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The Initiate

Which way is the right path, as I  stand upon

this chaotic crossroad of hate…

H ow many ways are there to roam

on this dark and damned road of Fate…

“There are many ways, my son,

to find where the souls of Demons remain…

But it takes only one second of despair and of doubt

until at last, your soul, they will gain…

Inherit these lands, these things, these dreams

that are yours, forever, to adore…

For there is no life, in the depths of chaos, my son,

for you to explore…”

C. Vincent Metzen
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GETTING STARTED

System Requirements
Computer: Diablo re qu ire s  an  IBM PC or 1 0 0 % com patib le  com pute r,

with  a  Pe n tium  6 0 MHz or b e tte r p roce ssor. Your com pute r m ust have

a t le as t 8  m e gab yte s  o f RAM fo r a  s ingle  p laye r gam e , 1 6  m e gab yte s

o f RAM are  re qu ire d  to  p lay m ulti p laye r gam e s  o f Diablo.

Operating System: You  m ust b e  u tilizing Windows 9 5  o r Windows

NT 4 .0  to  p lay Diablo on  your sys te m .

Controls: A ke yb oard  and  a  1 0 0 % Microso ft-com patib le  m ouse  a re

re qu ire d .

Drives: A ha rd  d rive  and  a  doub le -spe e d  o r fas te r CD-ROM drive  a re

ne ce ssa ry fo r in s ta lla tion  and  p lay.

Video: Diablo re qu ire s  a  Supe rVGA card  tha t supports  Dire ct Draw.

You  m ust a lso  have  DirectX 3.0 o r h ighe r in s ta lle d  on  your sys te m  to

p lay the  gam e  (DirectX 3.0 is  include d  on  the  Diab lo  CD.)

Sound: Diablo will work with  any Windows 9 5  com patib le  sound  card .

To  p lay the  m us ic du ring the  gam e , b o th  your sound  ca rd  and  your

CD-ROM drive  m us t b e  configu re d  fo r p laying d igita l aud io .

Installation of Diablo
Place  the  Diablo CD in to  your CD-ROM drive . If

yo u r co m p u te r is  Au to Pla y ca p a b le , a  Diablo

m e nu  will au tom atica lly appe ar on  the  scre e n .

Se le ct Install Diablo from  the  lis t o f cho ice s  to

s ta rt th e  in s ta lla tio n  p ro gra m . Fo llo w th e  o n -

s c re e n  in s tru c tio n s  to  in s ta ll Diablo o n  yo u r

sys te m . Afte r the  gam e  is  succe ss fu lly in s ta lle d ,

yo u  will h a ve  th e  o p tio n  o f a d d in g a  Diablo

shortcu t to  your Start m e nu .

If your sys te m  is  no t Au toPlay capab le , ope n  the

My Computer icon  on  your De sktop , the n  se le ct

th e  d rive  le tte r th a t re p re se n ts  yo u r CD-ROM

d rive .  Do u b le -c lic k  o n  th e  Setup ic o n  a n d

con tinue  as  ab ove .

Installation of DirectX
Make  su re  the  Diablo CD is  in  your CD-ROM drive . From  the  Diablo

In s ta ll s cre e n  se le c t th e  ico n  fo r Install DirectX 3.0.  Yo u  will b e

p rom pte d  to  choose  a  d ire cto ry in  wh ich  to  in s ta ll Dire ctX, the n  fo llow

the  on -scre e n  d ire ctions .

TROUBLE SHOOTING

Diablo re qu ire s  tha t you  have  Microso ft’s  Dire ctX 3 .0  in s ta lle d , and

tha t your vide o  and  sound  ca rds  a re  Dire ctX 3 .0  com patib le . Dire ctX

3 .0  is  include d  on  the  Diablo CD, and  you  can  in s ta ll it b y runn ing

“Se tup” on  the  CD and  se le cting “Ins ta ll Dire ctX” from  the  lis t o f

op tions . Blizza rd  a lso  re com m e nds  tha t you  con tact your vide o  and

sound card  m anufacture rs  to  m ake  sure  that you have  the  m ost recent

d rive rs  in s ta lle d  on  your sys te m .

I am not hearing any music or sound effects in Diablo.
Make  su re  tha t your sound  ca rd  is  Dire ctX 3 .0  com patib le . Sound

cards  tha t a re  no t supporte d  unde r Microso ft’s  Dire ctX will no t work

with  Diablo. Contact your sound card  m anufacture r to  ob ta in  the  la te s t

d rive rs  fo r your sys te m  and  in fo rm ation  on  in s ta lling the m .

I keep hearing static or feedback during the game.
This  usua lly occurs  with  o lde r ve rs ions  o f Dire ctX. Ins ta ll Dire ctX 3 .0

from  the  Diablo CD. You  a lso  m ay wan t to  che ck your m ixe r se ttings

unde r Windows9 5 .

Why am I only getting a black screen when I start Diablo?

Eithe r your vide o  ca rd  is  no t Dire ctX com patib le , o r you  a re  us ing an

o lde r ve rs ion  o f Dire ctX. You  will ne e d  to  in s ta ll Dire ctX 3 .0  from  the

Diablo CD and / o r ob ta in  Dire ctX com patib le  d rive rs  from  your vide o

card  m anufactu re r.

Will Diablo work on my Cyrix 6x86 computer?
Ye s .

Can I run Diablo on my 486 or other non-Pentium processor?
Diablo has  b e e n  op tim ize d  to  run  b e s t on  a  Pe n tium  6 0  o r fas te r

p roce sso r. While  CPUs s lowe r than  a  Pe n tium  6 0  m ay run  the  gam e ,

it m ay no t run  p rope rly o r a t p layab le  spe e ds .

Is there any way to play without the CD?
No, you  m ust have  the  Diab lo  CD in  your CD-ROM drive  in  o rde r to

p lay a  fu ll-ve rs ion  s ingle  p laye r gam e . Spawne d  cop ie s  o f Diab lo  will

a llow you  to  p lay share ware  IPX, se ria l, and  m ode m  gam e s , and  a llow

lim ite d  Ba ttle .ne t p lay.

Can I install Diablo to a compressed drive?
This  shou ld  cause  no  p rob le m s, howe ve r, due  to  pe rfo rm ance  issue s

we  do  no t re com m e nd  it.

Will Diablo work with my RAM doubling utility?
Ye s, b u t you  will p rob ab ly no tice  a  pe rform ance  de cre ase . We  sugge st

d isab ling RAM doub ling u tilitie s  whe n  p laying Diablo.

“But I, in truth, have been

once here before:

that savage witch Erichte, she

who called

the shades back to their bodies,

summoned me.

My flesh had not been long

stripped off when she

had me descend through all the

rings of H ell,

to draw a spirit back from the

Betrayer’s circle.

 That is the deepest and the

darkest place,

the farthest from the heaven

girds all:

so rest assured, I  know the

pathway all.”

-Dante

“To t r y t o f in d st ren gth in

righteousness is folly.

For H e seeks to topple those who

have the farthest to fall…”



8 9

Technical Support

Online Support Services
Blizzard Entertainment p rovide s  upcom ing ne ws , so ftware  upda te s , p roduct de m os ,

re vie ws , te chn ica l support and  m ore  on  the  fo llowing on line  se rvice s .

World  wide  we b : h ttp :/ / www.b lizza rd .com           h ttp :/ / www.b a ttle .ne tWorld  wide  we b : h ttp :/ / www.b lizza rd .com           h ttp :/ / www.b a ttle .ne tWorld  wide  we b : h ttp :/ / www.b lizza rd .com           h ttp :/ / www.b a ttle .ne tWorld  wide  we b : h ttp :/ / www.b lizza rd .com           h ttp :/ / www.b a ttle .ne tWorld  wide  we b : h ttp :/ / www.b lizza rd .com           h ttp :/ / www.b a ttle .ne t

TUTORIAL

Starting The Game
Inse rt the  Diablo CD in to  your com pute r. If your com pute r is

Au top lay capab le , a  m e nu  scre e n  will appe a r with  a  lis t o f

op tions . If your com pute r doe s  no t have  Au top lay e nab le d ,

you  will ne e d  to  m anua lly s ta rt Diablo b y doub le -clicking on  the

“My Com pute r” icon , and  the n  doub le -clicking on  your CD-ROM

icon . Loca te  the  “Se tup” p rogram  and  doub le -click on  the  icon .

If you  have  a lre ady in s ta lle d  Diablo, se le ct “Play Diab lo” from

the  lis t o f cho ice s . Diablo will s ta rt up  shortly. If Diablo doe s  no t

s ta rt up , consu lt the  Troub le shoo ting se ction  in  th is  m anua l.

Once  Diablo s tarts , se le ct a  Single  Playe r gam e  b y e ithe r clicking

on  the  “Single  Playe r” se le ction  o r p re ss ing the  e n te r ke y on

th e  ke yb o a rd .  If th is  is  yo u r firs t  t im e  p la yin g,  yo u  will

au tom atica lly b e  take n  to  the  Ne w Single  Playe r He ro  scre e n . If

th is  is  no t your firs t tim e  p laying, a  lis t o f save d  characte rs  will

appe ar. Doub le -click on  “Ne w He ro” to  cre a te  a  ne w characte r.

Notes on Mouse Use
Since  m os t o f your con tro l ove r the  characte r is  th rough  us ing

the  m ouse , he re  a re  a  fe w te rm s  tha t you  shou ld  b e  fam ilia r

with  b e fore  con tinu ing with  th is  tu to ria l. The  te rm  “le ft-clicking”

ind ica te s  p re ss ing and  re le as ing the  b u tton  on  the  le ft s ide  o f

your m ouse , whe re as  “righ t-clicking” ind ica te s  pre ss ing the  righ t

hand  b u tton . “Doub le -click” m e ans  to  qu ickly click a  m ouse

b u tton  twice . If you  a re  us ing a  m ouse  tha t has  th re e -b u ttons ,

the  ce n te r b u tton  is  no t u se d  wh ile  p laying Diablo.

Creating a Character
Th e re  a re  th re e  c h a ra c te r a rc h e typ e s ,  o r

Cla sse s , fo r yo u  to  ch o o se  fro m  in  Diablo.

Alth o u gh  th e  th re e  Cla s se s  sh a re  co m m o n

a b ilitie s , th e y h a ve  d iffe re n t s tre n gth s  a n d

weaknesses. In  addition , each Class possesse s

a  un ique  skill tha t is  on ly usab le  b y m e m b e rs

o f tha t Class .

Fo r  n o w,  s e le c t  t h e  Wa r r io r  c la s s  b y

h igh ligh tin g “Wa rrio r”,  a n d  le ft-c lickin g o n

“OK”. The  Warrior is  the  strongest and toughest

o f the  th re e  classe s , and  is  the  m os t e ffe ctive

Le ft-Click Righ t-Click

“A  hero ventures forth from the

world of common day into a re-

gion of supernatural wonder:

fabulous forces are there encoun-

tered and a decisive victory is

won: the hero comes back from

this mysterious adventure with

the power to bestow boons on his

fellow man.”

–Joseph Campbell

“Pierce me with steel, rend me

with claw and fang.

A s I  die a legend is born for

another generation to follow…”

“Wisdom is earned…not given.”

Technical Support Tel: (0118)  920 9111
Fax: (0118) 987 5603

Line s  ope n  2 4  h rs , 3 6 5  days  a  ye ar, us ing our au tom ate d  te chn ica l support a tte ndan t.

Th is  sys te m  include s  answe rs  to  a ll com m only pose d  que s tions  and  p rob le m s with

our ne w and  m ajo r title s . It is  se t up  in  a  frie nd ly and  e asy to  use  m e nu  sys te m  tha t

you  naviga te  th rough  us ing a  touch  tone  te le phone . If the  answe r to  your que s tion  is

no t in  ou r au tom ate d  sys te m , the n  you  will b e  transfe rre d  to  a  te chn ician  b e twe e n

the  hours  o f 9 am  and  5 .3 0 pm  Monday to  Friday.

He re  a re  som e  ke y-p re sse s  tha t will a llow you  to  naviga te  th rough  ou r au tom ate d

a tte ndan t. No te  tha t the se  a re  the  s tandard  le tte r a ss ignm e n ts  tha t a re  give n  to  UK

te le phone s  so  if your phone  has  le tte rs  on  the  ke ypad , p le ase  use  the m  ins te ad :

Before  you call our technical support lines, p lease  check that you have  read the  Readm e

file  include d  on  the  gam e   d isk # 1 . You m ay we ll find  a  ve ry quick answe r to  the

prob le m  that you  are  facing as  the se  file s  conta in  answe rs  to  m ost com m on prob le m s.

If the  answe r is  no t he re , m ake  sure  you  have  pre cise  de ta ils  o f any e rror m e ssage  tha t

you  re ce ive , and  de ta ils  re gard ing the  spe cifica tions  of your com pute r b e fore  you  ca ll

us , as  th is  will he lp  us  in  giving you  a  fas te r and m ore  e fficie n t se rvice .

If you  wou ld  p re fe r to  write  to  us , p le ase  se nd  your m ail to  the  fo llowing addre ss :

HAVAS INTERACTIVE UK Ltd .HAVAS INTERACTIVE UK Ltd .HAVAS INTERACTIVE UK Ltd .HAVAS INTERACTIVE UK Ltd .HAVAS INTERACTIVE UK Ltd .
Custom e r Se rvice s  /  Mail Orde r /  Te ch  Support  De partm e n t

2  Be acon tre e  Plaza  - Gille tte  Way

Re ad ing • Be rksh ire  - RG2  0 BS

Unite d  Kingdom

Hin tline  (UK ca lle rs  on ly)Hin tline  (UK ca lle rs  on ly)Hin tline  (UK ca lle rs  on ly)Hin tline  (UK ca lle rs  on ly)Hin tline  (UK ca lle rs  on ly)

(0 8 9 1 ) 6 6 0  6 6 0(0 8 9 1 ) 6 6 0  6 6 0(0 8 9 1 ) 6 6 0  6 6 0(0 8 9 1 ) 6 6 0  6 6 0(0 8 9 1 ) 6 6 0  6 6 0
2 4  h rs . Au tom ate d  se rvice  re qu ire s  a  touch  tone  phone . Ca lls  cos t 5 0 p / m in . a t a ll

tim e s . Max ca ll le ngth  7 .5  m inu te s . Max ca ll cha rge  a t  £ 3 .7 5  a t a ll tim e

2:
A, B, C

3:
D,E,F

4:
G,H,I

5:
J, K, L

6:
M, N, O

7:
P, R, S

8:
T, U, V

9:
W, X, Y

0:
Q, Z
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in  close  com b at. His  s ta rting skill, Re pair, gran ts  h im  the  ab ility

to  do  qu ick fie ld  re pa irs  on  we apons  and  a rm or.

En te r a  nam e  fo r the  ne w he ro  tha t you  have  cre a te d  and  your

journe y in to  the  world  o f Diablo will b e gin . Once  the  world  has

b e e n  cre a te d  you  will find  yourse lf in  the  town  o f Tris tram .

The Interface
The  gam e  scre e n  in  Diablo is  d ivide d  in to  two  m ain  se ctions ,

the  Play Are a  and  the  In te rface  Bar. The  Play Are a  d isp lays

the  im m e dia te  e nvironm e nt around your characte r, including

any o the r cre a tu re s  o r ite m s  tha t a re  with in  your characte r’s

line  o f s igh t. You  can  zoom  in  on  your characte r b y p re ss ing

the  Z ke y on  the  ke yb oard . Pre ss  Z aga in  to  re tu rn  to  no rm al

vie w.

The  In te rface  Bar p rovide s  you  with  qu ick in fo rm ation  on

your cha racte r, a s  we ll a s  b u ttons  to  acce ss  the  va rious

in fo rm ation  scre e ns .

The  co lo re d  o rb s  ind ica te  your characte r’s  cu rre n t Life  and

Mana . The  re d  o rb  re p re se n ts  your cu rre n t Life , and  the  b lue

orb  re p re se n ts  your cu rre n t Mana . As  you  take  dam age  o r

cas t spe lls , the  liqu id  in  the  o rb s  will de cre ase . If you  run

ou t o f Life  po in ts , your characte r is  de ad . Runn ing ou t o f

Ma n a  will p re ve n t  yo u r h e ro  fro m  b e in g a b le  to  c a s t

m e m orize d  spe lls .

Character Infor mation Screen

To take  a  close r look a t your characte r’s  a ttrib u te s , ope n  up

the  Characte r In fo rm ation  scre e n . Th is  can  b e  done  b y le ft-

clicking on  the   b u tton , o r p re ss ing the  C ke y on  the

ke yb o a rd . Th e  Ch a ra c te r In fo rm a tio n  s cre e n  d is p la ys  th e

fo llowing in fo rm ation  ab ou t your characte r:

The  characte r’s  nam e  and  class

The  characte r’s  cu rre n t le ve l and  e xpe rie nce

How m uch  e xpe rie nce  the  characte r ne e ds  to

ach ie ve  the  ne xt le ve l

Ho w m u c h  go ld  yo u r c h a ra c te r  c u rre n t ly

posse sse s

Your characte r’s  a ttrib u te s , includ ing any b onuse s  o r

pe na ltie s  from  m agica l ite m s . Bonuse s  a re  d isp laye d

in  b lue , wh ile  a ttrib u te s  tha t a re  b e low norm al a re

d isp laye d  in  re d .

Strength re pre se n ts  how s trong your characte r is , and

adds  to  the  dam age  tha t your characte r doe s

in  m e le e  com b at.

Magic is  your characte r’s  inna te  ab ility to  channe l m agic, e ithe r

th rough  m e m orize d  spe lls  o r e nchan te d  ite m s .

Dexterity cove rs  your characte r’s  agility and  n im b le ne ss . Your

chance  o f succe ss fu lly s triking an  oppone n t in  com b at

incre ase s  with  your le ve l and  de xte rity.

Vitality is  an  ind ica tion  o f the  ove ra ll he a lth  and  fitne ss  o f your

characte r.

Life is  the  current physical s ta te  of your characte r. This  indicate s

how m uch dam age  your characte r can  take  b e fore  dying.

Mana is  the  m agica l e ne rgy tha t your characte r posse sse s , and

is  u se d  to  powe r spe lls .

Your characte r’s  a ttrib u te s  a lso  a ffe ct the  ite m s  tha t he  o r she

can  use . A characte r with  low Stre ngth , fo r in s tance , cou ld  no t

wie ld  a  Gre a t Axe .

The  righ t co lum n o f the  Characte r In fo rm ation  scre e n  d isp lays

your he ro ’s  cu rre n t com b at s ta tis tics , wh ich  a re :

Armor Class A m e a s u re m e n t o f h o w we ll p ro te c te d  yo u r

characte r is  from  phys ica l ha rm . It is  a  to ta l o f the  a rm or

classe s  o f a ll the  a rm or tha t your characte r is  cu rre n tly

we aring, a s  we ll a s  any de xte rity and  m agica l b onuse s .

The  h ighe r your characte r’s  a rm or class , the  le ss  like ly

you  a re  to  b e  h it in  com b at.

To Hit Th is  is  the  re la tive  chance  tha t your characte r has  to  h it

an  unarm ore d  oppone n t in  com b at.

“Might and magic are spokes on

the same wheel…

In lacking one you lack both…”

“N ot even the sun can banish the

phan t om s  of  ou r lan d.

N evertheless, we huddle in the

darkness and pray for dawn…”
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Damage This  is  the  range  o f dam age  tha t your characte r can

in flic t with  th e  we a p o n  th a t h e  o r s h e  is  cu rre n tly

wie ld ing.

Your re s is tance  to  va rious  type s  o f m agica l e ffe cts  a re  loca te d

b e low your characte r’s  com b at s ta tis tics .

Magic This  include s  spe lls  tha t sum m on  pure  m agic to  cre a te

the ir e ffe ct.

Fire This  will he lp  sh ie ld  you  from  the  e ffe cts  o f fire  b ase d

a ttacks  and  spe lls .

Lightning Re sis tance  to  ligh tn ing will he lp  p ro te ct you  from

e le ctrica l spe lls  and  a ttacks .

Once  you  have  looke d  ove r your he ro ’s  s ta tis tics , close  the

Characte r In fo rm ation  scre e n  b y clicking the   b u tton , o r

p re ss ing C on  the  ke yb oard .

Inventory Screen
To se e  wha t e qu ipm e n t your characte r is  cu rre n tly ca rrying,

you  will wan t to  e xam ine  your characte r’s  inve n to ry. To  ope n

the  Inve n to ry scre e n , e ithe r p re ss  the   b u tton , o r h it the

I ke y on  the  ke yb oard . A s ilhoue tte  o f your he ro  will appe ar

a lo n g wit h  s e ve ra l b o x e s  t o  re p re s e n t  wie ld e d / wo rn

e qu ipm e n t, a s  we ll a s  ite m s  s to re d  in  your b ackpack.

Head For we aring caps , he lm e ts , crowns  and  the  like .

Torso This  d isp lays  the  ove ra ll a rm or tha t you  a re  cu rre n tly

we aring.

Right Hand Place  any we apons  tha t you  wish  to  use  in  th is

spo t.

Left Hand Th is  space  is  no rm ally use d  fo r ca rrying a  sh ie ld . If

you  a re  wie ld ing a  two-hande d  we apon , such  as  a  gre a t

axe  o r a  b ow, th is  space  will d isp lay a  da rke ne d  ve rs ion

of the  we apon  to  ind ica te  tha t your le ft hand  is  a lso  fu ll.

Amulet Various  m agica l am ule ts  m ay b e  found  de e p  with in

the  lab yrin th  unde r the  church . On ly one  am ule t m ay

b e  worn  a t a  tim e .

Rings Magica l rings  can  gift the  we are r with  m any ab ilitie s . The

na tu re  o f the  the se  powe rfu l e nchan tm e n ts , howe ve r,

a llows  on ly one  ring to  b e  worn  on  e ach  hand .

Backpack Th e  s p a c e  b e lo w yo u r  c h a ra c te r  s ilh o u e t t e

re p re se n ts  your b ackpack. No te  tha t ite m s  o f d iffe re n t

s ize s  take  up  d iffe re n t am oun ts  o f space . It m ay b e

ne ce ssa ry to  re a rrange  ite m s  in  your inve n to ry to  m ake

room  fo r ne w tre asu re .

Pu t your cu rso r ove r the  club  in  your he ro ’s

b ackpack. No tice  tha t the  club  will h igh ligh t,

a n d  a  d e s c rip tio n  o f it  will a p p e a r in  th e

De scrip tion  Box a t the  b o ttom  o f the  scre e n .

