial tension is a constant between two races. Regardless of which is the conqueri
always generate the same absalute unrest level. Remember, the numbers shown are multipiled by 10 pe
determine the added percentage of rebels in conquered cities. 5o a tension level of four will cause an

a0 percent of a city's population to rebel

18 18 20 21 Ze 126y

race, the two

g, s eliminating their calming effecis on
a ity (see Table 15.11)

Calm Down. You Wascally Webcels!

The aetual purest level fnoa ciny depends nos
only on the Tuetors dat inerease e number
of wehiels, ot alaw on the factors than deceease
them. Sore huildings exerr pacifving effecrs
on the Toeal population, Religious institn-
nons—slrines. temples. parthenons, and ca-
thedrals—all decrease the wnrest level Iy one

pebiel, s doanimisey guilds, The presenee of

anornele i the ity wall decrease its unrest
level by two rebels.

Soldiers. oo, will keep the i
poplace quiet. Non-fantastie (ie.,
moned | it ina eity will decrease
her of rehels by one per two units.
ity garrison may holdd up (o nine w
aximnom ol four rebels enn be e
full garvison of eight or nine oo
{Note, fantastic units won't eahn
Lawe. ag their presence is unsettling ar
ing in equal parts.)

The wizard skills Infernnl Power.
vine Power inerease: the effectiveness
religions buildings, raising the num
rebels they calm Iy 50 pereent. (i
istence of hoth o chrine and wnple §

%
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.| ctthin theee cebels instend of twi, while wll
o builddings will calin six rebels ingstead
ur}. See “iilllrll'l + lor tips o selecting
s wizard skills,

Therr are also spells thit decrease the nume
ol rebels in cities, They are summarized
Jable 15,01 ot the end of the chapier,

- Finally, the green iy enchantment Move
Mms [Imvnl-ﬂ aume attention. By using it
mve your Enchanted Fortress o o new
with o different race, vou can alier the
stlevels inmany or all of vour eities! Tuble
shows whint vaces will prochice less re
hell on i your empice if vour Enclumied For-
is placed in one of their eities,
ample, you plmost always want to move your
Enchanted Fortress from o Dark L or
nekon city to one ocenpied by Halllings or
' sniicls. Just 1o ease racial tensions:

Fuor ex-

- Netting a Fev Rebels
e the Tallowing formula 1o determine the
Cnmnbier of rebiels in any city, Spell effects are
lwl included in this equation

the effects of any wizard skilfs or

Racial Limitations on

Relbel Suppression

I s mportant (o note that some structires
carnor be built by certuin races. For example,
the Klackons cannot build temples and. thus.
citnmon build parthenons. cathedeals. animist’s
:_{llih|:i. ar oracles either, ns 1|ll'§' re r||| linked!
Pherelore, the Klackons can only builid shrines
or normal unit gareisons 1w help them limi
their urban unrest leyels, Formumately for the
Klackons, they have a e mentality, When
Klnekons inhabit a players Eonchanted For-
tress wity. all Klackon cities owned by that
wizarid lave their nnrest level redueed by 2

Basically, then, cacl raee has its own lim-
ited ability 1o deal with rebiels, This ability is
the fixed number of vebels that can be quelled
via garvisons (up 1o four) and the inberent
building lmitations of that raee, Table 15,3
summarizes this information, showing how
many rebels ench rnee can pacily through
biilding nodd gareison construction.

Table 154 clearly illustrates thar some
races are totrinsically: berter abde o haoadle
vebels than others, This table is hased on cach
vace s ability to redoee nnrest with a full ciry
garrison, having erceted all unrest-gquelling
buildings they can.

Taxing Rebels’ Racial Variables

Table 154 below, eombines the information
in Table 153 with the different races’ abili-
ties 1o handle unrest levels ar the two most
The informuation it
preseits s based upon a fully huili-up ciry,
luving o population of 25, with w column for
twa different rax rates: one gold per person
andl one and one-hall golid per person.

cotmmon tnxation leyels,

The potential norest level inoa raee’s city
depends on whether it is the primary race lor
its owner or o conguered race, The range of
potential worest for o given ree is indicated
at both tax vates and is determined by the
extent towhich that particular rnee gets aling
with other roees,

&
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Tabie 15.3 Racial Rebel Suppression Maximums

Race Unrest Reduced by Buildings Total Unrest Reduced with
a Full Garrison Included”

Beastmen 7 1Al

Draconians 7 11

High Men 7 ]

Nomads 7 1"

Orcs 7 "

Dark Elves b 10

Trolls 5 9

Halflings 4 8

Barbarian 3 7

High Elves 3 7

Dwarves 2 [

Gnalls 4 b

Lizardmen 2 t

Klackons 1(37) 57

*The maximum amount of unrest, in terms of number of rebels, that can be decreased using all avallable
buildings and a garrisan size of eight or nine normal units (including heroes). _
**If a player's Enchanted Fortress city is occupied by Klackons, the numbar of rebels in each of that players

Klackon cities is reduced by two.

For example, Dark Elves automatically gen-
erare o H) percent level of rebellion i they
have comquered or heen conguered by High
Flves. So, ata tax rate of one gold per person,
a 25-person eity of Dark Elves will minimally
generate five rebels (cue @ the 20 percent
rebel production ot this tax ratey see lable
15.1). 18 this Dark I ¢ity has been conquered
by High Elves. that namber is increased by
40 pereent of the toml popalicion due toin-
terracial tensions {see Table 15.2): 50, there
would be 15 rebels in this ety {ouchl),

In addition 1o providing the range of po-
rential norest for each race’s cicies, Table 15,4
shows how muny rebels per city can be paci-

in the city and the number that can i
fiedd, the netexpected nirest levels in fuuf
cities Tor each race are shown.
The lesson demonstrared in Table |
that some races are ill-equipped o doud
high rates of internal rebellion. Dwarves,
Elves. Klackons, High Elyes, Lix
Trolls, and Guolls are particularly
handling excessive unrest. Barb
Halllings, and Ores may find their gk
deal with unrest strained ar higher s

%
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le 15.4 Race-Dependent Rebels Produced at Different Tax Rates

City size = 25 population {the maximurm)

The 20% Less the Equals the The 30% Less the Equals the
{1 gold/person) Maximum # of  Net Unrest (1.5 gold/person)  Maximum ¥ of  Net Unrest
Tax Rate Robels Calmed  Lavel in Tax Rate Rebels Calmed  Level in
Rebel Range* (Table 15.3) Rebals** Rebel Range” (Tabla 15.3) Rebels**
510 7 03 712 7 0-5

5-10 1 a 112 11 a1

5-15 1¢ a-5 17 10 07

510 n 4] 7-12 1 01

5.15 & 0.9 717 & 111

510 & 0.4 712 & 1.6

510 8 Q-2 712 a 0.4

515 I -8 17 1) 010

510 n 0 712 1 01

510 5 Q.5 112 5 2.7

510 [ 0.4 7-12 & 1-6

510 " a 712 11 a1

512 " a1 715 1" 0.4

515 7 0-6 717 9 0-8

on a city population of 25 (tha maximum city size), The minimum number of rebels preduced is five at a

pur's primary race is Klackon, there is an automatic reduction of twa rebels.

e rest of the races, cither I|Iﬂu|g]l the alul-

 Realiry

important thing 1o nore in this section is
aruce’s altimate ability 0o .-qm-ll'h unrest
ittle to do with practical game play. Sel-
i a ciry’s economy fully oprimized. In-
cities are more often fonnd in various
of development, 1eis how yon deal with
during a city’s development thar really

Conaider that many of the buildings tha
suppress rebels vither are emd-stage structures
(requiring tany prevequisite buildings ) or are
- constming to baild themselves, They e
asually expensive (hoth o boild and main-
tain and, sometimes, they exert few benefits
bevand rebel pacification.

Also consider that supporting a normal unit
garrizon of vight or nine units inoa ity is -
practical. Unrest levels, partienlarly in eon-
quered cities, muy be high for long periods of
rine until thar city can build the shrines,
temples, or other buildings it needs {or il
vour eeonomy can support the more rapid

(1
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construction of buildings and garrisons nee-
vcesary 1o decrease their rebiel population ).

Finallyv. no matter what the rebel popula-
tion should be, a ity always maintains the
ninim numiber of farmers required o sup-
port its people (unless there's a famine, of
course], These subsistence farmers will never
rebel, This also means chat w eity can have o
rebel debt.

For example, your tax rate is set to 30 per-
cent and your Enchanted Fortress is ina Troll
city. You then conquer n Dwarven town. Thus,
vou generate H) pereent more rebels {in addi-
tion to the 30 percent from taxes) among the
Dwarves (see Table 15.2], Becanse it's a lom-
let with only thres Dwarven population points,
twor of them antomatically produce food 1o
provide subsistence level food for the city.
Therefure, only one rebel will appear when
vou conquer this herg, instead of the two rebels
vou should get from 70 pereent of the three
poplation points rebelling. When the popu-
lation grows (o four population points, a see-
ond rebiel will be born becanse the eity still
only needs two farmers o make the four re-
quired food wnirs (und tha city is still “owed”
a rebel), Ewvery time g new Dwarl comes into
heing in thae town, it will be tuened into o
subzistence farmer il more food is necessary
1o keep the eitizens alive or it will be tarned
into o rebel nntil irs rebel debr from taxation
and interraeinl nurest s paid in full (through
additional rebels or their suppression). De-
pending on the tax rate. there may be many
more rebels to ereate before a new Dwarf will
appear is a worker.

Note: [ o ety is garrisoned with at least
two normal units, the first vebel it produces
will he pacified and wened inwo a worker. It
will reof be tirned into a rebel even il more
are “owed.”

Population Growth
The key economic factor in Master of Magic
i the papulation size of eities. The more people

vou have, the mare units you can support and
thee more valuable irems you can produce,
masimum population of  city at o given si
depends on the quantity of food the s
ing Luneds can produce and the race I.nuﬂdins' 1
city. The Surveyor (I'1 key) states how n y
people the land around than site can su
(ronnding one-hall food np o the next
est whole population point ). Gertain buildis
namely the granary and farmer'’s market
aecessible to almost ol races and will iner
the mnximum mumber of people that
[IRIRETLS

Determining a City's
Maximum Size
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pitlation points (ie.. 25.000 citizens ). The
| llmwn,u eequation (i Iurmnln hox! for the
mim population for w particalar ey a1
given time i based on the squanres within

The Surveyor's information is ulways cur-
ol wln'n v lllll'l‘\ it .'||m|l1 1w osite, Im un

Iﬁmuy pmvllliul Iulildiu*_fa. In seldlition. |iu<
BULYEYOF (s UL0es the worst case for wilil gnme
g‘i]umul thit are two ApHICes Wiy Tromn thie
potentind eiry site (therefore, ivealealares their
ood value as one instead of two, as i those
quuu‘ﬂi will biee shared with anorher Iy

~ Squared shared with another ciry only con-
; te half of their resourees o each. Oner
Bl it o ciry, wodificarions 1 it maxinn
ijm_for having o gronary ond Garner’s mar-
et beeome included in the Surveyor s calen
Mations. Note thin ocenns, mountaing, Chaos
tindes, tundra, voleanoes, deserts, and cor-
mﬂl lands produce no food. They conrib-
e nothing o a city's maxinumn size.

Magic Effects on a
Cityy's Maxipsom Size
Thes maximum size of o city. then s dictated
b the wnount of foodd that can D prodoeed
"'Jnilallllml the Lunds -1||l'|um|t||n" i The utl|\
other things e coun infloenee a city's maxi-
S size ore spells or evenis that either
ae the total food production of the nvail-
hle fands or alter the land itself. These are
fll]'.!lﬁir:dm Table 0500 ot the end of Ihl'l'[!{lll‘
e all cases. wceiny's population. regaredless
o terening buildings. or spells,

eed 25 population poings.

CEHI DeVer oxe-

Table 15.5 Racial Growth
Rate Modifiers

Growth Rate

Race Modifier

Barbarians +20

Lizardmon +10

Beastman none

Halflings none

High Men none

Ores none
Draconians A0

Gnolls -10

Klackons 10 N
Nomads 10

Dark Elves -20

Dwarves -20 -
High Elves 20

Trolls 20

The number is that race's inherent increase (or
decrease) in population growth per city par turn

sitnie speed. Tabde 1505 shows low the riees

JifTer in their rite of popalarion growtl.

Besides depending o its maximmm poten-
tal size a city's growth rate also depends on
whetlier its citizens are producing honsing,
The following ecuution summarizes the lie-
tors relevin Tor determining the populntion
prowth e of o eiry:

Az eomseguence of the nbove formula. thi
popubation srowth raee will be some muleple
of 1 {witleevery 10 points equivalent o one
prercent of o eitizen, such as o worker or fnrmer
populition point). This is the number of
preopde Caned we ase e ternn loosely ) i e
city grows by every ture Eacle eitizen in
city s Popalition row (e popmlition poine)
represents LOOO sl people.

I eflieer w growth eare of 100 means thai
i I rurens, che ey size will inerense by one
citizen | WU peaple x 10 = 10060 peaple = 1

&
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Formula for CIg_Growth Rats 2

: Bmﬂmﬂlm-{chy Maxirmium: §In+
:Cunw%sm«ﬁm{mw\dhg up)t

(Base Gromh R’ah X0}

o w*w Nty

30 if farmer's market

. Raciol Growth Modifier (see ’hhl! 1&5}
' Housing Eum tm bu!:Ml

ot

= ﬁopulnrcm Gmwﬂi rn numbers o! dﬁm 7 I
.rwr-dadduwn wmmmiﬁpﬂwo{‘lml i

Note, the Dnﬂ\ :pnll mrk Riunll ndum a _
city's final pnpuhﬁon growth by 25 percent,

pupulation paint}, W chie growth vaee is 200, it
takes five furns to suin another |u||mimm|l
point, et Every time anothier 100G people
v bisen adde o 1o the city, nnother charge-
per {farmer, worker, or rebel) nppears in the
Papulation row ol the Ciry sereci,

Making Morec Babics

Beyoud the alorementioned construetion ol o
granury, or farmers marker there are wiys
By whicl i ety s popolation grow il e miy
he inerensed. Specilically, they are;

& Cn=t the Narare spell Change Terruin, <o
thint the squares around a vity are converted
to more fertile types of land. This will ineevase

Bath the eity maximu size and the populas
tion gprowth race of the eity, .
& Soream ol Laf| is o white spell thar doy
the tavzet city's population grawth rat
that the Populution Beom event does th

thing. '

%




Chapter Fifteen: The ledger Domain

Af you set your

Table 15.6 Food Harvesting by Races

production 1o

st nddivional Animist’s Guilds No Animist's Guilds
”rpol:lp]t! will be No Animist's Guilds Eventually Harvest But Innate
dded o the cit Y's Always 2 Food/Farmer 3 Food/Farmaer 3 Food/Farmer
Iatinn grnwih Barbarians Beastmen Halflings
Im,rdjng 1o the Dwarves Diark Elves
Howing formula z"'o‘:’ ﬁ_’“;oé}"ﬂns
0 ACKDNG 1q Vs
90 page 4 Lizardmen High Men
Nomads
Orcs
Trolls

on u city ean't feed all of it population
poines (sndden land corruption, the Death
sell Famine, or if the ending of o Cain's Bliss-
spell has left more people in that city than
Tood production can support ). instead of
vth rate it has o death rate- For every unit
[food the city is shor of producing. the death
rises by <50 people per tuen. {Negative
is shown on the Gity sereen as hlack
ul.) As the population drops (o helow
10005, another population point dis-
peiTs,

When o aity is under the eflvers of a Pesti-
spell, o full population poine miglh die
e il the city's present population i
then the vesult of a d 10 (see Chapter 9).

ing the Masscs

ng of food, know that it has theee im-
1 RTETEH

Bupporting a city’s population poins.
nglpporling your empire’s normal unirs,
Enmingemn gold from the sale of surplus
players gain one gold for every rwo sur-
od praduced that tuen).

The computer always sets azide the mini-
mum number of farmers required o feed o
lar city, They are antomatically sepu-
ated from the rest of its population as indi-
d by their placement to the left of o break
l&t-dt}"ﬁ Population row. You. however. are

ponsibile for ensuring that there are enongh

farters o produce the additional Tood neees-
BUFY L0 feinel your lroops,

Faod comes [rom the lands surronnding o
city aned from special stractures buile ac that
city, specifically: a granary, lurmer’s market,
and forester’s guild. The toral Toad that can
b produced on the basis of a city's lands and
buildings directly derermines the maximum
population that the ciry can hold (see the City
Maximum Size equation in earlier section ),

By Bread Alone:
The Food Harvesting Rate
While the amount of food that a city site can
produce to support its cirizens may he con-
stant, the rate at which the Tood can be har-
vested will vary based on the city's vace and
development, Most ordinary furmers can only
harvest two food each per game turn, Only
Halllings ¢an harvest more. Each Halfling
farmer harveats three food per game tarm.
several races ean eventually inerease the
efficieney of their farmers by building
animist s goilds, These allow the cievs farm-
ers 1o harvest three food cach per turm, Table
150 summarizes which races can build
aminist s guilils and harvest at the rare of three
fond per Tarmer per turn.

The rate at which a ciry’s farmers harvest
lood ean affect the city's production rate. The
lewer the citizens that have w be devoted 1o
furming, the more that are left 1o serve as

&
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workers and increase the eiy's production
point output. The capability 1o free firmers
for other forms of productive labor is part of
what makes building o granary, farmer’s mar-
ket, and forester’s guild so valuable. These
buildings not only inerease the city's maxi-
i size by allowing it o support more
peaple, they also produee foodl Tor Tree (e,
without requiring any formers ).

The Failure of Agribusiness:
Dirmmsinishing Harvest Returns

Onee aoeity is producing an amoun! of food
equal to that required to support its maximum
populition fwhether ie lus grown o ils miaxi-
. population level or noty any surplus
farming in that viry vields only half the food
that it ordinarily would (ronnding down any
adid unit of food]. At this point, aceording o
designer Steve Barcia, “the lnd is being over-
worked anid the Tarmers [t thar eity ] baye
veacherd a poine of diminishing returns,”

For example. a city ean support only 10
Halflings. {Hey, it was built on o criminy site. )
If five of the HalMings nre farmers, with each
producing three food. the city does qof pro-
duee 15 food. Instead. it produces only 12
Becanse the Tive surplus food praduetion be-
vond that needed to Feed the city” misimum
population of 10 gets Balved and rounded
|]||“'II.

Production Points (PPs)

The worker ainl, ta legser degree, farmer
population points generate the production
points (symbolized by pick nd shovel icons
and abbreviated here as “PPs7) necessary 1o
comstrnet buildings. troops. trade goods, and
housing at 1 eity. 'The total production points
ol u city is modified by the ciry's buildings
and surronnding terrain,

The base production generated by o city
depends on i division of lubor. Rebels, of
course, produce nothing, All farmers gener-
ate half 4 production point per e, Exeept

nen: Dwaeven and Klackon workers con
ute three. See Tormula hox nbove for the
tion sunnmarizing the contributions o
production,

Raising Your PP (Enhancing
Production Point Output) ,
Sawmills, forester’s guilds, miner's guilds, o
pechanician’s guilds inerease o city's.
Various tereain types cdeso, as well Allof
1 modifiers are added together before 1
cumnlative effeets ave applied on the
Production Poines, described in the pre
ing formula. This means that the nod
don't mlriply cach other like compound
ferest. bty in o sense, muldply thensely
independently by the Base Production
ity generates (which is roe for most ol
ineome enhaneement equations in Master
Magie. by the way), i

The equation on page 199 describes.

the total production For a ety is calenlated.

Klackons, Dig: An Analysis of
Prodwuctivity by Race

T s np, the PPs o city generates de
upon the number of workers Cand, 1o de
extent, farmers) in it types of buildin
porting nerensed produetion, and lﬁl,!'
pace. 1t is fmportang 1o consider that
vaces st devote a greater |'lmpl.1l'ﬁi'lll
citizens to forming than others heeiise

%




y has a sawmill
hiis a forester's quild
ty has & miners guild
ity has & mechanician’s guild
fall the city's terrain
’ bonum“

generated in that city

ain Production Bonus

) 5 ar0 thase surrounding squares
city uses to support its local economy
ra-15-1),

NBte thas aftor the Total Production Points
, the linal value is truncated
ction is dropped, so the value is
own to the nearest whole

example, 4 city with a Base Produc-
saven only has a sawmill contributing
sraghictivity. That sawmill will only sdd
1o the totall This is because 25

of 7.1s.1.78 which, when truncatad,
all the way down 1o one.

Chapter Fifteen: The ledger Domain

cantol hiild aninmsty guilils woinerease theire
food harvesting rates

“llll’r FOCUS CRUIEM COmstriet o or o
ol the building types thae provide producrion
Bommaes. Sinee both the harvesting rane and
the praduction bonuses generared Trom build-
ings have wsigni Geant impaet on the prodine-
tivity ol dillerent races, we hive analyzel
them leres Table 157 provides our view of
the relarive productivies of Mester of Meagic's
ditferent races

Magic Effects on

Production Points

\ ey s production level ean he alfeered i
rectly or indireetly by spells and random
everts. lndiveet ellecis on pr'mhn'fi\il) e
l'\l'l‘ll‘tl ll_\'.

& Spell= that lower or inerease the popala-
ton size ol o oeity,

B Spells thae ean desteoy the Boaldings thag
erense city produetivity,

a .“\llr'”‘é I||J|1 (TN 1hwl|nl\ 1|'n(||N (1] f'ill\ &“ni-
risons can anevease He vebiel population. de-
ercasing production levels,

& spells thar ehunge the muber of rebels
can nerease or deerease the number of work-
ers ey,

& Spells thanaleer wrrmin can inerease or de-
crease the productiviey honuses feon the linds
steromnding the vaty

Table 1300 anthe end af the chaper lisis all
the spells and vandom evenrs that ean direetly
o imdlivectly alvee produetivity i a ey

Throwing Money at the

Problem: Using Gold to
Supplement Production

Procuctivity levels nlone do not determine how
auickly a vty can bild commething, Master of
Meegre's ~Galdlen Rule s 1 vou hiave the golil
vou ean alwave apt o speed np vour produe-

&




Master of Magic: The Official Strategy Guide

Table 15.7 Relative Productivity of Each Race

Relative Productivity Level*
Excellent Good Passable Poor Embarrassing
Beastmen Dwvarves Barbarians Trolls Lizardmen
Dark Elves Draconians Gnolls
High Elves Halflings
High Men
Klackons
Nomads
Orcs

“The relative productivity is based on all races having cities:

1. of equal size;

2. with the minimum number of farmers required to feed that city tand, hence, the maximum number of

workers available);

3. that have built all the relevant production enhancing bulldings available to that race (i.e., sawmill, forester's
quild, miner's guild, mechanician’s guild, and animist’s quild).

Note that the least productive race is the Lizardmen, They can't build sawmills, forestar’s quilds, minet’s guﬁlu

mechanician’s quilds, or animist’s guilds, Ack!

tion by simply buying the building or unit yon
want,

The cost of buying something imstead of
Building it depends on how many production
points have aleeady gone into making a given
building or unic 17 you tey 1o buy something
from serateh. it costs considerably more gald
per unspent PP for that item than if vou had
already accnmuluted PPy for is purchuse,
specifically, bying something from serateh
(with no PPs currently myested in its pur-
chase). costs four gold times that item's PI
cost. A it that would normally cost 00 Py
would cost vou 240 gold i you ordered it now
for delivery next turm,

I'his premivnm an the gold required w conme
plete annitem drops the closer the item ges (o
completion vin normal production means (i,
e PPs are investesd inits purehise over time)
specifically, if more than none and leas than
half of the item’s PP oeost iz already invested
i its purchuse, it will cost three gold per re-

maining PP to buy the iten, If half or more 0
the item’s PP cost is already invested. the pre
mium on gold iz only two per PP cost renn
ing [or that item. The moral? [t's cheaper
fo rush things: even investing one mms wo
of productivn before purchasing an item
save vou a fortune in gold.

For example, the same 60 PP iem |
bought from serateh. would cost you 240
would he much eheaper if vou waited ¢
one turn before purchasing it Let’s say
city only generated a single PP toward its)
chase, The priee in gold for it purchase di
from 240 to 177 {59 is the amount of
recquired o complete the item. times th
wold premium multiplier when the it
more than none and less than half pn.idﬂ.ﬁ
PPs). A considerable saving of gold for s i
furn’s wait!
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ount Purchases
Minerals

Jata discount because ol their proxim-
1o conl and iron deposits, These mines de-
e ihe 'n‘()\'h“'lillll iala ||f sl !I(Frl““l

}'. uam- g the rate ar w Im || Ui e
i huﬂi. Miner's guilds inerense honuses from
these deposits by S0 pereent, and Dwarves get
doubile the praduction bonuses from all spe-
vl deposits, including conl ard iron. Better
till, these deposits can exert camulative ef-
s, allowing a maximum discount of 50
ot for the boilding of new unis.

Hint: Build cities near multiple coal uued
on deposits whenever possible and make
[ﬂllﬂll vour soledicr frctorios. When they have
Cenough hesvy metal playing in their hack-
'Iu:ld, these cities can crank ot new s

lgie power. or mana, is your \\mml s hife
lw:l and puts the “Magic™ |
gt Lsed o cast spells dhat summon pow-
ereatures, enhance vour troops and cit-
s, ur harm YOUr enenimes, manl i5 an indis-
msuble ool for winning this wame. Mana

‘;ﬁpr:ﬂ of Mastery {although vou will suill
l Anane 'rllll'l"l ({1 lll'rl'llll }Il"" l'llll'il'l'

hout play ).

Game Set-\Up

gic” Dutton

ey er vou start w game, you can deline
magte sefting, This magic setiing governs
'slmnglll ol magie nodes (e, the smonmt
nuti they produce | Stronger nodes (an the
verlul serting) are ocenpivd by more dan-
aig creafures. bur yield 5O pereent more
AL the weak serting. maggic nodes will
e oecupivd by celatively easier imonsters angd
gield 50 pereent less mana to o control-

1 Master of

ling wizard, The magic setting. then, deter-
mines the preminm placed on oceupying
miagic nodes for that partcular game. The
relative importance ol eity sources of mana
(huildings, eern
anid mineral deposits] will chamge in opposi-
tion o the strength of that game’s magic nodes,

Maniais notonly wsed 1o cast spellss i also
contributes to the speed at which the wizard's
spell-casting skill improves. determines how
iuickly i wizard's researching efforts progress,
and can be converted into gold through
alehemy.

vraees population pains,

Mana From Heaven:

Imcome Sources

Maon comes Trom urban sourees, including
the population points of magical vaces wnd o
city’s specinl mineral deposios and religions
buildings, in additon (o magie oodes, There
is almost nothing thar affecrs all sources of
mana, save Il(lr a |||'\'nn’"““i||]l evenl I.'i""l'll
Maia SEhort {see Ghapter 26,

Urban Sources of Mana

Your urban mana production i= going 1o e
ped on some ol the carliest decisions you
ke in the game: the skills vour wizard picks
aned the race vou chioose fo lead. Aerwird.
vour ongoing urhan development schieme and
choices for new eity sites will profoundly in-
Muence vour wrbin mnna produetion. The for-
miela for total mana praducerion from i einy is
shown on page 202,

I you chionse Myrran us a wizard skill
the beginning of the game, vour initial city
Land Enchanted Fortress, therelore] will he
sitnated v Myrror, Note the additional five
g production i tle formula for an -
chanted Fortress located on Myrror.

A Myrran may also seleet from among aff
the plaver races o starn the game, including
many special raees that aee of @ magical na-
ture, 'These eoevs, as listed in the formola bos
below. contribinte woset gmount of g per
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Formula for City
_ :Mum Producﬁon

=3Hk 'l wmnﬂmnkchonnambogimlngd"

. +sﬂmmmd~.ﬁomhuum
Mparmfkmfpapmﬂonpﬁnt 3
+1/2 per Baastman, Draconian, or High EIf

popdutlmpcsmﬂmmdud dewin, par city)

: +1paﬂw%m’
+2p|rwnplﬂ
+ 3 per parthenon®
+ 4 per cathedral*
%3p¢rddmmﬂ'sgdkl
-~ 3 per wizard's guild**
+Swmaym|dopm§t

4 3 per quork deposit _
+2poradsmﬁurndnpodt"*

& 1 per mithril deposit***

= City Mana Production

*fo build up ta a cathedral, a city must have
built a shrine, temple; and parthenon first,

Between oll of these four religious institutions,

therefare, a ety would recewe +10 mans per
turn !raugH)rﬂw mgesmngth of a nedel.

**Although 8 wizarcl's guild costs three mana
and Mgﬁdm:mhﬁm it glves eight

résaarch points and is, therafare, worth
“building In most mn.

‘-'*.r.t?fmww double the mana from
 adamantium, mithril, crysx, and quork

‘Note that the presence of a miner’s guild will
incrense the mana production from spml;l
deposits by 50 percent.

lnuiulluliuu Fmilll every gune . The rltll!
Arcanion vace with this magical propery is

the 1 hieh Elves,

They Think They're Magic: A Comparison of
Urban Mana Production by Race

Besides inherent mogic production, vou will
have noticed that raees also differ in thebe
ahilities to bdld the institutions that pmvidt"
mang. Based on the mina-generuting build:
(RE available o each rnee, ns well as llll.'if
inhereno muna pl'mhu‘linn m[ml)ilil'il'.-:. Tikile
158 ranks all races in terms their abiliy 1o
generate wrhan mana in support of a wizarids
CHnSe.

Mo’ Mana, Please: Urban Mana
Probuiction Enhiancements

A city’s raee also has wn indiveet effect on mang
production in that some races can Lol
miner’s guilids, These provide a 50 pereent
bonis onany special mineral deposits. inehids
ing those producing magice power. The anly.
ruees thit cannot take advantage of this ae
the Lizardmen and "Trolls,

The amonnt of 0 city's mann production i
also alfeeted by whether your wizard has Dis
vine Power or Inferoal Power ns o skill, These
skills inerease the tetal mamn production fom.
religions nstitations (e, shrines, lt'mplu!.
parthenons, and cathedrals) in o wizard's rit-
ies by 50 pereent, Note that the Denth spen
Dark Ritnals doubles the mana production
from these builidings. A combination tlfﬂqu
Rituals and Infernal Power will epfe the mana
production from w eitys religions Imillling;!:

Magic and Vrban Mana Production

Many spells and rundom events can direetly
ar indirectly alfeet the amount of maia pros

duced by vour eities. Indireet changes i ming
production ocenr when terrain squares with

mineral deposits ave altered: when hlli'lﬁng ;
thae generate mana sre destroyed: and when

nagie-produeing denizens of w ity are killed.
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le 15.8 Relative City Mana Production of Each Race

Retative City

Mana Productivity Level*

Good Not So Good Execrable

Pto 13 {exactly é {(Tta 3

mana/turn) mana/turn} mana/turn)
o Barbarians Dwarves Gnalls
Elves Halflings Klackons
oniang High Elves Lizardmen

High Men

Nomads

Ores

Tralls

productian levels are based on;

pells and events that alter urban mana peo-
tietion are listed in Table 15001 ar the end of

tndes that have been captored and
d with & magic or guardian cpirit are
1 sourees of mana. especially: when
pregame sething is ar normal or power-
The game’s magic sening determines the
ntaf muna genevated by all nodes.

At the normal serting, nodes on Areanus
pmchice fram 5 o 1Y mana per e, and those
'Mym)r produce from 10 10 20 mana per
o fuen At the weak mugie seting, all
ees procuce half as mueh mana, while
werlul setting they produee 50 percen
e muna (with thar node’s el roundid
in both coses), This wou't alfeet the
il numiber of squares eovered by a node’s
ctedd area o aura (as shown by the pwin-
lights in that node’s conteolling player’s
Instead. each such square only pro-

duees 1/2, 1, or 1 1/2 mann on the weak,
normal, and powerful levels, respectively,

1 Nobe Dat! (Nobe Wizard Skills)

Other pre-game choices determine how much
actual marna von can draw from nodes, Chiaos
Maarery. Natore Mastery. and Sorcery Mas-
tery allow you 1o deaw dlouble the mana from
captured nodes of the corresponding magic
rype. Node Mastery lets vou make exeeptional
use of all nodes. ullnwmsz vou 1o draw double
the mana from each, I you have both Nude
Mastery and one of vither Chaos, Nature, or
Surcery Mustery and capture a node of the
corresponding color, its mana income 1 vou
is r‘.f.rmr."t'upff'rf.

Bevause nodes are o conatarit, valuable
soree of mana. make it a high priority 1o cap-
ture a few nodes during the carly stages of o
game. Gaprured nodes should be quickly
melded 10 magie spirits or for added safery,
guwardinn spirits. In nddicion, vou should gar-
rison them withi a parolled it or two. Com-
pruater plavers value nodes very highly, amd they

&
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will alrrays try 1o steal the nodes from yon il
they are not garrisoned.

Magic and Nobes
There are a few spells and events that can af-
fect nodes:

& Warp Node is a Death magic spell that per-
verts a node so that i draws five manp per
turn oad of the controlling wizard's mana re-
serve, rather than adding any mana o it

& Conjunctions ure celestinl evens thar in-
fluence the amount of mana produced by
nodes. Conjunctions always double the
amount of mana produced by nodes of corre-
sponding tvpe, while halving the mana pro-
duced by nodes of each different type.

Node-able Notes

Beeause nodes can be acquired by any player
and require no special eacial abilities 1o ac-
cess. they are extremely useful sources of
mana, especially for races that cannot gener-
ate large quantities of mana on their own {i.e..
Dwarves, Gnolls, Klackons, and Lizardmen ),
When playing as one of these races, be sure
place node acquisition high on your strutegy list!

Minding Your Manas:

Other Sowrces of Mana Production
There are a few other means to acemmulate
muna; through slehemy by the destraction of
magie artifacts, and by finding mann as rrea-
sure. The problem with these mana sonrees is
that they are not steady, per tirn sonrees of
mana tncome, As such. mana from these
sources cannot be allocated roward researeh-
ing spells or improving your spell-custing skill.
These supplemental mana sources only con-
tribute to vour mana reserve, allowing you
cast more costly spells and o maintain many
or more expensive enchantments for longer
periods of time.

Money I Magic:
Mana Production and Alchemy
Alchemy is the provess by which golil is cons
verted into reserve mand and viee versa, Une
less von have the Alchemy skill, this convers
sion will always be inefficient, resulting ina
loss of 50 pereent of the starting material. Wit
the Alehemy skill. gold and mana are s
miuted onu straight, one-lor-one hasis.
Unless vour whole game sirategy hingeson
waing alehemy 1o convert gold o ming (or
it to gold ). only employ the alehemy pqo-
cess undes desperate cirenmstanees, Such dess
perate tmes wouldl include when you sumd.
to lose eritical enchantrments, units, bl
or even cities throngh inadequate minn nrp]l |
maintenance. When vour gold supply o in
sufficient to maintain your units and build:
ings, extrn units will be dishanded by the coms
puter. sturting with the latest units you ae-
quired (i the lase in is the firse out), Also,
when vour mana reserves nre tapped oo, yoi
risk defeat in battle by being unable 1o project
magic there, soitis always good w hive so
defensive combint mummi in vour mana reserve,

The Anvil Chorus:

Mana From Broken Artifacts
Magic artilacts can be hroken on the anvil
the lems sereen. Breaking iverns is o fast
1o hoost vour mina reserves by deauding v
lieroes, This action is best left as a meeh
nigm ta ger rid of items that you no |
have voom to store. and even then it s
1o hreak the cheap studf fiest and try to h
on Lo yonr mare powerful magic itemns sy
heroes can nse thern as best they'ne bl

Crystal Light: Mana Crystals as Treasure
Fapecially ar the beginning of the game fan
during Mana Shoris). finding mona crvst
(1o reserve mans points lving around
by exploring and conquering lairs is a
while task. Being able 1o muinmin o few
tstie creatures carly in o game (even
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per tuen mana deficit, you can sill
eregtires for a time &f vou have suf-
reserves |, can really get the ball rolling
L .impnrtum early con uests.

g able to cost a few addditional Earth
&, for example, or summoning
dslined for o few turns so that you can
another continent. having additional
help you eaprure a newiral vity, eie.
productive uses for these hoosts from
o finds. Don't negleet this impor-
onree of mana, It may ke all the dif-
ce it the most important stage of the

1 beginning,

The wand marked “Mana” shows the
added o your reserves—ihe mana

ay for upkeep on enchantments and
e ereatures. The middle *Researeh™
s man gets converted into spell research
epresenting vour ongoing effort w
ew apells. Finally, the “Skill™ wand's
1 contributes to your wizard's effores o
e his or her spell-casting skill—deter-
g the rate at which you can contribure
spell casting and how much poten-
you, personully, can expend during

ul rendjust how muehi ol vour maua
gets allotted towards ench of these
e by readjusting the level of liquid in
ﬂli! three wands. Note that arlding or
¢ the mana going 1o one wand auto-
ly readjusts the amount in the other
! ?l'.}l] want 1o shift vour mana ratio be-
twvo of the three wands, click on the
atthe top of the wand whose imann

income ratio vou wani keep Fixed. How and
why you should adjust these ratios are dis-
cussed in the following seetions,

More Power! Your Mana Re-
serve and How to Increasce It

Your mana reserve is vour mann cheeking and
savings aceount rolled into one. Here is where
part ol vour mana income should go every
tuen Here i where the mana yon find i s,
release from artifoets, and convert Trom gold
gete deposited. Your mana reserve s from
where the mana comes for all your spellz: your
overland spells, combar spells, summonings,
creation of arifacts, snd maintenanee of eo-
chantments wnd fanasie ercarares. 1 is all
that you have in the world during o Maun
Short (o oy lor |'\'r-ryl||illg [rom vour ongi-
ing spells o future combar, In short. your
mut reserve s vour mana hank.

The abjeet is always to have enough mana
i reserve o (LAY Fow what Vol want o cast,
when you need to cast it Therefore, you wam
1O Zenernee o nel POSHIVE Iana neom (mean-
i the sum of the mana required tor apkeep
on fnntastic creatures and enchanmmenis is less
than the mana you are earning from all your
per turn sonrces: nodes, buildings, peaple. and
terring.

Anvihing. therelore, that increases your net
mana ineome: Node Mastery, Chaos Masiery.
Nature Mastery, Sovcery Mastery. and various
spells (such as Dack Rituals), will improve the
sondition ol your reserves. Keeping minn
npkeep eosts downg within reason. is also im-
portant. bt you do not want to be humpered
in your ohjectives. Clearly, vou should remove
enchanmments thar are no longer helplul {re-
movie n Water Walking spell Trom vour set-
tlers alter they enconnter dry land again. for
instance ). However. in s alwayvs hetter 1o in-
Crease your incore tather than decrease your
spell casting (o, sonnds like o politicinn’s
view the Tederal hudget ),

&
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Skills, Spells, and Your Mana Reserve
Aside from paying attention to the obvious
cquestion of income and costs, there wrew num-
her of wizard skills that can keep vour mann
reserves healthier, Channeler, Artificer. Con-
jurer. Mann Focusing. the Mastery skills
(Chaos, Nurure, and Sorvcery), and
Runemaster skills snve yon mana when vou
cast some or ull spells. One of the more usefnl
of these, for this purpose, is Mana Foensing,
It effectively gives vou o 20 pereent discount
on all -.pellu (e for every 80 mana placed
into your moma reserves, 100 monn are de-
posited there for future spell casting and muin-
tenance, see Ghapler 4], Channeler is also
extrerely ugelul in that it notonly eliminates
combat casting cost modifiers, but also lialyes
all spells” muintenance costs! In addition, ae-
auiring eight or more spell vanks in o particu-
lar magie tvpe will give vou discounts rang-
ing from 10 percent 1o 40 peccent, depending
on how many spell vanks you have, in the casi-
ing costs of spells of that rype.

There is one more wizanl skill thar can
SOMETNES PTOVE YOI Fani reserves. Clur-
ismatie allows o wizard 10 purchase magic
artifncts presented by merchants for a 50 per-
cent discount. Charismatie wizards gt the
sume amonnt of mana for breaking artifacts
s other wizards do (e, they get halfthe gold
value of the item hack in mana). even though
they only paid half the gold value of the item
in purchasing it, Therefore, such purchased
artifacts i broken, will yield donble the mana,
velative to the cost of the item, for Charismatic
wizards than for others {i.e.. they get back. in
mana. the full amount of gold they paid for
the item).

OF course, the size of your mana reserve
can he viewed ns o relative measurement. As
long as vour reserve is bigger than vour oppo-
nents’. you're in pretry good shape. To ad-
dress any imbalance i1 your relative mana
reserves, nse aspell ealled Deain Power This
Death spell {for those envious wizards amongst

you) dreains 10 10 200 mana from:
"Illlllnf‘“lﬂ IMann reserve, -]hﬂ( ‘h.ou-lﬂ L]
keep the halanee tipped in your favor..

Your Skill Level: The Great

Limiting Factor =
Your nwn spell-casting skill level is an impors
tant consideration, It determines the toral
amount of mana your wizard ean cast during

any combar (notineluding the distunes
fier penalty assessed for casting spelli in e
bt far from your Enchanted Fortress). 1t
determines how much mana you ean fu
into an overland spell during each gare
Basically, your skill level is vour personi
limit on how powerful o spell caster yoi
lie,

No Practice Necessary:
Iwiproving Your Skill Level
Your spell-casting skill improves as you
vert mana income into this skill acmrdhﬁ:
formula below. 1
Therefore, the more mana vou earn
curn, andd the more allocated (o improving y
skill level, the faster your wizard's spell-e
ing skill will inevease. Inaddidon o the th
thar inerease YOuUr mana ineome, ﬂlﬂ_m
other ways w improve vour spell cast

55
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wigind skill Archmage improves vooe
o increaze your spell easting skill by
it (for every two mana applied 1o
kil per tuen dheee mana poines
how up beneath your Skill wand and
aplied to improving vour spell skill}. An
e o starts with a 410 bonus to his

Hor purposes of casting overland spells (not
casting magic in combatl ), The maxinm
hition from such heroes is equal 1o vour
ent spell-casting skill, I, for example. you
a hiero with o spell skill of 23 a1 vour
nted Fortress, vou will e able o fun-
apadditional 1T mann per curn into enst-
overliunid H[II'“.-:.
¢ Death magic spell. Cruel Unminding.
dnprove a wizard's spell-casting skill vela-
that of his opponents. This spell per-
ty destroys 10 percent ol the ol
i that the targer wizard has invested into

Research: Looking It Up

spells cost a certain number of research
i before they are moved Trom vour ri-
list 10 vour spell hook and. therefore,
e availuble for casting, Three things go
'ylrlgﬂn‘ recquired researeh poines when
ruing a new spell; spell rescarch ihat is
d from special buildings sucl as librar-
i income that is diverted into research
orts. and any disconnis o wizard receives
researching some or all spells,

Formula for City Research
Point Production

+2 per library
+3 per sage’s guild
+5 per university
48 por wizard's guild
= City Research Point Production

Scrolls & Books: Research Points

The ml|} diveet souree of researels |mi|l|'- that
ir not subijeer 1o deving ap during o Mana
Short are those that come Trom buildings. A
l'il_\.'i contribution o research ponirs e be
caleulated by the formmilin ahove,

Need That Spell Fast! Investing
Mana in Spell Research
I addition to rescarel points comribined by
libearies and other institntions of learning.
mana iy also be allotied to spell research
Ohie vt becomes one research pnim.
as the muddle of vour three mana allocation
watnids on vonr Magic Sunmaey seveen shows,
Anything, then, thar alfects your mana in-
come, cither positively or negatively, will ex-
ert its proportional elfect on the speed by
whieh vou can veseareh new spells from un-
neling your mana income into spell resenreh,
Notall vaces van build all the institates of
higher learning. Foch eite helonging o Bar-
barians, Dwarves, Goolls, HnlMings, Klackons,
Lizardmen. and Trolls can. ulvimately, pro
duee no more than five researel pointe per
turn, Note that these snme ences also tend 1o
he the poorest mana prodicers, When play-
ing e spend more e concuering nodes
for mana production and Toeus more of vour
i on research. Also, vou had best piek
skills thar enhanee the availabsiliny of mang
or thar lower your rescareh costs,

&
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Study Shortcits:

Spell Research Dormuses

In addition to the direet contributions of both
spell-research points and manu income allor-
ted w spell research, vour skills and spell ranks
will further determine whether vou receive any
disconnts on spell research costs.

& Conjurer gives a 25 pereent disconnt on
research of summaoning spells.

& Chinos, Nature and Sorcery Mastery pro-
vide u discount of 15 percent on the research-
ing of new spells of the corresponding magic
realm.

& Runemaster gives o disconnt of 25 pereent
on learning Arcane magie spells.

&, Sage Master allows you to research all new
spells ar 25 percent less than the usual cost,
& Light or more spell ranks in a particular
magie realm entitles your wizard 0 o 10 10
40 pereent discount, depending on the num-
ber of spell ranks. in researching new spells
from that magie reali,

As you ean see, the choiees you mike when
constructing your own wizard have important
elfects on the .iqn'c'rl with whicl you learn new
spells,

One linal. bt important, contribution 1o
the rate ar which vou learn new spells con-
cerns heroes with the Sage abiline. The value
of vour hieroes” Sage abiility ratings translates
divectly to that amonne of per tien spell
resenreli.

Slowing Down Rescarch

There are times, however, when you may wish
to spet less of your mani on researching new
spells: Le. if you spent most of vour spell picks
at the beginuing of the game on wizard skills
rather than on spell books. In sneh a ease,

vou may wish to reduee the proportion of

mana ineame going to spell research, giving
vou time 1o find extra spell books (and new
spells) in nodes and Lairs before your research-

ing efforts are oeenpied with learning the Spall
of Mustery,

Also, diverting mana income from rescarch
to your spell skill and mana reserves, onee yon
have nequived a steady research point income
from universities or other buildings, will
greatly speed the rate ar which you aceumin-
Jate greater ensting power, while giving you
the moana in reserves to support your mstltg
effors,

E=MC’: Rescarching the
Spell of Mastery
Learning new spells quickly is fairly impor-
wunt, The reagon o do so s twofold, Firsl‘.lh’.
faster you can leart spells, the faster you will
know andl be able to east them, both ¢
and vutside of combae,
Second, the game winning Spell of M
tery has an immense research cost of M)m
research poimts. All of the spells you haye
learned or nerpuired lave half of their resech
point values {ignoring any discounts that
may have received) summed before you
Imrum;. the Bpell of Mastery. This st
mercifully subtracted from the number ol re
search points required to learn the bpﬂﬂ
Mastery, You are. then, only required o spen

spell. Note thar wizards with eleven spell
in one color get an wdditional 3,000 point

spell, After you have learned e Spell of M
(CFY, YOI €an slart casting it ar any e
your bid to win the game.

Gold: Carat & Schtick
The most versatile of Mester of Magic

mnodities disenssed in this chapter is o
gold. This element ean be converted ing
through alehemy, and can boost prd
through the purchase of buildings and
Cold lets vou hire mercenaries and heroes,
exotic artifacts from wandering me
bribe your opponents. and maintain your

)
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I (2 3 -
dunivs, While gold is ot all thae glivters in
i, i1s second to none,

axman Cometh: Gettin
Hands Into Other's Pockets
amount of golid income vour wizard col
ds primarily on vour tax rate. sel
h your Tax Collector. Various terrain
ethanee the amount of gold o ciry
s, 18 o special linaneil instotions andd
tion of rade goads. The base gold
e of o ity is 1 erucial accounting eone
Master of Magie wned is determined
et the formula helow,

s e the only ruce o eeceive double
baso golid income. On the basis of the
a bilow, vl:-m‘ly uult'lhiw_' thint inercases
mmher of eivizens undee vour jurisdie
will uhmost certainly inerease vour in-
will anything chat deeressis the num-

ity produces a miner's
nuses from gold, silver, and
crgw.-byso percent {of

down). On a comparative
g5 that can't bulld miner’s

refore; will not ke able to enjoy.
m&pom. are the

More Than Greed:

Emhancing Gold ncome

Uhe toted gold income thint a town will gener-
ate at a given tax rate and number ol citizens
depends o whether the town b o marker-
plaee. bank. aod merehant’s guild or oot In-
come will wlso depend g sea trade. by heing
adjoeent o shores. and teade over lnnd, via
romds. I the absenee of o eiy's devoring s
|||'m{|.n'rin|| eltoris o making trade goods, irs
incore o polid e be deseribed by the for-
mula helow,

Ships Laden with Golo: Trade by Sea

Note thue the bonuses for sen trade will vary.
The teaeles honns as il v set ar zero: it nses
o 10 percent il the town 1= locared on o shore
(even o lake shore—the st is whether that
ciry can bl oship weighe's guildds i sol that
eity i oma shore ) The teade bonns inereases
1o 20 percent il the ciry 15 bl onoa viver
soquatre, Nare than buililing o city onoa river
mouth Dthe el of o viver located onashore

Formula for Total Gold
Income for a City

Base Gold Income (BGI), as explained in the
previous formula

+ (BGI x .5) per marketplace

{BGI % .5) per bank

= (BGIx 1) per merchant’s guild
(BG1 x 1) for shore (trade) banus*
(BGI x .2) for river (tracle) bonus**
road {trade) bonus (see below)*
Total City Gold Income

-

n= + +

*A town's total trade bonus, from bath landl
and sea trade, is imited to three percent
timas the number of (ts citizens,

*4A city must be built on a river square to get
this trade banus.
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scquaire) provides both of these homuses, for a
combined 30 pereent.

Caravans of Coinage: Trade by Land

Phe shore and river bonuses vepresent the
contribution of sea trade 1o your city s incaimne,
When your ity is dieeetly connected 1w oth-
ere by ronds, the houus from all trade in-
ereases. So, ronds provide an addivional fue-
tor to the nbove equation, Faeh othier eity eon-
neeted l)) o road 1o the ity coneerned von-
tribmtes 1o that ciny’s income by one percent
per person in the adjoinimg cities, Note tha
the muaxirmm contriburion frome all forms of
the smn of the vond. shore. wd
Wi

tradle (e,
viver honuses) s theee percent per pers
the eity coneerned.

The trade bonus from roads depends on
the race in the cities o which the ity reeeiy-
ing the bomus is connected (aetually, aff cities
interconnected by ronds receive this honus,
[t wee re foeusing o o single ane of your eir-
ies for the purposes of explaining how this all
worksy. I the other ciny's vace is the saoe as
your city’s. then the trade homss is halved.
i it i hall o percent, not one peveent. Only

trade berween differenn eaces generutes the v
B of one prereent per person.

Go GATT Somie More:

Maxirmm Gold from Trade
Namatter how many ¢ities vou are conn
10 by roads or what bonus you receive frg
sea trivde, the absolute maximum
tracde bonus that o civy ean ever collecr i
itedd 1o three percent per person in that v
Ihe maximum contribution 1w 4 eity’s |
income from trade, therefore, is desoril
thie Tormmla below,

Merchants from Afar: Nomads and Trab
Nomaeds are o trnding race, Tl
trade by water and rmul Norminds got an
tormatic 50 percent wilded 1o their tade
nis, Noe that this Nomad reade bonus is 8
jeet 1o the swme limitation in the ma il
*"(Ill’ allowed fromm tende as are ull rhe 1
rUces,

This means that Nomads can :tlwgq;
ceive tlheie masimum teade bonuses i e
while they are developing, whereas other s
will hives o tough time building up o ae




p bomus i, Other rees aee sn-
by able o generate their ciny's mnsi
e bonuses alier carebullv sitnating
4';]!]!‘& i favorable locavions and build-
tiks.

'-lellllll‘.‘ what can von expiect if von
1 Nawmel ciry locared oo river mouth
ameeniected by roads o any other citye
v yor Nomil ity hias cighit popula-
nis. Int this case, the carvent mnxinmm
Boris lor this city is three pereent e
wg-i ]l('.l‘t‘l'lll of the hase I:,-,u'll LLER TN
er oty slone. provides o 50 per

le bonus. Pheeefore, the Nomil s upe

e Bomus will non huve any inpact on
X gll||| production wntil that S pe

il fter the town's populiation exeeeds
s ).

take another look we this ciry 15 per-
ver, With 23 preople e s s
Donies rises 10 (U rerient A pereend
A5 Phe Nomadd city s sl generaring
axinatun trodde bonns II:mr;;h bscinse
s 30 percent tradde homis is comlined
Do Nomads” anvaral 50 perernt ke
for a combined woximum trde bo-

of Bl perent. Heek, it wonld take 27

i trade bonus was exeeeded ! Al a iy
L msimnim size s only 25 prospelintion
thaking Nomads exeellent rraders

Goods: The Ultimate Exprort Itei
il citv-hased gold ineomie prodocer 1.
e goads, The tradde good sertiog inow iy -
getion choices will convert a ety s pro-
(NCHTTERTTT eolil wn oovare ol 1w

Effects on Gold Income
Tntul gum imeone Teom noony ean be al-
e directly or indivectly by spells and van
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Trade Goods: Production
Points to Gold Conversion
Formula

Total City Production f 2 {rounded dawn} =
Trade Goods Gold Income Bonus

Ao event=. Tnddivect of feers ineludde spells or
event= tha

& olter produetion, which can clhange s iy’
gold e from trade goods
E destroy or corrupt tercain, whicl can de
strov or tempora iy prevent the wse of min-
eral deposies, such as gold, silver and gems
& lesteny buildines whieh can eliminate the
Bl than inerense gold ineome.
& chonge population size, which will affiec
gold fncome by adteringe the mumber of tax
albbe aned produetive individuals,
& olleen the mnher of vebels ina ety wlaeh
et change the nomber of prodocrive (non
vebel ), taxable eiizens,
& st teoops i ity gareisons, which can
temporarily ineresse the non-taxahle, o
produerive rehel population

Spells andd evenrs thar aflect a viry's i
oy Dime aoee listed o Talile 15011 an the ondd
ol this chapier.

Gold: Expenses and

The Bottom Line

The toral gold thia n wizaed brings i per tarn
|||-|n<||1|.~ o it luenees other than rill\'-lln-l-ul
golidh mevmwe and expenses, Al non-foasnie
nits except tor poble hieroes (see Clinprer
LT eequire o npkeep cost in gold amd bread
\owizird s gross upkeep o goli s the sumeol
the upkeep Lo all that plaver’s iy steiciures
andd it Tnoaddition, any surplus food pro-
dhueed during o game tuen tha B not reguired
o feel teoope s converted o exten gold ae

vt of twor oo 1o ome golid
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Besides an income in gold (dependent
largely on taxes, trude. and maintenance
costs ), o wizard's gold reserves mayv inerease
through finding rreasnre in monster luirs, rie-
ceiving a generous donation (an event, see
Chapter 26). or capruring cities, Reserve gold
may he nsed to purchase artitacrs, heroes, and
mercenaries s opportunities present them-
selves {see Chapter 4] or 1o purchinse build-
inge and normal units s the need arises,

Gl may be plundered when eities fall or
lost from the Pirney event. Finally, gold may
be obtmined in |mwl1 from mana reserves
through the wse of alehemy, an action thin
costs two mani per one gold gained unless
your wizard has the Alchemy skill {in which
case mmna s ransmuted to gold on o straaght
one-for-one basis) .

Ethvric Values:

zing Aggre.

Rcsource ncome by Racc

One of the simplest wivys 1o get o clear pietare
of the relntive strengthis of each race in Mas-
ter of Magie is o exarnine what cach vace is
capalile of producing o fote. The races” abil-
ity to produce ench of the key economie in-
gredients, gold mana, produetion points. and
rescareh proints, is important in assessing their
relative strengths and weaknesses,

Not all races produce equivalent amounes
of golil, These differences are due either to
their inability 1o build financial institutions
that are more advanced than markerplaces.
ot due o other inherent vacial characteristios.

It is difficult o analyze the velative abili-
ties of the caces in producing gold. There are
severnl reasans for this, Firat, an analysis of
waldd production should inelude a study of nee-
essury maintenanee vosts. Beeause different
races can develop their eities 1o widely vary-
ing extents, these dilferences must be eefleered
in upkeep costs und ned income. Second, races
differ in their net producrivity, which will in-
fluenee the income they can generate by mak-

ing trade goods, Third, an analysis
consider whether o hase n comparison on
ies while they are producing trade goo
no,

All Things Being Equal
The following tbles compare the m
terms of relative economic strength
we've examined g city’s net earnings i
production, researeh, and mung. and
its output strictly by race. For comp

dardized eiry with o maximum pop
20, completely filled with citizens, All
Lations are bused on the supposition t
ity is fully built {(all possible struet
heen ereated) and tha its base wade X
from voads and eonstal locations is 30
cent (about hall what the population
st s explained above).

FFurther, it is assumed that the local
shppurts the prmllli tion of all l)ﬂlﬂ'h
tvpes {stables. sawmills, I'urrnter'sguﬂlh
production. gold. or muna homses are.
for speeinl terrain effects, (Such feans
significantly hetween cities and, o
Ilmr 1o Imw. in i eross- lumpal‘i.son')

2SO nf wor mlt:w H\‘nrﬁﬁmm 1l
ing an additional two food and twi
game turn for upkeep and to pacify
The number of farmers and workers:
comparison nssumes that the wwn is
ing the food required 1o feed only i
its warrizon. In applicable cases. rebel
cannot be paeified by the existing b
and garrisons are assumed o be in s

Iutmn ||mrhu ing u lmw .20 |Ju ]
population, Table 15,10 useg a 1/3

population tnxarion level, produ n
30 percent rebel population, We tha

%
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average taxation rates would make
ereating comparison in itsell.

le 15.9 City Economics at a One Gold per Person Tax Rate

Gold +  Base Total Nat Resaarch Net Net Gold
Farmen Trade Prod Prod Mana Unrest  Points  Upkeep Gold  With Trade
Goods

9 Wb 21 54 9 0 5 48 12 +15

b a0+ b n 77 20 A 18 75 29 9

% G046 77 2 3 18 84 a8 420
L] b EL 62 19 4 18 -1b 10 +21

9 -TE L 0 & +1 5 a7 =31 ]

9 2045 a1 56 3 +1 2 -32 1 ~24

4 W0+4 4 62 13 -1 5 40 A +2}

] Hré a3 7 12 4] 18 T n +27

6 S0+ 6 k]l T7 10 -4 bl 11 20 H18

9 0+6 38 76 | 0 2 a2 @ a2
10 28+ 5 23 23 3 +1 2 22 _-'IJ' +43

6 &-12 M i 13 -4 10 83 " -27

[ G0 & n 17 10 a 18 92 2h +12

4 3 +6 a a4 10 -2 2 43 7 16

means the minimum number of farmers necessary to support the population of 20 with the garrison of
pormal units,

d + Trade refers to the gold income of the city fram taxation and buildings, plus the contribution from a 30
trade bonus, Note that the Nomads are getting a full trace bonus of 60 parcent because of their

sant high trade bonus.

‘!md is the total Base Production output of farmers and warkers:

Prod refers to the production lavel after including building contributions.

shows the net mana production in the city from its people and buildings

Unrest Is the number of rebels in that city, A negative value here simply means that many more rebels can

e in the city under the prevalling conditions,

Points means the number of research paints produced.

rafers to the maintanance cost in gold of the buildings and garrisan,

Gold is the difference between the total gold income and upkeap

with Trade Goods shows the difference between the total gold Income and upkeep if that city's

is changad to trade goods.
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Table 15.10 City Economics at a 1 1/2 Gold per Person Tax Rate

Gold + Base Total Net Research Net  Net
Race Farmers Trade Prod Prod Mana Unrest Points Upkeep Gold  with
Trade
Barbarians 9 W-8 23 46 9 +2 5 48 0 +23'
Beastmen & 4-+9 AN 7 20 2 18 75 -6 +32
Dark Elves & W+9 N 77 22 -1 18 -84 +15 4533
Draconians b 90+9 3 62 19 -2 18 76 +23 454
Dwarves 9 76+15 29 58 4 +3 5 -37 +54 483
Gnolls 9 T+7 N 42 3 +3 2 -32 <12 33
Halflings 6 42+8 29 58 13 +1 5 40 +10 439
High Elves ] 81+8 27 &7 12 +2 18 <77 +12 445
High Men ] 04+9 3 77 10 -2 18 -B6 +13.  #oH
Klackons 9 a0+8 32 64 1 +2 2 32 +16 <48
Lizardmen 10 37+7 19 19 3 3 2 -22 +22  +3
Nomads & 0+18 3 77 13 -2 10 B3 +25 +53
Ores 6 90+9 31 77 10 -2 18 92 +7 445
Trolls b 4549 N 45 10 0 2 -43 +11 +33

Farmers means the minimurs number of farmers necessary to support the population of 20 and the t
garrison.
Gold + Trade refers to the gold incame of the city from taxation and buildings, plus the contribution fr
parcant trade bonus. Note that the Nomads are getting a full trade bonus of 60 perceat becouse of
inherent high trade bonus.

Base Prod is the total Base Production output of farmers and workers.

Total Prod refers to the procluction level after including building contributions.
Mana shows the net mana production in the city from its people and buildings. 3
Net Unrest is the number of rebels in that city, A negative value here simply means that many more reb
be pacified in the city under the prevailing conditions.

Research Points means the number of research points produced.

Upkeep refers to the maintenance cost in gold of the buildings and garrison.
Net Gold is the difference between the total gold income and upkeep.

Net Gold with Trade Goods shows the difference between the total gold income and upkeep if the
production is changed 1o trade goods.
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5.11 Things That Alter City Mana, Gold, Food, and Rebels

Rebals Foad™ Praduction  Mana Income Research Gold Income

Ine Dac Inc  Owc Inc Dac Ine Dec Ine Dac Int Dec  Notey™

| global
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_ | emana te caster)

<ty spsell
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wity anchantment
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Eargats man
sojlanm

targets mao
sejuare Cin
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- global
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- wnchantrerd
| destroys
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mcuire; destroys
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wocanoe
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dlestoys units
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ol & ity anchant
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- 25%, double
mana frarm
valigious biwldings

1 3 - ECSE

=ity erchantrant:
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Table 15.11 Cont. Things That Alter City Mana, Gold, Food, and R

Production  Manu Incoms Resaarch Gold Income
Inc  Dac ine  Dec

Inspirations.

Just Cause

Proaperity

Straarn of Lfe

Change Terain

Enrthquake

Galw's Blasaing

lco Storm

Maove Fortrass

Nature's Winth

Transmute
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e 15.11 Cont. Things That Alter City Mana, Gold, Food, and Rebels

Rebels Food* Froduction  Mana Incoma Risaarch Gold Incoma
Inc Doc Ine Dec Inc Dec Ine Dec Inc Dec Inc Dec  Notes**

Tream swligious

bulldags by
SO% A you b
A A el sy
Dwath books;
dhecraane this by
SO0 i* you have

o ooy

-
copolte of
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’ i
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Table 15.11 Cont. Things That Alter City Mana, Gold, Food, and Re

This table lists the spalls, events, and buildings that can affect your cities’ economic status. Effects are st
under Inc or Dec columns of the economic factor they affect, depending on whether they increase pro
tion of that factor or decrease it.

Key:
@ = This spell, event, or building directly affects this attribute.
(- = This spell, event, or bullding indirectly affects this attribute,
A = This spell, event, or building may directly affect this attribute,
" = This spell, event, or building may indirectly affect this attribute,

Indirect effects are due to:

* loss of buildings (for example, the loss of a shrine will increase rebels and decrease mana production
In a city)

* destruction or alteration of land or rescurces eliminates their food, production bonuses ar other
contributions to a city

* destruction of troops garrisaning a city affects number of rebels and alters the city’s productivity and
income from taxes

* changes in rebel population (affecting production, gold, etc.)

* changes In city size (for exarmple, deaths in a city populated by a mana-producing race will decreass
production)

* chunges in production can alter gold earned from trade goods

Nota that temporary as well as permanent effects are included in this table. For exarnple: Corruption cant 0
cleanaed, volcanoes changed into hills, buildings rebuilt, people regrown, and garrisans replenished,

*Increases in food production will increase the maximum size of a city and the city's population growth rate
the city has not already reached maximum size. Note that Famine and Gaia's Blessing affect the food
production by farmers in the city; they do not alter the food produced by buildings or wild game. .
“*This column deserbes effacts of spells and events that help explain some of the ather column antries. Note
that when this column says “can destroy units," it means that a city’s garrison can be injured or dmnyuﬂ!:
***See Chapter 24 for more Information on random events.
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Is, Events,
ecting City
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pmans array of spells and random
1 Master of Magie have on the eco-
s of cities in Table 1511 Virt-
events, spells, and buildings tha
onmost of the things diseussed in
i r{mhula. foad production. mana.
wetion poines, randoms events ) have
ded in this reference able.

Resards to Broadway
wizned, is the ledger domain of
pution, For those of us without the
preadsheet Mastery, this analysis of
o und spending in Master of Magie
ove uselul to you. o particular, the
gons cin go i long way wwanl
pi(!k gertain supporting spell col-
wizard skills, Goodoess knows you
edal fand o drink ) i yove read
ehaprer on economies from beginning

0. we e going (o play the Muster uf
ent of SonCity, Urban plunning
rnerstone of o smoothly running eco-
engine. Without a sound economy 1o
20 your ambitions, how can VOl ever
b thie Master of Magic? Lets take it
y b a thme and sce what blueprints we
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hile Master of Magie is no

StpCitw urban planning is sill

a vital coneern, Cities are the
peonomie and military engines that drive the
gume, i we st pay special attention o
their growth and developiment. So. from our-
post i capital, we present vou with our guide
o urban development and resonres manage:
mment from the ground up,
Born in a Log Cabin:
Qutpost Growt
New cities are founded by converting a seutler
to an outpost. Where vo fonnd o new city will
be discussed shortly, Fivst, we will show you
what makes an onrpost grow into a full-
fledged. newhorn ity {ealled o hamilet].

The growth rate of an ourpost depends pri-
nrily on lands within its ciry limits and the
rnee establishing the ontpost. An outpost be-
gins with three-tenthis of w person (represented
by the thiree howses filled inon the row of 10,
as shown o Figuee 10~ 1 and representative
of 300 whabituoes ). Every game wen, there
ia o chanes that the ontpost might grow by
ontes ttheee-tenths of a population poine (ie.,
1N 1o 300 ]n'uph-] or shrink h}- = 1o Twio-
tenthe of w population point. Table 16,1 shows
how this is dererminedd

T addihinion w the o chanee to grow every
turrn, ontposts also have o chunee to decrease
m size. This is why, oceasionally, outposts die
Lielore ever growing into hamlers. The chanee
of this ovewrring is explained i Table 162,
Ill'll?“.

Degrees of Qutpost
Grg:vth and Shrinkage

The exuetwmonnt by whicl an outpost grows

o (_|I'I'I‘I'thi'- 1 siz I'\'l'l’} arn 1fi‘| Il'llll." Ry -
eral die rolls, Fiest. o d 100 s rolled agains
the outpost s ehanee o grows as per Table 10,1,
i sueveeds, the onpost will grow one- 10
three-tenths of w popalation poine. as deter-

mined by oa b

Ater srowth is chieceked and added, shy
e is derermined indhe same moniner, Adll
is rolled ngaisl the LU YETEE s hunee 1o shill
1t does, the outpost will shirink by o
twostenths of o population point, s d
mined by o 2 Note thae outposts can
erered sheink o the samne e nodd, if they
and their die rolls nre wentieal, there w
o net ehange in the auposes enrrent 8

Qutpost Growth Analysis
I summary, remember that your outpastsar
most likely 1o flourish in the 2nme ]llﬂl.‘ﬁ:
wonlid chioose o build new cities: sies
hieve high popalation raximuns aod e
in viluable minerals (see Chapter 15},
in the game, if you have aceess o the N
magic spell of Guia’s Blessing or the
magie spell Stream of Lile, you can i
vour onfposts” (and ities’) growtl sures. (3
versely, if vou know some darker spells
s Chaos Rift and il Presence, vou il
these on your enemies” outpasts (and
1o deerease their growth rates,

Setting Yowur Sites

Before pulling o Plyvmouth Rock and:

Figure 16-1. An outpost is born with!
tenths of a population point (i.e., 300

52
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1 Base Outpost Fositive Growth Rates by Race

Base Outpost
Growth Rate

15%

15%

10%

10%

10%

10%

7%

5%

5%

5%

5%

5%

3%

2%

9 Growth Rate Modifiers:*
af the Maximum City Size**

wnchanted by Stream of Life spell
le enchanted by Gala's Blessing spell

sor at the outpost site.

osits must be within the city limits, meaning those squares on or within two squares of the city

g the four squares that are diagonally two squares away from the city site (see Figure 15-1)

city size refers to the maximum pepulation of a city built at the outpost site, under the present
@, notincluding the building of a granary ar farmer's market). This number is shown when you

the High Men (10 percent) plant an outpost on a site that could support a city maximum size of
$83 percent]. Within the city limits are two gold daposits (at +10 percent each) and an fran deposit (15
This would give that outpost a total Base Positive Growth Rate of 48 percent, Not bad|

&
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Table 16.2 Base Outpost Negative Growth Rates

Base Outpost Negative Growth Rate = 5%

Base Negative Growth Rate Modifiers:*

+5% while enchanted by an Evil Presence spell
+10% while enchanted by o Pestilence spell
+10% while anchanted by a Famina spell
+10% while enchanted by a Chaos Rift spell

For example, let’s look at an ordinary outpast, with Its base 5 percent chance of shrinking In size ev
Il an enemy wizard cast a Famine spell {+10 percent) on that outpost, it would have a 15 parcent chance

decreasing in size every turn

teleseope out wl surevey the area, Ater all,
some places are berer to found your eities on
thian others. Clioosing w location fora new ity
requires that von cansider many factors, For
examyple;

& Always use the Suryevor o assess the
it ity sizes. prodution botmses. ete.
allowed ar different sives before making o de-
Claion.

& [ you have already expanded o some exs
tent. you will want o decide with whicl raee
(VU SEaFng Face o Fome conguered one)
van wish i build wn outpost.