Le ft-c lick o n  th e  c lu b . Yo u r cu rs o r will b e

re p lace d  b y the  p ictu re  o f the  club . Move  the

clu b  o ve r to  an o th e r e m p ty sq u a re  in  yo u r

b ackpack, and  le ft-click aga in . You  have  now

m ove d  the  club  to  ano the r spo t with in  your

b ackpack.

To  d rop  the  club  from  your inve n to ry, le ft-click

on  it to  se le ct it and  m ove  the  cu rso r ove r the

Play Are a . Le ft-click on  the  ground  ne ar your characte r and  he

will to ss  the  club  on to  the  ground . Move  the  cu rso r ove r the

d isca rde d  club . It will b e  h igh ligh te d  b y a  b lue  ou tline , and  a

b rie f de scrip tion  o f it will appe ar in  the  De scrip tion  Box. Le ft-

click on  the  club  to  p ick it up  aga in . No te  tha t if the  Inve n to ry

scre e n  is  ope n , ite m s  will no t au tom atica lly b e  p lace d  in  your

b a ckp a ck.  Mo ve  th e  cu rs o r o ve r a n  e m p ty s p a ce  in  yo u r

“The only future Peace has to

offer is War…”
“H on or an d cou rage are a

warrior’s r ight  an d lef t

hands…”
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b ackpack and  le ft-click to  pu t away the  club .

Ite m s  in  your b ackpack such  as  scro lls  and  b ooks  can  b e

use d  b y righ t-clicking on  the m . If it is  a  po tion  o r o the r non-

ta rge te d  e ffe ct, the  e ffe cts  will take  p lace  im m e dia te ly. If it is

a  spe ll o r e ffe ct tha t re qu ire s  a  ta rge t, your cu rso r will b e

re p lace d  b y a  ta rge ting cu rso r. Pu t the  ta rge ting cu rso r ove r

the  ite m  or a re a  tha t you  wish  to  a ffe ct and  click the  le ft m ouse

b u tton .

Close  the  Inve n to ry scre e n  b y clicking on  the   b u tton  o r

p re ss ing I on  the  ke yb oard . You  can  a lso  close  the  inve n to ry

scre e n  b y h itting the  space b ar on  the  ke yb oard . Hitting the

spaceb ar autom atically close s any screens that you have  open.

The Belt

Sm all ite m s , such  as  po tions  and  scro lls , can  b e  ke p t on  your

b e lt in s te ad  o f in  your b ackpack to  m ake  the m  e as ie r to  use .

The  Warrio r s ta rts  ou t with  two  he a ling po tions  s to re d  on  h is

b e lt. The  num b e r in  the  lowe r righ t hand  co rne r o f the  po tion

icon  is  the  ho tke y fo r tha t ite m . Pre ss ing the  1 ke y on  the

ke yb oard , fo r e xam ple , will cause  your characte r to  d rink the

po tion  in  the  firs t spo t on  h is  b e lt. You  can  a lso  use  the  ite m s

b y righ t-clicking on  the m . Whe n  your characte r p icks  up  a

usab le  ite m  tha t is  sm all e nough , he  will au tom atica lly p lace

it on  h is  b e lt if the re  is  room . You  can  a lso  transfe r ite m s

b e twe e n your b ackpack and  your b e lt b y ope ning the  Inve ntory

scre e n , le ft-clicking on  the  ite m  to  b e  m ove d , and  the n  le ft-

clicking on  the  space  tha t you  wan t to  m ove  the  ite m  to .

Movement
Move m e nt in  Diab lo  is  accom plishe d  b y p lacing the  cu rso r

ove r the  a re a  whe re  you  wish  to  wa lk and  the n  ho ld ing down

the  le ft m ouse  b u tton . Your characte r will au tom atica lly m ove

towards  tha t d ire ction . No te  tha t wa lls , m ons te rs , o r close d

doors  m ay p re ve n t your characte r from  b e ing ab le  to  find  a

rou te  to  whe re  you  wan t h im  to  go .

Interacting with Characters
Now it’s  tim e  to  e xp lo re  the  town  o f Tris tram  and  ta lk to  one

of the  fe w re m ain ing re s ide n ts . Walk ove r to  the  foun ta in  in

the  ce n te r o f the  town . Se ve ra l pe op le  will b e  vis ib le . Move

your cu rso r ove r the  la rge  fe llow s tand ing o ff to  the  righ t. His

nam e  will appe ar in  the  De scrip tion  Box. De n ize ns  o f the  town

or lab yrin th  m ay ask your characte r to  pe rfo rm

tasks  fo r the m  o r o ffe r advice  on  que s ts  on

which  you  a re  cu rre n tly working. Som e  pe op le

m a y e ve n  h a ve  a cce s s  to  go o d s  o r m a gica l

a rtifacts  tha t will a id  you  on  your jou rne y. To

talk to  Griswold , le ft-click on h im . Your characte r

will a u to m a tica lly wa lk  to  h im  a n d  s ta rt  a

conve rsa tion .

Griswold  is  the  b lacksm ith  o f Tris tram  and  can

provide  your characte r with  weapons and arm or.

Le ft-click on  “Buy Bas ic Ite m s”. A lis t o f ite m s

tha t Griswold  is  se lling will appe ar. You  can  le ft-

click on  the  scro ll b a r o r u se  the  Arrow ke ys  to  scro ll up  and

down the  lis t. The  ite m ’s  nam e , de scrip tion  and  s ta tis tics  will

b e  lis te d , a long with  its  p rice . Ite m s  tha t a re

in  re d  a re  too  powe rfu l fo r your characte r to

use ; your he ro  m ay b e  too  we ak to  wie ld  the

we apon , o r too  clum sy to  u tilize  it p rope rly.

Le ft-click on  “Back”  o r p re ss  Escape once  to

ge t b ack to  the  m ain  conve rsa tion  m e nu , and

the n  le ft-click on  “Le ave  the  Shop” o r p re ss

Escape aga in  to  e nd  the  conve rsa tion  with

Griswold .

The Quest Log
Continue  to  e xp lo re  Tris tram  and  ta lk to  e ach

of the  pe op le  tha t you  m e e t. Eve n tua lly, one  o f the m  will a sk you

to  pe rform  a  task for the m . You have  jus t re ce ive d  your firs t que st.

Que s ts  a re  va rious  m iss ions  tha t you  m ay b e  aske d  to  com ple te

as  you  a re  inve s tiga ting the  e vil tha t has  b e e n  p lagu ing the  land .

To  vie w a  lis t o f the  que s ts  tha t you  a re  curre n tly working towards ,

o r to  re vie w the  in s tructions  tha t you  have  b e e n  give n , take  a

look a t the  Que st Log. Click on  the   b u tton

on  the  In te rface  Bar, o r p re ss  the  Q ke y on  the

ke yb o a rd .  All q u e s ts  th a t yo u r ch a ra c te r is

cu rre n tly ass igne d  will b e  d isp laye d . Le ft-click

on  the  que s t nam e  o r p re ss  Enter  to  re ad  the

ins tructions  aga in . Once  you  a re  done , close

the  Que s t Log. Th is  can  b e  done  b y clicking on

the   b u tton , p re ss ing the  Q ke y on  the

ke yb oard , o r p re ss ing the  space b ar. Also , once

you  have  a  que s t, you  can  ask e ve ryone  in  town

fo r in fo rm ation  tha t cou ld  he lp  you .

“I have seen the horrors that lie

beneath the earth. I  have felt the

icy breath of darkness upon my

skin, and have been gripped by

the skeletal talons of death itself.

What prayer can ever heal the

bleedin gm arks of  Terror’s

embrace?”

“A  warrior’s true strength lies

n ot  in  t he body, bu t  in  t he

spirit…”
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Saving/Loading the Game
Be fo re  you  ve n tu re  in to  the  lab yrin th , you’ll

p rob ab ly wan t to  save  your gam e . Bring up  the

Main  Me n u  b y p re s s in g th e   b u tto n  o r

h itting the  Escape ke y. From  he re , you  can

Save  your gam e , Load  a  save d  gam e , b e gin  a

Ne w Gam e , Exit Diab lo , o r change  the  gam e

Options . Click on  “Save  Gam e ” to  save  your

characte r’s  s ta tus . Single  p laye r he roe s  have

one  save d  gam e  s lo t pe r characte r, so  save

wis e ly.  Mu lt i p la ye r  h e r o e s  a r e  s a ve d

a u to m a tica lly a s  th e y a d ve n tu re  th ro u gh o u t

Tris tram .

Game Options
If you  wish , you  can  a lso  ad jus t the  gam e ’s

m usic o r sound  e ffe cts  vo lum e  b y choos ing

the  Op tions  se le ction . You  can  a lso  ad jus t the

b righ tne ss / da rkne ss  o f the  gam e  b y changing

the  Gam m a se tting. The  fa rthe r you  m ove  the

Gam m a s lide r to  the  righ t, the  ligh te r the  gam e

scre e n  will b e com e . You  can  e xit the  Me nu  b y

clicking on  the   b u tton  o r p re ss ing the

Escape ke y on  the  ke yb oard .

Entering the Dungeon
No w yo u  a re  re a d y to  b e gin  yo u r q u e s t to

d e s tro y Dia b lo . Mo vin g th e  cu rs o r o ve r th e

e n trance  to  the  church  will re ve al the  way down

in to  th e  la b yrin th  b e lo w.  Le ft-c lic k  o n  th e

e n trance  and  you  will b e gin  your de sce n t.

The  lab yrin th  b e ne a th  the  church  p rovide s  a

s im ila r vie w to  tha t o f the  town  ab ove , with

o n e  n o ta b le  e xc e p t io n .  As  yo u r c h a ra c te r

a p p ro a c h e s  wa lls  a n d  d o o rwa ys ,  th e y will

b e com e  s ligh tly transpare n t, so  tha t you  don’t

m iss  any ite m s o r cre a tu re s  tha t m ay b e  h idde n

b e h ind  the m . Only ite m s and  cre a tu re s  tha t a re

with in  your characte r’s  line  o f s igh t a re  vis ib le .

Pausing the Game
The re  m ay b e  cre a tu re s  ne a r the  e n trance  tha t will app roach

your he ro . To  pause  the  gam e , p re ss  the  P ke y on  the  ke yb oard .

The  screen will turn  red to  indicate  that the  gam e  play is  s topped.

Pre ssing the  P key again  will re sum e  the  gam e . Note  that pausing

the  gam e  is  ava ilab le  on ly in  s ingle  p laye r gam e s .

Interacting with the Environment
Move m e nt in  the  lab yrin th  is  the  sam e  as  in  the  town . You  can

e ithe r click on  the  de s tina tion  whe re  you  wish  to  wa lk, o r you

can  ho ld  down  the  le ft m ouse  b u tton  to  wa lk in  the  ind ica te d

d ire c tio n . An yth in g th a t yo u  ca n  in te ra c t with  will b e co m e

h igh ligh te d  whe n  you  m ove  the  cu rso r ove r it. Cre a tu re s  a re

h igh ligh te d  in  re d , ite m s  tha t you  can  p ick up  a re  h igh ligh te d

in  b lue , and  dunge on  fe a tu re s  such  as  doors  a re  h igh ligh te d  in

gold . Le ft-clicking on  the  se le cte d  ite m  will cause  your characte r

to  au tom atica lly m ove  to  and  in te ract with  the  se le cte d  ite m .

Combat
Com b at is  handle d  in  the  sam e  fash ion  as  m ove m e nt. To  a ttack

a  cre a tu re , m ove  the  cu rso r ove r the  ta rge t, wh ich  will h igh ligh t

it. The  nam e  o f the  cre a tu re , and  wha t your characte r knows

ab ou t it, will b e  d isp laye d  in  the  De scrip tion  Box. Le ft-click on

the  cre a tu re  to  a ttack it. If your characte r is  no t with in  range ,

he  will au tom atica lly wa lk towards  the  cre a tu re  to  a ttack it. If

you  a re  us ing a  b ow, o r a re  trying to  s tay b e h ind  cove r such  as

a  doorway, you  can  ho ld  down  the  Sh ift ke y on  the  ke yb oard

while  a ttacking to  p re ve n t your characte r from  m oving. He  will

s tand  in  the  sam e  spo t and  fire  h is  b ow o r swing h is  we apon .

Se arch  the  lab yrin th  until you  find  som e  cre a ture s  to  figh t. Don’t

fo rge t tha t if your he a lth  ge ts  low, you  can  use  a  he a ling po tion

to  re s to re  som e  o f your h it po in ts .

The Automap
An Autom ap is  availab le  to  he lp  you navigate  around the  dungeon.

To  ope n  the  Au tom ap , click on  the   b u tton  on  the  In te rface

Bar, o r p re ss  the  Tab ke y on  the  ke yb oard . A m ap  will b e  ove rla id

on  top  o f the  Play Are a . Your characte r’s  loca tion  and  facing a re

ind ica te d  b y an  o range  a rrow in  the  ce n te r o f the  m ap . Doors

and  s ta irways  a re  shown  in  ye llow. You  can  use  the  Arrow ke ys

on  the  ke yb oard  to  scro ll a round  the  m ap , and  the  + and  - ke ys

to  zoom  your vie w in  and  ou t. Gam e  p lay doe s  no t s top  wh ile  the

Au tom ap  is  d isp laye d , so  you  can  s till m ove , a ttack, and  b e

a ttacke d  b y the  de n ize ns  o f the  lab yrin th .

The  Autom ap

“I am not driven by hatred.

I am not driven by fear.

I am not driven by desire,

duty, or any rationale.

I can no longer feel any of these.

A ll that remains is R etribution;

Cold and hard and final…”
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To h ide  the  Au tom ap , e ithe r click the   b u tton , o r p re ss

the  Tab ke y on  the  ke yb oard . You  can  a lso  p re ss  the  space b ar

to  h ide  any ope n  scre e ns , includ ing the  Au tom ap .

Gaining Experience and Levels
Continue  to  e xp lo re  the  lab yrin th  fo r a  wh ile . Try ou t

d iffe re n t we apons  tha t you  find  to  de te rm ine  wh ich  a re

th e  m o s t e ffe c tive  a ga in s t th e  c re a tu re s  th a t yo u ’re

figh ting. Don’t fo rge t your he a ling po tions , and , if th ings

ge t too  tough , you  can  a lways  e xit the  dunge on  and  se e k

he lp  in  the  town .

Eve n tua lly, your characte r will ga in  e nough  e xpe rie nce

to  re ach  the  ne xt le ve l. Whe n  th is  happe ns , your Life

and  Mana  Orb s  will b e  com ple te ly re s to re d , and  a  

b u tton  will appe ar in  the  p laying a re a . Eithe r click on

the   b u tton  o r b ring up  the  Characte r In fo rm ation

scre e n  to  ga in  the  b e ne fits  o f your ne w le ve l. Each  le ve l

tha t you  advance  give s  you  po in ts  to  d is trib u te  am ong

your a ttrib u te s . Le ft-click on  the   b u tton  to  the  righ t

o f an  a ttrib u te  to  ra ise  it. Also , your characte r’s  e ffe ctive ne ss

in  com b at and  with  m os t spe lls  will incre ase  au tom atica lly.

Using Skills and Spells
Once  you  have  ga ine d  e nough  e xpe rie nce  to  re ach  le ve l

2 , he ad  b ack to  the  e n trance . Use  the  Autom ap  to  loca te

the  s ta irway up  if you’ve  m ove d  fa r away from  it. Be fo re

you  go  b ack to  the  town ,  le ft-click on  the   icon  on

the  In te rface  Bar, o r p re ss  the  B ke y on  the  ke yb oard .

Th is  ope ns  your Spe llb ook tha t ho lds  a  lis t o f a ll the

spe lls  and  skills  tha t your characte r curre n tly knows. Le ft-

clicking on  the  num b e re d  tab s  a long the  b o ttom  o f the

Spe llb ook a llow you  to  flip  th rough  the  page s  in  your

Spe llb ook. Le ft-clicking on  a  spe ll o r skill will p re pare  it,

and  the  icon  on  the  In te rface  Bar will change  to  ind ica te

the  p re pare d  spe ll/ skill. Pre pare  your Re pa ir skill b y le ft-

clicking on  the    icon  on  the  firs t page  o f your Spe llb ook.

Click on  the   b u tton , o r p re ss  the  B ke y on  the

ke yb oard  to  close  the  Spe llb ook.

Move  your cu rso r ove r the  p laying a re a  and  click the  righ t

m ouse  b u tton . Your characte r will b e  su rrounde d  b y a  m agica l

au ra , and  your cu rso r will tu rn  in to  an  icon  to  re p re se n t the

Re pair skill. The  Inve n to ry scre e n  will a lso  au tom atica lly ope n .

Move  the  cu rso r ove r a  p ie ce  o f e qu ipm e n t tha t you  wish  to

Repair, and le ft-click on  it. Most spe lls  and skills

a re  use d  in  th is  way, though  som e  spe lls  will

au tom a tica lly ta rge t the  a re a  tha t you  righ t-

click, so  you’ll need  to  expe rim ent to  see  which

te chn ique  to  u se  fo r e ach  spe ll. Also , righ t-

clicking on  the  icon  in  your Spe llb ook will cas t

tha t spe ll.

The Speedbook and Spell
Hotkeys
Anothe r m e thod  tha t you  can  use  to  se le ct the

spe ll o r skill tha t you  wish  to  use  is  th rough  the  Spe e db ook.

Click on  the   icon   on  the  In te rface  Bar o r p re ss  the  S ke y on

the  ke yb oard  to  ope n  the  Spe e db ook. A row

of icons  ind ica ting the  spe lls  and  skills  tha t

your characte r is  capab le  o f u s ing will appe ar

in  the  Play Are a , ju s t ab ove  the  In te rface  Bar.

Skills  a re  d isp laye d  in  go ld , m e m orize d  spe lls

in  b lue , spe lls  con ta ine d  on  scro lls  a re  re d ,

and  spe lls  ava ilab le  th rough  a  s ta ff a re  o range .

To  change  the  spe ll/ skill tha t you  wish  to  have

pre pare d , le ft-click on  the  icon  tha t re pre se n ts

the  one  tha t you  wan t. The  Spe e db ook will

close  and  tha t spe ll/ skill will b e  re ad ie d  fo r

use .

Once  you  have  le a rne d  a  fe w spe lls , o r have  found  se ve ra l

m agica l ite m s , it m igh t b e  use fu l to  se t up  spe ll ho tke ys  so  tha t

you  do  no t have  to  use  the  Spe llb ook o r Spe e db ook to  change

spe lls . Pu t the  cu rso r ove r the  Re pa ir icon  in  your Spe e db ook.

Press F5 on the  keyboard. The  descrip tion of the  skill will change

to  re fle ct the  ne w ho tke y. Pre ss ing the  F5 ke y a t any tim e  will

now p re pare  the  Re pa ir skill fo r u se . Us ing the  F5 th rough  F8
ke ys , you  can  ass ign  up  to  fou r spe ll ho tke ys .

End of Tutorial
Fe e l fre e  to  con tinue  adve n tu ring with  th is  warrio r, o r ope n  the

Main  Me nu  (us ing the   b u tton  o r Escape) and  se le ct “Ne w

Gam e ” to  cre a te  a  ne w he ro . Fo r m ore  de ta ile d  in fo rm ation  on

the  world  of Diab lo  and the  creature s and item s contained with in

it, con tinue  re ad ing the  m anua l.

“Gird thyself with the weapons

of knowledge and the armor of

wisdom.

Vict or y i s won  as m u ch

through strength of mind and

will as through brawn and steel.”
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OVERVIEW OF

GAMEPLAY

Movement
Le ft-click on  the  loca tion  tha t you  wan t your characte r to  wa lk to .

Con tinuous  m ove m e n t can  b e  ach ie ve d  b y m oving the  cu rso r in  the

d ire ction  you  wish  to  trave l and  ho ld ing down the  le ft m ouse  b u tton .

Your characte r will con tinue  to  wa lk in  tha t d ire ction  un til the  m ouse

b u tton  is  re le ase d  o r a  pa th  is  no t ava ilab le .

Combat
Place  th e  cu rso r o ve r th e  cre a tu re  th a t yo u  wish  to  a tta ck. Th e

creature ’s  nam e  and any inform ation  that your characte r knows ab out

tha t cre a tu re  will appe ar in  the  De scrip tion  Box. Un ique  cre a tu re s

will have  the ir nam e  d isp laye d  in  Gold.

Le ft-c lick on  the  cre a tu re  to  a ttack it with  the  we apon  cu rre n tly

wie lde d  b y your characte r.

Ho ld ing down  the  Sh ift ke y wh ile  a ttacking will a ttack a  loca tion  and

pre ve n t your characte r from  m oving.

Using Skills and Spells
Le ft-c lick th e  s kill/ s p e ll th a t yo u  wis h  to  p re p a re  b y u s in g th e

Spe llb ook o r Spe e db ook.

Right-click on the  creature  or area  where  you wish  to  cast the  prepared

spe ll. Spe lls  o r skills  tha t a ffe ct an  ite m  in  your characte r’s  Inve n to ry

will tu rn  the  cu rso r in to  a  ta rge ting icon . High ligh t the  ite m  tha t you

wish  to  ta rge t with  the  cu rso r and  le ft-click on  it.

Ho tke ys  can  b e  a ss igne d  to  fre que n tly u se d  spe lls  b y u s ing the

Spe e db ook. Ope n  the  Spe e db ook, and  p lace  the  cu rso r ove r the

spe ll tha t you  wish  to  ass ign  a  ho tke y to . Pre ss  F5-F8 to  a ss ign  tha t

ke y to  the  spe ll, and  close  the  Spe e db ook. Pre ss ing the  appropria te

ke y will now p re pare  tha t spe ll.

Speedbook Color Key:
Gold: Skill

Blue: Me m orize d  Spe ll

Red: Scro ll

Orange: Sta ff

Interacting with the Environment
Move  the  cu rso r ove r any ite m . A co lo re d  h igh ligh t ind ica te s  tha t the

ite m  can  b e  m an ipu la te d  o r in te racte d  with .

Blue: Ite m  tha t can  b e  p icke d  up

Red: Cre a tu re

Gold: Anyth ing e lse  with  wh ich   your characte r can  in te ract

Le ft-clicking on  the  h igh ligh te d  ite m  will cause  your characte r to

walk ove r to  the  ite m  and  p ick it up , a ttack it, o r o the rwise  in te ract

with  it.

Using Items
Moving the  cu rso r ove r an  ite m  on  the  ground  will d isp lay its  nam e .