B Consider the ndvantages ol variows min-
erals unl other spesinl errain features,

& Plucement along a coast may hen priority
wo that vou e builid ships 1o explore fanher,
launeh artaek forces. or build merchant's
suilds,

& Cousider potential trade Deniedies i
what eities cin you conmect o your nes winy
via roadls ),

& Military considerations, such as alocation’s
prosimity to Towers of Wizaridry, nodes, o
other important sgunres iy ilzo play o part
in the chioices yon make,

As o experienced| plaver, yon ki
every game features its nwn unieque challong
Some combinations of vace and ciren
place vou in o pusition where finding e
solid o enongh mani, supporting roop
food, ete. are particular problemns, T
new eity building wnits “settlers” fora
reason, Fonmding ourposts that meet you
cial needds is o gond way o “sertle” these
lems belore ”Il‘l\' hecome LTI

Surveying Terrain
One ol the most naelul features in
Magie is the 1 key (the Surveyor but
pasesses e pxaet value of all paten
i termns of noeity s saximum populas
its nearby terrain-hased gold and
Bonuses. (I leaves you to determine
ather relative silvantages, owever.) N
your surveyor does not fuctor in nes
rain that you have yet to discover! To
the complete securacy of a survesor
therefore, make sure thae all thissge
the city limie rnding of the one examin
been revenled, 1
This survevor Tunetion also ublows you
exarmine aleeady established vities. B
il the corrent <urveyor information i
any increases in production. goldd, anid
ity size thint oceur as roads
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6-2. The Surveyor's important
is imparted from the Status
window on the right.

for thar eity are buile, Finally the
ﬂ!w indicares the -.pvt’iu' ull\':mllu;_-;i'z-
Aerrain features,
sstion when surveving potentinl
’H‘ _itﬁ 15, \|l0l1||| | ( Ilmm' Illl' aite that
ae wmore people. more production, or
oven more gulll‘ Lsually. its beter
¢ lurger city sizes than Ligher pro-
o ol bonuses. There are Hany rea-
or this, but two are particularly impor-

lugcr pm--.uliul city means that your

gm!-‘il'lg(.'il\' will more qu ii'H_\- b al rh-
necessary resources. such as gold,

10 give you @ lot of pointa. should you
' gime—soe € hapter 37, Specilically:

in your cities,

& A ciy's moximum trade bonuses (see
Chapter 15] from roads and rivers or shore-
lines alsa depend on how many people there
are i o ey

& Cold received from rrade goods depends
an production that, in tuen, depends on how
many workers there are,

& Production bonuses (provided by moun-
tains, desers, hills, and foresss) only apply 10
the productivity of individual workers. Srill,
the more workers, the hetter.

I s trae thot, all other things being equal.
suwller vities mayv produce ws much as. or
more than, lurger eities if they are built on
sites that feature large terrain-hased produoe-
tion bonuses, When making your new vity site
bear in mind our golden rule of
thumb: Each additional person o contrib-

decisions,

wte o arnonnd llr I.lll’l“'l'll' l'i“l}_"l{ '\ I'l{lllll Ly i
10-15 percent production bonns, This should
help you decide what 1o do between two simi-
lar sites where one offers o larger potential
population,

OF course,
dependem gold bonuses Trom shores and riv-
ers to consider. They are similar to trade and
road honuses {see Chaprer 15]) and. as such.
the limits of their benefits ave defined by the
cily s lnqlnluliml size, ln any event. sites near
rivers and shores tend w be rensonably fer-
tile. as well.

Note that huilding o ety nexi 1o a consial

there are also L~'ll‘uis.'ill, s1e-

sepudre can be eracial for two vessons, Fiest i
allows that eity 1o produce ships, Second, the
maost cconomically useful institution, the
merchant’s guild, is only allowed with im-
llr”\"{'li !"Ilil' ]"]ill'illg,

Special Placement of New Cities:
A Look At Terrain Features
Choosing a site for a new ety is more compli-
cated. however, than merely trying o go for
the IIII'.L’['HI |m|u|l:lii1 wor thie aretntiest [mul'lu'nr
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Table 16.3 Boosting Gold Production in Cities

Building Type Progression:
Mine Base
Type Value Market place Bank Merchant’s Guild  Miner's Gy
Silver 2 3 4 6
Gald 3 4 & 9
Gems 5 7z 10 15
Siiver 3 4 b 9
Gold 4 ) 12
Gems 7 10 14 21

* Tha presance of a miner’s guild will increase the base gold you earn from silver, gold, and gem dep
50 percent. The increase in gold from marketplaces, banks, and merchant's guilds depends on the base
value. The first set of numbers is for the gald you would get If the city had no miner's guild; the second
shows how much gold you would get from these mines if you built a miner's guild in the city,

that vou can findd. Granced. il vour primary
concern is achieving economic growth, then
findding the elasest ciry sites with the lurgest
g size is the soute o ke, In general,
this s the best poliey,

However, there are times vou may wish o
conzider other things, suel s producing lood
or o, huilding large quantities of troops,
suating voursell fuvorably for your military
operations. ete, Depending on vour needs, you
iy fnd i expedivnt to saerifice some poten-
tinl population size or production potential so
that yonr city will inelade aomine. gquork erys-
tale, or mighishuade (ete.).

Tl resonrees withe the greatest, most en-
during effects are conl. iron, adimantinm.
mithril, o nighishucde, The vese quaork and
cryss eryatales, pems, gold, silver. and wild
g provide quick boosts 1o mana, gold, o
oo, B exert Tewer long-lasting effecrs, This
is hecanse onee you haye developed several
eittes and alternate sonrees of muna and gold,
sl deposits becore relatively less important,
Let’s examine the effeers of these deposits and
measare how relatively unportant they are,

Before going on, though, remember
choose vity sites, that some races cano
full advintage of special minerals!
andl Trolls, for example. cannot build w
anilids, Consequently. they will never
full benelin of mines and eryatals,

Golo, Golo. and More Gold!
Gems, gold, and silver mines hoost
production. Table 16,3 shows the g
Bioost vou can get from including thes
within aeitys territory, Gold mines, of
provide 50 pereent more golid than
mines. wnd gems provide the equiva
surnof one gold and one silver mine
Der, too. that many races cannot e
banks or mevchant’s guilds! The onl
that can take full advantage of these 1
by erecting all of these hailding types
v, High Elves, igh Men, Nomi
Ores. Note that Dwarves reocive dot
aolld value from these mines.

%
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&t:e up yonr first citizen to work
il givin;: o strong hoost to the
of new eity structures, Second. wild

x erystils look extremely ai-
AL YOU T exarmining sites for new
ri nﬂm} lhuu[._h that like gold and
ovide minor, permanent hoosts
pcr turn mana income. Quork
di three mann per furn, erysx
% guildl in a city will inerease the
o frone these deposits by 50
can build o miners guild, these
’ yleld four and seven mana per
spectively. (hall their value again,
I ddown ), As I'ur other mineral depos-
get double the value {nann)
wanid quork crystals.
i l:egmmu;,ul the gaune, addi-
from t'rHIJI|~ such ws these can
1 elfacts on your spell-reluted
rafe, t‘pl'“ skill dove ’II|1III<‘III
of magie power), lnter in the gane,
s are fur less significant.

gl Army

dron mines are quite usedul in your
oy tecduce the cost of constructing
exert additive effects when mul-
l'domn city, up to o total redue-
i cn-l:-. llfd” lu{-n i ul' I |1v i

may sve vour bacon muany times
mines, like all spreial mineral de-
inerease in effectiveness if vou can

The Magic in Your Weapon
Adamantinm and mithril mines ape a godsend
for troops in Master of Magic, These mines
not only provide additional mana for your
wizard, they also. once an alehemists guild
has been built in the city, permanently im-
provie the weapons, attaek strengeh, and de-
fense of all units produced by thar city, Sinee
the effects of adamantinm and mithril are not
only impressive hut ongoing, we feel these
mines are the best resourer in the game,
Builiding cities that include adamantinm
and mitheil mines s worth significant saeri-
fices in maximum population size of the city
when selecting a new eity site, These mines
result in stronger troops that can help vour
cause many tmes over. The only races that
cammot make use of the weapon-enhaneing
elfects of adamantivm and widhril, because
they cannot construet alehemist'= guilds, are
CGnolls. Klackons, Lizardmen. and Trolls,
When playing those races, consider the wie-
ard =kill of Alchemy instend (see Chapter 4),
Note that Dwarves receive donble the mann
From ndwmuniiwm and mathreil iioes (ot nor
doulile the attack and defense bonuses).

Dispelling The Mysteries of Nightshade
Nightahade grows in swamps and, every turn,
provides a city with o permanent chanee to
dispel all negative ety and global enchani-
ments divected at or alfecting that city. Fach
nightshade plant effectively casis o Discnchant
~|n'll Lol strength 1002 see page 107 of the
game manual) during every turen. Becanse
these little plants o their job uneeasingly
throughout the game {ane
well worth the ronbile of finding uud ineor-
porating o new cities, The only requirement
for making use of nightshade i that o ciry
have a shrine or other religions boilding. All
ruces can build one or more of these strue-
tures, so the benelits of nighishade are avail-
abile 1o ull

Ve

&
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Table 16.4 Special Terrain Features Ranking

Authors' Summary of Terrain Specials to Include in New Cities

Special Terrain
Feature Banus Effect Description
2 A Adamantium +2 mana, +2 attack strength, +2 defense
;& Coal 10% unit discount
'ﬁ Mithril +1 mana, +1 attack strength, +1 defense
Z | Iron 5% unit discount
Nightshade standing Disenchant spell
Crysx +5 mana
Quark +3 mana
= | Gems +5 gold
% Wild Game +2 food
i Gold +3 gold
3y Silver +2 gold

Summing Up Special Tervain Features
To recap, then, Table 104 ranks the varions
specinl terrain fearures from. i our opinion,
hest to worst,

Other Considerations When
Choosing City Sites

Besides maximizing city population and in-
corporating valushle resources into vour vity
limitz, other factors may influence vour deci-
sion about where to plant o new ontpost, In
particular, you may wish o locate your new
city near special places, Aceessibility to ather
eities may be important [or lslu]flml'mntlu aned
generating trade, for example. Nearness 1o
ather vities may also b important for more
casily huilding well-batuneed armies! For ex-
ample, vou may wish to construct o force of
Lizavdmen javelineers, Dark EIFwarlocks. and
Klackon stag beetles. Positioning ciies with
these three races near each other will facili-
tate your eonsteiction of _-'-|u't'iul|_\' designed
“killer armies,”™

Coasting Home
You may also wish to build new o
comstal sites o they e build ships o
port settlers and troops (o other
is especially importane or the |
wane Tor everyone except Lizardme
Draconians. Early on, your wizard |
know how or be able to afford to
Walking. Wind Walking. or Flight
ever. having cities on coastul sites iy alse
portant at later stuges of the game,
porting troops with galleys or wi
much faster, and less wastelul of mus
enchanting all your troops with ¥ e
ing or Flight. Of eourse, lnnldiﬂgb
consts allows them to take advanta
bonuses andl. if the founding race
builid merehunt’s guilds thae double 1
enue collected from taxes i
praducing mines.

Suburban Nobdes
Anather consideration is 1o build y
nest o nodes whase color mugieis

%
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HL}; vou ¢an ke 1‘]1 an eye on it
eimies frequently iy to “stake
it s o good [mlh VIO garrison

particular, an node that marches
i which vour wizard is profi-
ides hve nurns, The nodes aura
the eombar ability, ineluding
defenae, ond resistance (see

magic redlm as the node’s magic

mpll}. il your wizard knows a lot
, Chios creatures (such as fire
and hell hounds) summoned or
your wizard, lighting within
eeted by the node’s aure, will figlh
hey would elsewhere. This makes

decided that it is best to garrison
[antastic units from correspond-
enlms; be careful. One Great
i 'sr.tcﬂ can suddenly leave a good
{ your nades unprotected.

g Shadows

¢ activitics uf vour enemiies. [t is o
o build a city next o each such

close to one of yvour cities,
get too chummy with v

Playing Spoil Sports

Your idea of a useless city site may not be
shured by vour opponents. You may wish o
bild cities at poor locations merely to pre-
vent imother wizard from establishing a city
there, especinlly if the potential ciry site is too
You don’t want to
ur neighbors, after

ull,
Choosing a Race

Onee vou have chosen the ideal site for your
new city, vou may have the luxury of decid-
ing which race o setle there, Your choice may
be as simple as derermining which of your
growing cities can afford o peel off a settler
andd get it 1o your chosen site s fast as pos-
sible. In the above disenssion, it was noted
when certain races cannot moake full use of
terrain specials. Table 16.5 recaps the differ-
ent races and whar they can or cannot build
when considering what tervain is within their
city limits,

One of the most important things 1o con-
sider when choosing o city’s founding race is
badanee. Onee you have conguered your first
few races, vou can develop a grand design for
your armies and cites. How do you want o
SIEHCTIe VOUT CXPansion elforts so that vou
produee o reasonable amount of all the im-
portant resourees and develop the strongest
armies possibile? The conclusions vou draw
will ll:r]n‘ruhm the races at vour disposal which
will, in turn, depend largely on chance and
on the nitative vou take in conguering nearby
neutral or enemy cities. You may even tuke
such thoughis ine consideration when vou
priortize which cities to conquer first; the
warlier astart vou have with i particular race,
the further it can go towards helping vou win
the gaume!

The Power of Magic
H“ll"' HI"'”:“ ||||"Ii'l)‘ i l'".\"'\
[n particnlar, Nature and Life magic spells are

reaource ineome,
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the most powerful [or improving o eiees lon
Here, we must refer vou back to Chapter 8 to
refresh vour memory on the spells Inspiration
and Prosperity and 1o Chapter 11 1o reexaim-
ine the spells Change Terrain, Trunsmute, and
Gain'’s Blessing, Even withour all this hocus
pocus, however, carefully planning where o
Build your cities will go a limg way toward
making vour game play more suecessful.

Pumping Cities Up

Whenever you establish an onipost thar grows
into a hamler, capraee a velnctant and under-
developed city. or even start o new game of
Master of Magie, vou nevd to think about how
to build up your new eity. Even as vour cities
finish developing the most basie siructures,
you will need 1o devote some thonght toward
whitt you should husld next. At tmes, your
most presaing needs—for golil, mana. fool.
research points, troops, or specific units—will
govern vour choiees. Often. though, the an-
swer of what 1o produce next aca given eity is
TT 54 11[“““"[9‘.

Starting from Scratch

Ciry development is an important part of
Master of Magic, While you can use the ioggle
and allow your Grand Vizier to manage your
cities for vou, don’t. fleal wizards do it them-
selves,

Before u city can start contriburing signifi-
cantly. it must develop a rudimentary popu-
lation base and a few basic buildings. Farly
in the game and inomost eities” lives, certain
things will cause ather. temporary priorities
1o weave their way throngh your standard
construction agenda, You may need garrisons,
exploration teams, settlers, Depending on vour
city’s race. it unrest level {especially for con-
guered raees). your resouree reguirements, the
local sitwarion {are vou constanty heing
swirmed by raiders or rampaging Innn-ﬂ'l-."‘
and vour own priorities, von will often have
1o dizrupt your nonmal construetion plans to

produce buildings or units thar meet mig
pressing needs,

There are several stages in }mildin[l"
city, First, vou have 1o found o wee
aned wait for it o grow into o hamlet, O
outpost is founded (and well guard
course. with at least two units), you m
in o lucky position o hasten s growil
casting cither Gaia’s Blessing or Stream:
onit (see Table 1.1

Next, that harmler usoally needs to
population a bit (unless there is wild
your city limits} hefore buildings or o
struetures ean be built ina reasonnble m
bier ol ganme tirns. (U nless yon're so

it up ar warp speed, let it produce hos
carly on ) Setting the city’s produerion
ing will inerense the eity’s growth rate:
pereent i there bs one person in the i
by o percentage cqual 1o the ratio of wi
ti ol popilation in the city when thie o
lution is two or more (see Chapter 15}

Third. vnee the hamlet has reaches
tween twno and four population pains
adequunte il there i plenty of food in

The consensus mmong the authors o
i that establishing the most rapid
possible. as early as possible, is the
1o ke, "This means producing a build
geanary, smithy, marketplace, and
market as quickly as you can, This
alzo provides you with the monetry
af the marketplace as rapidly as possil
that shrines, barracks, and ship wrig
are also tmportunt carly buildings a
ke precedenee. depending on you
over the other huildings mentioned
Military needs muw intervapt this con
rion agenda. A city might need
spearmen o defend itself or an extra
explore with as quickly as passible
jumpe in exploration will not onl;t

%
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165 Racial Limitations on Taking Full Advantage of a City

axploit every possible terrain feature

or Marchant’s Guilds: Destined to earn less potential gold

Plains: Because thay can't build stables/fantastic stables

Forests: Because they can't build sawmills/forester’s guilds

Guilds: So take skill of Alchemy for magical weapons

Minar's Gullls: So considar another race to fully exploit minerals

&
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fertili arens for new setdors bot oecasionally
will provide vou with rewarids from investi-
gatting ety biirs and ruins. You may even
Inek into linding o neateal or enemy city so
early inits developrment that vou can cither
desteoy it 0t is an ontpost, or capdure i, An
carly eaprure of o neareal eity enn provide a
rremendons hoost to your early game peonom-
ies aned development aptions!

While maximizing growth rate carly in the
life of o ity 1= one n|'iprum-|| o prepuiring ei-
ies for future developament, anon hier uppmiuth
i 10 hooat production a lietde fivst by consiruet-
ing o sawinill, However, as it turns out, there
i= not e time saved by this approach. Ger-
ting u rapid production rate going two soon
may actunlly cange more rouble than ivs

worth by Jlllm\ms. VOLL O CORSTRICT eXpensivee
buildings belore vou can adeguately suppor
their l||||\'m'p.

IF vour man or rezseareh needs are nol Lyee-
ing met, it is wise 1o build o shreine early on,
Finally, il vou do not have enough room 1o
expand, build o ship wreight’s gnild carly so
thit vour development is niot eritically slowed
by & luck of aceess to suitmble ity sites,

After the Basics

Finally. after von have developed the eiry to
where it has all of these essential bildings,
the city moves into wcdong peviod ol continued
arowth we call the final deyvelopment stage.
Hereo you st decide whether yon want 1o
Baild the eity ap all the way or whether you
want Io specialize the ciry: for example, if you
only need i to make o partieular Kind of unit,
don’c construer any buililings superfloons 1o
that need. Below are discussed some of the
kinds ol uppronches you may wish o ke, or
to balance, in achieving vour goals,

Resowrce Considerations

The need for inereasing vour gold. mana, ang
food ineome and spell research must he met
froam ot irban development and the von-

quest of nodes, lairs. and other cities
are several lines of development that e
pursued.

The Military Economy

Whether of desire or necessity, one ip
o urhan lll't‘l"npllll’lll is tu focus h iy
military needs ane, i particular the
tion ol new wnits, Rapid development
racks. fi;.,hll-r'« guilels. stubles, et that

ster the lmhmn I-w'umc- a priority.

e e \r-lnpml 50 |Iml VOur en mainta
new armies. Arny mainienance
the vapid developmertt of financial instif
fovester’s gilds. animists guilds (o in
lwrming efficicney ), and |wr|l|||]n-nw._q
ings that increase productiviey (for
more gold from crade goods, eventu
New units ean forily existing g
[IrOteCT OUTposts, conguer other eit
captire nodes and s, lhlﬂlppﬂﬂl.’hil: :
sound for hoth expanding your em
aciuiring e necessary magic power, firo
eapruring nodes. to fureel vout spell
Your fume will also inerease qu rﬂy
Chapter 4} with this approscli furth
development of effective avmies il
inntelligent distribution of new mere
heroes.
OFf course. n milivary agendn must b
pneed with some ¢ 'uﬂ‘flll llrhur‘l develap

411;.|p|n.~.. Al Illltumully. n;,gn-mmd_e
of lighters guilids and war colliges |
produce regular aod vereran status i)
few ||l|1'- i= 1 necessary ploy 1o [urthor
army's capabilities,

Throwing the Boolk at 'Em
The apposite of the strong military g
15 o pmu iz protee Aing vour

velop internally s mpnll\ as [mﬁsibla]
centrate ot conguering nearby nod
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eantrenre o apell research. This
timplemented if vou start with

ai is capable of building the in-
Ilmmmg I:I e, the Beastmen,
tk Elves, or High [lves). Other
can use this economic st -
especinlly when it is comple-
iz militsristic and expansionise
advantage 1o this peaceful ap-
you will automatically be fo-
sorts of buildings that decrease
that the thrust of vour effore
ertiedl toward soothing rehellions

neng for troops or research
m_vjuuk toward delaying that
Sor @ while and foenas your ef-

‘mechunician’s guilds ns carly us
e way 10 place vour eities i
here they can later produce units
gk with considerable speed. This
Mexibility for later stages of the
g plarform upon which to build
s mdlitaristic, spell-research-
and expanaionist.

1 are going for increased pro-
o best order (hased on building
efits provided) is to huilid i saw-
os guild, o forester’s guilid. and
echanicinn s guilid. Consider build-
aieian’s guild before building orher
end-sragr structures, such s cothe-
&guilds, and war eolleges. The
bonus you get from building o
it sgullll first will significantly re-
it tikes vou to build these ex-
TS,

Colomizing

Peacelul exp
your wizard’s power. While this may inicially
b a slow way to develop. it will canse o dra-
matic and steady increase in your capabilines
s the game progresses and make vou far fewer
enemies during the early stages of the game
when vou are particularly weak. Aggressively
building settler units with small, two-unit
parvisons and deploying them 1o establish
outposts is o (lierallv canstruetive appranch,

wsion is i good way 1o develop

|mr|i1‘|llul']) for hoth the slow -ovowing (Dark
FI High EIC Troll, and Dwarel} aned fast-grow-
ing (Barhurian races.

Colonize or Conquer?

Iixpansion through outpost building has the
advantage over the largely military form of
expansion through conqguest because your
empire will rermain largely homogenons, de-
ereasing unrest problems, [ addition. vour
cities will eventually reach the poim whore
they can form masdive nrmes with case. Mili-
tary forms of expansion disconrage onrposts,

sinee o higher preminm s placed on militan
iy, expn-
sion. even o the point where such expansion
loses its meaning, Military expansion mukes
luter outpost expansion more difficult and Jess
profitable. i faet, luter expansion through
settlers will not exert significant effects on the
course of evenrs.

Early milivary expansion, however, encour-
agea racial heterogeneity, allowing you to se-
leet among the capabilities of many races for

This delayvs the starting race’s

powerful armies and making nse of oll raees’
positive attributes, 10 o sufficient oumber of
neutral or enemy vities cun be conguered,

military expansion can give yon o vast arey
of unit types, with their inherent, raeial (if-
levences in physical abilivies, buildings, ete.,
to call upon. which can quickly and greatly
HICTEAse YOur power,
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The Balanced Approach

Finally, of conrse, there i the Luluniced np-
proach. Bualueing the milinary, preaceful ex-
pansion, industey, and the deyelopment of
spell researel and spell skill s, an least to some
extent, anintegral part ol develpping a pow
erlul wizard and empive. Baluncing all of these
gonls, i o basie approach, can often be dif-
fieult it worthwhile approach, Flexibilin.
lowever, remaing important ot all vimes o
meet the ever-clumging demands and evenis
in Master of Mugee

General Methobs of City Development
While yom must foens your elforts i many
different wreas 1o dully sueeeed in Master of
Magic. there are a number ol prossiilivies chat
relare 1o how von develop yonr cities,

Buy Cheap

Cities enn be developed slowly, using he peel-
ing e ondon appronch. Yo can build the
chenpest buildings fiestand. =lowly surely.
work vaar cities ap from the gronnl. This
approach s good way ta establish bulaneed
eflort, By not conventrating oo heavily anany
arei, vonr cities will provide you with o stedy.
balaneed inerease in the resources yon need
to inerense your power. On e other b
developing high-powered armed forees will
vk mneh longer when ising this approach.

Go Speclalized

Niiother approneh paed by mast compuier
playere s perhaps the mast ceananmeal; spe-
clalize cavh eiry for a specific purpose. For
example, make one city o producer of
Lizawrdmen juvelineers, anuther viey the pro-
ducer ol deagon tartles, etes To minimize costs,
only huilil the stricrres necessary o ereale
these unite, to quedleivil disobedienee, o pro-
peet youe city, and 1o pay for what yon buildd,
This et hod saeeilives exilality for elhicieney,
Burin s w viable appreonehas long as the spe-
cinlized arcas aee ot so loe part o (o ez

lomg Lapses of time wnthering armies ey
cilie purposes. O Imlt'nlinl wenkness il
it ik ensy o under thevelop the seriet '
speed your spell researeh efforts.

Resource Orientation
You may. instendd. choose o devore
forrs whnost exelusively on a part .
sonrce-oricnted appronch. You may b
prostly eeligions aod educational st
i vour eities 1o maxiniize the preoductio
spell resesyel poines and magic power,
ing vour elfores on Cxpansion nﬂL
peeded o neeuire or build more eitiest
ther this agenda

Yoo miay ot to foens entively on e
try aniel e Hi ez, l-n-l'linll.: l'il.\-' strnchu
allow ALY |n|i||i e lllll'l 11MII]. M
iwith gold ad food ). Within this app i
vour iy either specialize or ullow fo
building Mexibility. The only proilen
livavily slanting your priorities is the |
tind 1o neglect the other areas needed:
selop vour wizaed's power o ts fullest.

Bow to the Strategic Plan
Finally, vou may prefer o cmphaaize
apment i one aren before expanding
nrebant centers, For exmple. you vould
Lvgsely on the militaey ar early stages
e, later developing thie spell ressire
mna procducing vapubilities of y
Conversely. you coulil focns first on
vour spell researeh well nnder way an
Fter Torm powerlul armies, aided by
vour have lenened. 1o expand and 1o
your neighbors.

W hichiever roure vou ehoose, being.
o circimstinees, while mainaining o
s ol prrrpose ar il seheme for reach
wonls, iw your best ally as vou bt o
o beenming the Master of Magie,




mMents

ism

shest and hiest Wilys o |lr-w-hn|n
ire ey in the game is 1o conguer
[ Af they are relatively weak. en

The benefits you gain from sneh
R THTTLS (':(|||||ur‘l1rl;_' ather ¢ities is o
ol (o capitalize on the investment
ou bnve madde. N sl
ea aro alecady partially, if nad

wlaped. They already have o lirge
ulation base. ‘I.!l'lll'l'.'lll_\' that you
Bnﬂlﬁllg units or uselul struciures
Conquiring fuirly lurge cities will
ie poines which, in nien, will save
an maintaining your troops ol
uo botter mercenaries and heroes

ch vour wizard,

e benefits gleaned Tromm non hay
i klll{.‘:h Barilel cities (o serateh
ering other cities gives vou move choiees
g aeceds 1o more races’ ahiliies and

0 others, while some tnees specilize

;mgw power production. Other races,

gty aned Lizardmen, have grent
T ||||ir|\|_\".
v superh specialized wnits Having
e o troop types while voo are
ing your cpive huth milicarily andd
lers, will give you more flexibil-

o value, Some races ¢

! A I’I)’ |'||l\1]ltt‘l'i|!:: neuteal andd ey
o will eliminate threars to the stabil
par existing cities. Not having 1o worry
raielers and enemivs who eneroach ton
VOUE ECFFTONY 15 10 very positive is-
: voting some of your elfores an con-
iie 13 Iy ]

e are two real dreaw hieks to unbradled
st The firse s that oo all races et
quadly well. There i generally some
i eonquercd cities when the win s raee
1 from the race in your wizard's
['I'ill'lr('ﬁ:u'l'l_\. While oftery the leyel
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ul unrest is low enongh thar it canses livele
concert. there aee other Gmes when it can slow
prochuction in conquered cities oo hal

High levels of nuoaral etunity bersween raees
can cost vou a o, Large nambers of units are
necded 1o garvison such cites; either do tha
or plan on spending lots of production or
money erecting religions inatrmons, Of
comrse, the level ol imrest only worsens if your
ght be the
vour have lurge numbers ol units or 5]

LX rates arne Ili'_'h, \!'Illll'h L1l

ized Lonilddingesd to pumantain, This coan be o
downwared spiral tha you muost be aware of
o nvoid,

Phe secoml drawhack o militury expan-
sron 1= diplomanies I yon uke other wizards'
cities, iCis o casus Oefli (o ense Tor war) and
vour will antomarically be s war with them
I you bamish another wizard by tlking his or
her Bnehanted Fortreess, all remnaining wizards
eve vou with addivional disfuvor, Frnally. if
you expand oo rapidly. vour neighbors will
el envions Jlllll l'\!'!llllll“_\. rr'a'l\ Wiays Lo evern
the seore.

City Spells
There are o number af spells that permanently
o temporarily adfect cities in Measter of Magie.
some of the spells merely mak
ax Summmening Cicele an Are

i change. such

ane spell tha
troves your Sunmoning Cieele 1o

rw city,
Some spells clearly exert positivee eflects for
the ensting wizard, while othiers are quite de-
struetive, Tabile 10,0 provides o thumbnail
synopsis of the different cicy spells in this

o

e Also included ave spells thia can i
rectly alfeet cities, even though they are not
cast divectly wpon them

With this spedl indormarion swirmary in
bl vou ean devide which tvpes ol mngie
will Best sot vous i terms of builihing or bust -
g cities. Simee cities are the engines that drive
the game koowing how they ure taned or tor-
tured by spells s vital o youre gane




Master of Magic: The Official Stratesy Guide

Table 16.6 Spells and Cities: A Complete Reference

Spell Nature Effect Description
Altar of Battle Life All units created by city are Elite to start
Gala's Blessing MNature Increases food by 50%;

Improves terrain; Eliminates coruption Positive
Streamn of Lile Life Increases growth rate, healing, and

eliminates unrest Positive
Dark Rituals Death Generates extra mana at cost of

growth and added unrest
Inspirations Life Increases base production by 100%
Prasperity Life Increases gold from taxes by 100%
ii‘— o : X ] - . ;
Cloud of Shadow Death Increases death creatures' /

decreases life creatures’ combat
Consecration Life Protects from Chaos and Death magic,

dispels anchantments Protectiva
Flying Fortress Sorcery Fortress can only be attacked by flying craatures Protective
Heavenly Light Life Increases Lite creatures’ /

decreases Death creatures' combat Pmm-__
Nature's Eye Nature Scouting range of city increases ta 5 squares Protective
Spell Ward Sorcary Protects from all spells and

creatures of chosen magic type Protective
Wall of Darkness Death Protects garrison from ranged attacks Protective
Wall of Fire Chaos Units crossing wall suffer from fire attack Protective
Wall of Stone Nature Creates a stone wall ective
e e :
Astral Gat, Lite Creates a portal to other plane
Change Terrain Nature Alters the terrain in target map square
Earth Gate MNature Creotes o means to teleport between cities
Enchant Road Sorcery Enchants all roads in 5X5 area
Move Fartress MNature Maoves Enchanted Fortress to new city
Summoning Circle Arcane Moves Summoning Circle to a new city
Transmute MNatura Changes mineral types in

existing mineral deposit

e

Armageddon Chaos Raises volcanoes evarywhere

{sae Raiso Volcano)
Etarnal Night Daath Casts global Cloud of Shadow
Raise Volcano Chaos Raises volcano on target square, destroying

production; Gives casting wizard one mana/turn

Black Wind Death Rains disease on all figures in target
sguarne or city

)
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16 cont. Spells and Cities: A Complete Reference

Nature Effect Description Nature of Effect
Chaos Can devastate a city's buildings,

citizans, and garrison Destructive
Chaos Subjects city and garrisons 1o

lightning attacks every turn Destructive
Chaos Eliminates food and mineral

praduction from target Destructive
Death Increases unrest by 1 and

decreases production by 50% Destructive
Nature Can destroy bulldings and gamson Destructive
Death Increases unrest and causes loss

of city's mana production Destructive
Death Halves food production by city's farmars;

INcreases unrest Destructive
Chaos Rains fire attack on all units in

gl square or city Destructive
Chaos Causes comuption everywhere Destructive
Nature Rains ice attack on all figures in

target square or city Destructive
Chaos Chance of destroying any building in

any city every turm Destructive
Nature Causes earthquakes for casters of

Death and Chaos magic Destructive
Death Causes death and increases unrest by 2 Dastructive

s glve the castar some specitic benefit, such as incressed mana or fewer rebels. Spells that
it spacilic aconomic variables or that protect a city from specific types of units or magic are

0 city's structures, terrain, or terrain features are listed as “redecorating” spells,

are as loliows:

n and Raise Volcano are positive in that they result in a stream of mana income {1 mana per

game tum) to the caster. They are clearly negative because they destroy lands and resources used
il Night is both Positive and Negative because creatures of Death benefit from this spell, while
Life are hindered by it and because it exerts its effects in all areas of Myrror and Arcanus,

effects cause damage to the target city's bulldings, population, and/or units or foment rebellion

&
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Forward. March!

Ok pue wway those spreadsheets and rall
ap the ledgers. You've carned your diploms
i Master of Magie seonomics,

Now we will tinke you from wild-mannersd
acconntant o warlord deluxe, The next chap-
per Begins one comprehenzive analyeis of mili-
puey tnatters, beginming with what goes into 4
ot dnspection will begin as soon is you trn
e piee.
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i enormous mmber ol different unit

types appear in Master of Magie. with

different abilivies. seeengtha, and
wenknesses. Making sense of vour options
when forming armies anid garrisons requires
an understanding of how to capitalize on the
nnique properties offeved by the different unit
types in Master of Magie. Unit properties are
also animportant coneern when chioosing your
first city’s race at the beginning of the game.

How to Read a Combat Unit
All units, from the lowliest spearman 1o the
fearsome sky drake, share hasic ateribures:
attack strengihis, defensive abilities, resis-
tanees, ofe, These artribites are shown on thieir
unit digpluys and are broken downin the [ol-
lowing way:

& The numbier of figures in o unit is indi-
cated on the units display. Baeh unit has one
to nine figures, The statistics on the rest of
the unit display are for each figure inthe unit,
That's a vital coneept, so grasp it lirmly as
you read frther,

& Movement type and speed are indicaned
at the top of the unit display. See Table Cin
the wame manual for information on the dif-
ferent modes of movement in Master of Mugie,
The number of movement points that the unit
has per game and battle raem s indicated by
the mumber of movement icons (hoots, wings,
waves. ele ) For I"Slilllllll‘. wounit with three
hoots has three movement points of normal,
overland movement o spend per game and
batile tarn,

B, Melee Attack Strengilis shown as o series
of swords on the univ display {and we use the
terms “Melee Artack Streength™ and “swords”
interchangeably ). Bach aword represents ome
potentinl Ait against an enemy unic when en-
gaging in hand-to-hand combat, Note that
pach figere i the anie has the indicared -

ek strengihy so the [u'-ll'ntiul dun
the whaole vnit can deal ot is equal
mumber of swords on the unit's smtist
tiplied by the number of fignres re
the unit, Cliper 200 has w full exple |
damage and defense in combat,

ways, Fivse there is an atiaek rype: b
rocks indicare different novmal missile g
mnl l'iru |m||zi imiivulu- lllu;.il‘ ﬂmgt'd:

jeet to decreases i acenracy nverJ
tanees. They are also subject fo o
munities (discussed in Chaprer
steength of w ligoee s ranged attnek
by the mobier of hows, firehwlls. Gﬂ!,

age from certain destructive mngie
Chapter 2173,

& Resistance is shown hy erosses an
cates the elanee tha the anit for
applicable) has o defend iself aga
and eertain special attack types, sue
attacky (see Clmprer 201).

& [Hits or hit points are shown gs hie
the unit display. This is the number
age poines each fignee in the ui .
before dying. Hearts dirken as o
Ao,

Whenever umts get special hom
hasie statistios. such as urtack bony
enelhaniments or artifaees, these are
the unit displiy as golden sworids,
Note thit things are
to he. Certnin enchantments or ahilitie




specifie circumstances and their
Hmm are. i this case, not shown
display. For example. the +10
s 10 erosses given by the spell El-
mor only apply when the enchaned
ding againat 0 Claos or Nature

Ceertain ranged artacks. The
ments bonnses, therefore, nre no
the unirs display.

From Expericnice

units also have an exprerience level

start out at zero experience. Tables
i Illrganm- manual indicare the =ti-

hl!lltl.l!l“ l{l\l'll (1] llmrll'll units and

on the iln;mrlunm- nl' <-x;n:rir|n-c fey-
o ANae that the unit lists are not ex-
primarily generie combat unirs are

gmng from reeruit to re --uiul will

o) are more than twice as dilficult o
[ﬂ:ﬂﬁu. This is because each ligure in
fets i extra hesirt {doubling the nnin's
s an extra shicld when i reaches
M

’]’pt:l]('.rll-luli-‘ the ultra-elite experience

sispes units” ability "To HHC by one and
{or more) the delenses of many basic
i leg. bownien, cavalry. ¢
i, awordsmen, and trivemes)

.'lluplllr.-.

gaey, the ability 76 Hit another nnit
g meles or missile fire, starts todmprove
olite experienee level which is the high-
most nuits will ever reach. Aceuraey
wporant for all unita. bot especinlly for
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missile wnits, such ws bowmen, bhecanse the
wecnraey of these weapons decreases with dis-
tanee -,'I|||- I.lrr]ll'r away th Lrgel the lower

irs To Hit chanes!

B Experienced unirs are sig tilicantly berter
than their green counterparts and don't cost
any more o maintain! So, when vou've got o
it up to a high level, think twaee before

throwing it awny on hopeless engagements,

& Lvery expericnce level gives o normal unit
a O pereent mecease {additive) inies abiliny

10 resist spells and special attacks (such as

lite-stealing or poison ). I ather words, an ad-
ditional eross. That means thar nt the slite ex-
perience level o unin has o 30 percent grenter
chanee ol resisting dangerous spells than when
it started as oorecrin.

& The ultimate point is this: the weaker the
nnit, the move it gains, proportionally. feom
increases in experience levels, The only ex
|'<-|nliu||- wre the heroes bheenuse their pamns,
are deamatic, and be-

per experience level,

canse they can gain so many levels,

Specific Experiences
Soowhar ean unie experience really do? How
does it work in comibing

an with spreci] bo-
nuges? Let’s take o look at o few apeailic
exampiles:

B Ore spearmen are about as hasic and lowly
amit tvpe as can be dound in Master of Magie.
Therr wnits are ¢

prized ol cight spearmen
ench with amelee atnck of one strength, o
defense of two shielils, one heart caeli, and o
40 pereent chanee of resisting any spell (ie.,
lonr erosses ] From this raw recruit stage, their
attacks double when they hit the nex experi-
ence level and inerease to three times their
initiad vadue when Ove spearmen become elite
Their defenses also double by the time they
are elite, as do their i poines
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Louking at s in the most simplistic way,
at the ehite level these units are three tmes
stronger aned Toue timwes haeder o kil Av the
elite level, they alsn gain o+ 1 'To Hit, making
their inherent aceuraey pump from 30 percen
to 40 pereent, Finally, theie ability (o resisi
spells inereases by 10 pereent per level, giv-
ing them a base vesistoner of 70 prereent by
the time they are elite,

OF conrse the gains are even more imnpres-
sive if the units can get o higher experienee
Bevedss i, i vou e o Warlord, if von've east
Crusadle, or i vou are sitting on top of a mithril
or adnmuntiom mine. The signilicanes of these
staristies i combat is diseussed i decal in
Chaprer 20

& Hallling slingers are the end-stage, power
FhalfMing nnit, When slingers fiese come off the
assembly line, icis a litde diffiealy ioappreci-
ate their finee qualities, Reerair slinger nnits
liave eighi fgures cach with o two-strengeh
missile avtuek, two shields, cight crosses. and
one heart. {We're neglecting slinger melee ar-
tacks, sinee this i= not their forte

Loets take these unirs straight 1o the elite
level, When elite, slingers have o four-=trengih
missile ek {hat’s eight guys with four at-
tacks vach) \\Illl i 3 peveent chaner To Hin
The extrn W) pereent chiamee To Tht eomes
from the faet that all Halfling unis are lncky,
giving them an extrea 10 percent modifies for
almost everything they do. This exeea'To it
chinee s especially important heee becanse
dingers are missile units: their acenracy de-
preciates over distanee. So. the higher their
base aeevraey, the berrer they I hicunder any
circumestance. Furihermore, olite slingers have
double the shields, donble hit pninl-.. and o
resistance of 11

So far they don’t look oo bid.
hine their advantages with aoaleliemiscs guild
andd o adamantinm mine {we may as well go
all the way with these guvs ). We suddenly ger
another +1 To Hiv from the gl giving the

Last's conn-

slingers an aceuraey of 00 percent.
thar. the adamunrinm bonus gives e sl
ity two extrn attneks, so ot the

the slingers will lave sight attacks of sn
six each, Finally, they I be even he
Deeanse the adamantimm honus gives
exten two shields, Their fingl stats w
total ntack sere n,uh of 48 fwnh i dl
Pereent necire I !
per izure. and a rl--.l-.!mu ¢ uf ll Not |
considering their lmmble origins as

& Our last example will he D
hammerhands, These units are
stromg, even when they're ne
Harmmerhands have six ligures, e
steength eight melee atraek, three shiek
hearts, aniel it resistanee of nine, Draggng
up o an elite level will gain them s h
10 nrtaek {with a 40 percent To Hit
five shields, five hiv poines, ond o res
of 12, Add adamantium and an
guild, and vou'll have a melee
tllm: s anet attack strength of 72 hil!). v
6 percent To Hit chanee, aned seven |
per fignre in the hammerhand unit. Thag
fully develuped hummerhands more at
net shields. and hearts than o great
None of this means that a single hasmerd

|||||t can kill o grea dmkv A gmnt- Ir

ures belore the hmnlnl'rlulnll it L‘ﬂll
Davek . Anl, as nnit loses ligures duriﬂg
bat, it lases a ot of serength (see Cliaple
However, a team of developed husm
can kill great drakes.

At the end of the diy, be aware that
cieneed units significantly outclass
I'his miakes some of the expensive b i
like the war college, irnportant i have
main produetion cities, While ardum
and mitheil bonoses are discnssed furhie
this chapter, remember thit their o
attack and defense serengthi, esp
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eant build alehemists guilds (e,
Guolls, Klackanz, Lizardmen, and

| Unit Types

basic artributes, many units have
eceinl abilities (also indicared on
). Bome of the more important

and purification of corrupted land
armed by priest and shaman unis,
Dwarves, Gnolls, High Elves, and
o build these univs and suffer
it dizability when plaving against
Chios magic {due to ved mage’s
i inel Grear Wasting spells).

mngie ranged attaeks and destroe-
B[lt‘]l.-j are basic abilities of mog
Jock units, These units are pow-
lly ot advanced experienee ley-
particularly useful in garrisons,
ply. these units are at risk because the
de always gets (o move first in
dusually prior sweatle unies with
ly, magicians andd
wun wse their full destructive power
pattscker's first bartle turn.

shing ahilities can break down ciry
wre inherent in engineer wned enta-
| Bydeain'syiugrm'linnu of city wall-.
. wilts in the sgpunres with broken
pssthle 1o nccurate missile fire and
ek, I missile units form the bulk
D}Il}lll?rillg I'urr.t\ 4'..\||uinlll s,
]Dllg l‘llngt'd urtneks, are the per-
pentary it

BINKE Wenpons andl rn||i|| oo ettt
af busic eavaley units. Theae unity
pto enemies and gt in the first

wallop hefore being hit or counterattacked
Their speed makes them particularly nseful
for quickly 1oking out enemy miassile units,
Pheir first-serike capability may also enable
them o take less damage when they anack
coemy wnits (Chaprer 200 eluborates on the
first=strike concepr],

& Large shields possessed by swordsmen
wnits provide added protection
missile fire and can aid in defending ciries
against enemy howmen, especiallye when you
haven't bl any ril}' wills yeL

EL enemy

& Negate first strike is the one specil abil-
ity of all halberdier (and pikeman) unirs.
Halberdiers are the most powerful standard
wnit available to most races. These units have
added srrengrh becanse of their ability 1o pre-
vent enemy units (Like palading, elven lords,
wrilfins, and death knighes) from damaging
them before they get a chanes o commerae-
tack, Being able 1o rerurn blows s ot least

important us being abile o take them. and
halbierdiers exeel at both.

Az vou g]mn‘c- over the ufrl‘r'iilp.- of stan
dard nnit types. von can see thar baluncing
arinies for specilic purposes (e tking o hosy
l)l. l']l\'“ll‘_\' HIIII '\\\'l"'[l.‘!llll‘" Lik |'ll“l|l|('|' TOwWiIs
with howmen-stoeked garrisons) or to provide
Tor almost all contingencies withoa smatrer
ol many different unir types is an important
fueet of this game. When construeting arnies,

you shonld be aware of the particalar skills
pnd Bmatations of each unie type available,
eapecindly carly in the game when vour op-
tions are linted o essentinlly weake, busie uni
ypes,

Special Unit Tugcs

at Are Race-Specific
Besides the standard univ types {apearimen.
bowimen, [priests, awordsmen, ere ) that are
availuble to many or all of the raees, there aee
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also nnits specilie o eneh face: The ravesspes
cilie nnirs have dheir awn specind ahilities and
properties, What follows is o discnssion of e
or more s specilie | ol voee foon all oo
types are disenssed )

E Beeserkers are the vongh. powerful vt ol
Barburians. Asulde from their serong lighnng
ability, they have o two-strengeh theown ae-
taek that lets them taegen ying units. sonie-
thiing most grovnd troops cannot do. Theown
wtracks are also Tiese stvike attacks o so ean
b vl 1o ger inaswing hefore oppoments
can comrerntiack, As end=line unii= 2o for
thie different raees, bersevkers mwighin non seem
too mpressive, However, nt elite levels and
e masse, they can form o powerful backbone

to most all-purpose armies or garrisons,

& Minotaurs are the nnite of choiee when
you're playing with the Beastmen, Hhese are
strong, havdy units watl aninherent +2 ho-
s Lo i This gives even minotaue eeeraiis
i 50 pereent chianee of lainding every Blow.
Tragine theiv possibilities when bl near an
welinantien e e rometaors bl in
wibantio-rich cites caneven be wsed 1o
taekle the mast ferocions unirs i the gne:
irakes [especially il von van welb thise deikes
first) and geval wyrms,

& Nightmares are the Dving killer units of
Dark Elves, (Note that Dark Flves also have
the powerful, Duom Boli-wielding warlocks,
Nighrmares are fast, Thving units with strong
nelee attaeks, mwamy bae pores (10 ecaeh 1o
it ) amed o mugie enmged antaek. Their flv-
ingg el e artaeks make then great nnies
for tovading o congquering nentead or poorly
parvisaned eivies. Their speed alao helps whin
confronting ather dangerons ving unis.
The warloeks” uses are more obvions, With
their strong magie enaged noeks wd their
Daownn Bolts, Moeks of warloeks can rake down
a ot of units before they ve stapped. especinlly

i situations where they are not figh
ranged i,

& A ships e the most powerful Dy
units, Althongh all Draconians can 1
ol their wnits are disappointingly fr
pecially tora Myreran race, The air s
prensate agood deal for this, however, Gag
ol powerlul wall-crushing rock an
ships are also extremely fast, with foue)
ment point= per e, A conple of
serionslv dient o kil nainy units and,
llll'l\' v thiey are haed o ke d:m-:;,',

Flving unite. i e
1""‘”""' [ERHETRI N ||||'ir {1 H [R(R)

ers anto siuations where von can
hattlefield jusr by casting dendly sp
Mying i e conjunetion with o
Killers like the Denth spell Weaek or (3
Flarne stvike, works well us o eity o
strategy. Alernately, casting summar
to o yvour flver's fighting for you
vinble bartlefiehd rechnigne,

any apectal bhonuses from mid
ndommnrin e these lietle guvs can g
panchool 60 swords when they attiek
terattek, placing therm on prae with the
st nnits i he gome. When they o
with wpevial spells or magie wesy
hannerhamls in large groups ang
unbeatahle,
Dwarves coan also produce golen
strong anits are innune to Death
protson andd wield w powerdul 1245t
lee gtk T addition, their high
tospells {17 erosses ) nnd sturdy m
these s very hard o Kill,
Dwarves have another partieul
unit thee steam canmon, Steam e
vemarkably sturdy vanged stk
are resistnt o spells and relatively
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ers e the power unit of Gnolls
! asset is their specd. Ar three
ol puhm per tirn, there isn't much
unt dowi, or outrun, on che il
dan’t have Nying units, fast unirs
htsl thing. Speed lets von escape
e grovme unies (ontrunning thei
ends) and lets von ger o the
e missile units uickly, e
n decimate vour ranks,

are tee Halfliong nnies. Before vou
‘gn‘y&. Hallling unit= aren't worth a
lltlluug!llfu'lrlm k gers these weak-
n ot Onee Yo Liave slingers.
ol can meet most challenges. Wai
lingers to gain experience helore yon
and only build them near imithil
i mines. i you can (otherwise
ptehanging their porential},
th waiting until you have a solid
ftop-of-the-line slinger units. Because
“ gherent aceuracy. they caniake down
sl s the game and Lunngh about
\ I'li. A llnrll of o \fn rienced ﬁll]’l”l "

el spell, or encliant the
ays. small sets of slingers can ke
i andd nodes very efficicntly,

i High Elves. Longhowmen are lile
LITHIH I|||‘}= have long-run e attiek=
never sulfer a penalty geeater than
ahiiliry o Hir their argers, On op
they get s +1 bonus To Flit amid have
miasile attncks than eegular bowen
arghowimen can take you o ino o
vith High Elves. whicli is sooil beeaner

this race grows slowly and it tokes some time
to get to i enid-line units,

Thoze ewl-Tine High EIl units, though, are
powerful and worth the wait, Elven lords have
armor-piercing (halves shiclds), Tiest sirike
ateacks with an inheren +2'To Hit.
them o hase acenraey of 50 pereent, before

Thar gives

they gaim any experience at all Their attacks
are completed helore defending units can
connterattack, and they elfectively ger twice
as many hite heeanse of the wrmor-pilercing
nature ol their attacks,
strong that there really isn't any special necd
to give hines on nsing e well, Just let themn
web i the first attack. il they can,

Elven lords are so

& Puladive are the lnal High Menounins, For-
{1 l‘\r'l’l')‘l[lill;.: else: onee |n||.'|1|i||:- are ol
there, your worries are over, These units are
capable ol conquering vidually evervihing
except, perhaps, nodes infested by multindes
ol rllul\l isOr-g
nity o magic. so they enn't be tuken down by
spells o mogie ranged wtacks. Their attacks
are armor-piercing and first sivike, just like
the elven lords disenssed whaove, Ontop ol that,
they linve o holy honus that vaises all friendly
units stats of the hacde by one, Packs of pala-
dins, thns, are deadly, When enchanred by
spells (Eldriveh Weapon, Lion Heart, Flight)
little can stop them.

at wyrmes. They liave immu-

& Sty bectdes are the big Klackon units,
Fhese are They have a
lairly sirong fiery hreath anack

colid, strong units,

IPIN‘IIII lll'

useel to attaek Tlving units, Their greanest sas-
actis thar they can be built early in the ga
il youve sturted with Klackons, often hefore
other wizarvds are building their powerful
nnies This can give you an carly initiative in
conguering neutral civies, Consider bhuilding
o large Land miasses i vou are stoeting with
this raee, so thit vou can really avail vonrsell
of this nuies serengtly,
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& Dragon turtles are the Lizaedmen s equivi-
lent to the Klackons stag beetle, They are vir-
tally identical exeept for one cssential and
important difference: dragon turtles swim (o
vou don’t need big lind mnsses). Build these
units early and send them evervwhere. Con-
bining therm with the Lizardimen's erack mis-
sile wnit, javelineers. will givee vou the physi-
eal strength 1o take many nearal cities and
to suceesstully explore Tairs early in the game,

& Crilfing are the end-stage Nomad uni,
These [lying ereatnrees have first sirike, anmor-
piercing attacks. While llight is an herent
addvantnge. particularly if vour spell-casting
abilities give vou powerful means o desiroy
enemy units. the attack capability of griffing
is ilso uselul, Beeanse they fly, griffine can
frequently choose what and when to attnek:
this lers them use their first strike ability 10
its utmost. Use griffins to selectively eliminate
physically weak units with dangerous atracks
first. However, griffins are only moderately
sturdy, so don’t use them ws the hackbone of
o killer army unless you have no viable
alternatives,

& Wyvern riders are the Ores” one big eon-
tribution 1o originality in Master of Magie,
Their greatest assets are that they are fust fly-
ing wnits, al three movement poines per tarn,
and thit they have a srength six poison at-
tack on top ol theie normal melee atrack,
These units wre Tast cnongh o esenpe most
enemies, and their flving ability generally lets
them choose their targers. Wyvern viders are
strong enough to include i an army ws o solid
hasic unit. Make the most of ther flying albil-
ity though: that’s where their greatest strength
lies.

& War rolls are the Killer umits from hell:
like most Troll unirs, they keep coming aml
coming and coming. As they are strong aml
rw-gl-m-rmiug. not much ean stop these units,

Uheir regeneration ahility, in combinat
their relarive spesd (1wo movement pol int
trn ), lets them do atteck dancing
wint. That s, they ger o close in o
bt when they re dangerously injured ik
use their speed to o away on the
field unil they've regenernted ena
point 1o close o and st swinging
War trolls are awesome units: that o
their own against almost anvibing,

As von can tell from the notes nb
is a lor ol variety in the types of i
may have available when you play.
Magie. When von know o unit’s streng
weaknesses, von have all the tools
to derermine how it can be nsed in

solic aremies or special aitack squads,

Comr.\r son of
Race
e of the lllllnl busie questions in Ma
Meagie 1s whieh raees form herter nm
others. The lollowing tables are de
give voura feel for which races are b
I|||1h than others, Table 17,1 shows hoy
sratistics of standard unit types diffet
the various rees, '

Fantastic Units

The Tfumtastic units dilfer from non
in that they are summoned, rr'.l}’ on
npkeep. and don’t sain experience
ol the fantastic units is discussed i
propriote spell chaprer (see
theongh 125: ull of their special att
defenses are dizeussed in C hnptl:r'
we will disenss some kev fantastic
anil 1ht'ir’-.i|im'iu| abilivies, 'This v
feel for the sorts of options vou
vou erente armies with them. Note th
commnion e wneonunon unils an

here, sinee these are accessible w
choose even one spell book of o
mugic color. Look under the appropi

%
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1 Comparison of Standard Unit Statistics by Race

ot a total of two hit paints, per figura

Attacks Defense Resistance  Hit Points  Motes
{Swords)  To Hit (Shields)  To Defend  (Crosses) (Hearts)
Yome bave
+ Thoswe attuchy
=1 B +1 1 B o
‘1 T e arged mege
- by
1 47 i ,'im -.rl
end llying
- +4 +2
[¥] 3 ey R
Ta Hiv
-1 +1 +1 v2 darlwnd
vovir huck
+ I_ 2
+2 1 B
= +1 "~ awem
+2 3 '3 (L LA

Hgnes! urd

the statistical differerices for standard unit types (spearmen, swordsman, bowmen, triremes,
y, ete.) among the different races where it varies from the standard for that unit type, For
st spearmen units hove one hit point per fiqure. Evary race's spearman units will have this value
el number is indicated In the Hit Points column, Lizardman spearmen nach have an additional

e default ability To Hit is three {or 30 percent chance to land a blow), The default ability To Defend
{or 30 percent), Each +1 in these areas and in resistance indicates a +10 percent in this ability.

dufanse bonus does not apply 1o its enginear unit type

W information on rare and very rare
CIEALILS.

tis, cockutrices, gargoyles, and
s areall flving units with solid a-
didolinses. The addd attncks v'l:‘ll)i'll
ltlr thiese units (stonimge tueh., liery
'-‘ilﬂl'l'lnllllllllli; make nice additions iy
eaely stout ratings. These anits enn
dui et a flyimg corps and, in conibi-
_""illl sﬂ‘“ casting i combat, con e

feant miany mic=serength urmies, garvisons. and
liirs.

X e clementuls, phamtom wartiors, andd
|l||l|l|!lllll ||1';|:<Iw can |u' -l|||ll||l|l|t'f| llllllll'_‘
cotmthat Tor inereased atiek vapahilities o
diversionnry manenuyers Sleawing attacks
away from more vaduable unis), The illusion
ary Carmor-gnoring L attncks of phatom war
rinns il bensis e pactwenlioely welcome in
prn

 hie poiis off of enemy uuits, Their
attweks are particalarly elfective againstmuoli-

)
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figure units beeiwse the resulting loss of fig
ures i aneh units makes thetr subseguent ar-
taeks against vour troops less fearsome

& el honnds war Biears, nongas, nugic spir-
ik, guardian spinits, and skel
ally nothing 1o write home abour, They are

1> are gener-

the cheap. stable units from each magie realm
As sneli they wree essentially magical gronis.
primarily wseful in fleshing onr your armies
al the earliest stages i the game. Sinee ther

“Ill\""lll'"‘i* are i” [IRHLIHE I}l".!"!' llllil’H are Ili""
tieulurly weleome whien your gold ool food
supplies are Himited,

Chhier than these benelits, the best things
that can be said abont these unirs ovpes wne
1) guardian and magic spirits are good for
explorntion hecanse they move Faely quickly
amd con travel aver every terrain tvpe:s 2]
nagas swin, slbeit stowly. and ean explore aned
compier weak lnars wod raing on other conti-
nents; 31 hell hownds have fiery breath that
cun nttack (lyers and toast weak units: 4) war
benrs are actually pregry strong and more than
o mateh for many spearmen and other weak
units; D) oaoskeleton's higgest asset is its im
ity to nnssiles aned is exira |'|||-:|p custing

and upkeep costomak ing linge armies of these

nnddead nnies yvery aftordabile,

& Chouls are minor unirs with one big plus
they can ereate undead nnits o ol eoemies
they kill, Use ghonl nemies when marehing
ot weakly garvisoned towns, bt never antack
with a full stack of nine units, or encmy units
can't he rosed 1o sl ane your ks New
undead unis can be nsed right away to garri-
son the newly congquered town when your
shouls move on,

& Sprites are defense kings. Bursting with
litele mngie e yving units
are the pertect |||‘('-e-'||i|||m|| ol [pre=priest

l_w-r| artacks, th

s o .~|l|1|:|(’|||-‘||l W Earmson, ”"'.‘ e -
naite when gaeeisoning o Natare node. i

partientar, hecanse of bonuses they
there {see :|m||I|'|' 200 Furthermore,
of sprites are great for conguering n :
ies enrly in the game {except for o

WIS )

& G spiders are almost alwiya
Their Wby .-|n('|| ean bie cast :llly\\’w

aroned deakes and othe
ters, Tuke o few with von wheneyer

& Shadow demons are like super
They have cight bratal magie ranged
aitel they regenevate! Becter still, th
corporeal (so they can't e wiehbed) 1
(ly. "This allsws theni o bob ot of mg
st other anits and complets theie

vanged artacks helore stooping o

vombut, :

& Unicorns are sturdy, nid-stee
whose chiel nsset is thue they can e
st thern ponmnee upon your eneny’s
panged ntraek nnirs on your fiest hu
Furthermore. as long ns they aren't upa
iy vernaining rangecl units, they can o
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dhe battlefield (which makes them
8 4 garrison unit since they can
ot enerny's S battle tarns),

die umits aren t necessarily any
e wnits you can build in vour
hey ]JM’ir[ﬂ are options: differ-
é}ﬁhrp and different abilities 1o
DU DETEs,

il unit type deserves a brief
o undead units. Undead units
| erestures summoned or perma-
ed by hlack magic (werewolves,
s, black chonneled unirs, ani-

o notheal. The only way their
b restored = if the units have
fornhilivy or life-stealing atiacks
208 The best thing abowt undead

e

! ﬂ'_ley are completely immune (o

Enchanted Units

gﬂfﬂg&:. you have 1o work with
£on. Ir)'lmr ]:rullfmi:ll ariny Uit
pooe in sature, you still bave op-
wn always enchant them, Even ihe
mits can become incredibly power-
fght spells are cast on them, Table

ants. The most important thing 1o
when casting spells desigmaed to al-
rilbmtes is that the greatest effecrs
Ten vou cast these spells on unis
ﬁgw‘rmu This is beeawse effeers
g on a per ligure basis, not o per

le, Bdt“llg two attacks 1o a stone

e, you add a toral of 12 swords
- Csting enchantments o mulri

figure units is the ey ro deciding when anid
where to cust unit enchantiments,

Even when vou don’t have the aption of
choosing mulo-figure over single-figure uniis.
enchantments are worth casting whenever Vo
wish to improve vour battle adids. They can
turn even the meekest units inta killers, In faer,
some enchantments {Lion Heart and [ovual-
nerability) are so good that they re worth cast-
ing on almost any unit. These spells tum the
most fragile nnits, like magicians, into
Schwarzeneggeresque killer commanidos,

No matter what your starting material is.
vou will generally have spells or other ways
to mold it into something tremendons, When
it comes 1o building effective units, s nm
what you're dealr. but what you make of i
when the chips wre down.

From Here to Heroics

Now vou have o microscope’s eye view ol o
unit in Master of Magie. 'The compurisons of
varions unit types and their statisties, s modi-
fied by experience, race. and enchantments
ure |1i\'uh|| concepts for Torming vietorions
artnies. However, those who lead these nrmies
in the field, your heroes, are the mast impir-
tant units of all. For them, we have dedicared
the next chapter.
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Table 17.2 Bonuses to Unit Attributes and Abilities

4 Ranged Attacks -
Males Bewes Runged
Spell, Minvral, Ta Magic  and Te To _
Sk, Othee Unit Hit  Males Thrown Bresth Ranged Slings Rocks  Hit Shields Deferd  Hits  Resiet  Cor
Chaas Unit Spalls
Chaws Channels  patm -2
Eldntch Waeapon Aot m 3 All T E_
Flarma Blace Agnn S 42 *2
Immalation
Tratir v = 3 i 1
Warp Croatum : hm .
Warg Waad :.Wm 3 A
Chacs Cambat, City, or Glebal Encha .- rent
Chazs Sura Chss N2 2 ONakE 12
Seil-toad
Dovom Mustary romt &
Matal Fires P O +1 ¥
Warp Roe ity ‘g" 2
Daath Unit Spell =
eyt nark 2 cibile e e
T
ack Channely | natm +3 " L 1 +1 2

Black Sleen

Coak of Few

——
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Wencran A agd 2 7

Wirm thform
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Blwck Prayor Wy T 4 ] 1 ]
Coud ol Shacew 3 =T

Death el " S ] 1 A
Darknaw ik % y .,1_ X L
Eteenn’ Nigne
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 Cont. Bonuses to Unit Attributes and Abilities

———— Rangod Attacky ————»
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To Magic and
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Table 17.2 Cont. Bonuses to Unit Attributes and Abilities
- Hanged Attacky ————»
Malas Bows Ranged
Spall, Minaral, Te Magic and To To oo
Skill, Other Unit  Mit Malee Thrown Breath Ranged Slings Rocks Hit Shivlds Defend  Mits  Resind
Bdrcery Unit Spelis
Flight e—= = ey : S|
Grarelian Winid a o)) R
Hasto
vibaility : Opp
Mage lmmunity ” All -]
Mine Storm a B 5 5 ] 5 5 5
Rasicz Magic - o
Vartigo -2 I - v 1 -
Wond Walking
; Combat, City, or Global frchaptmiants
Blur _ -
Mass Inviibity Sl Opp:! e = T
Wind Mmtery
Alghamist's Gulld u.-i ..- o 3
AMchemiyt's Guild Jhoms. =1 | % = Al = N All - - -
Mt THorm.  +1 La1t 1 | 5 =1 " =1 5] [
Agamantivm mam | -1 et 2 -2 U -1 -2 !
Wizard Skilln '
MchenigSKIl - Ao <1 & Al WATS Al S = =
Wardard Skl orm 155 : E:
EfHects of Structores on Combat Stetistics
Civy Wil 3 o= -1 = =
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2 Cont. Bonuses to Unit Attributes and Abilities

- — Ranged Attacks -
Malen Bows Ranged
To Magle  and To To

Hit_ Msles Thrown Beeath Ranged  Slings  Rocks Hit  Shields Defend  Hits  Resint  Commants

=] = = halvad
-‘-’-‘,b;.u— S =0 oy only
Al A All All All V2 o
== P Cpp 1
1 4
% £ o T b
All (50, - ; —
afl (40
anly (¥ fow
nel wng
(L1
1
3 Ve
1 ha battlafield
i “1 it madifies
= denean on

o 2 -

I a & Huoly Bosus
41 Lt
T 1 1 " b leve
" ¥ desends on
-3 # 1 1 1 i

5 42 b | Vz 2
O T
T i

g4 the unit types that can be affected by the spell or skill,

t Ranged To Hit: is the accuracy of the unit's melee or ranged attacks

ftack types: Indicate the strengths of those attacks; lar example a +2 under melee means that the
attack strength is increased by two swords, A number without a plus or minus means that the spell
exact value shown, For example, Shatter reduces the attack strength from all attacks to one.

unit's defense,

the Inherent ability of each shield to defend against a hit.

iy to hit points ar hearts

it the uni's resistance or crosses

Y lists ather effects that should be noted.

8 af how the values In this table affect a unit's combat performance Is in Chapter 20

acts shown in the other columns apply 1o all attacks of this type. For example, Magic Immunity
30 shields against all magic rangedd and breath attacks
sumerical effects shown in the other colurmns only affect black (Dleath) and red (Chaos) spells or
f this type. Note: B&R melee attacks are those made by Death or Chaos units
ets Chaos creatures only, including Chaos Channeled units.
s Death creatures only, including Black Channeled and Animated units and those that have risen

doad.

_wm? effects shown in the other columns only alfect green (Nature) and red (Chaos) spells or

Sy

; Life ereatures anly
ts all units except for Chaos creatures
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Table 17.2 Cont. Bonuses to Unit Attributes and Abilities

norm: Affects normal units only. Summeoned, Chaos Channeled, Black Channeled, and undead
normal

Opp: Armor-piercing halves enemy units' shields in melee combat.

Opp-1: The indicated effect (-1} applies only to enemy units engaged in combiat with the enchanted
that the Opp-1 To Hit modifiers for High Prayer, Prayer, and Lucky (like Invisibility} only affect enemy i
abilities To Hit during malee combat, A
Same: Indicated bonuses only apply to creatures from the same magic realm as tha node.

vs. ‘X' spells: This spell causes the enchanted unit to have the indicated defense and/or resista
when it defends against spells of X' type.

(): Indicates that this value cannot be modified by spells or by armor-plercing attacks.

*This spell or influence changes the character of the unit’s attack from nan-magic 1o magic. R
magic attacks are just like regular attacks. The only difference |s that magic weapon attacks can |
on creatures with weapan immunity (see Chapter 20),

“*All units within city walls, whether friend or foe, gain these banelits.

***Prayer Master and Resistance to All are basically the same skill; on the battlefield, the unit with
value for these skills applies the appropriate bonus to all other friendly unita’ resistances.

Note, mithril and adamantium only exert their effects once an alchemist's guild has been built
producing the unit

Also, armor-piercing, Charm of Life, Warp Creature, and Berserk exert their effects on unit stati
ather modifiers (such as unit or global enchantmants} have exerted their effects.
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[ all the inits in Master af Magie, he—

roes linve the greatest unrealized po-

tendial when you first nequire them.
Through experienee and by equipping pow-
erful artifacts (Chaprer 19). your heroes can
become your greatest assers, Like Napoleon
with his Marshals, you must learn to moke
the best use of vonr subordinate’s abilities,

The Heroes

Fach wizard in Miester of Magie beging the
e with an identical pool of 35 heroes. Tha
means that “Brax the Berserker™ is available
to every wizards hie may not always e called
Brax. butall of your opponents ean have their
an Berserker who is identical (o Brax, The
same s teue for all the ather hevoes, T faer,
voii ¢ant get i fair iden of which hevoes you're
up against when vou look at your enenies’
armies. beeanse the heroes all have unigue
clusses. For examples if you see thae your en-
ey his o “Dreoid,™ that means he or she has
some version of Greviairer the Droid (see
Table 18.1).

Some of the —-Inr’litlj.' lieroes may not |y
available o ;.umr since they require a wiz-
ard have certain spell books [nt-nlll or Life}
before they will joir that wizard. Table 18,1
ligts all of the heroes in -i-fn.s'ff':‘nf:l)‘rigr'r, This
table includes the fame level vour wizard must
achieve hefore heroes will offer their services.
the hevoes™ hiving and upkeep costs. and the
specinl skills they aheays come with, Most
heroes vary -slll'hll\ hetween games hecaose
they have noeertnin nomber of vandomly de-
termined = picks™ or skills when they appear,
This will be discussed more ina later seetion
ol this chapter.

Explaining the Hero List

Table 18,1 shows the starting suistes Tor all
the heroes in Master of Magic, These are the
minbmal starting values for these heroes. The
actunl vilues may be higher il o hiero starts
with additional random heeo skills, These van-

%

umin, For example, some heroes w
Fighter pick in addition o the skill
here. Depending on the skills that hes
s, hee may then ger Might,
Agility, Blade Master. Luck, Cl

may et its super version. Table 18
different Fighter, Mage, and .'\.ll)' i}
‘!i('kh. |
In addition 1o showing the 4
trilites for all heroes, each hero s
sietof numbers listed below his bases
This second set is the minimium vi
hero's attribures onee he reaches
status, Again, the hero’s acrual stat
depend on the additionnl skills be |
the artilaets he is enrvying), Howeye
ing a hero’s potential demi-god stts
VO i I-.:lm([ idea of that hero 4
putentinl.
Fame shows the minimwm fam
before the indicated hero will step forw
offer his servicea. Note that Summon
Summan Champion can be nsed
heroes with higher fame requireme
that possessed by the casting wizard
Atk is the melee artack strengtl o
andd the hero's acenraey is indicuted |
Hit columm. A T Hie of 3 rep
pereent chanes of hitring the t
attack the hero makes,
Bng is the ranged attack strength
(breath and thrown uttacks are cons
rllllgl'tl attneks bheeause I’w}‘ allo
attak "}'I‘I’ﬁ:,
Tipe refers 1o the kind of ran
the hero has. Arrows, breath, theg
magic runged attancks are indicaty E
ton. the eolor (green, red, o b
magie ranged antneks ave included
different enchanrments {Righteons
Flements, Flemental Avmor, and
fer protectinng against specific co
aracks, For example. Flemental A
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toets against green and red magic ranged -
taecks {see Glinpter 20,

Def. Res, and Jhits refer wo the shields
crosses, nnd hearts than hero has,

Hire and Maint ave the hiving and upkeep
costs of the liera,

Kl inddicares the number and tvpe (Firy
for Fighter: Mage or Amyv) of additionnl skills
the hiero gets.

Using the Hero List

All of thee heroes in Tabile 181 are in your
starting pool unless von lack necessary spell
hooks, 11 you have oo Life spell books, vou
cannol aequire Torin the Chosen. Flana the
Priestess. or Roland the Paladin: similarly yon
cannot get Morra the Blaek Knight or
Ravashiaek the Necromaneer il yon have no
Dearh books,
necessibile heroes i you decide 1o dismiss them,
I the heroes die, they can be brought buck
through the Lifie spell Resurvecnon,

Heraes that wanage (o retarn after their
dismissal do so ac one experienece level higher
(ot at aomaximun level of Commander) than
they were when dismizssed. Resurreeted or
vestnmoned heroes rernren at the smne expe-
vienee they were when they lef 11 you win a
Lasttle in which o hero dics, you obtain all of
thee Fullen hero's aetifaors, unless the heeo dies
from Banish. Cracks Call, Distntegrate. Dis-
pel Evil, Holy Word, Word of Death, Peirify,

-qulll]_', gz, OF SLODIE o h.

Heroes return (o this pool of

Random Hero Picks

All heroes have cheir standard Tpatures {as
ghown in Table 18.1), and many have ran-
dom feamnres. The atable features inelnde
muny of the starting arributes, such as ar-
tack strengthe type of ranged anack, To Hit,
ete. Stuble features may alsa include cevtain
skill=. Vor example, the gypsy healer has an
inhierent ability o cast spells, meluding the
Life spell Healing. Tn addition w their stable
features, many heroes vary cach game by ni-

can iw rnnnlumly u:-a-llt,rlt-f.l fr.lrl
Mugge, undd Ay picks given to heroes.
The random hero prick:
i hero's abilities. Carefully nlm'rw: \
hero's skills, Their skills are the
which you shonld judge whether to
hero, The question o always usk one
spective new hero is: are yon hr
can nse to the party? 1Cs okoy 1o be
turn away heroes whose skills you ean
in the near futare,
FFor example. Valana the Burﬂl
strong hero, However, her uui.uml.l §
ability mukes her useful early in
Having her travel with your armies:
men, howmen, or other early gas
improve the combar skills ol these
units sl greatly improve their
winning battles,

Super Skills )
Beeanse of these vandom skill pieks |
roes. luck might find them picki
particular skill twice (if they are
than one pick or if they already haye!
s one of their standard foatures], A
has been thus ||i|'lu.-|| twice hecomes
version of that skill. Super versions
percent grearer benelit than that
el version., ,
For example, lets say that we |
who hus no natural special abiliti
does have two random Fighter
chooses night two times, thit lero
at your door with one skill: super
stead ol gaining one extra point
tack strength with every level,
wain one and one-half exera pomti
I o second example, if o hen
I areane power and is allowed ¢
Muge pick. that hero may pick drea
I this case. the hero will «mn wiﬂf
cane power and nothing else,

5
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‘Random Hero Picks

Fighter Mage  Any

Briof Description Picks Picks Picks
~ improves hero's defense yes yes
improves hero's ranged magic attacks yes yes
gives experience paints every turn to units stacked with hero  yes yos
improves hero's To Hit yes yes
~ hero gots +30 to resistance yes yes yes
improves hero's hit paints yes yos
impraves all normal, Iriendly unit's combat statistics yes yes
improves wizard's fame yes yes
‘gives hero +1 To Hit, To Defend and resistance yes yes yes
improves hero's melee attack strength yes yes
bero has no upkeep cost and wizard gets 10 gold per turn yes yes yes
gives resistance bonus to all friendly units in combat yes yes
gives wizard extra spell research points yes yes
Increases haro's spell skill yos yes

skill improves tha hero's base spell skill value by two and one-half, rounded down (see Table

s valug is multiplied as the hero gains levels. The heros spell skill determines how many spells he
and, if he also has arcane power, how many magle ranged attacks he can launch {each

costs three spell skill paints).

can get several of his Mage or Any picks in the Spell Caster skill, For sach such randomly
hero's base spall skill will improve by two and one-half.

it get & Spell Castar or Arcane pick if they do not already possess these skills (see Tabla 18.1),

oll-casting skill that are at your Enchanted Fortress contribute hall their Spell Caster skill to your
wher you are casting spells outside of combat. For example, a haro with a spell skill of 30,

ss city, will allow you to funnel an extra 15 mana per game turn into any non-combat spells
g (provided, of course, you have the mana available)

on whether or not the hero has 0 normal or
super version of the skill. As yvou can see from
Table 183 hero skills can exert tremendous

M skills canmot he picked wice:

patied, and luck. Onee these have
il thiy are 1o longer availuble for

nidom skill picks, Also, oll skills,

custer, tay not be picked theee

g hero has a super version of a skill,

nor be included in his remain-
picks,

.3 Lists the conteibutions each hero

e expericrnce level, depending

effeats, especially ws heroes gain experience
levels, Before your heroes can gain levels, how-
ever, vou first have to aetually acguire them.

Hero Acquisition
There are three ways to get new heroes, "They
may come to you looking for work: vou may

)
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free them frnm buirs: or vou may smmiman
them by casting Summon Heroo Sumimon
Champion, or Inearnation {gere € Thapters T und
81, In fact, Tovin the Chosen can ordy show
np il you summon him specitically by costing
the Life spell, Inewrnation,

Regardless of how you obitain heroes. you
may never collect more than six, Onee yon
have six heroes, no more can appear. by any
imeans, until one or more of vour curren) b~
roes is dismizsed or dies.

Knock, Knock

Heroes are particalar about the wizards thiey
serve. Must heroes will only work Tor wizards
with enongh fame to atrraet them {see Tuble
14,1}, By casting Summon Hero or Snimon
Champion, you can acquire heroes even if you
don't have enough fame o normally get their
attention,

The chance tha o hero offers his services
to you on any given game turn depends on
several things (the exaet formula is in Chap-
ter )

& e higher your fame, the more likely itis
that a hevo stops by,

& f you nre Famous, vour chinees of get-
ting a new hero are higher than if yon o not
have this skill,

& 'The more heroes you alveady have, the less
the chanee of o new one knoeking st your door,
& 1f you had o chanee to get o new hero ona
particular game turn, but il yon didd not have
the money to lire him. thi hero doesn't even
hother o knoek. Worse, vou're not even noti-
fieed that you were passed over due 1o your
poor financial sinte.

1F you don’t hive the fame or maney o al-
tract heroes, never fear; vou con limd them in
the more fashionable dungeons or sumimon
them with spells.

Brax Unchained!
]",\ur‘}- lair Vou eanguer {\\'ill'l the
Towers of Wizardes | has o bose eh
prereentt of having a hero imprison

vau ean free (see :\p;u‘lulix G for
on finditg treasares and heroes]. OF
your already hiave six lieroes or &

However exploring lairs retnning o
for you to ndd heroes 1o your rantik
Thise shiackled heroes are th
vou ean aequire by cisting Sumimo
the first 25 heroes on the list in’
Heroes already in your cmploy oF e
peace cannot, obviously, tirn up asg
Note that prisoners are undiserimi
couldn't enre less about yomr (T
il nat need 1 pay the prule.ﬁl!_

ol hiring cost

Sumimons To Appear
Whien your Game is low, your luek
you faee empty hero slots, serve
to appear. Spells dha con summon

& 1l Arcane spell, Surnmon |
mon one of the Givse 235 heroes

8.1

& 'The Arcane spell. Summon
sumrnon any one of the last 1
in Table 18,1, excepr for Torin
heroes that you cannot have b

thee pecessary 1ype of hp(‘.‘]l book&.

& The Life spell Ineamation s
the Chosen. the most powerful |
of Mugie,

No heross will respond 1o -...
ing spells if you already have six
cept for Torin the Chosen, | 5
iedd cnnnor be summoned.
gone forever unless you cast i
Resurrection., )

55
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Effects of Hero Skills by Experience Level

Boaus to At bute by Level

Hero Myr Capt Comm  Champ Lord Grand Super Dami
ok (3 el " ¥ -3 o4 .5 o4 %] WA +7
+1 +1 4 6 -7 -4 «10 +12 +13
§ +H F] 3 -4 -] & +7 +H %
7 1] =] ] r -7 -9 n Az V13
T ) h v w10 12 T 16 V18
+3 -t 9 (A (2l =18 2 -24 « 27
1 .|
it e Gacsunany) [ -1 e V2 V2 3 3 3  §
3 (1] 1 2 +3 3 i 5 =t -4
s (heurtsl -1 +2 +1 L +5 v [ o -9
=1 +3 i +h 7 e (B[] 12 13
| 4 (1] | 1 1 4 i b i
oonba 't
Q 1 1 z 2 3 1 LI 4
(%] +h 5 12 s +78 ) e 27
+4 !i N +13 +18 +d2 +i7 (] +34 40
T Hit,
] +H +2 -1 -4 ] 4 ¥l +h +9
fwrerch
1 +3 -k =f -7 ) (A1) 12 11
gy reustaree’** 4 -d =3 -4 -5 ‘e W +8 R4
«1 -3 -4 -4 -7 " 10 +12 +1
wants sl etk <3 ~& 7 12 5 15 7] 57} V77
=4 -9 11 v 1B -22 =27 s31 36 0
wpinl ikt ] 2x In 4x fix fix Tx Bx %

figo mapatiance ‘evels are abbrevations ‘or Myrmiden, Captain, Commander, Crampion, ond, Grand Lo, Suser Hew
by, e wchireviatiars, ack and o, refar so wetack” wnd *oniet, " iespactively,

it sachod with the haro the led cated numte: of expe snce points e geree Lam, segascess of what the stack of

mh four lovale. Thi akill inzro ases the swords of all hiendy noenal unit's figuies stackec with the baro by an anownt
Towal &1 1he horo. I addivon, all athar attack strergtns, excap® for gl tanged attacky, as abia ircwoned by an amount
plevel o the hiro, For anano i, a nors with Laadersba levie theeo gives 41 swords to avery figure ir all sormal ur s
Howsves, trose urits’ thawn, Baaath, and miss e artacks oaly mpoove by + 1 Tl of tues o om and ora-hall, ard tha

] banus fram all the Frardy writ’ Prayaer Mestor o Sasivtarcs to Al ukill
Vi (B she Battivtisid: are with a bonus of =9, 15 other with s osis of 14, sll Irendly uinis Galn nine coses the highervalue).

For awarmplo, | 1hame are Iven Aeroes
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Table 18.3 Cont. Effects of Hero Skills by Experience Level

senrSnall Cantor is 5wl that can havie savaral different base vauws, Indicatad heig oy a9 *x,® ranging inom 5 ta 20 As the hevo gam
lewals, svery additionsl leve: incrasses the hem's spe' dill by +x pes eval Jrownded dowr). So, at the third experience loval, & hmm

tirmes hin starting vasse in spell sklll, o incisated an the table by “3x.*

Mesas can start at o Famnt levals of the Spell Castar ability Thase levals, and the rumber af spell pomts they i the hem pet s
lerviel, mem ahacrn oo 1

Losing Heroes

Heroes can be lost in two ways. You may dis-
migs heroes von no longer want, which frees
up space for nes and, hopefully, better he-
roes, Or, heroes may die in batile.

I vou win u battle in which heroes dhie, you
will he able to vetrieve any inems they were
currying. unless the heroes died from bring
wnsumioned, hanished. disintegrared.
stomed, or killed by Cracks Gall, I vou lose
hieroes insuch a battle, however, you also lose
half a fame point per level of the heroes shin,

For example, if you lose a hero wha s at
the Myemidon level (the second level ) you will
lose e fame point, If o Demi=God hero dies
in g battle in which vou were defeated. yon
will lose four Tarne points! Allinallivis bee
ter to dismiss weaker heroes that no longer
serve a wseful purpose thin ta risk their lives
fand your fame] in bactle,

Making The Most Of Your
Heroes

Wheneyer you get s new hero, there are three
things von should do. First examine the heros
abilities and statisties, For this, you may lind
Table 181 convenient. In addition 1o o hero's
initial stars, it also lists their minimom demi-
gonl level statistics, .'\lwu):n consider hero's
skills andl poterctiol when deeiding whether
vou wish that liero o join you.

Second, if the hero s oflering
serviees (e, the hero fsn'tappedse
ol sumoning ), tuke o quick peck
nancial sitnation and the lers's i
upkecp costs. You may decide to forg
until your finances are in a hette

T'hird, determine how that b
help vour canse, Heroes can ba
pgorized intn three, often overl
heroes thar increase vour skills
heroes that help other units in
arl heroes that are useful in comb
vwn right, The following SpCLions
valie of the different hero skills und
skills dictate the best ways to use s

Wizard Aides
Some heroes have skills thit specificall
efit you, the wizard

& Noble heroes are helpful beca
yon an extra 10 guld per game |
they are often vital ar the heginni
you evenrually will want heroes
some bang [or their bucks. AMter y
cial situntion stabilizes, re-examine
vout hired for their nobilivy and decie
their blue blood is still worth ke

& Sage heroos ure nlso nseful
ning of the game {when it seems
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tikes an eternity ), These
i great relative contrlbyution
hing abilities aver time

otgh, vou will develop other

l’ébmrfh points. Ar this point,

your singes the hrush,

dary heoes bring vou fame. I vou
S 18,3, you will sce thar their in-
’]'l_},mm‘ﬂn be significant (up o

upay inupkeep cosis lor vour
nfloences the quality and fee

Rirtifacts. heroos, and mercenar-
. way, Legendary hevoes are
"km‘pill,'.',_ even if they offer fiew
its; (See Chaprer 4+ for more
e vadue of incrensed fume.)

e the most powerlul and
h. mh';' ul' 'Jutm \\ lien lefi

skill 1o yours “In-n R LIREE|
Sl conthot. Thus. when ¢ asting
papells or overland enclunmens,
s dan considerably decrense the

tukes,

';iimnu teserves, They can spend
owh s|u'" -l\||| 1: \rl in o ol

L itwhntl .'||||'” casters ean ||m It
over 100, but also earlier, these

extra spells can vound out your
in soveral ways, Firs, they
s from a realm in which your

i spell hooks.

That means they

e vaet spells ot nodes where your spells
would ordinarily fivzle,

Second, some ol their spells are extremely
uselul or expensive 1o cast. As exarmples.
Mallens Knows Flame Steike; Movgaon knows
Black Prayers ol Sevena knows Henling, No
.~|ll'||- st h_\ heroes are .-il|a]1-u'i o distanee
ndifiers in easting cost (=ee Chapter 213, and
b hiero is equipped with items thae redoee
anenemy s reststanee (spell saves) sueh spells
aremuch more likely o exert their effects than
il vorr had cast them,

Finallv. many spell-casting heroes can
couip artifacts von have made {wands and
\lul'f'.'i:' that cantnin r-|u‘|| <'|IJII';,:|'-. '”Il‘} o
castspells From these aetilners at oo mana eost!
(More detoils o artifaees can be Found i
Chaprer 14

Heroes with spell vasting ability o, then,
e wsed 1 gond effeer hoth by having ther
garrison vour Enchunted Forreess and by
m'luliu"_'. them our with YOUr arimes foo con-
quer laes, nodes, aml cities,

& ~ome heroes [Rakie the Beastmaster,
Coreylairer the Devid pnd Marcns the Ranger
have s innate scouning ability. While this skill
isn 0 limired o heroes, a hero that seours ean
b wselul, eapecially early in the game. Aside
from eosting Flighe or Water Walking om them,
send these heroes ont on wlli"-\ iy iy sdly ex-
plore neighboring continents.

Stacks

Some heroes have skills thar enbones the
units they are stacked withe W oyvoun have sey-
eral heroes of this type. it is best 1o spreal
therm ont over several armies so thar their ben-
elits cun be conferved 1o as many of vour units

as possible

T Arns master gives all units stneked with
the hero nilided experienee PO every wane
turn. Sinee pormal anits prodic o grear deal
lrom higher experienee levels (€ Tipeer 177,
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stncking therm with an arms master is a wse-
ful way to raise their statisties in the shortes:
possible time, Consider wsing the arms mas-
ter heroes (o ferry stacks of new units from
production eenters e batile sites: perhiaps they
will have improved g level or two by the time
they arrive there, Note, other new heroes that
vou summon or hire can also benelit from
being stucked with arms masters until their
experience levels are higher,

Clearly, later in the game, when you've huily
war colleges or Tighrer's guilds in vour major
production cities, arms master heroes will be
less wseful. Depending on the experience lev-
els at which your new troops emerge, you
should take stock of these heroes for other
wavs in which they can be uselul 1o you.

& Hevoes with leadership are exiremely valu-
able if the bulk of vour armies is comprised of
normal unies. Leadership inereases the me-
lee. thrown, breath, amld missile artack
strengths of all friendly, normal units stackisd
with the hero, These increases are especially
significanr for weak and medium-soength
units (e, swordsien and halberdiers). The
added melee attack strengths can be as high
as fonr swords, if the hero has super leader-
ship skills, Binee these honuses are an a per
figre basis, muli-figure units stacked with
leadership-wiclding heroes can become im-
mensely powerlul, Always keep hieroes with
the leadeeship ability and form stacks of nor-
mal units around them for combar,

& Praver master gives all nois stacked with
that hero o bonus in resistance 1o spells, gaze,
andd touch attneks, This bonuos can be as high
as 14 erosses, making vour armies completely
resistant 1o almost all !illt‘“ﬁ that cun be re-
sisted] (see Chapter 215 Most such spells are
Death mugic spells, although severnl Life und
Sorcery combat spells must also be resisied,
Therefore, a hero with the prayer master skill
is helpful for your armies when campaigning

against wizneds thar apw-ializn inD
or Sorcery magic, e other cases,
less nsetul.

& Some hevoes wre nanural healers

ful. Natural healers aceslerate
which their stacks henl, thns ke
in peak condition as they toyel
battles. This t=n't o skill that you

out of vour way to keep or acqu
when you have it Unless yon
healer hero is oo inferior o
reasons, yvou may as well hang on
her.

& Jaer in the only wind walking
iv extrentely useful for thut
Stacked with other units, he can
overseas and over all kinds of terd
Sinee mability is essentinl to viet
ter of Magie (getting your armies
want them can often take o long ¢
on 1o Jaer o all costs,

The Fighting Hero
Muny heroes were born for hnlﬂ& !

light, especially after you beef | |
few artifuers or enchantments. 4
alorementioned advantage of 1l
ing skills, the following skills

combnt heroes:

& Heroes with strong fighl’ﬂ" ;
agility, might, constitution, and
especially their super versions,
beeome formidable p|uyt:r6l‘.lh.'

or defenses stronger than a | :
However, when devoid of o
ciul abilities, and enchan
carefully look after these fi
hattle. Give them time to :
enee levels belore sending them @

charges,




ility to pick off targets ai vange
be underestitnated, Heroes with
pans are beneficial to vour main
eetilly if they can move guickly, Al-
thiese missile heroes can't do much
enioe lovels, with the proper items
fning they will be able o kill nud-
wdts with n single shot
i{!‘uu liaye a missile-equipped hervo
ity & blade master {thus boosting s
g With o high enough acenracy,
e heroes might never miss.
power increases the strength of o
1 ﬂlll.t."l"fl attacks, As vou've prob-
wved, magic ranged attacks are
even ot fai ¥ low attack strengthis.
A Iluwl’l‘. many II('I'()I'H :||'1|llill'
miged attacks stronger than 20 per
i Considdering that it ouly coses these
[three manz (of their spell skill) 1o
migic runged nttnek. these heroe
_I'JI Hpwitre I of 20 such attacks [er
ut-high experience levels!
with both arcane power and blade
force indeed, Berween the faer that
nged witncks sulfer no distanee pen
g Chapter 20) and the added necn
Hrom blade master. o hero con wreak
_I'lb[l‘.' havoe on foes. Note, nll|)
\‘l_\'ﬂlir X, and Warrax can ever be
ath this skill combination: bur be

areanespowered horoes witl) fems
their movement and tlefenses.,

.I‘lllll| charmed are the two least
hero skills, Clinrmed i
becanse a hero witl this skill is -
\ resistant 1o all spells tht must be
and wo oll gaze and wuch nooaeks {ex-

mocleranely

Chapter Eighteen: Heroes

cep [rmolation. see |i:q|ll‘r 200, This will
make a hero stnd ap fairly well under cer-
i ||||||:.:l'1'|||l~ comlint conditions

Luek is of more dubious merit. This skill
gives the hero a1 To Hiv, To Defend, and +1
cross, These are sucheelatively small inereases
campared 1o other random: hero picks

getting luek (instead ol another random hera

pick )l miy be deemed nnlucky

The greatest advantuge conferved from lnek
is the + 1 'To Defend, making shiclds more of
fective at stopping incoming attncks (see
Chapter 207, This gain is far from insignifi-
cant. but there are more vaduable skills a hero
can have, Inoany event, i there ave two skills
tot to favor when reviewing o liero, they are
lueky and charmed

& A few hevoes, Torin, Mortu, and Roland
come with muagic immuonity. This is noca hero
skill. bt it is tremendonsty useful. Such he-

roes are inmmne e inost spells and woall magic

vinged, breatl, and moat gaze atiacks. Sinee
soomueh damage to nnits is the result of these
CORUTIINEY s
sattlefield {par
tienlarly i you give hitm or her artifacts with

very things, o hero witl o

almost indestructible on the

high defense modifiers), Glom onoo every such
hero that erosses vour path!

& Viest strike and armor-piercing artacks are
inherent skills of some of the most awesome
fighter hierocs (Roland. Marta, and Si
Huralil), The lil»ihl}.' to o 1|Httlu_'_:|- hefore tak-
ing any upon attacking and, simultaneously,
halving opponents” delenses are o potent cor-
bination on the butdefield, These heroes were
born o lead vour lighting forces: wse them
that way.

& There are three odids-aod-ends tvpe skills,
cach possessed by one of the heroes: invisible
Ihlllll HHI. f|\i
tacks {Rivas
Tl in coambat sitmtions lor slightly differen

o] ife-stealing a-

hack ) Each of these skills is nse-
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reasomns, Thetr merats wve disengsed Tully in
Chapter 20,

Adding Beef To Your Hero

Heroes can become powerful through experi-
ence. bt there are LAy ways o make them
even better. Like other imits, heroes can be
enchanted (o the poine ol vietual indesirueri-
bility, G ahead andl zap vour Tavorite [heehut -
ing heroes with powerful enchantments, Yonr
goal is 1o keep them alive in batles =0 that,
over time, they’ 1l ariam high experience lev-
els. Bee Chaper 17 For o complete list of nnd
enchantments,

Some ol our favorite hern enchuntments
include Regeneration (Nature ). Involnerabil-
ity (Life 1 and Magie Tmmunity (Soreery ), bt
almost all posinyve enchantments are uselul
Fnchantments like Wind Walking and Flight
{both Sorcery spells | and Water Walking { Na-
ture) will mike vour hevoes more mohile and
wseful i combat Invisibiliny (Soreery) will
make your spell-casting, vanged artaeking,
and lighrer heroes virmndly impossibile 1o v
ger by enemy ranged artacks and spells. al-
lowing them o cast thei spells, Tauel ar-
tacks, or sneuk up on opponents undi=turbed.

Aside from enchanimeniz, the hig advan-
tage heroes have over all other umit types is

Figure 18-1, A full roster of heroes
equipped with artifacts.

that thev can wield wetifacts (soe Ghi
Foven the ehenpest iterms cun sig
prove o hero's ubilivies, Artifacts tan
hero's moverment speed or type (Hyi
walking, pathfinding}, giving the
aptions for averland travel and dur
bat. They can also increase hero
such as attncks. To Hits, defon
resist s,
For spell-casting heroes, artifl
an ineredible hoon, 11 the urtifiets
sares. all spells (except for combar
ments, Jike Wrack) thae hero casts
will b haeeder for enemy units 1
wildition. by eharging a spell casters:
with speells (e, Doom Bolt, Cracks
ous enchantments, ete.), sueh b
these spells in combat withou! dras

prrticuluely deadly,

Remermber that a judiciows distriby
Found artifaets and the considered o
specilic new ones is the best way i
vour hevoes, Even inferior heroes
extremely valuable when well o
Tubles Loand Moo the game man
of ways itemns can enchanted, ml'ci' !
for more information on this &

The Baton of Passing
Phus we have discussed the bread,

cheese of heroes. Lettuee say, if
the mstard with them, your heres
vour encemies and foree them o k
vou, Ho whien it appears vou're in
yvonr chips are abourt o be barbe
good hera and you should be b

worst of i, O next l'huplurt!dm
on the menu that vou can add, &
heroes, For some spice, turn the:

57
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lilee hadf the value of heroes is

innately due to their alulities

II|||| I'Nill‘ril'lll'(' |I'\'l'lf". ||"' ”'III'I'
hall is something over which vou have maore
control. Lach hero van carry three items. These
iterms can enbanee the hero’s anributes, en-
ehint that liero with o special ability, or. for
heroes thar can wield w stall or wand, offer
thern wpells to throw in Buanende @i no mdma cost,
\ ool hero is one things o well-equipped hero,
||”\\'l'\'|'f'. oan Ill' a ]”ggl'l'l“““.

Lost and Found
lterms eome o you lor pareeling out to your
heroes in oo variety ol wavs. Ocensionally, a
merelnt will come by, inspect vour treasiry,
e see if vour can alford his wares (see Cliap-
ter 4 Table 4200, You mighe lock into an tem
s part of the Toot received from a horde of
treasure (=ee Appendix D, Table D3], Alrer-
pately, with the spells Enehunt Tem il Cre-
ate Arrilner (see Chapiter 0), you can cast your
own eustom items—something that we'll dis-
vuss later in this chaprer

lems are destroved i couple of ways.
First, il the lero who wields an frem dies hor
ribly {specifically. through disintegration. ban-
ishiment. petrilication. stoning, or Cracks
Call), the item i lost along with the hero,
Hernes who die normally during o baole yield
their items o the winning side alter the batle.

Altermatively. vour can break items by se-
lecting them and elicking over the anyil on
tie Teems Sereen, This act gives vou hall their
value back i mana (added 1o your mana

reserye ).

at to Look
or in a Magic Item
What you're tryimg 1o achieve with magic
items is oplonizatior: ol your lieroes, o other
words matehing the vight item o the right
liero. For inatanee. Brax, the stour figher, will
lve po ose For o wand with =10 spell skill

Fortrare Vaulk

Figure 19-1. ltams can be broken for
mana by clicking them over the
lower-left corner of the ltems

and <2 resistunee, Conversely,
won't do Zaldvon the sage any good:

The fiest step in optimizing v i
through magic items is w determine
expedt cael hero o do for you,
on the bantdefield. eroes that o
out inmelee shonld have items that
stats o enchant thase nhiliges, H

spell-casting skills, and then co
sort of magic they Il use on the
Combat mages who like direct, 1
attancks shonld lonk Tor items G
their Attack and To i ratings, |

Wems that lower the enemy’s re

The goal in examining cach
vou' Il know, specifically, what yon w
liero 1o do in o combat situation
then hecomes finding {or, beier st
i) irerms tailored o oprimize thie
i bt le, You st sfr(__\'fm'u.it'dﬁn
copt fo use dens ¢f wotively,

Item Creation

and Philosophy

As previonsly mentioned, ioms
ated though the Arcane spells e
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Antifaer. (Tables L and M in the
hist the enchnntments that vou
j‘dmf.rl.'ur urtifaets, ) While found
brought to you by merchnnts
thise spells allow vou 1o eustom

Custon iterns cosis Hme and mann
iy othes ipr."]. Because the vilue of an
find lence. the time and expense in-
eeating it) s plaver-defined (the
things that item ducs, the more ex

b ancd thie longer it will take o
il i 0 aerions problem, Many play-
onjure items with the highest maodi-
ent spells packed into them, only o
] }‘lﬂllllirlllll their mang reserves
,.lﬂu\'ing them magically destitnne
s 1o come,

it this trap. lems you ereate
e the best you can possibly con-
e, ll]t\':l_v- create items that I
-hudﬂ("l. Kunow before yon desten
cnch manie vou have in reserve,
pﬂ'!llrll v ineome is, and wlai
sensting =kill is, Between these three
doterminge what vou can alford be-
eommit yourself 1o the creation of an

9-2. Even cheesy defensive items can
icial to the longevity of new heroes.

inportant magic iem, Neeer overreach vour
ability o alford o new irem!

Mihough we discuss the philosophy of ere-
ating items i the sections that follow, wee die-
cided 1o leave many exact combinations
mystery. Armed with the knowledge found
throughout this hook. yowean easily solve the
puzzles of superion et creation for all ocen-
sions without onr giving evervehing sway. We
thought we'tl leave vou at least one (relag ively
minor. but ionteicate) realn o explore in
Waster of Mauie,

Naked Heroes

swive 1o pack vour heroes with o Teast one,
or better two, items, New heroes arrive die-
voud of these stat b WOSEETS, and the newer the
hero is, the more o hero needs them Qusaally.
JUst 4 survive )

a few relatively r|l+‘u|1 iterms that concen-
trate oncimproving o hero's delense. Naturally,
selecting armor- orshield-tvpe items is the best

way to zo because of their inherent difensive
benetivs {(see the Bifeets ecolumn of Thble L i
the game mumual). Even when berter items
come along o replace them, keep o clivesy
defensive iten or two in your vault for the
TEXT e lll'l'u who iln'tlH yonr ciause \nll " |-|>
plad yon did

How Enchanting

Ll M at the back of the eome manual lists
all of the enchuntments that an iten can pos-
sesss These cochantments bestow their abili

ties upon the hero who wields them, ofien as
il that hevo were enchanted by the spellof the
SONTE e, -“\lippill,{: these enchontients into
itemns and nwarding them to hieroes has some
distinet advantiges

& You don't have to pay to cast that enchan
ment on the item-wiclding hero,
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Table 19.1 What Heroes Can Tote

Item List

Hero Titles

Bow, Shield and Ring

Dervish, Huntress, Ranger, Elven Archer

Sword or Staff, Shield and Ring

Warrior Mage, Unknown, Chaos Warrior

Staff, Ring and Ring

Sage, Druid, Magician, Wind Mage,
Witch, Warlock, lllusionist, Priestess,
and Necromancer

Sword, Shield and Ring

All othars

Item Slot What Items Can Go In It

Bow bow, ax, mace, ar sword

Ring only miscellaneous (orb, helm,
gauntlet, ring, amulet, atc.)

Shield chain mail, plate mail, or shield

Staff staff or wand

Sword

ax, mace, or sword

& Beverstill, vou don't have to pay 1o main-
tin that enchantment every turn.

& lrem enchantements ean’t he dispelled.

Nate that some of these enchantments, as
yvou have probalily learned the hard way, are
mighty espensive ta throw in combar. Boost-
ing vour hera's abilities permanently with an
enchanted artifact can be o much more prae-
tical way 1o go.

Packing Punch in
Wands and Staffs
When you have @ hera who can wield a wand
ar stall (See Table 19.1), vou should ereate
something specind for b, partienlar. i iz
wise 1o ereate iterns that can enst expensive ar
all-purpose area enchantment spells. Thiuk
ol all the mana vou will save in bartde (al-
fording the hero more spell-casting options in
combat ) if the stuff vour hero wields has Doom
Bolis. Lion Heart, lnvaloerability, ete. ready
1o cagt for free inevery battle!

Wels spells. Confusion. Blur, Prayer. Dark-
ness, Entangle, and other uselul area effec

spells also make good choices
wandds and staffs. Even combat
spells are useful if, like the han
enchantments, you plan on using
standard bartle tactics,
An important key. thougl, is
your spell-casting hero with ivome
the enermy s resistance, This resist
ing effect is called “spell sayes”
atedd with o negative number.
point lowers by one the numbe
enemy has available o resist that
{see Chapter 20 for how crosses
work ). Lowering enemy resis
spedls is crucial,
Note. spell suves do not alter
resistunces to combat enchunt
the Wrack ): they only come into
that target individual unirs;
The final consideration comes:
ald bugahoo. affordability, e
spells und multiple charges (e,
throw them for free that mmfa_'
battle) can cost w small fortane in
create. Again, warch yonrselfl Dan
np commiting more mins (o m

)
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e o can qiiickly replace. Delici
kit were, when easting spells (like
'll'ﬂmhlﬂ e expensive e e

| Eye On Accuracy
ing a hero's abiliey To Hitan
gombint is more imporiant than
in nttack strength. So. when
new artifaets, consider placing
it modifiens in the irem, especially
pissile-henring heroes, instead of
strength.

artifncts only affect atracks for
urw specifically designed (i n

the horo's rml.n"m’ attacks: a ston-
oo wand will only affect a hero's

wed netncks, ere ), miscellaneons
pedl of the hero's attncks? For ex-
g o 42 To Hitin a miscellaneons
ftproye the aeeuracy of all of the
pshion is that, alchough it costs more,
gonsider placing some of the eriri-
tments into miscellaneous ems
an into defensive items or weapons

and Slash 101

-ﬂwp!rr we have |,|r||\.-|rit-t| SOMe
g ]Ihih'wh]r}til-ﬂ for ereating nuod
ungie items. The hero/magic item
is an important one. nat 1o he
il Remember that effective spell

I 1o magic items. Just wateh voir

when creating VOUT wn e,

i wter the fray of enmbar, Don your
e turning the page. You Il need i

&
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b, the olash of swords, the whooshing

il mrrows. the growling of monsters:

this is the stal of pormal combuat in
Master of Magie, This chapter eovers all non-
spell ensting wspeers ol condueting your own
Battles which iz vertuinly one of the mosr fas-
cinating elements of this gome.

Weigh To Go

First, betore any bartle, you should assess the
sitmation (see Figure 20-1), Ave your lorces
sulficient o win, will it b elose, or are vou
ontelassed? To answer these questions, take
srock of the relative strengthis of your poenies
and vour own troops. (The informution in
Appensdis Foay help yoe do this. )

Aler you have nssessedd the risks, icy deci-
<o e, First, dovou flee? 1 vou opt oo fight,
will you let the anta combat AL routines fight
for vou or will you cormmuand the batile your-
sell? Wi reemmmend thar you onlv use auro
combat to hunddle batles that you can easily
wite You shonld ke pesrsonal comand if
e Bache will e elose or i von are nsing o
Datele o ehip away tongls units gareisoning a
podie o city, Note thar whit ling down anite
at well-defended sites mighn cost von i few

Figure 20-1. Assessing your battle odds:
Walking into this nade with three
hammarhands was probably not a good idea.

wtaneks ol v, bt s a0 viahle way 1w eap-
e o diffienle abyjeetive.

Saving Lives

Tl surest way o master combat in Master of
Magie is o practice, Fortunately, the game
provides a great tool thar allows you to enter
Bt les you initiate with no sk, 105 called
saving the wame, Dosa belore vou move vour
stack nold engage any enemy thar you aren'’t
sure yorean beat. 11 things don’t go well, sim-
ply relond thar saved game after the haule,
gl vor I be no worse {and perhaps wiser)
for vour elforts. Failure (o save the game be-
fore every important biatle could be hozard-
ons b youe w5 healtl,

Flecing

I your army is hopelessly outelussed, orif
vou suddenly discover that von ook vour new-
et or Tuvorite hero into o hattle against 20
sprites, fleeing becomes an arractive option,
Unfortunately, if you initiated this hattle, you
i only flee after your opponents have had
their turms, When aside flees. eachiof s nons
hevo units has o 30 pereent chanee of dying
and each hern hos o 25 percent chunee {on
Intrn and Fasy levels. Meeing won't kill hes
voes . The enerny suffers mnght and you avoid
losing hieroes in combud, which can cost you
fame (see Chaprer 45 In addition, you will
lose their magie frems, which beeome prizes
{or the sther player, if vour heroes die as you
flee from o battle against anether wizard's
r"l'{'(‘l“,

Fleeing is always a lost resort, 1 is best
considered when vou know you will lose the
Battle withont infliering o worthwhile nums
Der of Tosses on vour enemy. 1is also warth
considhering if you do not wane (o lose a par-
giewlar nnit or hero amd don'e have the spell
VTR ey LT arllit from the bartle-
fiehl, {Aml why are you wandering sround
with aunin that vou ave unwilling 1o lose, any-
waov? ) You can certainly entertain the notion




Twenty: Normal Combat: A Drop of Blood, A Load of Dead and Thowu

battle fo its Bloody Finish if vou
¢ magic spell Resurrection, 'This
you reclaim any of your fallen
nol their artifacts),
ing s synonymons with disaster,
nting disusters from affecting vour
p the gume is the reason you should
e every major batle, 10§10 time 10
Ik probably time to relond your lust

ng |mf, selear nuto |'||tl||r.ll anl
upiier flphi yvour battle while vou

'tnpprmu shcombut in the sasme way
hould. When it is o particular noics
nml fight, the asto combat ron-

1t wnq__h ity uplwm. 'I'Ili- 15 why
computer opponents going alter
peat, wizards, and priests—the units
the fewest hearts and shields,

‘our Targets

er, shonld fight ditferenly, Goal-
: llﬂllgl-mu_s units first. nssuming
n reazonable chanee o Kill them,
e, vou will last longer by remov-
E!i sky drake before focusing on
[ hlmlnhul'plummm WITTIOTH, 81
g aetions aecordingly, Auto comban.
‘ﬂill do & grear job 1ryving 1o climi-
tom warriors on your hehall
q.]:} irake kills vour units one by
4 the fundamental difference be-

routines in Urufr'r u,l"

vaur i, ]mTir-hm-‘ and Hon il §enae 10 ﬁghl
vour own battles,

Auto Magic

The compurer will non touch vour mana re-
SCCY e l||||'irsg auter eombat. but it does nse the
spell-easting abilities of heroes, Unfortanately.
the Al tends to expend the mana of spell-cast-
ing heroes on spells (that may or may not be
wseful) rather tha having the lob off their
effective magic ranged nracks,

Fhe eomputer rarely picks the spells vou
waould in battle, However, vou eene pick ap
interesting idens from watehing the computer’s
techmigques in anto combat. You may quickly
st o feel for how well different spells work,
particularly spells that didin’t seem so iner-
eating 1o you when you first considered them

Life is Cheap in Auto Combat
Ao comibiat does not consider unit survival,
7
it I and Trom engagements so that more
of them survive. The computer does not worry
ahout preserving the army as o whole entity
in whiel cacl unit has a purpose bevond the
current hattle. Fngineers, lieroes, priesis, efe,
cun all be seen mishing blindly into the fray
only 1w meet their demise.

The Al does nor (ull back with feagile units
engneged o melee combat, even when more
auitable wnits are vight there to do thae Kind
ol lighning. In the later versions of Master of
Magrie the computer does wait o charge units
into melee combat wntil ies rullp_l'il mttackers
have done their bt Often, you, too, should
wait before elosing in Tor me
order 1o give your arvchiers and magic nsers

o nm “exper ihe POIPIter 1 rolate yo

s combit. in

rime 1o do their dimage Fivst, Unlike you, the
Al never proteets Tragile unis by phyvsically
moving bodies (e stronger units) between
ther andd enemies, Finally. the COMPUIET W ill
never order vour Torces 1o flee, |w|‘in{|.

The upshot i nse auto combar when vou
llllw' I|||I|1I'Il‘u 1y ’li‘\!' oar \\'lll'll vou L‘uuw I\UII
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shonld engily win the battle, As withall things,
when you really care abiont whar happrens,
you Il get the Best eesults i vordo it yoursell
For that. we have the whole rest of this chup-
fer,

Leading Your Battles

Lnless you have only killer armies, von will
want to control vour units during part or all
of your butiles, Sometines, muking the open-

ing moves for your troops on the barleliekd is
all vour need 1o do before switehing o auto
comhat. This will allow you to reign in your
melee units o they don’t charge premarirely
andd/or to cast just the prghit comban spells
hefore tarning the hattle over o the Al

While there are several things 1o consider
when conducting o bartle, they all hoil down
to one principle: nse vonr forees efficiently,
That i=, don v waste ez neithier through losses
inflicted by your foes nor by lenting them lin-
guish idle on the balefield,

Pre-Battle Questions

Approaching o battle vequirves ase of your
Organatron lnfinie Megahertz computer (e,
vour brnin ), You must analyze hotl sides’
traop dispositions, determine o baale plan,
andl estimate your chanees of winning, Spie-
vifieallv. what kinds of missile weapons are
there? Who can use muggic, mmd how minelic o
influence the bartle (the subiject of the nexi
chapter)? Are any ereatures partienlarly
helped by of city enchantments or o nosdal
aura? Are certain creatures or nts e
to particular forms of magic or weapons?
Which are the most dangerous pre-melee en-
emy units (usunlly the ones with a strong
ranged attack ) and which are the most vicions

enemics onee they are elosing for melee cam-
Bat? Whi has wha Hying cveatures and how
will that inlluenee the hattler

What about the hadtlefield? Av whar sperd
can both side’s foeces move? Can you slow
enemy troops with Web or Earth to Mud? Will

roads or rough tervain affect movement dure
i bstele? Cunvou erush thie walls surronnd-
g eiry you've attacking?

The Board

e Battlefield is setup as o grid. Moving ot
caech sqquare of the grid takes one movement
proint anless you are traveling along a road, in
which ense ic takes hall womovement point, or
nnless vou are entering rough tereain, which
T'w|||i|1-.~ WO IOV EIent poines W enter (o e
il that i= all the unin has). As long as yon have
Hny movement |lnillIH lefr. Yo an enter any
tvpe ol werrain, I, however you have more
than the number of movemen points vecuired
o enter asquare, you will use up the full
complement ol movement points when von
eriter that sgquare,

Flving ereatures do not gainany movernent
henefits or penalties from tereain, unless they
were webbed earlier in combat, Non-corpo-
real B s pay one Iovement point per sguare
andd cun walk through walls. Pathfinding and
witie walking have no movernent effect on the
bartlefield.

Sequencing Unit

Mawverient and Combar

A awireness of the elfect on movement of
Varous tereain Ty s Lies illipnrlmll hur-
ing dilficult batcles. Iy enter asguare amd
have any movement points lelt feven one-half)
vour can seillactnek! The arder inowhich nnis
move il five is also vital, Soltening np a tar-
set with o missile atack belore risking your
own forees inomelee s an appropriate tene,
However, if vou shoot a missile. you nse up
all your movement points, “Therelore, il vou
mave that missile unir lirsie assaming it has
any movement points lefafter moving, i ean
atlso shoot on the seame tueee, Casting a gpell
{(for leroes, magicinns, pricsts shomans, aml
wirlocks) works similaely: Al thar unit’s
movermnent points are used up when they east
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i1 Combat Statistics for Attacking in Normal Melee

Strength (“Swings") = Number of Figures x Number of Swords

B separate "swing,"

Mswng!h s the maximum damage, in hit paints, that an attacking unit can do in one round of
rbak This is also the number of “swings” that unit makes in a melee round Thus, each swore

and each swing can do one hit peint of damage

# Hit = 30 percent + (10 percent x surm of all To Hit modifiers)

guilds, special abilities, etc

e 40 percent of 16, or 6.4 hits

Therefore, moye these unirs fiese if you

difference between attacking and de

i also importane. [ vou are Cighting
utits with first strike capabilivies, vou
skt paientdy Tor them 1o exhaost thei
L points getting adjacent 1o your
s Thar way, you have o chanee
prn o your tuen when their firse sirike
won't have any effect, rather than
g thern to it you first, when their firs
wenpons will have an elfecr, Tlie oppo-
olds true when vour comimend nners with
: klﬁﬂl[lulniiit_\:ulul VOUL IDOVEIent ao
i‘uut'am getin the first antuek. First strike
ons el the advantages ol antacking over
ilncling are discussed later in this chaprer

e Nitty Gritty of Combat

by it stutistics influence combar e

lmppl'llill_l.', when you lienr the cfush of

.IJlr:l\\'lul:_: ol a bow, and the ermints of

g his a charice of landing a blow and becoming a hit peint of damage inflicted upon the enemy unit
thance of success can be moditied by unit enchantments, artifacts, special weaapons produced by

Number of Hits Landed = Total Attack Strength x Chance of a Hit

, & full strength unit of Gargoyles has four fiqures. Each figure has four swards with a 41 To Hit. So,
1-l_mck strength for this unit (s 4 figures x 4 swords, or 16 swords total, The chance of a hit is 30
{10%x +1), or 40 percent. Finally, the average number of hits landed by a full strength gargoyle unit

pain? Combat takes many formes and. for ench
tvpe o combar, differ

il statisties aocd enden-
larions come into play. Tn this section. we will
deseribie what happens under most (e, “nor
mal” ) combat situations. Althongh magic in
combat i diseussed s own riel {see Chap-
ter 219,
henee, their combat skills arve mentoned where
APHO e

pells thar alter unit statistics and.

Basic Melee Combat:

Vi Close and Persomal!

Now levs ke a look e whar really happens
when two units come sword-to-sword. When
twirnnits engage in melee combar, both ger o
swing their swords, spears, halberds, cte., si-
They also get 1o duck behind
Allow s 1o
present an exarinntion of how damage is de-

mlaneonsly.

their shields ar the same time,
termnined between two units engaged in melee
ot

Bl vnnits engaged in melee combat swing

at each ather sod duek the other univs armek
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Table 20.2 Modifying Melee Attacks

Altering Attack Strength and To Hit Abilities Through Increasing Experience:
Arms Master, a hero skill

Warlord, a wizard skill

Altar of Battle, a Lite spell

Crusade, a Life spell

Heraism, a Life spell

Changing Attack Strength:

Hero Skills; Leadership and Might

Unit Skills: Hely Bonus (Paladins, Angels, Arch Angels)

Alchemist's Guild: If city is on an adamantium (+2) or mithril (+1) deposit

Chaos Spells; Chaos Surga {+2), Flame Blade {42), Metal Fires [+1), Shattar {1*), Warp Creature {hall strength)

Death Spells: Berserk (doubles strength), Black Channals (+2), Black Prayer (-1}, Cloud of Shadow (***),
Darkness (***), Eternal Night (***), Weakness (-2}

Life Spells: Heavenly Light (***}, High Prayer (+2), Lion Heart (+3}, True Light (***)

Nature Spells: Giant Strength (+1)

Sorcery Spells: Mind Starm (-5)

Changing To Hit Abilities:
Hero Skills: Blade Master
Unit Skills: Borus ta Hit (varies), Invisibility (-1***%; Nightblades, Air Elementals, Night Stalkers),
Luck {+1; Halllings)
Rarity of Fantastic Units: common and uncommon units (+1); rare units (+2); most very rare units |+3)
Wizard Skills: Alchemy (+1)
Alchemist's Guild: (+1)
Chaos Spells: Warp Reality (-2)
Lifa Spells: High Prayer (+1), Holy Arms (+1}, Holy Weapon {+1), Prayer (+1}
Sorcery Spells: Invisibility (-17277), Mass Invisibility {-1****}, Vertiga (-2)

M| successful, Shatter causes the target's weapons to break, giving them an attack strength of one.

**Effect may not occur all the time.

***These affects vary from +1 to -1 depending on whether units are creatures of Life, Death, or neither.
=+=*These spells decrease the To Hit ability of enemy units in direct melee combat with the enchanted unit.
Note that In addition to increasing the target units' abilities To Hit, High Prayer, Prayer, and Luck are like
Invisibility in that they also decrease enamy units’ To Hit abiiities by one.

Note, artifacts con roise these atsributes as well,
Alsa, the Sorcery spell Haste doubles the number of melee attacks and counterattacks a unit makes per
melee round.

%




8 = Numbar of Figures x Number of Shields

il_l'lﬂwﬂnn hit that the attacker has landed (sea Table 20.1) on the detending unit. Each shield
chancs To Defend, or to negate, a successful hit:

d = 30% + (10% x sum of all To Defend modifiers)

number of hits that a full strength unit can stop through its shields alone Is:

of Hits Blocked = Total Defense x Chance To Duefend

patisly. This is because the delend-
multuncously conetteratiacks the
¢ i, “ﬂllﬁi'qlll'llll}“ damngee aml
enlentations are made Tor both uiits
¢ pesults are applied 1o either.

0.1 deseribes the cssential statisties
ining the melee atek capabilities

Tuble 20,1, vou can see that the
of potentinl damage u unit cun (o
i three things. all of which can be
atinck strengilvin swords, Che chunee
il the number of figares i dhe unir.
o of fgares in o onit can L modi-
the obvious ways (e death or heal-
peration, raising from the dead. ee,)

listed in Thable 20,2

miges i a unics “To The™ ability exer
pund effects on combar, For example, a
bt enchantuent that modifies all friendly
B 1o it ability by +1. such as Praver or

High Prayee. will vesult in all your normal
units lnnding up o 33 percent more hits than
they otherwise would.

Hilllihlr'il\'. 1-||;|1|<_-in_|_- the artack -I|‘|'H;§I|| ol
s will aleer the average numbes of s ey
cant land ontheir enemies, Units with many
ligures will gain relavively morve from an in:
erense in ntaek strength per Ggurve than units
with omly ane or twao figures.

DBlocking Damage (Saved!)

OF course. any change in o unit’s atack
velated weribmtes will exert relarively greater
conzequences on units with g higher inuate
cormbit survivability, Afier all, i praving i
unit that won't be aronnd the bao lefield for
long is o waste

Alver o imit has landed o certnin nnmber
of hits on s targer, bt before damage i= cal-
culaed, the trger unit has o chunee m tle-
lend ivself from these hirs, Table 20,3 deseribies
how this oceurs.

Unformunately. unless o unit is compirised
of o single figure, the first figrere inthe unii
Liears the entive brane of an atack . Onee is
shields have done their jobs {checking to see il
they suecessfully repel any hits), all non-
blocked hits wre subiracied from the figore's
hit points (hown os blackened hears on ihe
unir’s statistios ), Hits exeeeding that Gaure's
retmaining heares are thea applicd o the nest

&
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Table 20.4 Per Figure Defense in Melee Combat

Each figure in a unit can absorb a certain number of hits from a single attack before dying:
Average Hits Blocked = Number of Shields x Chance To Defend + Number of Hearts

For example, war bears come in pairs, with rach bear having three shields and eight hearts, The average
number of hits that the first bear can block belore taking damage is equal 1o its defense of three shields
multiplied by the chance for each shield to block a hit, in this case 30 percent. So the average bear will Block
an average 0.9 hits with its shields before the damage directed at it will start taking hit points away. Given
that the bear has 8 total hit points, this means that the first war bear will die after an average of 8.9 success-
ful hits from a single attack have been directed at its unit.

If the first bear does not die from the first attack, on the following attack, its full three shields will get

another chance to block their 0.9 hits before the bear starts taking damage again, Therefore, the more
shields each figure in a unit has, the more damage it can block before it starts losing hit paints from each
attack. The langer a figure lasts, the langer it can exact damage from units it is fighting.

figure in the nnic. which geis roll for all of
its shields, ere.

The linal important consideration in dle-
termining the auteome of o meler sncounter
it total number of hic poiots ol a it Here
15 the formula:

Total Hit Points = Number of Figures x
Number of Hearts per Figure

Perhaps o more nselul way €0 assess the sur-
vivahility of aounit is 1 ook ot the total block-
ing potential of the individual fignres in it
Table 20.4 showas this mformation,

Both the defense and the hic points per fig-
W 1 AT RS I POTENT PATAmeiers in as-
sessing o unit’s durability in combat, These
values ean be modified by o number of things,
as deseribed i Table 20.5.

Anything that increases thie durability of a
fignre or nnit in eombat greatly enhanees i
utiliry, The longer o nnit lusis, the longer i
can deal damage. and the more likely it will
suryive to fight again, To this eml, adding
shields tends 1o be more sdvantageons than

adding an equivalent pumber of it points
fanless, of course, you alveady have a lot of
shields but very few hearts per figure ). Shields
Block hits and get o chanee (o doso ceery time
the unit is auacked, Fach heart ean only ah-
sorhy one hit, and then it is gone (at least for
the remainder of that pardienlar combar).
Flearts can only retaen durimg combar if heal-
ing spells. including Raise Dead. are cast, or
il the unit ean regenerate,

In this section we disenssed what oceurs
during noemal melee combat, e when two
units are nsing normal weapons and have nor-
wal atributes wnd no addivional specinl at-
tack types, Now, not all melee comban follows
the basie rules. However, most meles engage-
ments build wpon the combat routine outlined
ahove, so make sure you have a good grip on
this materinl hefore pressing on. From here,
wee will cover special ntacks, magical weap-
ons, and inmunity o various attacks, all of
which affect whar actually happens when
swords clash,

%
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Table 20.5 Changing Unit Defenses to Melee Attacks

Changing Unit Defenses and Hit Points Through Increasing Experience:
Arma Master, o hero akill

Warlord, & wizard skill

Altar of Battle, a Life spel|

Crushde, a Life spell

Heroism, a Life spell

Unit Defenses*:
Heea Skills: Agility
Unit Skills: Holy Bonus (Paladins, Angels, Arch Angels)
Alchemist's Guild, If the city is on an adamantium {+2} ar mithril (+ 1} deposit
Clty Walls: Intact (+3 t1a units Inside city); Broken (41 to units inside city)
Chaos Spells: Chaos Channels {+3**), Chaos Surge (+2}, Warp Creature (half defense**)
Death Spulis: Berserk (no defense), Black Channels (+1), Black Prayar (1), Cloud of Shadow (***), Darkness (***),
Eternal Night (***]
Lif Spelis; Bless (+3**), Heavenly Light (***}, High Prayer (+2), Holy Armor (+2], True Light {***)
Nature Spells Iron Skin {+5), Stone Skin (+1}
Sarcery Spells: Mind Storm (-5), Vertino {-1}

Changing Unit Ability To Defend:

Unit Skills: Luck (+1; Halflings)

Chaas Spells: Eldritch Weapon (-1%4%*)
Life Spells: High Prayer {+1), Prayer (+1}

- Changing Unit Hit Points*:
' Hero Skills: Constitution
Unit Skills: Regeneration***** (Trolls, Hydras, Shadow Demons, Werewalves)
Death Spaells: Black Channels (+1]
Life Spefls: Charm of Life {+25%, minimum +1), Lion Haart (+3)
Nature Spells: Regeneration (+1 hit point per unit, per tum®***4)

~ Special Effects:
Invulnorability is & Lile magic spall that not only provides weapon immunity but also prevents the first two hits that get
pest a figure's shields from causing damage.

- *Special attacks that restore hit points or eliminate shields are not included here, as this table only exarmines normal
~ melee combat, Similarly, healing spalls of various types, except lor the skill and enchantment of Regeneration, are not
included in this discussion,
*This effect may not oceur all the time. Bless only provides its defensa bonus to attacks from Chaos and Death
eranturs,
***The actual effect on defense varies from -1 ta +1 and depends on the nature of the unit and the spall.
D the uffecti of the target umit's defenses against the enchanted unit's attacks.
+eesEffactively gives unit an extra hit point per combat round.

Heroos” artifacts may also alter the paramaters listed here,

The Sorcery spell Blur negates 10 percenst of all hits landed by enemy units during combat before friendly units must

start detending themsalves from attacks.
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Weapon Ismumity and Magic Attacks
Weapon immunity is a unit skill that proreers
the unit from artacks by normal wenpons by
increasing its defense to =uch weapons o (not
by, to) 10 shielhds, I o unir bas 10 or more
shields already, weapon immunity wonld be
o help at all.

Only the creatures listed below have
weapon immunity inherentlv. Be nware that
funtastic ereatures completely ignore this skill!
S0, vour mit’s weapon imunmity iy useless
when you're facing summoned monsters, as
in luirs, nodes, ete,

Units with Inherent
Weapon Immunity:

Air Elemental

Death Knights

Demon

Demon Lord

Shadow Demons

Werewolves

Wraiths

Weapon immunity is granted by enchanting a
unit with the Life spell Invulnerability or with
the Death spell Wraithform.

Aside from overwhelming the defense of 10
shields granted by weapon immunity. the only
way 4 normal unit can hit a unie with this
skill during normal melee combat is with a
magic weapon of some type (or a special at-
tack, diseussed in following sections}. All no-
il units (from eities) have normnl weapons,
unless you see a sword icon on the unit. The
sword icon indicates that the unit has magi-
cal weapons,

Magie weapons are, by definition, these
capable of hitting units with weapon -
adty, Units with weapon immunity defend
against magic weapons as though they wonlkd
against a noemal melee attack, We have listed
the items. ouside of artifnets. that van muke

wunits weapons capable of hiting those with
WO ity

“Magic” Weapons List:

The Wizard Skill Alchemy

Alchemist’s Guilds

Chaos Spells: Eldritch Weapon,
Flame Blade, Metal Fires

Life Spells: Holy Arms, Holy Weapon

Binee must units are suseeptible 1w normal
melee nttacks, you will generally not reed
mugic melee weapons, IHowever. both
alehemist’s ouilds and enchanonents that ere-
AL T WeapOnE THeTeds: wiits combual sti-
sty alllti. for Ihiw e, lhave l‘tlllﬁilll'l'lllill'
vatlue in el melee combit sicuations,

Bypassing Defense: Musionary and
Armor-Picreing Aftack

There are speeial nttacks, illusionary and
armor-piercing. that completely or partially
|n)-|::|sr- the targed unit’s delenses, Artacks of
this type can be devastating to defending units.
=0 an awareness of what types ol units pos-
sess these abilities i erucial,

Musionary Attacks and

Imsmunity to Nusion

Musionary attacks dgnore o defending nmts
shields unless the defender is frmmune 1o illa-
sioms, That's righy, every hit (mtrack serengeh
mnltiplied by the To Hit ol the unit) by an
illusionary unit lands!

In Table 200 you ean see that very few
monsters are capible ol illusionary attacks,
Lt that being immunne o illusions conlers
many benelits bevond pratection from sneh
artneks, 1t is also useful 1o observe that sky
drakes, the worst denizens of Sorcery nodes,
are not allected by attacks from pluntom
bensts and phantom warriors, That's o pity
sinee these are the only evcatures that ean be

%
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Table 20.6 lllusionary Attacks and Defense

Husionary Attacks

Immune to lllusion*

Phantom Beasts
Phantom Warriors
Musionist (hero)

Angels

Arch Angels
Sky Drakes
Skelatons
Ghouls
Night Stalker
Werewolves
Demons
Wraiths

Shadew Demaons
Death Knights

Demon Lord
Zombies

Immunity to illusions is provided by the Life
spell True Sight and the Daath spell

Black Channels*,

*Immunity to llusions allows units to see and target invisible units with ranged weapons and provides protec-
tion from the following spells: Blur, Confusion, Creature Binding, Invisibility, Mass Invisibility, Mind Storm,

Psionic Blast, and Vertigo.

easily summoned when fighting at Sorcery
nodes (unless. of course, you have Node Mas-
tery, see Chapter 4},

Armor-Piercing Attacks

Armor-picrcing attacks halve the number of
shields, rounded down. aecessible o adefend-
ing unit. There i no specific immunity to the
nrmor-piereing nature of such artacks or coun-
terattacks, However. units with magic immn-
nitv (palading, skyv drakes, and units en-
chanted by the Sorcery spell} ure ulso immune
o armor-piercing artacks, Note that lighming
attacks are armor-piereing by nature,

Units with armor-piercing attacks:

Elven Lords
Griffins

Paladins

Pikemen

Death Knights

Storm Giants (both ranged and

melee attacks)

Black Knight, Knight, Chaos Warrior (both
ranged and melee attacks), and Paladin
heroes

Othier Special Melee

Attacks and Resistance

A number of other special melee attacks are
possible, Some units have poison, stoning, life-
stealing. or other attacks that occur simulta -
neously with their ordinary melee atincks, The
thing that all of these special melee attacks
{except immolation) have in cormmon is that
they must be vesisted. nor defended, There-
fore, the defending unit's shields are ignored
and its crosses determine whether it suceess-

&




Master of Magic: The Official Stratesy Guide

Table 20.7 Resisting Special Attacks and Spells

The chance that a unit or a figure, depending on the spell or attack, successfully resists the spell or attack

depends on three things:

|. The unit's resistance {i.e,, the number of crosses it has)

2. The sum of any acting Resistance Maodifiers from unit skills, spells, or artifacts

3. Any modifier to the saving throw

The saving throw modifiers basically alter the number of crasses a unit or figute has to resist a spell or attack. If
the spell or attack acts at a -2 save, for example, then the defendar must resist it with two fewer crosses than it

can normally use to resist spells and attacks.

Each cross the unit has is worth a 10 percent chance to resist a spell or attack. Thus, a unit with six crosses
would have a hase 60 percent chance when resisting. The 10tal chance that a unit has to resist somathing is

given by:

Chance to Resist = 10% x (Number of Crosses + Sum of Resistance Modifiers + Saving Throw Moedifier)

fully defends against the atack oe not, Tahle
20,7 deseribies how reststance (o these artacks
el spells is determined.

A units ability 1o resist spells andl apecial
attacks can be modified. juse like any other
attribute. Talile 208 deseribes the things.
aside from artifaets for hevoes, dhne can modily
WL restslanees,

Be aware that o wnit’s vesistance alleets s
ability to survive o variety of atacks, inelud-
ing many tomeh attacks, gaze anacks, and
stoning. Resistunee also deternines a unit's
ability (o withstand many of the spells thar
may be directed against i {see haprer 217,

Life-Stealing Attacks and
Inmunity to Death Magic

Life-stealing i= a specinl ataek mide con-
carrently with {and inaddition to) the units
normal melee attaek, A unit with a life-steal-
ing attack (see Thlhle 20,9 rolls o 10 Tow that
attack, For each point that die roll is above
the defender’s resistanee. the defender rukes
u hic and the attaeking unit gens one heart|

For example. i a unit with o resistanes uf
five is hit by a life-stealing antnek, o d10/is
rolled for the strengih of that nirack, Lecs sav
that the result of this die roll is sight, then the
wiit will have three (8 minus 5) hearts stolen
from it while the attacker gains three.

I addition 1o this blood-sucking heart
fransplant (oneh L if o unics side Toses the
Bt le aned the it that died had more than
hall of its hit poings stolen by life-siealing at-
tacks, the it rises from the dead and serves
the winning side as an undead unir, (Hint: if
vou have an army of life-stealers, never go
into battle with a full stwek of mine unirs, Leave
a hole or two that can be filledd by resurrected
enemy units after von win the battle, )

Avoid Tighring life-siealers i melee com-
bt e oll costa! Take them down with spells
ar missile weapons, il you eon.

Poison Attacks and Immunity
Poison wttacks veeur simulianeously and
kllllllll'llli‘ll“l”}' 1o normal melee atacks. | ke

%
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Table 20.8 Changing Unit Resistances

Through Increasing Experience:
Arms Master, a hero skill
Wadord, a wizard skill

Altar of Battle, o Life spell
Crusade, a Life spell

Heroism, a Life spell

Changing Resistance:
Hero Skills: Charmed {+30), Prayer Master

Unit Skills; Holy Bonus (varies; Paladins, Angels, Arch Angels), Luck (+1, Halflings), Magic lmmunity {+30},

Resistance to All (varies; Guardian Spirit, Unicarn)
Chaos Spells: Chaos Surge (+2), Warp Creature (0%)

Death Spells: Black Channels (+1), Black Prayer (-2), Cloud of Shadow (**), Darkness (**), Eternal Night (**)
Life Spells: Bless {+3°**), Heavenly Light (**), High Prayer [+3}, Lion Heart (+3}, Prayer {+1), Righteousness

{+30***) True Light (**)
Nature Spells: Elernental Armor (410***), Resist Elements

l,aan}

Sorcery Spells: Magic Immunity (+30), Mind Storm {-5), Resist Magic (+5)

*Effect only occurs some of the time.

**Effect ranges from -1 to +1, depending on whether a unit is made up of creatures of Life, Death, or neither,
***The enchantment is anly effective against spells, magic ranged attacks, and special attacks that are 1} green
of red for Elemental Armor and Resist Elements, 2) red or black for Bless and Righteousness (sea Table 20.22)

most touch attacks, however. I siaon attacks
must be resistod. iwstead of defended ngains

For the purposes of determining melee re-
sults when proison attacks are involved, be
aware that the strength of such an attack de-
termines the number of resistance rolls a unit
must make. For each failed vesistance roll, the
unit will lose one it point. So, the strengih of
the poison attack s the maxiomm amonnt of
damage u defending unit can ke, depend-
ing on how many failed resistance rolls i
makes. Note that units with poison attack
cupabilities also use this artack type when they
counterattack,

While resistance is involved in defending
against poison attacks, some wnits are coni-
plecely immune to such artacks. Table 20,10
lists all units capable of and imenune 1o poi-
son attacks.

Stoning Touch

Only cockatrices are capable of attacking with
astoning tonch without the aid of an artifact.
{Nate, basilisks have o stoning gese, discnssed
later) The stoning touch, which also oceurs
during comnterattacks, canses cach figure i
the targer unit (per ligure in the attacking
it} ter eesist at < or he stoned {killed our-
right} after the other parts of melee combat
have been resolved.

A nmber of units are immune o stoning;
all elementals are immune, as are gargoyles,
stone mants, and the eolossus. Units with
miagic immnity are also annffected by this
attuck. A maore complete disenssion of ston-
iz ity can b found later o this chap-
ter in the Stoning Gaze section.

&
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Table 20.9 Life-Stealing Attacks and Death Immunity

Life-Stealers:

Death Knights (-4)

Demon Lords (-5} for bath melee and ranged attacks
Wraiths (-3)

Necromancer (0; hera) for both meles and ranged attacks

The Death apell Life Drain directs o lifa-stoaling attack at o target enemy unit. This spell can, therelors, nlao
cronte undead units, when used elther alone or in conjunction with other lile-stealing attacks,

Note that all the life-stealing unita are listed with a number following them, This number signifies the Saving
Thraw Modifier ta the defending unit. Far example, a unit defending itself against a life-stealing attack fram
death knights will resist with four fewer crosses than normal.

Ghoul attacks are not life-stealing attacks, but they can create undead units. When units on the losing side die
in battle with more than half thair bit peints eliminated by ghoul attacks, the killed units rise from the dead.

Note, a combination of ghoul attacks and life-stealing attacks that take mare than 50 percent of the hearts
from a unit (on the losing side) that dies in hattle will also result in the fallen unit rising from the dead,

All units that are immune to Death are immune to lite-stealing attacks,

Immune to Death magic:

All Undead units (all of Death's fantastic crestures, Black Channeled,
Animated units, and those that have risen from the dead after being killed by life-stealing or ghoul attacks)

Golems
Floating Islands
Phantom Beasts and Warriors

All units with magie immunity (Paladins and Sky Drakes)

Units enchanted with the Life spell Righteousness or the Sorcery spell Magic Immunity are immune to life-
stealing attacks. Units that have been enchanted by Bless get three added to their resistance when defending

against such attacks,

Dispel Evil Throush Touch
Fhie ability to dispel evil throngh tonel is the
exclusive provinee, anitside ol artilaets con-
ferring such an abiliov, of the angel (rof arch
angelsd The only ereatures susceprible o this
attaek are Chaos ad Deatleeearares, inelnd-
ing undeails,

Dispel evil operates doving both artacks and
comeratacks and is resalved simulianeonsly

with normal relee comba, 'he touch attaek
operinies under the same resistanee penalties
(-4 for Chaos creatures and Death ereatures
ane <0 Tor undead unis, Le,, those that have
viseen fram the dead) as the spell of the same
parmne, Moalso warks in e same way as the
spellin than caeh figare i e trged anit {per
Figre in the antaeking unic) must resist sepa-
vatehe Notes sinee angels are single-fignre
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Table 20.10 Poison Attacks and Poison Immunity

Units with Polson Attacks* Immune to Polson**
Manticores [6) Galermns

Nightblades (1) Air Elernentals
Wyvemn Riders (6) Colossus

Chaos Spawn (4] Earth Elementals
Ghauls (1) Fire Elementals
Giant Spider (4) Gargoyles

Great Wyrm (15} Stone Giant

Nagas {4*==) Unicorns

Phantom Warriors
Phantom Beasts
Floating lsland
Animate Dead Units
Black Channel Units
Death Knights
Demons

Demon Lords
Ghouls

Night Stalkers
Shadow Demans
Skeletons
Werewolvas
Wraiths

Zombies

*Number in parentheses is the strangth of the poison attack.

**Nate that all elementals and creatures of Death, except for undead units farmed fram life-stealing ar ghoul
attacks, ar@ immune 1o paison attacks,

***Nagas’ poison attack is a first strike attack that occurs and is resolved before other parts of melee combat.

units, they can only kill one figure in targe Immolation or Fiery Touch
units per melee round through theie dispel evil — Similar o the poison sttaek, immolation oc-
touch, When a figure fils to resise dispel evil,  curs inaddition w. but eonen rrently with,

it is banished. Units enchanted by the Sor- noemal melee combar, Inumolation is active
cery spell Magic lmmunity are unaffected Iy i both attacks and counteranacks and has a
this artack. steengih of Towre (which is not thar hot, sinee

what little damage ic does is blocked by the
enemy units shields ). Neveriheliss ihe attack
is equivalent o a Firehall spell and will hit

&
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Table 20.11 Magic Immunity

Units with Magic Immunity:

Paladins

Sky Drakes

Black Knight, Paladin, and the Chosen heroes

The Sorcery spall Magic Immunity endows a unit with this ability.

Magie Immunity confers immunity to:
All breath attacks
All gaze attacks (except for Doom Gaze)

All other special attacks (life-stealing, stoning, armor-piarcing, etc.| except for illusionary and poison attacks

Virtually all spells (except for Web and Cracks Call)

Magic Immunity also increases defense to 50 shields against all magic ranged attacks, except for

HNusionary ones

every ligire in the trget unit, Only the doom
bat s an innate iimmelation aoaek, b the
Chaos spell of the same name ean endow any
unit with this ability.

An immolation artaek is defended, msteand
of resisted, bt certain units are naturally
et fires the efreet, five elemental and
five wiant. Creatures with mngie jmmunty
(paladins. sky drukes, or units enchanied with
Mugie Tmnnity ) are also unnffeeted by im-
molation,

Before Mcelee Combat Begirs:
First Strike Attacks
some kinds of melee attacks actually ocenr.
aned nre resolvedl, hr:ﬁrn‘ normal melee com-
bat, These include breath anacks, gaze at-
tacks. thrown attacks, and avacks by firse
strike weapons, Excepr for the gaze attaeks,
none of these attack tvpes cam be nsed by a
defending umir (e, when o unit connterar-
tneks during the opponent’s battle turn ).
Therefore, to get the benefit of these at-
tacks, a wndt hees toodo the attacking! Like
comedy, the secret is timing. Plan vour ap-
proach with these units so that il they are
vours. they will get in the first anack o if
they are vour opponent’s, you get the hiest ot

ek on chem. This is the key e these fiest
strike nnits!

Eixeept for ardinary first strike weapons,
all of these attack types can be nsed against
Mying ereatures, This is mportant sinee, as
disenssed later in this ehaprer. groud troops
cannot attack fying ereatures under ordinary
cirenmistances, 10 however, vour troops have
breath, guze, or thrown attacks, or if they
wielll missile weapons, they can directly ar-
tack Mying units and foree the flying units to
engage in meles combat, The following see-
tions deseribe ench of these lll‘t‘-lll!‘ll‘l‘ anack
pvpees in detail.