Moving the  cu rso r ove r an  ite m  in  your characte r’s  Inve n to ry will

d isp lay any o the r in fo rm ation  tha t is  known  ab ou t the  ite m . The

co lo r o f the  de scrip tion  ind ica te s  the  na tu re  o f the  ite m .

White: Norm al ite m

Blue: Magic ite m

Gold:  Un ique  ite m

Any e quipm e nt tha t is  tin te d  in  Red is  e ithe r unusab le  or too  powe rfu l

fo r your characte r to  use .

Righ t-click an  ite m  in  your characte r’s  Inve n to ry o r Be lt to  u se  it. If

the  ite m  re qu ire s  a  ta rge t, the  cu rso r will b e  re p lace d  b y a  ta rge ting

icon . Move  the  cu rso r ove r the  de s ire d  ta rge t and  le ft-click.

An  ite m  ca rrie d  on  your characte r’s  b e lt has  an  au tom atic ho tke y

ass igne d  to  it. The  ho tke y is  d isp laye d  in  the  lowe r righ t hand  co rne r

o f the  b e lt s lo t. Pre ss ing the  ho tke y will u se  tha t ite m .

Righ t-click on  go ld  tha t your characte r is  ca rrying to  d rop  a  spe cific

am oun t.

Keyboard Commands

Z Zoom s vie w in  and  ou t

F1 Disp lay Diab lo  He lp

P Pause  the  Gam e

Escape Bring up  the  Main  Me nu

B Ope n  the  Spe llb ook

C Vie w Characte r In fo rm ation

I Exam ine  Inve n to ry

Q Re ad  Que s t Log

S Disp lay the  Spe e db ook

Tab Disp lay the  Au tom ap

Shift Hold  down  whe n  a ttacking to  p re ve n t m ove m e n t

+/- Zoom  Autom ap  In / Ou t

Arrow Keys Scro ll Au tom ap

1-8 Use  spe cific  b e lt ite m

F5-F8 High ligh t spe ll in  Spe e db ook and  p re ss  F5 -F8  to

ass ign  ho tke y. Once  ho tke y is  a ss igne d , the  ke y

will p re pare  tha t spe cific  spe ll

F9-F12 Auto  se nd  m e ssage s  (Multi p laye r on ly)

Enter Ope n  m e ssage  window/ se nd  m e ssage

(Multi p laye r on ly)

Spacebar Close s  a ll ope n  windows

“It is easy to go down into H ell;

night and day, the gates of dark

Death stand wide; but to climb

back again, to retrace one’s steps

to the upper air — there’s the

rub, the task. ”

— Virgil, The A eneid

“Break the bones and the body

will heal.

Break the spirit, and the body

will die…”

“It is easier to stab someone in

the back than it is to look them

in the eyes.

Societ y i s bu i lt  u pon  t his

principle, and it  is universal

amongst those who rule…”

“The burning tongues of H ell lap

at our heels as we run, screaming

from its horrible, gaping maw.

There can be no escape from the

relentless beast of Terror…”
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MULTI PLAYER

INSTRUCTIONS

Multi player Gaming
The  fo rce s  o f e vil a re  powe rfu l, b u t you  don’t have  to  face

the m  a lone . Diablo will a llow up  to  fou r p laye rs  to  jou rne y

in to  the  lab yrin th  b e ne a th  Tris tram  as  frie nd  o r foe . Multi

p laye r characte rs  are  separa te  from  single  p laye r characte rs .

A m ulti p laye r characte r’s  s ta te  is  save d  pe riod ica lly du ring

p lay, with  e xpe rie nce  and  e qu ipm e n t b e ing ca rrie d  ove r

from  se ss ion  to  se ss ion . The re fo re , the  “Save ” and  “Load”

op tions  will no t appe ar whe n  the  Diab lo  Me nu  is  ope ne d

during a  m ulti p laye r gam e .

The Multi player Interface Bar
The  In te rface  Bar in  m ulti p laye r gam e s  has  two  add itiona l

b u ttons  on  it, the  Me ssage  b u tton  and  the  Playe r In te n t

b u tton . To  se nd  a  m e ssage  to  o the r p laye rs  in  a  m ulti p laye r

gam e , le ft-click on  the  Me ssage  b u tton , o r p re ss  En te r on

the  ke yb oard . The  de scrip tion  b ox will d isp lay a  p rom pt

whe re  you  can  type  in  your m e ssage . Click on  the  Me ssage

b u tto n  o r p re s s  En te r to  s e n d  th e  m e s s a ge . Fro m  th e

m e ssage  scre e n , you  can  toggle  spe cific  p laye rs  on  o r o ff.

Th is  will a llow you  to  se nd  se cre t m e ssage s  to  on ly the

p la ye rs  th a t  yo u  wa n t.  If yo u  wa n t to  q u ic k ly s e n d  a

fre que n tly use d  m e ssage , the  ke ys  F9-F12 a re  ava ilab le  as

ho tke ys  to  re lay p re se t m e ssage s .

Th e  Pla ye r In te n t b u tto n  co n tro ls  h o w yo u r ch a ra c te r

in te racts  with  o the r p laye rs  in  the  gam e . Le ft-clicking on

the  Playe r In te n t b u tton  toggle s  it b e twe e n  Aggre ss ive  

a n d  Pe a ce fu l .  Ch o o s in g Aggre s s ive  m e a n s  th a t yo u r

characte r will tre a t o the r p laye rs  like  any o the r cre a tu re  in

the  dunge on , and  will a ttack the  p laye r if you  le ft click on

th e m . Fo r a  co o p e ra tive  ga m e , yo u  will wa n t to  s e le c t

Pe ace fu l. A Pe ace fu l characte r will no t a ttack o the r p laye rs

if the y a re  le ft-clicke d  on , and  will no t d ire ctly ta rge t the m

with  ha rm fu l spe lls . Note: other players may still be hit by

arrows and spell effects even if they are not specifically

targeted. Use caution when fighting in close quarters.

“H e who fights with monsters

might take care lest he thereby

become a monster.”

-Friedrich N ietzsche

It is  im portan t to  no te  tha t any m ulti p laye r gam e  is  lim ite d

b y the  quality of the  connection  of a ll of the  system s involved.

He avy ne twork tra ffic , poor cab ling, line  no ise , la te ncy, and

o the r e nvironm e n ta l e ffe cts  can  gre a tly de tract from  the

re liab ility and  pe rfo rm ance  o f a  m ulti p laye r gam e .

Spawning Diablo
Diablo include s  the  ab ility to  “spawn” a  sha re ware  copy o f

itse lf on to  o the r sys te m s  fo r p laying withou t the  Diablo CD.

Spawne d  cop ie s  o f Diab lo  a llow you  to  p lay m ulti p laye r

ga m e s  u s in g th e  wa rrio r c la s s ,  in c lu d in g ga m e s  o ve r

Ba ttle .ne t. On ly spawne d  ve rs ions  o f Diablo can  p lay aga ins t

e ach  o the r; a  no rm al in s ta lla tion  and  a  spawne d  ins ta lla tion

will no t “se e ” e ach  o the r in  m u lti p laye r gam e s . Note: A

spawned copy of Diab lo  takes up considerably more disk space

than a normal installation, as the game’s data files must be stored

on the computer’s hard drive.

Connection Methods

Direct Connection
Supports : 1 -4  p laye rs

Re qu ire s : 2  o r m ore  com pute rs  conne cte d

via  th e ir s e ria l p o rts  with  a  n u ll-m o d e m

cab le .

One  p laye r ne e ds  to  se le ct “Cre a te  Gam e ”

to  s ta rt u p  th e  ga m e . On ce  th e  ga m e  is

s ta rte d , work down  the  cha in  o f com pute rs

If a  p laye r doe s  no t au tom atica lly jo in , se le ct

“Re try Conne ction” to  a tte m pt to  jo in  the

gam e  aga in .

Troubleshooting: Che ck the  cab le  to  in su re  tha t it is  a  nu ll-

m ode m  cab le , and  doub le -che ck the  conne ctions . If a  nu ll-

m ode m  adap to r is  b e ing use d , m ake  su re  tha t no  m ore  than

one  adap to r is  b e ing use d . The  cab le  ne e ds  to  conne ct to

the  se ria l, o r COM ports , on  e ach  com pute r, no t the  pa ra lle l

(p rin te r) ports . A te rm ina l p rogram , such  as  Hyperterminal in

Windows 9 5 , can  b e  use d  to  confirm  the  conne ction . Make

su re  tha t the re  a re  no  conflicts  b e twe e n  the  COM ports  tha t

a re  b e ing use d  fo r the  nu ll-m ode m  conne ction  and  any o the r

de vice s  on  e ithe r sys te m .

Null-m odem  cab le : A  specific type

of serial (9 or 25 pin)  cable that

connects two computers through their

serial (COM) ports.A  null-modem

adaptor can also be attached to a

serial cable to create a null-modem

cable. Due to signal strength loss, do

not use a null-modem cable that is

over 30’ in length.

“A ny Master of battle should al-

ways take stock of his friends as

well as his enemies. K nowing

both can, in time, be profitable.”
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Modem Connection
Supports : 2  p laye rs

Re qu ire s : 2  com pu te rs , e ach  with  its  own

m ode m  and  te le phone  line

If your sys te m  has  one  m ode m  ins ta lle d , tha t

m ode m  will au tom atica lly b e  chose n  whe n

you  se le ct Mode m  as  your conne ction  type .

If you  have  m ore  than  one  m ode m  ins ta lle d ,

you  will ne e d  to  choose  the  spe cific  m ode m

tha t you  wish  to  use .

The  p laye r tha t is  in itia ting the  ca ll shou ld

se le ct “Call” and  e n te r the  te le phone  num b e r

o f the  p laye r tha t the y a re  ca lling. The  p laye r

th a t  is  re c e ivin g th e  c a ll s h o u ld  s e le c t

“Answe r” and  wa it fo r the  incom ing ca ll. If

the ir m ode m  is  se t up  co rre ctly, the  gam e

will au tom atica lly answe r the  incom ing ca ll

and  e s tab lish  the  conne ction .

Troubleshooting: Your m ode m  ne e ds  to  b e

se t up  corre ctly in  the  Windows 9 5  “Mode m s”

Con tro l Pane l b e fo re  Diab lo  will re cogn ize  it.

Che ck your m ode m ’s  se ttings  b y ope n ing the

“Mode m s” Con tro l Pane l. Click on  the  “Diagnos tics” tab ,

and  doub le -click on  the  m ode m  tha t you  wish  to  che ck.

Windows 9 5  will run  a  te s t on  your m ode m . If any e rro rs

a re  re porte d , consu lt your m ode m  m anufactu re r.

IPX Network Connection
Supports : 1 -4  p laye rs

Re qu ire s : 1  o r m ore  com pute rs , conne cte d

to  an  active  IPX-com patib le  ne twork

To  cre a te  a  gam e , click “Cre a te .” The  nam e

of tha t gam e  will b e  b ase d  on  the  nam e  o f

your characte r. A p laye r who  wishe s  to  jo in

your gam e  will ne e d  to  know  the  gam e ’s

nam e .

Troubleshooting: Che ck the  se ttings  fo r the

IPX/ SPX pro toco l in  the  “Ne twork” con tro l pane l; con tact

your ne twork adm in is tra to r fo r ass is tance  in  se tting up  your

n e two rk  c o n n e c t io n .  Ch e c k  a ll th e  p h ys ic a l n e two rk

co n n e ctio n s . No te  th a t Diablo will o n ly wo rk acro ss  o n e

ne twork se gm e n t. Re m e m b e r tha t the  nam e  o f a   gam e  is

b ase d  on  the  nam e  o f the  p laye r’s  characte r tha t cre a te s  it.

Battle.net Connection
Supports : 1 -4  p laye rs

Re qu ire s : A 3 2 -b it TCP/ IP conne ction  to  the

In t e rn e t .  Th is  c a n  e it h e r  b e  a  d ia l-u p

conne ction  o r a  d ire ct conne ction .

Battle .ne t is  Blizzard  Ente rta inm e nt’s  on-line

In te rn e t gam in g se rvice . It a llo ws  p laye rs

from  around the  world  to  adve nture  with  and

co m p e te  a ga in s t  e a ch  o th e r.  Se le c t  th e

“Battle .ne t” conne ction  m e thod  to  conne ct

to  Ba ttle .n e t.  If yo u r co m p u te r is  co n figu re d  fo r d ia l-u p

ne tworking, Diablo will au tom atica lly e s tab lish  a  conne ction

with  your ISP. Once  conne cte d  to  Ba ttle .ne t, you  can  cha t

with  o the r p laye rs  to  arrange , create , and jo in  gam es. Specific

in fo rm ation  is  ava ilab le  from  with in  Ba ttle .ne t b y p re ss ing

the  F1  ke y on  the  ke yb oard .

Troubleshooting: If your com pute r is  no t configure d  fo r d ia l-

up  ne tworking, you  will ne e d  to  e s tab lish  a  conne ction  with

your In te rne t p rovide r b e fore  s tarting Diablo. Che ck with  your

In te rne t Se rvice  Provide r to  find  ou t the  la te ncy le ve l o f your

conne ction  and  whe the r your conne ction  supports  3 2 -b it

TCP/ IP app lica tions . A h igh  la te ncy conne ction  with  any o f

the  p laye rs  can  re su lt in  an  uns tab le  m ulti p laye r gam e .

Dynamic Games
Gam e s ove r IPX ne tworks  and  Battle .ne t a re  dynamic. Playe rs

can  jo in  and / o r le ave  the  gam e  a t any tim e , and  as  long as

one  p laye r is  s till active  in  the  gam e , it will con tinue . Playe rs

canno t jo in  a  gam e  tha t a lre ady has  fou r active  p laye rs ,

howe ve r. If a ll o f the  p laye rs  le ave  the  gam e , it will ce ase  to

e xis t.

3 2 -b it  TCP/ IP c o n n e c t io n :

Generally, if you are able to run the

n ewest  version s of  N et scape

N avigat or an d/ or M icrosof t

I n t ern et  Explorer, you  have a

connection capable of supporting 32-

bi t  applicat ion s. C on tact  you r

Internet Service Provider if you are

unsure if your connection is 32-bit

capable.

Lo w la t e n c y:  “Laten cy” is a

measure of the time that it takes for

your system  to send and receive

information over a network. For

reliable play over Bat t le.n et ,

Blizzard recom m ends that  your

connection have a latency less than

500m s.C on t act  you r I n t ern et

Service Provider for information on

the latency level of your connection.

IPX ne twork: A  group of computers

with network cards that are cabled

together and communicate using the

IPX  protocol.
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CHARACTER SUMMARY

Character Level and Experience
As your characte r e xp lo re s  the  world  o f Diablo and  com b ats  the  e vil tha t th re a te ns  to

o ve rru n  th e  la n d , h e  o r sh e  ga in s  “e xp e rie n ce ” a n d  b e co m e s  m o re  skille d . Th e

characte r’s  to ta l e xpe rie nce  de te rm ine s  h is  o r he r Le ve l. A characte r’s  Le ve l p rovide s

a  qu ick approxim ation  o f h is / he r ove ra ll e ffe ctive ne ss , b u t d iffe re n t characte rs  o f the

sam e  Le ve l can  have  d iffe re n t s tre ngths  and  we akne sse s . Incre as ing a  le ve l give s  your

characte r add itiona l po in ts  to  spe nd  on  Attrib u te s , a s  we ll a s  incre as ing e ffe ctive ne ss

in  com b at, spe ll cas ting, and  skill u se .

The  m os t d ire ct way to  ga in  e xpe rie nce  is  to  de s troy the  de n ize ns  o f the  lab yrin th . The

e xact am oun t o f e xpe rie nce  ga ine d  b y killing a  cre a tu re  is  b ase d  on  the  re la tive  Le ve ls

o f the  characte r and  the  cre a tu re . A se asone d  Warrio r doe s  no t ga in  any b e ne fit from

de s troying a  m e re  ske le ton , fo r he  has  face d  fa r gre a te r e vils  b e fo re .

Attributes
Your characte r has  se ve ra l Attrib u te s  co rre spond ing to  ab ilitie s  he  o r she  will u se

during the  gam e . Each characte r class s tarts  out with  diffe rent s tarting values to  represent

tra in ing tha t the y have  a lre ady had . Each  Class  a lso  has  lim its  on  how h igh  som e

Attrib u te s  can  b e  ra ise d . Warrio rs , fo r ins tance , canno t norm ally ra ise  the ir Magic ra ting

as  h igh  as  an  e xpe rie nce d  Sorce re r. While  ga in ing e xpe rie nce  is  the  su re s t pa th , the re

a re  known to  b e  m agica l m e ans  to  ra ise  Attrib u te s  a s  we ll.

The  d iffe re n t Attrib u te s , and  the  aspe cts  tha t the y re p re se n t, a re  a s  fo llow:

Strength re p re se n ts  the  raw phys ica l powe r tha t the  characte r posse sse s . Ve ry s trong

characte rs  a re  capab le  o f u s ing m ore  powe rfu l we apons  and  can  we ar he avy

arm or. A h igh  Stre ngth  give s  a  b onus  to  the  am oun t o f dam age  done  in  close

com b at.

Magic is  a  m e asu re  o f the  characte r’s  ab ility to  m an ipu la te  the  fo rce s  o f m agic. It is  a

com b ination  of in te llige nce , willpowe r, and  innate  m agica l ap titude . A h igh  Magic

ra ting is  re qu ire d  to  le a rn  and  con tro l com ple x and  powe rfu l spe lls  and  s tave s .

Dexterity ra te s  the  characte r’s  gene ral agility and accuracy. A characte r with  low Dexte rity

has  a  ve ry d ifficu lt tim e  h itting oppone nts  in  com b at. De xte rity is  a  ve ry im portan t

Attrib u te  fo r a rche rs  to  de ve lop .

Vitality ind ica te s  the  characte r’s  ove ra ll phys ica l fitne ss . Characte rs  with  h igh  Vita lity

a re  ve ry he a lthy, ra re ly b e com e  s ick, and  have  a  s trong e ndurance .

Mana is  an  ove ra ll ra ting tha t de te rm ine s  how m uch  Mana  a  characte r can  sa fe ly

channe l whe n  spe llcas ting. It is  b ase d  on  the  characte r’s  Class , Le ve l, and  Magic

Attrib u te . A characte r tha t has  e xhaus te d  h is  o r he r Mana   is  no  longe r ab le  to

cas t le a rne d  spe lls . Scro lls  and  s tave s  m ay s till b e  use d , a s  the y d raw the ir own

powe r from  the  e nvironm e n t on  the ir own . Spe cia l Mana  po tions  a re  ab le  to

re s to re  the  he ro ’s  spe ll cas ting ab ilitie s  b y re fre sh ing the  b ody and  cle a ring the

m ind  o f the  im b ib e r.

Life is  how m uch  phys ica l ha rm  the  characte r can  su ffe r b e fo re  dying. The  Life  to ta l is

b ased  on Class , Leve l, and Vita lity. A Warrior, for instance , can  take  m ore  physical

pun ishm e n t than  a  Sorce re r o f the  sam e  Le ve l and  Vita lity ra ting. Once  Life

re ache s  ze ro  the  characte r is  de ad . Po tions  and  he a ling spe lls  can  re b u ild  the

hum an  b ody a t an  incre d ib le  ra te , re s to ring p re cious  Life  po in ts .

Combat Statistics
A characte r’s  e ffe ctive ne ss  in  com b at is  in flue nce d  b y m any facto rs , includ ing the

e qu ipm e n t tha t he  o r she  is  u s ing, the  Class  o f the  characte r, h is  o r he r Attrib u te s , any

e nchan tm e n ts  tha t a re  in  e ffe ct, e tc . The  Com b at Sta tis tics  d isp laye d  on  the  Characte r

In fo rm ation  scre e n  re p re se n t the  characte r’s  cu rre n t va lue s , b u t do  no t include  the

e ffe cts  o f non-Ide n tifie d  m agica l ite m s .

Armor Class is  a  to ta l o f a ll the  p ro te ction  tha t your characte r is  cu rre n tly re ce iving

from  a rm or, ta lism ans , sh ie lds , e tc . A h igh  a rm or class  a llows  the  characte r to

re s is t the  e ffe cts  o f phys ica l a ttacks , and  m ay he lp  aga ins t va rious  m agica l

e ffe cts  a s  we ll.

To Hit is  a  rough  ind ica tion  o f the  chance  tha t your characte r has  to  succe ss fu lly h it

and  dam age  a  s ingle  unarm ore d  oppone n t. It is  a  com b ina tion  o f m any facto rs ,

and  is  s trongly a ffe cte d  b y the  oppone n t’s  a rm or and  ove ra ll toughne ss .

Damage is  the  cu rre n t range  o f dam age  tha t your characte r can  in flict on  a  succe ss fu l

h it du ring com b at. An  oppone n t h it b y the  characte r will lo se  th is  m uch  Life .

The  Dam age  ra ting is  b ase d  on  the  we apon  b e ing wie lde d , the  cha racte r’s

Attrib u te s , Le ve l, and  any m agica l b onuse s .

Resistances
Magic is  a  fickle  and  unpre d ictab le  fo rce , and  e ve ry characte r and  cre a tu re  is  ab le  to

re sis t the  e ffects  of spe lls . The  chance  of successfu lly avoiding the  e ffects  of a  dange rous

spe ll is  p rim arily a ffe cte d  b y Le ve l, b u t ou ts ide  facto rs  m ay give  the  characte r a  b onus .

The  Re s is tance  ra tings  d isp laye d  in  the  Characte r In fo rm ation  scre e n  d isp lay on ly

b onuse s  gran te d  from  ou ts ide  sou rce s .

Magic re s is tance  p ro te cts  the  characte r from  spe lls  tha t e xpe l raw m agica l e ne rgy,  o r

spe lls  tha t a tte m pt to  change  o r transfo rm  the  characte r’s   phys ica l fo rm .

Fire re s is tance  p rovide s  de fe nse  aga ins t fire  spe lls  o f a ll type s . It can  a lso  he lp  to

re sis t the  a ttacks of cre a ture s  and  we apons that use  fire  or he at to  cause  dam age .

Lightning re s is tance  de fe nds  aga ins t e le ctrica l a ttacks  o f a ll type s , from  ligh tn ing b o lts

to  the  powe rfu l charge s  e xude d  b y ce rta in  cre a tu re s .
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WARRIOR

The Warriors of the lands of Khanduras are well trained in all of

the weapons of war. Ranging from crusading paladins to unscrupulous
mercenaries, Warriors can be found wherever there is conflict amongst their

countrymen. Many of these adventuresome men joined with King Leoric’s

army and went to battle against the Northern kingdom of Westmarch. As
the fires of war burned themselves out, these Warriors returned home to

find their kingdom in shattered disarray.

Dark rumors of the mysterious demise of King Leoric abound and
the evil that lurks within his Cathedral has drawn many Warriors to

Khanduras seeking fortune and glory. Though they were warned by the

people of Tristram, a few of these brave souls have ventured into the chaotic
labyrinth beneath the old church- never to be heard from again…

Whether they are driven by valor, honor, madness or greed, new

Warriors arrive in Tristram every day, ready to challenge the dark unknown
that awaits them beneath the earth.

The Warrior is the strongest and toughest of the three available

Classes, and he excels in the art of close combat. His primary weakness is
that his extensive physical training has left little time to develop more than

a rudimentary knowledge of magic. The extended periods of time that most

Warriors spend away from their homes and civilization requires that they
learn to repair their own weapons and armor, although their skill is no

match for the talent of a true blacksmith.
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ROGUE

The Sisters of the Sightless Eye are a loosely organized guild shrouded in
mystery amongst the peoples of the West. These highly skilled archers employ

ancient Eastern philosophies that develop an “inner-sight” that they use both in

combat and to circumvent dangerous traps that they may encounter. Known only
as wandering Rogues in the West, the Sisters conceal their secret affiliation by

posing as simple travelers. Many pompous fools have made the mistake of
underestimating these steel nerved women in combat and paid a terrible price

for their vanity.

The strange events transpiring in Khanduras have caught the attention

of many of these Rogues. They have come from as far as the Eastern dunes to
test their skills against the dark evil that is said to be lurking in Tristram. It is

also believed that untold riches wait to be discovered among the ruins of the

Horadrim monastery.

Although not as powerful in close combat as the Warrior, the Rogue is
the undisputed master of the bow. A skilled Sister can send a stream of arrows

at an opponent, each fired with a seemingly careless precision. The innate sixth
sense that all Rogues seem to possess also allows them to sense trapped fixtures,

and aids them in attempts to disarm these traps.
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SORCERER

Although practitioners of the mystic arts are scarce within the often

superstitious and religious lands of the West, many magi have made the
pilgrimage from the Far East to see for themselves what horrors lie beneath

the ruined Cathedral of Khanduras. The veiled Brotherhood of the Vizjerei,

one of the eldest and most dominant mage-clans of the East, has sent many of
its acolytes to observe the dark events unfolding in Khanduras first hand.

The Vizjerei, known for their brightly colored turinash -or spirit-robes-
have taken a keen interest in both gathering knowledge of demons and seeing
them slain. The Vizjerei elders hope that their acolytes will learn the secrets

of the dark evil that they sense growing in the West and can destroy it. The

possibility of discovering long-lost tomes of magical knowledge within the
confines of the labyrinth has also captured the interest of many wandering

Sorcerers.

Most magic in Khanduras is in the form of enchanted items and
elixirs. The Eastern Sorcerers have developed a greater understanding of

spellcasting than the other classes, and while a Vizjerei neonate knows only

the simplest of spells to start, he can expect to rapidly grow in power as he
discovers new incantations. All Sorcerers possess the ability to recharge spell

staves by drawing power from their surroundings and channeling them through
the staff.
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ITEMS

As you  e xp lo re  the  world  o f Diablo you  will e ncoun te r m any

ite m s  th a t can  a id  yo u  in  yo u r e xp e d itio n s . Ite m s  can  b e

e xam ine d  b y p icking the m  up  and  h igh ligh ting the m  in  your

in ve n to ry.  A d e s c rip t io n  o f th e  ite m  will a p p e a r in  th e

De scrip tion  Box a t the  b o ttom  o f the  In te rface  Bar.

By us ing pre cious  m e ta ls , m agica l ge m s, and  e ldritch  sym b ols ,

m any ite m s  can  b e  m agica lly e nhance d . Any e nchan te d  ite m s

th a t yo u r ch a ra c te r d is co ve rs  will h a ve  th e ir d e s crip tio n s

displayed in  b lue . While  your characte r can  sense  the  unnatural

na tu re  o f the  tre asu re  b y its  appe arance  and  m agica l au ra , he

o r she  will ne e d  to  have  it m agica lly ide n tifie d  b e fo re  the se

ab ilitie s  m ake  the m se lve s  known.

Ite m s  which  have  the ir nam e  and  de scrip tion  d isp laye d  in

go ld  a re  un ique  ite m s  and  a re  tre asu re s  o f le ge ndary powe r.

Although your characte r m ay re cognize  the  artifact from  storie s

and  m yths , he  o r she  will s till ne e d  to  ide n tify it to  d iscove r

the  tru th  b e h ind  its  re pu ta tion .

Many ite m s  re qu ire  tha t your characte r m e e t ce rta in  Attrib u te

m in im um s to  b e  use d  e ffe ctive ly. A war m au l, fo r in s tance ,

can  on ly b e  use d  b y e xtre m e ly s trong he roe s . Ve ry powe rfu l

scro lls  and  b ooks  can  on ly b e  unde rs tood  b y those  with  the

h ighe s t m agica l ab ilitie s . If your characte r doe s  no t m e e t the

re qu ire m e nts  to  use  an  ite m , tha t ite m  will appe ar in  re d  whe n

p icke d  up  o r ca rrie d .

Durability
Ove r tim e , we apons and  arm or we ar down until the y eve ntually

b re ak. Equipm e nt found  in  the  lab yrin th  is  a lm ost a lways  worn

b y tim e  and  im prope r ca re . A go ld  s ilhoue tte  o f the  worn

e qu ipm e n t will appe ar in  the  co rne r o f the  Play Are a  whe n  it is

close  to  b re aking. The  s ilhoue tte  will tu rn  re d  ju s t b e fo re  the

ite m  is  com ple te ly de s troye d .

Warrio rs  can  pe rfo rm  qu ick re pa irs  on  the ir e qu ipm e n t, b u t

th is  ine vitab ly lowe rs  the  ite m s’ qua lity ove r tim e . A good

b lacksm ith  can  re pa ir e qu ipm e n t withou t lowe ring its  long

te rm  e ffe ctive ne ss , fo r a  p rice . Enchan te d  we apons  and  a rm or

m ust b e  re pa ire d  b y us ing the  sam e  pre cious  m e ta ls  and  ge m s

tha t we re  use d  du ring its  cons truction , and  can  b e   e xpe ns ive

to  have  re pa ire d .

Weapons
Ve ry fe w cre a tu re s  in  the  lab yrin th  can  b e  re asone d  with , and

on ly a  foo l o r a  ve ry powe rfu l so rce re r wou ld  da re  e n te r the

confine s  o f the  church  withou t a  s tu rdy we apon  in  hand . It is

ru m o re d  th a t th e re  a re  m a n y e n ch a n te d  we a p o n s  b u rie d

b e ne a th  the  church , re m nan ts  o f the  Horad rim ’s  war aga ins t

the  Thre e .

Swords
The  sword  is  the  e p itom e  o f the  warrio r’s  we apon . Fo rge d  in

fire  and  te m pe re d  to  a  fine  e dge , a  good  b lade  can  cu t th rough

arm or o r a  de m on’s  th ick h ide  with  e qua l e ase . Som e  warrio r

clans  o f Khanduras  go  so  fa r a s  to  fo rsake  any o the r we apon

b e s ide s  a  sword , and  ab andon  the  use  o f a  sh ie ld  in  favor o f

gre a tswords  tha t s tand  the  fu ll he igh t o f a  m an .

Axes
Axe s  a re  favore d  b y those  who  a re  willing to  sacrifice  de fe nse

fo r powe r. In  add ition  to  b e ing s lowe r than  o the r we apons ,

e ve n  the  sm alle s t com b at axe  re qu ire s  two  hands  b e  fre e  to

wie ld  p rope rly, p re clud ing the  use  o f a  sh ie ld . Howe ve r, no

o the r m undane  ite m  can  m atch  the  dam age  o f a  good  axe .

Le ge nds  spe ak o f e nchan te d  axe s  capab le  o f s licing th rough

fle sh  and  s te e l a s  if th rough  b u tte r.

Maces and Clubs
Som e tim e s  the  s im ple s t too ls  a re  the  b e s t. Whe the r it b e  a

s tou t p ie ce  o f wood  o r a  sp ike d  m ace , a  good  club b ing we apon

can  b e  de ad ly in  the  hands  o f a  s trong warrio r. The  m in ions  o f

Me ph is to—the  unde ad—are  sa id  to  have  an  e spe cia lly d ifficu lt

tim e  re s is ting the  e ffe cts  o f b roke n  b one s  and  sha tte re d  lim b s .

“But he that hides a dark soul

and foul thoughts

Benighted, walks under the mid-

day sun

H imself is his own dungeon…”

-John Milton
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Staves
The  a rt o f s ta ff figh ting has  ne ve r ga ine d  m uch  acce p tance  in

Khanduras, but long ago the  Brothe rhood of Vizje re i d iscove red

ways  to  use  a  s im ple  woode n  s ta ff a s  a  con ta ine r fo r focuse d

m agica l e ne rgy. The  p roce ss  o f cre a ting a  spe ll s ta ff is  ve ry

tim e  consum ing, b u t e ve n  an  appre n tice  Vizje re i can  re charge

a  s ta ff b y channe ling m agica l e ne rgy in to  it. Spe ll s tave s  m ay

b e  use d  to  cas t spe lls  tha t the  wie lde r doe s  no t ye t know, and

tha t do  no t re qu ire  the  e xpe nd itu re  o f m ana . The  s ta ff m us t

b e  wie lde d  in  o rde r to  use  the  spe ll it con ta ins .

Odd ly e nough , the  act o f in fus ing a  s ta ff with  so rce rie s  se e m s

to  gran t the  s ta ff a  will o f its  own . On ly those  skille d  in  the  a rts

o f m agic can  hope  to  con tro l ve ry powe rfu l spe ll s tave s . It is

a lso  poss ib le  to  find  s tave s  tha t have  b e e n  fu rthe r e nchan te d

to  m ake  the m  m ore  e ffe ctive  in  com b a t o r to  gran t o the r

ab ilitie s  to  the  wie lde r.

To prepare a spell from a staff, use the Speedbook to ready the

spell. Spells from staves will appear on an orange background.

To cast the spell right-click on the spell’s target.

Bows
Bows a re  e xce lle n t we apons  fo r those  who  to  p re fe r to  s trike

a t the ir foe s  from  a  d is tance . The  gre a te s t a rche rs  in  the  world

a re  the  Sis te rs  o f the  Sigh tle ss  Eye . The y a re  tra ine d  in  the

use  o f e ve ry in s trum e n t o f a rche ry, from  the  sho rt b ows  use d

b y the  Horse m e n  o f the  Ka taan  Ste ppe s  to  the  gre a t war b ows

of the  Northe rn  Trib e s . Eve n  the  m os t skille d  o f the  Sis te rs ,

howe ve r, knows tha t a  b ow is  no  m atch  fo r a  sword  o r o the r

we apon  if the  figh ting shou ld  com e  to  close  quarte rs . Note:

Holding down the Shift key while attacking with a bow will prevent

your character from moving closer to his or her target.

Ar mor
Good  a rm or is  e sse n tia l if you  wish  to  su rvive  the  a ttacks  o f

the  cre a tu re s  lu rking in  the  lab yrin th . Eve n  a  s im ple  le a the r

je rkin  o r th ick cloak can  he lp  to  tu rn  as ide  a  we apon’s  e dge  o r

a  de m on’s  claws  and  p re ve n t the  we are r from  b e ing m orta lly

wounde d . The re  a re  th re e  ge ne ra l cla ss ifica tions  o f a rm or.

Light Armor
Ligh t a rm or range s  from  s im ple  clo th ing, such  as  rob e s  and

cloaks , to  ha rde ne d  le a the r a rm or. Eve n  to sse d  as ide  rags  will

p rovide  som e  p ro te ction . Although  a rm or o f th is  type  o ffe rs

m in im al p ro te ction  from  m ost a ttacks , it is  ve ry ligh twe igh t and

ine xpe ns ive  to  re pa ir.

Medium Armor
This  ca te gory include s  b as ic m e ta l a rm or, such  as  cha in  m ail

and  ring m ail. In  ge ne ra l, a rm ors  o f th is  type  p rovide  good

pro te ction  from  phys ica l a ttacks , b u t a re  he avy e nough  tha t

on ly a th le tic  characte rs  can  we ar the m  com fortab ly.

Heavy Armor
Most he avy a rm or cons is ts  o f so lid  m e ta l p la te s  ove r a  cha in

m e sh . The  e xte n t o f the  p la te  cove rage  de te rm ine s  the  e xact

type  o f a rm or. Fie ld  p la te , fo r in s tance , cove rs  on ly the  to rso

and  a rm s  with  so lid  p la te s  to  p rovide  m axim um  m ob ility. On ly

th e  s tro n ge s t h e ro e s  can  we a r h e avy a rm o r, an d  it is  ve ry

e xp e n s ive  to  re p a ir.  Pla te  a rm o r d o e s  p ro vid e  th e  h igh e s t

p ro te ction  poss ib le  from  phys ica l a ttacks , and  e nchan te d  p la te

a rm or can  m ake  a  warrio r ne a rly uns toppab le .
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Helmets
Eve n  a  s im ple  le a the r cap  can  spe ll the  d iffe re nce  b e twe e n

life  and  de a th , and  it is  a  good  ide a  to  use  the  b e s t he lm e t

tha t you  can  a ffo rd . Many m e m b e rs  o f the  Horad rim  wore

crowns  o f une arth ly m e ta ls  to  re fle ct the ir s ta tus , and  o fte n

the se  crowns  we re  e nchan te d  fo r supe rio r p ro te ction .

Shields
Shie lds  a re  e xtre m e ly popu la r a s  b o th  a  m e ans  o f de fe nse

and  de cora tion .  Your characte r will au tom atica lly a tte m pt to

b lock any incom ing b lows  with  h is  o r he r sh ie ld ,  and  in  tim e s

of de spe ra tion  it can  e ve n  b e  use d  as  a  b ashing we apon. Bows,

axe s , s tave s , and  o the r two-hande d  we apons  canno t b e  use d

in  con junction  with  a  sh ie ld .

Jewelry
Pre cious  ge m s and  m e ta ls  m ake  e xce lle n t foci fo r m agica l

e nchan tm e n ts . Although  m ost o f the  knowle dge  o f cre a ting

such  ta lism ans  has  b e e n  e ithe r b e e n  long lo s t o r is  je a lous ly

guarded b y the  Easte rn  m age  clans, rings and am ule ts  of power

m ay s till b e  d iscove re d . The  p rim ary d rawb ack o f e nchan te d

je we lry is  tha t m u ltip le  p ie ce s  se e m  to  in te rfe re  with  e ach

o the r. Fo r th is  re ason , on ly one  ring m ay b e  worn  on  e ach

hand , and  b u t one  am ule t m ay b e  worn  ab ou t the  ne ck. The

gre a te s t advan tage  o f rings  and  am ule ts  is  tha t the y a re  ne a rly

im poss ib le  to  s trike  in  com b at, and  as  such  do  no t ne e d  to  b e

re pa ire d  o r m a in ta ine d  as  a rm or doe s .

Potions
One  fo rm  o f m agic tha t is  s till s trong in  the  We st is  the  b re wing

of e lixirs  tha t can  have  a  va rie ty o f b e ne ficia l e ffe cts  on  the

im b ib e r. By fa r the  m ost com m on of the se  d raugh ts  a re  he a ling

po tions , wh ich  can  in s tan tly m e nd  to rn  fle sh  and  kn it b roke n

b one  b ack toge the r. Mana  po tions  a re  in fuse d  with  raw m agica l

e n e rgy to  re s to re  th e  a b ilit ie s  o f s p e ll c a s te rs  th a t  h a ve

e xpe nde d  the ir powe r. The  o ld  church  is  su re  to  have  a  s trong

supp ly o f b o th  type s  o f po tions , a s  the  cle rgy use d  the m  to

ca re  fo r the  s ick and  wounde d . Loca ls  skille d  in  he rb cra ft m ay

a lso  b e  ab le  to  supp ly your characte r with  po tions , fo r the  righ t

p rice . It’s  known  tha t the  gre a te s t o f the  Horad rim  a lche m is ts

cre a te d  s tra n ge  co n co ctio n s  th a t p e rm a n e n tly a ffe c te d  th e

d rinke r.

To drink a potion, right-click on it when it is on your belt or in your

backpack. You can also use the potion’s hotkey if it is on your

character’s belt.

Scrolls
By ca re fu lly p re paring spe cia l pa rchm e n t with  m agica l inks ,  a

focus  fo r spe lls   can  b e  cre a te d . Such  m agica l scro lls  p rovide

the  re ade r with  the  ab ility to  cas t a  spe ll tha t the y no rm ally

m ay no t know, withou t e xpe nd ing any m ana . Ve ry powe rfu l

spe lls  cannot b e  use d  b y the  un tra ine d , howe ve r, fo r the  cryp tic

sym b ols  upon  the m  a re  d ifficu lt to  com pre he nd . The  act o f

casting the  spe ll drains the  scroll of a ll m agical power and causes

the  pa rchm e n t to  crum b le  to  dus t in s tan tly.

To cast a spell from a scroll, either right-click on a scroll that your

character is carrying, or use the Speedbook to prepare the spell.

Spells from scrolls will appear on a red background.



4 0

Books
More  va luab le  than  go ld  to  any so rce re r, b ooks  m ay con ta in

clue s  to  que s ts , spe ll fo rm ulas , o r o the r p ie ce s  o f knowle dge .

The  tim e  o f the  Horad rim  is  cons ide re d  to  b e  the  gre a te s t age

of m agic, whe n  un to ld  d iscove rie s  in  the  a rcane  a rts  we re

m ade . The se  powe rfu l m ys tics  u se d  e ve ry ounce  o f powe r a t

the ir com m and  to  p re se rve  hum an ity. Although  the  Eas te rn

m age -clans  ke e p  wa tch  ove r vas t lib ra rie s  o f m agica l tom e s ,

it is  suspe cte d  tha t a  gre a t pa rt o f th is  knowle dge  was  lo s t

whe n  the   la s t o f the  Horad rim  d ie d . The re  m ay b e  lo s t works

b e ne a th  the  church  tha t cou ld  b ring som e  o f the se  ancie n t

m agics  to  ligh t…

You can discover a book’s contents by left-clicking on it when your

character discovers it. Books that contain spell formulas can be

carried by your character to trade - or to study. Right-clicking on

such books will increase your ability with a specific spell. No single

book can teach your character all that there is to know about a

spell, however. The more books that your character reads on a

specific spell, the greater his or her ability with spell will become.

Mastering a spell requires intimate knowledge of the ways of magic,

This is reflected by an increasing magic requirement to memorize

the spell.

Gold
During the  long re ign  o f pe ace  tha t e xis te d  in  Khanduras  m os t

towns  and  citie s  agre e d  upon  a  s tandard  go ld  co in  to  use  in

tra d e . Th e  Ch u rch  o f Za ka ru m  h a s  trie d  to  h a ve  its  o wn

curre ncy acce pte d  as  the  ne w s tandard , b u t so  far it has  ga ine d

little  acce p tance . Although  it wou ld  se e m  tha t the  m in ions  o f

the  Thre e  wou ld  have  no  use  fo r go ld  co ins , m any de m ons

hoard  a ll the  we a lth  tha t the y can  find .

To drop a specific number of coins, right-click on gold in your

character’s inventory. Type in the amount of gold that you wish

your character to drop, and press the enter key.
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Firebolt
The  true  e sse nce  o f Fire  lie s  a t the  e dge  o f Ene rgy and  Matte r.

It is , the re fo re , a  fa irly s im ple  m atte r to  shape  Mana  in to  a

m agica l flam e . Con tro lling a  b o lt o f th is  fire  a s  it flie s  towards

its  ta rge t  is  a n o th e r m a tte r e n tire ly.  As  e xp e rie n c e  a n d

knowle dge  with  th is  spe ll grows, b o th  the  in te nsity of the  flam e

and  the  spe e d  o f the  b o lt can  b e  incre ase d  with  the  cas te r

fe e ling le ss  e xe rtion .

Inferno
In fe rno  sacrifice s  the  m ob ility o f a  Fire b o lt fo r pu re  dam aging

p o we r.  Ra th e r th a n  a t te m p tin g to  c o n tro l th e  p a th  a n d

cohe s ive ne ss  o f a  s ingle  b o lt, the  cas te r con ju re s  fo rth  an

ind ividua l, focuse d  s tre am  o f flam e . Although  it d iss ipa te s

b e yond  m ore  than  a  fe w pace s , with  a  gre a te r unde rs tand ing

o f th e  fo rce s  a t wo rk th e  s tre a m  o f fire  ca n  n o t o n ly b e

e xte nde d  a  s ign ifican t am oun t, b u t a lso  can  b e  m ain ta ine d

for a  few m om ents m ore . The  heat of an  Infe rno is  m ore  in tense

than  tha t o f a  Fire b o lt a s  m ore  Mana  is  b e ing conve rte d  in to

e sse n tia l e ne rgy.

Wall of Fire
Magica l fire  fe e ds  upon  no  e arth ly source , b e ing fue le d  ins te ad

b y the  m ys tic  e ne rgie s  known  as  Mana . While  the  he a t o f

con ju re d  flam e s  m ay cause  no rm al m atte r to  com b us t and

b urn  on  its  own , the  flam e s  the m se lve s  will b u rn  as  long the y

have  Mana  to  d raw upon . By ca re fu lly con tro lling the  flow o f

Mana  to  a  m agica l fire , its  life -span  can  b e  e xte nde d  we ll

b e yond  tha t o f a  Fire b o lt o r an  In fe rno . The  Horadrim  we re

skille d  e nough  to  cre a te  to rche s  tha t b u rn  with  an  e te rna l

flam e , b u t those  ab ilitie s  have  b e e n  long lo s t. With  th is  spe ll,

the  cas te r cre a te s  a  wa ll o f e ld ritch  flam e  tha t will b u rn  un til

the  Mana  in  tha t a re a  has  b e e n  e xhaus te d . As  the  knowle dge

o f th is  s p e ll in c re a s e s ,  th e  ra te  a t wh ich  Ma n a  m u s t b e

consum e d  can  b e  b e tte r con tro lle d  and  the  Wall o f Fire  can

b e  m ade  to  b u rn  longe r.