Breath Attacks, Magic
Imimnity, and Fire mmamity
There are twao types of breath attacks: fiery
breath amd lightning breath, Fiery breath is
thie more common since only skyv drakes have
the armor-pieremng ghiming breath aracks,
All breath attacks ocear hefore normal
melee combnt beging and can only be used
when the unit is actunlly artacking: i 0 unit
cannol nse s hreath when connterartacking,
Breath atracks e defended ngainst with nor-
mad delemses or shields, Units witl large
shields {ie., swordsmen and minotanrs) ger

%
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Table 20.12 Fiery breath, Immolation and Fire Immunity

Fiery breath* Immaolation** Immunity to Fire***
Draconlans (1)**** Doom Bat Efrizat

Daem Drakes {6) Fire Elamantal
Dragon Turtles {5} Fire Giant

Stag Beetles (5)
Chimera (4)

Great Drakos (30]

Hell Hounds (3}

Hydras {5)

Draconlan hero (4 1o 13)

“The strangth ol each fiery breath attack is indicated in parentheses after the unit,

**Immolation is a strangth tour fiery touch attack.

“**Immunity to fire canfars immunity to 4 number of spells and creatures in addition 1e immunity to fiery oreath
and immolation. These units are Immune to the following spells Fireball, Fire Bolts, Fire Storm, Flame Blade,

Flame Strike, Immolation, Metal Fires, and Meteor Storms,
w*++ All Draconian units axcept for bowmen, shamans, and magicians have a strength one fiery breath attack

per figure.

Note that units with magic immunity are not affected by breath attacks or immolation,

the benefiv of an exien two shields when de-
fending against breath atracks.

[ nits with magie imananity aee completely
imnune o both tepes ol breath arncks, see
Table 20,11 for more information aliour magiv
ity
Fiery breath attacks ocenr helore normal me-
lee combint besing and can only be psed when
the unit s attwcking. 'These brenth attacks
have o given strength which his the same To
Hie ability a5 the mic's other avmeks, Fach
fiery hreath ateack that lands can be Blocked
by the defender’s shiclds, in the sime way as
ihuring normal melee combiat, "The only (it
ference i= that the Tiery hreath atack is re-
solved hefore normal melee comilin begins,

Units with toommniey 1o five canm be af-
fected by Tery hreath aoacks, nor can they
b aiffected by the immolation araeks dis-
cuserd earlier. Table 20012 chows the wnirs

capalile of Tiery breath attacks aond immola-
i and those roats e o e,

There are o nmber of spells e alfeer
ireath attneks:
E Black Channels (Death) meveases o anirs
Breatl attaek strengih by ane.
& Black Praver (Deaili) deerveases enemy
niits brearh atrack strengths ||}' TITEN
B Bless (Life! increnses nounits delense o
breath attacks by three,
& Chaos Glnmels iChaos i can permanently
ive units o fiery breath noaek of strength owe,
& Chaos Sorge (Chaos) inereases all Chaoos
s fery breath artacks by two.
& Clond of shadow, Darkness, Fieenal Night.
Plenvenly Light. and Teue Lighy con inerease
or dleerease nnits” bhrenth nttacks by one, de-
periling on e spedl and the tatore ol the ni
E Flemenms] Armor (ONataee ) inerenses o
st defense (o beeath artweks by 10,

&
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Table 20.13 Thrown Attacks

Units with Thrown Attacks:*
Barbarian Cavalry (1)
Barbarnian Spearmen {1}
Barbarian Swordsmen (1)
Barbarian Berserkers (2)

Barbarian {3 10 11), Orc Warrior (3 to 11}, and Amazon {4 10 12) heroes

*The strength of the thrown attack is in parentheses following the unit type. Note, the strength of hero thrown
attacks does not include modifications from the hero skill might or from miscellaneous artifacts and axes.

Note that all spells and skills that affect melee attack strength and the unit’s To Hit ability during a melee attack
also affect thrown attacks (see Tabile 20.2). The only exceptions or variations are:
Unit Skills: Holy Banus (no effect an thrown weapan strangth), Leadership (offers half the bonus to thrown

attacks as it does to melee attacks)

Chaos Spells: Warp Creature (decreasing a target’s melee attacks has no effect an that unit's thrown attacks)

Death Spells: Berserk thas no eflect an thrown weapon strengthl, Black Channals (increases thrown attack

strength by one)

Life Spells: High Prayer {no effect on thrawn weapon strength)
Artifacts: Axes and miscellaneous items with + attacks and + To Hits.

& Magie hnmunity (Soreery ) inereases
unit’s defense against breath attaeks 1o 50
shields.

& Mind Storm (Soreery) decreases rgets
breath attieks by five,

& Riglhteousness (Life) mves 50 shiekls 1o
units when they defend againsi breath antaeks,
& Resist Blements {Nature] increases & units
defense to breath ataeks by three,

& Sharrer (Chaos) will deerease o targeted
unit’s hreadh attack 1 one,

& Althoueh limmolation does oot alfect fiery
breath attacks, it does give the rges uni o
strength four liery toneh attack,

Besides the spells listed above, normal units
in the presenee of a hero with Leadership abil-
ity get up ro fwo steength added o their fiery
breath atacks (see Chapieer 177,

The only other type of breath stenek is the
lightning breath attack. which is only found
among sky drakes, "Their breath artack is
strength 20 and b5 armor-pierving (halving

shields), Lnits best able o withsuimd theae
fieree nttacks are those with mngie ity
steh ns palading, other sky drakes. or units
enchunted with either the Soreery spell Magic
Linmnity o the Life spell Righteousness.

Unless your nnits are immune o breath
attacks. they should alwiys mry 1o iniate at-
tncks agninst units with fiery or lighining
breath. since these attack types are nov -
volved in connterattacks,

Throwmn Attacks

Threown artacks are conducted belore normal
melee combit amd can only be used when o
wiit is initiating an atack . Units use their
shields o proteer themselves from thrown
weapons, Unirs with large shields (i.e.,
minotaues nnd swordsmen ), get an ndded pro-
tectiom of +2 shiclds when delending against
thrown attacks, Units with missile innmuniry
magicians. warlocks, skelerons, and demons)
are immune 1o these attneks, Thrown atacks

%
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Table 20.14 First Strike Units and Negate First Strike Units

First Strike Negate First Strike
Cavalry High Men Halberdiers
Colossus Lizardmen Halberdiers
Death Knights Nomad Halberdiers
Elven Lords Troll Halberdiers
Griffing Pikemen

Paladins

War Mammoths

Black Knight (hero)

Knight {hero)

Paladin (hero)

Note that negate first strike does only that, It does not alfect the timing of breath, gaze, or thrown attacks.

are resolved before normal melee combar be-
gins, Note that ground units with thrown
weapons can attack flying units,

Only Barbarians units and some heroes
come with thrown weapons, These nnits are
listed in Tuble 20013 along wich the skills and
spells that can affect the strength and neen-
rney of thrown artacks,

Similur to those with breath atiacks, units
with thrown attacks should be moved so than
they caninitiate combat in order o take ad-
vantage of this capability. Remember to use
these units when you're lghting (ving erea-
tures, sinee nmits with thrown attacks ean ini-
tiate melee combur with them?!

First Strike Weapons

Some umis can use their swords firse in melee
combat. This first sirike capability means that
their attneks get recolved before the apponent’s
connterattnek. Henee, the defending uni will
sulfer the damoge from the first sirike attack
Lefore its commterattack is even caleulated. If
you nse first strike capabilities effectively, you
can wipe out enemy units {orat least deplere
their strengih) before they have a chanee to
sonnterattack.,

Note that the Tiese strike capabilitg siimply
means that a it gers 1o hic belore i gers it
back; it does not ger exira artacks Trom this
ability. Also. fiest serike anacks ave defonded
against in the normal way. The anly way that
aounir's fiese steike abilivy will nor exert s of-
fects is il the enemy unis have the ability (o
negate the fivse serike.

The ability 1o negare Tiese steike changes
the attncking unit’s tming so chat v makes
normal. simultneons melee nrtacks. This
gives the defender a chanee to connteratiack
at the strength an which i started the combia
ronndd (instead of the depleted sorength i
might otherwise have alter suflering o first
strike actack | Table 20014 Lists the noies with
first strike anid negate fiest aivike capability.

Note that some of the deadliest units: death
kmighrs, elven lords, and paladins. have this
ability. I von have these units. make an el
fort to use their first strike abilities wisely,
Remember thae death koaghis also have o life-
stealing artack that allows then to atrack firs
arred veplenish their hie points while attack-
ing, =0 charge into cnemies frecly with them.

(1)
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Table 20.15 Death and Doom Gazes

Death Gaze:

Spalls and skills that increase a unit's resistance will increase the chance of figures successlully withstanding this
gaze, Figures failing their saving throws die before thay can attack or counterattack,

Units with Death Gazes*:
Chaos Spawn (-4)
Night Stalker (-2)

*The Saving Throw Modifier is shown in parentheses following the unit. A value of -4 means that the defending
figure’s resistance is lowered by 4 crosses bafore it gets a chance to resist the gaze.

Deom Gaze:

Chaos Spawns are the only creatures with a doom gaze, This gaze has an attack strength of four and automati-
cally does four damage to the opposing unit before melee combat begins. Note that at Chaos nodes (where
all like-colored creatures get +2 to all of their attributes}, the Chaos spawn's doom gaze will do six automatic

damage to enamy units,

Note that Magic Immunity confers immunity to all gaze attacks except Doom Gaze.

In combination with their fying ability, which
often allows them o pick and choose their
apponents. death knights can be a tremen-
dous nsser to o wizard specializing in Death
magic,

Gaze Attacks and Stoning Invwmunity
Guze attacks come in three types: death gaze,
doom goze, and stoning gaze. and all are nasty,
These atracks oceur before melee combat and
are also used i defense {when a unit coun-
teratineks ). Gaze attacks must be resisted, and
their effects are resolved hefore melee combat
is condueted.

Death and stoning gaze attacks affect all
figures in the trgeted unit, with cach figure
attemnpting to resist separately, Both the death
gaze and the stoning gaze kill figures outrght,
The doom guze offers no opportunity for re-
sistunee: it simply does its damage 1o the op-
posing unit before melee combat commences,
Note that gaze attacks can be used by ground
troops (o attack (ying units,

Magic inmunity offers a unit the ability to
eseape the consequences of all gaze attacks
except the doom gaze, Paladins and sky drakes
innately have this skill; other units may only
acuire it through the Sorcery spell of the same
nane, See Table 20015 for surnmary informa-
tion on death and doom gazes.

The stoning gaze attack works the same
way as the death gaze, Targeted figures have
an apportunity to resist before melee combal
begins {thus. stoning gaze is resolved before
melee combat: stoning tench is conducted
concurrenth with melee combat ). Figures fail-
ing to resist get stoned the hacd way (Le., die).
Some units are completely registant (o ston-
ing. A summary of units and spells that try 1o
kill by stoning. as well as those units immune
o stoming is shown in Table 20,16,

Many of the units that are immune to ston-
ing effects are those that can be summoned
during combat. if vou have the appropriate
spells. This mukes such summoning spells ez-
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Table 20.16 Stoning and Immunity to Stoning

Units with Stoning Attacks and Stoning Immunity:

Stoning Gaze*
I_?;a.sﬂ“.;ks (-1)
Chaos Spawn {-4)
Gorgons (-2)

Stoning Touch®*

Stoning Immunity***
Cockatrices (-3}

Air Elernentals

Colossus

Earth Elementals
Fire Elementals
Floating Island
Gargoyles
Phantom Beasts
Phantom Warriors
Stone Glants

*Saving Throw Modifiers are shown in parentheses.

“*Saving Throw Madifiars are shown in parentheses. Note that stoning touch occurs concurrently with normal
maloe combat and that artifacts are capable of conferring this ability to heroes {(but anly at a -1 Saving Throw
Modifier)

**4Stoning immunity also protects against the Nature spell Petrify.

A stoning touch enchantment (or any other touch enchantment, such as disintegrate or life-stealingl in an
artifact will exert its effects with that item's normal attacks, For example, stoning touch in wands will travel and
aceur simultaneously with magic ranged attacks. Similarly, stoning touch in a sword will occur simultaneously
with the hera's melee attack. If the hero's attack happens to be first strike, then the stoning touch attack will
also occur as a first strike attack,

Note that magic immunity (in Paladins, Sky Drakes, or via the Sorcery spell) confers protection from stoning
attacks

pecinlly nseful when combating unics that ean

stone others,

Sequence of Melee Combat

All of the attacks we have disenssed so far
ure, officially, purt of melee combat. They only
oecur when ane unit attacks another adjaeen
o
salved in g certain sequence, In adidition. some

I'he disenssed attacks oceur and are re-

of these [orms of combar can only be used
“'hl'll s “1|Ill'kl.llll_',. ]1“"‘\" r]'ll'l'- are sim
marized in Table 2017,

Units with breath, thrown, and first sivike
capabilities should always attack in o melee

situation—rather than wait 10 receive an en-
emy attunck—so that they can exploit their
special advantages. Conversely, it is always to
your relative advantage (o initate artacks
against enemies with these abilities o prevent
their effective use of these abilities.

To Attack or Defernd in Melee Combat?

The evidenee overwhelmingly shows that it is
always better o attack than defend, nssum-
ing that you wish two units o engage in me-
lee combat. This is because the defending units

ilo not enjoy the benefits of first str
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Table 20.17 Timing of Melee Combat

Phase 1: Breath*, Gaze (Attacker), Thrown Attacks*

These attacks are conducted and appropriately defended or resisted, simultaneously, before the next phase

begins.

Phase 2: Gaze {Defender)

Defender's gaze attacks are conducted and resistad, before the naxt phase begins.

Phase 3: First Strike*

The attacker’s first strike attack is conducted and defended. If defender has Cloak of Fear, tha first strike unit

must resist this before attacking.

Phase 4: Normal Melee Combat, Life-Stealing, Poison, Other Touch Attacks

The phase 4 attacks are conducted and appropriately defended or resisted simultaneously. 1f the defender has

Cloak of Fear, the attacker must first resist it,

* = Thase sttacks are not available to a defending unit. Only the attacking unit {i.e., the one spending
movement points and initiating combat) may engage in these types of attacks.

attncks. or breath attacks: mstead. they are
subjected o sueh ntracks by their enemies.
Similarly, your units with these cupubilities
can only wse them when they aoack! noany
case where unit capabilities differ in this area.
il ar all possible, b sure that YOUE F0ops ire
the ones imitiating the attacks,

Basic Ranged Combat: Missiles

Missiles can play o pivotal role in combar,
Launehing missile attacks on your eneries for
severnl combat rounds before melee combu
beging, as they slowly make theie way toward
vour unitd, is one of simplest ways o mini-
mize dumage o your own forees and tender-
rze approaching enemy nnits,

Unfortunately, missiles of any iype—hows,
rocks, slings, javelins, or even magic missiles
{discussed later)—can only bae lnmehed onee
per unit per batele rurm, Missile units are uso-
ally among the most fragile nits i an army;
therefore they draw a lot of cuemy fire,

Carefully consider where o use vour how-
men slingers, or other missile units. Only ke

them where they can actually do some gol,
A dair Tull of sprites. for example, wonld not
b the place 1o tnke yonr missile nnits anless
they were well enchanted or quite experienced,
e having more defenses and hie points than
new units Ohierwise, they I die from sy
ing enemy fire hefore they enn be used o thieir
full effect,

Missile attacks are sitnilar to normal melee
actacks b all wavs bur thiree:

& Missiles wre lred i gquamiey. Most troops
connot fre woee than eight arrows or other
missile ammonivion per combar.

B/ Missile vnits nlways live theirmssiles, even
when adjaeent o nnits they conld melee, as
long as their mmmanition holds o You can't
mtke them stop shooting arvows and pick up
their swards, On the up side. when firing nis-
siles. even from an adjucent souare. missile
units cannor be counteratiacked,

B Misaile s sulfer o distiones penaloy The
further away the wrget, the greater the pen-
alty to the mssile wnics To Plic modifier {the

%
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Table 20.18 Damage from Normal Missile Attacks

Total Attack Strength = Number of Figures x Number of Missiles

This number represents the maximum damage in hit paints that an attacking missile unit can do in ane round
of combat, since the unit can only fire once. This number is equivalent to the total number of arrows fired at
the target, Some arrows will miss, and sorme will hit, Of those that hit, some will be stopped by the larget's
shialds. Ench unstopped arrow causes one point of damage. The chance that a missile hits its target follows:

Chance of a Hit = 30% 1 (10% x sum ol all To Hit modifiers, including Distance Modifier)

Distance Modifier = (Squares from Target/3, rounded down) x -1

After dutermining the probability of actually hitting the target, the average number of hits that a missile unit

can land on its target unit can be determined by:

Average Number of Hits Landed = Total Attack Strength x Chance of a Hit

penadey s -1 Tu Hin for every theee sguares
distanee ).

Table 20,18 deseribes how dimage Trom
wmis=tle ntineks s determined,

Thie daminge calenlation for missile attacks
i the same ag for regular melee arcks witl
the addivion of o Diswince Modifier. Beeause
of the deammatie distanee penalry, thoagh, spells
or =kills thar aleer the chianee To Hit have es-
peeially signifieant efferts for missile unirs.

A nber ol skills and spells can affec the
serength o acenracy of missile units, Mol
spells e <kills chat affect attack strength and
the ability To M exert the same effees on
uormal missile attek=. Besides modilicaions
from artifner enchantmens. there are a few
spelts ind skills that are specifically applicable
to iis=ile atracks. These are deseribed in Table
20014,

L nits delend themselves Trorm misgsile ae-
paeks in the same way as they do from normal
melee netncks, Units with a large shield abil-
ity (e, minotanrs and swordsmeng, get an
aelditional twa shielids whenever defending
ugainst missile atacks.

11 is possible for nuits e complerely i
mune (o most normal missile noacks, heennse
ol eather an inhersnt vesistiunee or o resistanes
theongh enchantments, Table 2020 summa-
vizes the things that affeer a unics ability 1o
defiend ngainst missile aincks,

The Deathspell Wall of Darkness protecis
sarrizomed troops Trom ranged weapons. I
fuet, this spell confers complese protection
from il ranged attaeks onsueh ronps, Only
s with Teve Sighn can five missiles i inits
Lishindd o Wall of Darkness,

When lighting with bowmen o ather units
with noemal missiles, the most importane thing
1o b gware of s distonee limirations, [.-\I-
though knowing not o shoor entlimsin=tically
at skeletons and magicians s helpful, wo )
Sinee vour ammmmition is wsually limited, o
may be advantageons w wait one comba
ot Tor the rage o elase upa bit before
srarting (o fire vonr missiles, This is especinlly
rrue i vou haye novmal. possibly expendable,
gronnd troops who ean delay the approach of
enemy anits o vour missile umits, or il you
can sutnon units, such as phantom warriors.
toy tlo this,

&




Master of Magic: The Official Strategy Guide

Table 20.19 Modifying Missile Attacks

Exclusively Affecting Missile Attacks:

Long Range is a unit skill that allows it to fire missiles with a maximum distance modifier of -1 To Hit {i.e., when
firing at a range of three or more squares). Catapults, longbowmen, and warships have this skill

Warp Wood is o Chaos spell that destroys all of the target unit's remaining ammunition lor bows or slings

[rocks are unaffected).

Other Skills and Spalls that Affect Missile Attacks*:
Hero Skills: Blade Master (To Hitl, Leadership (varies)
Unit Skills: Luck {+1 To Hit; Halllings)

Wizard Skills: Alchery (+1 To Hit)

Alcherist’s Guilds: {41 To Hit}, with Mithril (<1}, with Adamantium {+2)
Chaos Spells: Chaos Surge (+2), Eldritch Weapon (- 1** to target’s ability To Defend), Flame Blade {+2°%), Metal

Fires {(+1*7), Shatter (1***), Warp Reality (-2 To Hit)

Death Spells: Black Channels {+1), Black Prayer (-1}, Cloud of Shadow (****), Darknass (****),

Etemal Night (****), Weakness {-2*%)

Lite Spells; Heavenly Light (****}, High Prayer {+1 To Hit), Holy Arms (+1 To Hit), Holy Weapon (41 To Hit}, Lion

Heart (+3), Prayer (+1 To Hit), True Light (****)
Sorcery Spells: Mind Storm (-5), Vertigo (-2 To Hit)

*Numbers in parentheses refer to changoes in attack strength, unless otherwise indicated.

**Change affects only bow and sling attacks; does not affect rocks,

***Shatter reduces the target unit's missile weapon strength 1o one.

= These spells can add one, subtract one, or exert no effect on a unit's missile attack strengths, depending

on the spell and the unit's color,

A= alwavs, bheing aware of what you're up
ot hiefore vou walk tote a combat sitnn-
tions (right-click on cities and stacks before
vou step on thiem ) is the hest way o cnsure
thise you will b prepased 15 you are wp agains
a b full of nighy sealkers, dont walk i with
anall-missile wemy, 10 vou plan o invade o
town Tull ol bowimen, consider an army of
misatle-tmmune units. This rock-paper-
scigsors appronch s simple. hoe i works.

Magic Ranged Attacks

Miggie ranged attacks are saailar o normal
iissile attneks, soowe are discassing them here
vather than in the next chaprer (which covers
the use of mugic in combet ), Uni defend

themselves from such aaeks in the normal
way, using shiclds. Tuegeted units may not
eomterattack, even il the wttack ie laounehed
from o adjneent soquare, Node that units with
largze shields (minotmurs and swordsmen ) still
get their +2 shields against magic ranged at-
tacks.

Mugie vanged attacks are different Trom
normal missile attacks, however, in other
wiys:

&, Magie ranged nttacks do not lose ncenraey
over distanee.

& Mugie vanged anaeks are usaally supplied
with less aonnnition than normal missile we-
tneks, Most unirs (other than heroes ) connim

%
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Table 20.20 Protection from Normal Missile Attacks

Increased Protection:

Large Shields (+ 2 10 defense): Minotaurs and Swordsmen

Missile Immunity*:
Demons

Magicians
Skeletons
Warlocks

Magician, Wind Mage, Witch, Warlock, llusionist (heroes)

Invisibility**:
Air Elementals
Nightblades
Night Stalker
Ninja (hera)

*Missile immunity confers complete protection (50 shieldsito the unit from bow and sling attucks, Rock attacks
can stll kit targets with missile immunity, The Sorcery spell Guardian Wind enchants the target unit with this

same ability.

**invisible unite are impossible to target with ranged weapons unless the targeting unit is immune to (llusions
or has been enchanted by True Sight. Units can be mada invisible by casting the Sorcery spells Invisibility or

Mass Invisibility.

lnnel more than lour sueh attacks per eom-
bat,

Trcaeddivion. different spells and abilities are
used o protect units from missile and magie
ranged attacks Table 20021 provides o svi-
npsis of the specific skills and spelly thar al-
feet mugie ranged ntracks, nelwding s thi
wre immune o these anacks.

Al magic ranged, breath, and paze attocks
wre colored, Certain spells proteet units from
specifie colors of magie ranged aracks. These
spells and the colars of varions ntacks e
listodd in Pable 20,22

Magie ranged nriacks have some wonder-
ful fearures. First they ave nor snbject v dis-
tanee depenidenes and aee equally aecnrare
it all vanges. Second, the strengths of magie
runged attucks tend 1o be greater than nor-

mil missile attacks and, against susceprible
ervatures, e darmoge done 1o amies tends o
L higher. Thied, fewer unies are inherently
inmnne to these attacks i these e
tomorimnl missiles.

When building armies. include w lew
ranged attack umies, unless your army s madie
up ol only the toughest units. Ranged weap-
ons, regardless of type, can whittle away the
most formidable opponenis helore they can
reach your units. Baloneing vour aeimies is ihie
kev (see Chaprer 223, Remember, unless vou
Bave enchianted vonr missile and magic ranged
s with lors of prateetive spells. thes are
very susceptibile (o being picked off by eneiy
uits of the same type (don’t forger ahout those
sprites!),

U
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Table 20.21 Magic Ranged Attacks

Spells and Skills Affecting Magic Ranged Attacks Through Increasing Experience:
Arms Master, a hero skill

Warlord, a wizard skill

Altar of Battle, a Life spell

Crusade, a Life spell

Heroism, a Life spell

Hero Skills:

Arcane Power (affects strength of attack)

Blade Master {affects accuracy of attack)

Spell-Casting Skill (affects number of attacks at three mana expended/attack)

Unit Skills:

Large Shield inc unit's d to magic ranged attacks by twa (Minotaurs and Swordsmen)

Magic Immunity gives a minimum defense of 50 versus non-illusionary magic ranged attacks (Paladins, Sky
Drakes)

Invisibillty prevents targeting that unit (Alr Elementals, Nightblades, Night Stalkers)

s

Defense Spells:

Bless (Life, +3 defense to black and red magic ranged attacks)

Magic Immunity (Sorcery, same as skill)

Invisibility {Sorcery, same as skill)

Mass Invisibility (Sorcery, same as Invisibility)

Righteousness (Life, +50 defense to red and black magic ranged attacks)
Elemental Armor [Nature, +10 defense to green and red magic ranged attacks)
Resist Elements (Nature, +3 delense to green and red magic ranged attacks)

Spells Affecting Magic Ranged Attack Strength:

Chaos Surge (Chaos, +2 strength)

Shatter (Chaos, strength goes to one}

Black Channels {Death, +1 strength)

Black Prayer {Death, -1 strength)

Cloud of Shadow, Darkness and Eternal Night (Death, 41 strength for Death creatures and -1 for Life craatures)
Heavanly Light and True Light (Life, +1 strength for Life creatures and -1 for undeads)

Mind Storm (Sorcery, -5 strength )

The Death spell Mana Leak will remove one ammunition from all opponents’ ranged magic attacks per combat
turn,

)
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Table 20.22 Colors of Magic Ranged and Special Attacks

Comparisen Colors of Attacks
Coler Red Magic Green Magic Blue Magic Black Magic
Units Dark Elves Djinn
Demon Lords Priests
Efreet Shamans
Magicians Sprites
Shadow Demons
Storm Giants
Warlocks
Heroes Draconian Druid Sage
Golden One Healar Illusionist
Magician Priestess
Necromancar Wind Mage
Unknawn
Warrior Mage
Witch
Attack Types Doom Gaze Stoning Gaze llusionary Death Gaze
Fire Breash Stoning Touch Life-Stealing
Lightning Braath
Artifact Attacks*  Destruction Cause Death**
Protective Spells  Resist Elements  Resist Elements
Elemental Armor  Elemental Armor
Magic Immunity  Magic lmmunity  Magic Immunity  Magic Immunity

Bless
Righteousness

Blass
Righteousness

Nota, all magic ranged, gaza, and breath attacks have a color attached to them, Certain spells can conler
protection to specilic attack colors. Units and heroes with colored magic ranged attacks, special colored attack
types {polson attacks are considered colarless; and dispel evil, not listed above, is considered a white attack),
and protective spells are listed in this tahle.

* Attacks only found in artifacts,
** Cause death is a special attack that occurs concurrently with an artifact’s attacks and must be resisted at -3
by the target.

&
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Combat Variations: Flying,
Water. Walls, and More

Before you engage an enemy host, you should
consider the impaet of the basie combar types
disenssed above, as well as other things that
can affect vour hattle. The following seetions
discuss some special Taetors—I(lying,
teleporting, walls. ocenn combat, node auras,
cte—thar may infloence your plians inoa par-
ticular bartle,

Moving Prospects

Unita differ in their movement ivpes and
specd, which i an important cousiderarion
when yon are trying to achieve offensive mi-
tintive (o5 diseussed earlier in this chapter),
The following sections examine the specifie
¢llects of special movement tvpes i eombat

Flying
Many units in Master of Magie have the abil-
ity to fly, These units end 1o hove n grea
advantage during combar,

Flving units may only be wtacked by other
Aving units or units with hreath, goze, thrown,

mssile, or magic ranged attacks. Becanse of

these special requirements for attncking fy-
ing units, such units can often choose when
and what they will anack during combiai, This
luxury of choice means that fying units pir-
ted against ground troops enn getin their firse
strike aitacks during each melee round, [ealso
makes it easier to rotate ying units inoand
aut of melee combat o help spread ont physi-
cal damage among all vour tnits present ot o
batele. Under grdinary eiremmsianess. you
might have to oo aoomgueed anit aroond the
bartleficld merely 1o avoid its heing attacked.
Flying units. generally, don’t have o daothat

Becanse ying units ave imdifferent 10 1er-
vain (being nble o My over water monntiins,
anel grasslands with cqual case). they can fight
in naval battles (see below), Lo addition, the
Mving nnis” imdifference o terrain type means

they are unidfected by the Nature spell Earth
1o Mud.

Flving units have an additional fearnre:
Thev do nor have to antack. enter. or exit eit-
ies through bhreeches or openings in aeiry wall,
They can move and attack over walls,

Below, we huve listed spells that can affeer
aounit’s fying abiliny.

Spells Affecting Flight:

& The Nature spell Web can tie up the
target in its sticky strands for a while.
Better than this, though, is that once a
flying unit has been webbed in combat, it
can no longer fly for the remainder of the
battle. Note, there are two non-corporeal
flying units: shadow demons and wraiths.
Neither of these can be webbed because
of their non-corporeal nature,

& The Sorcery spell Flight is a unit
enchantment that can be cast during and
outside of combat. You can cast this spell
in a pinch, when you suddenly find that
you have brought an all-ground army with
no projectile weapons into combat
against an army of flying units. This spell is
also good for taking a ground unit out of
harm'’s way when you are fighting a
deadly battle against other ground
troops. This spell can be particularly
helpful when you've been invaded and
your garrison is inadequate for the task of
defending your city. Casting Flight on one
of the defenders can prevent that unit
from being attacked (assuming the
invaders have no means to attack a flying
unit). Then you can simply outlast the
invasion by flying around until combat
ends. Note, however, if you do this,
enemy units deprived of a target will
stomp on your city and try to destroy its
buildings and people.

%




Chapter Twenty: Normal Combat: A Drop of Blood, A Load of Dead and Thow

Table 20.23 Non-corporeal Units

Non-Corporeal Units:
Guardian Spirit

Magic Spirit

Phantorn Beast
Phantorm Warriors
Shadow Demans
Wiaiths

Wralthform {a Death spell that makes a unit non-corporeal)

Non-corporeal units are immune ta the Nature spell Web and the webbing skill of giant spiders, These units

ara also unatlected by the Nature spell Earth to Mud,

During canmthat. part of prioritizing your
ittacks or other oprione depends npon exan-
ining the eapabilities of all die anits on the
fiehd. Flving is an ability o pay elose anen-
tion 1o, For example, your all-ground army
withont nossile weapons cannot tackle an
army ol (ving unies, miless vour army is stron-
ger than yonr enemy s or vou have the Wels
spell and enough mana and skill vwcase i as
rerpuared. 1o assess velative army sceength in
such o sitnation, yon should consider firsi
strike potential availabile 1o the fying wnirs
vio iy Tiese steike potential vou will lose be-
eause vour cannnt atack. A fving unit with
fiest strike ability i noich more dangerons (o
vou if von e o flving onit and no Web
apell,

The discussions in this section suggest a lew
interesting oprions. depending on youor
wizardy mogie tepes. For example. consider
casting the Death spell Wreairthforin, which
mikes units non-corporeal, on dlving units o
preevent thern from being weblied by enemies.
Conversely it isn't necessarily redundant to
cast the Sorcery spell Flight on non-corporeal
units, O even, iF you are a magter ol both
Blue and black magice, consider castimg both
of these spells on the same deadly nnis? Tinag-
ine a troop of fving, non-carporeal palading
or elven lords. Costing Tnvisibility on Hying

wnits can make them even more dangerons
Becanse i removes theo as targets Toe raneed
atracks wnl spells, Gonsider casting ight on
your missile units hefore entering great wyrin
luivs (wyrns cannot atiack liersi. Also, con-
sidler ensting Earth to Mul after vins haive enal
Webe onoa Mving unit, beeanse these niins aee
otherwise noe affected by Farch 1o Mud,

Non-Corporeal Units
("Wafting") and Webbing
The non-corporeal skill allows aanie o “walt”
overaff tereain types as i i wisre moving over
poemnl ronds, Therefore, noits can reavel over
water withone any diffiealiy, This skill ulso
confers animmunine tothe Nature spells. Welb,
Cirneks Call, and Farth oo Ml

Whilie some nnigs are mately non-corpo-
real fame Tabile 2002300 this skill can L con-
ferred anto other wnits either throngh special
artifacts. for leroes, o by enchanting uuits
with the Death magic spell Weaithform, Note
that although Wesithlorm allows anis tomove
over wll terrain tvpes, as il they were moving
aver ronds, this speed henelivonly atfecrs over-
Ll travels o non-carporeal units movement
specd ie not aflected durving combat,

Non-corporeal moverment alfeers combat in
two ways, Fiese noecorporeal units can ai-
taek andd paas througle city walls, which can

&
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Table 20.24 Teleporting Units

Teleporting Units*:
Dijinn (3, fiying)
Great Wyrm (3]

Unicorns (2)

*Movement speed and type, if unusual, are indicated in parentheses after the unit name.

Note that no spall confers the ability to teleparnt and none removes it.

b iseful om both atiack and defense, Secand
nom-corporeal units cannot be welibied or hin-
dered by an Earth o Mud spell. This means
that they eannot be stopped or slowed by these
Narure apells or by the webs casi by ginnt spi-
ders, Sinee wehbing has the greatest adverse
effects on fying units; as it prevents them from
fying for the remainder of eombar, non-cor-
poreal fIving units. such as shindow demons
and wranths, can be valunble.

Teleporting

A few units. djinns, grear wyrims, and i
corns, van teleport anywhere on the battle-
field for the cost of one movement point {see
Table 200.24). Teleporting wmits can ger rizht
next to their chosen targers amd arack. When
vour army has Stepy wedd anto g sepuare m-
habited by teleporting nmits, there is nothing
vou can da abiout it those enermies will get in
the first attack and they will sitek which-
ever unit they prefer. 5o you should make an
elfort 1o prepare for such battles before vou
initiate combat,

Becanse teleporting units may go wherever
they plewse on the batlefield, they can run
around and avoid attaeks againat them from
stronger units {assuming those units have no
ranged weapons), This may he helpful in de-
fending ciries. Remember that the aeeuraey
ol non-magie ranged weapons has a distanee
l]l'})!‘lltl('rl('l', except for the long ranged weap-
oms of longhowmen. eatpulis. and warshipes,

Tliis means that 1Fyou hive a releporting nmt
against a strong missile-hased army, vou ean
keep your teleporting nnits substantially away
from harm by teleporting them to the farthest
ends of the bartlefield untl the enemy’s mis-
siles are exhausted,

Fach of the weleporting vnits is somewhat
anigques Understanding their strengths and
wenknesses will help voun determine how and
when o atiack lairs, nodes. or eities popu-
Lared by these erearres, [ewill also give youna
feel Tor whut you van doif vou summaon one
of them

Coreat wyrms und unicorns are incapable
of atracking non-webbed Nyving units, But, the
wyrs are exceedingly powerlul in melee com-
b, One of the simplest wavs (o kill them
(withont nsging miueh magic) is o send in
arrnies of fving missile units, such as slingers
that have been enchanted by Flight, Flight
will allow these units 1o artack wirthont risk-
ing the grear wyrm's deadly connternttack
{imicorns are not nearly as wogh o fight),

Djinns are [ying teleporters. Consider enst-
ing the Narore spell Web on them hefore you
do nnyvihing else. This will givee you s chanee
to attack them in relative safery with flving
missile units, [nany event, Djinns are not usu-
ally too difficol w fight sinee they generally
cast a spell, such as Phantom Warriors or
Cuardian Wind, before they start attaeking
your arny. Also, they will wee up their magic
vanged attacks belore teleporting and engng-
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Table 20.25 Unit Movement Speeds

Unit Movement Speeds During Combat*:

Infinitely Fast™* 5 Squares A Squares 3 Squares 2 Squares 1 Square
CHinn Air Elamental Air Ship Angel Basnilisk Barsarkers
Graat Wyrm Arch Angel Death Knights Behemoth Bowmen***
Unicarns Doom Bat Daom Drakes Cavalry Catapuls
Sky Drake Efrewt Centaur Chaos Spawn
Warship Galley Chimara Enginnern
Mightmares Cockatrices Firn Elemental
Pegasi Colossus Ghouls
Woif Riders Demaons Golem
Wwvarn Riders Demon Lord Guardian Spint
Dragon Turtle Halberdiers***
Elven Lords Hammernhancs
Fire Giant Hydra
Floating sland Langbowmen
Gargoyles Magicians*~*
Giart Spider Magic Spirit
Gorgons Mirotaurs
Great Drake MNagan
Griffing Nightblades
Hell Haunds Phantom Warrion
Harsebowrmen Pilemen
Javelineers Priests
Manticores Settlers
Night Stalkes Shadow Damons
Palac ns Shamans***
Phantor Beast Skeletons
Rangars Slingors
Sprites Spearnant**
Stag Beetln Staam Cannan
Stone Giant Swordsmen®**
Stomrs Giang Warlocks
Thirerne Zambies
WWar Bears
War Mammoths
War Trolls
Werowolves
Wiraiths

*All movemeant speeds are indicated by the number of squares per combat turn the unit may mave. Actual
movament may depend on the terrain type and any enchantments affecting the unit’s movement
“*These units are capable of teleporting and can, therefore, travel to any free square on the battlefield.

***Draconian units of this type have a movement speed of two.

Note that floating islands, although listed here, never physically take part in a battle; they merely provide a

battle platform for the units they are carrying.

Heroes may carry artifacts that increase their movement speeds 1o extremely high levels. Since a hero's actual
movement speed depends on his or her artifacts, heroes are not included in this table,

&
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Table 20.26 Breaking Down Walls

Wall Crushers*:
Air Ships
Catapults
Colossus

Earth Elemental
Engineers

Fira Giam
Stone Glant
Storm Giant
War Mammoths

In addition ta units that can destroy walls, the Chaos magic spell Disrupt and the Nature spell Cracks Call can

be used to destroy a targeted wall section.

*Wall crushers have a 50 percent chance of destroying the wall section when attacking a unit on a square

bordered by a wall. I they are melee attacking across the wall, their attack is only completed if the wall section
is destroyed. Wall crushers attacking at range (such as catapults) only have a 25 percent chance of destroying a
wall section. A ranged attack thraugh the wall section can be defended with the wall defanse bonus of +3
shields if the wall section does not break, If it breaks, the ranged attack is defended with +1 shield.

ing in hand-to-hand combar with enemy anirs,
For all practical purposes, then, enemy Djinns
rarely jump over and whack at vour units wnil
you've hud plenty of time o do something
about i,

Speed
The speed ar which your units can move dir-
ing combar sometimes means the difference
between winning and losing, Units that move
quickly van often avoid the negative effecis
of repeated missile attacks. They can avoid
attacks from stronger opponents. nnd they
have o great chanee of setting things up 10
preserve the initiative vilue ol attacking with
availuble fiest steike weapons. Furthermaore,
some quickly moving missile units can ont-
run enemies while continuing o shoot ar them
until their ammunition is exhausted,

There are only three spells that will alter
the movement speed ol units on a bartlefield:

& Fndurunee is o Life magie spell that in-
ereases o unit's moverment speed by one, This
spell cunnot be cast during combat and, so,
will only exert effects if you've done some
thinking and casting before starting a fight.
& Pntangle is a Natare spell that slows afl
enemy movement by one square per e,
Fanermy units with only one movement point
per turn may not move at all when you cas
thig spell, nor may they artack. Such units can
counterdttack. however, Note, one turn will
go by after casting the spell before pnemy
moyement is slowed.

B 'light is a Sorcery spell that, in addition
to giving a unit the ability 1o fly, gives the unit
a movement speed of three, Considering the
fact thae front lines in combat are exactly six
spaees apart, this means that a unit enchanted
with Flight can reach and attack opponents
during the second round of combar, Flight can
be cast during combat and ean, therefore, be

%
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pulled ont of vour spell book in an emergeney
situition.

Fable 20.25 lisis the wmits in Master of
Magie i 1erms of their relative movement
apeads. including teleporting units {that travel
infinitely fasi),

One other spell, Nature's Earth to Mud,
alfects tovement in the sense that i alfests
movernent points, A unit that enters o muddy
square furleits the remainder o
points for that combat turn. Only flying,
teleporting, and non-corporeal units are un-
alfected by this, The Earth to Mud spell is a
good wav 1o slow opponents while vou lei-
aurely cast combat spells and fire missiles a
them, In fact. this spell is so cheap o cast {15
mana per mud pateh ). that—sinee computer

5 movernent

apponents prioritize leaving the mud pateh

over heading towards your wnits—vyou can cast
several mud parches, keeping your opponents
strnggling for o long time while you finish

them off at range,

Cing Factors

When you invade or defend a city, the pres-
ence or absence of city walls, including magic
walls, can alter the conrse of combat, In ad-
dition, Sorcery magie has a spell, Flving Fors
tress. that ean suspend a target city above the
ground, which can exert a profound effect on
combar, The following sections tnke a brief
look ot sueh seruetural factors ana their im-
puet on combat tacties,

Wall of Stone

You can build city walls either through the
city Production sereen or tlirough the Nature
spell Wall of Stone, These walls, wlhether built
or cast, couler various levels of protection o
VOUr garrson.

City walls provide an additional three
shields o all units within the ciry againse all
ntracks; destroyed eity walls only provide one
shield. This makes ciry walls a pradent city
neeessory when invading troops stop by, While

there is no necessity lor permanent city walls
{after all. they cost two gold per tin
keep), such permanent walls provide addi-
tional defense by increasing o city's sighting
range to three map squares, This usually gives
vou an additional turm to prepare your eity 1o

li]l'

el eNemy invasions,

City walls also provide a physical barrier
1o incoming troops in eombat. foreing all nor-
mal units to attack or get through the wall’s
entrance, unless they have some means 1o
avoid walls. Some units have an inherent abil-
ity 1o destroy walls (the wall crusher skill),
and the Chaos magic spell Diseupt ean be nsed
for the same purpose. Table 20026 summa-
rizes information on destroying walls,

Note that non-corporeal units—guardinn
SPHTIEE, uLgIe spiries, |:|la|ntnm bensts, lill!.lll'
tom warriors, shadow demons, and wraiths—
can attack and pass through walls. Similarly,
lying units can nttack und fly over walls. Both
flying and non-corporenl units are useful.
ther in attacking walled cities. since they can
avoid the troops guarding the city’s entrance.

When attacking o walled city. remember
that vour attacks will be fur less effective than
normal, Consider moving vour missile nnirs
forward (alter enemy missile fire is exhausted)
so that their attacks are more aceurate, Make
liberal nse of vour ranged magic weapons

since their attacks don’t get o distance p
alty andd. therefore, will have some chance of
damaging the well-shielded units inside, In
fact, vou might go so far as to replace vour
regilar missile units with magic ranged at-
tackers, such ns magicians and priests, before
invading walled cities.

Many of the cities vou attempt 1o conguer
will have stone walls. If vou 11";1}!:‘" to have
wall cruzher units in your army when making
such an attempt, certainly use them, but it is
perfeetly simple to take cities without such
units, 5o don’t let an absence of wall crushers
i vour army stop your rathless sxpansion
efforts. Also, be aware that certain spells, like
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Confusion and Magic Vortex, can wreak con-
sidernble havoe on enemies garvisoned behind
city walls becanse of the tendeney of pneimny
inits to stay behind such walls,

When vou are defending o city, think eare-
fully before leaving the safety of your city's
watlls. If vou are faced by a stack of enemy
issile units, stay behind the wall undl their
armmunition is exhausted, The inereased de-
fense provided by the wall will keep vour
troops around a ot longer when yon've sub-
jected to missile fire. Otherwise. weigh your
options carelully, If you have asolid front row
and a set of missile units bebind i, stay be-
hined vour wall notil your sonmunition is spent.
Otherwise, think about leaving the eity, be-
canse battles over city squares will damuge
your boildings and kill citizens, Leaving the
city walls will give vou maore mobility and
options in combat. This can also help you lure
your attackers away from vulnerable city
sOuares,

Wall of Darkness

The Death magie spell Wall of Darkness can
be cast as a long-term city enchantment or
during combat. This wall protects garrisoned
troops from afl enemy missile fire, exceprt lor
fire from enemy units enchanted with the Life
spell Troe Sight,

A Wall of Darkness spell can save yon many
times over. Enemy stucks are feequently full
of shurnans and bowmen, deadly 1o o garri-
son made largely of inexpensive speanmen or

swordsmen. A Wall of Darkness, cast during
combat or as u standing city enchantment,
protects these roops uned forees the cnemy
units o march towards vour gareison, allow-
ing you to kill them one ar a tme, Addition-
ally, you will have o chanee to cast spells, andd
vour units can fire missiles or magie ranged
attacks at the oncoming enemy hordes from
sale position until they finally elose for melee
u‘nlll}mt.

Casting Wall of Darkuoess as o long term
enchanmment can generate considerable ex-
pense, however {eacli costs five mumi per turm
in upkeepl. Iomay be more efficient 1o cast
this cnchantment only on cities hordering dis-
puted territories. For ather cities, casting it s
needed in combant s |||'r1|n|| I'_\‘ sulticient.

Wall of Fire

Chaos magic offers the Wall of Fire, the only
ather type ol magie wall besides Wall ol Dark-
ness. A Wall of Fire is o steveture thae dion-
nges units: either those entering the eiry across
the wall or those ontside of the eity atcking
across the wall, Sueh units sufler astrength

five fice attack when they do so. This is oot a
strong attaek and there are units—efreers, five
elementals, lire gants, and uiits witli nugie
ity —who are immune o this damage
Nevertheless, this five attack con
damnge weaker units.

Phe Wall of Fire is Taiely inexpensive to
paintain (two mumi per e, relativiely e
pensive tocast m combat (30 mana), and
docsn't do that meh damage. Consequently,
it is not worth fortilving cities with this wall
ns imatter ol conrse, Itmay be worthwhile,
however, sinee every littde it helps, o enst
this wall on border eities when you are war-
ring with ather wizards. Casting during com-
bat tnstead of ws a eity enchontment mikes
the most sense when erneny VILIONS appear
sparsely seheduled: A Wall ol Fire is of great-
ol pse when von are delending o slightly

serionsly

wenker garvison feom stronger units, partici-
larly al
enuipped with missile or ranged weapons,

the dnvading forces are not well

I vou are planning o invade a vity that i
N:wlupc s by o Wall of Fire, wse an nrmy thi
consists largely of missile or ranged artaek
units, Be careful. though, that vou don't in-
vade with only those unit types il the target
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Table 20.27 Naval Combat and Ships

Ranged Weapon Cargo
Carrying Unit Carrying Capacity* Speed** Type (Strength)*** Combat?****
Air Ship 0 A 10 Rocks; 8§ NFA
Floating Istand 8 2 A yes
Galley 5 3 8 Bows; 3 na
Trirerne -1 2 8 Bows; 2 no
Unlimited
Warship 3 4 Rocks; 10 no
{long ranged)
Wind Walking Units 8 i MARAIN : yes

*Carrying Capacity refers to the number of units that can be carried by the indicated unit. This number does
nat include heraes, fiying units, water walking units, swimming units, or other transports, all of which may also
be stacked with a full transport.

**Movement spead can be doubled for friendly ships and halved for enemy ships if the Sarcery spell Wind
Mastery has been cast. Note that Wind Mastery will not affect the movement spead of stacks being carried by
wind walking units.

***Ranged Weapons shows the number of attacks, type of attack, and attack strength, Thus, alr ships have 10
rock attacks, each with an attack strength of eight

“YA Uyes” in this column indicates that the units carried by the indicated unit will be able to engage in
combat over water, even if they cannot normally do sol A “no” means that such units remain on the craft for
tha duration of cormbat, If a transport dies, so will its cargo.

*****Floating Islands do not physically engage in combat and, so, have no waapons.

Y "Wind walking units are those that either have the wind walking skill naturally or have had the Sorcery
enchantment Wind Walking cast on them. These units can travel over water and automatically carry their entire
stack with them wherever they go. The speed of travel depends on the wind walking unit's speed (thrae or
maraj, and the presence of ranged weapons depends on the wind walking unit type, as wall

Non-corporeal Units

Dracenians, Flying units, and Units enchanted with Flight (Sarcery)
Lizardmen, Nagas, and Units enchanted with Water Walking {Nature}
Units enchantec with Wind Walking (Sorcery)

Units enchanted with Wraithform (Death}

eity's parreison is similnely composed. You will — Flying Fortress

wanta couple of hardy units wha can survive  The Sorcery spell Flying Foriress is a city en-
the flames and march it the ity o finish chantment that cannat be case during

off any remaining encmy units cowering — bare e vou have o plan ahead. This spell
therein, elevares the Enchnnted Fortress city above the

ground. The flving eity can only be entered

&
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by ving units during combat, Even vour non-
flving units. once they leave the protective
confines of the city perimeten miy ot re-
ender the city during combit unless you en
chant thern with Flight, 'This sitnntion purs
an tnteresting twise on cormbat, pitting Mying
wnirs wgainst Mying units and heavily skew-
ing combar 1o favor missile and magic ranged
attack nnirs (since they com Liinely their ar-
tacks at the eity’s gareison from afar).

If you are attack

i Flving Fortress, you
clearly want to bring along units thae y il
preferably, ones with strong missile or magic
runged nttack s Casting Flight on youor attack-
ing missile units hefore inviding may be help-
ful bt is probably wnnecessary. unless vou

are also planning o ke them in for hand-
to-hand combat with the gaervison. Ruther. you
will want some strong (ving units so that you
can casily enter the city for this purposi afier
you have soltened ap the inhabitants with vour
runged attack units,

I vou e defending o Flving Fortress eiry,
the same rules apply, Lots of strong missile
and magie vanged units and a few really good
Mying units shonld be sufficient protection,
This will provide a place Tor your meles units
(the Miers) o retread iF they are too wounded
o continnte nnd iF you just want o wait ot
the end of combat so that the inyaders will he
foreed (o retreat. Don't exin the city with
gronnil troops niless 1) you view then as ex-
pendable—hecanze vou can't hring them
back, 2} you know they are strong enough 19
delent the enemy, or 31 vou are desperace,

Other than slontg plisnned combins by
loreing you and your opponents (o alter the
make-up and tactical combat of your armics
alighily, the Fly
a signifieant impact on combat imvolving un-
prepared armmies. D you blander ino o Flving
Fortress ity with an army of cavaley nnits,
well, yom deserve what you ger 11 von take
vour timne and prepare yous army o meet this

i Fortress basically only has

situation, vou will have no more roulily capi-

turing o Flving Fortress city than you wonld
capturi

o regulag ciny

Naval Warfare

There are several tepes of combat wnl tans-
port ships in Mester of Magee, 'These units andd
others can CrLe i combat over acean or
luke maip squares, Table 2027 summarizes
ships and ship-like units in terms of some their
relevant combar charneteristies,

Phere are muany faeers o naval combar, but
the most important thing o remember is that
thie units on boned your ships cannot usnally
fight. Their lives are in the oars of their carri-
ers, Warships arve particnlarly useful corriers,
althongh they can only hold three units o a
time. beeanse they have such steong, acenrane,
s unlimited fire power. Flonting ishaneds are
the least combat-relinble, as they don'c even
appear during a battle, Only the units they
are carrying can fight.

Take great care when you initiane an ocean
battle. You don’t want your loating island,
CHPTVITIE Precions troaps, to intercept n conple
of enemy warships, The inexhanstible missile
power of the warships, combined with their
apeed, conlid destroy vour umirs fie too quickly.
On the other hand, runoing down enemy
<tncks with vour winrships may be agood way
to take the wind out of your enemies” sails
(hehiehe ).

For weaker ships, especially trivemes whose
eosertinl funetion is (o carey cargo and not o
cogage in combat, consider escorting them

with strong Aying units or other units that can
travel over water. Such armies cannot genpr-
ally be moved as aostack, bat you can move
the eomponents so thac they end up on the
sime mip sepuare at the end of the game tirm
As o lagt cominent on triremmes, ey 1o ayvoid
petting these units into cornbnt. They simply
won't last.

Cunrding vour port cities by parrolling
nothing else,
Cnaenver

nps. o gallevs if vou hay
llll!r-'ll]l' I lu‘ ] ::nnil nic-l':-ru-
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agaitist teangeontinental wvasion forees. I9-
nally, be aware thae the compurer Alis setup
so that enemy ships will often lee i they are
atcacked by flying uoits, This 15 one way (o
keep them ome of certain areas. [ i also
way towrack ap lame poines (i
units are lost during the feeing; by atacking
their navies with even the cheesiest single fly-

|'1s||.r Or e

g unit you have,

Node Effects

Out=ide of ity enchantments and orther mag-
cal influences on combar, the Tast veally -
ue burtles is the aura of
of
ill"l"'lll'l‘ |IIH' ‘\'"II CIL s \\'1“'“ i !"]llll i'q
melded o the nodes, by the colored aura tha

portant fuctor in s

LI} L’i#' Il!llll'—. \[II_ IIlHIf‘H }lN\"{' e

II’II)G’"I"‘. l|||'1l|l‘|l|||li I]Il'll.."- AU exerts an "II'
fect repardless of whether o spirit has melded
o the node or nor,

The effeer of the nodal aira is 10 enhanee,
by +2- the combng statistios ol units that come
from the swme magie realm as the node. Tha
menns shiells, swords, bows, magie ranged
attacks. other attacks, and resistance. all in-
crease by two, Forexample, Sorcery ereatires,
stich s plamom warviors and djinns, will
vnjoy these improved combat abilities when
they ave doing battle in an ares under the in-
Muenee of a Soreery node, This improvement
to combat ubilities for creatures benefited by
a nodal aura is so great. that it s a wonder
how normal units ever sneeeed in conguering
nodes.

If v
Nature, or SOrery magic, you may want o
consider node auras when you initiate com-
b, For example, il yvou are planning 1o in-
vade a ity tha is built right next 1o a Nature
node and you happen 1o be able 1o summon

ur wizard is specializing in Chaos,

Nature crentnres. sueh as hasilisks or cocka-

. your may want 1o inelude w few such
wures in the wvading army {unless yon
have significantly beter normal or fantastie

it than those von ean summon throngh that
magie tvpe .

Sinilarlv. wher von are building cities and
lorming garvisons, vonrmay want 4o keep the
s eonsiderations o omind, Try o goard

your nodes with their like-colored ereatures
thut e forewarned: un enemy casting Crvat
Unswmnnoning can then seeip your sodes” gare-
eison= 1 Finadly il for example, vou are near
anenemy stack with anarmy full of efrecis or
Fire ginnis, vou may win: (o walt 1o poinee
on thar stack until I]ll'y ave ontside the anra
of o nearby Chaos node, Circamstanees will
not always fnvor such offensive or defensive
strategies, but be on the lookout Tor them so
r]ml yiue can Ir||u' Jlthlllm_s.'!n- ulb lhl- u|n|m|'i||-
nities thad present themeelves.

Phe magic dispelling properties of nodes
are discussed in Chapter 21

Specific Tips, Tactics. and Tech-
niques for Normal Battles
Foremaost, learn how to fghin biades fvom Vo
own exprertences, rather than relving solely on
our expericnee, By saving the game prioe 1o
every battles no mutter how hopeless your adeds
are belore going in, yon can always experi-
ment and then veset the |niv¢’m alterward In
1'|'||H|l|i[|l‘_'| ||Il' =iy F'il 'L’-'Illll', !1‘.‘".:_' |r|l.| i
ment ol your time.

We have mentioned several specific com-
Lt H;r:— i this :'}lnpll'r and the veasons for
them, Here, we have summarized them and
ineluded o few new onea. Stick these in vonr
bathe plans and smote themn

&, When von have fiese sevike. thrown, gaze,
or breath atticks, alwave maneover =0 that
thee fivst melee engagement will b condweted
during vour tume These special mdvaninges
don'tapply when conmterattacking during the
enemy’s burile turn.

& Don't let s wounded unin die. ustead
tate i ot ol harm's way (il a all |II)H-\iII|I';

ris-

and put o fresh unit heoween i and the en-
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emy. Preserve vour units. I is betrer 1o wait
for them o heal than to have 1o acquive new
ones from serateh

& Similarlyv. Trolls and orher unirs that re-
eenernte during a battle had berer learn o
jog. By running away on the battlefield for o
few rounds they can regain considerable
oomph (at the rate of one heart per turn).
Remember thar diseretion s the henter part
of valor and jog these guvs nround the hatile-
fieldd a bit o build thew strength before their
next melee,

X Computer players seldom sally from their
cities 1o attack invading armies. Therefore
always close in with vour normal missile units
10 reduce their range To Hir pennliv before
vou commenve firing with them.

B, Always strive to squeeze every missile sho
vou can from your ranged anits before clos-
ing in for melee antneks, Do this when vou
have ranged weapon superiority in thar bartle
EB Because

units that they hope o kil inoa single shot or

Il’l]l[l'f j}ll{_\ul"r.‘- llil"t o w l‘lIL

swing. your second-line units (howrmen, ma-

and shamans) are s lavorite targers.
b want to beel them ap

defensively (either throngh magic or experi-

fLa [ }

Fherelore, you m

e ) before committing them 1o |::|r|i¢‘|||.¢||‘ll\'
nasty bartles,

;& Aczain. because compniter ||ln\'|-|*.- targid the
weal. you can bait them with weakened units
{or phantom warriors} to draw their atten-
tion away from other nnits. You can even lead
them into teaps where vou withdeaw behind
some of your steonger units who can then
whack at vour weak unit’s pursiers,

& Ty 1o bring enemy flvers down with a Weh
spell whenever possible. Ilight is too great an
advantage i combat when the enemy has i,
& When you have ranged atnck units with
a movement allowance greater than one, use
wve ther half
or less of their movement allownnes {usually

seoof 0 shoot taeties. That is,

nway from a closimg enemy unit) and then live

with them! Fi

1w first consnmes their entire

mavie i :I“l\\\'llrrl'i‘. l}lll“i Hlilti g ||!1‘III LLISE

abile to move in the same tarn

& Remember, heroes” normal ranged magie
attacks constime three mana ench. "‘I\nu Wikt
to know how many shots your spell casting
heroes J]u\-', do the maih

= Node what ereatures 1o [u'in:_{ O an nurn
hattle. That is, alwavs have ereatires of the
s tmagie fype s aonode’s aurn in baede so
e they ' Il enjoy thot +2 bonus o each Bigore's
ratings. Wow!

& Whether noaeking or delending, never flee
il you can play for time, Fach huttle lasts 50
rounds, 1 yon can survive throngh them all,
the battle ends with the artacker retr
ot of that square. However, that should be

| ir
anng

\ n Illlll*'lll'l’lﬂl\':l When
vou're aitacking, it nllows you to get vour sur-
vivors out of a battle without them rolling (o
see il they die while Mecing, Patienes—wait
ont those 50 battle connds if you can’t gain a
decisive victory on the bartdefiell

&’ Herew aotip we call the corner confusion
technique {see Figure 20025 To help you waste

Figure 20-2, The Corner Confusion Tech-
nique: The phantom beasts defending this
node don't know which Troll unit to attack
and are wasting their combat turns while

the Trolls regenerate.
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those SO bartke rounds, send sgually strong
inits to opposite corners of the battlefield,
Fueh round, a compurer plaver unit decides
which enemy unit to pursue. Often, it will
change its mind herween turns. If vour troops
spread out far enough. the enemy units will
go back and forth between vour groups. wast-
ing time and not landing any blows against
vou, This trick is especially nseful when vou
have something nasty like Call Lightning or
the Wrack chipping away ar their poor. con-
fused Torees every round!

A Note About

Strategic Combat

Strategie Combat, which is a toggle you can
set, conducts your hattles using the same cal-
"Il'llli‘lll‘i lIIIlT l’lil“l‘ll‘l'r I.lll!'i'r’.‘\ s “"Il'“ 'hl‘y
fight each other. Linits are assigned gross val-
ues and weighted by skills and spells. Afier a
quick calenlation that is far wo complex o
briefly explain here, the outcome is determined
by one side being completely eliminated, The
vietorious aide might have some units killed
or damaged. Regardless of who wins a strate-
gic combut battle, both wizards atomatically
spend their maximum mana in that battle (i.e..
whatever their spell easting skill Level is) if it
15 available.

You can use the Strategic Combat setting
as i cheat. Becanse of the values the computer
ons (o different u
that would be hopeless if you used taetical
combut is an easy win i you switch over to
the Strategic Combat setting for that battle.
Ty not o get hooked on this. though. You
can frequently pull one decisive victories us-
ing tactical combat under situntions that
wonld net you a loss using the Strategie Com-

asa its, sometimes a bantle

bt svstem,

Great Balls of Fire

The battle is not yer over. Although you are
now armed with the knowledge for conduct-
img normal combat, wsing magic in combat
can prove decisive. Here, this tome switches
from a military play book 1o a spell book. 1t's
time to make a little magic and upset the odds
i battle,
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hink of this chapter ws o spefling

lesson {apell-ing. gevie? ) W Master of

Magie were o warginne, we'd he dis-
cussing combat support elements, off-map
artillery, and NBC (Nuelear. Biological.
Chemical) warlare, Fortunately, becanse of the
B
merely talking abour haeling ficeballs, calling
g lighening storms. and finding ather imag-
native ways 1o help and hinder units on the

Sanore fancilul nnd gentler subject, we re

bartlefield. shooting and swinging in combat
is one thing. Bueling your troops with the vighi
is another,

Here we examine spell casting in combar,

selection of mana-made

We consider the eosts inomana, batdelield
roop stmmanings, aren enchaniments, unit
enchantments, ete, that can wlter the relanive
Balanee of forees in battle, When you consider
what an army can doin bartle, it is important
(K] Il"\l' il grl‘.ﬁll [11}} _"I’lllr ('U“IIHII l'i‘l!ﬂi"ﬂ ‘III_‘!'.’"i'
hilities,

Defining the Limits

Combat spells may be cast cither by player
wizords (like voul) who conteal o side ot the
bantle, or by heroes and special umits (djinns,
elveets, areh angels] whoaree on the seene and
have spell-casting ability. o the former ease,
thie mmonnt of i izt can be spent casting
combuat spells is limited by either the player
wizird's skill level or mama reserve (which-
ever is fess) Premun charges are also de-
ducted for plaver wizards who cast combai
spells at wdistance from their Enchanted For-

Eress.

Mana in Reserve

Before casting combar spells, you mmst have
sulficient mana in vour reseryes, All #[ll'“ﬁ
have a base casting cost {see Chaprers 7
thirough 125 b che amonnne o mana aetn-
ally spent 1o enst o spell depends on four
things:

& Buutle Locarion: When combat tnkes place
within vour Enehanted Fortress vity, all your
corbunt spells mllmunlinu"l\.' cast 50 pereent
less tham nzual.

E Distunee from Enchanted Forteess: spells
cust in hattles taking place far from vour Fn-
chanted Fortress can take up to three times
more mama o east than normal (see Table
21.1),

& Wizard Skills: The Channeler abiliy
allows all combat spells outside of your
Enchanted Forteess to cost the normal
wmount, Chaos, Noture, and Sorcery \'lu-an-r.\
give s 15 pereent dizconnt on easting spells of
thee same type. Conjurer gives a 25 pereent
disconmt on caating surmoning ﬂ||l‘"m S0 00N
bat summoning spells (Fire, nir and carth
elementals: phanom wareiors and beases ) will
alzo be cheaper o cast. Runemaster gives n
25 pereent disconnt on casting all Arcane
magie spells. See Chapter 4 for more details
on wiznrd skills,

& Number of spell Ranks: I yon have ¢ighi
or more spell ranks in one magic realm. vou
will receive from 10 {for eight spell ranks) o
40 pereent (Tor eleven spell ranks) of a dis-
connt on casting all spells of thar tepe {see
Table A in the game mannl),

Spell-Casting Skill

In addition to laving the mana necessary 1o
cast combat spells, vou must have enough
spell-casting skill {see Choprer 150 The sum
of all the base casting vosts of the spells yon
cast during eombar cannor exeved vonr spell-
casting skill,

For example, il vour only combat spell is
the Life mngie spell Healing. which has o hose
casting cost of 15 mana, and vour spell skill
15 20 mana, you can only cast this spell onee
during combat. The leftover 10 spell skill
points (25 skill minus 15 mana casting cost)
will vernain unused, On the other hand, i you
hove 11 ranks in Life magic, you get o +)




Chapter Twenty One: Magic in Combar

Table 21.1 Combat Casting Cost Distance Multiplier

Squares

From

Enchanted

Fortress Multiplier
o 1/2
1105 1
éto 10 1142
11t 15 2
1610 20 21/2
214 3

Naote, the multiplier for transplanar casting between Arcanus and Myrror is always three.

percent discount on casting Life spells. In this
ense, vour easting cost for Healing would e
nine mana. With a 25-mana zpell skill, you
conld east Healing twice during combat, leay-
ing you with seven unused spell skill poinis,

All of the discounts from wizard skills,
number of spell ranks, and batiles within your
Enchanted Fortress apply 1o the casting costs
of spells before these costs are subtracted from
vour available spell-casting skill points, But,
distance penalties for casting spells in banles
fur from your Enchanted Fortress only apply
after vou have removed the base casting cost
ol the spell from vour remaining skill points,
Henee, the distanee penalties par an additional
drain only on your mana reserves. not your
combat spell abilivies.

Gontinuing with the example above: Again,
vou have 11 Life spell ranks, 25 spell skill,
and the one combat spell, Healing, Lets say
vou are engaged with an enemy at o distance
so far from your Enchanted Fortress, that the
full distance penalty (three tmes the spell's
casting cost) applies. In this ease, you could
still east Healing wwice if you had enough
muar i yonr reserves, Bach Healing spell
would still drain nine mana (its base casting
cost with your discount for concenteating in
Life magic) from your spell skifl. Because of

the distance penalty, however, cach casting
would deain three times that, or 27 mana,
from your mana reserees,

Hero and Unit Casting

Many heroes and some creatures (djinns,
efreets, and arch angels) can east spells dur-
ing combat. These units all have n specific
spell-casting skill, For heroes, this skill level
inereases as they gain experience levels (see
Chapter 18): 1t will also increase when you
ecquip them with artifaces that provide spell-
casting skill. ['or the other units, however, their
maximum skill level never changes: 20 spell
skill points for djinng and efreets and 40 for
arch angels,

LU nits with spell-casting skill also antomati-
cully have enough mang o east their own
spells. so none of your mona is drained when
they cast spells from their own “spell hooks™
in combat, Each of these unit rypes is de-
seribed here briefly:

& Heroes can cast all of the spells you know
ns well as o few of their own {see Chapter 18
for specilies). They receive all of your easting
cost diseonnts but snffer no distance peoal-
ties. Since they can cast any of the spells you
kuow. they can save vou significunt quanti-

&
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ties of wana il vou use them o east corbt
spells in your place,

e I'ljl'uu,-e have 20 spell poines Tor casting Sor-
cery spells during combat, Al Blue combin
spe sl e osting 20 mana or less are avalable 1o
them at the beginning of every battle. None
of your easting discounts or penaltics apply
to djinns under your cont rol.

& Flreets have 20 spell points for easting
Chaos spells during every combat. As for the
djinns, your custing disconnts and penalties
do not apply.

& Arch angels have 40 spell points for enst-
ing Life magic spells during every combat
This gives them access to vivtually all white
combat spells. Again. your cagting penaltivs
and discounts do notapply 1o these creatures,

Items

Magical artifacts oceasionally contain embed-
ded spells. You can also ereate your own arti-
facrs, placing any of your favorite combin
apells into custom wands mnd staffs. See Chap-
ter 19 Jor a discugsion of magical items,

Artifact spells can be cast [or free during
combat they will drain no mana or spell-cast-
ing points from either yon or your hero. Their
coat 15 even listed ac “Hem ™ in the hero’s com-
bat spell book 1o symbolize thae oo mana is
spent. For l-wmpll- il wou have ereated a
magic wand thar contuins two Invilnerabil-
ity spells, the hero who is equipped with this
wand can east Tnvulnerability twice during
every cambat for [ree.

Magical wrtifaces provide a powerful way
to supplement vour spell easting abilities in
combat. They provide valuable alrermutives o
draining your mana reserves when fighting
numerons battles Car from lome. The abiliry
to wield sueh wtems, in face. may be one of the
best reasons to include ange-type heroes
all of your mnjor ariies.

Nobes

Thie various nodes in the Areaninn and Myrran
Landseapes provide a true challenge 1o mosi
wizards, These nosdes all have a standing, 50-
strength “dispel spell™ agninst any combat
spelle of w different magic type tham the node,
Attempting to east spells at nodes con drain
vour spell skill {for that battle ] and your mana
reserves Tor nothing more than the pleasure
of watching your spell fzzle,

Any spell 1o be cast suceessfully atn magie
node st either be of the same magie type
is the node {(hlue spells ar Sorcery nodes, red
spells at Chaos nodes, ane green spells ar Na-
tire nodes) or he abile 1o withstand the dispel.
(See page 107 of the game muanual for the
dispel equarion.) As a rale of thumlb. spells
costing 15 mana have about n 25 percent

chanee of sucvess, and spells must have a base
casting cost of 30 mana to have o 50 pereent
chance of not fizeling av a node. Thus, the
greater the eost of the spell cast against u
node’s dispel. the hetter the chanee it won't
fizzle. Note that the wizard skill Node Mas-
tery allows vou to east all vour combat spells
at nodes without any chanee of fizzling,

Rcsisﬁn?_hSpclls and
Saving Throws

Miuny combat spells that debilitare. damage.
or kill your enemies must first overcome the
target’s resistance or defense hefore exerting
their effects, Spells that do physieal damage.
sueh as Fire Bolt, work im the same way tha
meler combat does (see Ghapter 20); the dam-
age is delended by the turget’s shields, For
cach damage point unsneeessfully defended,
the target loses a hit point (heart).

Many other spells must be resisted, how-
ever, Their effecers depend on the rarger fail-
g its saving throw, Lets ialk abour that..

Every unit has an ability 1o vesist spells.
This resistanee is represented by the number
ol evosses on their Unit Display window. Fach

ross i-.r|||u|| to 10 pereent chaner (o resist.

|




Chapter Twenty One: Magic in Combat

For example, if you have a onit with three
crosses, this uit and the figures iniceach haye
a0 pereent hase chance of resisting k‘lw“:«'_
Ihe computer program rolls a 10 to deter
mine whether the spell will alfeer the unir (this
is known as o saving theow). 1 the die roll s
greater than the unit's resistance (greater than
three in this case) the unit will be affecied by
the spell 1 the die roll is three or leds (in this
case ), the nmit will eseape the :»|n|'"‘.- harmiful
ffects,

\I.'m}' -pv|.l- wlso have inhevent resistinee
(L4, saving throw ) modifiers. These modify
the number of crosses the arger unit uses 1o
defend against the spell’s effects. For example.
the Death spell Weakness has a saving throw
modifier of -2, 8o a target unit with a base
resistance of three. will only get thiree minus
twa, or one, cross with which to defend isell
from Wenkness, Thot o
percent chance of escap

s it omly has a 10
e the effects of this
spell. Some spells. such as the Death spell

Wrack. have positive vesistanee modifiers that
inerease the targer unirys ability 1o resist the
-[n'“ {hut woe to those who fail? ).

“apell

saves” (see Chapter 19), These spell saves

Heroes can equip items that have

lower the resistance of units that the hero tar-
gets with has spells. Note thatspell saves exert
no effects on enemv units’ resistances 1o com-
bat enchantments

Finally. some spells simply cannot be re-
sisted or defended imless targer units are spe-
cifically immune 1o their effects. Such :-|u'||-.
include Cracks Call, Web, and Mind Storm.
Lnits with imununity 1o illusions cannor be
targeted by Mind Storm, Noo-corporeal units
cannot be webbed, and only non-flving, eor
poreal units are alfected by Cracks Call,

Chapter 20 gives a formula lor determin-
ing a unit’s (or figure's| resistance to spells o
o special atacks, like poison antacks, that

must resisted. o the following sections, de-

seriptions of all combar spells that targer en
emy units will also indicate whether shields

Illli'l'l’ll.-«":n OF Crosses (reststance ) are nsed to

profect the targer from the .-|u-||'~ ollects,

Kinds of Spells to

Cast in Combat

Combat spells full o several categories,
Some spells summon ercatures to fght for vour
side during the battle, Other spells are en-
chantments that continuonsly affect combar.
I nddition. there are spells thae enhance the
abilities of individual friendly units, while ath-
ers dumage, debilitate, or dircotly deatroy

cHemies,

Summoning Spells

The ability to summon units during comban
is u powerlul wol, Summoned ereatures can
dramatically alter the odds of wirining a battle,
Tuble 21.2 lists the summoning spells thar can
ibat,

wnoned creptures provide a number of
benefits:

stdduring e

be ¢

& They allow you to undergarrison vour cit-

il :Jll“l ]H"ll'?‘ i.ll ‘h" sarne d'llllil i |I||' erea-
fures vou can SUTTHon ) |l]'|.f| T ]l‘t-’l"l" “”}l
fewer units than you might otherwise, This

Figure 21-1. Summoning units like
phantom warriors during combat can help
you ward off disaster.
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Table 21.2 Combat Summoning Spells

Summoned Units Magic Realm  Rarity Casting Cost Special*

Air Elamental Sorcery Rare 50 mana fast/flying/invisible

Earth Elemental Nature Rare 40 mana 25 melea nttack

Fire Elemental Chaos Common 20 mana fire immunity

Pharntom Beasts Sorcery Unecommen 35 mana illusionary attack N
Phantom Warriors Sorcary Cammon 10 mana lusianary attack

*Not all special abilities are necessarily mentioned in this column; only the more useful skills are included

can save vou time forming and vsing armies
elfectively.

& hey can provide exten attack strengihs
to hear down onemy 1roops. Several of these
units—air eclementals, carth elementals. anil
phantom beasts—are particularly useful for
this purpose. For example. npliantom beast
can wipe up several nnits of skelerons, zom-
bies, ere, before dving,

E They provide alternative targers for enemy
missile and melee attacks and can. therefore,
draw fire away from some of vour special
units, such as magicians, bowmen, and he-
riw's,

& They can act as physical barriers o keep
rushing enermies from vour fragile unis.

& linully, they can help vou stay i baale
long enough so that your more devastating
combat enchanmments can finish off your en-
crnies,

All i all. being able 1o enst these spells is
akin to pulling a rabbit (a big one, with eeth)
ont of vour wizard s cap, Onee you start using
these spells. vou will find s mvriad of eirenm-
stances where they prove bemelicial.

Battleficld Enchantments

Al of the eolored magic realms have combar
enchantments, These spells ean he cast dur-
g battle il exert effects thar last Tor the
duration ol combat. Troaddivion, they are like
global enehanmments in that cheir efeces cover

all velevang targers, Table 21,3 list= these spells
ws well as briefly deseribing their effects,

Combat enchanuments shoulid he east for
any of several reasons:

X Cusl a*n'”:- that lower CHIATTY resiEtinices
andd defenses helore casting olfensive combat
apells This will give vonr subsequent spells o
better chanee of suecess. For example. cast
Black Praver hefore Weack, il yvou can, par-
ticularly bevanuse the Wrack gives delending
WETES 40 Pesistanee: horms 1o [roreet themselves
From its elfects. The opposite order works well
for this example roo, however: Wrack is i com-
bar enchanment, so i will siek avound for
the remainder of the battle, Getting a Wrack
started before casting Black Praver works o-
well as the other way around

& Costospells defensively when appropriane,
For example, when confronting an eneiny
arrny of missile units, von can cast Wall of
Daekness, il they ve imvaded vone city. or Mass
lnvisibility, When confronted by masses of
magic ranged attack unirs (sprites, magicians,
Slunnans), cast Mana Leak or Mass [nvisibiliny
& Combine slowing spells, like Farth o Mod
or Entangle with offensive puneh. like Wrack
or Call Lighting. 'This wives the offensive
apells more time to wreak destruction on vonr

cuemies
E Lnprove your own troops wheneyver pos-
silile. especially if they wee composed Largely

ol wolti-figure anate. Phese tvpes ol anins
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Table 21.3 Combat Enchantments

Magic
Enchantment Realm Some Important Effects Defemd  Rasist (*)
Magic Vortex Chaos Mini tarnada ps battlefield, damaging units, buildings Yeu*
Metal Fires Chaos Al frienclly narmal units get magic, increased attacks
Wall of Fire*** Chaos Encircles city in protective, damaging wall of lames
Warp Reality Chaos All non-Chaos units suffer -2 To Hit - -
Black Prayer Denth Curses all enemy units, lowenng their stats -
Darkness Death Improves Death units’ stats; decreases white units’ stats
Mana Lagk Deatn Leaks S mana from mserves of anemy spell casters every 1wrm; -

Alsa causes enemy magic tanged units to lose 1 ammao per tun

Torror Death Enemies must try te fear 1o attack avery turn Ve [41)
Wall of Darkness™**  Death Encases ity In black cloud, preventing incoming missile fire -
Winck Death Tries to take 1 heart lrom every enemy figure evary turn - Yau [+1]
High Prayer Life Blesses friendly units with supeth Increases (n stats
Prayer Life Blesses friendly units with increases in stats
True Light Life Improves Life unit's stats; decreases black unit's stats - -
Call Lightning Nature Lightning strikes enermy units 3 to 5 times per tum Yes -
Earth to Mud*** Nature  Throws a 5x5 mud patch on the batdefield, slawing movement -
Entangle Natura Slows enemy moves by 1; can eliminate the ability to attack - -
Blur Sorcery  10% of all hits by your enemy miss automatically .
Counter Magic Sarcery  Attempts to "flzzle” all enemy spells - =
Mass Invisibility Sorcery  Friandly units cannot be targeted by ranged attacks - -

This table indicates when spell effects are resisted (crosses) or defended (shields),

*The number in parentheses (s the modifier to the target unit's or figure's resistance. After being modifled, the
target unit's resistance is used 1o determine whether the given spell exerts its effects on that unit.
**Magic Vortices do automatic damage [five hits) to units that occupy any square [t crosses, unless those units
have magic immunity, Howaever, a vortex also emits lightning attacks at units in neighboring squares. These
lightning attacks are defended using the units’ shields.
***These spells are more like “area” effects. They won't necessarily affect all relevant units, but only those units
attempting to act across them (in the cases of walls) or crossing them (Wall of Fire and Earth to Mud).

henefit the

most from Illl‘ hlll‘inl.’it'-}ll merenses

wish to east lnter,

taking into account anything else you may

provided by cambar enchanunentz like Metal
Iires and Praver because they've reeeived on
w per fignre basis,

& When in doubt. Counter Magic is always
nseful 1o cast ngainst enemy wiznrds, Casr it
first and an as high o level as vou can afford.

Naote that several city and global enchant-
ments that cannot be cast during combat can
also influence the cotrse of combat under spe-

&
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Table 21.4 Non-Combat Enchantments Affecting Battles

Enchantment Magic Realm Type Important Effects

Chaos Surge Chaos Global Increases all Chaos units' attacks/defenses

Doam Mastery Chaos Glabal New {riendly units are “Chaos Channeled”

Cloud of Shadow Death City Same as Darkness spell

Etarnal Night Death Global Same as Darkness spell

Charm of Life Life Global Increases all friendly units' hit points

Crusade Lite Global Friendly units gat 1 extra experience level

Heavenly Light Life City Same as True Light spell

Haly Arms Life Global Friendly units get Holy Weapon (41 To Hit)

Flying Fartress Sorcery City Only flyars can enter Enchanted Fortress

Spell Ward Sorcery City All units and spells of specific type are
prohibited in target city

Wind Mastery Sarcery Global Friendly ships move faster; enemies’ slower

cifie ciremmstances, These enchantiments are
leseribed |)l'il'"_\ i Tahle 21.4.

Most of the eity and global enchantments
in Tulde 204 thicindlnenee comban do so -
wrily by alrering nniearibuoes, For the most
part, unless voure sulfering from o mann
shortage, there’s no reason not to cast these
spells, Some, of course. are only wseful under
speeilic circnmstnees, For example, you
would probabily only want to cast Chaos Surge
il most ol your avmies were comprised of
Clinos i aned i none of your enenies ape-
cindized in Chaos magie. Al ol these spells are
deseribed v the approprine v||u||||-r~ and are
licted here Tor convenienee.

Targeting Encmy Units

Half the Tan ol cascing comban spells is domg
darnage 1o encny units. Master of Magic pro-
vidles acnltitnde of ways po e the had govs,
Tible 20.5 lista these, as well as the wavs rar-
st units attemp (o defend themselves (shields
ot erosses) fron specifie spedls,

Destruerive commbiat spells that mse be de-
ferded waing shiclds instend of resistanee are

teeared similarly o normal melee or ranged
attncks. Fach ol the damage poinrs that 4
destruetive eombat spell can theoretically in-
eur has ancintrinsic abilivy "o Tt of 30 per-
cent, Socil an ek can don T damage 1o a
trger. cach damige poine las only o S8 per-
cent chanee of gerting through, Fach damage
point that makes i is then defended, as nor-
il by the rargecs shiclis. Note that the “To
I ahilities of destroctive spells are non
modlified by anvthing thar aliers To Hite,
Chapter 20 has o complete discussion of ar-
tuek tvpes and defenses.

Before casting destruetive combat spells, e
st to east any appropriate combut eneliant-
ments thar lower the resistances or defenses
ol enemy units, This should provide the final
push required 1o g the maximm destroe-
tive elfect vou e secking,

Don'i l1f'g|l't'| the |rirt that heroes havie o
play in all of this. Heroes with spell saves in
their items are tremendonsly effective when
their spells vequire targer nnirs (o resist the
~|w||"a effects! Noteo the spell saves do not

%
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Table 21.5 Destructive Combat Spells

Magic
Spell Roalm Effocts Defend  Resist {*)
Disanchant Area  Arcane Tries to rernove all enemy enc from battiefield . -
Dispel Magic Ascane Tnaes ta rermove anchantrments from target unit -
Cali Chaas Chaos Random effects on all enemy units, mast ane nagative e b
Disintegrate Chaos Obliteration of trget unit - Yas***
Doom Bolt Chaos Automatically causes 10 points of damage to target unit i bt
Firaball Chaos 5 10 25 strength fire attack on all figures (n target unit Yes
Fire Bolt Chaos 5 to 25 srength fim attack on target unit Yes
Flame Stiike Chaos 15 strength fire attack on all enemy figures Yes
Lightning Bolt Chaos 5 to 45 strength armor-piercing attack on target unit Yes -
Shatter Chaos Attempt to reduce to strength 1 all of target normal unit's weapons - Yes (none)
Warp Creature  Chaos Tries to destroy target's resistance or halve its attack ar defonse - Yes (-1)
Warp Lightning  Chaos Series ol diminishing strength armor-piercing attacks on target unit ~ Yes -
Warp Wood Chaas Automatically destroy all of target normal unit's missile ammunition  A*** Aawy
Animate Doad Death Raise a unit from the dead to fight and remain with your army .
Black 5lnep Death Knock aut target unit for rast of combat . Yo [-2)
Duath Spell Desth Tries to kil all anemy units Yes (-2)
Life Drain Death Lifie-stealing attack on target unit . Yot
Possession Cieath Changes allegi of target unit for duration of combat . Yos |-1)
Weakness Death Reduce target's attack strength by 2 . Yes [-2)
Word of Death  Death Tries to kill target enemy figures Yas [-5)
Digpal Evil Life Tries to kill all figures in target Chaos or Death unit Yaghvier
Haly Werd Life Attornpts 1o banish all summoned and undead enemy figures from battle - Yop v+~
Star Fites Lifis 15 strength magic attack on target Chaos or Death unit Yes
Cracks Call Natire 25% chance of killing target unit outrght i, i
lce Bolt Nature 5 1o 45 strength cold attack Yes -
Petrify Nature Tries to kill figures in target unit by storing - Yes (nona)
Wk Nature Immobifizes target unit until it can free sell ke i
Ban'sh Sorcory Tries to banish all figures in target fantastic unit - Yiea?hver
Confunion Sorcary Disarients targat unit which may fight for you during some turns - Yos (-4}
Creature Binding Sorcery Change allagiance of target fantastic unit which disappears atter combat - Yes (-2}
Disenchant True  Sorcery Trles to emove all enemy anch from battlefield - -
Dispal Magic Trua Sartary Tiles 1o iwmiove @nchantments from taget unit - -
Mind Storm Sorcery Target unit loses 5 to all attacks, delense, and resistance i ReAy
Psionic Blast Sorcery 5 ta 25 gth Hlusi y attack {ig armaor} on target unit
Vartigo Sorcery Tries 1o debilitate target unit, resulting in -2 To HIt and -1 shields - Yes (nona)

This table indicates when spell affects are resisted (crosses) or defended (shields).

*The number in parentheses is the modifier to the target unit's or fiqure's resistance (i.e,, saving roll). Note that
it these spells are cast by a hero who has an artifact with spell save modifiers, then the target’s ability to resist

&
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Table 21.5 Cont. Destructive Combat Spells

will be lowered further by that number. So, if a hero has -2 spell saves and casts Creature Binding, the target
unit's resistance will be lowered by 4 crosses (-2 for the spell and -2 for the hero's item}.

**Whather a unit has to defend or resist the spell's effects depends on which effect (Chaos Channels, Disinte-
grate, Doom Bolt, Fire Bolt of strength 15, Warp Creature, or Warp Lightning) hits the unit.

***Any Unit with a resistance less than 10 automatically dies. Be sure to cast spells that lower enemy resistances

first, it necessary.

“*+*nlass the target unit is immune to this spell, it has no ability to resist or defend the spell’s effects,
##+++Rasistance modifiers vary as follows: Life Drain and Banish—target unit's resistance is lowered by one per
extra five mana spent casting these spells, howevar, Banish starts with a resistance modifier of -3; Dispel Evil—
Chaos and Death units have a -4 resistance modifier; undead units (those raised from the dead) have -9, Holy
Word—Undeads must defend at -7 to resistance, other fantastic units detend at -2 to their resistance,

See Chapter 17 for a detailed breakdown of the attributes alfected by each unit enchantment.

apply to anits thae must resist the effects of
combat enchantments (like Wrack )

While some spells are clearly awesome
(Flame sirike, Death Spell. Holy Word. ere.)
becanse they target lorge numbers of appo-
nents, other spells can nlso be guite vaeful,
Taking over crentures with Possession. Grea
ture Bindling, or Animate Dend is a powertul
wiry 1o -.I||h |hv adds in any bartde by 1ak
your opponent s unit= away and adding them
Animiante Dead even lets yom
walk away from combat with the animated
anit! Note that Confusion veally falls into this
vombat spell cluss, as well. becanse there 1= 0
chance during every combat turn that the con-
Ffused unit will h-'lll for vou.

Spells that decrense nttack eapabilities
should oot be underestinmted either, o the
ubsenee ol elfective destrnetive spells (and
better units have oo many shields 1o really
be Durt by most sueh spells), decreasing the
enemy’s To Hicor attack steength rarings will
keep your units alive nod fighting longer in
bartle,

some combinations of spells can be par-
ticularly effective. For example. casting Web
on i flyving unit and then casting Cracks Call
(hoth ol these spells connor be delended

o vour ranks,

against or resistee ) is a good way to eliminae
too-powerful flying enemy units {such as
drakes). Other spells that antomarically do
dmungr. like Doom Bolt and Warp Wood are
also particnlarly gool (o have in one’s spell
Lok ar inon hero's artifacr,

Many of the straightlorward destruetive
spells (lee Bolt, Fire Bolio Psionie Bole, Fire-
bull, and others) are in many ways o waste of
vahuble mana unless vou have no other op-
tions, To muke these spells effective vou gen-
erally have 1o pump huge quantities of mina
into casting them, Even then, the resulis are
[requently less than speetacular. Lse these
spells when vou have nothing clse that von
think will work, Otherwise there are a wealth
of other,

better things, you can do when east-
ing spells in eombat,

Finallv, you should be aware that many
uniis are immune o various kinds of damage
{ree Chapter 20 for speeifics). Many of the
Claos magic spells. for instance, inflier fire
dwmuee: any nnit immune to five will not be
alfected by such spells, Similarly. there are
many creatures immune (o Deathspells. cold
attacks (lee Bohl, illusions {most Soreery
spells) und stoning (Petrifv), Worse, there are
units (skv drakes and palading) alimost com-
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Table 21.6 Friendly Combat Spells

Spell Magic Realm Effects

Recall Hero Arcane Hero is immediately retumed to caster's Summoning Circle

Eldritch Weapon  Chaos Normal unit gets magic weapons that are hard to block

Flame Blade Chaos Normal unit gets magic weapons with +2 strength

Immolation Chaos Gives normal unit a 4 strength fiery touch attack

Berserk Death Doubles attack strength, removes all shields

Cloak of Fear Death Makes enemy figures “think” twice before attacking

Wraithform Death Makes unit nen-corporeal and immune 1o weapons

Hless Life Increases resistance and defense to Chaos and Death

Healing Life Restores up to 5 hit points to target

Heroism Life Normal unit goes to the elite experience level

Holy Armaor Life Normal unit gets 2 extra shields

Holy Weapon Life Normal unit gets magic weapons with +1 To Hit

Tnvulnerability Life Unit gets weapon immunity and is unaffected by weak attacks

Lion Heart Life Significantly increases unit's attributes

Mass Healing Life Restores up to § hit points to all Triendly units

Raise Dead Life Raises normal unit from the dead during combat

Righteousness Life Grants immunity to Chaos and Death magic

True Sight Lite Unit becomes immune to Nlusions

Elemental Armor  Nature Unit gets +10 resistance and defense to Chaos and Nature
spells and red and green magic ranged attacks

Giant Strength Nature Increases unit's attack strength by 1

Tron Skin Nature Unit gets +5 to defense

Regeneration Nature Unit restores 1 hit point per combat turn and will be
fully healed, even if killed, if you win the battle

Resist Elements  Nature Unit gets +3 resistance to Chaos and Nature magic spells and
+3 defense to red and green magic ranged attacks and spells

Stone Skin Nature Incraases unit's defense by 1

Flight Sorcery Unit can fly at 3 movement per tum

Guardian Wind Sorcery Unit is granted missile immunity

Haste Sorcery Unit gets to attack or counterattack twice during every
melee round

Tnvisibility Sorcery Unit cannot be targeted at range and attackers get -1 To Hit

Magic Immunity  Sorcery Unit gets immunity to most spells, breath, touch, magic
ranged, and gaze attacks

Resist Magic Sorcery Unit gets +5 resistance

Spell Lock Sorcery Unit's other enchantments cannot be removed until Spell Lock
is dispelled

Word of Recall Sorcery Unit is immediately returned to caster's Summoning Circle

The spells Dispel Magic, Disenchant Area, Dispel Magic True, and Disenchant True are not listed in this table
because they do not provide specific positive effects, However, they can be cast 1o remove negative enchant-

ments from friendly units,

See Chaptar 17 for a detalled breakdown of the attributes affected by each unit enchantment.

&
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Table 21.7 Non-Combat Unit Enchantments Affecting Battles

Spell Magic Realm Effect

Chaos Channels Chaos Permanant alteration of normal unit so as to give
the unit flying ability, fiery breath, or =3 shields

Black Channels Death Parmanant conversion of normal unit into an
Undead with enhanced attributes

Lycanthropy Death Permanent conversion of normal unit
into Werewolves

Endurance Life Unit acquires +1 movement paint per turn

Water Walking Nature Unit acquires ability to walk on water

Wind Walking Sorcery Unit moves over all terrain at 3 mavement per turn

Note that some of these enchantments (Water Walking and Wind Walking) have effects that allow a unit to
fight over water, where it ordinarily could not. They do not otherwise alter the target’s combat abilities.

pletely resistant 1o all spells beeause they have
IAZEIC Ty,

Targeting Friendly Units

Another useful combut approach is 1o enhanee
vour own units, Most unit enchantments of
this type can be cast outside of combat and.
as long as vou pay the upkeep, these enchant-
ments will permanently improve your units
attributes, However, keeping a lotof enchant-
ments going can becorne o drain on vour mana
reserves. Wair until vou freere to cast such
spells. then choose carefully.

In addition to enhancing o friendly unit's
statistics, vou can employ other fricndly com-
bat spells (such us Healing) that can make an
enormous difference when cast at the right
rime. Table 21.0 summarizes the spells you
can cast on [riendly s o improve your odeds
in hattle,

Most of these _[.n'f'm!{r combat spells -
prove a unit’s attribures. Be aware that, gen-
erally, improvements are on a per figure ha-
sis, Units with many hgures, therelore, veap
the greatest rewards from attribure-raising
enchantments.

In some cases (Bless, Resist Elements, El-
emental Armor, and Righteousness) the at-

tribnte gains only affeer the unit under spe-
cific cireamstances {and. henee, won't he seen
a additional shielils, crosses. or other icons
on the units statistics), For example, Elemen-
tal Armaor only conlers its protection wheno the
enchunted it is hithy Chaos or Natare spells,
Knowing when a spell is appropriate to cast
can be half the batde. Similarlyv. vou don't
W o casl a]n‘”‘a that serve no immediare
purpose. For instance. il vou are not fighting
missile units, it is not worthwhile o cast
Guardian Wind,

Other spells hive obvious specific fune-
tions, For uumpll-, yi might want 1o cast
Flight on one of your units so that it can se-
lectively attack flving opponents (possibly
even mpimliziug On Ay first strike attacks
that it has). You may also want 1o casr Flight
an o unit to proteet it from non-fying oppo-
nenis like grear wyrms.

The final word is that vou're looking ro give
voursell the hest odds of winning the baitle
and walking away with as many unirs after-
ward as possible. Only yvour own experience
and sevle of conducting battles will nltimarely
decide whether you will apr for positive or
negative, unit or global combu spells. We can't
teach vou sale-cracking: in other worils, try

%
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different combinations nntil something works
[or you.

Enchantments
Imported to a Battle
Some unit enchanoments that
outside of combat exert signilicant effecis on
the target unit’s ability to fight. These enchani-
ments are listed in Table 21.7.

Linit enchanmments thae can only be cast
outside of combat should be considered when
appropriate. Unirs that move fastee than nor-
mal (hy having Endurance east on them) will
bie able ta rench enemy lines sooner in battle,

only be cast

and with fewer losses From enemy missile fire,
They ean also nttack after o partial move dur-
ing i combat ten, Other units stand 1o gain
vithuuhle prermanent |}]|I\'-i|'u[ ateribites from
els, Black Chan-
ke

chanted unirs subject to the benefits il

spells such as Chaos Chan
nels or Lveanthropy, Such spells will s
the
penalties of other spells (Chaos Surge, Warp
Reality. Darkuess, True Light, ete, ).
Deciding when 1o cast unit enchantiments

{both combar and non-combat) and on which
sy mnt-

are

units o eost therm, s nid ul\\'u_\h e
ter. Much depends on who your e
unid what kinds of troops you have o work
Strong, multi-ligure troops ke the
Dwarven hammerhands or Halfling sling
st o gain immensely from unit enchant-

x

with,

ments. Other units with supremely valuable
drake, may ben-
efit from permanent spells that protect them

single higures, such s

from spectlic attncks (Magic lmmunity,
Coanardian Wind). Other spells that give valu-
ables single ligure units enormons advantages
(preture a flying grear wyem, For exanple)
"‘h“'ll i lll"l. Ill T(“l"ﬂll(’ll'll i llilll'\h

You may alsowant o enchanr weak muli-
figure units if they form the core of your m
vagion forees early in the game. "This can be
I'II('IIIN'I'. |||‘!Il'||:|“'ll\'. |IN|” ""II'I‘“I'i":‘.’, o reacisl
such spells during combat. Besicles, enchion
ment will free vour comibat mana for arher

uses, This loads us 1o the pext section that
answers the question: How do von gsaess all
ol your comburt spell oprions. and what shonld
vou do when?

Putting It All together

S0 there your forces stand, on the batdoefield,
i”( [tlﬁ_ vour l'"l'l"“ . I;!k"llll\ ||l| I'! lll" il \‘)'ll
units, vou realize that their phwsical stie is
inferior (o that of their foe’s, Or, mayhe you
just need more assurance that vour anits will
succeed. This is the tme to open your spell
hook and Mip through the puges

Hinm, what to east? When to case it? Do
I\'||N W= i Ill"l‘ll Toy sl |||i.5 P'll'". ur Il“ .\'H'll L ETA
ane of their items. or do von case ir?

Well, the hero part is pretry ensy, Unless
vou need their offensive puncly, always use
vour heroes or, preferably, their ivems o cast
vour spells, This avoids draining your mana
veserves and leaves you with more aptions laer
in the bhatele, Fuether, vou ean divide easting

responsibilities, nsing the heroes 1o cast the
spells thar they can afford, such s unit
enchantments. special cheap spells like Web,
Earth to Mud, Phantom Warriors, ete., while
vou east the big eombat enchanmments, such
as Prayer or Dackness, This will ger rore spells
o play sooner. and timing is cracial in

combat,

But that sl leaves the question of which
spells ool
weneral guide

seondd when o cast th L =mome

lines are:

& Cast spells with wideapread effecrs if you
can alford 1o, Combar enchantrments are of-
ten the biest Hp As vou can enst. and the Y Zen

erally exert the hroddest range of effects. How-
ever, it doean’t muke sense for you to cast a
spell like Meral Fives, even thongh it is n com-
bt eochunrment, if vou're fighting with rons
of summoned creatnres instead of mostly
-
affectsa

e normal nnirs, sinee this spell only

nl'fll“l u




Master of Magic: The Official Strategy Guide

& Lniv enchantments provide more bang for
the buck when cast on units with many fig-
ures i theme A +1 nttack strength, such as
Tromn Ginnn Strength, will translane o six ex-
e attacks from vour standard sis-ligure
swordsmmn it

B Cast spells that lower your eneimies” resis-
tances and defens ting other spells
and before artacking, This will improve your
odds of doing both sucresshully,

& Clast spells that anits enn’t resist or defend
against: Warp Wood, Cracks Call, Web, Doom
Bolt, sl Disintegrate {when cast on g unit
with fewer than 10 erosses], These are all good
spells o east under appropriate cirenmstances
o get the most from your mani.

& Don't waste mana trying tieast the wrong

s helore ea

spells wn magie nodes unless vou have no ather
chotee, I vou do cast something, the mo
expensive spells hive a beteer chanee of not
lizzling.

& Some of the simplest spells are the best.
Delaying tactics, such as easting Earth to Mud,
Entangle, or Web, can buy vou time 1o muke
extra ranged attacks or cast more spells, So

can simmoning other ereatures 1o fight on
vour side. Confusion is another great, inex-
tir uprapot of onble
in your opponent s vanks,

& When all else fails, steppring our ol enemy
vange or sight, by casting Flighe or Invisibil-
iy, may help vour units win the day by ex-

pensive apell that e

hansting your enernies.

Poof!

While o beantiful sumset is often seen ws nogreat
badl of fire plunging into the ground, it is no
lesis satislving o see a fivehnll cost upon an
enety s ranks. Magie provides many tools for
vour hattlefigld woolbox. offering a wide range
of options that eover w myriad of potential
opportunities. While it is nnwise 1o get zap
happy and cast wasteful combat spells tha
are billed 1o your mana reserve, it s always
herter 1o have than 1o need at the decisive
moment in eombat.,

With swords. shields, avnd wands at the
ready. then, we will eonsider the broader pie-
ture of corthat, That is. how to mix and mateh
forees to make effective combinations 1o mee
various potentinl combar needs. The next

|'.|llipl|'l', wh sape ol [nges, winiis Yo
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15 the case with

anv things, s it is

for armies: They are not ereated

equal, Some armies are buile to zar-
vison eities, while others are Tormed 10 con-
quer them, Some armies are built o eaprure
specific nodes, anil athers arve merely suicide
squads formed (o reduee infestations in tough
arens, Some are bodger armies, others are
foating or flving corps. When it comes
making the arrangements, how you combine
your different troop types is an important stra-
tegie element in Master of Magic.

Combined Arms Armics
Construeting mobile armies that can handle
all but the most extraordingary circumstanees
should be vour basic goal. Solid. combired
arms armies are eompoged of an alloy tha
Blends slower, hard-hitting nnits with ranged
attack units, fast unis, heroes, some flying
units. ere. Inoother words, o solid. combined
arms foree has o variety of wols; it is atoollios
that vou can employ to mect most hatrlefield
cireumstances,

While the quality nid size of vour armies
will depend on the earrent stage of your game,
some hasie points always apply:

& Slightly less than half of a combined arms
army should be composed af missile or magie
canged attack units, Whole avmies comprised
of such units tend 1o be too fragile and can
oo casily he opposed with enemy magic
enissile units, Arvtnies that lnek this vanged five-

power support can find themselves “raking it
from the enemy while unabsle w dish i out”
e relur,

& The rest of a combined arms army <houbil
be mostly the strongest Torees thar yon have
anid can alford, These units are the ones th
will get up elose and duke it our with the en-
emy. The hetrer they are, the better vour army
will be, At thie carliest point in the game, these
units will be swordsmen: larer, such unis

might be halberdiers or cavalry; towards the
end of the game. your best end-stage units
(dragon turtles, stag heetles, paladins, ere.)
will be an army’s backbone.

Don't neglect 1o include these beely units
i vour armies. Most battles evolyve into tests
of phiysical strength and comnting hit points—
exactly what these units proyide,

& [f possible, include at least one fying unii
in acombined arms army. Many of the com-
puter armies i garrisons, lairs, and nodes
have no way to fight Oying units, The pres-
ence of suchn unit often lers you outlast your
enenties. Flvers also give you a chanee 1o cast
combat spells {vou just need one unit on the
battlefield. after all, to do that) in an effort 1o
either win the fight or whittle down your foes,

& |{ possible, include units that can combat
enemy Mying units, For insunee, units with
waze. breath, or thrown attacks can attack fly-
ers, Being abile o anack lvers selectively in-
stead of being foreed o deal damage ouly
through counterattcking them gives vou
rany more wetical oprions as well as sirength
ant the hattlefield.

X inally, il you can, put a unit or hero who
has o specinl ubility like holy honus, leader-
ship, resistance o all. prayer master. or arms
master in your army. These nbilives benefit
most or all units in the stack and can go a
long way toward improvimg your battlefield
lﬂiltr‘

Garrisons

What do von leave or place ina ity 1 pro-
tect it from rampaging monsters, raiders, and
token enemy forees? That all depends on your
means. the diffienlry setting of the game, und
the location of the city relative to porential or
current threats, Ialso depends on vour play-
ing style. lonse or conservative,
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Our somewhnt conservative vecommumendia-
LOns ire:

Recommended Minimum
Garrison Size During Peacetime

Depending On Game Difficulty:

Intro, Easy, or Normal: 2 normal units
Hard: 4 normal units
Impossible: 6 normal units

The size of o eity’s garrison shoald increase
il the eity is near neacral eities or several un-
conguered nodes, lairs, or ruins, Rampaging
monsters and raiders often emerge in stacks
and will destroy imadequarely garrisoned
towns. [Further, alwavs inerease the size of your
garrisons, especindly those of cities bordering
other wizards” territories, during wartime,

Note that you ean often cont back on the
size of your garrisons in cities deep within vour
own territory iF vou have eliminated their
nearby porential threats, Also, il your eities
are connected by enchanred roads, garrison
sizes may also be somewlint reduced becanse
vou ean move armies from one city 1o another
in no time at all. Beware, however, of redoe-
ing the local garrisons oo much, because in-
vading forces can use your enchanted roads
just as casily as you canl

Finally, allow us 1o discuss garrison troop
quality. Your Enchanted Fortress should al-
ways be protected by the best units vou have,
unless you have some special reason for want-
ing to be banished {such gs the twisted mo-
tive, upon your return. of moving vour for-
tress o o diffevent city without having necess
to the Nuture spell, Move Fortress ). Garrisons
deep within vour rervitory can be protecred
by lesser and cheaper units, Simply defend-
ing in a fown gives troops more shields (o pro-
tect them against vaders, so gurrisoned units
do not have 1o be as good s your offensive.
romping-stomping armies. Garrisons on the
horders of your territory, especaally those near

enemy wizards, should he comprised of the
best or, at least, strong second-tier units,

A good ploy for building better garrisons is
not o bmild them at the vity requiring the
garrison, Instead, build them ar your army
factory city (the one with the war college. if
available] and move them o your new out-
post and hamlets 1o serve ns ther garrisons.
It won't cost vou a single extra gold piece in
upkeep to have these more exprerienced garri-
son troops on duty,

Heroes
There are many ways vou can use heroes in
Master of Magie, How 1o incorparate them into
your armies or garrisons depends on how vou
wish to use your heroes, You may wish to leave
some heroes i vour Enchanted Fortress, or
some other city, o provide it maximum pro-
tection. Alternately. vou may send all of your
heroes our to fight

For the heroes sent out 1o do battle, you
may wizh to stuck all of therm together into an
awesorne fighting band or splic them up so
that they each lead their own armies, Much
depends on the nuture(s ) of vour hero{es) and
oi how you wish to exploit their abilities,

To Battle?

Ou the question of whether or not 1o send
hieroes ont to battle, a number of factors may
influence your choice:

& For example, you may choose 10 leave
spell-easting heroes in your Enchanted For-
tress o help elevare your overland spell-cast-
ing skill (see Chapters 18 and 21) or send
those heroes out with vour armies 1o tke nd-
vitage of their spell-casting abilitics in com-
bat, Both places are useful for such heroes.

& Well-equipped heroes are, of course, far
berter than those with no itemes or only Mimsy
equipment. Storing heroes in vour Enchanted
Fortress until you can equip them properly is
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reasonable, especially sinee losing heroes dur-
I }

ing u battle or while flecing decreases your
fame,

& You may also simply wish o leave your
best heroes in your Enchanted Fortress on the
theory that thev are vour best umnirs and, there-
fore, it is logical to inelude them in your most
HHPOrTant garrison,

& You may find some heroes more nseful for
ir

somne heroes

exploration than for combat becanse of
high seouting ranges, Sosendin
awny from vour Enchanted Fortress Tor pur-
poses other than combar is also w possibility.

Bevond whether or not 1o leave particular
heroes at home, another big question remains:
Do yonstack your heroes mto s single. formi-
duble band or split them ap over multiple
armies? This decision depends upon your mix
of heroes and the other units in your armies,

Breaking Up The Band

Actnally. o betrer first question might be how
many conquering aemnies (e, offersive stacks)
vou want 1o form {or more practieally, ean
cearonably afford), Splitting your heroes
arnong those armies is certainly o logical thing
o do. Here are our thoughrs,

splitting spell-casting heroes over several
armies makes sense it all of your magor
forces can have their combat chances en-
haneed by the extra casting power such a liero
brings to battle, In particular. vou'll be able
to east multiple spells per bacte rum, which
allows vou to quickly ger ol the enchantmenes
youn need in plaee,

Heroes with leadership ability increase the
melee artuek strengths of all normal unirs
their armics. IF vou have several of these he-
roes, vou muy want to split them up so that
more than one army can profic feom this com-
bat honue,

Similarty. heroes with s master inerease

vience gathersd by normal
re stucked splitning
sl heroes over several armies is the way

the rate ol XM
units with which the

ao. However, vou may also wishoto rotate armes
muster heroes through difforerin stacks =0 that
you can raise several armies to their elite unir
stitus, Don't Ter an arms master hero lill;_'j'l'
with experienced tronps—even il that means
votnting throngh city garvisons (o improve
them, Aned rermember, lnntaseie nnies can't goin
5 of normal units

I"Ill'ri"lll'f‘ SO creale ar
nronnd arms masters,
Heroes with path finding ar wind walking
skills may be votated among stacks 5o tha
your WS can gt where 1""." wint (o go
quickly and elficiently. Inoother words. these
heroes cancarey otherwise slow=moving stacks
and dump them where vou wann theme "Think
of path finders and wind walkers as feres
(note the spelling ) and nse them aceordingly.
I yon only lave weak it rypes, you may
wish 1o b vour heroes together in a single
stack for their mutnal proteetion. Conversely,
Hyon have strong basic nnits in your armies
{such s elven lords, rrmotanes, e paladins,

wsingle hern fortwo, nt the s ) is sulheien
to halanee that vy stk and give i a keen
edlge in hattle,

Clhapter 18 has more information on the
specifies ol heroes in Master of Magie,

Special Operations

You will probubly find that you have o cee-
ate specinl armies o meer varions speeifie
clinllenges in Yoster of Magee. Sometimes you
will want 1o form g special army o comban o
purtienlardy tongh nade lnir or wower. Oeea-
sianal v vor will T nentral or eneimy ciies
stocked o the radrers with it your carrent
artny conldn’t heat on s best day, You mn
even gel a linde tred of enemy Torces sailing
(1t vour shores andd Illll-ﬂ*illg near your il
ies o decicle that vou st 1o send our u
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naval or flying foree to sink those ships be-
fore they can dock,

In the seetions that follow. we have com-
piled specifie hints related o forming and ns-
ing armies lor special purposes.

Taking Out Enemy

Fleets or Flying Units

Flving corps are paeticularly nseful lor u
ing out enemy flects, Enemy ships tend 1o flee
at the sight of armies composed entirely of
fying ereatures. While flecing. half of them
should die {complere with their cargo), giv
ing vou fame points in the process, Justin case.

though. make sure your flving units have
ranged attack capabilities.

Floating tusk forees can also deal witli en-
ety fleets or (lying units coming o close o
your shores, Floating suicks are hest ronnded
out with a few warships (for their strong, long
range attucks and high survivability ). A float-
ing islund or wind walking stack lnden with
fough fighting units is also an exeellent op-
tion for guarding your consts,

Ramikaze Corps for

Tough Nobdes and Lairs

Suicide squads are armies of wnits you send
in to wear down huge armies delending nodes,
lnirs. towers, and cities, You want to form
groups like this when vou do not have the
spell-casting capability or the units o destroy
e army inasingle battle. Inosuch
cases, attritioning enemy units by one or two

the oeeupy

per bartle eventually brings you vietory after
o few suieidal sorties,

In partienlar, multiple suicide squads are
olten necessary (o conguer multi-drake or
multi-wyrm nodes and lairs, Good suicide
squids wre made of heavy hitters: armies of
Dwarven hammerhands, Beastimen mmotanrs,
Halfling slingers, High EIF elven loeds, and
High Men palading are particularly good for
wearing down major monster infestations. 'The
better the basic unit you send in. the betrer

your results will be, Naturally. ey to hoild your
guieide nnits in cities with adamuanom mines
and alehemisty guilds—they Nl need all the
help they can get!

Note that many of the particalarly nasty
denizens of nodes are Hying units. They can
e Webhed if vou have giant spiders along or
il you ean enst that Nature spell without it
lizzling. Webbing suelunits lews vou piek your
1
VOU (0 ZU0E U VOUT LS 06 0118 05 TWa lirp-

targers during vour battle turns, This allows

ing monsters and luish them of ! before vou e
wipid out, Alternatively, il you can cast Cracks
Call, this works exceptionally well on grem
wyrms and Webbed drakes.

Speaking of drakes. nnother possibility i
to make sure your units are enchanted with
spells that confer protection against the
drakes” deadly breath artncks. Bless, Righ
teon=ness, Flemental Armor, Resist Blements,
and Magie hnmunity will help in your battles

against these monsiers,

De-Wyrming Armics

Onie of the easiest and hest approsches o deal-
ing with lairs or Nature nodes full of grear
wyrs s to bring in fOving, vanged attack

Figure 22-1. Bring flying units with ranged
attacks into great wyrm lairs, especially if
you can cast Cracks Call.
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vnids Hyocan ke gur one wyrm, o maore.
CYETY e Yo go in. Vour ear stage l'r'llt‘zlll'll
assilts on the wyrn hole annil you've goten
then all,

1o iha this, just bring in your flving army,
The great wyrms will sty where they are
(sinee they cannot attack Aying units ). Then
elose inandd shoot st one wvrm repeatedly anul
it dhies. When vou've used np vour
Tirting Done wonil the barele ends, Your troopis
will withdraw and vou can send them in fore
WL EHeOr® on |I|l' nest o turn.

wno, keep

Mrernntively, yon can take down wyris

with one witnpy Hving unin il vou cane cast
Natnre's Crneks Call, This spell has o straight

25 peveent shot of killing o ground unir, The
arget unit zets no clinee o defend or resist,
either. Crweks Call works pardienlarly well un
eronnded. rough unis. Hine Yowean even nse
this spell on deadly enemy heroes? To use this
spell ngainst great wyrms. fly into their Tair,
cost Cracks Call on the wyrms and wait ol
the el of combmt. Regeat anl all the wyrims
are dead.

Nate that none of these approaches vielis
yor el e the way of Tame point=when you
finally rake the node or lair, However, von will
cart the vesard for eongquenig chat site when
its all over.

Tackling Massive
Sprite Formations
Pechaps thee most annoying aod devastating
lair denizens are masses of sprites, While cach
aprite unit alone is Tairly weak. Lirge hands of
them, parvticularly when gheir staes are
pramnped up around Natire nondes, can destroy
carly nrmies mde of swordsmen, howmin,
or other simple noemal units, There are sev-
eral ways ta deal with these Timsy creanires.
short ol casting mass destenerion spells like
Flame sirike,

Firwr. you'll need units stnedy enongh 1o

survive the spries liest wave ul actaeks, Be

prepaced o lose some of your weakest units
hefore you get vour chimee 1o retalinge,

The Nature spell Wels {or gian spiders east-
ing Webh can be wsed o groond and vie np
pwite unin for several turns, Doing =0 should
sive your grommd troops the time they need o
gt o the sprites and knock them out hefore
they start shooting again,

Migsile or magie ranged unies that have
Been enchanted so that they cither have in-
ereased defenses [y easting Stone Skin or
Holy Avinor for example} or an inerensed
ability o withsrand sprite magie anneks (Re-
sist Elements andd Elemental Armor) ave also
extremely ngelul, I these nnivs can survive the
sprites inivind atack. they' I e able e kill
sprites l|l|i4‘L|§' anil |-|'|'I'1‘i|'m|). Other rmlgm{
ek wnits with more stuying power, sl as
hervoes. catapules and steam cannons, are also
aood spritehusters,

Fast moving units with ruissile, thrown,
aaze, or heeath attacks can veoally reach
sprites nnd Kill thiern before they die. Uselul
units Tor this purpose nelade horsebowmen,
centanrs, stng beetles, and deagon ey,
it with rnagie smmunity
Csuehe s padading ) has oo tronhile againg
sprites, nor does pny really solid wnic no mar-
ter how slow or meapabile of atteking vers
Aol the good. end-stage units, such ws the
aforementioned  palaidins,
lanmerhands, and elven lords are usually
capalile of surviving long enongli o kil sprices
alter their mingie raneed attacks are exhousted.

OF conrae, any

solems,

One final spell deserves special mention
Beres Mann Leak. This spell will quickly ex-
hanst the sprites” aenmmtion. decreasing the
e o
by thesin nagie ranged atacks,

o which vonr units are assanltid

Shedding Some Light

on Dark Lairs

some of the worst lnirs are those imfested wirh
Denthomirs, especially shadow demons, leath
kuight= and demon lords, U niless youre armies
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are full of tongh anits, vou will want 1o use o

lot of Hage i vour battles agamnsl these erea-
tures, The True Light spell and ather global
combar enchantments. such as Black Praver.
High Prayer, and Praver. can help your unies
withstand these forees of evil,

Spells thar protect aguinst the shadow de-
mons and demaon lords” ranged attacks (Bless.
Righteousness, Magic lnmnity, Invisibility)
should be cast where possible, Mana Leak will
deerense the number of mage I'illl;_',t'll attacks
these units have and can help vour army sur-
vive until these monsters come closer to
attinck.

Webr can ground demon lords and death
knights, placing your army on more of an
‘even Tooting” for combat. Onee vou have
wehibed these units, you can try casting Gracks
Call Tor o quick and dirty way 1o eliminate
them.

The Lile-stealing attacks of demon lords and
death kmights can be eiveamyented if you only
artack their luirs with units that are immune
tor Dearh magic {suclias other Death creatures,
golems, and Black Channeled unirs), Invad-
ing with such a foree will ar least thestroy the
healing benelie that demon lords and death
knights ger from their attacks. 1T you don’t
have necess to such creatures, consider cast-
ing spells that raise the resistance of vour units
(Resist Magie, Lion Heart). Al
in with o stack that contains nounic with resis-

srmatively, go

tance to all {gnardian spirits or wnicorns) or
praver master, Higher resistance will improve
the odds that your units survive the life-steal-
my attacks

Other than the above suggestions, vour best
bet 1s o enter such lairs with strong missile
units (heavily enchanted with defensive spells)
and o few strong rroops, preferably flying ones.

Armics on Six

Mana a Month

Any nrmy can get expensive. Besieles the high
inherent upkeep costs of certain units (heroes,
rare I!'IIII \l'l'}' riare creatures, Ili_!."II‘U'III' -
mal unitz. ete.), conzsider the cogt of enchunt-
ments, For example, the cost of keeping wa-
ter walking or flight on an entire stack of units
i prohibitive, especially in the carlier stages

of the game. Using wind walkers and ships to
carry other units is a far more practical alter-
native.

Building and maintaining armies is mainly
of ceonomics, Can vou really afford
the per-turn costs in mana and gold for tha

A mater

new it or peemanent enchantment? While
it is natural to want to spare no expense [or

- ™ "o = " " ;
your “A-Team” stack of killer troops, keep
a1 eye on your Illlll;:rt. Deficit .Hfu'lhllllg will
cateh up with vou!

Hey. Clean Up That Mess!

Those nre our thoughts on forming effective
armies. We hope the philosophics and specific
tips offered hese will help vou get the right
troops organized to suceeed. Like everything
in dife, the seeret s to have the vight tool o do
the job {or, failing thar, ta develop the skills
to improvise with what vou do have}.

From here, we'll elean up the bantlefield,
Post-combat effects such as changing owner-
w]lip of cities and nssigning fame are disenssed
in the nexr chapter,
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fter every baile. the compmiter tidies

up the Ilirl‘l'- el i'nilllllt'lr- the after

math, What are the comsequenees of
winning and losing? We'll tell you

Who Won and Who Lost?

Fhe loser of o bacle is the side that fled or
was completely eliminared, 15 hoth sides lost
their last unit simulianeonsly, the defonder s
decmed w have wone Also. if ame expived,
the defender is the winner.

Flecing

Aivarmy that Mees often suffers serons flight
atrrition. Lach non-hero unit has o 50 per-
vent chance of being killed (rather than re-
treating safely ) afrer Hecing, Heroes automari-
cally flee withont risk when plaving a1 the
[ntro and Basy levels and have o 25 pereent
chanee of dying in ight ar the other diffi-
cilty levels,

Regeneration
and Raising the Dead

Surviving units that regenerate regain all of

their hiv points ot the end of o battle, Fur-
thermore, the winner's dead units thar vegen-

TG
e BT BT
r

Figure 23-1, Units fleeing from combat have
a 50 percent chance of dying at most of
the game difficulty levels

evate spring back 1o life. complerely healed
(unless they were killed by life-stealing attacks
or destroved by spells like Cracks Call and
Disintegrate L Thus, it is important to viclori-
ously hold the field of bacle il youare to suve
all those precions dead roll it who fell,

Any of the loser's units that fell becanse
thev lost more than hall of their hit points
life-stealing amd ghoul anacks will rise as
undead units belonging 1o the winoer afier
the battle, The nn|‘\ CXCCPUDNS are il stacking
limnits are excecded. IF the vietorious player’s
stack is full {either with nine units or i a lair
ar node garvison, it alveady possesses units of
two different tvpes, see Appendix C) no
undend vnits will be created,

Animate Dead

Creatures under the inlluence of an Animaie
Dend spell {see Chapter 9) stay with the player
who ercated them even after cambat s over,
Note that the aoimated unie will hayve an el
evated upkeep cost (GO percent more than
wanal),

Creature Binding

& Posscssion (Poof!)

Possessed nnits (see Chaprer 9 cammit sui-
cigde at the end of o battle, Units bonnd by
Creatare Binding {see Chapter 12) nlao dis-
appear (should they survive) slier o battle,

Wounded Units

L nits that are not killed buy thae don’t regen-
crate will retain ther wounils i!llli'l' o baitle,
Note that erearures of Death (see Chapter )
don’t heal. Other s will, over time.

Changing City Owmnership
When w city is conquered {or razed ], several
things oecur. First, there is probably some
fame won or lost fsee Tables 4.4 amld 4.5),
Second, there may be damage 1o assess,

B
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City Damage

After a bale ds fonght ar o eiry, two valoes

nre generated. One s the pereent chanee of

cach popalation poine (other than the firs
one ) being destroved. and the other is the per-
cent chance of cach building hetng destroyed.

A the endd of each of the ntracker’s bantle
tiens, the destroved population point pereeni-
e oes up by 42 pevcent for each atncking
unit that necapies woeiry sqmare 1 he nnacker
wins, another 10 pereent is added 1o the 1o-
tal, The ronximum valoe for this tatal 15 50
preveenit Note that eampigng maonsters always
Killeveryone wod toen the vity oo cain (ie.
aonew monster il Fach popilation poin
fother thowe the Tiesr one ) eolls againsr ihis
percentage to see il i was slwin in hatile

Flie distroyed building pereentige goes np
by 1 percent ar the end of each of the ar-
vaeking players bartbe toems T eaeh annck -
i unit that occeupies aeiry square, I the an-
tncker wins, another 10 pereent is added 1o
the torl il the ciry helonged o another wiz-
ard, W the congpuered ciny belonged e a nen-
tral player, anmther 50 pereent is added. in-
stend The s vidoe Toe thas woral s 75
peveent. Eacl building rolls againse this per-
centage toosee 10 i was destroved in hatile,

Enchanted Fortress Capture

I vou capture another player's Enchaned
Fortress city. saiil fortress is antomatically
destroved I the deleated pliay er has enongh
mana wned o city to retaen o, that wizard is
bBanished and begins o case e spell of Re-
tene Hothe defeated wizard s neithier the
mani noe 8o ety et to, that wizand is
destroved.

Banishricnt

A banished wizard s armies do naot cense maove-
ment Pt wizard's eonpire eeases to produce
wun b ats eities otherwise contnne their
production. Note thar banished wizards can
e wlehemy 1o convert gold to mma this ex-

pediting the wizard's verurn, W all of o ban-
ished wizard's eities are capiured, thar wiz-
arel s destroved by the player who conguers
the ase of the bamished wizard's cities,

Destroying Amother Wizard

When a wizard is desteoyed. che pliayer who
pot the last nail in the coffin reveives the fame
and yictory point awards (see Chaprers 5 and
4). Furthermore. the trivmplunn player will
receive two random spells from the destrayed
wizitd s spell ook from ealors that botlwiz-
ards share,

Setting Production

Finallv. the congqueror of o ety will have an
oppertumiy o reset s produetion, The de-
Fanle setting is orade goode,

Loot

OF eomrse. there are often spoils 1o divide of-
ter a barde, Whea o heva falls in banle {ex-
cept through disintegration. petrilicarion,
stoning, bamshunent, or via Craeks Call) any
iemms belonging to it hero bheeome e prap-
erty of the vietorions wizned (orave lost il the
winmer was the garrison of o node, Tair or
nevteal el AL acher types of Toot are ex-
pluined fully in Appendix €

Fame

As lully explained in Chapter 4. 0 player's
Lne will vise anl fall after certain hantles.
Refer to Tables 4.4 and 4.5 for dewils,

"Aprés moi, le deluge”

The Sun King, Lonis NIV of Franee, saw it
coming. As quoted in this seetion heading. he
sk AT e, the deluge.” Now we hove
closed this grand seetion an combat with this
post bellune chaprer,

With the bartles over andd the Lields of honor
rescl W move omta i new section=—(he del-
uge i von will, Our final series of chapiers
will cover the hroader. alobal aspeets of
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Master of Magic. including random events. di-
plomacy, and the subject ol our next chaprer,
game-aliering global enchantmenrs,




Global @aﬁor\s
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any of the most devastaring and

powerful spells in Master of Mage

are i the global enchantments.
These gpells are generally very rare. requir-
ing mueh spell research 1o learn und consid-
erable muna 1o cast. This chaprer i about
coping with these negative global enchant-
ments when they are cast by other wizards
and making the most of vour own global
enchantments.

Dispelling Myths

There are ways 1o deal directly with the glo-
bal spells of enemies, There are also ways in
which you can make vour own global enchant-
ments harder to eliminate, Consider the
Tollowing,

Disjunction Junction

The most obvious thing to do when another
wizard casts o damaging global enchantment
is to try to shot if off, Two spells, Arcane’s
Disjunetion and Sorcery’s Disjunetion True are
the only spells that can eliminate global en-
chantments, (Page 107 in the game manunl
has the formula (or dispelling spells.)

Exeept for the spell Suppress Magie. sta-
tistically, the hest way to ger rid of nasty glo-
bal f-;wll- is to cast |||||lu||||- Disjunctions on
them. Sirive to cast the strongest Disjunetion
spell you ean in the fewest number of turns.
For example, il vour spell-casting skill is 80
aned you wish to eliminate w global spell, you
can cast the minimum Disjunction spell (with
1 200 wann casting cost) in three trms. But
in those same three furns von can actually
spend 240 (80 mana per tarn times 3 mano
om casting this spell, So, for nn additonal 40
mana spent casting Disjunction, vou gel a
stronger dispel in the same number of tuens,

Better still, cheat, Pay artention to the num-
ber of turns that elapse. One or two torns be-
fore your Disjunction is linished, save the
eume and replay the next couple of tuens over

and over wgain untl vour Dispanetion suceeedds
(hehehe).

The exception to spending the minimum
amonnt of mana on a Disjunetion spell is ry-
ing to dispel a Suppress Magic enchuniment
I thiz case. for the Disjunction to even get
off the ground, it must frst overcome the Sup-
prress Magie's dispelling foree ol 500 mana’
You want your Disjunction 1o he strong
enough to overcome that dispelling foree =0
that it has o chanee of dispelling e glolal
enchantment.

Disjunction True gives vou three times the
dispelling foree of Disjn
casting cost] This is why Sorcery magic is so
valuable w have, Faether. the wizaed skill
Runcmaster gives all your dispels donble
srrength. Combining Runemaster with o P,
in Soreery maghe, therelore, gives your dispel
strengths st fimes their norenal foree (when

ion for the same

casting the Sorcery versions ol these spells]
10 you've playing a defensive game. then, one
af the Iw-t things you cian -In 15 10 guaranter

yoursell this specinl anti-mngzie combination,

Blast Away!

One of the best ways 1o deal with other wiz-
ards’ damaging spells is 1o nuke them before
they re cast. This is where the Soreery Spell
Blast comes in hundy, Keep a Detear Magic
spell going at all vimes, pariienlady il yow are
plaving against Clisos or Death magie wield-
ing wizards {Tawron, ss8'rn, Rjuk, sharee,
ete.). When you see then trving to get o nasty
elobul spell off the ground. seart vasting Spell
Blagt in an effort to preempt i Just be sure
you have envugh mana in yomr reserves, sinee
you have to mateh the mana the opposing
wigard has alrendy spent on the spedl that
vou're teying 1o kill,

We Have Ways . . .

I vou ean cast Lile Fovee or Teanpulity (hoth
muth
dispel againat all new non-combar Death or

are Lilespells) you ean ereate a 500-str
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Chaos magic spells, This is one way 10 keep
ather wizards from lnnnehing their evil spells,
This defensive ploy is a good insurance policy
againgt the worst kinds of global spells,

The Sorcery spell Suppress Magic wmkes Life
Foree and Tranguility 1o gheir logical end
point, This spell forces all other wizard s non-
combit spells 1o resist o S0-strength dispel
Lielore Iht'}‘ can b Hlll‘l?r‘ri.qfll"" cast, This is
the ultimare insuranee poliey aguinst the ae-
tions ol your enemies,

The Natwee spell Nature's Weath paya back
wizards who nre casting evil overland Chaos
or Death magic spells, Eyvery time they cast
one, all of their cities are hit by o mini-earth-
quake. destroving buildings and killing units
there, This spell doesn’t actually hielp you deal
with their global enehanuments, bt i a least
gives vou the satislaction of cousing them some
pain for their profit.

Evil Omens, a Death spell, increnses the
casting eost of all Nature anl Life spells by
A0 percent. While this won't stop other wiz-
ards from casting their global spells, it muakes
them pay o priey preminm for sueli spells,

Spell Sneak

Sorcery olfers another wily way 1o deal with
enemy spells, Spell Binding allows von o steal
another wizards global enclantment and
make it vour ownl It is nlways better 1o steal
anenemy s weapon for vourself than to merely
disarm lim.

Stop the Clock!

Sorvery s Tull of ways (o stvinie others” of-
forts. The spell Time Stop will give you a
chance o deal with your snemies while ev-
erything they ave teving v de is put on hold.
You can east this before they ger o global en-
chantment cast or aftersards. Either way, it
gives you e i amass troops and marel on
their Enchanted Fortress so that you can get
ricd of them and their wicked spells.

It’s Huntin® Time!

Faee it the surest way 1o permanenly elimi-
nate & global enchantment is to destrov the
wizawd responsible for easting i, So, il you're
out of ather options, or vou just think it's time.
get vour best army together and mareh 1o glory
against that plaver’s Enchanced Foriress,

Holoing on to Your
Enchantments

I voure the one casting global enchanmens,
vou should know about the few wizard skills
that will make vour spells harder o dispel.
Arelunage will make all of your enchanoments
twice as litlieult to destrov. Clnos. Nature,
andd Soreery Mastery make all spells from the
corresponding magic realm twice as diffienl
o remove. Gombining, for example, Natore
Mastery and Arehunage will make all of your
Netwee enchannents theee tines s diffienl
to dispel!l I global enchantments are your
thing. pick up one or more of these wizard
ckills ar the heginning of the game,

The Power of Random Events
One vandom event, Disjunction, eliminates all
glabal enchanuments, This is the event 1o hope
for if you are ot of other options, but as for
all random things, you can't eount on it hap-
pening. So. vou must lind other ways (o deal
with the nefarions designs of VOUT £0emies,

The Many Colors of Disaster

All magie realms offer an least a global spell
or two that i= designed ol or hinder other
wizirds. How von cape with these glohal i
sasters and how you make use of your own
global enchantiments can often spell the idif-
ference between winning and losing in
Master of Magie.

The Storms of Chaos
Most o the Chaos glabal spells are vicions and
damaging in nnture. Firse however, lets con-

&
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sider those Chaos enchantmenis that speeili-
cally help vour canse when you cast them.

Doom Mastery turns all your new normal
units into creatures of Chaos by transforming
them with Chaos Chonnels, This will perimi-
nently endow vour new units with any one of
the following benefits: flying ability, extrn
defense, or fiery breath, In cambination with
Chaos Surge, whieh improves all the combar
statistics of all Chaes unies, Doom Mastery can
b particalarly helpful for you, When you have
cast these enchantmens, it is tie for voo 1o
focus on building lge armies of normal anits
(although they won't be normal once they're
miade becanse Chaos Chinnnels alters them into
fantastic creatures ). I you cang build new units
ateities with war colleges or an Alvar of Batde
{ihe Life spell Crusade and Warlord wizard
skill help o), sinee Chaos Channeled unitg
don’t gain experience levels or benefits,

Nite that Chaos Surze can be o double-
edged sword sinee i helps afl Chaos ereatures,
not just vours, Just make sure that you aren’s
hattling Tanron or some other practitioner of
Clios magic before vou east this apell or you'll
help them as much as you help yoursell.

Sinee Doom Mastery and Chaos surge are
not immediarely dumaging o vou when cast
h.\-' lllI"'l" \\"iz |‘1.I."4 Illl‘rl' i‘! oy ||1'l‘(| rlll' I\'ﬂli (1]
exert exteaordinaey effors (o get rid of these
spells, Just cast the odd Disjunetion and con-
centrate vour efforts on building up vonr own
arnics.

Chaos magie nlso hias some evil, nosty, hor-

rible global spells: Armageddon raises volea-
noes evervwhere and inereases unrest: Great
Wasting corrupts land and ineveases unrest:
and Meteor Storms ean kill vour wandering
troops and desteoys builidings in vour vities,
Clearhy these are spells that most be removed
if possible. But how o von eope with their
destruerive effects in the interim?

Coreen and white magic are best snited for
dealing with the evil Chaos enchiantments,
Pabil 24 1 lists specilic ways (nstde Fronn dis-

pelling efforts ve attemprs 1o destroy the of-
fending wizned ] o dealing with cach of these
slobul enchanmentz and their effects:

I vou are the cagter of these destructive
Chaos eochantments, you shoulil view vour
feontiers ns elosed {sinee, belore long, there
won't be much lefr in your enemics’ civies
worth conguering ). The hest vimes 10 cast
these spells nre when you are trving to wear
down a partieularly difficul opponent or when
vou are holed up, vasting the Spell of Mas-
tery,

When Death and

Darkness Fall Upon the Land
Death magie’s global spells tend o be far less
destruetive than Chaos magic’s spells. o gen-
eral, Death magic’s spells are more positive
for the caster than they are negative for his
DPPOnents.

Fiernal Night is a global Darkness spell.
Sinee it benefits all eveatares of Death, it is
best to east this when none of vour apponients
specialize in black magie. Frernal Night also
wenkens all erearures of Life, ot there are so
few of these (guardinn spiviis. unicorns, an-
sels, and areh angels) that this particalar as-
peet of Erernal Night is hardly o good reazon
o caal g spell,

IT you are ar war with ancopponent who
hiss cast this spell. concentrating on improv-
ing vour armies shonld e safficiont defense,
Note that Treue Light and Heavenly Light are
twor Life spells that specifienlly counter the
effects of Darkness and Eternal Night in cit-
ies or o hattleliclds. So il vour armies are
comprised of Life units, cast True Light in
combat to even the odds.

Evil Omens inereases the casting cost of oll
Nature and Lifi .‘ipl'”:‘i by 50 pereent. While
this is nor pleasant if you happen to specialize
incone ar both ol these magie colors, itis hardly
crippling. lust make aure that you maximize
the amonnt of mana going in Your reserves
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Table 24-1. Coping with Chaos

Spell or Strategy Armageddon

Groat Wasting

Meteor Storms

Change Terrain (Nature) eliminates volcanoes

Elemental Armor (Nature)

protects units from
fire clamage

Gaia's Blessing (Nature) aliminates valcanoes;

eliminates corruption;

rescduces unrest reduces unrest
Herb Mastery (Nature) heals all units
overy tum
Iron Skin (Mature} increases unit
defanses
Nature's Cures (Nature) lets you heal
damaged

stacks of units

Regeneration (Nature)

lats wnits heal from
damage

Resist Elements [Nature)

pratects units from
fire damage

Stane Skin (Nature}

incresases unit
detenses

Blass (Life)

protects units from
fire damage

Charm of Life (Life)

gives units extra
hearts so they last
longer

Consecration (Life) protects against

all effects

protects against
all effacts

protects against
bulldings'
destruction

Crusade (Life)

can increase units'
hearts, improving
their longevity

Endurance (Life)

gets units to their
destination faster;
decreases amount of
time exposed to
attacks

Heraism {Life}

increases new units'
defenses and hearts

Holy Armor {Life)

Increased unit
defenses

Just Cause (Life) reduces unrast

reduces unrest

Lion Heart (Life)

Incre ases units’
hearts
so they last longer

&
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Table 24-1. Cont. Coping with Chaos

Spell or Strategy Armageddon Great Wasting Meteor Storms

Rightaousness (Life] protects units from
fire damage

Stream of Life (Life) eliminates unrast aliminates unrest

Chaos Channels (Chaos) can increase a units’
defenses

Chaos Surge (Chaos) increases unit
delenses

Doom Mastery (Chaos) as for Chaos
Channels

Enchant Road {Sorcery) units can move
fastor
over land,
decreasing
exposurs time

Flight (Sorcery} can increase units'
speed, decreasing
time
exposed to attacks

Magic lmmunity (Sorcery) protects units from
fire domage

Wind Walking (Sorcery) can increase a
stack's speed,
decreasing
time exposed 10
fire attacks

maove units into cities pratects units from
fire damage

purity land with priests/shamans eliminates carmuption

increase citles’' garrison sizes raduces unrest reduces unrest

increase gold income In cities buy back important buy back important

through trade goods destroyed buildings destroyed buildings

o that you can continue to east the spells yon
need,

Zombie Mastery turns oormal units than
have died in battle into zombies controlled by
the caster of this spell (1 he won the bartle),
If your enemy has caste this spell, again, just
concentrate on developing the sirengths of
your own armies. Zombies, while nice. are not
so srromg that you should quake in fear ar their

Brgeoning numbers, 10 you have case Zom-
bie Mastery. consider casting Eiernal Night,
as well, o boost the combat stutisties of your
zombic armies,

Death Wish is o global spell that you can
o nothing abiowt (onee it s suevessfully cast),
This spell tries to kil all normal enemy uniis,
I Death Wish is cast againgt vou, just step up
your unit building wnril vour ety and node

)
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aurrisons have been rrplruiwlu-ul. You don’
need o do anvihing else. Some good rea-
sons for casting this spell, i1 vor can. are 1o
wear down garrisons in ecities that vou are
trying 1o conguer and o decirnare wemies
that are :'nrnnu'lling O1LyOur territory.

The Wellspring of Life

\IIIIH'[ Ur I .if(":- l,d“l h'll ."lll'"-! AL DRI ey -
hanee the easting wizard s armies: Crusade
levels:

raizes normal units” experiencs
Charm ol Life gives all vour units extra
hearts: and Holy Armis gives all your nor-
mal units i Holy Weapon with which o fight.
Simee most of the improvements are prima-
rilv applicable to normal wnits, combine
easi these spells with developing large
wrmies ol powerful novwal wnirs (Like
minotaurs, hammerhands, elven lords, or

|m!ml't!m:l.

When an apposing wizavd casts one o
more of these enchantments, there s no need
o pame. Just improve vour own armies and
remember th you are .—ll|n-'l'itll' o vour o=
puter opponents i terme af =1 rifegy i tane-
tics (espectally ofter reading this hook ).

None of the rest of Life's alobal spells nre
direetly damaging, either. Life Foree and

Figure 24-1. Zombie Mastery can rapidly
increase the size of the caster’s armies.

Tronquiliny make eneimy Dewth and Chinos
non-combiat spells harder to east suceesstully
As aowizird of Lile magie, i s in vour inger-

sl T cast lhl'."l' .‘-||l'"- \\-hl'H Yo are wir

witl enemies adepn i these magie colors, 1

vou luve these spells cast egarnst you, theee
in lintle You can duo exeep Iry o lli!-i‘ll‘f the

erchantments or destroy the casting wizard

Orherwise vour Lyt sirategy st focus on
buildling strong aenuies of pormal units instead
ol smnmoning ved or black eeeatures. Save
v casting effores for combat, vather than
winsting therm on overland spells.

Pl seal can certainly make things miore
dificult for you, On the other and, yon gen-
erally do not haee 1o gec o the other world, 1
vor adreaddy liave acity on bothy Avcans and
\h'l‘l'lli’. Plistiar Seal II.'U‘I“\.' [Hresents o [rl'u|‘-
L ainee vou can bidbll anits aold sumeon
creatures on hoth worlds (hy moving vour
Surnmoning Civele) Enery wizards aree less
adepi againg at handling unusoal sitnations
stk vasting this spell o i their wansplanar

wigrations can be o good ilea, especinlly il

vou are the sole player on My eror, Just reniein-

wents are s binseed o

bier that vour move vour

eneries . 5ol you want to move your killer

stuck o the other plane, unscal things fivst,
Note, Word of Revall and Beeoll lero are other

wava of getring aronnd a Planar Seal {see

Cliapter 8]

Say Hello to Mother Nature
Nature magie does nor boast ol mnny elobal
specllss ancd only one of these spells s damng-
s Nature’s Weantho which conses cavthquakes
i adl civies owned by Iy wizards ev

4

e they east Chaos or Death spells ontside

it The vensons 1o cast this -'u'“
von ok, sharvee. e (Bear in
mind how frequently computer opponents casi

IlII [

ohvions: 'Ta

apella e vorr will ger pretire

of how useful this spell can be For von |
Nmave s Wrath has heen castagainst vou

don’t worry oo el Fiest, vou generally
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don’t have to cast nonseombut spells. You can
construer perfectly good nrmies oul ol nor-
mal units. and your ability 10 cast devastat-
ing Choos and Deatl spells in eombat 15 un-
alfected by this spell, Sinee Chaos and Death
magie have few superb positive eiry, un
clobul enchantments. you don't have to worry
ahout casting those spells either: 1 you reedly
want 1o east o non-combat spell, go ahead and
o it just he cognizant of the visks,

The other two Natare global spells are won-
deeful for the easter and don’t have thar mueh
impact on other wizards, Herh Mastery heals
the caster's units completely an the end af ev-
ery game turn, 1 you are ac wie with some-
one who has cast this, concentrate on spells
e aetions that eliminate whole unirs instead
of just damuging them, Also. make sure tha
you have enough stacks of nrmies when you
fry (o cotquer your epemy’s cities, You can't
count on weakened defenders when you in-
vade with a second stock. unless you do so
turing the same game turn.

Nature's Awareness is the last of green’s
global spells and does no harm to anvane,
while being enormonsly beneficial to the (hu-
man) caster. This spell reveals all map squares,
cities, wizards, and non-invisible units o the
casting wizard. If vou have the spell, there is
no reason not to cast it il somenne else
casts it there is no reason o remove it short
ol “‘Iill'.