SPELLS

The Nature of Magic
Magic is  an  e xtre m e ly powe rfu l fo rce , the  m an ipu la tion  o f

which  is  ca re fu lly s tud ie d , fre que n tly le a rne d , b u t it is  ne ve r

fu lly m a s te re d . En ch a n tm e n ts  e xu d e  a n  a u ra  th a t ca n  b e

se nse d  b y m any, b u t ye a rs  o f tra in ing a re  re qu ire d  to  p rope rly

e xp lo it the  Mana  tha t pe rvade s  ou r world .

So m e  s ch o la rs  u s e  n a tu ra l m a n ife s ta tio n s  to  e xp la in  th e

workings  o f the  un ive rse . In  a  com m on arche type , the  physica l

world  is  like ne d  to  the  sky wh ile  the  e the re a l re a lm  o f m agic

is  se t a s  the  oce an . If we  fo llow th is  line  o f though t, spe lls  a re

m uch  like  the  tu rb u le nce  tha t occu rs  whe re  the  two  in te ract

with  e ach  o the r. During the  Sin  War, De m on  and  Ange l a like

wrough t powe rfu l m agicks  tha t th re a te ne d  to  te a r the  fab ric

o f re a lity apart. The  phys ica l and  m agica l re a lm s  b e gan  to

b lu r a n d  m e rge ,  wh ich ,  in  o u r a rch e typ e ,  wo u ld  b e  th e

e qu iva le n t o f a  fie rce  hu rricane .

The  Force s  o f Orde r sough t to  p re se rve  ou r re a lity b y lim iting

the  powe r of m orta l m an. As a  conse que nce , only the  s tronge st

wills  can  harne ss  m ore  than  the  m ost b as ic o f m agica l e ffe cts .

Eve n  the n , m uch  e ne rgy is  lo s t in  the  trans ition  o f powe r

b e twe e n  the  two  Re a lm s . As  a  p ractitione r o f the  a rcane  a rts

grows  m ore  knowle dge ab le  he  is  ab le  to  cre a te  the se  e ffe cts

with  gre a te r e fficie ncy, re su lting in  spe lls  tha t a re  m ore  po te n t,

have  m ore  e ndurance  and  d ra in  le ss  Mana  in  the ir cas ting.

“To practice the arts is to be

Damned.

To m ast er t hem  is t o be

Victorious…”

“Either slain  thou shalt  gain

heaven, or conquering thou shalt

enjoy the earth.

Therefore arise, son of K unti,

u n to bat t le, m akin g a f irm

resolve.

H oldin g pleasu re an d pain

alike, gain and loss, victory and

defeat , then  gird thyself  for

battle: thus thou shalt not get

evil.”

- The Bhagavad Gita
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Holy Bolt
While  the  Horadrim  we re  the  gre a te s t m orta l spe ll cas te rs  e ve r

known, no t a ll o f the  fo llowe rs  o f the  Ligh t we re  as  p ro ficie n t

in  m agic as  the y we re . During the  que s t to  b ind  Me ph is to ,

com m on  so ld ie rs  we re  ha rd  p re sse d  to  com b at the  se e m ingly

e nd le ss  tide s  o f the  unde ad  tha t guarde d  the  Firs t Bro the r.

During th is  tim e , Ca than , a  de vou t p rie s t who  was  a lso  a  fie rce

warrior, found  tha t b y invoking the  powe rs  of the  High  He ave ns

and  the n  in fus ing the m  with  the  e sse nce  o f Fire , a  b o lt o f

gre a t spe e d  and  in te ns ity cou ld  b e  cre a te d  and  use d  b y those

o the rwise  un tra ine d  in  the  use  o f m agic. Th is  Ho ly Bo lt ha rm s

on ly the  unde ad , m aking it fa r sa fe r to  use  wh ile  on  a  chao tic

b a ttle fie ld .

Healing
The  a rt o f se lf he a ling is  an  inva luab le  ab ility, and  it is  fo r th is

re ason  tha t th is  spe ll has  b e e n  pre se rve d  th roughout the  age s .

Whe n  cas t, Mana  course s  th rough  the  b ody, in s tan tly kn itting

b roke n  b one , re p lacing to rn  tis sue  and  re ducing the  e ffe cts

o f shock and  fa tigue . With  tim e , th is  spe ll can  b e  de ve lope d

to  the  po in t tha t it can  in s tan tly re s to re  e ve n  those  on  the

b rink o f de a th . The  ab ility to  he a l o the rs  is  m uch  ra re r, and

those  tha t can  do  so  a re  gre a tly re spe cte d .

Resurrect
During the  assau lt upon  Me phis to ’s  Fortre ss  o f Bone , the  a rm y

le d  b y the  Horad rim  was  ne a rly ove rwhe lm e d  b y the  le gions

o f the  dam ne d . As  soon  as  one  o f the  crusade rs  was  s la in  in

com b at, h is  b ody wou ld  rise  aga in  as  an  unde ad  warrio r to

figh t aga ins t h is  fo rm e r com pan ions . On  the  e ve  o f wha t was

to  b e  the  fina l a ttack upon  the  Fortre ss , a  m ys te rious  figu re  in

wh ite  a p p e a re d  b e fo re  th e  Co u n cil o f th e  Ho ra d rim . Th is

apparition  re ve a le d  to  the m  the  se cre t o f p ie rcing the  b a rrie r

b e twe e n  Life  and  De a th . By Re surre cting the  s la in  so ld ie rs ,

the y cou ld  b e  save d  from  e te rna l co rrup tion . Those  p re se n t

a t the  Council swore  an  oa th  ne ve r to  use  th is  ab ility once  the

b a ttle  was  ove r, b u t som e how the  se cre t e scape d . Th is  spe ll

has  the  powe r to  b ring a  de ad  sou l b ack to  the  phys ica l world ,

b u t it m us t b e  pe rfo rm e d  a t the  s ite  o f the  pe rson’s  de a th .

Charged Bolt
The  true  e sse nce  o f Ele ctrom agne tism  e xis ts  on  the  th re sho ld

of the  Ethe real and the  Physical Realm s. While  it is  ve ry e fficient

to  transform  Mana in to  e le ctrica l e ne rgy, it is  e xtre m e ly d ifficu lt

to  co n tro l. Th is  sp e ll ca lls  in to  b e in g m u ltip le  p o cke ts  o f

ligh tn ing wh ich  se e m  to  have  a  will o f the ir own . The  cas te r is

ab le  to  sh ie ld  h im se lf from  the  e ffe cts  o f the se  charge s , b u t

a n y c re a tu re  - fr ie n d  o r  fo e  - m a y b e  s t ru c k .  Gre a te r

unde rs tand ing of th is  spe ll a llows m ore  o f the se  Charge d  Bolts

to  b e  fo rm e d , and  the ir e xis te nce  will b e  m ain ta ine d  fo r a

longe r pe riod  o f tim e . The  physica l to ll on  the  cas te r, howe ve r,

incre ase s  as  we ll, re qu iring m ore  Mana  to  b e  spe n t.

Lightning
Th e  ca s te r o f th is  sp e ll s e e ks  to  co n tro l th e  d isch a rge  o f

e le ctrica l e ne rgy b y focus ing it in  s ingle  s tre am  o f ligh tn ing.

The  e ffe cts  o f channe ling th is  powe rfu l fo rce  o f na tu re  on to

a n  u n p ro t e c t e d  c re a t u re  a r e  a we s o m e  in d e e d .  Wit h

e xpe rie nce , the se  b o lts  o f ligh tn ing m ay b e  m ain ta ine d  fo r a

longe r pe riod  o f tim e  while  re qu iring le ss  Mana  to  b e  use d .

Flash
The  Flash  spe ll was  cre a te d  to  figh t the  se rvants  of Baal, whose

m in ions  p re fe r to  su rround  the ir e ne m ie s  and  a ttack from  a ll

s ide s  s im ultane ous ly. To  p rope rly fo rm  m ost incan ta tions , the

cas te r m us t b e  ab le  to  conce n tra te  long e nough  to  com ple te

the  ne ce ssa ry invoca tions  and  ge s tu re s . With  th is  spe ll, the

ca s te r d ra ws  in  a s  m u ch  Ma n a  a s  p o s s ib le  a s  q u ickly a s

poss ib le  from  the  su rround ing a re a  and  conce n tra te s  it in to  a

s ingle  po in t with in  h is  own  b ody. Th is  Mana  is  the n  re le ase d

in  a  s ingle  b u rs t o f raw e ne rgy tha t d iss ipa te s  ve ry rap id ly –

and  ve ry vio le n tly. While  th is  spe ll is  u sab le  on ly in  clo se

com b at, it is  e xtre m e ly po te n t and  will s trike  cre a tu re s  on  a ll

s ide s  o f the  cas te r.

“When all magic fails, rely on

three feet of steel and a strong

arm…”
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Identify
Any ob ject im bued with  m agic exhib its  an  aura  that is  easily noticed.

To  d e te rm in e  th e  e xact n a tu re  o f th is  e n ch an tm e n t, h o we ve r,

re q u ire s  in te n se  s tu d y a n d  a n  e xte n s ive  kn o wle d ge  o f a rca n e

m ate ria ls  and  sym b ols . While  none  have  m as te re d  the  ab ility to

m e m orize  a  spe ll o f th is  m agn itude , the  Vizje re i have  de ve lope d  a

m e ans  fo r the  un tra ine d  to  d iscove r the  se cre ts  o f an  e nso rce lle d

ob je ct b y us ing a  ra re  crys ta l tha t is  e xtre m e ly se ns itive  to  m agica l

auras . Th is  se ns itivity m ake s  it ve ry fragile , howe ve r and  the  crys ta l

will sha tte r if it is  b rough t too  close  to  an  e nchan te d  ite m . The

ve ry act o f ide n tifying such  an  ob je ct a lso  de s troys  the  crys ta l.

Scro lls  and  s tave s  have  b e e n  cra fte d  tha t can  b e  use d  to  ide n tify

m agica l au ras . By us ing spe cia l inks  and  dye s  tha t con ta in  tiny

gra ins  o f the se  crys ta ls , the  s tab ility o f the  crys ta l is  m a in ta ine d

un til it is  u se d  to  e xam ine  the  e nchan te d  ob je ct.

Town Portal
The  Horadrim  cons tructe d  num e rous  m agica l ga te ways  b e twe e n

the  m igh ty fo rtre sse s  so  tha t the y cou ld  qu ickly conce n tra te  the ir

de fe nse s  aga ins t any incurs ion  b y the  De m ons . With  b u t a  though t,

th e  Cru s a d e rs  o f th e  Ligh t  c o u ld  t ra n s p o rt  th e m s e lve s  to

p re d e te rm in e d  d e s tin a tio n s  m a n y le a gu e s  a p a rt. Alth o u gh  th e

se cre t o f cre a ting the se  ga te ways  has  b e e n  long lo s t, it is  s till

poss ib le  to  use  the  pa thways  tha t a re  a lre ady in  p lace . A Porta l

ope ne d  b y m e ans  o f th is  spe ll will a lways  take  the  cas te r to  the

loca tion  o f the  ne a re s t ga te  and  re m ain  ope n  long e nough  to  b ring

the  cas te r b ack to  h is  po in t o f o rigin . The  Church  o f Tris tram  is

b u ilt upon  the  re m ains  o f a  Horad rim  m onas te ry, and  it is  qu ite

p rob ab le  tha t a  ga te way lie s  ne a rb y.

Telekinesis
This  ve rsa tile  spe ll is  de rive d  from  a  tra in ing e xe rcise  once  use d

b y the  Horadrim . Once  the y re ache d  a  ce rta in  po in t in  the ir tra in ing,

aco lyte s  we re  b ound  and  locke d  in  a  ce ll, with  the  ke y to  the  door

lying on  the  floo r in  fron t o f the m . The  s tude n t had  to  un lock and

ope n  the  door withou t b e ing ab le  to  phys ica lly m ove . Through

in te n s e  c o n c e n t ra t io n  a n d  fin e  c o n t ro l,  th e  a c o lyte  c o u ld

m an ipu la te  the  ke y as  if it was  he ld  b y an  invis ib le  hand . Those

tha t we re  ab le  to  ope n  the  ce ll door we re  a llowe d  to  p roce e d  to

the  ne xt le ve l o f tra in ing. The re  is  som e  spe cu la tion  as  to  the  fa te

o f those  un fo rtuna te s  tha t lacke d  the  m agica l p rowe ss  to  e scape .

Today, th is  spe ll se rve s  as  a  re m inde r tha t wha t was  once  a  s im ple

m e n ta l e xe rcise  fo r the  Horad rim  is  now a  d ifficu lt spe ll known  b y

fe w so rce re rs . Te le kine s is  cou ld  p rove  ve ry use fu l in  the  lab yrin th ,

as  the re  a re  m any trappe d  doors  and  che s ts  tha t cou ld  b e  sa fe ly

ope ne d  from  a  d is tance . By e xe rting gre a te r fo rce , a t a  cos t in  fine

con tro l, cre a tu re s  can  a lso  b e  pushe d  away from  the  cas te r.
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Accura te  re ports  on  the  na tu re  o f the  ho rro rs  tha t lie  b e low

the  church  com e  to  ligh t m ore  ra re ly than  su rvivo rs . I have

a tte m pte d  to  p rovide  a  b ase  knowle dge  o f wha t awaits  you  b y

se a rch ing th rough  our vas t lib ra rie s  fo r h is to rica l and  scie n tific

tom e s  re coun ting the  Horadrim ’s  e p ic war aga ins t the  Thre e .

I have  sum m arize d  the  in fo rm ation  tha t I d iscove re d . Due

to  the  le ngth  o f tim e  tha t has  passe d  s ince  m os t o f the  o rigina l

accoun ts  we re  writte n , and  the  unce rta in ty su rround ing the

p re se n t e vil th a t p lagu e s  th is  lan d , I can n o t gu a ran te e  th e

ve racity o f th is  in fo rm ation . I do , howe ve r, b e lie ve  tha t th is

in fo rm a tio n  is  a s  a ccu ra te  a s  p o s s ib le  u n d e r th e s e  tryin g

circum stance s .

It is  known  tha t the  Thre e  Bro the rs  o fte n  acte d  th rough

pe rsonal se rvants . While  I would  not classify a ll o f the se  se rvants

as  De m ons , the y do  re p re se n t the  m os t ho rrib le  a spe cts  o f

th e ir Ma s te rs . Wh a t fo llo ws  is  wh a t h a s  b e e n  d o cu m e n te d

conce rn ing the  cre a tu re s  tha t we re  known to  se rve  the  Bro the rs

during the ir re ign  o f e vil. It shou ld  b e  no te d  tha t in  the ir b a ttle

aga ins t the  Se raph im , the  Bro the rs  wou ld  cons tan tly twis t and

change  the ir se rvan ts  to  b e s t re s is t the  powe rs  tha t the y we re

facing. Two  de m ons  o f the  sam e  phys ica l shape  m ay h ave

dram atica lly d iffe re n t we akne sse s , de pe nd ing upon  the  wh im s

of the ir Maste r. The  specific specie s  describ ed he re in  were  those

m ost com m only e ncoun te re d  b y the  Horadrim .

Ta ke  th e  gre a te s t o f ca re  wh e n  jo u rn e yin g th ro u gh  th e

curse d  lands . It is  we ll known  tha t the  cre a tu re s  o f Darkne ss

a re  a  coward ly lo t, and  will a ttack us ing s tre ngth  o f num b e rs  to

th e ir a d va n ta ge  wh e n e ve r p o s s ib le .  I fe a r th e  kn o wle d ge

con ta ine d  he re in  is  incom ple te , a t b e s t, fo r the re  we re  no  living

witne sse s  o f the  m os t powe rfu l ho rro rs . If one  o f the  Thre e  has

tru ly com e  fre e  o f h is  b ind ing, he  will ca ll a s  m any o f the se

in fe rna l se rvan ts  to  h im  as  poss ib le , a s  we ll a s  cre a ting ne w

and  m ore  powe rfu l m in ions  to  com m and .

Vischar Orous

Chie f Lib ra rian

Zhare sh  Cove nan t

Bro the rhood  o f the  Vizje re i

The  Min ions  o f Darkne ss  fa ll in to  th re e  ca te go rie s , and  a re

d ivide d  accord ing to  the ir m as te rs . Study the se  words  we ll, fo r

th is  knowle dge  m ay b e  a ll tha t ke e ps  your im m orta l sou l from

b e ing de voure d  b y the  de n ize ns  o f the  unde rworld .

Mephisto, the  Lord  o f Ha tre d  (Odium)
The  le gions  o f Me ph is to  a re  d rive n  b y a  ha tre d  o f a ll living

th ings  - e spe cia lly those  who  a re  pu re  o f he a rt. He  coun ts  a s

m in ions  b o th  the  wa lking de ad , who  fo re ve r se e k ve nge ance

upon  the  living, a s  we ll a s  a  hos t o f de m onica lly co rrup te d

cre a tu re s  whose  twis te d  lim b s  and  m isshape n  b od ie s  le ave

the m  in  e te rna l agony and  rage .

Skeletons (Ossium Animatum)

The se  a re  the  ske le ta l re m ains  o f warrio rs  who  e ithe r d ie d  as

so ld ie rs  in  som e  dark cam paign , o r we re  b e traye d  b y those

the y m os t tru s te d . Now an im ate d  b y unna tu ra l fo rce s , the se

troops  o f the  Dam ne d  fo re ve r se e k ne w re cru its  to  jo in  the ir

ranks . If ou r gre a te s t fe a rs  do  p rove  to  b e  true , the  ske le ta l

warrio rs  tha t a re  rum ore d  to  haun t the  town  o f Tris tram  m igh t

we ll b e  the  co rrup te d  re m ains  o f the  va lian t Horad rim  m onks

la id  to  re s t in  the  ca tacom b s  b e ne a th  the  chu rch . On ly an

incredib ly potent evil could  have  d isturb ed the  peace ful s lum b er

o f the se  e re m ite s .

Ske le tons  a re  usua lly found  in  p lace s  whe re  the  de ad  a re  la id

to  re s t o r a t the  s ite s  o f gre a t b a ttle s . While  phys ica lly fragile ,

the y a re  ne ve r lacking in  num b e rs , fo r those  tha t fa ll to  the m

in  co m b a t a re  d a m n e d  to  a n  e te rn a l lu s t fo r livin g b lo o d .

Co u p le d  with  th e ir  u n th in k in g ra ge ,  th is  m a ke s  th e m  a

dange rous  oppone n t.

“I am Yesterday, Today, and To-

morrow, and I have the power to

be born a second time. I  am the

divine hidden Soul who created

the gods and gives sepulchral

meals to the denizens of the deep,

t he place of  t he dead, an d

heaven...H ail, lord of the shrine

that stands in the center of the

earth. H e is I , and I am he! ”

-Egyptian Book of the Dead

“A ll things roll here: horrors of

midnights,

campaigns of a lost year

Dungeons disturbed, and groves

of lights;

Echoing on these shores, still clear,

D ead ecst asies of  qu est in g

knights-

yet how the wind revives us here!”

- A rthur R imbaud



5 0 51

Zombies, (Cibus Animatus)

Worm -ridde n  and  re e king o f fou l de cay, Zom b ie s  a re  fo rm e d

from  the  co rpse s  o f m e n  e xe cu te d  fo r com m itting the  m os t

de prave d  and  de ge ne ra te  crim e s  aga ins t the  innoce n t. The y

are  d rive n  b y b o th  the  ha tre d  tha t consum e d  the m  in  life  and

an  in sa tiab le  hunge r fo r the  fle sh  o f the  living.

Te nacious  and  posse ss ing s tam ina  o f in fe rna l o rigin , Zom b ie s

and  the ir ilk m ake  fo r a  d ifficu lt e ncoun te r. Fo rtuna te ly, the se

unde ad  m in ions  a re  lacking in  b o th  wit and  m ob ility wh ich

can  b e  use d  to  gre a t a ffe ct aga ins t the m .

Overlords  (Tyrannus  Pingu is )
Eve n  the  Se raph im  a re  no t im m une  to  the  co rrup tion  o f the

Dark Lords . One  such  ange l, Ina rius , was  p roud  o f h is  b e au ty

a n d  b o a s te d  lo u d ly o f h is  p u rity a n d  wo rth . His  th o u gh ts

b e cam e  so  cloude d  tha t he  b e lie ve d  h im se lf to  b e  ab ove  b o th

Ange l and  De m on , and  he  le ft the  High  He ave ns  to  fo rm  h is

own  dom in ion . He  cons tructe d  a  gre a t ca the d ra l o f m irro re d

glass  and  crys ta l, and  fo llowe rs  flocke d  to  h im , d rawn  b y h is

num inous  charm  and  we a lth . Once  Ina rius  had  ga the re d  a

s izab le  a rm y, he  de cide d  to  p rove  h is  powe r.

Ina rius  firs t la id  s ie ge  to  an  in fe rna l te m ple  de vo te d  to  the

wo rs h ip  o f Me p h is to ,  b u t  m a d e  th e  fo o lis h  m is ta ke  o f

ove re s tim a ting h is  p rowe ss . The  a rm ie s  o f Ina rius  la id  was te

to  the  te m ple  and  kille d  the  da rk m onks  tha t dwe lle d  with in .

Th e  Th re e  Evils  h a d  co n s id e re d  th e  va in  wa rrio r a  m e re

nuisance  and  am use m e nt un til th is  tim e , b u t th is  was  an  insu lt

tha t the y cou ld  no t b e a r.

Me ph is to  h im se lf is  sa id  to  have  appe are d  a t the  ca the d ra l o f

In a riu s . He  la id  wa s te  to  th e  ch u rch  a n d  th e  su rro u n d in g

coun trys ide . The  Lord  o f Ha tre d  took the  p roud  a rchange l and

h is  fo llowe rs  cap tive . He  b ound   Ina riu s  with  tre m e ndous

cha ins  and  s lowly to re  the  wings  from  the  b ack o f the  ange l.

Gre a t b a rb e d  hooks  we re  the n  use d  to  s tre tch  ou t the  once

glowing skin  and  h is  fe a tu re s  we re  d is to rte d  b y vile  powe rs .

Many o f the  fo llowe rs  o f Ina rius  we re  give n  as  gifts  to  Baa l

and  Diab lo , b u t the  re s t we re  m olde d  to  m atch  the  b loa te d

im age  o f the  now cripp le d  ange l. To  th is  day, Ina rius  is  sa id  to

b e  trappe d  in  He ll with in  a  cham b e r o f m irro rs , h is  e ye lid s  to rn

from  h is  face  as  he  is  fo rce d  to  gaze  upon  h is  m isshape n  fo rm

for a ll e te rn ity. His  m isgu ide d  fo llowe rs  now se rve  as  He ll’s

ta skm as te rs , taking the  angu ish  o f the ir lo s t glo ry ou t upon  the

b od ie s  o f o the rs .