Sorcery'’s Bewitching Spells

Blue's glohal spells are not mueh nicer thin
vedd s, even though they are less obviously de-
sirnetive, Nonetheless, they generally do not
present immediate or insurmountable ob-
staeles 1o other wizards in the game.

Aura of Majesty improves the casting
wizard's diplomatie relations with opponent
computer wizards, There are obvious benefits
to you when vou enst it bue should you da
about another wizard who has ensi
the spell The answer 1o 1his s, probably nor,

someth

Bagically. the computer wizards rend to buddy
ups you'll often hive multiple wizards ganging
up on vou. particularly during the later stages
of a gume. Your best recourse in this situa-
tion, short of eliminuting the spell. is to make
friends with the casting wizord, Generally,
there is little renson 1o change vour play style
when someone else casts Aura ol Majesty,

Wind Mastery doubles the speed of the
custer's ships and floating islands. something
that can give the caster a clear strategic ad-
vamtage. Unfortunaiely, everyone else’s ships
move at hall speed! While this isn't o devas-
tuting spell. it can be annoying. I this spell is
cust by one of your opponenta. you can mini-
mize the negative effeets on your ghips’ speed
(il ships are plaving a big role in your game]
by casting the Life spell Endurance or
Sorcery's Flight on them. Phese spells will get
your ships moving at a slightly better pace.
You can also circumyent this problem by cast-
ing Enrth Gate inseveral of your eiries, which
will et vou teleport units hetween Earth Ga
on the same plane. 1f none of these options is
available 1o vou. summoning or huilding fly-
ing unitg instead of land hound ones will de-
erease your need for ships,

Onee Great Unsummoning has been cast,
there is nothing vou ean do, Look around and
see where vou've lost fantastic units and re-
place them with new units. I you can cast
Creat Unsummoning. though. it is worth do-
ing. particularly just before invading enemy
cities. Your compuater opponents are big on

B

summaning spells and. generally, have large
quantities of fantastic units around, It's snfer
and easier. after all, to get rid of these units
before combat rather than during,

Casting Suppress Magic, when vou can, is
wlwavs helplul. Since computer opponents are
obaessed with easting spells, this spell will ve-
ally b a thorn in their sides. However, Sup-
press Magic will make your life difficult if
someone elae custs it against vou. You have a
few options when this happens: cast mega-




Figure 24-2. Hold everything! Sorcery's Time
Stop spell can be very useful indeed.

strength Disjunetions: kill the custng wizard;

or coneentrate vour elforts on building strong
nrmies of novmul unies and win ar swordpoing
withont o heavy velianee on magie, Sinee von
curt continne fo cast combar spells, Suppress
\Iﬂll’.ll'. L] l'\lll HE] IT =0T, "-IIIl"lll lll. ITER SRR
thin =low you down, [eean's stop vou,
'J'llllr S cin, hivwever,
\‘! ilf *n |||I‘i ('l " " 1» 1St 'I"nllll'll \I‘II e
W ||:||’ You get 1o s there 'llld twidhdle vour
thumbes while the caster moyves lns nnis wher-
ever he wimns. Eventoallv, of course, time will
returin bt antil then, there isn'ca duen thinge
voue can do ahont i, Your best delense is in

-'_:-'m|n yvou. that

preparation. I von are waging war against
[ II|I|I'|" ‘1'u|'l'|l'!'!.‘ st r, ltrtlkf' sure
your gareisons ad mana veserves are in good
-|l.'||u- Thae wanv, if e imvades your cinies dur-

Jadar or so

ing o Fime Stop, you will be well wquipped 1o
handle i Cast this spell vonesel £ von are
|l\l||" |1l(|f lll\ .I'Illlllll W |/<"[I" III'"'I”\l ‘1}“ ”'\
of whien vou want to el sureprise atack
(ainee your target will have no clianmee o pre-

pare or recover from mvasions |

Chapter Twenty Four: Large Scale Spell Casting

The Ultimate Global Spell

spell of Mastery is the global spell, Sinee sue-
cesslully casting this spell will win the game
for the caster it helioves Yo Lo o somie-
thing aliout it once someone else starts cas-
ing it Ger thee hither to the caster’s Fnchanted
Fortress and conguer it Thaes the best ald
sitnplest adviee wee have, I youare toying with
the idea of easting this spell voursell just be
sure your cities are well earrisoned and thie
yini have l’llnmgh i reserves to hiandle cast-
ing this spell und ooy combur spells vou may
need (Tor fending off ivate enemies) for sev-
eral tuens e the futaee,

From Pain to Politics
After haying looked ar the painful global

ehuel that wazards canoinflicr on one another,
we re ol to the arena of polities, As you will
see i onr next chapter theres more 1o Moas-

ter af Magie than combat and easting. Beyoud

the stadl and sword, there vemnins the dag-
ger—poised ar vour back and ready 1o bring
vour downe Tuen the page. wizard, and learn

Illl' lli'llﬂlllll”l' FEPercuss1ons ol your ACions
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lavers already familine with strategy

games mcluding Master of Orion and

Civtlization will recognize that diplo-
ey in Master of Magic. while faicly rich in
detail, seems a less vital coneern than in those
other games, This pereeption stems from the
blurey distinetions berween states of war and
states of peace, with units manenvering
wngly “rightful”
ory with virtual impunity, This percep-
tion 1s further reinforced by the fact that, un
like in Master of Oron, the other plavers can-

around other players see
1

not conspire and vore that vou lose the game,
Clearly, in Master af Magie there is less risk in
HEnoring other LTIll_\'l'l'.‘«' -ﬁp]nulnlirn"y than in
other games of this genre.

Pherefore, players tend 1o use diplomacy

1 Master of Magic 0z o way to rrade spells.
Theears, bribes, and other daplomanie ehica-
nery are often relegated 1o the back of play-
ers” minds ag they focus on empire building
and conguest. However, diplomacy cae be an
plfective tool in this gume.

In this chapter, we shine some light on what
is happening diplomatically in Master of
Magie, helping you get more out of every par-
lav. It is o simple rath that one minote of di-
plomacy with other plavers can save you sev-
eral minntes on the combat display with them,

Here we'll examine vour diplomatic op-
tions, More importantly, we will give you in-
sight into the logie underlying cach leader’s
personality as well as her objective. Note that
we refer to a typieal computer player wizard
s i female i this chapter, using the pronouns
she und her

This Land is My Land

Computer |1|i|§t'r.~ have only a limited con-
cept of rightfie territory. The only real estate
they enre about includes arens within two
soquares of their vities, plus eper land square
on the continent where their Enchanted For
This land mass, known as that
wizard's Home Continent. consists of every

tress resides,

contiguons luned sejuare connected o the for
(ress.

Although computer players will garrison
their nodes and Towers of Wizardry (o pro
1ot them, they don’t pereeive any diplomuarne
consequence in tuking or losing such sites (un
less they arve on their Home Continent or
within two squares of one of their cities, ol
course ). Note that the gize of the land masses
vou opt to play with when serting np the game
can have o considerable effeer on diplomacy
With sinall land masses, most of the slands
in the world will be up for grabs withouta ot
of diplomatie penalties, On lorge lind masses,
computer players will stake out huge amonnts
vightfully theirs,
thus limiting all players” abilit
fully expandl.

Contact: Esta ]Iishmg
Diplomatic Relations

Diplomaey with another wizard beging in car-

sand consider the

of terntor

s 10 pedces

nest after you make conraet with one ol her
units or cities, At the end of the tuen i which
vou first make contaet with her, vou will re

ceive a carefully worded greeting, s rone gives

un indication of her current umllui' townrd
vou and. more importantly, her personality,

Figure 25-1. A typical first
contact greeting.
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You will only lose contact with another wiz-
Ilrll W ||1‘|| 'll’l' I'llll'}l.‘ll”f'll ||.I WITess i!" "Illlllll'i'll
At this |lllilll she will he either -||'.~ilr'nl\'r'11 o

bamshed, The latter case means thar she can
comic back if she has the muna o cast the Spell
of Return amd il she sall owns s city to which
she can return, When banished wizards re
rn. they will announce their arvival, and
diplomacy with them picks up where it lelt
ofl

The Levers of Diplomacy

When vou wish to conduet diplomaey or re

I'-l'i\'l' nn "Piii”l'l ]ll”]!'. HA _\'”'I”' filll"lll""(:‘. nse
the Magiec Summuary sereen. (I appears when
you press the Magic button at the rop of the
Main Movement Sereer, | The Zems along the
top of the Magic Summary screen ave used 1o
communicate with the wizards pictured in
[Il"f[l.

Right-clicking on one of these mirrors will
produce i sereen with a current profile on tha
“ii’.llr{i. III'I'('. "{IH G See _\lJIlr‘ currernl rl’lil.'
ronship level with her, including any formal
diplomatic status (e, treaties) . Beneath thi
are hl'l' Ill'l'.‘!(lll{l“'l\' ﬂ[lll lllljl'l"i\". .‘JI'\' are I"'l'
current gold and mana re
hooks, fame, and skills. Finally, the heroes
currently serving her are listed.

ves, plus her spell

Naote: Every wizard has the same full ros-
ter of heroes to choose from -'\|II|0I|},!]I other
wizards always change the names of their he-
roes :|l|‘|'-n|lm|:|5.', 1O proteet the innocent).
their ritles (such as “The Healer,” “The Un-
krown,” ete.) are the same. Therelore, a quick
look down the roster of heroes (see Table 16.1)
can 1|I|il"\'|_\' el you !'XIH'“}-‘ who these heroes

are,

Lefi-clicking on o gem bearing o wizard's
fuee means vou want to engage in diplomaey
with her. A Greeting sereen will appenr, simi-
lar to one from your First contact. From the
text of the greeting, again, vou con infer your
carrent relations with that wizard, her per:
ausmlu}, undl u!lil'l'ti\'r'.

Figure 25-2. The gems at the top of the
Magic Summary screen, the faces in them,
and the symbols next to them are your
conduit to diplomacy.

Note, however, the color of the eves of the
es an either side of the magic mir-
vor, They will glow in a color ranging from

WO Larg

bright red. to dim yellow, w bright green.
When their eves are red, this indicates the
wizard's dislike Tor vou (the brighter the red,
the greater the dislike). Conversely, green eyes
symbolize that the wizard likes vou. If the eyes
inre I\'vHu\\_ she feels neatral about yonu Ver-

Figure 25-3. Right-clicking on a gem
bearing a wizard’s face will bring up his or
her profile information.




Master of Magic: The Official Stratesy Guide

Table 25.1 The Diplomatic Relations Scale

Spread

The Green Eyes Zone

The Yellow Eyes Zone

The Red Eyes Zone

Relationship Diplomacy

Level (Name) Paint (DP)

Harmony +B3to+100
Friendly +65 1o +82

Peaceful +47 1o +64

Calm +29 to +46

Relaxed +11 to 128

Neutral <10 to +10

Uneasy <11 to -28

Restless -29 to -46 a
Tense -47 to -64

Troubled 65 to -B2

Hatred -83 10 -100

Note that you will never see a graphic image of these scales, nor know the exact number of where any wizard's

relations stand with another. Your anly gauge is the single word describing your own relations levels found
under each wizard’s gem on the Magic Summary screen. (This information is also duplicated on the top line of

her Information screen and in the color of the gargoyles' eyes next 1o the magic mirmor you communicate

through.)

eran Master of Orion players will remember
this color seheme from the Relutions Bars
that gaine.

Measuring a Diplomacy Point

Each computer opponent keeps irack of ench
other player’s current diplomatic standing
with them as a single numerical value on a
scale ranging from =100 10 +100. This pro-
vides a 201 point spread (0 counts, 1o, you

know!}), similar 1o that nsed in Master of

Orion. Each point on this seale is ealled a Di-
plomaey Poinr, or DP for short, When another
wizard's actions please u computer plaver, the
wizard earns positive DPs, DPe are lost when
a computer plaver wizard is angered. The
principle of Diplomacy Poings, and the Dip-
e shown in Table 25.1,

T

lomatic Relations !

are i”llilll"”tl]l l'lllll'-!'[“.'! Ty illllll'l’-‘"ll"(i l"'rl ULh
proceeding,

Important Note: Althoweh computer play-
ers use Diplomacy Poines to keep track of other

plavers aetions (including vours), von {the
henan player) have no such ool You must
rely on your own memory and feelings aboun

o mesh pewevfol Felor

Figure 25-4. You rang? A Greeting
screen reminds you of your relations
with a wizard (check the color of
the gargoyle’s eyes).

%
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Table 25.2 Permanent Diplomacy Point Modifiers
(not used for Temporary Modifiers)

I you please another wizard, thus increasing your DPs with her, and your current DP standing with har is betwoan . .
100 and -1, you gain double the benalit lup to a maximum af +10 on the scalo)

Oand +24, you gain the full benefit,

+25 ang +49, you anly gain 1/2 of its benefit.

+50 and +74, you only gain 1/3 of its benefir.

+75 and +99, you only gain 1/4 of its benefit

If you anger anather wizard, thus reducing your DPs with her, and your current DP standing with her is between . .
99 and -75, you only suffer 1/4 of the penalty.

74 and -50, you only sulfer 1/3 of the penalty.

49 and -25, you anly suffer 1/2 of the penalty.

24 and 0, you sulfer the full penalty.

+1 and 4104, you suffer dauble the penalty.

Notes:

1. A Charismatic wizard doubles all positive DPs eamed and halves all DPs lost.

2. All DP gains eamed with a Maniacal leader are multiplied by 0.75.

3. All DP decreases with a Lawlul leader are doubled. If your relations level with her are positive, the decreases
are quadrupled.

4, All DP decreases with a Manical leader are multiplied by 1.5. If your relations level with her are positive, the
decreases are tripled.

5. All computer players receive double the amount of any positive Diplomacy Points earned with another
computer player after turn 100.

4. When playing at the Hard difficulty level, all negative DPs earned between computer players are reduced by
25 percent. In ather words, computer players are more tolerant of each other's faux pas.

7. At the Impossible level, negative DPs eamed between computer players are reduced by 50 percent.

8. Fractional DPs are always rounded down to the nearest whole numbaer.

9. Whan at war, a player’s relations can never improve beyond -25,

10. When at peace, a player's relations can never improve beyond +45 without an alliance.

each computer plaver and make vour own
decisions hased on your best judgment, All
the Tollowing informartion aboue Diplomaey
Points is ineluded to help yor anedevsiand whan
they think. not el you how to feel toward
them!

Permanent Diplomacy

Point Mobdifiers

This chapter considers many events thar add
or subtract DPs. Before any DPs ure added or

subtrieted w one plaver s Diplomacy Relaions
seale, however. they are alivays modilied as
shown in Table 25.2,

Natural Relations Gravitation

On turns in which oo Diplomaey Points are
varned or lost between two wizards, their re-
lations will nutomanieally graviate o single DPY
toward their natural state, as shown in Table
25,8, Two wizards have a micural state of re-
Lavions that is determined by the colors of the

Y
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Table 25.3 Starting (Base) Diplomacy Foint Levels

0 is the Base starting point

-2 per Red spell book owned

-3 per Black spell book owned*
+2 per White spell book owned*

+2 per White, Red, Grean, and Blue spell book that both wizards have in comman

“When ane wizard has black magic and the other white, these values are superseded. Instead, substitute -5 per
Life/Death spell book difference. {l.e., if one wizard has three Life spell books and another has five Black ones,
this creates a -40 DP rift between them at the beginning and defines their poor natural relations level .}

Note: Each time two wizards thange their status to "At War,” the following occurs: 1) They each receive an
immediate -5 DP penalty on each other’s Diplomatic Relations Scale, and 2} they each receive a permanent -5
penalty on their above listed Starting (Base) Diplomacy Paint Levels.

niln'“ hooks they own This wtnenl deife in
relations 15 not subjeer 1 the above perma-
nent DP modifiers.

Diplomacy and Magic Spells
A wizaed who easts Aura of Majesty receives
1 DP per turn with all computer player wiz-
ards, A wizard suffering the elfects of another's
SBubyersion spell instantly tkes a 25 DP hii
on her relations with all peher compurer player
wizurds.

Enchantments

According to Hoyle

A teeaty with another player (cither a Wizaril's
Pact, Alliance, or Pence Treary ). obliges hoth
parties to not throw further negative unit or
ity enchantments against cach other. How-
ever. this does nos preclude them from cast-
ing negative global enchantments, Ghances
arc. though. that if a wizard gers coeky and
casts Lor continies (o maintuin o nasty glo-
bal spetl, it will cause all of her treaties to break
very quickly, She will be ar faalt for breaking
those treatics, oo, and will receive an Oath
Breaker penalty lor cach one, Remember. this
could happen t youl

Casting the Spell of Mastery
Although vesearching the Spell of Mastery has
no consequences, casting it does, While it is
being vast, all other wizards are supposed 1o
o o aned remain o war with the casting wiz-
ard, Furthermore. it is very likely that these
wars will intensify into Jihad campuaigns
against any wizard casting the Spell of Mas-
rery.

The Audience Menu:
lmfportant Background
Information

Naturally, you can run into diplomatic snags.
One concerns wizirds who no longer want 1o
speak with you. Another coneerns wizards that
speak (o you but say “No” (or worsel], To
understand why vou are vejected and 1o help
von get what vou want from o diplomatie par-
lay, we must first explain what elements com-
bine 1o affert computer players™ feelings 1o-
warrd vou and how they mak e their diplomatic
decisions.

A Computer Player's

Core Reaction

Core Renetion is another vital concept i this
chupier. A compuier player’s Core Reaetion is

)
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Table 25.4 Considering Wizard'’s Leader Personality Modifiers
for Determining Core Reactions

Personality

Type: Normal Charismatic*
Pacifist +20 +40

Lawful +10 +20
Chaotic** 40 10 +40 -20 10 +80
Aggressive 10 -5

Ruthless -30 -15

Maniacal -50 -25

*Charismatic leaders have positive modifiers doubled and negative modifiers halved.

A random value rolled once at the starnt of each turn.

her enrrent general feeling abour another
plaver. It 1s kepr teack of separately for each
wizard and is the key 1o most of their deci-
sions. A compuiter plaver's Core Reaction is o
number generated by o combination of the
fallowing live varialiles:

Variable 1. The Diplomacy Poinn value of
her Base Relations with that wizarel (see Table
25.3).

Varable 20 A permanent 45 modifier 10~
ward w wizard for ench spell eeceived from
her as tribute, regardless of the spell, {Mon-
etary tribte does not modify Core Reactions;
it just creates a temporary positive DP hamp
to that plaver’s Diplomatic Relations Scale.)
This positive value carned from spell ribure
is then combined with:

Varmble 3. A permanent -5 penalty for each
Oath Breaker action comimitted against this
wizard by the wizard heing considered. Every
time i Wizard’s Pact, Alliance, or Peace Treaty
is hroken. the breaking plaver has commirted
w heinons aer we've dublied an O th Breaker.
Note that this is separate from the permanent
=5 penaliy toone s Base Relations for each new
war (see Table 2564}

The combined values of Varables 2 and 3
cannot modily & Core Reaction by more than
+30 1o the good, but can modify it by an an-

limited negative amount, I o wizard proves
treacherous enough, it is possible for another
wiazard to never want 1o speak ta her again!
Remember, cach Oath Breaker peraly can be
ulfset by o corresponding wift of a spell as trib-
ute,

Variable 4. The Personality Modilier of the
considering wizard also affects her Core Re-
action toward all other wizards, ns shown m
Table 254,

Variable 5. Finally. their Core Reaction s
modified by vour current position on their
Diplomatic Relations Seale, Thus, ivs a modi-
fier that can range from =10 1o +100, de-
pending on vour present relations with thi
wizard, Note that the information in Table
25.1 can give you an idea of what this num-
ber miglin bee.

A Computer Plaver's Reaction
Movifier Temporary Variables
Besides o wizarid's fairly stable Core Reaction,
most of the diplomatie decisions she makes
are also affected by more volarils temporary
modifier variables. These apply in each of the
following decision muking areas nnd are kept
track of separately:

& Temporary Treary Modifier (for Wizard's
Pucts and Alliunces)

@
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& 'lemporary Peace Maodifier (for Peace Trea-
tes|

& Temporary Exchange Modilier (for spell
exchanges]

& Temporary Cold Shoulder Maditier (for
their leader's patienee)

“No* Really Means “Stop Asking”

Every parlay, no matter its oufeome mflicts a
10 poin penalty 1o each of these [our tem-
porary modifiers. (I effee VO e wearing
down that wizard's patienee.) IF vour diplo
mantie olfer is l'!'jl‘l'll'll. then the temporary
modifier for the area vou were pecifically re-
jected in receives o= poan |n-uu|l_\' instend
of the nsnal 10 point penalty thi wortld hiaye
oeenrrel Ll shie II;!rn‘i‘I|

These emporary modifier penaltics nre
cumularive, They are adjusted buck toward
zero at the rate of 10 points per turn per cal
r"_‘tll‘_\.

The prinviple behind these temporary
odifiers is quite simple. They're designed 1o
prevent you from annoving computer plavers
with ineessant demands on theie diplomatic
ime, They simulate that point where com-
puter players stmply gen tived of dealing with
vou anel, eonsequently, will be more likely 1o
say “No' o any ol your lnrnimsnl-_ It migh
help o think ol these temporary modiliers as
Spatiener modifiers” instead,

The Cold Showlder

\ wizard won't always negotiate with vou
sometimes, she'll et vou off Biefore yon can
ever aeeess the Diplomacy menn andd parlay.
:‘;lrl‘l‘illil‘ﬂu_\'. this oecenrs when her Gore Reae-
tion toward vou, plus ler Temporary Cald
Shoulder Modifier. falls helow <100 In such
cases. all you can do is let time pass 1o reduee
her Temporary Cold Shoulder Modifier wnil
let vour relations gravitate (ug proviously ex-
plained) 1 [m.—wihh better position on the
Diplomatie Relations Seale

Temporary Modifiers: Charismatic
Advantages
1o aedddiviom to donbiling the effecrs ol any posi-

tive DPs they earn, hadving any negative DPs

thiey re fined (see Table 25.2). ard improving
their Personality Modiliers (see Inble 25.4).
Charismatic gives yer another advantage to
They receive a 400 Bionus 1o all of
their Treary and Exchange spell Termporary

Maodifiers when offering these deals to other
wizards, This bonns does not wffect the Tem-
purary ( old shonlder Modlilier, however, nor
does it Tawer the minimum enrrent diplomarie
fevel required with another wizard before she

will necept cortuin agreements (see helow).

Counter-Offers
Ocensionnlly. you'll entrea another wizavd
whe will say neither =Yos™ nor “Na™ to vour
proposal. Inseead, she will ok vou i connter-
offer. as shown in Figare 25-5. When this
happens, the fiest thing she'll dois look for o
vandom spell you have that she doesn't, amd
she'll ask yon for i, If vou agree (o share it
with her, she'll aceept vour ariginal offer: if
not, she’ll peqeet i

Only if you don’t have a spell thi she can

psee (and aequire. beeause she has the neces-

Figure 25-5. A counter-offer being
made to your proposal.
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sary spell books) will o wizard consider tak-
ing o cash inducement instead. The amonnt
ahe'll want is equal 1o the sum of two 48 rolls,
times the game turn number (with the result
rounded down to the nearest whole 25 gold),
IFyou don’t have that much money in your
treasury. she will make no connter-offer and
will simply reject your original proposal in-
stend.

For example, on turn 33, anat her wizard
decides that your latest proposal is almost. b
not quite, acceptable, Therefore, she needs yon
to sweeten the deal. First, she’ll peruse vour
researched spells. Upon discovering that she
has evervihing thar vou do. she considers a
cash bribe. In her mind, she rolls two pighi-
sided dice and adds the vesults together (1he
average result will be nine, so lets nasume that
is the outeome of the voll for this examiple],
and mulriplies that sum by the game turn
number that. in this case, is 33. Well, 9 times
4318 207, so the bribe amount she’ll require
i 275 gold {297 rounded down 1o the nearest
25 gold). If yon have at least that amount in
vour treasury, she'll ask you for it If not, she
won't even bother and will simply reject your
proposal our of hand.

The moral is: before entering into a parlay
where you really want the other wizard to ae-
cept your offer, check 1o make sure that vou
have a spell she doesn’t have and ean use
Failing that. have plenty of gold on hand in
case she demands a bribe 1 accept your of-
fer Money in the bank for these linde diplo-
matic palm {and claw) greasing cmergencies
cant mitke all the difference in the worlds,

The Oath Breaker Penaltics

Every time one player breaks o weary with
another. whether w Peace Treaty. Wizard's
Pact. or Alliance, they will be remembered by
the aggrieved wizard as an oath beeaker lor
doing so. thus suffering a double penalty. First.
they must endure a permanent. cumulative
-5 modifier ro that plaver’s Core Reaction

toward them. Second. they will suffer an im-
medinte drop of about twa levels (=40 DPs)
on that player's Diplomatic Relaions Scale,
Think long and hard. therefore. before vou
o wround breaking treaties. and be careful
not to hreak any by necident.

You Can Say “No." Too

I you reject a computer plaver's offer or
countes-offer, you receive no diveet diplomatic
penalty. Allyou really lose is the benefits you
might have gained by aceepting her proposal,
so don't be shy about giving her the thumbs
down when von want to,

The Diplomacy Menus:
Decisions, Decisions

The way o formally initiate diplomacy with
another wizard is to seek an audience with
her. IF she receives you and matters moye to
the Diplomacy menu. vou'll have some op-
tions to consider. (By the way, there is no dip-
lomatic penalty for failing to complere a par-
lay by escaping before one side either acceprs
or rejects a proposal, )

The Propose Treaty Option

The first of vour diplomatic options. Propose
Treaty. lets you nsk for agreemenry that im-
prove your relations with that wizard, or lers
vou pressure her into degeading her velations
with another player. Here, we explain the
subtleties of getiing each proposal aceey
anid the exaer effeer it will have,

e,

Wizard's Pact

Another wizard will only aceept o Wizard's
Paet il your current I1'|llli(i|]‘~l|‘|i|| with herisar
least 411 DPs on the Diplomatie Relations
Seale (i.e. relaxed or better), Onee o Wizard's
Pact is in place, vou hayve murnally agreed not
toattack each other's garvisoned objeetives
tnodes and Towers of Wizardey) and cities,
including attncking vin negative wnit and city
enchantments, This does ot prevent either
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gide from moving forees (o the othier wizasd's
Home Continent, moving sdjacent 1o garri-
soned objectives. or attacking the ocher
players units located elsewhere,

A Wizard's Pact inunediarely increases your
Diplomatie Relations Seale by +20 Diplomuey
Points, plus a vandom +1 10 +3 DPs per turn.
subject 1o the permanent DP maodifiers (e
Table 25.2),

Alliance

Another wizard will only aceept an Allianee il
vour current relationship with her is af least
+51 DPs on the Diplomatie Relations Seale
(i.e.. peaceful or beter), Onee an Allinnes is
in elfeet, vou live mutually agreed not o at-
tack ench other under any circumsiances {ex-

cept with global enchamments ). An Allianee
also halves all of the torals needed to sueceed
i your luture proposal requests with thar ally,
making it only hall as difficalt 6 ger what
you want from them in future paclivs. For-
thermore. an ally will not send additional
raops 1o your Home Continent,

Computer plavers always ask their allies
to Fulfill the mutual defense clapse that i o
de facto part of every Allianee, [n other words,
she el nsk vou to declore war on her enermies,
You, too, may ask your allies o fulfill this
obligation and declare war on third parties
with whom you are at war,

While allicd. a wizard will declare war on
vour behalf o fulfill this muual defense clanse
without fuil. However, there is a 70 pereent
chance that she will demand o random spell
you've researched in exchange. If you have
no such spell, or vefuse o give e her, then
shie will callously reject your pleas for assis-
tanee, (Hey, vou can alwavs nsk ngain.)

When vou become allies, vour relations
with that wizard will imme diarely inerease by
+20 Diplomacy Points, plus o random +1 10
+0 DPs per turn. subject o the permanent
DI modifiers (see Table 25.2).

Peace Treaty

If a war is really looking bael for you, or il you
are persevering but want 1o end the wasteful
destruetion and concentrare on building up
your cconomic and political position, then sue
for pedee. The Temporary Peace Variahle,
however, has two additional modiliers. Added
1o it is i positive number equal (o the damoge
vou mflicted upon that enemy wizard since
the heginning of the carrent war between you,
A negative number cqual to the damage tha
she has inflicted upon your empire is also
added to the Temporary Peace Variable. These
danmage modifiers are cumulative thronghom
the duration of war berween vou, and they
are reset 1o zero onee you establish o Peace
Treat \'

These values are used during war in the
apposite way that they would be during peace,
L other worids, while at peace, the dumage
you inflict on another wizard's empire is sub-
tracted from her Diplomaric Relations Seale
with you. During war. the dumage vou inflict
is adided to your chance 10 secure o Peace
Freaty, Therelfore, the best time 1o get n peace
offer necepred iy after tme has removed any
temporary negative modifiers from past re-
jeetions and other parlays (such as offering
tribute) andl. preferably. right after you've just
combueted o particnlarly suecesslul atack
against that wizard {i.e.. wou are fairly sure
that you're one up on herin the damage modi-
fier department),

Note that all glovy is leeting. Because these
damage modifiers {yours and the enemy’s) are
caleulated into the Temporary Peace Yariable,
the changes in this variabile due to success or
failure in war will gradually be negated as the
variable inexorably moves 10 points per turn
back toward zero, Thus, a lull in the fighting
allows the losing side 10 recover (politically,
as well as ecomomically aned militarily) from a
disastrous campaign. while the winning
players advanage slowly fudes away,
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Peace Treaty Effects

When a Peace Treary is accepted. your Diplo-
matic Relutions Seale with that player imme-
dintely shifts by +40 Diplomacy Points, sul-
ject to the permanent DP modifiers (see Table
25.2). Furthermore, both sides ngree not o
attack the other'’s forces anywhere in the
worlds, including by casting adverse unit and
city enchantments upon ench other, They also
agree not 1o send additional troops 1o the
other’s Home Continent for the duration of
the peace agreement (they will not. however,
withdraw the troops they already have there ),

Naturally, a compurer plaver expects re-
ciprocating behavior from vou, I vour forces
continue to arvive ar her Home Continent
during this period of enforeed peace {even
though you can't be certain exactly when i
ends. see below). if you destroy the slightest
thing of hers, or if you cast any kind of ad-
verse enchantment her way, then vou will in-
stuntly suffer an Oath Breaker penalty and
end this era of enforeed peace. Therefore, o
keep the peace, don’t attack that plaver for
any reason until you no longer find the Pence
Treaty convenient.

A peace agreement’s duration of enforeed
peace is between 8 and 15 wrns, determined
randomly (i.e., it is not modified by game dif-
lieulty or leader personalities),

Declaration of War on Another Wizard
I you ask an ally to fulfill her treaty obliga-
tion 10 declare war on those with whom vou're
at war, she will sutomutically necept your pro-
posal. However, 75 percent of the time, she
will demand a bribe of one spell in exchange,
IF you have no such spell, she simply rejects
vour proposal, If vou refuse to pay this bribe,
vou won't lose any Diplomaey Poines with her,
but she won't declare war on your hehalf, ei-
ther,

A wizard not allicd with you will only de-
elare war at your behest ugainst o third party
with whom you are at war if your current re-

Intionghip with her is at least +19 DPs (ie.,
relaxed or betrer). However, il she has
Wizard's Pact or Alliance with the third wiz-
ard. you're far more likely to be rejected, You
will huve more suecess ar persuading o com-
puter player to declare war if vou get her o
break her Wizard's Pact or Allianee with the
third wizard us a separate action belore ask-
ing her to declare war. We recommend this
preliminary diplomatic maneuver s an attain-
abile fivst step,

Iust remember that yon have to he very
friendly with someone 1o get her 1o consider
declaring war on another wizard. When that
luppens, of conrse, they will fight each other
and in turn, cheir attention will be areacted
away from vou (ut least for their war's dura-
i),

Dreak Alliance

for Wizard's Pact) with Anothier Player
When this option is highlighted on the Pro-
pose Treaty meon, it means the wizard has
either an Alliance or a Wizard's Pact with an-
other player. Althowgh the men that appears
after vou choose this option lists all of the play-
ers she corrently has either an Allinnce or
Wizard's Pact with, vou can't tell which of
these treaty types she has simply by looking
at the list. Instead. vou should look at that
information on the Magic Summinry sereen
before entering into diplomacy.

Next 1o each wizard's gemstone hearing
their picture may be o column of icons indi-
eating the wizard’s diplomuatic states with all
the other players. The color of an icon eorre-
sponds to the player they share that state with,
while the symbols indicare the exact natore
of those diplomatic stares. {Crossed swords
indicate a state of war, a sevoll symbolizes a
Wizards Pact. while a peace sign shows an
Alliance—nat a Peace Treaty!).

Another wizand will only break her Alli-
ance/Wizard's Pace with another wizard ot
vour behest if vour current relationship with
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her is at least +19 DRy (e relaxed or bet-
rer). Note that it is harder (o get o wizard 10
break an Allianee/Wizard's Pact with another
wizard than it is 1o get her to declare war on
that sume wizard alter she breaks the rreaty,
Onee a treary is broken, it s often a good idea
to follow up your success by pressing the wiz-
ard 1o declare war on lher Tormer ally. With
her treachery completed against your intended
vietine, you can bask in the glory of your
duplicitous suecess, knowing that vou got one
wizard to be marked with Oath Breaker by
another. Before you know it thev’ll be busy
fighting among themaelves, You're nreal Ma-
cliavellinn Prinee now.

The Threaten/Break

Treaty Option

Next on the diplomatie list are the saber-rar-
tling options tongh which vou can break
vour enrrent Wizard’s Pact or Allianee wich a
wizard, and/or threaten o attack her. Any of
vvdde with eare af-
ter considering the consequences,

these selections should be

Breal Wizard's Pact

Assuming you have o Wizard's Pact estali-
lished with a wizard, this aption will pot the
pact’s effeers 1o an immediare end. With the
gloves off, you're free to attack the other
wizard s units (partienlaely those at their nodes
and Towers of Wizardry), Arracking their cit-
ies. howeyer, remains an aet of war,

You will immedintely sulfera <12 DP pen-
alty. subject o the permanent DP madifiers
(see Table 25.2). and cense o ger +1 1o 43
DP bonus every tuen for having o Wizard's
Pact in effeer. Fuethermore, hecanse you broke
the treaty, that wizard will remember this as
the act of an Outh Breaker, thus penali
all your furnre diplomacy with that wizard,

O

Break Alliance

Similurly, il vou have an Alliance 10 break,
this optio medintely ends irs effeces. A
broken Allinnee does not reduce 1o o Wizard's
Pact. Once broken, all bets are off.

You will immediately suffer a =12 DP pen-
alev. ‘ill]iil‘t’l to the permanent DP modifiers
{see Table 25.2). and cease to ger the +1 10
+6 DI bonus every tuen for having an Alli-
anee in place. Furthermore, an Oath Breaker
penaly will permanently swin your future
relations witli your former nlly.

realt Peace Treaty

Although it is not listed on the Diplomacy
sereen. you caon hreak a Peaee 'Treary by com-
mitting any hostile actions while that Peace
Treaty is in effect. A hostile setion includes
any violation of the peace, such s landing
additional troops on the ather player's Home
Continent or attacking any of her nnirs or cit-
ies. Additionally. any action that would brand
vou as an oath breaker (ie.. breaking an
agreement) also breaks o Peace Treaty, Thiz
can quickly deteriorate your relations, often
veverting them back to war. There is no im-
mediate Diplomaey Poine penalty for hreak-
ing the peace. perse (although the act used 1o
break it probably has its own diplomatic eon-
sequences ). but you will be remembered as o
ircacherons oath breaker by thar player for
doing so.

Sinee Peace Treaties last o random num-
ber of turne. between 8 and 15, if von want 1o
start up a seeap with someone with whom you
have a Peace Treaty. you might want o he
patient and wait a few turns, so that you do
not violare the treaty itself. This is because,
when you break the peace, the other wizurd
will permanently brand vou as an oath
hrenker.

L nfortunately, you will never know the
exact duration of a Peace Th reaty with another
plaver. so vou Il either have to wait the full 16
turns before attacking her again, or follow that
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wizard’s lead if she attacks yon first, Onee a
Peace Treaty is ended, cither by s new war
breaking out or simply by expiring over time,
you may freely attack that other wizard to the
point of sturting i new war without the possi-
bility of suffering an Ouch Breaker penalty for
doing =n.

Threaten to Attack

Now. this is un interesting option, By rattling
vour sabier, you are hoping fo elivit one of two
potentially favorable responses. One positive
dircetion might he to get thar wizard 1o cower
hefore vou and offer tribure in the face of vour
wrath. The other option vou might he seek-
ing is 1o provoke her into declaring war on
you, thus saving vou from an Oath Breaker
penulty for declaring war yoursel [ if you cur-
rently have a Peace Treaty, Wizard's Pact, or
Allianee with her The other player always hns
athird option. unsatisloctory to you, and tha
it simply ignore your blustering threars.

Computer Player Considerations
Although we're not providing an exact for-
mla here, we will deseribie the three variables
thit go into formulating o computer player's
apinion of your strength relative to hers, Pri-
marily. she will be most intimidated by the
strength of vour forees on her Home Conti-
nent. Her Personality Modifier (s found un-
der the first colummn of Table 25.4) and the
value of all the Oath Breaker penalties you
have with her also enter the equation.

Appeascment

One result is that she will appease vou with o
bribe offer. First, she' Il attempt 1o offer vou u
new spell thigt you ean use, Basically, expeet
her 1o foist off & random spell of hers that
aj vou don't alveady have and by is an least
one rarity level below the highest she has re-
searched i that color, Thus, you will never
be bribed with o very rare apell.

I she doesn’t have a spell for you that meeis
these eriteria, you'll be offered o cash bribe
instead. The nmount is figured using the same
formula that she would expeer for a deal
sweetener (e the sum of two d8 dice. times
the game turn number. rounded down 1o the
nearest increment of 25 gold). I she just hap-
pens to have that amount in her eeserve, she
will offer it to vou as a bribe, I she doesn't
have that kind of money Iving around, she
amtomatically shrngs off bribing vou and sim-
ply ignores you instead,

Asyonake a bribe, however, there is sorme-
thing importunt 1o keep in mind. Like being
ignored, accepting u bribe still leaves a no war/
no peace situation between vou, She will <l
b free to declare war on von at any time {andd
muy do soas carly as the nexe tuen) and viee
versa. Nothing has veally been resolved.

Cower

A second response to your threat might be that
the computer player cowera, This establishes
u de facto Pence Treaty between vou, com-
plete with the immedinte +40 Diplomaey Point
signing bonus. In other words, she will cease
to attack vour wnits throvghour the worlds and
will send no more troops (o your Hoe eonti-
nent for 6 o 20 turns, If you violate this new
Peace Treaty. you will be considered an vath
brenker I o Peace "Treary is not what yon
wanted with thut wizard. oo bad. You're stuck
with it now.

Ignore

There’s also a chance that she’ll Tigure {(often
correctly) that you are blulfing. In this case,
she will ignore vour threat o attack. { You were
only bluffing, right?} When this oecurs, noth-
mg exteaordinary happens except that the
wizard will be upset that vou even threatened
to attack in the fiest place (see below),
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Declare War

Finally. that wizard might decide nov o take
any mare of vour gofl and will numedintely
deelare war om vou, Now. this may be part of

i ?illrl'\\'i’ |!|Mﬂ. ol I\‘i!ll]" lilll'| T |II1J\‘I_!I\‘I' ;H'n"

into declaring war, thus saving you from po-
tentinl Oath Breaker penalties incurved by
declaring war on her if von currenily had
Peace Treaty. Wizard's Pact, or Allianes, On
the other hand. this might just as easily be o
Ll eaae of oaps on vour part. with her tak-
i your hreat a bic harder than you'd hoped
Either wav. brace yonrself for a ot of fighting
i the immediane futre,

How Upset Do Computer

Players Get When Threatened?
Whitever their renction. threatening to attack
a computer player will nsnally end your par-
Loy with her and put you way up on her eolil
shoulder list for several turns. This is becanse
if you threaten to atack another plaver. all of
her temporary modifiers {as explained carlier)
are addjusted by <50 points. ineluding the Tem-
porary Cold Shonlder Modifier. Tn ather worils,
threatened wizards are nor going to be avail-
able for extortion every tuen. Threars readily
cange these deep negative numbers,

Besides that porential Diplomacy Poing
penaliy from exeess negative remporary moi-
fiers, o divect DP penalty is also immediately
applied. Your theear will alver her Diplomdic
Relations Seale with vou by <30 DPs, plus it
will chiange her Personality Modifier (ses the
first column of Table 2541 For example, if
vou threaten a Maniacal leader (with her <54
point Personality Modifier ], there will be an
instant adjustment of <80 DPs onher Diplo-
i Relations Seale! Therelore, threatening
someone with whom your elanions are already
grrained can greatly hasten o wor berween you.
i it does not eause one o ieight ns an inmme-

diare reaction to your threat.

The Offer Tribute Option

I vou wish o immediately affect your rela-
tions in o positive way with snothee wizard,
offer her w gift (known as ribute). Bribes 1o
curry her favor o this manner come i (wo
flavors: ensh and spells, Each is disenssed
I"'i”“'

Cash Bribes

When the wizard wants o cash bribe. several
amounts will probably be presented for vour
considerntion, The ones yon can actually af-
ford based upon your gold reserves are high-
lighted for vour possible seleetion, Whar yon
will gain in positive DPs Tor your cash bribe
depends on how far down an the list of op-
tions it is, The higher the value. the bigger
the potential ump,

Spell Bribes

Giving spells ns tribute has o double advan-
tae Fiest, cach spell you give another player
as tribure adds o permanent 45 1o her Core
Reaction. The wselulness wo the giliee of the
particulur spell doesn’t mater when consid-
pring this bonng, Faisting off what you feel is
your worst picee-of-junk spell thar you think
will do them the least amount of good awards
vou the same +5 modifier ns a terrifie spell.
Yo also get an immediate Diplomacy Point
i ot their |)ip|nlllilli|' Relarions Scale,

The Exchange Spell Option
I vou're norar war, another wizard will al-
witys be open to hear an offer for exchunging
one of her spells for one ol yours, Any tride
vouwork ant, however, mustsee her geta spell
with o higher research cost chan the one she
gived. Note that they will never trade away
their highest current spell irem inany color of
magie, (The worlidh ain't o faie place, kid.)
it important note abont exchanging spells
i this: You enn only rade spells in o shaved
eolor of magie, 10al] you hmye are Nacure spells
and the person vou want to traule with has no
wreen spell books, your trading options are
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limited 10 the common Areane magic spells
that every wizard always shares, Therefore,
diplomatically speaking. it is often o good idea
to have at least one spell book ina number of
different colors (and hetter ta huve two apell
books so that you can trade and receive rare
spells).

Making Your Choices

If the above conditions are mer, firsy she will
e vou seleet from a predetermined Bise of whit
she is willing (o trade with vou, Don't expect
great things here, but you may find oo -
portant filler spell that isn'c alreacly in yvour
apell book,

Alter selecting a single tem from this list
{whicl may only have one item). you must
decide what vou will give her in exchange.
Brace yoursell because your best spells are
usually whar she'll demand in trade, How-
ever. the better the items you can potentially
offer her in exchangs, the better your chances
are that she'llaceepr the deal. Also, you’ll gain
+5 DI in exehunges wheee the other wizard
feels she really gor o mueh beter deal (when
eomparing spell research cost ),

&
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Table 25.5 Diplomacy Point Penalties for Attacking Other Players

Penalty

in DPs Action

10 for each engineor or settler unit you kill

-d20 for each other unit type you kill, except heroes

-20 for aach enemy haro you kill

20 if you attack a computar player's city (not outpost) and lose/ratreat
-20 for banishing a wizard {applied 10 all other wizards)*

-40 if you attack the units or a city of someone with whom you have a treaty**
=1 if you capture a computer player’s city

40 for killing a wizard (applied to all other wizards)

.2 Vbl it you attack another player’s Enchanted Fortress city and lose/retreat

All of the above penalties are cumulative, so capturing the city ol someone with whom you have a treaty is a

-B0 DP panalty {and is an automatic declaration of war].

“If the enemy wizard was banished {not killed), the victorious wizard also gains five Fame points.
“*The computer player stops you and reminds you that you're about to do this. Note that this action also

breaks the treaty (duh),

***This is also a casus belli, changing the status of the two players involved 1o war.

Specific Afﬂom That

Affect Diplomacy Points

Some other specifie actons will add or sub-
tract points from your Diplomatie Relations
Seale with another wizard, This seetion liss
them all aud explains their exact conse-
quences,

Having Too Many Units

on My Home Continent

As stared at the beginning of thi= chapter, vom-
puter players get o biv pushed when other
players have troops on the land mass where
their Fnchanted Fortress is located (e, on
|Iu-irllumc-('.nnlnmnl}.(:umpulm'|||n_vvr.~ in-
stuntly derermine the treat of such inenrsions
andd might opt 1o declare war il sulliciently
threntened by o large sealis invasion of their
territory, The chanee ol such i declaration of

war is given in fhe formulia on page 373,

Massing Up Troops Against
Another Player

I plaver has any unit other than asetder or
eagineer within two squares ol o computer
player's city {of any size. except for ontposis,
whicl are completely jgnoved for this pur-
pose ). dhere may be some agitation. How many
DPs the tireatening player will lose o the
vity owner’s Diplomatic Belations Seale is
shown in the formula,

Attacking Another Player
Attacking another plaver is always considered
u hostile aer, Diplomaes Point |u'|m]|‘it's- b
segacd ngaimat the agaressor by the nggricved
plaver are listed in Tahle 25.5,

Htiman Threat:

Military Build Up

Every turn, cach computer player separately
volls a 200 1 shie volls o L she compares the

%
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Table 25.6 Computer Player Paranoia About The Size of Your Empire

Land Mass Game Difficulty Level

Size Selection Intro Easy Normal Hard Impossible
Senall 9/15/21 8/13/18 711415 6/9/12 5/7/9
Medium 13/20/27 12/18/24 1M16/21 101418 9/12/15
Large 17/25/33 16/23/30 15/21/27 14/19/24 137N

Numbers indicate the minimum number of cities that you must own to reach the computer players' Paranoia
Tier. The first number {or tier) in each set of three begets a -2 DP penalty. Being found with at least as many
cities at the middle number brings a -5 DP penalty. The largest number is the amount of cities you need to get
socked with a -10 DP penalty.

For example, you're playing a Hard difficulty lavel game with the world set 1o large land masses, Computer
players won't get paranoid about the size of your ampire until you reach your 14th city. After reaching that tier,
about every four turns, your relations with all other wizards will drop by -2 DPs due to their natural paranocia
about the size of your empire. After you obtain your 19th city, the frequency of their paranoid outbursts won't
change (it will still be about every four turns), but the degree increases to a -5 DP penalty, After reaching your

241h eity and beyond, their paranoid austbursts bring with them a -10 DP penalty to your relations.

size of her military o yours, If your total army
strength is double hers. you instantly take a
10 DI hit in your relations with her, If vour
forees are equal. there 15 a 30 pereent chanee
of suffering this - 10 DP penalty, When you
have half her strength. there is only a 25 per-
cent chanee of this same negative reaction. ete,

Thus the percentage chanee of suffering
this penalty with a particular wizard is based
on 4 sliding seale depending on the strength
ratio of vour twa armed forees. Note that you
cunt easily compare gross military strengths
by consulting your astraloger’s Arrny Strength
bar geaph. ("The value of each bar is the sum
of the total gold upkeep for all of o player’s
normal units, plus double the mana upkeep
cost of for afl their units.)

The Humian Threat: A Large Empire

Livery turn, computer plavers share u d4 roll,
I they roll o one, their mutual paranoia i
checked against the size of vour empire. (They
want 1o see if vou're hecoming ton powerful )

This is done by consulting Table 25,0,

Diplomagic Effects

S0, you think you can cast horribly nasty
magic spells and walk away unscarhed dip-
lomaticallv? Think again. Table 25,7 sum-
marizes the diplomatie consequences for
spell casting,

And when the gring gets tough. the wough
get going. When a plavers DPs dip below -
30 with a computer player, there is a per
turn chance that a Declaration of War will
ensue. as shown on Table 258,

Making the Enemies of Your
Enemics Your Friends

When you attack another player and inflict
damage upon her, any other player who is
wlso ar war with that player will be pleased
with your actions. Thus, vou enn seore Lo-
nns Diplomaey Points with these eoncmies of
VOUE eneimies,

Computer Player Cheating

After turn 100, when dealing with each other,
computer plavers receive donble any net in-
crease i Diplomacy Points due to positive

&
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Table 25.7 Computer Player Reactions to Various Spell Castings

Additional

Immediate Per Turn
Spell Cast DP Effect DP Effect
City Spells:
Call The Void -20 0
Chaos Rift -5 0
Corruption -25 0
Cursed Lands -5 0
Earthquake -9 o
Evil Presance 5 0
Famine -5 0
Fire Storm -3 0
lee Storm -3 0
Pestilence B8 0
Raise Volcano -50 0
Combat Spells:
Any Damage Spell -3 0
Black Wind -3 0
Global Enchantments*:
Armageddon 25 -2
Aura of Majesty +10 +1
Chaos Surge -10 1
Crusade -10 -1
Doom Mastary -8 0
Eternal Night q12 A
Evil Omens 20 -2
Force of Nature -20 -2
Great Wasting -20 -2
Holy Arms -5 0
Life Force -20 -2
Mateor Starm 15 -1
Suppress Magic -25 -2
Tranquility -20 -2
Wind Mastery -4 0
Zombie Mastery 14 -1
The Spell of Mastery*:
Spell of Mastery** -50 -25
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Table 25.7 Cont. Computer Player Reactions to Various Spell Castings

*These spells affect that playor's DPs with all computer players. Note that Herb Mastary, Just Cause, Nature's

Awareness, and Time Stop have no diplomatic repercussions.

“Also, each computer player has a 10 percent chance per turn of declaring war on a player casting the Spell of

Magtery.

Far example, if you cast Armageddon, you'll garm -25 DPs with all the computer playars; an additional -2 DPs
per turn with all the computer players; plus another -50 DPs (for each particular computer player) per volcano
that appears within the city limits of that player's cities. Yikes!

uetions done for cach other (e brilwes,
rade, Pence Trasties, etes ) This mak es it easier lor
computer players to avoid constaut and futile
bickerg among themeehves. allowing them
to foens more of their atention aoel enerey on
dealing with v

Also. when plaving ae the Flard diffieuley
level. all negative DPs carned by one com-
puter player against another aee reduced Ly
25 pereent, Lnoother words, compurer players
are more tolerant of cach other's fany pus. A
the hinpossible fesel. this modilier is inereased
1o 50 percent,

Note that gartor o e 100, computer play -
ers will no declare war on ven thieough their
own bitanive, Unless you offer o casus el

»o

.

Tour intevference has hoen tolevated
Long ercngf. OF course qeu Fnow £hi

Figure 25-6. A computer opponent gets
fed up with your actions and declares war.

by capruring onof their citdes or attacking
their Enchanted Forrress, the first 100 game
turns are your diplomatie grace period

Casting The Spell of Mastery:
The Enbd of Diplomacy

While researcfung the Spell of Mastery won's
get vou anto trouble, casting @ (in order 1o
win the game) wdl. At the point that one player
sturts o east the Spell of Mastery, all the other
wizards will e notified. and cach should de-
clare war on the casting player. Diplomacy will
cease 1o operate normally with wizards who
are casting the Spell of Mastery.

Casrs Belli: Why Wizards
Declare War

Lt us recap what provokes w comnputer player
into declaring war on another wizard:

& One of her cities was captured by that
player

& The other player is casting the Spell of Mas-
tery

=+ She has o Chaotie personaliny

& Sheis responding steongly (o a diplomatie
threat

& She s reaeting o the other plaver having
too meh strength on her Home Continent
& Her Enchanted Fortress was attacked
{withour suceess) by that player
& Militarist and Expunsionist (who are rof
also Lowfol) eonsider breaking their treaties

&
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Table 25.8 Per Turn Declaration of War Chance for
Current Bad Diplomatic Relations

Relations Level

Per Turn Declaration of War Chance

3110 -39 15%
40 10 -49 20%
50 to -59 25%
60 10 .69 0%
701079 5%
-80 1o -BY a40%
90 10 -99 45%
100 50%

and declaring twice wsoften as other compiter
plavers,

Diplomatic Stratesy

Alithough winning a game of Mester of Mogie
is seldom e diplomane matter (it is more of-
ten o gume of wacfare. hacked by magie and
vescareh ) itis pood o know whio your Irienids
are. Mo thar end, pop open the Magie Suin-
ey sereent every lew s, (s i suges-
tion, eheek this sereen, save every tirm that o
pew bnilding is completd sormewhere m vour
empire or every e vou discover i new apell
Pk sowe periodic ocenrrenee like dhat t re-
prvined vou 1o goin there and see wha is doing
what with whom.} Every time vou open this

serven, obiserye the treary icons o e pigghie ol

each opponent and vighe-click on all of the
thier wizards and keepr an eye on their e,
pnenan, el golel reserves, Always make deci-
sions of war aid peace based onthe most enr-
rent informanon available.

Matters of War and Peace

Vwoid wars with plavers whom you cannon
Beat relutively quicklv, 1o mlvintage is
lighe. a long and proveacred war conld leayve
you victorions bue bled dey s well behing
the other players who have been alile o peace-
fually expand. Ieis hetter roens vour lisses early

and prepare yoursell for o swift, victorious
cumpaign al wtime of your choosing.

When vou find yoursell i a war withont
vy prospects. don't be ashumed 1o kowtow
wind mnke peaer i yon can, Now, this might
b ddif il i the enery is Ruthless or Minia-
val I that proves to be the case ey (o Torm o
coulition of wizards 1o join you in o crsade
against your enemy {which shouldn't be oo
L 41 she hias an wnsavory personality or
objectivel. With enongh ol her empire nnder
attick. your chunees to get ahead in the war
and either sueeessfully sue for peace or elimi-
nate thit |r|:l)-|'l' Z0Way up.

Skating Past Cold Shoulders
Whenever you can’t deal with one wizard. deal
with the others and tey 10 set them agains
il wizard siving you griel. Basically, if one
wizard won 't alk 1o you fuce-to-lace, get an-
other wizared to stick a knife in her back. This
should distract an obstinate leaders atention
away from vou. ot least for a while,

Know How Heavy to Tread

Mthough wars can olten hegin by aceident
thronglh noeontrolled ieeamstanees, they, amil
the Peace Treaties thar end chem. are wsually
the produers of skillful engineering on
somenne’s part, You must learn o be thiv
someone, Tread heavily arovmd those whom

%




Chapter Twenty Five: Diplomiacy or “Mirror Mirror On The Wall...”

you would provoke into declaring wair on you.
Kill their garrisons at nodes and Towers ol
Wizardry, move next o their cities. and
threaten o atrack them, It won't be long he-
fore you have provoked them into declaring
war aon I\UII.

Always tread lightly, though. when yon
consider violating a treary and breaking your
aath. The negative modifiers the violation
presents are permanent and can often leave
you ||r|.'|ll|||1|1i1'.u]l) l'I‘i|0|J]I'II. |ll'I'|III’L—-f‘\'l'II 180
laved during the later stages of a game. Doall

}'I“I U T il\'l!l(l lllh-l'ﬂil neone \\1|fl]l|

you re trying (o court into ntreaty, himproving
vour relations with o wizard can be o slow
[Hrocess, bt i'.'u'rf!l”}' nurtired ,'_:III\II relations
can all too easily drop like a stone if you rread
heavily,. When you need something from o
computer player. approach her slowly and

carefully, and walk on eggshells every step of

III.(‘ way

Exchanging Spells
These deals must always be considered on the
merits of the individual apells being ex-
changed. While you will always come out he
hind on these deals onon straight research cost
i key piece of mugie
that you need among another wizard's offer-
ings

Note that if vou have a wonderful new spell

bisis. you might fi

that every other plaver wants to trade for, vou
may wan o trade it to them—all of them! In
this way, vou will get multiple spells back for
mading away the same spell {to multiple play-
ers). whereas trading this spell with only one
other player would leave vou at a disadyan

Hge When You el treadde that 5 " .-qn'" Wi,

three, or more times (o different players. you
come ot way ahead on the deall Usually
however. this ean only be done if you're the
first 1o diseover a good Arcane spell such as

\wareness, Create Artifact, Disjunction,
Summon Champion, or even the Spell of
\':Ml‘l‘_v

In Tact, one good way o bring another
wizarid down is 1o give her the Spell of Mas-
tery. il you have iv, Nawrally, she will cast it

and carn every other player's enmiry in the
process. Not only shoulid this help you gei
other computer plavers off your back while
they gang up on the wizard you just traded
the Spell of Mastery 1o, bat you can even
joircin the crusade against her and pick up a
few pieces of her hesieged empire (hehehe),

Offering Tribute

When your want a treaty with another p|uyrr
badly enongh, some major kissing up, by way
of tribte, might be o order. Generally, vou
should always give another wizard o rela-
tively harmless spell if you can. at least for
the first six times vou offer tribute, This will
maximize vour positive Core Reaction’s per-
manent modifier with thar wizard, Alter
those fivst sixspell tributes, you are still likely
Lo earn more positive Diplomacy Points by
olfering spell bribes cather than cash, and
spell tribute offsets accumulated Ouath
Breaker penalties, oo, Remember, you can-
not radse your DPs above <35 while ar war
with o plaver. no matier how frequent or
generous your rilite!

Turning Our Backs
n Diplom cn
Insert Knife Here]
By monitoring the computer network s, we'ye
heard muny players complain that they

dido cunderstand why a e waputer player did
aly il-
fully examined
all of the elements o ths chaprer, other

this or that or reacted in some seen

logical way, If vou liave ea

wizard's actions should make a lot more
SETISE TIOW

Also. we've noted those who've com-
plained ubont Chaoric leaders, Chaorie lead-
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pre have their own problems, since they are
seldom able 1o keep allies for long periods of
tine and often find themselves fighting in war
after war. In other words, they have troulile
sticking to a long-term seravegy, 1 von don’t
like them, we urge you to mark them for ex-
tinetion anid take them oue of the game first,
or hit the [Alt]-[P] key until you have none
left in the game. We think Chaortie leaders are
quite realiztie and have noted many diplomatie
maneuvers on human players' parts that made
Chaotic leaders look like Glhandi.

Finally. one diplomartie option that yon
might be looking for, bur won't find, is ex-
cluded from the game. That would be the
“Broker a Peace™ option. You woulid want 1o
use this between two other warring wizards
so vonr ally (whis one of them] doesn’t drag
you into her stupid littde privare war that you
don’t want to light,

All Politics Aside

And that, dear innocent gamer. is o concise
look at the complex diplomatie web thar is
spun in every game of Master of Magie. Hope-
fully, you now appreciate the strengths and
limitations of diplomaey, and recognize it as
another ool for vietory, By learning the dirty
details of Diplomacy Poiwrs, onth hreaking,
and how various game play asprets affeet dip-
lomatic relations, vou should be better able
to deal wich those artificial opponents who
challenge vou,

The diplomaric machinations in Master of
Muagie ave meart to be casy for you o interact
with: they were designed to be logical and
chiallenging to compete against, They were not
meant o be tanght o you, ag we have just
done, This was o complicated subject, nnd we
hope we explained it elearly, carefully, and
thoraughly.

From here. our nexi global consideration
is random evenrs, While vou do not have o
sulfer them, they make the game a bit more
interesting. particnlarly with the occasional
lasting events such as Good and Bad Moons,
Population Booms, and Mana Shors. For ull
the logic in what's vandom, murn the page.
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heve are three eategories of random

events. The liest is when opportunic

knocks in the Torm of mercennries,
heroes, or merchants bearing items. These
were all thoronghly covered in Chaprer 4wl
won't be digseussed here,

The second type of randorn event is the cre-
ation of rarders from neatrad eities. and ram-
paging monsters fronvumeonsuered nodes nned
lairs. Finallv. of course. there are the game’s
actual random events, These larter two ent-
CHOrIes ane the -.lliljrl'l of this 1'lu||:|('|'_ Exere-
ment happens and were here to hielp you sor
icall o

Random Events

Althongh they can be switched off using the
o “\‘l'llinp;'-i men, mast |n~np|a- |m"|'|'r 1
play with rundom events on. Brace yourself
for o whirlwind explination of evervihing
there s o know about vandom events,

Frequency
When the event clock is set 1o zero (ns 10is al
the start of the game) there is approximatily
aone pereent chance that an evenr will ocear
that turn {aetually dhis vanges From 006 per-
centar the lneeo diffienlty level o 1.2 percent
at the limpossible level but figure aronnd one
peseent ). Each turn. the percentage of a ran-
dom event occurving nerenses berween 0,1
pereent 1o 0.2 pereent (again, depending on
thie difficuly level ). The median length of rime
bitween random events is shown in ‘Tahle
20,1, (Le. hall of all randon events will oc-
cur belore thar number ol tuens have possed.
hall will oceur afterward. Most e likely 1o
oceur aroutd that number of tems, howeyer, )
After o random evenr oeeurs, the event
clock shuts of{ for live tens. W starts up again,
reset to zero. on the sixth turn after the last
random evenr occurreed,

Event Determination

Whenever o random event occurs. the com-
puter selecrs from the entive list of events in
the game, Thus, the same event can oceur sev-
eral times in g row,

Some events will e exeluded due o a con-
fliet, for example. if the event is already oe-
curring, Also. certain ongoing evenis cannof
oceur simultaneously {Good Moon, Bad Moon,
the Red, Green, and Blue Conjunctions, and
Mana Short), Note that a Meteor Storm or
Diplomatic Marringe cannot occur before tarm
150 (i.e.. June of 1412 on the game’s calen-
dar as found through the Historian),

Deciding On the Victim

The recipient of anevent is hased upon a pro-
portionally weighted seale. This scale is the
same one ns shown by the Astrologer, com-
bining magic power. spell research, and army
strength,

To determine who is hit by a bad event, all
players put o number of lorto balls ina fish
Bow! equal to the value shown by the Astrolo-
ger and one is pulled oue, Thns, the mightier
players have a proportionally greater chanee
of getting slapped. For o good event. an op-
posite procedure is used so that the weakest
plaver is likely 1o be blessed by i

When a city must be selected for o par-
ticular event (Plagoe, Earthouake, New Min-
erals, ete,), it is chosen randomly with one
caveat: the compurer must select a vity whose
raecinl unrest difference is no greater than one
(see Table 1520 Thus, only
“gers along” with your primary raee are con-
sidered.

ities whose raee

Random Event Listings

The following is onr examination of what is
really happening when a particular random
event occurs. Brive voursel L.
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Table 26.1 Median Time Between Random E_vents

Difficulty Median Number of Turns

Level Between Random Event Occurrences

Intre a6

Easy 40

Normal 38

Hard 36

Impossible 33

Bad Moon

A Bad Moon doubiles the muna preoduced from
the shrines, wmples, parthenons. and eathe-
drals of wizards with at least one Death spell
book. This doubling oceurs after the effects
of Infernal Power and Dark Ritwals have been
applicil. Ir also halves the mana prodiced
(rovnded up) from these sawme mstttions
Lelonging 1o wizards with ot least one Life
-'illl‘“ tlllllk.

This event lasts a minion of Five s,
On the sixth ourn, there isa 10 pereent chanee
it will e, inerensing by +5 percent per tarn
thevealter. Thus, the minmam duration for
this event is five turns, the maximuom is 23
turns, and the average duration is nine turns,

Conjunction

Lach of the Red. Green, or Blue Clonjunctions
doubles the mana produced from the appro-
priate colored nodes while halving the mana
produced from the other two colors” nodes
{I‘ilt'il coldor is totaded and then rownded tllm’ﬂ_:l.
The duration of these events is the same as
for u Bad Moo, above.

Depletion

This bad event will couse o random city within

i plaver’s empire to immediately lose one of

its nearby mineral deposits, Note that guork
and erysx erystals cannot be depleted by this
event.

Diplomatic Marriage

Again, this good event can’t ocour before tirm
150, One random neutral city, il one is avail-
alile. will join the lucky player, provided the
interracial tension between your primary roee
and the neureal eity's raee is less than one {see
Table 15.2).

Disjunction
I there are any global enchanmments carrently
i effeet, this event immediately sl them

ull off.

Donation

This good event immediately provides the
giftee a random amount of gold between 105
and 600,

Figura 26-1. The gods will smile on
you on occasion.

QY
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Earthquake

Thi= bind event has the sarne effect on the
vietim's randomly selecred ey oy an Farth-
quake spell. Bach building stands a 15 per-
cent chanee of being destroyed, while all unins,

exerpt those that are non corporeal o fIving

Latve a 20 pereent chance of dying, Note that
| B

Earthauakes can hivyour Enchanted Fortress
iy,

The Gift
I his good event beatows o randon iwem from
the full st of all 250 items (with no Lt

i value! ) to the eifiee

Good Moon

Fhis is the opposite of Baidl Moon. above, Wiz-
an |:- W 'Iih | .i!'l' .~|||'" 1mn|¢-i receyve I|Il' In'llt'“l
while wizards with Death spell books reecive
the prenaliv,

Great Mcteor

Ihis it of boad news hies a condom eiey in the
vietin's pmpire like a Call the Void spell Fyv-
ery building in thar eity s o 50 percent
chanee of being desroved and every unit in-
medintely sulfers 1O hits wiath no delense o

resistanee,

Mana Short

Al sonrees of magicnl power ceaso o proy ik
mann while this event is i effecr, Note thu
vou'll still revelve research points from your
libraries, ete, Also, heroes will sull have their
spell skills 1o support you in battle A Muna
Short lasts as long ns Bad Moons do (see
ulm\'r].

This puarticular random event requires some
strategy 1o cope with, When o Mann Short
ncenrs, chieck yonr mana reserve. Remember.
vou're stll obligared o cornplete any spells
vou're o the middle of casting and pay the
npkecp on wseful enchiantmens ared fndustie
uin

ereatures. Bevond this, you'll wane o

VOUE restryve 10 support YOur (roops imn cem-
bt
Remember, the average length of o Muna

Shor s mine tuens, W doesne ook like you
IIII‘I‘ P‘II‘I”'_'.ll [NRTCRRELY |I” I\'lmr I'eEserves 1o I||l||\'l'
" 1h|m|;;|: it least a dozen turns. start shur-

ting down varions enehantments and dismizs-

g Lontastic nnits, You will simply have 1o
keep yone fixed mann expenses inline if vou're
to retnin a proper reserve for hattles during o
Mana Shon

New Minerals

his Lt of good news provides the recipient’s
city with a new mineeal deposic. (A hug in
sorme versions of the game tnentions one cin
ae receiving this event, when i has actually
(TLR {4 that

ll('('lll'l"‘ll at i Terem ey |||-|u|
s plaver ) There is o 25 pereent chianee
the city will receive a coal deposit and o 75
percent chanees that one ol the following de-
posits (selected at random will e chosen in-
steadds golid, gems, mthiril, or (even i the city
s o0 Arcanms!) adamantnm

Piracy
Fhe bad news for the recipient is that o ran-
dlom amonnt bevwesn 30 pereent and 50 per-

Figure 26-2. A Mana Short always seems
to happen at the worst possible time.
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Table 26.2 Raider Generation Table

Difficulty Average Raider
Level Frequency Count*
Intro 30 rns 1
Easy 20 turns 1
Narmal 15 tums 3
Hard 12.5 turns 4
Impossible 10 turns &

*This value is halved, then rounded down for a raider force appearing en Myrrar before turn 200

vent of the recipient s gold is taken, Piracy
wou 't happen 1o a player who has less than
100 gold in his or her reservie.

Plague
This is another bad event that will hit a
player's viey {exeeption: a city with o popula-
tion boom is immune (o plagues). It works
like the black spell Pestilence (see Chaprer 9).
v plague lists o minimun of five tums,
Beginming with the sixcl tuen. anl ench tnrn
therealter there is o 5 pereent chanee of the
plague ending {which means plagues can last
afong vime! ). However. a plague ends anto-
matically when a eity's population reaclhies two
population points, Note that o plagne stops
before it ever starts iF i hits n city that has
only one population point.

Population Boom

hi= happy event doubles the population
wrowth in the eitv i alfects cach rarm, Note
that a ety with plague will not be selected for
a popilation boom.

Like o plagoe. a populution boom lasts a
witbmum of five twrns, Beginning with the
sixth cuen. and cach taen thereadter, there is a
O pereent chance of 1 ending,

Rebellion
Oaly three tvpes of cities can't rebiel: those with
an Bochaned Fortress, those where the fan-

tastic creatares outmmber the vormal anirs
at that eity, and those where a hiero is loeated,
Otherwise, o eity that rehels becomes neutral,
its fantostic erentures dishaned. amd all its nor-
mal units hecome its nentral gareison s,

Raiders and

Ramipaging Monsters

When, where, and how many raiders and ram-
piging monsters appear s ieickier w explain,
but we'll give it o lash, Note that the game
diffienley level alfects both the frequeney and
strength of these ronming units,

Raiders

Raidlers are generated by a neateal ity on the
same eontinent {group ol contiguons land
sopuares ) as o non-neatend city, When a raider
is generated, ivappears at |'a|||-|u|n!y selected.
qualifying nearral city. Tuble 26.2 provides
more information about raiders.

Raider groups are formed primarily by the
compiter cloning units in the espousing neu-
tral city, rather than stipping them from s
garrison. Ouly one unit in three is actually
remaoved from the gareison, thus reducing its
size. when a raider foree is formed. "The expe-
rience level of these raiders i= game-tum de-
pendent and is shown in Table 263,

The Raider Count eolumn feom Table 20,2
vefers to the masinnum number of units that
can appear i the eaider’s sk, 11 any plaver’s

()




Master of Magic: The Official Strategy Guide

Table 26.3 Raider Experience Levels

Game Turn Experience Level
1 to 40 recruits

4110120 regulorg

121 1o 250 veterans

251+ alite

Eanchanted Fortress = on the snme continent,
the muriber of unis i the raider foree gener-
ates will be decreased by one-third.

Thie weral number of vaicer nmts creaced

15

# Units in City x Game Difficulty / 6 {with a
minimum of 1 unit)

Game Difficulty = 0 at the Intro level, 1 at
the Easy level, 2 at Normal, 3 at Hard, and
4 at Impossible.

Rampaging Mownsters

Rampaging monsters are generated by aneon-
quered lairs and nodes on the same continent
{ronp of contiguous lund sopuares] ns i non-
neutral city, When s rampaging imonster gronp
i~ wenerated. itappears ata randomly selected,
quilifying site. (Bxeeption: o lair with Life
crentures lor s garrison teeer generntes ri-
paging monsters! | Table 20,4 provides more
information abour rempaging monsters.