Th e se  gro te sq u e  d e m o n s  h a ve  co n s id e ra b le  b ra wn  h id d e n

b e ne a th  the ir laye rs  o f gre asy flab . Do  no t unde re s tim a te  the ir

s tre ngth  o r the ir in te llige nce  fo r cross ing swords  with  the m  is

ill advise d . You  will b e  fa r b e tte r se rve d  to  com b at the m  with

range d  we apons  o r m agic.

Magma Demons (Dominus Ardor)
During the  Gre a t Conflict tre m e ndous  b a ttle s  we re  fough t in

b o th  the  High  He ave ns  and  the  Burn ing He lls . Bo th  s ide s  o fte n

carrie d  the  conflict de e p  with in  the  re a lm s  o f the ir e ne m ie s .

During one  e p ic b a ttle  in to  the  ve ry he a rt o f Me ph is to ’s  fie ry

la ir, a  group  o f b rave  Se raph im  warrio rs  fron te d  an  assau lt

against the  Lord  of Hatre d  h im se lf. One  of the se  ange lic so ld ie rs

m ade  a  b o ld  a ttack and  s truck a  fie rce  b low tha t cause d  the

fou l b lood  o f Me ph is to  to  ra in  upon  the  ground . Each  d rop  tha t

fe ll se a re d  th rough  the  crus t o f He ll itse lf and  fo rm e d  powe rfu l

de m ons  shape d  from  m olte n  rock. The se  de m ons  qu ickly rose

to  the  a id  o f the ir m as te r, and  d rove  b ack the  fo rce s  o f Ligh t b y

s triking the m  with  th rown m asse s  o f lava  tha t se a re d  b o th  fle sh

and  b one  with  the  in te ns ity o f the  Burn ing He lls . The  lo sse s

de a lt b y the se  Magm a De m ons  we re  tre m e ndous .
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Ba al, Lo rd  o f De s truction  (Excidium)
The  so ld ie rs  o f Baa l se e k the  undo ing o f the  un ive rse . The y

s trive  fo r u ltim a te  d iso rde r and  de s truction , and  to  th is  e nd

cove t the  destruction  of a ll they b ehold . Orde r is  an  ab horrence

to  the m  and the se  cre ature s  are  the  m anife sta tion  of the  force s

o f chaos .

Fallen Ones (Nanus Improbus)
Swarm s o f the se  im p ish  te rro rs  have  b e e n  known to  com e

ou t o f the  n igh t and  te a r apart a  s le e p ing village  in  m inu te s .

Sm all o f s ta tu re  and  s im ian  in  appe arance , the se  cre a tu re s

posse ss  su rp ris ing s tre ngth  and  unna tu ra l agility. Othe r than

killing, the  on ly act wh ich  give s  the m  p le asu re  is  b re e d ing, so

e xpe ct to  e ncoun te r the m  in  la rge  packs .

The  sm all s ize  o f the se  de vils  doe s  fill the m  with  coward ice ,

howe ve r, and  th is  fe a r can  b e  use d  aga ins t the m . The y p re fe r

to  a ttack unde r the  gu ise  o f da rkne ss  and  in  la rge  num b e rs

whe ne ve r possib le . If the y are  shown gre a t s tre ngth , p re fe rab ly

b y killing one  o f the ir kind , the y will re tre a t and  re group . Do

no t tu rn  your b ack on  the m , though , fo r the ir appe tite  fo r

de s truction  will e ve n tua lly ove rcom e  the ir cau tion  and  the y

will a tte m pt to  s trike  aga in .

Goat Men (Aries Vehemens)
The  lie u te nan ts  o f Baa l a re  b re d  fo r s tre ngth , e ndurance , and

cunn ing. The se  de m ons  cons tan tly tra in  the m se lve s  in  the  a rt

o f war, fo r b a ttle  is  the ir b re ad  and  the  b lood  o f innoce n ts ,

the ir wa te r. The re  a re  se ve ra l known  “clans” o f Goa t Me n , e ach

give n  a  d iffe re n t gift from  the ir Dark Mas te r. It is  b e lie ve d  tha t

to  e a rn  the ir powe rs  the y once  he ld  m ock wars  in  He ll fo r the

e n te rta inm e n t o f the  Thre e  Bro the rs . Do  no t e xpe ct the m  to

figh t am ongs t the m se lve s  on  the  m orta l re a lm , howe ve r, fo r

the y m uch  p re fe r to  s laugh te r the  innoce n t.

Like  m ost of Baal’s  spawn, the  b e stia l Aries a re  incre d ib ly s trong

an d  agile . Be  e sp e cia lly wa ry o f th e ir a rch e rs , fo r th e y a re

re nowne d  fo r the  accuracy and  powe r o f the ir Gre a t Bows. Fle e t

o f foo t, the y m ay try to  e vade  an  unwary foe  and  the n  a ttack

from  a  d iffe re n t angle .

Spitting Terrors (Bestia Acerbus)
Afte r an  e spe cia lly vio le n t b a ttle , Baa l e n joye d  ce le b ra ting with

his  Brothe rs  b y hold ing a  d isgusting fe ast of b lood, hum an fle sh ,

a n d  o th e r  He llis h  d e ligh ts .  Th e  Bestia Acerbus a re  th e

de sce ndan ts  o f doglike  cre a tu re s  tha t live d  b y fe e d ing upon

the  re m ains  o f Baa l’s  n igh tm arish  fe as ts . The  va rie ty o f vile

sub s tance s  tha t the  cre a tu re s  consum e d , a long with  the ir close

p roxim ity to  the  Lord  o f De s truction , twis te d  and  warpe d  the

visce ra  o f the se  Hounds of He ll. Th is  d iab o lic spe cie s  is  capab le

o f sp itting up  a  va rie ty o f caus tic  flu ids  and  p ro je cting the m  a

cons ide rab le  d is tance . Packs  o f the se  te rro rs  a re  e spe cia lly

de vas ta ting, a s  the ir b ile  has  b e e n  known to  e a t th rough  the

s tronge s t o f a rm or and  po ison  the  m os t he a rty m e n .

Gre a t ca re  m us t b e  take n  whe n  with in  the  la ir o f the se  Bestia.

The ir ve nom  re ta ins  its  po te ncy fo r a  cons ide rab le  am oun t o f

tim e  and  pudd le s  o f it m ay b e  found  e ve rywhe re . Whe n  kille d ,

the  b e as t’s  inne r toxins  e a t th rough  the  now-de ad  fle sh , le aving

a  dange rous  trap  fo r those  foo lish  e nough  to  tre ad  upon  the

corpse .

“O R ose thou art sick

the invisible worm

that flies in the night

in the howling storm:

has found out thy bed

of crimson joy:

and his dark secret love

does thy life destroy.”

-William Blake
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Horned Demons (Impetum Cornuta)
Use d  as  living s ie ge  e ngine s , the re  a re  num e rous  accoun ts  o f

the se  jugge rnau ts  sm ash ing in to  the  line s  o f the  Se raph im

and  le aving on ly de a th  and  ru in  in  the ir wake . The  sku ll and

the  s ingle  la rge  horn  in  the  snou t o f the  de m on are  unna tura lly

durab le . The  Horne d  De m ons  p re fe r to  wa it un til a  cle a r pa th

is  ava ilab le  and  the n  the y cha rge  towards  the ir vic tim s  a t

incre d ib le  spe e ds . Be  wary o f th is  in itia l cha rge ! It is  fa r b e tte r

to  de a l with  the se  cre a tu re s  in  close  quarte rs  o r with  m agic.

Diablo, Lord  o f Te rro r (Metus)
Using illusion and fear as the ir greate st weapons, the  attendants

to  Diab lo  a re  fo rm idab le  adve rsa rie s . The y p re fe r to  wa it fo r

the ir oppone n t to  d isp lay a  m om e nt o f we akne ss  b e fo re  the y

a ttack. Equa lly dange rous  in  the  da rk o r in  your d re am s, the y

a re  th e  fe a rs  o f m a n  m a d e  fle s h  b y Dia b lo ’s  will.  Th e s e

n igh tm are s  lu rk a t the  e dge s  o f m orta l pe rce p tion  from  the

m om e nt tha t you  take  your firs t b re a th  - and  the y long to  b e

with  you  whe n  your take  your la s t.

Winged Fiends (Alae Nefastus)
Som e  pe op le  a re  so  hungry fo r powe r and  knowle dge  tha t

the y a re  willing to  sacrifice  the ir hum an ity to  the  Lords  o f He ll

in  e xchange  fo r gifts  tha t ine vitab ly tu rn  aga ins t the m . One

such  group , a  dark cab a l o f wizards , de cide d  to  take  the  powe r

o f cre a tion  in to  the ir own  hands  and  m agica lly cre a te d  a  race

o f cre a tu re s  to  act a s  se rvan ts  and  m e sse nge rs . Us ing in fe rna l

ab ilitie s  gran te d  to  the m  th rough  the ir a rcane  pact, the y fo rm e d

sm all b a t-winge d  im ps  tha t the y b e lie ve d  wou ld  p rove  use fu l

in  ca rrying ou t de e ds  tha t we re  too  trivia l fo r the ir own  e ffo rts .

Each  of the  sorce re rs  cre a te d  an  e n tity tha t re fle cte d  h is  m agical

spe cia liza tion . The  cre a tu re s  thus  cre a te d  we re  sm all, n im b le

and  posse sse d  an  unna tu ra l cunn ing.

At firs t the  co rrup t so rce re rs  we re  ove rjoye d  a t the  succe ss  o f

the ir e xpe rim e n t, b u t the y soon  b e gan  to  no tice  tha t the  Alae

d id  no t se rve  the m  as  loya lly as  the y had  hope d . The  cre a tu re s

had  take n  to  se cre tly fe e d ing from  the  ve ry e sse nce  o f the ir

m a s te rs , we a ke n in g th e m  a n d  e ve n tu a lly killin g th e m . Th e

sorce re rs  trie d  to  de s troy the ir cre a tions , b u t the  fie nds  b ande d

toge the r to  com b at the m . The  winge d  fie nds  had  b e e n  se cre tly

b re e d ing ou ts ide  o f the  so rce re r’s  dom ains , and  swarm s o f

the m  a ttacke d , killing the ir fo rm e r m as te rs . To  th is  day, the

de sce ndan ts  o f the se  cre a tions  te rro rize  the  coun trys ide .

Do  no t unde re s tim a te  the se  fou l de m ons . The y a re  phys ica lly

we ak, b u t posse s  gre a t spe e d . Many o f the m  posse ss  une arth ly

ab ilitie s  re fle cting the  powe rs  o f the ir cre a to rs  and  the y a lso

e n joy us ing the ir razo r sha rp  claws  and  hooke d  wings  to  te a r

the  fle sh  from  the  face s  o f the ir victim s .

Scave nge rs  (Maleficus Vorax)
Maleficus Vorax a re  the  sm alle s t o f a  re la te d  group  o f de m onic

cre a tu re s  tha t fe e d  upon  ca rrion , m os tly the  re m ains  o f victim s

kille d  b y the ir la rge r cousins . Unlike  m ost scave nge rs , howe ve r,

the y a re  e xtre m e ly aggre ss ive  and  will no t he s ita te  to  a ttack

anyone  hap le ss  e nough  to  e ncounte r the m . The y have  powe rfu l

le gs  wh ich  th e y u s e  fo r s wift s p rin gin g a tta cks , s trikin g a t

vu lne rab le  face s  and  th roa ts . The ir p rim ary we akne ss  is  the ir

vo racious  appe tite ; the  sm e ll o f de a th  m ay d rive  the m  in to  a

fe e d ing fre nzy whe re  the y will s top  the ir a ttacks  to  fe as t upon

re m ains  tha t a re  ne a rb y.

“Strange and strident. It shrilled

terror to the ears that heard it

through the halls side wall, the

grisly plaint of God’s enemy, his

song of ill success, the sobs of the

damned one bewailing his pain.”

-Beowulf
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The Hidden (Metus Occultus)

The  Hidde n  a re  the  b oge ym e n  tha t haun t ou r d re am s and  live

in  the  n igh tm are s  o f ch ild re n . Although  the y dwe ll a t the  e dge

of the  Physica l and  Ethe re a l Re a lm s whe re  the y re m ain  unse e n

b y m orta l s igh t, the y can  qu ickly m an ife s t and  s trike  those

tha t appe ars  vu lne rab le . Metus Occultus and  o the rs  o f the ir ilk

fe e d  on  the  e sse nce  o f fe a r. Whe n  wounde d , the y will se e k to

re tre a t b ack in to  the  Ethe r to  he a l the m se lve s . It is  im portan t

to  no te  tha t e ve n  wh ile  invis ib le  the  cre a tu re  e xis ts  pa rtia lly

on  the  Phys ica l Re a lm , and  can  b e  a ffe cte d  b y spe lls  and

we apons .

Gargoyle (Signum Vitiosum)

In  age s  pas t, it was  cus tom ary to  de cora te  b u ild ings  with  s tone

s ta tue s  o f de m ons  tha t we re  e nchan te d  to  se rve  as  guard ians

and  p ro te cto rs  o f those  with in . The  m isshape n  figu re s  o f the

s ta tue s  we re  de s igne d  to  taun t and  ange r any de m ons  tha t

a tte m pte d  to  ga in  e n trance . Diab lo  worke d  to  un lock the  wards

tha t p ro te cte d  the se  gran ite  im age s , and  e ve n tua lly was  ab le

to  gift the m  with  a  Hade an  life . The  Gargoyle s  a rose  from  the ir

cap tive  s le e p  and  swoope d  down  to  p re y upon  those  whom

the y we re  cre a te d  to  p ro te ct. Na tu ra lly, the  re m ain ing s ta tue s

were  im m ediate ly destroyed, but the re  are  Signum that e scaped

and  con tinue  to  te rro rize  the  innoce n t to  th is  day.

The  act o f transfo rm ing from  fle sh  to  s tone  a llows  the  cre a tu re

to  he a l any wounds  tha t it has  su ffe re d , so  it is  b e s t to  e ithe r

avo id  the se  de m ons  e n tire ly o r to  hun t the m  down un til the y

are  de ad . Do  no t a llow the m  to  fle e , fo r the y will soon  re tu rn

in  fu ll fo rce .
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Librarius Ex Horadrim

BOOK ONE

OF HEAVEN AND HELL

THE GREAT CONFLICT

ince  the  Be ginn ing, the  fo rce s  o f Ligh t and  Darkne ss  have  e ngage d

in  an  e te rna l war: The  Gre a t Conflict, whose  victo r will rise  from

the  apoca lyp tic  a she s  to  ho ld  sway ove r a ll cre a tion . To  th is  e nd ,

the  Ange ls  of the  High Heavens adhe re  to  s trict m ilitaris tic d iscip line s .

Se raph im  warrio rs  s trike  a t the  e ne m ie s  o f Ligh t with  swords  im b ue d

with  righ te ous wrath  and  jus tice . The  Ange ls  b e lie ve  tha t on ly ab so lu te

d iscip line  can  p rope rly re s to re  o rde r to  the  m yriad  re a lm s , wh ile  the

de m onic de n ize ns  o f the  Burn ing He lls  ho ld  tha t ab so lu te  chaos  is  the  true

na tu re  o f a ll th ings .

The  b a ttle s  o f the  Gre a t Conflict rage  across  b o th  tim e  and  space , o fte n

in fringing upon  the  ve ry fab ric  o f re a lity itse lf. From  the  Crys ta l Arch  a t the  ve ry

he art o f the  High  He ave ns  to  the  a rcane  He llfo rge  o f the  Unde rworld , the

warrio rs  o f the se  e te rna l re a lm s  jou rne y to  whe re ve r the ir tim e le ss  conflict

ca rrie s  the m . The  le ge ndary de e ds  o f the  he roe s  o f the  re a lm s  b e yond  e licit

b o th  ve ne ra tion  and  in s igh t.

The  gre a te s t o f the se  he roe s  was  Izua l, lie u te nan t to  the  Arch-Ange l

Tyrae l and  b e a re r o f the  Ange lic  Rune b lade  Azure wra th . He  once  le d  a  fie rce

a ttack upon  the  He llfo rge  as  the  cre a tion  o f the  da rk de m onb lade  Shadowfang

was  ne a ring com ple tion . His  que s t was  to  de s troy b o th  wie lde r and  we apon  - a

charge  tha t he  was  de s tine d  ne ve r to  com ple te . Izua l was  ove rcom e  b y the

le gions  o f chaos  and , tragica lly, was  lo s t to  the  Darkne ss . His  fa te  s tands  as

te s tam e n t to  the  fact tha t Ange ls  and  De m ons  a like  sha ll fe a rle ss ly e n te r in to

any dom ain  - so  long as  the ir ha te d  e ne m ie s  dwe ll with in .

Although  the  Gre a t Conflict b u rne d  ho tte r and  longe r than  any o f the

s ta rs  in  the  sky, ne ithe r s ide  cou ld  ga in  dom in ion  ove r the  o the r fo r long. Bo th

The Fall of Izual
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factions  sough t som e  way to  tu rn  the  tide s  o f the  war to  the ir favor. With  the

asce n s io n  o f Man  an d  h is  m o rta l re a lm , th e  Gre a t Co n flic t gro u n d  to  a

m yste rious  ha lt. Bo th  a rm ie s  pause d  in  a  b re a th le ss  s ta le m ate , wa iting to  se e  to

whose  s ide  Man  wou ld  e ve n tua lly tu rn .

Morta ls  had  the  un ique  ab ility to  choose  b e twe e n  Darkne ss  and  Ligh t,

and  it was  he ld  tha t th is  wou ld  b e  the  de cid ing facto r in  the  ou tcom e  o f the

Gre a t Conflict. Thus , the  age n ts  o f the  ne the r-re a lm s  de sce nde d  to  the  m orta l

re a lm  to  vie  fo r the  favor o f Man…

THE SIN WAR

The  com ing o f the  Gre a t Conflict to  the  m orta l re a lm  is  known  as  the  Sin

War. Ange ls  and  De m ons , d isgu is ing the m se lve s  wh ile  trave ling am ongs t m e n ,

a tte m pte d  to  se cre tly lu re  m orta ls  to  the ir re spe ctive  cause s . Ove r tim e , the

fo rce s  o f Darkne ss  d iscove re d  tha t m orta ls  re sponde d  m uch  m ore  to  b ru te

fo rce  than  to  sub tle  coe rcion , and  so  b e gan  to  te rro rize  Man  in to  sub m iss ion .

The  Ange ls  fough t to  de fe nd  hum an ity aga ins t th is  de m onic oppre ss ion , b u t a ll

too  o fte n  the ir aus te re  m e thods  and  se ve re  pun ishm e n ts  succe e de d  on ly in

a lie na ting those  whom  the y sough t to  p ro te ct.

The  vio le n t b a ttle s  o f the  Sin  War occurre d  o fte n , b u t the y we re  se ldom

witne sse d  b y the  p rying e ye s  o f Man . On ly a  fe w “e n ligh te ne d” sou ls  we re  aware

of the  supe rnatura l b e ings that walked am ongst the  huddled  m asse s of hum anity.

Po we rfu l m o rta ls  a ro se  an d  acce p te d  th e  ch a lle n ge  o f th e  Sin  War, a llyin g

the m se lve s  with  b o th  s ide s  in  the  Gre a t Conflict. The  le ge ndary de e ds  o f the se

gre a t m orta l warrio rs  se rve d  to  e a rn  b o th  the  re spe ct and  ha tre d  o f the  ne the r-

worlds . Although  le sse r de m ons  kne e le d  b e fo re  those  posse ss ing powe r and

s tre ngth , the y a lso  cu rse d  the  ve ry e xis te nce  o f m orta l m an . Many o f the se

fie nds  b e lie ve d  tha t the  de ad lock b rough t ab ou t b y the  e m e rge nce  o f Man  was

a  pe rve rse  o ffe nse  to  the ir “h ighe r” ro le  in  the  gre a t sche m e  o f th ings .

This  jealousy of Man led  to  harsh , a trocious acts  of vio lence  b y the  dem ons

aga ins t the  m orta l re a lm . Som e  m e n  le a rne d  o f th is  de e p  ha tre d  and  use d  it

a ga in s t  th e  d e n ize n s  o f th e  Un d e rwo rld .  On e  s u c h  m o rta l,  Ho ra zo n  th e

Sum m one r, de ligh te d  in  sum m oning de m ons  and  the n  b re aking the m  to  h is

will. Horazon , a long with  h is  b ro the r Bartuc ,we re  m e m b e rs  o f the  Eas te rn  m age -

clan  known as  the  Vizje re i. Th is  m ys tic  clan  s tud ie d  the  ways  o f de m ons  and

h a d  ca ta lo gu e d  th e ir lo re  fo r ge n e ra tio n s . Em p o we re d  b y th is  kn o wle d ge ,

Horazon  was  ab le  to  take  the  work o f the  Vizje re i and  pe rve rt it fo r h is  de m e nte d

purpose s . The  de n ize ns  o f He ll sough t re ve nge  aga ins t th is  b o ld  m orta l, b u t

Horazon  m anage d  to  ke e p  h im se lf we ll p ro te cte d  with in  h is  a rcane  sanctua ry.

Bartuc, the  b ro the r o f Horazon , was  e ve n tua lly lu re d  to  the  s ide  o f

Darkne ss . He  was  gran te d  e xce p tiona l s tre ngth  and  longe vity, and  fough t

a longs ide  the  le gions  o f He ll aga ins t the  cu rse d  Vizje re i, and  e ve n tua lly h is  own

b ro the r during the  Sin  War. Although  Bartuc was  re nowne d  am ongst the  warrio rs

of m any re a lm s, h is  dom inance  in  b a ttle  cam e  with  a  te rrib le  p rice . An  insa tiab le

lus t fo r m orta l b lood  pe rvade d  h is  e ve ry though t and  de e d . Bartuc soon  b e cam e

as  fond  o f b a th ing in  the  b lood  o f h is  e ne m ie s  as  he  d id  o f she dd ing it, and  in

tim e  he  cam e  to  b e  known on ly as  the  Warlo rd  o f Blood .

THE DARK EXILE

“Se ve n  is  the  num b e r o f the  powe rs  o f He ll, and  Se ve n  is  the  num b e r o f

the  Gre a t Evils .”