The earliest thae campaging monsters will
appear is tuen 50 Land aogroup ol them is al-
ways genevared on tarn 50, cuneanteed ) The
color of the ereatures genevared will be the
same color as the garrison of that node or lar
Lagain. Lile ereatnres never rampagel].

I the lair generating a gronp of rampaging
monsters is on the same continent as any

pliyer’s Enchunted Fortress, the strength of
thie group is halved. Nore tha if pore K-
clinnted Fortress s on Myrror, rimpiging

rionsters will hiave aalighily greater tendeney
o appear on Myrror,

The aetval steengih ol w group of mmpag-
ing tomnsters is based oncthe computer derer-
mining an amount of mana to spend on croa-
tures of the appropreinte eolor aod then shap-
ping Tor them randowdy, throngh the st of
pvery monster in that eolor i van allord 1w
pureluse within s remaining budget, one unit
at o time) wntil e has less than 25 mana 1o
By nore (oe uneilin hies generated w hull stack
of nine rampaging monsters 1 The amoumn of
AN =pent on rmpaging monsters ik shown
in Table 26.5,

Sclected Advice

Although most of these evorns are ol the pie-
in-the-laee viiery (hitring von ond of the blue
while the compurer. we suspeet, luughs). they
o provide s play balance element in Master
of Magie. Aier all, the mighoy end o get the
bindl news while the weak tend 1o snjoy the
vcasional boost from good events, As for raid-
ers and rampaging monsters, they're mueh less
diseriminnting. Just be glvd when theyre vour
neighbiors problem and not vour own.

Next, we take a relasing step bk o re
view a few enely game sieategies. These will

fresh your memory ol sorme of the g
vant points for early game play and help yon
teach others how 1o get ramped up lor g good
warne of Master of Magie.

%
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Table 26.4 Rampaging Monster Generation Table

Difficulty Average
Lovel Frequency
Intro 50 turns
Easy 33 turns
Normal 25 turns
Hard 20 turns
Impossible 17 turns

Table 26.5 Rampaging Monster Strength

The formula used to create the amount of mana spent buying a group of rampaging mensters is:
Turn # x (Random Garne Difficulty + 1) + (Random Gama Difficulty = 13/ 5

Random Game Difficulty is a randomly generated number from zero to x, depending on the difficulty level of
the game (x = zero for Intro, one for Easy, atc., through four for impossible).

In practical terms, this mana shopping budget can more easily be seen as a range of numbers based on the
current game turn, Notice the pattern:

Difficulty Level:
Turn Intro Easy Normal Hard Impossible
50 20 20 to 40 2010 60 20 to 80 201w 100
100 40 40 10 80 4D to 120 40 to 160 40 to 200
150 60 60 te 120 60 to 180 60 1o 240 60 to 300
200 80 80 1o 160 80 to 240 80 to 320 80 to 400
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o stuted i Chaprer 1 the authors

a=stnee that the veader is alvewdy Ta

wiline with Master of Magic. It fol-
fows as i L assumption on oue prire there-

II‘II

fore, that vau ve aleeady developed som

apening sirategica on your own However, i
is often helptol to compare nores and see whan
ather pliyers are dotng. Also. when teaching
Vaster of Magic vo others. i is gond to have o
few organized thoughis on the subjeec ol varly
crupire building. To ful il hoeh of these needs,
we present this chaper

Pre-Game Spell Selections

Althonmgh we've aleeady covered most nspects
ol pre-gume decisions (Chaprers 4 o O3 there
i= one aren left unexamined. Before the gnme
lll'_ﬂill:i. Vo gt Lo |li1'|\ o eertain number of
spells thin will b i your spell hook Lalong
with Magie Spirit and Spell of Revurn, which
all players stoet with], Generally, these will

b common spell= Here e our tips on good
comimon spell preks o make an the heginming

Life Magic

We wonld pick Healing fivst wl Just Canse
second, The Tormer will keeps vour units alive
during desperie Tateles, while the lntrer will

Figure 27-1, Picking guaranteed spells
al the beginning of the game,

pase vour gold worries and can bring vou he-
racs and iereenaries more often !llll'ilij.'. the
crncial enrly game tuens: Our third choiee
would he either Badurance or Holy Armor.
Phe exorn movement grantedd foa unit by the
former o the +2 shields gramted (o a anit by
the Latter can greatly enhianee the abilities of
units commonly buile during the eurly stages

ol o game,

Death Magic

Our first two choices would be Black Sleep
anil skeletons. The former is uselul for neu-
tralizing enemv units in battle while the lat-
ter can he nsed wo generate o fast, cheap. ex-
penduble arrny i o time Hlar— thos getting
you off 1o a flving start (onee von haye some

mana ineome to speak of), Ouwr ihind choice
would be Dack Ritaals, alihongh we're con-
tions abiont easting it antl woeiy has grown
(e o bie (since islows population growth ).
Sl che double oo inearne from rehigions
instintions, particulady varly in the game, can
significnntly inerease vour mana income

Chaos Magic

I vedd magic, we believe ine getting the Fire
Elemental sl Eldriteh Weapon spells om of
the ente, The Tormer is a pretiy decent unit
that can only be summoned on the bartlefield,
whitle the larter wakes an enemy unin’s de-
Ferrses warse ngainst [eiendly units enchanted
by this spell, For our tectiary selection, we
woulid opt for either Hell Houuds or Shatrer.
10 At
¢ oereatures (dae 1o

The former is o reasonably cheap
mon that con atiaek Mying
s Lery breath: the luceer spell reduees an

eneimy unit's attaek strength o one ineom-
bt

Nature Magic

i First two |-in'L.- wonld b Wby andl Farth
Laove The former is o dommn useful combut
spell thar hiolds weeak nnits for o long |u-l'ilnl
ol e andd gronneds flving ereanares for the

3
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turntion of o butile, while the larier will help
vou diseoyer the map in record rime. Aler
that, Alan wd Petra opt for ethier Larth 1o
Mud or Warter Walking. The former ereares
an obstaele on the badefield that a cunning
warrior can exploit in combat. while the la-
ter can enclinn vour kev mmirs (like heroes
and settlers) and get them ueross the water 10
more easily expand your empire’s reach (which
is particularly wselul hefore your ship buili-
ing hegins). Tom’s favorites after Wely are
Stone Skin and Giant Steengih because he
enjoys having the best possible troops on the
bartlefield,

Sorcery Magic

Our first picks among the Blue eommmon spells
would be Phantom Warriors and Confusion
The former is o cheap, hard-hiting (bt quick
dying) unit that vou can summon in batile,
while the latter spell can eause the enemy more
than o littde griel in combar, Aler those.
Counter Magie, Flonting Lsland, and Guard-
tan Windd are all good seleetions, Counter
Magie will sqpuish on enemy’s spells in com-
b before they're cast. while Guardinn Wind
will give a unit inmunity from missile atiacks,
A Floating Island is uselul for sending stacke
al units across the oceans and is of particular
value when massing up to attack an island
node.

Developing Cities

You should try ta develop ot least one city per
race toits limit, This way, vou can select from
all possible univ types w build there and re-
ceive the maximom bevefits that the race has
1o offer, You st be more careful when de-
veloping other cities of that raee. Noi every
city will show a profit in gold {see Chapter
! )}, Often, you'll have w cither develop eities
in o way that maximizes vour goldl inecome or
assign vities that generate o lot ol production
poines to the task of making reade gools jost
0 keep a positive cash flow.

What Buildings
to Construct First
There are muny ~chools of thought on this
subject and seveeal vrintions ameong common
themes, We prefer to maximize urban growih
vales as our top priorivy, pansing only o make
sure that o new ity s wdeuately garvisoned
(see bedow ) Therelore, we apn for the uilder's
hall. gramary, smithy, markeiplier, farmer's
marker path at every new city. Onee those
buildings are in place, that eity will have o
healthy cash low and o rapidly growing popi-
Lation. Froni there, examine your needs care-
fully hefore construering the next building at
that ciry.

Note, vather than consteaeting o new build-
g at chis pointin a ity s development, seri-

onsly eonsider switehing thar iy prroddue-
tion tohonsing for a while, v ean, at this poin
il i wew population point every four tirms

0" s,

New City Garrisons

Whenever possible, we ey (o ereate new city
risong al old, established cities and then
mareh them over, That way, the troaps are
radsed Laster and may have a ravk or two of

l'.\gn-l‘il'ln‘a- when tlll'_\ are erentedl, thus |-
vidhng betrer qualioy vnit= {and for the same
rost as reeraits, oo,

Wee also setle for spearmen as ciey garri-
sons during the carly part of o zame when
upkeep costs are aomajor coneern {they only
vatt food anl reduire no wold for l.lplu'l-ln], Al-
ter gobd ineome ceases 1o be a problem. we
upgrade one gaevisons with betrer onits (w hile
stll indlul of cash Tow !,

How many unirs should be oo ciee garri-
7 As o rale of thumb, keep s least two
nnits when playing e the Intro, Fasy, or Av-
e cilficaly levels, four units wt Fard, and
sixont hinpmssible, Note thae these are all pairs

©r

ol normal unirs, sinee each pair prrovides the

nidled welvantge ol suppressing one vioter,




Master of Magic: The Official Strategy Guide

Early Exploration

\¢'I||||||}. this .-'!Ill_il'l'l was very thorol '-"l." OV -
ereel i Chapree 14, To recapy explore nsing
Earth Lore wheneyer possibles send ships to
ontline the worlid's continents, Magie spiris
ke good exploration umits early on hecause
they are cheap and can cross water without
ships. Be sure to fuickly explore the conti

nent that yon start on!

Early Colonizing

Don't want oo long before ereating your lirst
colonist and lounding o second city, Although
they re none oo bright abont trans-oceanie
and trans-planar eolonizing. cormputer play-
ers will fill their starting continent with new
vities i a flashe 1 vou don’c want o Fall 100

fur bebind i the early empive bailiding ree
vou'd beteer be colonizing

Remmermber to eseort your sertlers with o pair
ol spearmen least. This wall ll-‘ill thiseonr-
nsters hoth

ressively, too

vders and rampaging 1

e e after nosettler converts 1o an out-

ot

Nip: fanother plavers setthor is Tound elose
o your (el proclaimed ) erritory, shndos it
closely with some of vour troops, This will keep
it from hecoming an outpost and sertling
where vou don’t wani it o,

Engincering

Build an engineer carly, if you can, Use it to
connect vour empire s cities together by ronds,
This grestly facilitates the cities” mutoal de-
fense and eyven improves their golil produe-
tion through inereased ade,

Whatever Floats Your Boats
Overseas empires mandare o fleet, 1 yon're
playing with =mall lanid masses, an early <hip
or twao is a necessity, A Tleet can he psed 1o
deny the enemy vasy aceess 10 vour ishands
aned will zain you an offensive posture plus
superior exploration porential. Never under-
earimite the vadue of o good Tleer

Iron and Coal. You Dig?

Find o good city site that encompasses ws many
ion and coal resourees ws possibile. This will
b your soldier factory, <o fomnd o eity on this
site s enrly s vou can and buaild up every

it type and experience iimprovernent Linlil-

g (fighter's guild, war college) there that von
can, After that, the new unit puechase dis-
connts afforded thar city by these wwon wl
conl resourees will keep vou inoarmies for the
rest of the gane.

Your First “Killer” Army
Coenernlly, you should build vour fiese killer
staek arouwnd the Bret heroles) von can aflord
to hire, Back them up with o tall pile of whing-
ever other units vou can afford and use tha
gtack to prvopen whatever you ean find. Just
b siure (o save the game before every hatile
<o thai, if things don’t go the way you like,
you ean relond the gome and not repeat vour
mistuke the nest e

Early Targets of Opportunity
Poke vour nose into every lair you discover
{see figurey 27-2 and 273} 1 might be un-
ocenpied and provide you with some free

or i crystals (hoth of which aee vitally

You fiave foiand n

rartersouns cave

Figure 27-2, Be sure to peek into
every lair you can
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important during the carly stiges ol the game !
You may even discover o weak neighboring
city that you can ensily pick off. Do so. par
nenlarly 1 the city is neateal, Rapidly adding
another ¢ity 1o vour ciipire ir.—e}u'-'lnny il i's
ol o differenr vace) is o grear hoon 1o your

carly growih effort-.

Early Conquest Priorities

HT"!';I":’"' i'(li"l"‘f'll ﬂl"ll"‘ are w constant, \'“lll
uble sourer of i, vou should try o cap-
e ar least a few of them as an carly priorin
It very imporiant o estabilish as lavge of o
s ineonne as possible carly o the game.
Mot of what manag provides will come 1o you
in the long terme. so stuet planning vonr mina
ineome future ns early as possibile

Early Spell Research

When in donbit, always pick il Fastest spell
that vou can researeh (e the one o the
upper-lefe hand corner ol yonr vesearch
piges ) Know that eombiat spells, howeyver. are
hetrer o research |'ul'|_\. s Till') Il ]n'l[} vou
l'““ll“l’l' IHi-l'". "Ill]l'.". "llll POOW R SOather, ll
wally, remember that vou can’t research o

higher level spell i any color umil all lower

level spells in thar ealor have been either re-

Figure 27-3. You can sometimes even
find spells in empty iairs!

search or exposed in your Research Book, [For
example, you can't research an uneommaon
Life spell anuil all of the commuon Lile spells
lave either been vezearched or are already
listed i the Research poages of vour spell

l;l IUL’. }

The End of The Beginni
AND Tnc 13c5im-|insS .ofrI T‘:g

End

Basically. the early stage of a game ends ei-
ther when vou have a Tower of Wi
are exploring the other world or when you
luve no real prospects for peacelul growtlion
the world where yvou started. A than point,
batren down the hatehes and move 1o vonr
tough. game-winning play and straregies (like

ardry and

those we've tnugh vou in previons chaprers),
ther the

T thie iext chinpter. we ve pait
sasorted items thae were left an the eatting
room (oo, These are agsembled i our eadi-
tonal Odds & Fods chapter whicl s always
(illeed with interesting miseelluny, Beyvond tha
lie the appendices, siretching out hefore von
like the showromms of tabular information thi
they are.
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fter the languet of information pro-

vided i this book, vou certainly need

a laxanive. This ehaprer provides ull
of the little nuggets of information we found
for this tome thar did not G neatly elsew here,
Raother than discard whar wos lefeon the print
shop Moor we've swept them here for vour
final inspection,

Comprehensive Game
Difficulty Analysis

When vou choose a difficulty level 1o play,
exaetly whar elimges? In table 28-1, we have
sumnarized the differenees,

Computer Player Habits

The following sections offer u quick peek into
the computer plavers” hrains, Consulering the
lamentabli st of the Alin Master of Vagie's
carly releases, we nse the word “hrains™ loosely
Ill'n'.

Computer Players Spells
Have vou ever wondered how campniter play-
ers are paying foe all of therr enchantmens
undl funrastic uniis? Especially when vou take
i look ar their profiles and see their miniseule
qquanticies of mana and gold? Well, compurer
plavers are big on wsing alehemy o convert
gold into mana o pay their steep uplkeep cosrs,
This mabes then vasier to deal with in bartles,
they often don’t lave enongh mana
pay for hrutal combin spells,

When computer players start running low

Sitce

o mani, they will dishand famtastic units and
enchamtments, However, those nasty global
enchantments are list oo their list of things to
climinate. 8o don't expeet those Meteor Storms
or Great Wasting spells o disappear any time
soon, even when von re pnlliu,'_r the hurt on
vour enernies” mana supplies,

Note that computer plavers really like sun-
moning spells. They like then so meh,in faer,
that it is futile for vou o Spell Blast them.
They I just tarn arond and cast more. In

addition, they phlrr- i |1i5.;|l Tty o res
seqreling Summon Hero and casting i repeat-
edly onee learned. This is ome reason why eom-
puter players always seemn to have an early

ane full e

nplement ol heroes i the game.

Computer Players Cheat
There ave several wavs that compmier players
chear. Firat they always know the strength of
lairs without entering them (Appendis €
This may be one renson you will see somany
mnexplored lairs within their tervitories Thes
donot seem o place o high priorite on gral-
hing free loot from luirs dyow can usnally wan-
deraronmil and grab such loor before the com-
[Hater players even consider doing su),
Computer players also have an ndvange
at the higher gaie settings, hoth ceonimi-
cully and diplomatically. In geneval, computer
plr'l}
Cmana, gold, production. ete ] aml are far
more forgiving of cach other o they are of
vt (e Chaprer 25 Tor more information
on diplomacy between your Foes. |

ra receive extra incorne of all types

Interestingly. there 5 0 veverse cheat in
Master of Magre, ns well. Only you, the ha-
man player, ger any fame bonnses from kill-
ing very rare fantastie ereatures (Clapter 41,
Sinee you also have the extra cheat of being
able to suve and reload games. vou can mod-
erate the number of fume points von eaen or
lose in bantles, This is why, wath cunming play,
vou will generally see your fume level far sur-
Jrass thae of COMPULEr BpPOLens.

Computer Players in Combat

Compared to vour intelligent strategies anid
tacties, computer plavers forees rarely exhibin
meh b the way of combat el l;
ficial or otherwise ). Firse, they tend o b re-

enee (uri-

ally reluctant 1o anack vour weaker vities or
unirs, And while they place n high priority on
‘TTI'J"i]]:_‘: y”l.lf' ||”(I|'."'_ I}ll'l\' -"*‘I(IIIIH o llfll'l' -
conguered nodes on their own,
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Table 28.1 Game Difficulty Summary

Area Difficulty Level

Affected Intro. Easy Normal Hard Impossible
Initial spell/skill picks

for CPs (Ch 25) 1" 1" 1" 13 15

CPs must select from
limited starting races?* No No No Yes Yes

1 or 2 CPs must start
an Myrror? MNo No No Yeos Yas

You can create

# custom wizard? No Yas Yes Yes Yes
CP Population/Outpost

Growth Rate 100% 100% 150% 200% 300%
CP Production Points, Gold,

Food, and Mana Producion 50% 100% 150% 200% 250%
CP Spell Research Multiple** 100% 100% 100% 10% 125%
CP Upkeep Discount Multiplier 100% 90% 75% 60% 50%
CP Negative Diplomacy

Softener (Ch 25) MAA NIA MN/A -25% -50%
Your Hero's fleeing success 100% 100% 75% 75% 75%

Median Time between
Random Event occurrences 46 40 K] 36 33

Maximum number of CPs that
will declare war against you

concurrantly {without a casus belli) 1 2 3 a A
End Game Victory
Paint Multiplier 5 ] 1.0 2.0 3.0

CP = Computer Player
*Only Halflings, High Elves, High Men, Klackons, or Namads can be chosen when starting an Arcanus.
**Mulliplies the adjusted total amount produced on a per city basis, rounded down,

&
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Forthermore, iF you nttaek one o theis

|‘|\ ||~. Vit Iilll'ﬂ' W ll”ﬂ

i

willedd eities, they will v

even when i°s o there advanage to do so,

von know (or will find oue), o big advam

to moviog frorm civy squiees is that vour baild-
ings anel eitizens wom't get sqpuashed by the
wts when g town's

stormping boots ol sneimy
!|I'|II"III||'I":- Wre overrin.,

Lhe computer plavers, when conrolling
lieroes in eombat, tend o expend their mann
on relatively useless spells instead of divert-
(HY it |:Il|1]l‘|l lethiad mll;:n'l’ atlacks or 1o
cast worthwhile combar spells.

Enemy units on the banlefield wend w -
get units they can kill in the shortest number
of antacks (e your beast duralile anits ) Fur-
thermaore, i they are attaeking one of vour
cities and they enn't teget vour uni Gl vou
lave Nying units and they don't. for instance)
they will march steaight for your city sqmares,

1o stomp on then mercilessly (thus increas
ing the post-cormbat damage assessment i the
city )y b combat ends,

When vou're in baode against coemy units,
Yo w ill find it almost hopelessly ensy o eon-
luse them. ”‘I\ull can move veur umits soohat
they equidistantly Hank cnemy troops, the
enemy units will frequently not move ar all,

Danidosetle Lalomine L ol Magiel dofail Bla |

Covrvent Stntks Of Wiyavds

Figure 28-1. How do you measure up to
your opponents? Ask your Astrologer.

Pheir indecisivencas can saye vour armiecs
My e s ovaer “III'" II'i"lI Iill{f”‘l'}\
Aclditionly, spells ke Fareh oo Mud freguently
send enemy unirs seurrying o get out ol mud
|n;|l|'|lr-‘ or oo mave aromld them, when it
would be more proliable for il
divecthy toward your nnits.

fo mve

Drawing Comparisons

The Astrologer aond Historian Tunetions both
provide aoneasure of how vour wizard vom-
[HIFes 1O Every other wizard that vou ve met,
|II lil!' SCCLIONS in'hn\ W Iul-'l' i FIIIIL i |u|\\

the ne determines o wizard 8§ power
Astrologically Speaking

Have you ever wondered what exactly the
Astrologer graphs ure measuring? Table 26,2
answers tha queston,

Historian

Phe Historian shows a graph ol 1ol wizard
power over game time, The value shown on
the geapl is the sum ol Magie Power. Army
strength, and Spell Resenrely for ench wizard

{Tuble 28,23,

Special Keys

There are o dew keva that you might ke Know
about if vou play Master of Megee a lol (as we
|1i|\'|‘:-:

B, Pressing [Al]-P i the Main Movement

seereen serambles computer

yer persotiali-

ties, Thi= s 0 good wav Tor yon to weed ont

wizards with Chiotie or Maniaeal tendencies.

& [1110] is o auro-save key, When you hit
this button and leave the gaame, vou can re-
stnne vight where vou lelt off by ehoosing the
Continne option when v enter Measter uf
.'”ri"_{tle'.
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Table 28.2 The Astrologer

The Astrologer’s Scale has three camponents:

1) Spell Research = Sum of Spell Rankings for all learned spells / 8

Spell Rankings range from 1 10 40, from the spells with the lowest research costs {20 research points) to the
highest (6,000 research points). Arcane spells only get ranked on a scale from 1 to 13, also in order of their

research costs,

2) Army Strength = total gold maintenance costs lor units + double the total mana maintenance costs for all

fantastic units

3) Magic Power = total mana income - 10

Magic Power for the Computar Player = Magic Power x Game Difficulty Multiplior

Note that the magic power your opponents actually receive per game turn is what you see on this Astrologer’s
graph! The Game Difficulty Multiplier at the different difficulty settings is shown balow,

Game Difficulty
Difficulty Setting Multiplier
Intra 8
Easy 1.0
Normal 1.5
Hard 2,0
Impossible 2.5

Exterminator Specials

Below we've ineluded some inconsistencies
andl other things thar havent been working
cortectly in sarlier versions of Mester of Magic,
Weean't promise that all of these will be fixed
i version 1.3 (bur we're hoping),

E Corruption does not seem w eliminate food
producton from alfected tervain. This is why
vour enetmies don't seem to suffer as much as
they should when vou corriupt all of the land
around their eities.

& Voleanoes are S sl to revert 1o monn-
tuins with i 2 pereent chinnee of doing =0 per
game turn (and when they doo there is a 5

percent chance that they I hayve some kind of
mineralsl. So far they aren’t doing rhis,

& When compurer players are banished, even
though they start casting the Spell of Rerarn,
they haven't been returning, We suspect (his
is due o their obstinare eefusal vo dishand thear
expensive units and enchanmments. This par-
tienlor problem should be fixed in 1.3,

& Costing the Spell of Mastery doesu v netu-
ally seem o excite any ol your enemies. At
least they don’t net nggeessivelv o erush yon
o submission onee yon've cast thiz spell,
& Ao additional theee shields are given wall
units defending a ciry (on top of the bonns
provided by city walls} ! This problem should
be crushed, but i ease ivisn ', the exten shields

&
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may explain why it is so diffienle o kil en-
emy spearmen who garrizon a ey

& When vou attack enemy or neutral eities,
the wnits rrely leave the eity, This should have
been fixed. Ar least, the anis should leave
when you cast evil combat enchuntments like
Magic Vortex and Call Lightning.

& Avmageddon and Great Wasting were ruis-
ing enormons quantities of rebels i rhe
caster's eities! This should definitely be fixed
i yersion 1.4

& n pre-1.3 versions of Master of Magie, o
it with an irmmunity 1o special antack, was
trmune o all other anacks made by o unit
that had thae special mtuek. For example,
ghouls have Death magie immunity, Ghouls
could nor be hit by death knights hecause they
were immune to the dearh knights™ life-
stealing antacks, In later versions of the gaime,
ghouls shonld be damaged by the death
knights” normal melee artaeks. although they
will still bee i o the Bife-stealing atiack
&/ i pre- 1.3 versions of the game. magie ini-
munity nlso protected units from all stacks
by all fantastic ereatnres! That's what made
paladins such awesome niirs,

;& Althongh we haven't gotren any confirmu-
tion on this, the spell Sulversion does nor seem
1o hive the diplomatie reperenssions it shoukd.
We never saw any effeets from custing this
spell, even when we cast it 1O or 15 tmes in g
row on the sume wizand,

& Fleving Trolls or other regenerating units
o not get their full hit points back. Teehni-
cullv. this is beeanse llecing ecquals losing in
the pame’s programming. And losing units
don’t get healed.

& The Resource window in the City sereen
has o nomber of truncation errors, This win-
dow gives vou o complete breakdown of what
each building and rereain feature is doing for
your eity's resourees, The gond news i that
this means you're usually corning a few more

o, gold, and production points than you
think you are,

& 'The Survevor button containg o certain
amonnt of misinformation. “To Tind oue whant
tervain squares actunlly offer o new ety in
terms of food, gold. mana, production. ere.,
see Ghaprer 14,

& Cin's Blessing no longer vaises the poten-
tial maxumm city size above 25,

& | uits with Black Sleep oceasionally move
aronmd in carlier versions of the game,

& The gonaranteed spell choiees von get at
the beginning of the game have not, in earlier
versions, miven yonu the game spells vou asked
[,

& Djinns in earlier versions of the game don't
have wind walking, although they're supposed

Ty,

MOM

Finully, Master of Magic is frequently known
by fts loving acronym, “MOM.”

Afterword

As we prepare 1o collapse in exhanstion alter
writing this 175,000 word tome (a word count
equal to two or three normad computer game
strategy guiles], let us asaess the l]mlmgr' [
onr lives with you. Petra put in roughly 715
hours writing this book. in addition o the 155
honrs she spent writing the game’s manual and
spell book. Alan spent about 2000 houry
pounding keys for your reading pleasure. while
Tom seems 1o have logged about 370 hours
fact-linding and checking (source code in
hand) and eranking out o few partieularly
juicy tubles,

Beyond these hundreds of man hours spent
composing the material for this hook. hun-
dreds more were spent plaving MOM,
notepads ar the ready. OF conrse, Sim'lex suf-
fered ar least another couple of hundred hours
ol phone calls with niggling questions and
suggestions for patehes. All old. there are
prohably over 1700 man hours invested in
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this book that you hold in vour hands, [t might
not be perfeet, but it's as close as we conld
get, and believe us, we tried.

As we put the last words in the processor,
version 1.3 of the game has vet 1o be released,
1t is supposed o vatcher up the computer
player's aggressiveness so that they present
more of i challenge to bear, In that case, you
should find this hook that much more useful,
Uil the last spell is cast or the last Enchanted
Fortress is caprured. then. remember what we
taught vou,
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frer you hir the Next Turn button, the
computer goes through a certain, pre
set order of events. [emight help vou
to know when these events ocour in this, the
Seqpuenice of Play. They arve listed in order be-
low, with cach computer player king its turn
in order. beginning with the one ocenpying
the left-most gem on your Magie display

sUreetn

L. Computer Players Prepare

AL Cheele o see if the playver is nnder any
Peace Treaties with any other plavers (see
Chaprer 25) and plan it tarm aceordingly if
il i,

B. Assign n power value 1o cach continent
(contiguous land mass) for every player with
units and eities on that continent

(L Cast overland spells

D. Consiler troop values and make sure
garrisons are either np 1o snull or being im-
proved.

I Adjust muna earios for waned, resenrch,
und skill level,

Coo Elirninate any useless alohial -||t'||9l.

L Perform alehemy. if deemed necessary,

[ Adjust cities” production of resources,
gold, and foad,

1. selects new buildings to huild, if
||l"""-‘:‘.“l|"}'.

K. Plan moverment basecd on each players
need o 1‘.\|m||1| Or 10 press attncks uguillhl
previously determined objectives, or react to
defend from further attack by other players,

11, Nentral Players” Turns

AL select Nenteal Plaver new huilding con-
straction, i any,

B. Adjust Neutral Playver food production.
il necessary.

C. Determine targets and head oward
them,

D. Generate raiders und rampaging
Imonsters,

E, Eliminate surplus neueral units (e, ones
thiat can no longer be supported by the eiry
that generated them ).

F Awtempt 1o disband their units in stasis,

NE Computer Players Maneoaver (in player
turn order)

A. Consider hostility toward other plavers,
states of war and peace. treaties; adjust all
temporary Diplomacy Point modifiers by 10
points toward O, ete. {see Chaprer 25).

B, Disband nonecessary units,

€. Look for nearhy Towers of Wizardry for
inter-planar movement,

D, Interrupt previous orders iFadjacent 1o
an enemy foree, city or node. and ataek them
il they are particalorly weak,

i Meld with nodes.

F. Attack eities.

G, Artack lairs

H, Build new

L. Garrison cities

1. Node nttacks.

K. Tower of Wizaridry attacks.

L. Centrulize armies, assembling efficient
forces in o steategic positon to react 1o
danger.

M. Build roads.

N. Carrison nodes.

0. Garrison Towers of Wizardry.

P Purify land,

0. Fxplore new continens,

R. Move ships.

5. Pick up ships,
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aye you ever mer i computer pliyer

wizard and wondered how he or she

ot that woy? This appendis will well
vou how. Nate that the mformation provided
heee mkes o lot more sense i vou're familiar
with Chaprer 25 (diplomacy ).

Wizard Personality Profiles

ach computer player has o distinen person-
I ) |

ulity tvpe. Theas lli‘l'.-(lllil!il ies have u strong
influener on most of o computer players dip-
lomatie decision-making (see Table 25.4), and
sore have additional quirks, as explained
bielow:

Peaceful

Beyord their extremely high +20 Leader Per-
sonaliey Modilier, there is nothing parhienlarly
specinl about a peacelul leader.

Lawful

Lawlul leaders have oo mellow 410 Leader Per
somality Modifier — until vou evoss them, They
take great wmbrage at unyone breaking trea-
ties with them, so all Oath Breaker penaltics
will be doubled wherapplied o relations with
w Lawlul leader, In other words. peaple who
break their teearies with o Law ol leader will
suffer an immediare -84 Diplomacy Point
pennliy fwow!) and have a permanent =10
madifier to than plaver’s Core Reactions to-
ward them,

Like Maniacal leaders, Lawful leaders also
donble all DP osses made on their Diplomatie
Relutions Scales. These are comulative with
the eflects deseribed i Table 25,2050 10 vou're
ever above +50 on o Lawlul leader’s |)i;li|r--
matie Relutions seales any DP loss with tht
wizard will e quadenpled,

Lawful leaders will never attack someone
with whom they currently have arreaty, I
stend, they will ke notien 1o foemally break
the treaty lirst.

Chaotic

A Chaotie leaders Personality Modifier s
rolled a the beginming of caeh trn anl will
0 el 440,
Clonsequently, vou never can predict whie her

bie o ranalon mmber between

mood ||li,'.'||| L on i v e il Vo -
tempt 1o parlay with her.

A Chaotic leader s a steaight two per-
cent chanee each ten thi she will just up
and declare war— completely ont of the e
— on u single, random, conacred player with
whorm she is not coreently ar war

Aggressive

Besides their - 10 Leader Personality Maodifier.
ug;.!l‘l'ssiw' leaders ure twice as |i|ul'|_\ as other
leaders 1o ereate setlers wril |||'.;|v|~|'||“_\

Lk \lllll" I

Ruthless

Asidde from their =30 Leader Personaliny Modi-
fier. there s nothing specinl abione a ridhless
’F'.'Ili#'r.

Maniacal

These wizinrds are mean, They hare everyboily
and have a =50 Leader Pessonnliee Madilier,
Furthermore. they halve any Diplomaey Poim
gains and double all DIY osses macle with
them. These are camularive with the effecrs
described in Table 2520 50 that i yon've ever
ubove +30 an a Manineal wizard's Diplontie
Relations Seale, any DI oss will hie g
drupled! {Don't ever expeer 1o b popribir with

these guys,) Manincal wizarids also take al-
mast every oppoctunity o attaek (see helow

A Computer Player’s

Hostile Mentality

A computer plaver will rarulomly reevaluate
her relations with all of the other plavers ev
ery 3 1o 25 turns. She does so 10 constder how
shie will deal with each plaver unnl her nesi
reevalwation, Computer plavers moke these e

evaluations se 'ulr'|}. not neces=arily all 1o-
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gether on the sume turne Note that yon will
never see their atitade toward another player
spelled out anywhere, This is all behind-the-
seenes-progrimmer-stuff that vou'll have to
infer from netval game-plaving experiences.

Fhere ave four inereasing levels of agares-
sion that o computer plaver can have toward
another player: None, Annoved, Warlike, and
Jihad {explained helow), When a computer
plaver makes this random reevaduation of her
hostiliny toward each plaver. she begins by re-
serting hier status toward everyone to the low-
est level, None.

Deciding Her Attitude

I that computer plaver is current Iy at war with
another player {ie. the erossed swords ieon
i i that plavers color on the Magie Sum-
miry screen ). the None status is immedinely
changed 1o Warlike, Alver this, a cheek is muade
to see il her new, Warlike level is inereased 1o
Jihad, Maniacal leaders have a 40 pereent
chanee, Ruthless leaders have a1 20 pereent
chanee, and Clawtie leaders have a 10 per-
vent chianee ol wking their formal wurs ex-
tremely seriously ot this time, thus upping
their hosility against that plaver from War-
like to Jihad (ot least until the nexe reevalua-
tion in 3t 25 mens). While amother wizard
i casting the Spell of Muastery, all computer
plavers declare war, hecome Warlike, and have
a 70 pereent chanee of going Jilud,

I thar computer plaver cureently has o
Wizard's Pact, Alliance. or Peace reaty in
elfect, her hostility rating stavs at None with
that partienlar wizard. Furthermore, she will
conduer hersell according to the rules of her
agrecment with that player,

Howevero il that computer player is nei-
ther in a formal war. nor bound by a formal
agreement (Wizard’s Pace. Allianee, or Peaee
Teeaty ). then things can get imteresting. Un-
der these cirenmstanees, the reevalunting wiz
ared receives o Hostliey Chanee value toward
the wizard, This valoe is determined by one

Hbst_il&y--Chaneé'Fonﬁutée"" '

wﬁnpmmﬂmmhuﬂunm

_ dting _
mnwu be 100 minus 73, which is 27
Tl e

wmwmﬂmwmm&w{sww'--

qwmawmwﬁhmudmm
this example, plus the wﬂuﬂﬁnﬂ Leader
Pmnﬁeymodm-r RS

of the two Tormuloe abiove:

Compter players whe are neither at war
with nor treary honnd o another wizaed roll
a 00 against their Flostility Clance toward
the wizard being evaluared, W oithe die voll is
lesa than or equal o their Hosrility Chanee,

&
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Table B.1 Leader Personality Modifiers for Evaluating Hostility Chances

Personality

Type Madifier

Peaceful -20

Lawful -40* =
Chaotic 40 to +40**

Aggressive +10

Ruthless +30

Maniacal +50

*This becomes a +40 modifier instoad il the player being considerad has any Qath Brieaker penalties in effect

with a reevaluating Lawful wizard. Yikes!

**Depending on their current turn's random Leader Personality rating,

her hostiliny is chunged from None to Annovedd
and she rolls Ilgllill. I thiis second d100 rall
also lands within the vange of their Tostiliey
Clianee, Torger Anmoved. the reevaluating wiz-
ard has increased her hostility 1o Warlike. amd
shie rolls ngain! W this third d1O0 roll also sie-
cerds, its Jihud tme. Onee any of these d100
rolls fails 1o be less than or equal to her Hos-
tility Changce. they stop rollivg (until hier nex)
reevaluation period in 3 10 25 turns ),

What Their Attitude Means

OF these lour states of hostility, None means
that the computer player will completely leave
ithe other wizard wlone. She won't cost any
spells against nor ataek thar player's nni
However, she =il
ungarrisoned nodes and Towers of Wizardry

= or

cities, considers
fuir ame (=0 be sure to garrison these sirate-
gie locarions ).

A compurer plaver can hecome Annoyed
cither as deseribied above or automarieally
when anyvihing short of tking one of their
cities s done 1o them (e cashing i z-'|||'||
aeninst her wnits or cities, attacking her troops,
et ) Phis is wosort ol t-lor-tal state where
she will start thirowing spells baek sgainst the
person she is Annoved withe she will aitaek
that players units freely when she thinks she

hins the ndvantage and even attnek that
player’s eities when she figures than her a
tncking loree is at least twiee ws strong as the
cily s garrison,

A computer player will adopt o Warlike
state il one of her eities is taken or the eyalu-
ated wizared = casting the Spell of Mastery
{these are both considered acts of war), The
wizard comumitting these aees i considered nn
Ourli Breoker againse the player whose vy
fell {or all the other wizards, i the case of
casting the spell ol Mastery) if there was 4
Wizard's Pace. Alliance, or Peace Treaty ex-
isting between them A computer players
Winrlike state i simlar 1o Anmoved, exeept than
ahe'll ke more opportunities to throw hos-
tile spells ngains Lyisr np]unm-nl's nnits and
cities mod will noack them wherever she can
wnster toughly even adids. Thus, computer
players with a Warlike attivnde no longer cau-
pionsly wait foe an advantoge hefore engug
ine o combn,

The Jibad seane can only be ceached i the
circimstanees deseribed in the preceding see-
tion or when eonsidering a player whao s cast-
inge the Spell of Mustery, o addivion to adopre-
ing o Warlike attitnde againgt the plaver she
has decided 1o laanel o Jihod against. i
computer player also ignores all previous and

)
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future wars and Jibuds ngainste other plavers
until the eureent Jihad seams clhianges, A con-
puter player inoastae of Jilod will relent-
lesshv atinek herenemy (althongh always look-
g for voughly equal odds hefore engnging in
battle). She will attiek even to the point of
mobiliziug all of her forces {ineluding maost of
her gurerison troops) o lannel s many siacks
against the wargeted player as possible,

Note that compurer players can, weehnically,
copon Warlike or Bhad artivade sithout acrn-
ally being ot war against that plaver. Aidopi-
ing these attivndes does not canse wizard
declare war immediately. However, you can
Bt that o Tormal war will soom oceur onee
tronps start to mobilize and bhattles e fonghe,

%us Belli:

Y Wizards Declare War
Lt s reeap what |ll‘{)\-‘(!|il'.'itl ntulllpllll'l‘ [ilil}‘l'r
into declaring war on another wizayd:

& One ol her cities was captured by that
pliaver

& The other plaver is casting the Spell of
Mastery

& She has o Chaotie personolin

& She s responding strongly o diplomatie
threat

& She s reacting (o the other plaver having
oo mieh strength on her Home Continent
E Her Enchanted Fortress was attacked
l'\v\ ithout \|ll'.|'t'.--‘|:1 hy that |:|1|}-'|'r

Wizard Objectives

Besides o personality, cach wizard has an oli-
jective. This determines her goiclelines foe cer-
win decisions, such as where she locuses her
efforis for expansion and research,

Expansionists

When nor pressed Tor living space, expansion-
it will seize peacelul expansion opportuni-
s twiee os readdily s most other wizards,
They have twice the chance (o make settlers

and will (ry 10 build on every potential city
site they can reach, regardleas of how few
people the city conld support or how impov-
erished it will b

Militarists

Sinee milivarists tened to build =0 many troops
{they have doubli the ehonee of huilding and
sumenoning new nnits that other plavers do).
their economy is olten strained 1o suppor
them Eeonomie warfare against milivarists.
therelore, is u key 1o their undoing, Tuking
their eities fund easting ruinouz spells upon
the omes youean’t take ) will ofven foree aomili-
tarist o dismiss troops just (o keep their
ceonomy balanced.

Perfectionist

Leaders with a perfeetionist heat are farmore
likelv 1o throw enchantments that improve
their own eities than other types of enbance-
ments, Also, they are only hudl as likely
develop o new troop unit as they are 1o con-
struet a new building ara city,

Theurgist

A thenrgist loves mana, Therefore, o theurgist
will always race to build veligions and learm-
ing institutes (shrines, libraries, ewe). She is
also more likely o attack a node vather than
ity objective funless that eity generates con-
siderable amounts ol numa/spell researcl ).
Interestingly, o wizard's objective is defined
alter ruees are selected while the game is be-
ing sel up, =0 theurgist s ot more likely (o
start with o race thut crentes mana from 15
pupllhllinn_

Co;?putcr Player
Preferences

liach camputer player hns g certain leaning
i 1o her personality type and abjeetive. Theae
are generated alter that wizard's spell picks
aned retorts are selected, Hlere i how vour come
puter apposition is generatei:
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Table B.2 Computer Player Modifications

Step 1: Erasure Dice are rollad to determine the number of rolls on the Pick Erasure Table that will be made.

Game

Difficulty Erasure

Level Dice Rolled Notes

Introductory none The number and colors of spell books and
Easy none retorts at these two levels never change.
Normal 1d3 1 to 3 rolls will be made below

Hard 2d3 210 6 rolls will be made balow

Impossible 2d5 2 1o 10 rolls will be made below

Step 2: The result is the number of times that wizard ralls on the table below. If a wizard does not have any
spell books of that color or has already ralled All Wizard Skills, that roll is considerad 'No Effect’ and is not

reralled.

Pick Erasure Ernsed Spell
Die Roll (dé) Book or Retort
1 Life

2 Death

3 Chaos

4 Nature

5 Sorcery

] All Wizard Skills

Step 3: After those items are removed, if any, that wizard determines how many total picks she receives

according to the table below.
Game Total
Difficulty Picks
Level Recelved
Imtroductory "

Easy 1
MNormal 1"

Hard 13
Impossible 15

First, your opposing wizards are deter-
mined randomly, These wizards start out with
the same spell hooks and wizard skills that
they would have il vou had picked them 1 a
wizard begins with two different colors ol spell
hooks (e.g., Merlin begins with green and
white magic), she has n 20 pereent chanee of

huving her spell books converted entirely 1o
one of those two colors (each color has nneven
chance of nsurping the other's spell books),
That established, o certain number of spell
hooks or all of that wizard's =kills might be
randomly erased and new spell hooks or wiz-
ard skills substituted. The muomber that many

)
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Table B.2 Cont. Computer Player Modifications

Step 4: Any unfilled picks are filled by rolling on the table below. Between two and five pick's warth of that
result will be added, Additional rolls are made until that wizard has the number of starting picks received, as

shown above.

Pick Replacemant 2 to 5 Pick's

Die Roll (d7) Worth of:

1 Life spell books

2 Death spell books

3 Chaos spell books

4 Nature spell books

5 Sorcery spell books

b Random Wizard Skills*
7 Random Wizard Skills*

*This could end up giving wizard skills that you would never be entitled to, such as Chaos Mastery when you
have no red spell books, or Node Mastery when you don't have at least three differant spell book colors, These

wizard skills are taken completely at random|

might be lost or added is shown on Table B.2,
I]l?l(]“'.

After their spell books and wizard skills are
in place, vach wizard's personality and objec-
tive is determined nccording 1o her primary
magie color (ie. the color she has the most
spell books . with ties resolved in the fol-
lowing preference order: green. blue, red,
white, and black—which is how they are listed
below). A wizard's personality and objective
are also influenced by her starting wizard
skills. Al this is shown in Table B.3, below.

Think of the numbers in Table B3 as a
number of marked ping-pong balls thrown
into a bowl. Each ping-pong ball has the name
of its corresponding personality or objective
on it All of the personality ping-pong balls
go into one bowl, are mixed wgether, and one
is drawn to determine the wizard'’s personal-
ity. Objectives are handled similarly with their
own ping-pong halls deawn fromi their own
bowl. An N/A reference means that resalt will
never happen, despite any wizard skill modi-
fiers.

For example, a wizard has primarily white
magic and the retorts of Divine Power and
Conjurer. In the personality howl will go a ioeal
ol 14 ping-pong halls {one marked “ Ruthless.”
two marked “Aggressive.” two for “Lawful.”
and nine with “Peaceful™—five of these for
that wizard’s white magic and the other four
for having Divine Power). Thus, this wizard’s
chances are 9 in 14 for being Peaceful, and
only 1in 14 for being Ruthless (and so forthi},

In this wizard's objective howl will go o toral
of 13 ping-pong balls {live marked “Milita-
rist"—two for having primarily white magic
and three more for being a Conjurer. three
marked “Ihenrgist.” four for * Perlectionist,”
amd one for *Expansionist ™). Consequently,
this wizard is likely 1o be either a Militarist or
u Perfectionist (with a 5 in 13 and 4+ in 13
chanee, respectively), and unlikely 1o he an
Expansionist {with only a 1 L3 chanee},

&
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Table B.3 Wizard Starting Personality and Objective Probabilities

Primary
Spell Personalities
Color Mani  Ruth

Agg

Chao

Objectives
Milit  Theur Perf Expan

Green 0] 1

2 2 4 2

Blue 1

LSRN

Red 1

White N/A

-y

-

Black 3

(5]

rlna W) —-

=] -

e i E=d L R

N —-
el R
e B
I w

Wizard
Skills

Warlord . +2

+3

+2 . . +3

Chaos Mastery

+3

+1

Nature Mastery

+3

+1

Infernal Power +il

Divine Power

Alchemy

+2

Myrran

+4

Conjurer

+3 - -

Mani = Manicial

Ruth = Ruthless

Agg = Aggressive
Chao = Chaotic

Law = Lawiul

Peace = Peaceful
Milit = Militarist
Theur = Theurgist
Perf = Perfectionist
Expan = Expansionist

S
O

cial P Ji
E?cc?ivcc::::&btl‘c’/keq

and try itagain until vou ger a group of oppo-
nents you can tolerate,

A special key has heen provided in Master of

Magie that allows you to randomly seramble
all of the wizards” personalities and objectives.

From the Main Movement sereen, press
[ALT]-P. The next tme vou cheek the other
wizards, vou'll find they lave new personali-
ties andl objectives. Hyon don't like how things
came onut, exit buck o the Main View sereen

Note that this option is only available in
version 1.2 and subsequent versions of

Master of Magic,

)
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ar the terminally curious, here we ex—

plain how monsters and treasures are

generated at vour local node, lair, or
tower. This can get tricky, so grab a caffeinated
drink und try to relax while pondering this
appendix.

Monsters!

Fach lair. node. or Tower of Wizardry can hold
a maximuin of two different types of creatures
and nine total units. When the worlds are cre-
ated. 26 normal lairs {e.g.. Aneient Temples,
Ancient Ruins, Fallen Temples, Mysterions
Caves. Dungeons, Abandoned Keeps, and
Monster Lairs) and 32 weak lairs are ran-
domly distributed berween the two planes,
There will also be 16 nodes on Arcanus, 14
on Myrror, plus six ‘Towers of Wizardry on
corresponding squares of both planes. Chap-
ter 14 offers further details about specifie ter-
rain feature placements when the worlds are
created,

Stocking Up

Faeh lair, node, and Tower of Wizardry is also
stocked with monsters when the worlds are
created , Treasure is genernted afer the guard-
ian monsters” defear, (Hin: save the game
before conguering these sites and, if you don’t
like the treasure you receive, restart the game,
refight the buttle, and keep lshing undl you
get a satisfactory treasure ar the end of it])
The values for these sites” garrisons and trea-
sures are shown in Table C. 1, below. Note that
trensure ranges are constant exeept at the
Impossible difficulty level.

Creature Budgets
The value range for ereatures should be
thoughit of as 0 mana budger. This is the maxi-
mum the computer will spend stocking thut
site with fantastie units to defend it

Alter a random number within the range
is derermined. it is divided by the result of a

(14 die roll, The result becomes thar site’s bud-
get for buving big monsters.

For example, a Tower of Wizardry tna Hard
difficulty level game has an initial creature
budget range of 700 to 1.200 muna, The com-
puter eandomly picks a number in that range:
say, 1,038 — that is the site’s total budget lor
stocking itsell with monsters,

The computer then divides 1,038 by the
result of a d4 die roll. Rolling a “3.7 the site’s
eeiling price {in mana} for buying its big mon-
ster type. This would be 1038 /3. or 340
muaximum, per hig monster,

Creature Colors

After obtaining the creature budged, the eolor
of the fantastic units that the computer will
purchase to defend that site is determined
aevording (o Table C.2, helow,

Continuing with onr example, the computer
rolls 1o determine the color of the monsters
defending the Tower of Wizardry, The result
is that Chaos (red) erearures will defend the
tower,

Monster Shopping

The computer will buy the most expensive (in
terms of casting cost) g monster tvpe it ean
find within the constraints of its big monster
budget and the color of magic it is shopping
from. 1t will buy as many of this big monster
type as it can afford within the site’s total
budger. but never more than eight. 18t buys
more than one of its big monster type, there is
a 5O percent chanee tha it will throw one
back.

Mana not spent on the big monster{s) is
then allotted ta shopping for secondary mon-
sters. As with big monsters, a ceiling price is
determined by taking the unspent mana bud-
geted for that site and dividing it by the result
of 0 dx die roll (where x = 10 - the number of
big monsters already purchased), It will then
buy s many secondary monsters as it can
afford with what's left of the site’s budger.




Appendix C: Monsters & Treaswre

Table C.1 Site Budget Ranges

Terrain Value
Square Plane Row Game Difficulty Level
Towaer of Intro Easy Normal Hard Impossible
Wizardry
Both Creatures  175-300 350.600 575-900 7001200  875-1500
Treasure 350-1500  350-1500  350-1500  350-1500 4371875
Normal
Lairs
Arcanus Creatures  25.325 50-750 75-1075 100-1500 125-1825
Treasure 50-1625 50-1875 50-1771 50-1875 62-2281
Myrror Creatures 50625 100-1250  150-1875  200-2500  250-3125
Treasure 150-4375  150.4375  150-4375  150-4375  187-5468
Weak
Lairs
Arcanus Creatures  2-25 5-50 7-75 10-100 12-125
Treasure 50125 50-125 50125 50-125 50-156
Myrror Creatures  2-50 5-100 7-150 10-200 12-250
Treasure 50-350 50-350 50-350 50-350 50-437
Nodes:
Weak
Arcanus Creatures  15-187 31-375 46-562 62-750 78-937
Treasure 50-935 50-937 50-936 50-937 50-1171
Myrror Creatures  62-750 125-1500  187-2250  250-3000  312-3750
Treasure 186-5250  187-5250  1B7-5250  187.5250  234-6562
Normal
Arcanus Creatures  31-375 62.750 93-1125 125-1500  156-1875
Treasure 62-1875 621875 62-1875 62-1875 78.2343
Myrrar Creatures  125-1500  250-3000  375-4500  500-64000  &25-7500
Treasure 375-10500 375-10504  375-10500 375-10500 d48-13125
Strong
Arcanus Creatures 44 562 93-1125 140-1687 187-2250  234.2812
Treasure 92-2810 93.2812 93-2811 93-2812 117-3515
Myrror Creatures  187-2250  375-4500  542.6750  750-9000 ©37-11250
Treasure 561-15750 562-15750 562-15750 562-15750 702-19687

&
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Table C.2 Who's Home?

Special Percent Chance of Fantastic Unit Color:

Terrain Feature White Black Red Green Blue
Tower of Wizardry 16.7 33.2 16.7 16,7 16.7
Ancient Temple 25 75 0 (V] 1]
Ancient Ruins 25 75 0 0 0
Fallen Temple 25 75 o 0 1]
Mysterious Cave 0 333 333 333 0
Dungeon 0 333 33.3 333 0
Abandoned Keep 0 333 333 333 0
Monster Lair o 333 333 33.3 0
Chaos Node (¢] ] 100 0 0
Nature Node [+] 0 [ 100 0
Sorcery Node O 0 0 0 100

provided the total units in the square do not
exeeed mine.

Continuing with our example, the computer
goes shopping, It looks on the Chaos creature
tenu and finds thar the most expensive mon-
ster type it could east within its 340 mana
ceiling is doom bats {ar 300 mana per unit),
Within its total budget of 1.038 mana. it can
afford three units of doom bats.

Sinee it has purchased maore than one of its
big monster unit type, there is a 50 pereent
chanee of it throwing one back and spending
that mana on secondary monsters, The die is
cast, and the computer does throw a doom
bat init buek. It has now allocared 600 of its
1.038 budger for two doomn bats.

The remaining 438 mana points in the site’y
budget is then divided by the result of o d8 (8
=10 - 2 for the two doom bats already pur-
chased), The die roll is a =57 This makes the
ceiling price on the secondary monster unit
type 438 / 5. or 87.0. Checking the red ros-
ter. hell hounds are the most expensive unit
tvpe available for under 87.0 manu, at 40
mana each. Within its remaining budget of

438 mana. it can afford 10 hell hound units.
However, since the stacking limin is nine units,
und two doom bats have already been pur-
chased, only seven hell hounds are aequired,
Thus. this Tower of Wizardey is defended by
two doom bhats and seven hell hounds. The
total value of these defenders, 880, then be-
comes the High/Low modifier for derermin-
ing the treasure available upon condguest,

Lair Reinforcements

When the guardians of these sites can create
undead units 1o serve them after they win a
battle, the undeads will not appear if there
are already two different vnit types in its gar-
rison. We're sure that breaks your heart,

Treasure!

The treasure rows in table G 1 give ranges for
the raw value used 1o stock the site with trea-
sure, The value selected within this range will
ronghly correspond with the value of the mon-
sters guarding that site. In other words, if the
monster value range was randomly deter-

%
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Table C.3 Raw Treasure Value to Loot Conversion Table

Chance Qualify Spend* Treasure Limit
33.3% 300 400-3000 Artifact** 3
20,0% 50 50 Common spell 1 spell***
200 200 Uncommon spell
450 450 Rare spell
800 800 Very Rate spell
13.3% 50 200 10-200 Gold
13.3% 50 200 10-200 Mana
13.3% 1000 3000 1 Special**** 1 Special
2000 3000 2 Specials 2 Specials
6.7% 400 1000 Prisoner fAridd

*If remaining raw treasure is less than Spend value but greater than or equal to the qualify value, the resulting
treasure is awarded but reduced to match the remaining raw treasure value, if possible.

**Each artifact Is chosen from the ITEMDAT.LBX file {that you can madify, using ITEMMAKE EXE in your Master
of Magic game directory), For purposes of its value as loot, an artifact’s Spend cost can range anywhere from
its actual gold value to half that amount. Note that any item above 3,000 can not be picked as a treasure in this
manner, but can be picked as a gift from gods (see Chapter 26, Events), a consolation for an unawarded special
treasure {see **** below}, or an item from a merchant {if you have three times its value in gold In your treasury
at the time).

***Spell rarity is determined randomly, when rolled on this table, by a d4 die roll (1 = commen, 2 = uncommen,
etc.). If spell loot is rolled wice, the rarity die roll values are added together and the Spend amount from the
most recent d4 roll is deducted — the total rarity value can never exceed four (very rare), however, {Note that
only one spall will ever be awarded as treasure per site no matter how many times it s rolled as loov) If the lair
is a Tower of Wizardry, the first roll is always a spell and it receives a 100 Spend value discount, Spell color is
usually determined by the color of the creatures quarding the site,

**=*lf the treasure is one or two specials, all other treasures are discarded. Specials are resolved as follows:
There is a 74 percent chance of receiving spell books (a player's maximum spell books, by the way, is 13); the
remaining 26 percent chance will generate wizard skills (wizards can have a maximum of six wizard skills). If
you're full in the special area that you would have gotten loot in, you'll get an artifact of unlimited potential
value instead.

*r43f the victorious stack has nine units, no prisoner will be available. The prisoner hero is obtained In the
same manner as a Summon Hero spall works (see Chapter 7).

(3




Master of Magic: The Official Strategy Guide

Table C.4 Spell Book Colors Awarded as Loot by Site

Site Type Spell Book Color
Chaos node Red
Nature node Green
Sorcery node Blue
Ancient temple White
Fallen temple White
Dungeon Black
Abandoned keep Black
Ancient ruins Black
Wizard tower Random
Mysterious cave Random
Moanster lair Random

mined 1o be on the high end. the site’s teea-
sure value will also be on i high end.

You can convert this raw treasure value i
loot by checking on Table €3 as many times
as necessary, Whenever S50hor more raw tred-
sure points remain to be converted o loot. a
die iw rolled on the Chance column o see what
tvpe of loot is added 1o the horde,

With each roll, the remaining raw treasure
is compared against the minimum qualifving
value and, i it meets or exeeeds that mini-
muin. that teeasure type is added o the horde
and an wmonnt equal o the Spend column is
dedueted from the raw treasure, 1 it doesn't
mest or exeeed the minimum qualifying valoe,
the treasure type is re-rolled,

For example, after vou vanqguish the two
doom bats andl seven hell lounds arche Tower
of Wizardry, loot is awarded. The range of this
site’s raw treasure value is between 350 and
1500, bt sinee the monsters were a bic aboye
average (at 880, see above for their rimge,
the treasure should be, oo,

Let's say the compurer generates a value
of 1050 [or raw treasure.

It= lirst roll on Table C.3 s antomatically o
spell, sinee the site congquered was a neutral
Tower of Wizardry (see note 5550 A quick.
subsequent die voll of “27 on a d4 determines
that it will be an uncomnon spell. Sinee the
qualifyving number is 200 {less 100 lor this
particular spell becanse i was Tound inou
Tower of Wizardry) and there ure 1050 raw
treasure points o be distributed, the ner spend
cost of 100 i dedueted and an uncommaon
spellis the first loot o be added o the horde.
There are sll 50 raw treasure points un-
spent, which is equal 1o or greater than 50, s0
the computer checks again for more loot,
The second roll on Table €3 is another
spell. The d4 follow-up die roll is another =2
s0 200 treasnre points are deducted from 1In-
950 remaining and the wncommon spell is
raized two levels to a very rare spell, Great!
The third roll on Table G.3 comes up with
specials, but sinee there is not ar least 1,0OY
riw treasure remning {(there’s only 750 at
this point ), that resultis re-rolled, Now. nuana
erystals are found, Their qualifying number
of 50 is well below 750, so the 2000 Spend
points are deducted from the remaining raw

50
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treagure. wd aoeandom 10 w0 200 mana evys-
tals e addded o the horde, Let's say that 90
mana erystals were determined to be the ex-
act mmount. There are sill 550 eaw treasure
points unspent, so another roll on Table €3
PIETeS,

This time a prisoner is found, While the
qualifying raw treasarve required to geta pris-
oner is only 400, the Spend price is 1.000.
meaning that the 550 FOIININE raw freasure
poitts are exhavsted and a prisoner hero will
b aediled 1o the horde. Sinee less than 50 raw
treisure remains, thaes it for rolling on Table
C.d — the linal yield of loor [rom this Tower
of Wizardry will be: Tvery rare spell, 90 mana
erystals, and a prisoner, Not bad, eh?

Abdbditional Loot From

Conquered Cities

When o ety is conquered, some extrn gold is
awirded 1o the vietor, IF the city was neatral,
each population point at that city {before any
post-combat casnalties are remaved) gener-
ates i vandom 1o 10 gold,

I the conguered ety belonged o another
player, a proportionul amount of that player's
gold reserve is awarded as booty. This pro-
portion is equal 1o the congquered city’s popu-
lntion points divided by defeared players to-
tal population points {including those popu-
lation points in the just conquered ciry),

W a eaty i eazed, an adiditional amount of
gold equal o 1 pereent of the vilue of every
buililing the ciry had is also awarded,

The Color of Treasure
The color of spell hooks awardes as special
lont nsually depends on the rype of =ite con-
quered. These are listed in Tahile €4

New wizard skills are awarded completely
randomly within the restrictions helos;

& Divine Power won't go 1o wizards witl
Death magie,

& lnfernal Power won't go to wizards with
Life magic.

& Myrran will nor be awarded.

& Warlord, Channeler, Famous. Divine, and
Infernal Power all require two picks. so they
can only be awarded when two specials are
generated via Table €23,

&
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ou may have doticed the steange  can be decoded? 1T von want to cheat and see

runes that adorn your spell book be  what spells are invour spell book biefore they

fore you complete researching a par-— appear on yvour research list, uwse the follow-
ticular spell, Did you know that these runes— ing key:
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tig interesting how neateal cities are il

before the game hegins, As vou're win-

dering, you may he wondering why that
neutral neighbor of vours has o certain popu
lution size and certain buildings, Allow us 1o
explain how nenteal eities are raised, (You al-
veady know how they are rwzed. )

Starting Population

At the Intro and Easy difficulty levels, neu-
tral cities begin at o random population size
of one o four. At the Normal difficulty level,
this range increases 1o two to five, At the ard
andd Impossible levels, the opening nentral city
pupulation range has an 80 percent chanee of
Leing from rwo to five ane 4 20 percent chanee
of ranging from two to eleven, Whenever
you've found a neutral city with more thin
five population points early in the game, take
note! Chances are that vou re onto something

E_"(Dlitl‘

Starting Buildings

Depending on a neatral city's starting size, i
will have a certain ser of buildings at the be-
ginning of the game, Table Fo1 lists these
buildings based on o newrral eite's siarting
population points, Note that eities stare witl)
all of the buildings at and below their initial
population point level.

Neutral City Growth

Neutral cities grow at hall the normal rare,
Furthermore. a populicon growth cap eomes
into play, While a nevteal city will nor grow
Leyond the eapacity that its sureounding ter-
rain and buildings will allow (e, by the same
rules thar govern vour eities” growth b they are
Surther vestricted by o growth cap aml will
only grow 1o whichever maximuom fit is
lower in o particulnr city's case,

At the Tnteo level of difficaley, neatral cit-
ies can only grow by two population points
beyoud their starting size, maximum. At the
Easy level they can grow by [our population

Table E.1 Neutral City
Starting Buildings

Minimum Starting
Pop. Pts Buildings
0 city walls

B stables

T granary

5 armory

a builder’s hall
3 smithy

2 barracks

points, and six, eight, and ten maximum
growth from their starting population point
levels Tor neutral eities are the caps at Nor-
pal, Hardand Tmpossible levels, respecrively.

Newutral City Soldiers

The muximm garrison gize of a neutral ciny
i~ equal tits curvent population points,
Neutrals might huild troops bevond that
smount, but when they do, the ofdest unit built
1s disbanded o make room for the new (and
— hopefully for the neateal—improved ) unit
Iylll‘.

59
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ere are o few uselul tables to help you

in combat, Pay elose attention now,

and memaorize every number, There
will b quiz next week

Unit Durability

Have vou ever seen a full steength unit killed
outright in one swipe? Do vou know what it
takes 1o do thut? Table F 1 quantifies the an-
swers and gives some insight into ench unit’s
true durability on the battlefield. T s pre-
sented i two sections: the first listing every
normal unit type, the second covering all of
the fantastic units,

Following a unit’s nume aee four major col-
pmns. The first eolumn is informational and
has three sub colummns, Figs per Unitindicates
the mumber of figures o full strength it of
that tvpe has, The # of Shlds per Fig
subeolumn lists the number of shields each
fignre possesses, Similarly, Hets per Fig lists
the number of hearts {hit points) each ligure
has.

The next eolumn has two parts, Rert/Reg
Dur means Reernin or Regular unit experience
level Durability, The number thar appears in
thiz column is the average number of hits (not
swings, but hitz] it takes 1o kill that unir in
one swipe, The Avg Shlds (Average Shields)
subcolumn indicates the avernge number of
hits that a single fignre’s shields will bloek per
attack. This value is derived by multiplying
the number of ghields per figure by 0.3,

The third columm is different for normal
and fantnztic unit types, For normal units, it
shows the inerease in average shields per Fig-
ure at the Veteran experience level (due o
reeriving an extra shield per figure). Sharing
that same number of ayerage shields per fig-
ure, Elice unirs are shown with their increase
in durability {due to receiving an extra heart
per fignre ). The fourth column, similarly cov-
ers normal units that obtain Ulien Elite and
Champion status.

For fantastic unit types, the thied column
indicates the changes in their statistics when
fighting within the aura of their correspond-
ing node type. Such fantastic units receive +2
1o all of their attributes, ineluding shields and
hearts.

Tomodify Table F 1 for variatons woa units
statistics due 1o magical enchantments, use
the following formulae:

& For each additional heart a unit receives
per figure. add 1 point to ics durability value
per ligure it has.

& For cach additional shield o unit receives
per figure, add 3 o its durability value per
figure. Also, add +.3 [total. not per figure) 1o

igure column, (Suli-

its :\\‘vrugl' Shields prer |
wact these values il an enchantment redue
a unit’s shiclds per figure.)

The Attack/Defense Matrix

Tom Hughes was in a nasty bartle, All the
opposing forees were great drakes. Unfortu-
nately for Tom, his back line was heavily laden
with ultra-elite human magicians, “Wonder-
ful,” he said, “no soft targets for my magical
ranged artillery.” {(Can vou tell Tom’™s a
wargamer? )

What Tom meant was that these magicians,
with their six. 7T-strength firebull attacks,
wouldn’t put a dent in o Great Drake’s 10
shield defense. They needed smaller fish o
fry.

What was he 1o do? Not wanting to let those
magicians just sit there and with no other tar-
gets to attack. Tom started lobbing off those
magical ranged attacks against the impres-
sively shielded great drakes.

GCuess what? To his surprise. the first at-
tuck from a six-figure magiciom unic did 7
damage 1o a great drake. [nneresting. . - How-
ever. the fact that these nltra-elite magicians

N
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Table F.1 Unit Durability Ratings

¥ of Elite
' Figs Shids Hrts Dur
SECTION 1 per  per  per +1 .
NORMAL UNITS Unit  Fig Fig Heart
Trireme 1 4 10 13
Galley 1 4 20 23
Catapult 1 2 10 12
Warship 1 5 30 33
BARBARIANS
Spearmen 8 2 1 24
Swordsmen 6 2 1 18
Bowmen 6 1 1 16
Cavalry 4 2 3 20
Shaman 4 3 1 13
Settlers 1 1 10 12
Berserkers 6 3 3 32
BEASTMEN
Spearmen B 2 2 32
Swordsmen b 2 2 24
Halberdiers 6 3 2 26
Bowmen b 1 2 22
Priests 4 4 2 19
Magicians 4 3 2 17
Engineers ] 1 2 22
Settlers 1 1 20 22
Centaurs 4 3 3 21
Manticores 2 3 7 19
Minotaurs 2 a4 12 30
DARK ELVES
Spearmen a 2 1 24
Swordsmen [} 2 1 18
Halberdiers & 3 1 20
Cavalry 4 2 3 20
Priests 4 a 1 15
Settlers 1 1 10 12
Nightblades b 3 1 20
Warlocks 4 4 1 15
Nightmares 2 4 10 26
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Table F.1 Cont. Unit Durability Ratings

# of Avg  Elite

Figs  Shids Hrts Shids Dur
SECTION 1 per  per per per  +1 '
NORMAL UNITS Unit  Fig Fig Fig  Heart §
DRACONIANS
Spearmen 8 3 1 12 26
Swordsmen 6 3 1 12 20
Halberdiers 6 4 1 1.5 22
Bowmen [ 2 1 0.9 18
Shaman 4 4 1 1.5, 158
Magicians 4 4 1 1.5 15
Engineers b 2 1 09 18
Settlers 1 2 10 09 12
Doom Drakes 2 3 10 12" 25
Air Shiip 1 5 20 18 23
DWARVEN
Swordsmen & 2 3 0% 30
Halberdiers 6 3 3 1.2 32
Engineers 6 1 3 06 28
Hamrmerhands b 4 4 15 40
Steam Cannon 1 2 12 09 14
Golem 1 8 20 27 24
Settlers 1 1 30 06 32
GNOLLS
Spearmen g 2 1 09 24
Swordsmen 6 2 1 09 18
Halberdiers b 3 1 12 20
Bowmen ] 1 1 046 16
Settlers 1 1 10 0.6 12
Wolf Riders 4 3 - 12 29
HALFLINGS
Spearmen 8 2 1 12 2
Swordsmen 8 2 1 1.2 26
Bowmen 4 1 1 o8 17
Shaman 4 3 1 16 15
Settlers 1 1 10 08 12
Slingers 8 2 1 1.2 26
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Table F.1 Cont. Unit Durability Ratings

# of

Figs  Shids Hrts

SECTION 1 per  per  per
NORMAL UNITS Unit  Fig Fig

HIGH ELVES
Spearmen
Swordsmen
Halberdiers
Cavalry
Magicians
Settlers
Longbowmen
Elven Lords
Pegasai
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Bowmen
Cavalry
Priests
Magicians
Enginears
Settlers
Pikemen
Paladins

o -0 00 b DD 0
(=]

O L = — ws A -
- SR U e Dy e M W

KLACKONS
Spearmen
Swordsmen
Halberdiers
Enginem
Settlers
Stag Beetle

- - 0D
- = s s

LIZARDMEN
Spearmen
Swordsmen
Halberdiers
Javelineers
Shaman
Settlers
Dragon Turtle

it - - - -
00N Wl AW W
EMMMMM




Master of Magic: The Official Stratesy Guide

Table F.1 Cont. Unit Durability Ratings

# of Vet  Avg Elite

Figs Shids Hrts Dur  Shids Dur
SECTION 1 per  per  per +1 per  #1
NORMAL UNITS Unit Fig  Fig  Def Fig  Heant
NOMADS
Spearmen ] 2 1 16 09 24
Swordsmen b 2 1 12 0.9 18
Bowmen b 1 1 10 D& 16
Priests 4 4 1 n 1.5 15
Magicians. 4 3 1 9 12 13
Settlers 1 1 10 " 06 12
Horsebowmen 4 2 3 14 0y 20
Pikemen 8 3 1 18 1.2 26
Rangers 4 4 2 15 1% %
Griffins 2 5 10 24 18 26
ORCS
Spearmen B 2 1 16 09 24
Swordsmen b 2 1 12 0.9 18
Halberdiers b 3 1 14 L2 20
Bowmen [3 1 1 10 D& 16
Cavalry 4 2 3 16 09 20
Shaman 4 3 1 9 1.2 13
Magicians 4 3 1 9 1.2 13
Engineers 6 1 1 10 06 16
Settlers 1 1 10 " 06 12
Wyvern Riders 2 5 10 = 24 18 2
TROLLS
Spearmen 4 2 4 20 0g 24
Swordsmen 4 2 4 20 09 24
Halberdiers 4 3 a 21 12 2%
Shaman A 3 1 2 1,2 25
Settlers 1 1 40 a 0.6 42
War Trolls 4 4 5 27 1S5 3
War Mammoths 2 b 12 29 21 n
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Table F.1 Cont. Unit Durability Ratings

#of At
Figs  Shlds Hrts . At Node

SECTION 2 per  per  per Node Avg Shids
FANTASTIC UNITS Unit  Fig : Dur  per Fig
ARCANE
Magic Spirit 1 4 n
CHAOS
Hell Hounds 4 2 4 21 1.2
Gargoyles a 8 4 29 3.0
Fire Giant 1 5 15 18 21
Fire Elemental 1 4 10 12 18
Chaos Spawn 1 6 15 18 24
Chimera 4 5 B 41 21
Doom Bat 1 5 20 23 21
Efreet 1 7 12 15 27
Hydra 9 4 10 107 1.8
Great Drake 1 10 30 34 3.6
DEATH
Skeletons I a 1
Ghouls 4 3 3
Night Stalker 1 3 10
Werswolves 6 1 5
Damaon 1 5 12
Wraiths 4 & 8
Shadow Demons 4 4 5
Death Knights a 8 8
Demon Lord 1 10 20
Zombies b 3 3
LIFE
Unicorns 4 i 6
Guardion Spirit 1 4 10
Angel 1 i 15
Arch Angel 1 12 18
NATURE
War Bears 2 3 8 20 15
Sprites 4 2 1 9 1.2
Cockatrices 4 3 3 1% 15
Basilisk 1 4 30 32 1.8
Giant Spiders 2 3 10 24 1.5
Stone Giant 1 8 20 24 3.0
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i of

Figs  Shids Hrts
SECTION 2 per per per
FANTASTIC UNITS Unit  Fig Fig
NATURE (Cont.)
Colossus 1 10 30
Gorgons 4 9
Earth Elerneral 1 4 30
Behemoth 1 45
Great Wyrm 1 12 45
SORCERY
Floating lsland 1 0 45
Phantom Beast 1 0 20
Phantam Warriors b o 1
Storm Glant 1 7 20
Air Elernental 1 8 10
Djinn 1 8 20
Sky Drake 1 10 25
Nagas 2 3 6

damuged that grear drake so effectively left
i puzzled. How coulid it happen?