Durie l, the  Lord  o f Pa in

Andarie l, the  Maide n  o f Angu ish

Be lia l, the  Lord  o f Lie s

Azm odan , the  Lord  o f Sin

Th e se  a re  th e  tru e  n am e s  o f th e  le s se r o f th e  Gre a t Evils . Fo r age s

uncoun te d  e ach  have  ru le d  ove r the ir own  dom ains  with in  the  Burn ing He lls ,

se e king ab so lu te  dom in ion  ove r the ir in fe rna l b re th re n . As  the  Le sse r Four

con tinuously vie d  fo r the  con tro l o f those  fo rce s  tha t dwe lle d  with in  the ir re a lm s,

the  Gre a te r Thre e  he ld  ab so lu te  powe r ove r the  who le  o f He ll. The  Le sse r Four

use d  da rk and  e vil m e asu re s  in  the ir que s t fo r powe r, and  he re in  b e gins  the

le ge nd  o f the  Dark Exile .

Me ph is to , the  Lord  o f Ha tre d

Baa l, the  Lord  o f De s truction

Diab lo , the  Lord  o f Te rro r

The se  a re  the  Prim e  Evils  o f He ll tha t wie lde d  the ir powe r as  a  da rk,

sove re ign  trium vira te . The  Thre e  Bro the rs  ru le d  ove r the  Le sse r Four b y b ru ta l

fo rce  and  m alicious  cunn ing. Be ing the  e lde s t and  s tronge s t o f the  Evils , the

Thre e  Bro the rs  we re  re spons ib le  fo r coun tle ss  victo rie s  aga ins t the  a rm ie s  o f

the  Ligh t. Although  the y ne ve r he ld  sway ove r the  High  He ave ns  fo r long,  the

Thre e  we re  ju s tly fe a re d  b y e ne m ie s  and  sub je cts  a like .
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With  the  asce ns ion  o f Man  and  the  sub se que n t s tands till o f the  Gre a t

Conflict, the  Thre e  Bro the rs  b e gan  to  de vo te  the ir e ne rgie s  to  the  pe rve rs ion

of m orta l sou ls . The  Thre e  re a lize d  tha t Man  was  the  ke y to  victo ry in  the  war

aga ins t He ave n , and  thus  a lte re d  the ir rigid  age ndum  tha t the y had  p ropaga te d

s ince  the  Be ginn ing. Th is  change  cause d  m any o f the  Le sse r Evils  to  que s tion

the  au tho rity o f the  Thre e , and  so  b rough t ab ou t a  gre a t rift b e twe e n  the  Prim e

Evils  and  the ir se rvito rs .

In  the ir ignorance , the  Le sse r Evils  b e gan  to  b e lie ve  tha t the  Thre e  we re

a fra id  to  con tinue  the  war with  He ave n . Frus tra te d  b y the  ce ssa tion  o f the  war,

Azm odan  and  Be lia l saw the  s itua tion  as  the ir chance  to  ove rth row the  Prim e

Evils  and  take  con tro l o f He ll fo r the m se lve s . The  two  de m on  lo rds  m ade  a  pact

with  the ir m inor b re th re n , a ssu ring the m  tha t the  wre tche d  p lague  o f hum an ity

wou ld  no t de te r the  u ltim a te  victo ry o f the  sons  o f He ll. Azm odan  and  Be lia l

de vise d  a  p lan  to  e nd  the  s ta le m ate , ach ie ve  victo ry in  the  Sin  War and  u ltim ate ly

rid e  th e  b lo o d y c re s t o f th e  Gre a t Co n flic t s tra igh t in to  th e  ve ry a rm s  o f

Arm age ddon . Thus , a  gre a t re vo lu tion  was  se t in to  m otion  as  a ll o f He ll we n t to

war aga ins t the  Thre e  Bro the rs…

The  Bro the rs  fough t with  a ll o f the  savage ry o f the  Unde rworld , and  to  the ir

cre d it, ann ih ila te d  a  th ird  o f He ll’s  tre ache rous  le gions . In  the  e nd , howe ve r, the y

we re  ove rcom e  b y the  Horne d  De a th  le d  b y the  tra ito rs  Azm odan  and  Be lia l. The

Prim e  Evils , we ake ne d  and  b od ile ss , we re  b an ishe d  to  the  m orta l re a lm  whe re

Azm odan  hope d  tha t the y wou ld  re m ain  trappe d  fo re ve r. Azm odan  b e lie ve d  tha t

with  the  Thre e  se t loose  upon  hum an ity, the  Ange ls  wou ld  b e  fo rce d  to  tu rn  the ir

focus  upon  on  the  m orta l p lane  - thus  le aving the  Ga te s  o f He ave n  ab andone d  and

de fe nse le ss . Those  fe w de m ons  who  s till p le dge d  a lle giance  to  the  Thre e  Bro the rs

fle d  the  wra th  o f Azm odan  and  Be lia l, e scap ing to  the  re a lm  o f Man  to  se e k ou t

the ir lo s t Mas te rs .

As the  warfire s  d ie d  ou t upon  the  b a ttle fie lds  o f He ll, Azm odan  and  Be lia l

b e gan  to  a rgue  ove r wh ich  o f the m  he ld  the  h ighe r au tho rity. The  pact tha t the y

had  m ade  qu ickly fe ll to  a she s  as  the  two  de m on  lo rds  took up  a rm s  aga ins t

each othe r. The  legions of He ll that rem ained were  polarized b ehind e ithe r warlord ,

launch ing the m se lve s  in to  a  b loody civil war tha t has  la s te d  to  th is  day…

THE BINDING OF THE THREE

In  the  ancie n t days , b e fo re  the  rise  o f the  We ste rn  Em pire s , the  da rk and

te rrib le  e n titie s  known  as  the  Thre e  Evils  we re  e xile d  to  the  world  o f Man . The se

e te rna l e n titie s  wande re d  th roughou t the  waking world  and  fe d  upon  the  lu s ts  o f

m e n , le aving chaos  and  a ttrition  in  the ir wake . The  Evils  tu rne d  fa the r aga ins t

Horadrim
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son  and  p rom pte d  m any gre a t na tions  in to  b ru ta l and  pe tty wars . The ir Exile

from  He ll le ft the m  with  an  in sa tiab le  hunge r to  b ring su ffe ring and  pa in  to

a ll who  wou ld  no t kne e l b e fo re  the m , and  so  the  Thre e  Bro the rs  ravage d  the

lands  o f the  Far Eas t fo r coun tle ss  ce n tu rie s .

Eve n tua lly, a  se cre tive  o rde r o f m orta l m agi was  ga the re d  toge the r b y the

e n igm atic Arch-Ange l Tyrae l. The se  so rce re rs  we re  to  hun t the  Thre e  Evils  and

put an  e nd  to  the ir vicious  ram page . The  orde r, known as  the  Horadrim , consis te d

of wiza rds  from  the  d ive rse  and  num e rous  m age -clans  o f the  Eas t. Em ploying

d ispara te  m agica l p ractice s  and  d iscip line s , th is  un like ly Bro the rhood  succe e de d

in  cap tu ring two  o f the  Bro the rs  with in  powe rfu l a rtifacts  ca lle d  Sou ls tone s .

Me p h is to  a n d  Ba a l, tra p p e d  with in  th e  swirlin g, sp iritu a l co n s tra in ts  o f th e

Sou ls tone s , we re  the n  b u rie d  b e ne a th  the  dune s  o f the  de so la te  Eas te rn  Sands .

The  powe rs  o f Ha tre d  and  wan ton  De s truction  se e m e d  to  d im in ish  in  the

Eas t a s  a  ne rvous  pe ace  b e gan  to  se ttle  ove r the  land . Ye t, fo r m any de cade s  the

Horadrim  con tinue d  the ir grim  se a rch  fo r the  th ird  Bro the r, Diab lo . The y kne w

tha t if  the  Lord  o f Te rro r was  le ft un tam e d  the re  cou ld  ne ve r b e  any la s ting

pe ace  with in  the  re a lm  o f hum an ity.

The  Horadrim  fo llowe d  in  the  wake  o f te rro r and  anarchy tha t sp re ad

th roughou t the  We ste rn  lands . Afte r a  gre a t b a ttle  wh ich  cla im e d  the  live s  o f

m any b rave  sou ls , the  Lord  o f Te rro r was  cap tu re d  and  im prisone d  with in  the

las t o f the  Sou ls tone s  b y a  group  o f Horad rim  m onks  le d  b y the  In itia te  J e re d

Cain . The se  m onks  ca rrie d  the  cu rse d  s tone  to  the  land  o f Khanduras  and  b u rie d

it with in  a  se clude d  cave  ne a r the  rive r Ta lsande . Ab ove  th is  cave  the  Horad rim

cons tructe d  a  gre a t Monas te ry from  which  the y cou ld  con tinue  to  sa fe guard  the

Sou ls tone . As  age s  passe d , the  Horad rim  cons tructe d  a  ne twork o f ca tacom b s

b e ne a th  the  Monaste ry to  house  the  e arth ly re m ains  o f the  m artyrs  o f the ir Orde r.

Ge ne ra tions  passe d  in  Khanduras , and  the  num b e rs  of the  Horadrim  slowly

dwind le d . With  no  que s ts  le ft to  unde rtake , and  too  fe w sons  to  sus ta in  the ir

guard iansh ip , the  once  powe rfu l Orde r fade d  in to  ob scurity. Eve n tua lly, the  gre a t

Monas te ry tha t the y had  b u ilt fe ll to  ru ins  as  we ll.  Although  village s  gre w and

th rive d  a round  the  she ll o f the  o ld  Monas te ry, no  one  kne w o f the  da rk, se cre t

passage ways  tha t s tre tche d  in to  the  co ld  e a rth  b e ne a th  it. None  cou ld  have

dre am e d  o f the  b u rn ing re d  ge m  tha t pu lse d  with in  the  lab yrin th ’s  he a rt… TTTTTHEHEHEHEHE S S S S SYMBOLYMBOLYMBOLYMBOLYMBOL     OFOFOFOFOF     THETHETHETHETHE O O O O ORDERRDERRDERRDERRDER H H H H HORADRIMORADRIMORADRIMORADRIMORADRIM
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BOOK TWO

THE RETURN OF TERROR

THE LANDS OF KHANDURAS

e ars  afte r the  las t o f the  Horadrim  had  d ie d , a  gre a t and  prospe rous

socie ty gre w in  the  lands  o f the  We st. As  tim e  wore  on , m any

Eas te rn  p ilgrim s  se ttle d  in  the  lands  su rround ing Khanduras  and

soon  e s tab lishe d  sm all, se lf con ta ine d  kingdom s. A fe w o f the se

kingdom s b icke re d  with  Khanduras  ove r ho ld ings  o f p rope rty o r

rou te s  o f trade . The se  squab b le s  d id  little  to  upse t the  las ting pe ace

of the  We st, and   the  gre a t Northe rn  kingdom  of We stm arch  p rove d

to  b e  a  s trong a lly o f Khanduras  as  the  two  lands  s te ad ily e ngage d  in

ve n tu re s  o f b a rte r and  com m e rce .

During th is  tim e , a  b o ld , ne w re ligion  o f the  Ligh t known  as  Zakarum

b e gan  to  sp re ad  th roughou t the  kingdom  of We stm arch  and  in to  m any o f its

northe rn  p rincipa litie s . Zakarum , founde d  in  the  Far Eas t, im plo re d  fo llowe rs

to  e n te r in to  the  Ligh t and  fo rsake  the  da rkne ss  tha t lu rke d  with in  the ir

sou ls . The  pe op le  o f We stm arch  adop te d  the  s ta tu te s  o f Zakarum  as  the ir

sacre d  m iss ion  in  the  world . We s tm arch  b e gan  to  tu rn  towards  its  ne ighb ors ,

e xpe cting the m  to  e m b race  th is  “Ne w Be ginn ing” as  we ll. Te ns ions  rose

b e tween the  kingdom s of Westm arch and Khanduras as  the  prie sts  of Zakarum

b e gan  to  p re ach  the ir fo re ign  dogm a whe the r the y we re  we lcom e d  o r no t.

It was  the n  tha t the  gre a t no rthe rn  lo rd  Le oric cam e  un to  the  lands  o f

Khanduras  and , in  the  nam e  o f Zakarum , de cla re d  h im se lf King. Le oric was

a  de e p ly re ligious  m an  and  had  b rough t m any Knigh ts  and  Prie s ts  with  h im

tha t com prise d  h is  Orde r o f the  Ligh t. Le oric and  h is  tru s te d  adviso r, the

Arc h  Bis h o p  La za ru s ,  m a d e  th e ir wa y to  th e  c ity o f Tris tra m .  Le o ric

appropria te d  the  ancie n t, de cre p it Monas te ry on  the  ou tskirts  o f the  town  fo r

h is  se a t o f powe r and  re nova te d  it to  m atch  its  tim e -los t glo ry. Although  the

fre e  pe op le  o f Khanduras  we re  no t p le ase d  with  b e ing p lace d  unde r the

sudde n  ru le  o f a  fo re ign  King, Le oric se rve d  the m  with  ju s tice  and  m igh t.

Eve n tua lly, the  pe op le  o f Khanduras  gre w to  re spe ct the  kind  Le oric, se ns ing

tha t he  sough t on ly to  gu ide  and  p ro te ct the m  aga ins t the  oppre ss ion  o f

Darkne ss .

The Madness of the Black King
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THE AWAKENING

Not long a fte r Le oric took posse ss ion  o f Khanduras , a  powe r long

asle e p  awake ne d  with in  the  dark re ce sse s  b e ne ath  the  Monaste ry. Se nsing

tha t fre e dom  was  with in  h is  grasp , Diab lo  e n te re d  the  n igh tm are s  o f the

Arch  Bishop  and  lu re d  h im  in to  the  da rk, sub te rrane an  lab yrin th . In  h is

te rro r, Lazarus  race d  th roughou t the  ab andone d  ha llways  un til he  a t la s t

cam e  to  the  cham b e r o f the  b u rn ing Sou ls tone . No  longe r in  com m and  o f

h is  b ody o r sp irit, he  ra ise d  the  s tone  ab ove  h is  he ad  and  u tte re d  words

long forgotten  in  the  realm  of m ortals . His  will de stroyed, Lazarus shatte red

the  Sou ls tone  upon  the  ground . Diab lo  once  aga in  cam e  in to  the  world

o f Man . Although  he  was  re le a se d  from  h is  im prisonm e n t with in  the

Sou ls tone , the  Lord  o f Te rro r was  s till gre a tly we ake ne d  from  h is  long

s le e p  and  re qu ire d  an  anchor to  the  world . Once  he  had  found  a  m orta l

fo rm  to  we ar, he  cou ld  b e gin  to  re cla im  h is  vas tly de p le te d  powe r. The

gre a t de m on  we ighe d  the  sou ls  re s id ing in  the  town  ab ove , and  chose  to

take  the  s tronge s t o f the m  -  tha t o f King Le oric.

For m any m on ths  King Le oric se cre tly fough t the  e vil p re se nce

th a t twis te d  h is  th o u gh ts  a n d  e m o tio n s .  Se n s in g th a t h e  h a d  b e e n

posse sse d  b y som e  unknown e vil, Le oric h id  h is  da rk se cre t from  h is

Prie s ts , hop ing tha t som e how h is  own  de vou t righ te ousne ss  wou ld  b e

e nough  to  e xorcise  the  co rrup tion  growing ins ide  h im  - he  was  so re ly

m is take n . Diab lo  s trippe d  away the  co re  o f Le oric’s  b e ing, b u rn ing away

a ll honor and  virtue  from  h is  sou l. Lazarus  too , had  fa lle n  unde r the  sway

of the  De m on , ke e p ing close  to  Le oric a t a ll tim e s . Lazarus  worke d  to

conce a l the  p lans  o f h is  ne w Maste r from  the  Orde r o f Ligh t, hop ing tha t

the  de m on’s  powe r wou ld  grow, we ll conce a le d  am ongs t the  se rvan ts  o f

Zakarum .

The  p rie s ts  o f Zakarum  and  the  citize n ry o f Khanduras  re cogn ize d

the  d is tu rb ing change  with in  the ir lie ge . His  once  p roud  and  rugge d  fo rm

b e ca m e  d is to rte d  a n d  d e fo rm e d .  Kin g Le o ric  b e ca m e  in c re a s in gly

de ranged and  orde red  im m ediate  executions of any who dared  to  question

his  m e thods or au thority. Le oric b e gan  to  se nd  h is  Knights  to  o the r village s

to  b u lly the ir townspe op le  in to  sub m iss ion . The  pe op le  o f Khanduras

who  had  once  grown  to  se e  gre a t honor in  the ir ru le r b e gan  to  ca ll Le oric

the  Black King.

Drive n  to  the  b rink o f m adne ss  b y the  Lord  o f Te rro r, King Le oric

s lowly a lie na te d  h is  close s t frie nds  and  adviso rs . Lachdanan , Cap ta in  o f

the  Kn igh ts  o f the  Orde r o f Ligh t and  honore d  Cham pion  o f Zakarum ,

trie d  to  d isce rn  the  na tu re  o f h is  King’s  de te rio ra ting sp irit. Ye t a t e ve ry

tu rn  the  Arch-Bishop  Lazarus  wou ld  waylay Lachdanan  and  adm onish

h im  fo r que s tion ing the  actions  o f the  King. As  te ns ions  gre w b e twe e n

the  two , Lazarus  charge d  Lachdanan  with  tre ason  aga ins t the  Kingdom .

To  the  Prie s ts  and  Kn igh ts  o f Le oric’s  court, the  p rospe ct o f  Lachdanan

c o m m it t in g t re a s o n  wa s  rid ic u lo u s .  La c h d a n a n ’s  m o t ive s  we re

honorab le  and  ju s t, and  soon  m any b e gan  que s tion  the  re ason  o f the ir

once  b e love d  King.

Le oric’s  m adne ss  was  growing m ore  ob vious  with  e ach  pass ing

day.  Se ns ing tha t the  adviso rs  o f the  court we re  b e com ing incre as ingly

susp icious  o f fou l tre ache ry, Lazarus  de spe ra te ly sough t to  con ta in  the

e rod ing s itua tion . The  Arch-Bishop  m as te rfu lly convince d  the  de lus iona l

Le oric tha t the  kingdom  of We stm arch  was  p lo tting aga ins t h im , se cre tly

p lann ing to  de th rone  h im  and  anne x Khanduras  in to  its  own  lands . Le oric

fle w in to  a  rage  and  sum m one d  h is  adviso rs  to  h is  s ide . Man ipu la te d  b y

the  Arch-Bishop , the  pa rano id  King de cla re d  a  s ta te  o f war b e twe e n  the

kingdom s o f Khanduras  and  We stm arch .

Le oric ignore d  the  warn ings  and  adm onishm e n ts  o f h is  adviso rs  and

the  roya l a rm y o f Khanduras  was  o rde re d  to  the  North  to  e ngage  in  a  war

tha t the y d id  no t b e lie ve  in . Lachdanan  was  appo in te d  b y Lazarus  to  le ad

the  a rm ie s  o f Khanduras  in to  We stm arch . Although  Lachdanan  a rgue d  the

aga ins t the  ne ce ss ity o f the  com ing conflict, he  was  honor-b ound  to  upho ld

the  will o f h is  King. Many o f the  h igh -p rie s ts  and  o fficia ls  we re  fo rce d  to

trave l to  the  North  as  e m issa rie s  on  e rrands  o f d ip lom atic u rge ncy, a s  we ll.

The  de spe ra te  p loy o f Lazarus  had  succe e de d  in  se nd ing m any o f the  King’s

m ore  ‘troub le som e ’ adviso rs  to  the ir ce rta in  de a ths…

  THE DARKENING OF TRISTRAM

The  ab se nce  o f p rying adviso rs  and  inqu is itive  Prie s ts  le ft Diab lo  fre e

to  assum e  to ta l con tro l ove r the  King’s  b a tte re d  sou l. As  the  Lord  o f Te rro r

a tte m pte d  to  s tre ngthe n  h is  ho ld  upon  the  m adde ne d  King, he  found  tha t

the  linge ring sp irit o f Le oric fough t with  h im  s till. Although  the  con tro l ove r

Le oric tha t Diab lo  he ld  was form idab le , the  De m on kne w tha t in  h is  we ake ne d

sta te  he  could  neve r take  com ple te  posse ssion  of h is  soul as  long as  a  glim m er

of h is  will re m aine d . The  de m onlo rd  sough t a  fre sh  and  innoce n t hos t upon

which  to  b u ild  h is  Te rro r.

The  de m on  re linqu ishe d  h is  con tro l ove r Le oric, b u t the  King’s  sou l

was  le ft co rrup te d  and  h is  m ind  craze d . Diab lo  b e gan  to  se a rch  th roughou t

Khanduras  fo r the  pe rfe ct ve sse l to  act a s  h is  focus , and  found  such  a  sou l

e as ily with in  h is  re ach . En jo ine d  b y h is  da rk m as te r, Laza rus  kidnappe d

Alb re ch t - the  on ly son  o f Le oric - and  d ragge d  the  te rrifie d  you th  down  in to

the  b lackne ss  o f the  lab yrin th . Flood ing the  b oy’s  de fe nse le ss  m ind  with  the

e sse nce  o f pu re  Te rro r, Diab lo  e as ily took posse ss ion  o f the  young Alb re ch t.

Pa in  and  fire  race d  th rough  the  ch ild ’s  sou l. Hide ous  laugh te r fille d

h is  he ad  and  cloude d  h is  though ts . Pa ra lyze d  with  fe a r, Alb re ch t fe lt the

p re se nce  o f Diab lo  with in  h is  m ind  as  it se e m e d  to  push  h im  down, de e pe r

and  de e pe r  in to  da rkne ss  and  ob livion . Diab lo  gaze d  upon  h is  su rround ings
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th rough  the  e ye s  o f the  young p rince . A lus tfu l hunge r s till to rtu re d  the

d e m o n  a fte r h is  fru s tra tin g b o u t fo r co n tro l o ve r Le o ric ,  b u t th e

n igh tm are s  o f the  b oy p rovide d  am ple  sub s tance  to  sa te  h im . Re ach ing

de e p  in to  Alb re ch t’s  sub conscious , Diab lo  rippe d  the  gre a te s t fe a rs  o f

the  ch ild  from  the ir h id ing p lace s  and  gave  the m  b re a th .

Alb re ch t wa tche d , a s  if ou t o f a  d re am , twis te d  and  d is figu re d

form s appe are d  a ll a round  h im . Unholy, writh ing visage s  o f te rro r dance d

ab ou t h im  chan ting choruse s  o f ob sce n itie s . All o f the  ‘m ons te rs ’ tha t

he  had  e ve r im agine d  o r b e lie ve d  tha t he  had  se e n  in  h is  life  b e cam e

fle sh  and  we re  give n  life  b e fo re  h im . Large  b od ie s  com prise d  o f living

rock e rup te d  from  the  walls  and  b owe d  to  the ir dark m aste r. The  ancie n t,

ske le ta l co rpse s  o f the  Horadrim  arose  from  archa ic cryp ts  and  lum b e re d

off in to  the  re d  washe d  co rrido rs  b e yond . As  the  cacophony o f m adne ss

and  n igh tm are s  ham m e re d  its  fina l b low aga ins t Alb re ch t’s  sha tte re d

sp irit, the  b lood lus te d  ghou ls  and  de m ons  o f h is  m ind  sca tte re d  and

scram b le d  m an iaca lly in to  the  le ngthe n ing passage ways  o f h is  waking

Nigh tm are .

The  ancie n t ca tacom b s  o f the  Horadrim  had  b e com e  a  twis te d

lab yrin th  o f raw, focuse d  Te rro r. Em powe re d  b y Diab lo ’s  posse ss ion  o f

young Alb re ch t, the  cre a tu re s  o f the  b oy’s  own  im agina tion  had  ga ine d

corpore a l fo rm . So  s trong was  the  te rro r tha t gre w ins ide  o f Alb re ch t,

tha t the  b o rde rs  o f the  Morta l re a lm  b e gan  to  warp  and  te a r. The  Burn ing

He ll b egan to  seep  in to  the  world  of Man and take  root with in  the  lab yrin th .

Be ings  and  occurre nce s  d isp lace d  b y tim e  and  space , and  long lo s t to

the  h is tory of Man we re  pulled  scream ing in to  the  e ve r-expanding dom ain .

The  b ody o f Alb re ch t, fu lly posse sse d  b y Diab lo , b e gan  to  d is to rt

and  change . The  sm all b oy gre w and  h is  e ye s  b laze d  as  te ndril-like  sp ine s

rippe d  th rough  h is  fle sh . Gre a t, a rche d  ho rns  e rup te d  from  Alb re ch t’s

sku ll a s  Diab lo  a lte re d  the  fo rm  o f the  ch ild  to  m a tch  tha t o f h is  de m onic

b ody. De e p  with in  the  re ce sse s  o f the  lab yrin th , a  growing powe r was

b e ing ha rne sse d . Whe n  the  m om e nt was  righ t, Diab lo  wou ld  ve n tu re

once  m ore  in to  the  m orta l world  and  fre e  h is  cap tive  Bro the rs  Me ph is to

and  Baa l. The  Prim e  Evils  wou ld  b e  re un ite d , and  toge the r the y wou ld

re cla im  the ir righ tfu l p lace  in  He ll.

THE FALL OF THE BLACK KING

The  war aga ins t the  ze a lous  a rm ie s  o f We stm arch  e nde d  with  a

horrib le  s laugh te r. With  the  a rm y o f Khanduras  rippe d  to  sh re ds  b y  the

supe rio r num b e rs  and  de fe ns ive  pos itions  o f We stm arch , Lachdanan

qu ickly ga the re d  toge the r those  who  we re  no t cap tu re d  o r kille d  and

orde re d  a  re tre a t b ack to  the  sa fe ty o f Khanduras . The y re tu rne d  to  find

the  town  o f Tris tram  in  sham b le s .

King Le oric, de e p  with in  the  th roe s  o f m adne ss , we n t in to  a

rage  whe n  he  le a rne d  tha t h is  son  was  m iss ing. Afte r scouring the

village  with  the  fe w guards  tha t re m aine d  with  h im  a t the  m onas te ry,

Le oric had  de cide d  tha t the  townsfo lk had  ab ducte d  h is  son  and  h idde n

h im  som e whe re . Although  the  townsfo lk de n ie d  any knowle dge  o f Prince

Alb re ch t’s  whe re ab outs , Le oric ins is te d  tha t the y had  crafte d  a  consp iracy

aga ins t h im , and  tha t the y wou ld  pay the  p rice  fo r such  tre ache ry.

The  m ys te rious  d isappe arance  o f the  Arch-Bishop  Lazarus  le ft no

one  in  Tris tram  with  whom  the  King wou ld  take  council. Ove rcom e  b y

grie f and  de m e n tia , Le oric had  m any o f the  townsfo lk e xe cu te d  fo r the

crim e  o f h igh  tre ason .

As Lachdanan  and  h is  fe llow survivors  re tu rne d  to  confron t the ir King,

Le oric se n t h is  fe w re m ain ing guards  aga ins t the m . Be lie ving tha t Lachdanan

was  som e how part o f the  townsfo lk’s  consp iracy, Le oric de cre e d  tha t he

and  h is  pa rty we re  to  d ie . La ch d a n a n ,  fin a lly re a lizin g th a t Le o ric  wa s

b e yond  sa lva tion , o rde re d  h is  m e n  to  de fe nd  the m se lve s . The  e nsu ing b a ttle

ca rrie d  the m  down in to  the  ve ry ha lls  o f the  da rke ne d  Monas te ry, b ringing a

fina l de se cra tion  to  the  once  ho ly sanctum  o f the  Horadrim . Lachdanan  won

a  b itte rswe e t victo ry as  h is  m e n  we re  fo rce d  to  kill a ll o f Le oric’s  de ce ive d

pro te cto rs . The y co rne re d  the  rave nous  King with in  h is  own  sanctua ry and

b e gge d  h im  to  e xp la in  the  a trocitie s  he  had  com m itte d . Le oric on ly spa t a t

the m  and  cu rse d  the m  fo r tra ito rs  aga ins t b o th  h is  crown  and  the  Ligh t.

Lachdanan  wa lke d  s lowly towards  h is  King and  so rrowfu lly d re w h is

swo rd . Fu ll o f grie f a n d  ra ge , a ll h o n o r h a vin g b e e n  ca s t to  th e  win d s ,

Lachdanan  ran  h is  b lade  th rough  Le oric’s  sh rive le d , b lacke ne d  he art. The

once  nob le  King scre am e d  an  une arth ly de a th -cry, and  as  h is  m adne ss  fina lly

ove rtook h im , he  b rough t down  a  cu rse  upon  those  who  had  so  b e traye d

h im . Ca lling upon  the  fo rce s  o f Darkne ss  tha t he  had  spe n t h is  e n tire  life

c o m b a t in g,  Le o ric  c o n d e m n e d  La c h d a n a n  a n d  th e  o th e rs  to  e te rn a l

dam nation . In  tha t la s t, fle e ting m om e nt with in  the  he a rt o f the  Monas te ry,

a ll tha t was  e ve r virtuous  o r honorab le  ab ou t the  s te wards  o f Khanduras  was

sha tte re d  fo re ve r.

THE REIGN OF DIABLO

The  Black King lay de ad , s la in  a t the  hands  o f h is  own  Prie s ts  and

Knigh ts . The  young Prince  Alb re ch t was  s till m iss ing, and  the  p roud  de fe nde rs

o f Khanduras  we re  no  m ore . The  pe op le  o f Tris tram  looke d  ab ou t  the ir

life le ss  town  and  we re  gre a tly d ism aye d . Awash  in  fe e lings  o f b o th  re lie f and

re m orse , the y soon  re a lize d  tha t the ir troub le s  had  m e re ly b e gun . Strange ,

e e rie  ligh ts  appe are d  in  the  da rke ne d  windows o f the  Monas te ry. Misshape n ,

le a the ry-skinne d  cre a tu re s  we re  se e n  ve n tu ring fo rth  from  the  shadows o f

the  church . Horrib le , wounde d  crie s  se e m e d  to  linge r on  the  wind , e m anating
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The Corruption of Prince Albrecht

from  de e p  unde rground . It b e cam e  appa re n t tha t som e th ing qu ite

unna tu ra l had  in fe s te d  the  once  ho ly s igh t…

Trave le rs  on  the  roads  su rround ing Tris tram  we re  accos te d  b y

c lo a ke d  rid e rs  th a t  s e e m e d  to  n o w c o n s ta n tly ro a m  th e  d e s e rte d

countrys ide . Many village rs  fle d  Tris tram , m aking the ir way to  o the r towns

or kingdom s, fe a ring som e  unnam e d   e vil tha t se e m e d  to  wa it in  the

shadows all around them . Those  few who chose  to  rem ain  se ldom  ventured

o u t a t n igh t,  a n d  n e ve r tre a d  fo o t u p o n  th e  gro u n d s  o f th e  cu rs e d

Monas te ry. Whispe re d  rum ors  o f poor, innoce n t pe op le  b e ing ab ducte d

in  the  n igh t b y wicke d , n igh tm arish  cre a tu re s  fille d  the  ha lls  o f the  loca l

inn . With  no  King, no  law, and  no  a rm y le ft to  de fe nd  the m , m any o f the

townsfo lk b e gan  to  fe a r an  a ttack from  the  th ings  tha t now dwe lt b e ne a th

the ir town .

The  Arch-Bishop  Lazarus , fraye d  and  d ishe ve le d , re tu rne d  from

his  ab se nce  and  assu re d  the  townsfo lk tha t he  too  had  b e e n  ravage d  b y

the  growing evil of the  Monaste ry. With  the ir despe rate  need for reassurance

cloud ing the ir good  judgm e n t, Lazarus  wh ippe d  the  townspe op le  in to  a

fre nzie d  m ob . Re m ind ing the m  tha t Prince  Alb re ch t was  s till unaccoun te d

fo r, he  pe rsuade d  m any o f the  m e n  to  fo llow h im  in to  the  de p ths  o f the

Monas te ry to  se a rch  fo r the  b oy. The y ga the re d  to rche s  and  soon  the

n igh t a ir glowe d  with  the  flicke ring ligh t o f hope . The y a rm e d  the m se lve s

with  shove ls , p icks  and  scythe s  and  so  p re pare d , the y b o ld ly fo llowe d  the

tre ache rous  Arch-Bishop  s tra igh t in to  the  fie ry m aw o f He ll itse lf…

The  fe w who  su rvive d  the  ho rrib le  fa te  tha t awa ite d  the m  re tu rne d

to  Tris tram  and  re coun te d  wha t the y cou ld  o f the  o rde a l. The ir wounds

we re  te rrib le , and  e ve n  the  skills  o f the  he a le r cou ld  no t save  som e  o f

the m . As  the  s to rie s  o f de m ons  and  de vils  sp re ad , a  s tifling, p rim al Te rro r

b e gan  to  consum e  the  he a rts  o f a ll o f the  town’s  inhab itan ts . It was  a

Te rro r tha t none  o f the m  had  e ve r known…

De e p  b e ne a th  the  founda tions  o f the  ru ine d  Monas te ry, Diab lo

gorge d  h im se lf upon  the  fe a rs  o f the  m orta ls  ab ove  h im . He  s lowly sank

b ack in to  the  we lcom ing shadows and  b e gan  to  ha rne ss  h is  de p le te d

powe r.

He  sm ile d  to  h im se lf in  the  she lte ring da rkne ss , fo r he  kne w tha t

the  tim e  o f h is  fina l victo ry was  fas t app roach ing…
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THE NATURE OF THE

SOULSTONES
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t was  long ago  tha t the  e n igm atic Arch-Ange l Tyrae l b e s towe d  upon  us  the  se cre ts  o f the

m yste rious  Sou ls tone s . Tyrae l b e que s te d  upon  our Orde r th re e  o f the se  Stone s  so  we

cou ld  con ta in  the  vile  e sse nce s  o f the  Thre e  Prim e  Evils  who  had  b e e n  le t loose  upon  our

world . Although  the  a rtifacts  we re  cons tructe d  in  re a lm s  fa r re m ove d  from  our own , we

found  tha t the y we re  s im ple  to  unde rs tand .

The  Souls tone s  e ffe ct on ly b e ings  tha t a re  non-corpore a land   thus  have  no  powe r

ove r living, b reathing creature s. When invoked, the  Soulstones b ring in to  be ing a  s trong “spiritual”

vacuum . Any non-physica l e n titie s  caught with in  th is  vacuum  are  drawn in to  the  b urn ing re ce sse s

o f the  Sou ls tone  and  a re  fo re ve r trappe d  with in . The se  sp irits  a re  re le ase d  on ly whe n  the

Sou ls tone  is  de activa te d  o r de s troye d .

The  powe r o f the  Sou ls tone s  p rove d  to  b e  m uch  m ore  d ifficu lt to  e m ploy whe n  use d

aga ins t the  gre a t Prim e  Evils . Voracious ly d ispose d  to  posse ss ing hap le ss  m orta ls , the  Thre e

Bro the rs  found  tha t the y we re  im m une  to  the  e ffe cts  o f the  Stone s  wh ile  occupying hum an

sou ls . Sad ly, we  we re  fo rce d  to  hun t down  and  kill the  innoce n t victim s  o f the  Prim e  Evils  so

tha t the ir de m onic e sse nce s  cou ld  b e  sub je ct to  the  e ffe cts  o f the  Sou ls tone s .

Me ph is to  and  Diab lo , once  found , we re  e as ily lu re d  in to  the  Sou ls tone s . The  cap tu re  o f

the ir b ro the r Baa l, howe ve r, b e cam e  com plica te d  whe n  the  Sou ls tone  tha t was  to  b e  h is  e te rna l

p rison  was  sha tte re d  and  fragm e n te d . We  found  tha t wh ile  the  sha rds  s till he ld  the  powe r to

lu re  the  de m on  to  the m , the y cou ld  no t p rope rly con ta in  it. Ta l Rasha , a  fe llow In itia te  who  has

b e e n  s ince  im m orta lize d  in  Horadrim  lo re , the o rize d  tha t a  m orta l o f s trong will m igh t b e  ab le

to  con ta in  Baa l with in  h is  own  m orta l sou l. Th is  sacrifice  m e an t tha t the  e sse nce  o f any m orta l

so  chose n  wou ld  b e  fo re ve r to rtu re d  wh ile  locke d  in  e te rna l conflict with  the  e n th ra lle d  de m on .

To  th is  e nd , Ta l Rasha  vo lun te e re d  to  con ta in  the  raging Lord  o f De s truction .

Pie rcing h is  b re as t with  a  sha rd  o f the  Sou ls tone , Ta l Rasha  took with in  h im se lf the

e sse nce  o f Baa l, the  Lord  o f De s truction . The  In itia te ’s  b ody was  shackle d , cha ine d  and  b u rie d

de e p  with in  a  tom b  unde r the  de se rt. The  sacrifice  o f Ta l Rasha  has  ke p t Baa l im prisone d  fo r

m any ye ars  now, and  a lthough  the  de m on  was  im prisone d  withou t the  use  a  who le  Sou ls tone ,

we  b e lie ve  tha t ou r victo ry m ay b e  a  ho llow one . Shou ld  Ta l Rasha  e ve r e scape , he  wou ld  have

the  fo rm idab le  powe rs  o f Baa l adde d  to  h is  own . By ridd ing the  world  o f th is  p re se n t Evil, we

m ay have  cre a te d  a  n igh tm are  worse  than  tha t wh ich  we  firs t sough t to  con ta in…
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Bh a tia , Ma rk Re a rick, Bra d  Ma so n , Dia n e

Ko d a m a ,  Be rn a d e t t e  S e x t o n ,  Ba rb a ra

Uh lm a n n , Pa tric ia  McDo n a ld , Kris  Ke lle y,

Alis s a  Va a ge ,  De n is e  He rn a n d e z,  Pa u la

White , Rache l Marie  Hawle y, Laura  Gab e r,

Isaac Mata rasso , Susan  Sta ffo rd , Gre tche n

Witte ,  Ala n  Da b iri,  Wa lte r Ta ka ta ,  J a s o n

Sa ilo r, Na tha lie  Did ie r, Nico le  We lke , Dawn

Cadde l, Trace y McNaugh ton , Ray the  Soda

Guy, Sam  Ra im i, A. Gu ine ss  Bre wing Co .,

J o h n  Wo o ,  Ch o w Yu n  Fa t,  J a ckie  Ch a n ,

Proposition  2 1 5 , Rum iko  Takahash i, Bunchy

& Mason, The  Frie nds of Stan , The  Zoo Cre w,

Te am  Ham ro , Brazil 2 0 0 1 , RUSH, Cornho lio ,

THE BROS., Dar, Em e ril Lagasse , Tom  Waits ,

Ice -Cub e , The  Strike  Te am  De fle cto rs , Tony

Le vin , Big J im  and  the  Twins , J ag‘rm e is te r,

The  Me gasphe re , Condor, The  Allowe r, The

Su n d a y Nigh t  Gro u p ,  Gra vita r,  Ste in wa y

Pia n o s ,  Ro u n d  Ta b le  Piz z a ,  Th e  Po x y

Bo gga rd s ,  Urb a n  Mys tic  &  Co .,  Ca ffe in e ,

Hu n te r Ro se , Ma rly m e d iu m s  in  th e  b o x,

swe e t Po te e n , Dave  Scarp itti, The  Byte r, Bim

Ma n ,  Kris s a n n  fo r c o lo r,  Ava lo n  Ta tto o ,

J am e s , Whale b oy, Dunse l Tra in ing Ins titu te ,

m onke ys , Dob  Bo le , Roo te s  Group , Po rshe ,

Bo n go ,  Sc a r le t t ,  Ap o llo .  Th e  Ho u s e  o f

Me d iocrity, Am e lias , The  King, Saag and  All

the  fo lks  a t Davidson

In memory of
Lawre nce  and  Barb ara  William s

David  A. Hargrave

Tony “Xatre ” Co llin

Thom as  H Se xton

Very Special Thanks to
Bob  and  J an  DavidsonBob  and  J an  DavidsonBob  and  J an  DavidsonBob  and  J an  DavidsonBob  and  J an  Davidson

Walte r Fo rb e sWalte r Fo rb e sWalte r Fo rb e sWalte r Fo rb e sWalte r Fo rb e s

Game Design
Blizza rd  North

Senior Designers
Erich  Schae fe r

David  Bre vik

Additional Design
Ma x  S c h a e fe r .  Er ic  S e x t o n ,  Ke n n e t h

William s

Lead Programmer
David  Bre vik

Programming
Richard  Se is , Doron  Gartne r, Pe te r Bre vik,

Ro b in  va n  d e r We l,  J o n  Mo rin ,  Pa trick

Wyatt, Mike  O’Brie n , Co llin  Murray, Frank

Pe arce

Installer Programming
Bob  Fitch , Pa t Wyatt, J e ff Stra in

Battle.net Programming
Mik e  O ’Br ie n ,  Mik e  Mo r h a im e ,  Da n

Lie b go ld

Art Directors
Erich  Schae fe r, Sam wise  Did ie r

Artwork
Mich io  Okam ura , Eric Se xton , Be n  Haas ,

Pa t r ic k  To u ga s ,  Ke lly J o h n s o n ,  Er ic

Schae fe r, Max Schae fe r,  Hugh  Tom  Byrne ,

Ro m a n  Ke n n e y,  Sa m wis e  Did ie r,  Da ve

Be rggre n , Micky Ne ils o n , Eric  Fla n n u m ,

Justin  Thavira t, Brian  Sousa , Stu  Rose , Nick

Carpe n te r, J oe yray Ha ll

Technical Artwork
Chris tophe r Root, Mark Su the rland , Rob e rt

Djo rd je vich , J e ffre y Vaughn

Cinematic Art Directors
Duane  Stinne tt, Matt Sam ia

3D Cinematic Artwork
Du a n e  S t in n e t ,  Ma t t  S a m ia ,  Ro b

McNaugh ton , Eric Flannum , Dave  Purs le y,

Mic ke y Ne ils o n ,  Ma xx Ma rs h a ll,  Tre vo r

J acob s , Brian  Sousa , Sam wise  Did ie r, Ron

Sm orynski, Be n  Haas , Pa trick Tougas

Cinematic Technical Artwork
J oe yray Ha ll



WARRANTY

Ea c h  c o m p a n y o f t h e  HAVAS  INTERACTIVE gro u p  is  n a m e d  “HAVAS

INTERACTIVE” in  the  pa ragraphs  b e low:

Havas  In te ractive  warran ts  fo r a  pe riod  o f n ine ty (9 0 ) days  from  the  da te  o f

purchase  tha t the  so ftware  title  con ta ine d  in  th is  package  sha ll b e  fre e  from

de fe cts  in  m ate ria l and  workm anship . In  the  e ve nt tha t th is  software  title s  p rove s

de fe ctive  du ring tha t tim e  pe riod , Havas  In te ractive  will p rovide  the  cus tom e r

with  a  functiona lly e qu iva le n t d isk upon  re ce ip t b y Havas  In te ractive  o f p roof o f

purchase  and  the  de fe ctive  p roduct.

REPAIR, REPLACEMENT, OR REFUND AS PROVIDED IN THIS WARRANTY IS THE

EXCLUSIVE REMEDY OF THE CONSUMER. CUC SHALL NOT BE LIABLE FOR ANY

INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY EXPRESS

OR IMPLIED WARRANTY. EXCEPT TO THE EXTENT PROHIBITED BY APPLICABLE

LAW, ANY IMPLIED WARRANTY OF MERCHANTABILITY OR FITNESS FOR A

PARTICULAR PURPOSE ON THIS PRODUCT IS LIMITED IN DURATION TO THE

DURATION OF THIS WARRANTY.

So m e  co u n trie s  d o  n o t a llo w th e  e xc lu s io n  o r lim ita tio n  o f in c id e n ta l o r

conse que n tia l dam age s , o r a llow lim ita tions  on  how long an  im plie d  warran ty

las ts , so  ab ove  lim ita tions  o r e xclus ion  m ay no t app ly to  you .

COPYRIGHT NOTICE

The  so ftware  title  and  the  m anua l a re  copyrigh te d . All righ ts  re se rve d . The y

m ay no t, in  who le  o r pa rt, b e  cop ie d , pho tocop ie d , re p roduce d , trans la te d , o r

re duce d  to  any e le ctron ic m e d ium  o r m ach ine -re adab le  fo rm  withou t p rio r

conse n t, in  wirting, from  Havas  In te ractive . The  use r o f th is  p roduct sha ll b e

e n title d  to  use  the  p roduct fo r h is  o r he r own  use , any com m e rcia l u se  b e ing

e xclude d , b u t sha ll no t b e  e n title d  to  se ll o r transfe r the  re p roductions  o f the

so ftware  o r m anua l to  o the r pa rtie s  in  any way, no r to  re n t o r le ase  the  p roduct

to  o the rs  withou t writte n  pe rm iss ion  o f Havas  In te ractive .

[You  a re  e n title d  to  use  th is  so ftware  title  on  a  s ingle  com pute r in  a  s ingle

location and on only one  te rm inal a t any given tim e . Any furthe r use  is  prohib ited .]