Mavhe just a lucky shot. He then anacked
with the rest of his magicians and found tha
7 was the average dumage that each six-fig-
nre mgicinn oot inflieted,

Needless 1o say, Tom won the battle, How-
ever, he sull didu’t understand how those
magicians did so well against a grear drake’s
10 shields, It was only after doing the prob-
ability calenlations did he realized: a 7
strength +2 To Hiv avack would do an aver-
age of 1.2 hits againse a defense of 10 shields,
Mulriplving this by the six magician figures
i unit gave the 7 damage average he saw in
batrle, From this experience, he made these
tnbles o help him decide who to artack, and
how elfective that attack would be,

At

Node
Avg Shids
per Fig

3.6
2.7
18
3.3
4.2

Multi-Figure Unit

Combat Revisited

Before going into this massive table, lets first
deseribe the sequence of a multi-figured unit
delivering an attack amd inflicting damage
against another multi-figured wnic, This will
highlight the usefulness and limitations of
these tubles.

The first attacking figure rolls a mumber of
dice equal 1o its swords, The chanee of cach
sword causing a hiris 0.3 {or 30 percent). plus
or minus any To Hir modifiers it might have
{at 0.1, or 10 percent. per point of modilica-
rion ). Afterany hits inflicted are connted {re-
ferved to here as ave hits), the firse defending
figure geis 1o ey block sorne or all of those
hits withits shielids, The chanee of each ghield
Blocking a hitis 0.3 {or 30 percent), plus or
minis any To Defend modifiers it might have
{again, nt 0.1, or 10 percent. per point of
modilication ).

)
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Arer any suceessful blocks are connted.
their value is subtracted from the row hits,
The remaming hits, i any, aetally damage
the defending figure (and wee relerred 1 here
e prertetrating hits),

That ends the first fguee’s attack. Then the
next attacking fgure attaeks and any raw hies
it scores are delended by the shielils of the
sume defending figure {wssucming it survived
the fiese attack, otherwise the next defender
would be engaged). with any penetrating hits
further damaging that fgure,

I the defending ligare dies before wking
all the diwmage from an araek the exeess pen-
ctrating hits must the next defending figure
amed its shields anack {in essenee. becoming
raw hies again ), Only the excess hits that aren
blocked by the second figures shields ger
damage that defending Ggaee, W the second
defending figure dies belore raking all the re-
i dwmage, a thivd ligure s engaged,
and so on untl all raw hits feom the original
attaek have evenually been either blocked by
defensive shields or damiged Hgures,

Eventually every attacking figure gets an
at bat 1w generare raw hits that one or more
defending figares will atrempt 10 parey with
their shivlds or, failing that. absoch wath their
flesh. Then the rolls conld be reversed, with
the defender connteratiacking if the rype of
combat those two units are tfll;.:ng(‘d i e
mits it f=uch as noemal melee combat, see
Chaprer 205, 17 an aracking unir has six fig-
ures. then six attacks, ench of which gener-
ates vaw hits, will be made and individual
defending figures must deal with them, one
at u times unto their death.

The Matrix

The matrix presented here assumes the de-
fending unit’s To Defend modifier is 0. {This
might vary on rare oceasions. hut not enough
For us to reereate this tabile moaliiple times ) h
has, as it heart, the eighrh colimn, This

cighth colutnn represents e different aver-
age vaw lats that attacks will generate,

Evervthing o the left ol the cighth eolumn
is used o determine which row o nse. This
row is determined by finding which of the
seven To Hit columns to use, then following
thae colummn down antil aeviving ar the cor-
vect mbwer ol swaords,

After Tinding the approprinte number of
swords o figure s anneking with {ar its curs
rent Lo Hhe maodilier). read the number in the
cightl row, That is the avernge number of raw
Dits that figure's nrtack will generate. Remen-
bier. vaw hits are the name of the game when
i comes toattacking. 10s not just the number
ol swords, hut the number of swords times
the tatal To Hit probability that gives average
mumber ol raw hits,

For example, look ar the 43 To Hit col-
umi. Now, go down until vou reach ten
swards, Notice it is on the same row as twelve
+2 To Hie swords, Tifteen +1 To Hie swords.
twenty +0 To Hit swords, and thirty -1 To Hi
swords, That's because 10 x 0.0 = 12x0.5 =
15 x 0.4 =20 x 0.3 =30 x (0.2 = 0.0 avernge
raw lits,

(Actuallv, vou'll see 5.9 i the O, or raw
hits columm, anstead of 6.0, 'This is heeause
these tables were generated by doing 1004
attacks at cach defense—ineluding 0 shields—
and averaging the result. Unformunately, the
game's random number generator isn'e per-
fect. Howeyer, the results an this matrix are
exactly what you will ger when plaving
Master of Magie.)

Now. evervihing ti the right of the eighth
colvmm i veed (o determine how many raw
hits wort't be Blocked by the defending figure's
shields e, won't beeome penetrating hits
that inflict damage ), Eachoeolumn o the righn
represents the different shield strengths that
a defending ligure might have. Remember.
column eight, which has a shield strengih of
0, <hiows the raw hits,
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Attack/Defense Matrix

Use Example

Okay, lets nse this table o cheek the mngi-
cians” attack against the sky drakes discossed
carlier. First. find the +2 To Hit column on
the left (heeanse the magicians are aliea-elite)
Now. go down 1o 7 swords {the strength of
their magieal ranged atacks)

By looking along thar row o the eighth ()
shields) colummn. we see thit each magician
figure's artack will generate an average of 3.0
row hit=. Now, moving across the row 1o the
10 shield column, we see that an average of
1.2 hits will aernally penereate the sky drake’s
10 shields and do damage. For exmmple, s
10 shields block an average of 24 raw his,
Beeause there are O magician figores i the

attaeking unit, the marh works ont this way;
0 x 1.2 = 7.2 ar abou T hits of damage on
uverage.

Thus. this wable compares the relative
strengths of different swordTo Hit combina-
tions, For example, the seven +2 swords are
equivalent wnine +1 swords. This means that,
figure-for-figure, ulira-elite human mages do
as mneh damage as ehiee dark elF mages, How-
ever. there are six human miages and only four
dark elves mages i their res pective units. So,
exeept lor the dark ¢lf Doom Bole advantage,
the humans ean have more powerlul mages,
This might persuade yon o start a gome with
humans and the Warlord wizard skill {s0 you
can obtain ulira-elite status Tor your units),
inatead of starting with the dark clves on
Myrror,

Invulnerability

Thiz table also shows when a wnit's defenzes
are so good that i is, elfectively, invalnerable
to attacks from certain other units. For ex-
ample, that great drake’s ten +0 shiclds would
provide be almost total protection against i
unit with five or fewer +0 swords (e, that
inflict 0.3 hits or less per atek ). However,
that great deake woulil he volnerable (which

we define as half or more of the raw hits in-
Micted aetually penetrating) to o unit with
twenty or more +0 swords per ligure,

Multiple Defendin

Figures' Shiclos Effect

Thiz table agsnmes that each figure's swords
will have to attack only one defending ligure's
shields. This supposition is valid most of the
time, However, when o defending higure is
lilled. the remaining penetrating hits must run
the gaumtler again, this tinse of the next de-
fending fignre’s shields,

Running the gauntler of multiple figure's
shields from a single Ggures atack s not a
|iruh]1'lll when a low perceRntage of these ar-
tacks kill defending figures, After all, this
matrix only gives estimntes, Eyven when ex-
amining powerful single artacks thar kill sev-
eral figures per whack, this still is nota prob-
ler, That is beeanse you cither want to avoid
that kind of eombat {as delender) or don't care
ubout these close estimmates when so suecess-
fully hacking and slashing away (as the ai-
taeker),

However for those Tew math seientizts ot
there that care to know how 1o compensate
using this muern
o Follow the novmal procedure, ke the
number of penetrating hits, and subitract the
damage needed wo kil that Ggare, Any remain-
ing hits should be though of as 0 new attack
{iee the remaining hits become the new raw
hits vadue in coluwmm eighe ), Next, find the clos-
est row in column eight that marches these
remuining hits. and follow that row (o the same
shield eolumin as bhefore, The result is the av-
erage mnber of penetrating hits inflicied on
the nexe haare,

For example, o eolossuz aitacks elite elven
lowels that have Holy Armor. The eolossus has
a twenty strength +3 attack versus the eight
strength shiclds {(their bosie six, plus rwao for
having Holy Armor) per ligure of the elven
lords,

nsuch eases, here'’s what (o
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Appendix F: Combat Tables
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The average penetrating damage would be
9.6, but the first elven lord only has four
hearts, This leaves an average of 5.0 damage
o attack the shields of the second elven lord.
Okay, that 5.6 is then found on the eighth {0
shield) column (next 1o the 28 strength on the
1 1o hit colimn} and eross-referenced ngninst
the elven lord’s eight shields again. This re-
sults in 3.3 average hits, which the second
elven lord can absorh. Therelore, afier that
attack, two or three elyven lord figures. on av-
erage will remain standing in that unit,

Blur

The elfeet of the Sorcery spell Blur can be
aecounted for by finding the appropriate ar-

tack steength and consnlting the eighth (0
shieldy column first o obtain average raw hits.
Reduce this value by 10 percent (for the ef-
fect of Blur), Co up the colamn antil you lo-
cated the new, reduced number of average raw
hits in the eighth {0 shield) columm, and use
that row versns the defending unit’s shiclds
column to arrive a the correct penetrating
dainage,

Life-Stealing Attacks

Did you kaow that it is much more henefivinl
to conduet life-stealing attacks against unirs
with 4 lower resistanee value? Table F.2 ex-
plains why,

Table F.2 Life Stealing Attack Damage

Final Resistance Value of Target Unit*

8 o7 b -5 4 3 2 A 0
Damage Range** 9-18 817  7-16 615 5.4 413 342 211 110
Avg Damage™ 135 125 115 105 95 85 75 45 55

Final Resistance Value of Target Unit*

+b +7 +8 +9 +10

+1 +2 +3 +4 +5
0.9 08 07 0-6 0-5
45 3.6 28 21 1.5

0-4 0-3 0-2 01 0
1.0 0.6 0.3 0.1 0

Damage Range**
Avg. Damage**

* = The Final Resistance Value |s determined after applying all resistance modifiers to target, including any life-
stealing attack madifiers,

** = Damage Range and Average Damage were calculated assuming the target unit can absorb the maximum
possible damage which that resistance level could sustain. If the target unit has fewer hearts than the maximum
that can be stolen, lower the Average Damage according to the following table:

Max Damage Reduction Amount
1 2 3 4 5 6 7 8 9 10

Avg. Damage

Reduction Amount .1 3 b 1.0 15 1 248 34 45 5.5

The conclusion to draw here is that you should target your units with life-stealing ability (death knights, wraiths,

and demon lords) against units with the lowest resistance first. This will reap them the fastest, largest reward
from these attacks and |eave them stronger when they must face other enemy units with higher resistance

values,
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able G.1is a quick referenee for when  removing an enemy’s Wrack or Call Lightning
vou throw a dispel during combat,  spell, These numbiers are also handy when vou
Often, in the heat of battle, i is good — want 1o place a strong Counter Magic spell

to know what percent chance you'll have of — over the buntlefield,

Table G.1 Dispel Chances in Combat

Spell Amount of Mana Spent to Dispel
Strength 10 15 20 25 30 35 40 a5 50* &40 70 BO 0 00 120

80 1.1 158 200 238 273 304 333 360 3BS 429 467 500 52% 5546 400
75 118 167 211 250 286 318 348 375 40.0 444 48B3 516 545 571 615
n 125 1746 222 263 300 333 364 391 417 462 S00 533 5463 588 632
45 133 188 235 278 N4 350 381 409 435 480 519 552 G5B1 406 M9
&0 143 200 250 29.4 333 368 400 429 455 500 538 577 400 625 667
55 154 214 267 313 353 389 421 450 476 S22 560 593 4621 645 4B
50 167 231 286 333 375 412 444 a74 500 545 SBI 615 643 66T 7046
45 182 250 308 357 400 438 471 500 526 571 609 440 667 69D 727
40 200 273 333 385 429 467 500 529 556 400 636 467 692 714 750
35 222 300 364 N7 A2 500 533 563 5BB 632 667 696 720 741 U714
30 250 2333 400 455 500 538 571 400 625 467 700 27 7150 74% 80O
25 2846 375 444 500 545 583 415 643 467 06 FA7 742 783 BOD 828
20 333 429 500 5546 600 6346 467 692 714 750 778 800 B1B B33 857
15 400 500 571 625 &47 700 720 750 769 BOO 824 842 857 B0 E89
10 500 400 647 714 750 778 BOO 818 833 @57 875 B9 900 90F 923

# Percent chance of successfully dispelling,

* The 50 strength dispel column is highlighted because it represents the strength of the dispel that operates at
nodes. During combat, if you cast spells of a different color than the node, and if you don‘t have the skill Node
Mastery, this column shows you the chance that your spell will fizzle,
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Buge in game, 399400

C

Call Chaos spell, 1240
Call Lighrning spell, 137-1318
Call the Vaid spell, 121
Cargo carrying, 181
Cartographer’s maops, 179
Causting eost diseounts, 57
Catapulis
urability rating lor, 420
an wall crushers, 412
Cothedrals, 190-110]
Clvaliy units, 245, 299
Contnurs, durability racing for, 429
Chainpons. see dvo speciliv champions
Summn Chumpion spell, 7172
Clinnge Tervan spell, 141-142
aps and, 180
popmlation growd uml, 196

Chanmeler, 111
advantages of. 21
Bliek magiv nmd, 30
Blue g and, ol
ma-saving with, 200
Reel g . 59
Chnos Clannels spell, 114, 352
beeath wiaeks and, 297
Clusos mngie. See Reed magie
Chaos Mastery
i el 2008
resenreh disconn, 549, 208
Chans RN spell, 121
Cluses spoell w11
Chaos Spawn, 112
Dearh Gazes of, 400
oo Guze ol 30
hurabiilivy roting lor, 441
Poiaon aitincks by, 295
stomng gaze of . 301
Clinos Burge spell, 122123
Beeath wieneks and, 207
combint staniatios and, 152
Clhaos Warrtors, 201
Clhantie wiganls, 79, 400
Charismn, 12
Bloek magic amd, 539
Blae e and, 61
|

wllects of, 24-25
mnngssaving witly, 2006
White mngic and, 58
Chnoed hepnes, 271
Clhorm of Lile spell, 88
Clheatiogg by companter plaver, 375, 377, 390
Chimeras, 111112, 250
duralulity rating for, 433
fiery breath of, 207
Citios. weie afso Hamlews: Neateal cities: Outposts:
Rebols: Taxation
alerntions in eities, things cansing, 215-217
comnban wild, 314
daiage 10, 345
Dhepletion affecting, 344
developument of, 491
iviapsn of Ll i, G- 104
veonomic factors of . 180
luriners and. 1871848

Tull aelvantige of ciry, rucind limsts on taking, 291

genvral methods Toe development o, 294
Bimiva of, 186G

Magie Vortex spell and garviaons of, 119
e from, 2012002

i aize foromlo, 1942195
awnerslips churgges, 344

peacelul expunsion and. 233

poplarion growth, 194104

seanting runges, 177-178

shiwing down praducion in, 185

spells wffecting cites, able of, 236-237
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ptavrting indurmoon. 425-420
Wall of Stome spell and. VE5-314
workers and, 187
ity enchamments, see also specifie 4pells
Blaek magie aned, 102- 1014
Blue magie and, 157-150
Goreen mogie and. 1481440
Red magic and, 120-121
White mugic and, 180
Clonk of Fear spell. T
Cloud of shaplow cl»‘" 100
biventh aniacks and, 207
Conl deppsies, Sev Minperals
Constal sires for outpouts. 228
Ciekitrices, 129, 2541
durubility rating for, 433
stestiingg toneh of, 29008, A0
Colinizing eivies, 2534, 102
Colors of nigic. gee specific colors
Cirlissuses, 131
Cronture Binding spell nnd, 154
durability roting for, 444
list-strike eapabiliny of, 200
powson attacks ity o, 29%
wromng iy, 203, 301
as wall crushers, 312

Combuar, see alvo Armies, Combiae spellag Combat i

Delense: Misstie anacks
artnor-plerving nipeks, 291
Artack/Defense muatris. 428, 444430
arrack strength, defined, 4
auto combat, 254
Basie melee combun, 285
latelefielil, setup of, 264-285
hleking dumpnge i 287-200

clunnging unidt defenses 1o melee artacks, 2849

Chaor Surge oned, 352

city factors il 4108
companer plavers in. 49, 198
confusion technique, 31010
dlamage in, 287

lispel chunees i, 442
dudging blows, 287

[eeing opponents, 282- 103

wrking twngets for yee also combing unis

wdifying meler atencks, 280
naval combat, 315-317

nodle effocts, 317

normal e
e figre defense in, 288
pee-hatele questions, 284

resisting spectinl ottne ks and apells, 207-202

sequencing movement of, 284285
serategic Combiat oggle, 319
thrown mitncks, 298-260

timing of, SO1-302

tps-and toeties for, 317519

Wall of Daeloness spell pol, 514
Wall of Five apell wol, 314315

Combint spells, 06-67, 32 1-034. 1ee also specifie spells

e, statlsties for soack o, 285

batelefield enchnnments, $20-928
Blavk tnngie and, M-102

Blue mugie ml, 154157
deatrnetive vombiar apells, lac ol
enemy it targeting ol 1280
Irienidly combac spells, 331-353
Crrven mngie and, 135138
pniddelines for ¢ L H33-
leries vinsting, $28-424
impuorting enchanments G banle, 334

Tt ol commbint enelimnpmenes, 127-428

e items witle 424

e, 122

wa-conbue enchantmens alfeceiog banles, 328,

320-330
32

Redd migie ane, 115120
rnqih:'mun-|u-lfn.ii'.3i- !
anving throws, 324525
spell akill ol 322-320
snnnionieg spells 2
units casting, G23-124
Whine wnangie anel, 79283
Comlist nnivs. see ilso Armies; Combar spells;
Frutastic nmiy
witribiites ol abilitien tlile, 252-250
I it connban, 283
comparisan by race, 248, 249
hurabilivy of, 428-444
eapieritiee sl 243-245
invulnernbility of, 430
e Iment
sperds wbile, 111
Iy, J08-314
ol figore unirs, 434445
non-corporen] units. 309410
nornul types of, 245
reaidiogg combnt umits, 242-245
reslstunees, clinnging of, 204
aprecinl nnits speeific o race, 245- 248
anpvivabiling of 288
teloporting units, SHL 312
with weagon immnnity, 290
wonndedd umits, S17-318, 344
Comtision v-pr", 149150
Hlusiomary initicks, nounity wo, 2491
s second pick, 491
for wannele ol wtalfs, 276
Comjunetions, 383
v el 204
Ciomjurer, 11
Black sagive wmld, 5%
elfeer ol, 25
Great Vnsuonomng spell for, 154
an-sayoge with, 206
researel disconng, 208
Runemaster amd, 25-26
Ciomsecrathion spell, Bo
e IRenction, dod-305
Cirrnpeion ol sipuares, 150
Ciorrupeion spell, 124




Index

bugs in, 399 changiog wiir defenses 1o melee mttneks, 289
Counter Magie spell, 155 (o illusionnry acacks, 201
o8 combat enchangment, 327 Tron smiasile uttacks, 303
aa third pick, 391 omileiple defending fignres, 430, 440
(i ilfens in elipl v, don-467 ol defense cliuses in Allinneas, 308
Cirackes Call spell, 130 per fignre defense in melee combar. 288
Antieoate Dend spell and. 99 of second=line wnies, 314
Goreat Wyrmns el 340 sapriees and, 250251
Mugie inmwanity spell and, 1563 strengihe defined, +
nonecorporeal units nnd, 309 Demon Lords, 95
wyrns amd, 131-132 Creature Binding spell and, 154
Crento Artifuct spell, 70-71 durnbiliey ruring for, 433
for mngie itoma, 275 sty nitaeks, immunicy (o, 291
Crenture Bindigg wpoll, 154 in Hle-stealors, 204
atend of banide, 344 poskaon atacks, i Iy o, 295
illusionary avtacks i Vi, 291 wenpon immunity ol 2910
Creature envhamements. see also apicilic spells Denionn
Blaek magre and, 9590 darability rating for, 433
Blue magic sl, 149-154 illusionory atticks, iy o, 201
Creen e und, 132- 135 prokson uttacke, | iy o, 295
Red mnugeie and, 113-115 wenpon ity af, 290
White sagie amid, 7679 Depletion, A4l
Cornel Unnninding spell. 107 Deserta, limits on, 182
Crusade spell, 88 Destrietion ol wiznds, 345
Crvax ervatals, 19 Dreters Magiv apedl, ol 3560
Depletion affeering, 383 Spell Blast spell ail, 162
outposts and, 227 Die rolla, 4
Conrsed Lands spell. 103-104 Diffienliy of game, 390-408
smmmary of, 397
D Diplomaey, 559-580

appeagement m, 371
attack. thront o, 371
an

Dirk Elves, sev also Nighomares
durability rating for, 429
Tentures of. 45
s good milinry vuee, 12
mh in e for, 349
\’;:::1 I[T.:*“:l:!:ﬁ:,:l_ 00100 Clinonie leaders and, 34749
Muve Fortress spell amd, 144 "h“""fmfl nevinitages ““"_'- Ao
vebellinn and, 102 elieating by compurer plaver, 875, 477

Durkeness spell, 100 Cold Shoulders, 36, 378

Ieemth stenicks s, 207 Ciore lh-m-llinu. 304-305
Dk Rivunls spell, 58, 102 counter-alfers, Jo6-367

as third pick, 300 deelaration of war
Death Angels, Peionic Blust spell md, 155 elfect 0'_. b g B . . -
Death gaze. 300 other wivard, ¢ffeet of declorarion on, 300, 474
Denth Kuighis, 9495 per tuen declurntion of war clsmes, 474

armor-piercing attacks by, 201 reaaons for, 411

durabilite raning lor, 433 Diplomey Points
first-strike rq.aiilh) of, 200 nettons affeering, 373-574
illuiai v mitneks, i ity . 201 uitieking other pliyers, penndives for 374

i3 lilo-stealers, 204 Base Relations, value of, 305

heati o
potson attacks, oty w, 295 vheating wid, 47 B
weapon immunity of, 290 wewanrenwent of. 2=l

Denth magiv, See Black magic wearmyg other playees vitles, peoalties for, 373
Denth .=|rr.=|!|‘. - lll;l o premanens Diplomacy Poing modifiers, 363-304
Denthstryke the Swardsmnn, 71, 262 threats und, 572 P
Death Wish spell, 105- 106, 354-335 eatablisling relations, .Iifall-.in! L
Declaration of war See Diplomey exchinnge spell oprion, 472-473 479
Defonse, 242 ! eves ol wizard und. 261462

Attnck/Defense mnirix. 428, 434-430 hostility ruting of wizards and, 409

bvprisaing defenss, 200 Magie Sunumary sereen, 36 1-300
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s g bronps, 374
menn, S67-470
military buildup aned 374-375
mutnal defense clonses, 308
Oharh Breaker netions, 365, 367
e Diplomney Point onocdifiers, 3003-304
personaliny modifiers of wizard, 365
Propose Treaty aption, 467
relations scale, 302
wige of ORI [T about, 375
spell brilies, 372
spell cnstings, eompiter plaver reactions w, 474-5377
Spell of Magtery and, 377
apells and, 304
starting Diplomuacy Poinn levels, o4
strategy of, 377-
Femporary Cold Shoulder Modifier, 300
Temporary Pence Modifier, 300
Temporary Trenty Modifier, 365
Threaten/Break treary option, 370-372
irilre, offer of, 372, 379
Diplomaric marminge, 384
Discomnt purchases, 201
4 t A -llll“"\th
it Tewe spell, 161
nigheshide n!lll%ﬂ?
Disintegrate spell
Aniimate Dead spell and, 90
Rl mmgae and, 120
Diisjunction wpell, 71, 383
global 1 e, eliminntion of . 450
Runemaster amil, 25
Disjunction Toue spell, 102
global ol niw, eli
Dl
combt, dispel chanees in, 442
efined, 4
evil throngh touch, 298-205
Drispel Eval apell, 81
Dispel Magae spell. 6007
Spell Lek spell wl, 150151
Dhispiel Magie True spell, 154155
Disrupt spell, 116
Divioe Power, 12, 21.22, 58
religions buildings aod. 190-191
Division of labor in eities, 186-194
Dijinns, 148-149
g involving, 400
vonnbat spells by, 423, 324
durabitlivy rating for, 434
na telepiorring umit, 3110
Deanation, 483
Do Bagis, 110, 250
durability rating lor, 433
wmmolation by, 207
D Bolt apell, 1172118, 246
oot Dinkes
durabiliey enting for, 440
fiery breath of 207
Do gaee, 300

ol 450

Doom Mastery spell, 123, 452
Dencontons. aee also Air Bhips
durabnlity rating for, $30
fearures of, 38
fiery hreath of, 2497
informanion table for, 41
Drvagon Turtles, 248
durability rating for, 431
liery breath of, 297
Drain Power spell, 106
i badaneing with, 206
Durahilivy of combit wnite, 428434
Dwarves. see adso Golems; Hammerhands
durahility rnting for, 430
Teatures ol 38
Conta's Blessing spell, 139
s good milioary race, 12
Green mngie and, 60
infrmation akile for, 41
wineral deposit honwses, 201
peoduction poinis (PP by, 198
eebellion and, 192
revearch by, 207
slenm cannone, 246-247

:

Larth Elesentals, 1530
eombiar sunmmoming spells, 526
durability raing for, 434
potson atucks, mumunity (o, 295
sl inmuaniry, 20, S0
as wall erushers, 312
Fanrth Goane speell, 139-140
luarth Laore spell, 141,177
wn el 200
s meomnil piek, 190-591
|'lurl|n]u||’i¢r-. e ]
Enrthiguake spefl. 1381139
Natire's Weath spell, 141
Earthguake spell, 1385130
Farth 1o Mud apell, 135-1306
compriter plavers and, 308
nan=vorporeal units and, 309-3 10
speed of combat nnits wnd, 3154
aw thied 'iil‘k. 3
Efforsof, 23-24
Elveety, 112
combit spells by, 3238, 324
dwrahilivy rating for, 433
fire. inununity to, 297
Elana the Priestoss. T1-72
Eldeitel Wenpon apell, 1153-114, 390
Elemental Armoe spell, 154
rvaiehy intacks aml, 297
Elven Lords
wrmrepriercing nttaeks by, 291
durabilicy rating lor. 431
first-strike eapabilicy of, 200
aprites, attacks on, 3H)
Foetinted Fortress

%




capturing fortress of wiznrd, 14, 345
combat spells and. 322
earthqunkes hitting. 3854
Flying Forrress apell and, 158
gareisons protecting, 337
heroes and, 14
Mave Fortress spell, 14-144
spell books and. 57
Spell Ward spell and, 157-158
starting loeations. 183
T Stogespell and, 1640
Enchant ftem spell, 69
Enchant Road spell, 1601-162
End-stage units of races, 34
Enduranee apell, 350
Cordinn spirits enhanced with, 74
speed of combunt wnirs and, 312
oy third pick, 390
White magic and, To-77
I'lnriurr.n
or citiea, 392
s wall erushers, 312
Entangle spell, 137
speed u[Puumlmt unite el 312
for wands and stalfs, 270
Eernal Nighe spell, 105, 352
breath atncks and, 297
Evil Omens spell, 105, 351-352
Evil Presence spell, 102-103
Expunsionist wizards, 411
Experience nnd combar units, 243-245
Eyes of wizard, 36 1-302

F

Fame, 11, 345

earning fume, 20

effects of, 29

hieroes hoyving, 258

lowing fame, 20

e of, 22

h'llitr magie andl, 58

wizard skills nl, 27, 30
Famine, 103

Ewvil Presence spell and, 102- 1108
Fang the Deaconian, 261

Mving skall, 271

Fantnstic units. 248, 250-252. see afso specilic units

defined, 4
durabiliey ratings for, 433-4134

Farmers, 17188, see also Food production;

Production points (PPs)

harvesting rae, 197
proportion of workers and, 187-1848
s rebels, 194

Fiery wuch, 205-206, 207

Fighting herony, 270272

Fireball spell, 117

Fire Boly spell, 110

Fire Flementals. 110, 250, 390
combat sununoning spells, 326

Index

durability ruting for, 433
fiee, immuniry to, 207
poison attacks, immunity w, 295
stoning inununity, 293, 301
Fire Ginns, 110
durability rating for, 433

fire, ity 1o, 207
ns wull crushers, 312

Fire immunity, 296-204
Fire Storm spell, 125
First-strike capubility, 296
heroes with, 271
list of units with, 200
tips for using, 317
weapons with, 245, 200
Flame Blade spell, 114-115
Flume Strike spell, 119-120
Fleving, 200-281, 344
bugs involving, 404
from flying units, 319
tipa for, 318
Flight spell, 00, 151, 308-309, 350
speed of combat units nul, 312314
Floating llands, 146
Black mungie, immunity o, 294
Blue magic and, 60
cargo carrving and, 141
durability rating for, 434
poison attacks, immunity w. 295
stoning iy, 301
s thand pick, 391
Flonting units, 181
in armies, 339
Flying Forwress spell. 158, 315-310
Flying nnits, 181, 206-207, 246
in armies, 339
Fang, 271
Crear Wyrins, attacks on, 340
spells affecting, 308-309
tips for atacking, 318
Foodl production. see also Farmers

alieration in production, things couaing, 215-217

nxcess prodduction, 188
lharveating rate, 197-108
miuximuom city size and, 195
aptimigng, 188
opulation death rae and, 197
or rueea, 34
uses uf, 197-198
wild game and, 227
Forester's guilde, 2343
production points (PPs) and, 198
Forests
Change Terrain spell and, 142
Ganin's Blessing spell und, 159
Fortresses, See Enchanted Fortress
Franklin, Benjumin, 8
Freva, 105
F10 key, 308

&




Master of Magic: The Official Stratesy Guide

G

Coniin's Blessing spell, 141
g involving. 400
otpost geowth rate and, 222
Galles, durability vating for, 429
Gargoyles, 110, 250
durability rating for, 433
|m|<un [T I{.-i Illllmlllit\ { [} 94 M5
stoniug immnnirg, 200, 241
Garrisons, 330-337
vatnhlishinene of, 391
ol nentad cities, 426
Coaze nttincka, 3
Chouls, 93, 250
bugs involving, 400
durability rating for, 435
llustonary antacks, immunity 1o, 291
poison atineks, immunity fo, 295
poisun nttacks by, 295
it Spidders. 128-129
durahility eating for, 433
[rodaon attneks hy, 295
uses of, 251
Glant Steength apell, 132- 133
e third piek, 341
Gift, the, 4

Glabal enchantments, 67068, 349-457 ser @lsn specifiv

spells
Blaek mugie aned. 104- 106, 452, 354-455
Blue magie and, 158-100, 356-357
diplomacy nml, o4
Disjunetion spells and, 350
GCoreen magic ond, 140-141, 355-150
Red g aned, 121-124, 351-1352
Whiite mangie and, $0-88, 355
Gonolls, see abvo Woll riders
alehemy amd, 10
durahility rating for, 4340
features of, 38, 42
s goind milivary ree, 12
Goreen magie and, 1)
indirmation talde for, 4
rebiellion and, 192
Red mpgie and, 59
revennh by, 207
Geold, 208-212. xee also Alchemy Nlull
alveration of gold, things cavsing, 215-217
st gold income, 200
boosting golil produetion fn vites, 226
biribery with, 372
enthancing gold income, 200
wagie effects on meome, 211
New Minerals deposin. (14
|>m< loction potots (PP} and. 199200
dneing, 4. 212213
reserves, 211212
sen e i, 200
sitesdependent gold bonares, 225
s aned, 200-211
verrain and. 212

bl gold ncome, 2009
weading [or, 200211
Calems, 240
Blaek magic, ity o, 294
durability ruting for. 430
poison attneks, mmmondry . 295
sky dbrnkees and, 149
sprites. attiacks on, 340
Gaod Moon, 584
Cargons, 130
durabilite rating for, 434
stoning g ol, 301
Grosslunds
Chunge Teernin spell o, 142
Towers of Wiznndey placed on. 183
Girent Drokes, 1103
Creature Binding spell nnd, 154
durability raving for, 4314
fiery brenth of, 2497
Grem Metear, 34
Coeem Lisumimoning l]n'll 155, 350
Cirent Waating spell, 122
Iigw watly, 400
Chuoos spell wul, 11
by compmirer plavers, 396
Cromt Wyene, 131-132
armmies atacking, 339-340
Crake Ll spe J40
Creatnre Binding spell amd, 154
durability eating for, 454
Iying units and, 309
Misgie Yortex spell and, 119
poison attacks by, 295
as teleporting w310

Green migie, 127- 144 xee also Nwture magie; Nature

Mustery
Blue tagie mixed with, 168
Call Lighining spell, 137138
Change "Tervnin spell, 141-142
city enchanpments and, 1:38-140
combat spells mml, 135- 134
Cracks Call spell, 136
ereature enchantmenis s, 152- 145
alefined, 4
Earth Gare spell. 130144
el Lo .-|'||'|l. 141
Farthguake spell, 1381139
et o Mud apell, 135-130
elfocus of, 2324
Flemenmal Armor spell, 1534
aotungle spell, 137
Caia’s Blessing spell, 1139
Chinant Strength spell, 182- 134

global enclmtmenma and, 190-14 1 3455-354

Herlh Mastory spell, 140- 141
T Bole 1|,n-ll 130-137

lee Storm spell, 143

lron Skin spell. 134- 135
g vingeel atencks and. 307
Muve Forteess spell, 143- 144




Inbex

Narnre's Awareness spell, 140 Henbing spetl, 80

Nanure's Chares apell, 143 s Fiewn piek, 5060

Nuture's Eye spell, 138 Heavenly Light spell, 85, 352
Nature's Weath spell, 141 Bremih atencks and, 207
Pachifinding spell, 134 Hreavy rnuged atock, defined. 4
Potrify spell, 137 Flell Hlownds, 110, 250
preeegamme spell selections, 390-191 durubility raring for. 433
Redd magie maxed with. 167 firey breath of, 297
Regenerntion spoll, 135 i thived paick, 490

Horhy Mastery spell, 140-141, 350

Resist Elemonte apell 132
Hiroes, 14, 2572728, ke alser Magic items; !]lte'lﬁt‘

spocinl spetle nd, T41-144

spell Bk andd, 59081 b s

Stone Skin spedl, 135 necpisition methids, 205-206
suntmmoning spells with, 128152 in armmies, 347-308

Tramsmmte spell, 142-14% combut spells and, 323-324

Wall of Stome spell, 1758 envhanoments for, 272

Warer Walking spell 145154 experienee levels wmd dkills of, 105- 208
Wb spell 1153 ligghing beroes, 270272

Holy Weapon spell and 77

Whire mngie mixed with, Top
laira, aesguisivion from. 2600

Coroylmiver thie Druind, 260)

seonting abilivies, 264 with lendership, 270
Gorilfines, 248 legendary hierues, 20

s phercing attacks by, 291 list, explanntion of, 258204

durability raving for. 4132 losing lieroes, 201

firat=strike capndility of, 2909 kg wae of, 1ok
Gunrdian Spirits, 06, 250 with missile weapons, 271

uralility raving for, 4243 noble bernes, 208

s non=eorporenl wmies, 3049 candom picks, 204, 205

White magie and, T4-75 Recall Hero spell, o7
Connrbinn Wind spell, 150 singe hivroes, 209

i thieel pick, 391 spell cnsrers, 204
Gunthar the Barbarian, 250 spell skill, 31

apliniing Deeoes i armies, 35

H stneking lroes, 200-27()
Halbreeciers, 245 Surmnon e spell, 70

suntnnins foe, 260

slipier akille, 204-2065

theiwn ntticks by, 208-209

Wonter Warlkine spell for 183134
Heroiam spell. 77, 78

first-nerilee. negition of, 200
HolMings. e alvo Slingees

Hluek migie and 58

Blun magic nil. 601

thurabiliny eating for, 430

I Tirves:

fearures of, 42

Cirven magiv mnl, o4
liwrvesting vt of, 197
mformntion talile for, 44
rebellion uud, 102

Red magie wl, 59
rescarch by, 207

Hamlers, 222

militiry econwmy wnd, 232
population growil in, 25
resonrees for, 242

I Lanewnechimids

duruhilicy vatimg for, 430
vprericnes hons for, 244
power of . 246

sky drnkes and, 149

sprites, itacke on, 340

in swieciee pipuad, 359

rate for fuod, 197108

High Flves. sew afso Limghowmen
durabality rating for 431
Teatnres of, 42
Cain's Blessing spell. 119
informution nble for, 45
veliellinn aud, 102
it sueidde a0

Higth Men, see adse Paluein:
dovabiliey varing lor, 441
festures ol 40
is womd milivary vace 12
indormanion wable for 46

High Praver spell, 3

Hidtorian Tugetion, 400

Hin g 5, 292

Hivs prer figure, defined. 4

Haly Armor spell, 77-7
an thied pick, 390

Haly Arme spell, 87

he s

Huste spell 153154 Holy Wespion spel

&
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|[u])' Word !'w". 2
Homne Continent, 3o
oo muny units on, 474

Horsehowmen, durability rating for, 432

Hustiliey of wizards, 408-411

Himsing, pnpuln[iul! grnwlh mnel, 195

Fhvidras, 112-113
tlnrllllilil}' riting for, 431
fiery breath of. 297

production poinis (PPs] by, 194199

rehiellion mud, 192
religions buildings sl 191
resenreh by, 207
stag bectles, 247

Kuights
armor-pinecing acacks I, 291
fieat-steike cupubiline af, 209

L

Tee Bole spell, 130-137
lee Srorm spell, 143
Hlisionary attaeks, 290-201
Linmolation spell, 115, 295207
Direath weencks wod, 298
Doy, see afse Magge immunity
0 Black mngie. 292, 204
fire imumunity, 290-208
1 illnsion, 200291
1o poison attacks, 292-2008, 205
1o stoning wueh, 293, 401
wenpon immnity, 268, 290
Imperialism, 235
Inearnation apell, 90
Torin the Chosen
Infernal Power, 12,2
Bluck mogic and. 5850
religions bnildings and. 190-191
Inspirations spell. 55
Intereacial tenyion. See Ravinl ension
Invisibility
Mass luvisibility spell, 157
of Shin Bo the Ninja, 271
Lnvisibility spell. 151152

dth, 200
)

illmulunry attncks, snmunity to, 201

Invulnerability spell. 79
weapon ity from, 290

Tram deprosits. See Minerals

Fron Skin spell, 134-135

Tems. See Magie items

Juer the Wind Mage, 181, 26D, 271)
Jefterson, Thims, &
Just Chnsee spall, 88-89

s seconil ik 400

K

Kamikaze urmies, 330
Kennedly. Jue. 10
Klaekons
aleliemy and, 10
Blue mngie ml, 0l
durabilivy vating for, 431
features of, 44
i goml military vaece, 12
Goreon magic aned, 60
information wble Tor, 47

Laim, 180
arnies attneking, B40-041
enrly development ol 392408
liernes avguived from. 200

misEters in, 410
placement of, 183
Lannal endde, gulid ol 210
Lavw il wiznrds, 408
Landership, 270
Lagendiry livroes, 260
Life Dreain spell, 12
Life Foree spell, 87. 350351, 35 3
Life magie, See White magie
Lile-stealing atacks, 94, 292-204
resistunee valie and, 440
Lightning
Call Lightoing spell, 137-138
Laghming Bolt spell 117
Warp Lighring spell, 118
Lightning Bole apell, 117
Loy Hlenrt ![u'". T
Ligarchinon. ser afso Dragon Turles
alehemy wnd, 10
durabilicy rating Tor, 431
leatures ol 4
s flonting unite, 181
i gond milieary roace, 12
Green mugie and, 60
informarion thle for, 44
eebellin wl, 142
research by, 207
Lamnghewmen
ndvantages of. 247
durahility raring for, 431
Lmaoting, 345. see also Trensure
eonpuered vities, 421

Raw Treasure Value to Loat Conversion Table, 419
spell biook colors awarded as loot, 420

Lascky heroes, 271
Lycanthropy apell, 97

M

Magic inmnnity. 296208
lirenth witnekas and, 207
Tnges imvolving, 400
Eaze nihi ano
Aprites, umits uttineking, A4
units with, 296

Magic Immunicy spell. 153

%




Mugic wteme, 273-277. se0 also specific frema prodduction points (PPs) and. 198
combat spells al, 324 Melee Artack Strength, 242
ervation of, 274-275 Melee combnt, See Combar
list of, 276 Mercenries, 29, 30
Mugie ranged attocks, 304-308 Merlin
colors ol magie and, 307 Ewil Omens spell, 105
defined, 4 types of magie, 412
features al, 305 Metnl Fires spell, 118
Mann Leak spell nnd, 341 Metear Storme spell, 122
spells and skills affecting, A06 by computer plavers, 396
s for, 314 Militaristic wiznrds, 411
Magic avering, 201 Military, See Armies
Magic Spirits, 66, 250 Mind Storim spell, 156-157
durability rating for, 433 breath atncks and, 297
exploration with, 1706 illusionary ntneks, iy 1o, 291
a5 nonscorporeal units. 309 Minerals
Magic Sunnary sereen, 24, 361-363 Depletion affecring, 483
Magic Vortex spell, 119 diseount purclinses from, 201
Diapel Magie Teoe spell and, 1556 enrly development of, 192
Magic weapons list, 200 New Minerals ileposdit, 384
Mallens the Migieian, 200 ontposts and, 224, 227
Mann. 201-205 Miner's guilds, 253
alehemy producing, 204 boasting gold production and, 226
alteration of mann, things causing, 215-217 produetion bonuses for. 201
Tor aronies, 341 produetion pomts (PPs] and, 198
Tronm artifacts, 204 Minotaues, 240
wnto combat and, 284 durability rating for, 429
Bandd Moon affeeting, 383 sky drakes and, 149
combat spells and, 322 in suicide squad, 339
Conjuntions alfecting, 383 Missile nttucks, 02-805, see aivo Magic ranged attncks
crystals, 204-205 damoge from, 303
from lairs, 104 defending from. 303
molding mana, 205-208 herons equipped with missiles, 271
for monsters, 416-418 modifving missile actacks, 304
nodes and, 203-205 protection from normal artacks. 305
raves producing, 34 o sprices, 340
reserves, 205200 tps for, 418
apell skill and, 206-207 Mithril, 13
terrain, 212 New Minerals deposit, 364
wrhan sources of, 201-203 outposts wd, 227
Manu Focusing, 19 Transmme spell and, 142-143
Blue magic and, 61 Modilications by wizards, 412413
effects of, 25 Monsters, 4 10-418
manu-saving with, 200 budgets for, 410-418
Mana Leak spell, 99-100 color of magie, 416
magic ranged nitncks and, 341 Morguna the \E;ii:'ll, |
aprites, artacks on, 440 Mortu the Black Kniflu. 72, 262
Munn Short, 384 first-sirike capalality of, 271
Muniaenl whzards, 408 magic immnnicy of, 271
Manticores Move Fortress spell, 14:3- 144
durabilivy raviog for, 420 rebels anl, 191
pirison nitacks by, 205 Mulii-figure units, 434445
Mape, 176 Myrran skill, 11, 13
carographers mapy, 179 mana and, 200-202
Mareus the Ranger, 260 Myrror, 10
scouting ahilides, 269 advanages of starting or, 20421
Mass Healing spell, 82 differences berween Arcanus and, 184
Mass Invisibility spell, 157 disudvantoges of staring at, 21
illusionary actacks, imommity 1o, 291 Faernal Night spell, 105
Mechnnicinng's guilds, 233 s for, 176
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nies on, 183

sturting on, 11

wealth of, 20
Mystic X. 201

N

Nugas, 147, 250
durability raing for, 454
i Monting wnics, 181
parison attacks by, 295
Nature magie, See Green magic
Nature Mastery, 60
mann and, 200
research disconn, 208
Narure's Awnreness spell, 140, 350
r.lplumli.lu: with, 177
Nueure's Cures spell, 143
Nature's ke spell, 138
Narure’s Weath spell, 141, 351, 355
Naval combat, 315317
table for, 315
Necromuaneers is fe-stealors, 204
Neuteal cities
placement of, 1813
starting informntion, 425420
Neuteal players” turns, 404
New Minerals depusic, 384
Next Turn buatton, 404
Nightbladles
durability vating l'(lr. 20
pm»«ml nttaeks ||}, -
Nightmsares. see alvo \rlmnumr-
tharability rating for, 429
Nightihade
corruption of, 180
outposts and, 227
Night Stallkers, 3-94
Dremth Cavaes of, 300
darabilivy vating for, 433
illsionary anacks. immunity 1o, 291
siison nitneks, bmmunicy 1o, 205
‘JuLlr heroes, 268
Novele guras, 180
Node Mastery, 13, 24
mann and, 203
speetrnm for selecting, 168
Noles
eombot and, 317
mann and, 2003-205
monsters i, 410
ontpasts ndjncent o, 224-229
placement of, 1853
Nownals
chirnbilivy rating for, 432
features of, 44, 50
Goreen magic and. 60
fiins, 248
information table for, 50
Red mngic and, 59
trudde bonus for, 2122213

\iul\-ﬂlqmrﬂd nnits, 090301
wills. passing through, 313

o

Outh Breaker netions, 465, 367
Oberic, 106
Objoerives ol wiznrds, 411
Oeean comba, $15-317
Ocenn apuures, 133134
One-pick nbilities. 22-20
Orneles, 190191
Ores
urnbility rating for, 442
experience honus, 24.3-244
fentures of, H
Coreen magie and, o)
mformation tuble for, 51
l--lwllmu ﬂlll'] 102

\h\r-rn dllnr- 248

Ouepoats, 222 see also Hambets
adamantivm and mitheil and, 227
adjacent (o nodes, 228220
o constnl sites. 2240
erystals nod siting of, 227
growth rates for vaces, B4
e s, 220-230
winerals nnd, 227
negative growth rates, 224
nightshade and siving of, 227
positive growth rates by roce, 223
races for, 229
TN i
wites for,
special placement of, 225-228
Survevor button o siving, 224-225

P

Paladins
addvanages of, 247
armur- prercing aftcks by, 291
Blavk muggic, immunity 1o, 204
durability vaving for, 431
first-strike capability of. 299
goe niaek iy, 300
maggie immuiicy af, 290
sky deakes o, 149
sprites. utticks on, 440
i suicide squad, 339
Parthenons, 190-191
Puthilinding spell. 154, 181
Pencelul wiznrds, 408
Pence Treary, 04
aceeptanee of, 308300
bk, theenr 1o, 371
Iilulfing, 371
cowering computer players, 471
elfecty of, o
hustiliey rating and. 409
Tempariry Peace Madifier for, 360




Threaten/Break treaty option, 370-372
violations of, 378370
Pegasai, durnbility rating for, 431
Perfecrionist wiznrds, 411
Persouality of wiznrids
profile of, 408
starting personnlity, 414
Pestilenee spell, 104
population death rite and. 197
Petrify spell. 137
Animnte Dead spell andd, 90
Phantom Beaste, 147, 250
Black magic, inmunity o, 294
commlint simmoning spells, 326
durability raring for, 434
illnsionary uitneks by, 241
as non-corporenl units, 409
poison attacks. imnity w, 295
stoming immuniry, 301
Phantom Warriors, 146- 147, 250
Bluek magic, immunity 1o, 294
combat sumnoning spells, 320
durahiliry rutiog for, 434
s first piek, 391
lustonnry artacks by, 201
as non-vorporeal wnits, 309
parisein wtincks, ity to, 205
stoning inunnnicy, 301
Pikemen, 245
armor-piereing artacks by, 291
durnbility raring for. 431, 432
first-strike, negntinn of, 200
Piracy. 384-385
Plague, 385
Planar Seal spell, 181-182, 355
White magic and, 86-87
Planar Travel spell, 181-182
White magic and, T8-709
Plane Shift spell, 181-182
Whire smngic and, 89
i cka, 202-200, 205
i Boom, 385
Population death e, 197
Poplation gooweh, 194194
in huamlets, 230
i vize of cities formula, 194195
of neatral vities, 426
of aniposts, 222
Poputation Boom, 385
population death eate, 197
of roces. 34, 195
racinl geowth e modifiers, 195
o of, 195- 197
apells for, 196-197
Pussession spell, 90-97
Animare Dead spell and. 99
end of game, possessed units nr, 344
Practicing Master of Magic, 282
Prayer inater, stncking heroes with, 270
Prayer spell. 81-02

Inbex

for wands and staffs, 276
Prefevences of wiznrds, 411414
Pre-game apell selections, A90-391
Prieats

healing of corrupted land by, 245

races and, 34
Prioritizing spells, 169
Production poimts (PPs), 198-201

formulu for PPs penerared in city, 199

gold and. 199-200

mingic elfects on, 1490

radsing vour, 19

relative produetivity by race, 200
Propose Treaty option, 367
Prosperity spell, 83-4
Paionic Blust spell, 155-156

llnsionary attacks, immunicy o, 291

Ouork cryatals
Depletion affecting, 3683
unposts i, 227

R

Raves, 12, 13-14, see atso Combnt units; Racial
tenaston; specific races
halancing raees, 31
vategories of, 54

full nelvantage of eity, racial limits on taking, 231

of Myrror. 21
{or LML, 229
wizard skills and, 27, 24
Racial tension, 34
wutonnntic wieest leyels from, 190
Diplomatic marriage and, 33
rehels and, 189
suppression maximuma by mee, 102
Raiders, 385-380
Raise: Dendl spell, 81
Raise Voleano spell, 124125
mipa and, 180
Ralkr the Benstmasrer, 250
seonting abilivies, 209
Rumpaging monsters, 380, 387
Rundom eventy, 381-387
frequency of, 362
likvings of, 382-385
miedian time between, 383
raiders, 385-380
rimpaging monsters, 3o, 3487
Ranged Anack Strengih, 242
Rangers. durability rating for, 432
Ravashaek the Neeromancer, 72, 204
life-stealing attacks by, 271
Reliellion, 385
Hebels, 188194
alteration of rebels, things causing, 215-2
lorrulu for determining number of, 191
generatiog exiea rebels, 189190
proctical effects of. 193194
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rucind fension and, 189

auppression musimums by mee, 102
taxation pod, 188189, 191-194
Recall Hern spell, 67, 355

Red magic. see also Choos Mastery: Chaos Riftapell

Armuageddon spell, 123-124

Blaek smagic mixed with. 166167

Blue magic mixed with, 167- 108

Call Clunos spell, 120

Cull the Vaid spell, 121

Choos Channels spell, 114

Chaus Surge spell, 122-12:4

eity enchantments and, 120-121

combit spellsand. 115-120

coping spells for, 353-454

Corruption spell, 124

erenture enchanomems, 113115

tefined, 4

Disrnipe spell, 116

Doom Boltspell, 117-115

Do Masrery spell, 12

drawhueks of, HY

effeces of, 23-24

Eldriveh Weapon spell, 1153-114

Fireball spell, 117

Fire Bl spell, 110

Fire Storm epell, 125

Flame Blade spell, 114115

Flume Seeike spell, 119-120

Guin's Blessing spell and, 139

global enchantments i, 121-124, 351352

Grear Wasting spell, 122

Green magie mixed with, 167

Tmolation spell. 115

Lightnung Bole spell, 117

magie ranged nttneks and, 307

Magic Vortex spell. 119

Mustery «kill, 11

Metal Fiees spell. 118

Meteor Storme spell, 122
wre-gamie spell selections, 390
atse Voleano spell, 124125

Shtrer spell, 116117

specinl apells nnd, 124-125

spell books wnd, 59

sunmoning spells and, 110113

Wall of Fire spell, 120-121

Warp Creature apell. 114

Warp Lighteing spell, 118

Warp Tealiny spell, 118-119

Warp Wood spell, T15-110

White magie mixed with, 166

Regenerarion spell, 145, 44

Religyous imatitutions, 1940-191
Research

Chnos Maostery and, 59
eurly apell research, 494
mwnn and, 207-208

ricen, spell rescarch for, 54
sliwing down, 208

fl-l‘ :-.|i|'" |ulnk.k, LY
spell of Mastery, oot fur, 2008
al spells, 169
Reststanee, 242
atrengh, delined., 4
Resiet Elements apell, 132
breath urtacks and, 298
Resiet Mugie spell, 149
Respuree window in ity sereen. 400
Resurrection spell, 89.90
far fleeing your apponents, 283
Retorts. See Wigard skills
Reywind the Wiwrior Muge, 200
Righueausness apell, 79
breath avacks i, 207-204
Rivers, limits on, 152
Rjnk, 350
Marnre’s Wenth spell ml, 355
Rug, 258
Ruoneds
Enehinne Romd spell, 1o 1- 162
vaees Iilding, 34
Rolnnl chie Pulncing 72, 202
liest-strike capahiliey of, 271
magie smmunity of 271
Hunemnster, 1

reaenreh diseonnt, 208
Hunea, teanslation of, 423-424
Ruthless wizards, 408

S

Sage hevoes, 2610
Sage Mister, 14
elleces of, 24
reactirchy disconnt, 200
Saving yonr gae, 308
Suwmills, 234
preodhiction points (PP and. 198
Seoring, S44
victory poine formula, 14-15
Seouting
hermes with special abilines. 2640
ranges, 177-174
Sea teaile, gold und, 200
Seawnrthiness and roees, 34
Seeing Red spell, 1H7-108
Sevenin the Gypay Healer, 250
Shacow Demns, U4, 251
dharabilivy enting lor, 4338
llusionary ateacks, immunity 1w, 201
i ||lm-f-uqm|\-a|| s, 09
poison ottacks . omunity o, 295
s imnunity of, 290
Shindly the Amnzon, 201
Sharmunns
Iealing of corruped Lund by, 245
roees anel. 4
Shuree, 350

%




Nature's Weath spell aml, 355
Shartee spell. 116-117

Lireath aracks and, 200

as third pick, 3090
Shaw, George Bernonl, 7
Shielide

bugs with, 499400

multsple defending lignres” shields effece, 430, 440

swordsinen possessing. 245
Shin Bo the Ningo, 201
invisibility of. 271
Ships
carly development of, 402
explornton witl, 170
vavid combut, $15.317
Shrines, 190-191
Shurd the Huneress, 250
Silver, Trunsmute spell and, H 2143
Sire Haroll the Koight, 72, 26,
first-arrike capalality of 2
Skelerons, 0204, 250
durabilivy enting for, 433
illusionary aacks, ity 1, 29
prorison wttocks, nomumiry to, 295
a5 seooml plek, 394
Skill patio wand. 23
Sky Drokes, 149
Black magie, inununity o, 204
Crenture Binding spell and. 154
urahility eating for. 434
o attack immunivy, 00
Husonnry attacks, immunity w, 291
magie inmmnnity of, 200
Painwie Blast spell and, 155
Slingers
nsacta of | 247
dhurability rating for, 450
experience bomis, 244
Hegenvration spell on, 135
in suicide wquud, 339
Soreery magie. See Bloe magwe
Sorcery Mastery, 60
mana and, 200
researel diseonng, 204
Special keya, 30
spectal pevonpess tile, 170
Special spells. see alzo specific apells
Bk magie nnl, 106-108
Blue magic and, 160-10:3
Grevn mugue and. 141 144
list of, (B-72
Redd mngie anel, 124- 125
White mugie and. Bi-940)
Speed. 312014
winvement speeds thle, 311
Spell Bindding spell, 162- 163
global enchantmoems aml, 351
Spell Blusr spell, 162 350
by wizards, 390
Spedl hooks 11-120 13, S0-02

Index

Blaek mngie mul, 58-59
Blue wngie and. o0-61
rolors of, 5701
vost ddiscouns for, 57
Gireen mogie and. 59-61)
loat, eolors awanrded |l) 420
rarefvery rare spoll
Reed g ane
rl'\‘k'-llrl'.h |H|lll|‘|l’."_‘ r(JI" r.?
srting and, 20
tendding nodd. 57
uars for. S
weighting gume with, 50-57
White magie andd, 58
spell casters, 200
artifocts far, 272
ot |’|uv “F renctions t, AT4-377
Spell Laek spell 150151
Spell of Muatery, 12, 0708, 357
bayges wirh, 3949
ihplonues wiud, So4, 577
research cost for, 208
wizard skills oo, 12-13
Spell of Revuen. 14, 72
liiga an, 499
Spell pick primer, 2020
Spell Honks, 322
Spells
compter plaver spells. 396
pre-game spell selecrions, 3901391
Spell vives, 2760
for combar spells, 525
Spell skill, 30-31
comnbit spells o, 3225928
imprverient of, 30-41
mann oo, 200-207
apell ook undd poims for, 56-57
Spell Ward spell, 157158
Sprites, 128, 250-251
avimies atencking, 1440
thrabiilivy vathog for, 440
Spwiler e Togue, 201
Saprn, S50
Stoeking

wiiits, 182
Stlfa, 270-277
Stag Heetles, 247
durahility vating for, 441
fiory breath of, 297
Star Fives l|||1‘|.|, K0
Starting peesonalivy of wizals, 414
Stusis spell, 152- 15!
Steumn canpons, 2400247
durability rating for, 450
Stone Gianes, 1410
urability rating for, 435
I ek, i ity 1o, 205
stoning fnnmniry. 200, 401
wa wall ernsliers, 312
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Stone Skin spell, 133
i third pick, 401
Stomng gaee. 200, 300
List of npits with, 00
Stoning toneh, 204
Amimte Dead apell and, 90
ity o, 299, MK
Tt oof unitn with, 01
Storm Ginnes, 147- 1440
armor-piercing nttacks by, 21
churnliliey rting for, 454
s wall erashera, 312
steategie Combut toggle, 319
Seeenin of Life spell
ontpost growth rute and, 222
population geowth mul, 1946
White magie unld, 5485
Subiversion apell, 106
bngs involving, 400
Suwide squads, 339
Sununo (:hlmq‘lilm spell, TH-T2
acquisition of heres with, 266
trading for, 170
summon Hero spell, 70
avquisition of heroes with, 200
by compmter plavers. 190
triding for, 170
Summoning Circlo spell, 08, 2145
Sutmoning spells, 00 see alse speeilic spells
Blnek miygie and, 92-0%
Blup magivc pml, 146144
i eombur, 325-320
Coroen mngie aned, 1248102
el mniggie and. 110-1138
White magic aml, 7476
Suppress Magic spell. 160, 351 556-457
Surveyor Bianton, 14-195
oisinformantion o, 400
anrpents el 224225
Bwnnips, limits on, 182

T

Tuki the War Monk, 200
Tnran, 150
Naurees Weath spell nmd 355
Taxutlon
gold gl 209211
one wih i bl golid per peeson iy rate, econaomies
n, 214
one gold JHET PETSII LR BATE, P at, o413
rediels o 18H- 10D, 197 - 1
Teleportiog noits, H10, 312
Temples, 194)-1491
Terminology. 4
Terrnin, see adso specilic weein rypes
freatures, plavement of 182
coldd il 212
i isses, seloctinn of, 112
Targe tervain gronpings. 182
sperind terrain features, 1H2

Terror apell, 99
Theria the Thiel. 260
Thenrgist Wizards, 411
Three-piek aliliey. 20-21
Thirown nttneks, 298-2090
i Sropspell, 160, 357
glu||||| eonhantments wnl, 351
Torin the Chosen, T1, 264
Incarnntion spell spmmoning. 266
mngic imnmniy of, 271
Whbter e and. 58
Towers ol Wizardry
Astrald Gare spell amd, 85
Luorth Gare spell and, 140
misters i 410
placement of | 185
Travde
goled, bonns Tor, 2002211
|‘Ipll'ul'l.-. 1Gd- 169
oibposte ind, 224
Apedla for, 169171
rinegailivy spell, B7-88, 850851, 355
ennanuine spell, 142-144
ape aml, 160
Trensure, 418-421, we alao Loming
wn defem ol monster, 4140
Raw Tremaure Vadoe 1o Loor Conversion "Table, 419
spell booak colors wwarded as loot, 420
apells as. 168
Travewnes. 14
durilility rarings for, 424
Trnlls
ulehmny anel, 10
Bl i aned, 60
Lo involving Mecing Tealls, 400
dlirabibity varing for 432
Tontures of, 6l
Coninn s Blensing spell. 139
s o mulitry raee, 12
inforimtion tal
vl el 192
resenreh by, 207
tpe for wsing, 10
Wi trolls, 248
Tene Light spell, 8081, 352
lireanh mitncks . 297
Trin Sight spell
ilsionary avavks, munity g, 291
Tnvavibaliny spell and, 152
Wall of Diselenesa spell ane. 102
White nusgie and, T8
T the Assasan, 206l
Tunddea
Changn Terrain apell and, 142
Lt an, 182
Haise NVolean spell nml, 124
Povor ek abalines, 2122

r_\'n' of hero, 258
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War Trolls, 248

Ulideael vnins, 42, 251
Bluck magic, immunity 1o, 204
liearna, 251
durability rating for, 433
proison aitacka, ity to, 295
as teleporting aoie, 10
White magie and, 75
Lnits of races, 34
L oin staristies Tor vaces, 34
Use of X, 34

\'4

durabiliny vatiog Tor, 432
Water Walking .-]n'll. L1004

renval of. 2005

s third pick, 301
Weakness. #5-1hy
Weapons

with first-arrike capabilirg, 245, 299

ey, 288 200

e weapons lis, 290
Webihing, S00-510
Weli apell, 133

o Djinns, S, G412

s Livst pick, 3040391

Vidann the Band, 259

usefuliess o, 264
Vet igu -pq-ll. 1

illustonary attaeks, mnniny 1w, 291
Victary Sereen information, 14-15
Volvanmes

Aragedion spell, 352

Figes wich, o

Chumnge Terrain spell wnd, 142

Ruize: Voleano spell nmd, 124-125

w

Mying anits and, 308

luirs, avtacks on, S 1

Magie ity spell mud, 153

noneenrporenl wnite aml, 09

sprites il A4

fisr suipiele nqum|.~. H34

lir wands anid stalfs, 276
Werewaolyves

durability vating for, 433

illusionary aitacks, inmumty o, 201

Layneanthiropy sl . 97

poison wttncks, i ity 10, 205

Walting, 300410
Walling, 141
Wall crushers, 244, 312, 513-314
Wall of Dirkness spell. 102
i combar, 314
e weapons, protection fram, S0
Wall of Five apell, 120-121
eombor s, 314-515
Wall of Brone spell, 158
city wills and, 313014
Wonds, 2T0-277
War Bears, 128, 250
clurahiliny raving for, 443
Warfure. See Combu
Wirlocks, 240
durability raring for. 429
magie ranged artncks by, 245
Regeneration spell on, 135
Wardord 11
ailvantages of, 22
Blue g aned, see afso Sorcery Masiery
White magie nld, 58
War Manunuths
durability raring for, 432
fiest-atrike cnpahilivy of, 299
us wall crushers, 112
Warp Creatire hFII'“. 114
Warp Lighuning spell, 118
Wiarp Nocle apell, 107
mana o, 204
Warp Realivy spell 118-110
Wirp Wood apell, 115110
Warrax the Chaos Warrior, T2, 20613
Warships, durabiilivy rntiog lor, 429

weapon iy of, 240
Whive mugie. 13 See Life magic
Alear of Battle spell i, 84

Angels and. 75
Astral Gate spell mnl, 85
Bless spell, 7o
Blue magie mixed with, 160
Clinem ol Life apell nud, 88
vty enchwntmenes aild, 83
combunt spells e, 7083
Comaveeation spell and, do
ereature enchantments wnl, T6-T9
Crusudle spell and, 58
delined, 4
Diapel Bl spell anel, 81
Enddurance spell, 7677
global snchantmems nnd, Bo-84, 355
Coreen magie mixed with, 106
Henling spredl and, 80
Hisvenly Light spell, §3
[ leroisin ulrrll and, 77, TH
High Praver spell and. 83
Holy Aemar spell pud, 77-78
Holy Arms spell and. 87
Huly Weapon spell aul. 77
¢ Word spell and, 82
Ioearntion apell and, 90
Inspreations spell and $85
lowvisiliility apell wnd, 152
Ievilnernbility spell wd, 79
Juat Canse spell and, Bi-40
Life Faree n|u'" winl, &7
Lion Hearr spell and, 79
Mass Healing spell nid, 82
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Planar Seal spell and. #6-87
Planar Travel spell and, 78-79
Plane Shife apell and. 89
Prayer sprll and, B1-82
pre-game spell selections af, 390
Prosprerity spell und, 83-84
Raire Denel apedl, 81
Red magic mixed with, 166
Resurrection spell and, B9-90
Righteousness apell and. 79
Ay pripers, T3
specinl spells and, 88-01)
spell honks and, 58
Star Fives spell and, 80
Seevmin ol Life spell and, 8485
sunniing spells, T4-To
Teanauility apell and, 8785
True Light spell and. 80-81
True Sight spell und, 78
Unicowna o, 75
Wind Mastery spell, 158159, 8546
Wind Walking apell, 152
Joer enchanced wath, 11, 260, 270
Winning the game, 10
Wizarid skills, 10-11
suthiors tips on, 6162
aned colors of mngie, 20-27
combint spells and, 522
eliminntion of, 14
i fowne, 27, 30
pre-fabricited skills, 61
e llllll, '_}'.". 2:‘
wnking by amlior 20
wartiog oo, 20
nses of, 5O
White magie aml, 54
Wizard's Paces and Allianees, 364
neveptimee of, 367-468
witnek, theem 1o, 371
breaking allianee or pace, 308370
declaration of war on other wizard, 369
hostility ruting and, 409
mutunl defense clanses in, 308
Temporary Treaty Madifier fur, 305
Threaten/Break treaty opion, 370372
Wolf Hiders
assets al, 247
durability raring for, 430
Ward of Dentlispell. 101
Word of Recall spell. 160- 101, 355
Waorkers, 187, see alvo Production poinis (PP
proportion of furmers and, T7- 188
Wonmed mies, 317318, 344
Wrnek spell, 101
Phontom Warriors and, 149
Weanithlrm spell, 98
non-corporenl unies, 309
weapon ity from, 290
Wraiths, 94
durability ruting for, 433

listonary mitneks, immnicy o, 291
s life-atenlers, 204
s o -corporenl units. 309
poison nttncks, immunity o, 295
weapon lnmunity of, 2940
Wynus, Sep Great wyrms
Wyvern Riders, 248
tharnbilicy vty for, 432
poiaon ninacks by, 205

4

Yrmmwag the Warloek, 261

Z

Laldron the Snge, 259
Zombie Mastery, 92, 104-105, 554
Lombies
durability rating for, 4354
illusi v attacks, iy o, 201
poison uttacks, immunity w, 205
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To become the Master of Magic you must be city planner, politician, accountant, general, engineer,
and of course, wizard. Simply, thel"fes_ more to being a trans-planar overlord than knowing a few fancy
parlor tricks. Before your opponent Ca.llsﬂm Vqlce to flatten your cities, loosen your coin purse strings
and spend a few gold pieces to learn how b'm the Master of Magic. Remember, It's you against
the world, and we'll show you how to make ﬂ'l#‘a eollact call.

Written by Master of Magic Insiders with the Complete
Supwrtofswu;_: oftware's Design Team!

O ffering more tables, strategles, and tips than you can shake a wand at,
this book gives you:

Early tactics to quickly lay the foundations of a mighty empire

v A complete analysis-with a coplous supply of tables and formulas-for all
200+ magic spells

¢ Detailed tips and techniques for using every wizard skill and playing every race
il R ; ' The ultimate roll call of Heroes
‘:i , .\« Battlefield strategies, and how to best ensure that you emerge victorious
 Economics mastery-empire bullding by the numbers

A diplomatic guide that reveals what the computer-controlled players
really think

And much, much more

Alan Emrlchis an editor for Compuler Ganing World magazine. He has co- aumomd num
Indudlngﬂhdw of Orton: The Offfctal Strategy Guide ancl 8id Meier's Civilization, m"m onﬁdl’
{both from Prima). {ef )

Petra Schiunk wiote the epic manual for Master of Magic. She is a frequent contributor tl? WM
Gaming Wor!dn'ugu.hm and has been a columnist for White Wolf Magazine.

Tom E. I-Iushnl Ir Is the co-author of Master of Orion: The Official \rrr:fwﬁtﬂf(hﬁhﬂ} He poreelovser W
the game's source oode to insure the accuracy of this book's numerous tables and fq'mu!as '
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