Additional technical notes:

The Myth 3 installer and the documentation state that a "Small" install
requires that you have 250 megabytes of available hard-drive space. This is
incorrect. The "Small" install actually requires 348 megabytes of available
hard drive space.

There is an issue with NVIDIA GeForce2MX and ATi Radeon 7500/8500 video
cards related to color bit depth switching within Myth 3. With these video
cards, Myth 3 utilizes the bit depth that you have set for your Windows
desktop. To run Myth 3 in 32-bit color, set True Color (32 bit) in your
Windows Display Properties Control Panel. To run Myth 3 in 16-bit color,

set High Color (16 bit) in your Windows Display Properties Control Panel.

If you have your desktop bit-depth set to 256 colors, Myth 3 will not run.

In this case, set your desktop bit depth to True Color (32 bit) or High

Color (16 bif).

There is an issue with NVIDIA GeForce 3 video cards that causes a black
screen affer changing color bit depths within the game. The game is
running, but video is blacked out. To resolve this issue, hit the "Esc" key
twice to exit the game. Re-run the game and you will be in the bit depth
that you selected. The other work-around is to et your desired bit depth
in the Windows Display Properties Control Panel before running Myth 3.

There is an issue playing cut scenes under Windows9X and ME. If you are
between levels and you have a black screen with dialog playing, exit Myth 3
and rerun the application. If this does not solve the problem, please visit
myth3.gedgames.com for patch information.

Al of the above issues will be resolved in a patch that will be available
soon from myth3.godgames.com.
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INTRODUCTION

Thank you for purchasing Myth IIl: The Wolf Age! Thank you for spending
your hard earned money on our humble product! Everyone here-at
Mumbojumbo Games, Gathering of Developers, and Take 2 truly hope you
thoroughly enjoy this game!

SYSTEM REQUIREMENTS
For you to begin playing Myth lll: The Wolf Age, you'll have to have a PG that
meets (and hopefully exceeds) the following requirements. !

WINDOWS

« You will need the Windows 95, Windows 98, Windows ME, or Windows 2000 operating
system installed.

« 400 MHz Pentium Il or equivalent processor (600 MHz recommended).

= 95 megahbytes of RAM (but 128 MB RAM is better).

« CD-ROM drive (4x speed or faster).

« 250 megabytes of hard drive space (500 is required for the bast performance).

 DpenGL compatible hardware accelerated video card with at least 6 megabytes of video
memaory (such as &' ATl Rage Pro, 3DFX Voodoo 3, Nvidia TNT or equivalent). For best
performance, we recommend a video card with at least 16 megabytes of video, cards
such as the 3DFX Voodoo 5, ATl Rage 128, Nvidia TNT2 Ultra, Nvidia GeForce256, Nvidia
GeForce 2, Nvidia GeForce 3, or $3 Savage 2000.

« The latest drivers for your video card. We have included a link to the GLSetup wehpage
{www.glsetup.com). GLSetup is an application that detects your video card and installs
the latest drivers for many OpenGL compliant video cards. :

= To play on-line you will need a 56K or faster Internet connection. For LAN games, you'll
need to have an active local area network connection.

IN GENERAL

Because this is a very visually intense game, your performance is directly related
to your hardware accelerated video card. Basically, the faster the video card, the
better your performance. There are many options that you can adjust to get an
acceptable frame rate on lower-end cards, but to truly appreciate the incredible
gameplay and visuals of Myth Il - The Woli Age, you will need a fast video card
with an adequate amount of video memory.



_INSTALLATION '
WINDOWS ) '

1. Insert the Myth Il - The Wolf Age CD into your CD-ROM drive. Autoplay will launch the
installer. (If Autoplay is turned off, ynu will have to manually open the CD du'eomry and
launch autoplay.exe).

2, Chioose your language.

3. Choose what size of installation you wish to perfnrln . T s A

Small: Installs the Myth Il - The Walf Age application and minimum sipporting files. Th!s B
saves hard drive space, but will incréase the load time between levels.

Large: Installs everything but the movies: Sure, it takes a lot of disk sbat;a. but you will get
maximum performance while Iladmg.

_'Network-Only: Installs a special version that will only allow multn-play, but wnlhouuhe need

: of having the CD-ROM iin the drive.

4. Follow the instructions, and watch that progress har fly!

5. You will be prompted ta install the latest versions of the OpenGL drivers for your machine..

We suggest you'do so unless you are used to tweaking yourvideo l:nrﬂ drivers for maxi-
mum OpenGL performance.,

" 6. You will be prompted to install the Iafest version of QuickTime. Myth Ili - The Wolf Aga

requires that you have at least version 5.0.2 of QuickTime for cut scene videos and music :
1o work properly. We have included this version of QuickTime on the CD for your conven- '
ience.

7. le. reboot vour machine and get ready for’ 1he funl

To umnstall Myth 1l - Tha Wolf Age (and ‘who'd ever want In do tllal"l, apen vour
Start Menu, go to the' Programs Tab, find the MumboJumbo folder, and select .
“Uninstall Myth Il - The- Wolf Age”. This will take you through the uninstall
‘process.

We definitely suggest that you hop on the lntsmal and duwnlund the Ialssl Patch

. for the game! While we try our best to fix all known issues hefore we release,
we often discover issues after the game has been purchased and played on tho
sands of systems. We will always fix those issues as quickly as possible. After
installation, go to myth3.godgames.com to check for any available Patches for
Myth Il - The Wolf Age. :
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PROLOGUE
Nathing but dirt.

Weeks have Isi:em at this site, digging into the dirt with my callused and cracked hands.
And for my troubles, | have naught but dirt: Dirt on my clathes, in my. eyes, filling my tent.
The dry winds carry it in clouds as thick as:it lies an the ground. | hava had litile taste in
‘my mouth save the accursed dirt for days nnw ]

Though | do know the healing ways to sustain myself, | fear that even | will not be ahie to
- last much Iungnr in this waterless, sand-blasted desert.

The wmds are biowing outmy candles now. | have finished my wri(inj;_lurmday.

. The ruins that tower abni‘it;.iny campsite sheltered me from the brunt of the sandstorm last
night. | am thankful that even if thev dao not reveal their secrets o me, ﬂlev have at least
made it bearable to dwell in their prssnm:a. ! :

In the heat of mid-day | scaled a nearby. dune, and atits top I took in the hruken desert’
about me. The crumbling walls and arches of the ancient city stand as remnants of
incredible disaster. Butlooking through this vei, | began to gain a‘'sense of the great
city that once stond here. Foras faras my eyes could pierce through the desert day, the
‘ruins of the great city.of Muirthemne stood about me, and | was humbled in the presence
of such magnificent: glory of forgetten ages. | now.understood low the Heron Guard of
the Cath Bruig could be so 'distraught at seeing their beloved city destroyed by Balor and
his Falien Lords. Though this atrocity is almost two centuries past, many still wear the
robes of the Journeyman, as | do.

Ido aspire to be counted among the ranks of the Heron Guard someday: But, for now |

‘am eontented with aiding the needy and uncovering our ancient past. Oh; how we have
-, fallen! The knowledge of our UEIY'FIISMIT is lost to us — buried under these mountains of

“shifting sands. 24

Still my shovel ha_s uncovered nothing ‘ﬂli‘s‘lfay. Yet still I dig.

Light of ﬂm Wyrd, this day has heen  portentous! Where do | hegin?

Itwas morning when | had seized a few small.eggs from the rock lizards near the cracks
* of the ancient walls. Looking for a shady spot for my meal, | found a darkened cliff face
nearhy. As | approached; 1 began to notice something odd. The windstorms of the previ-
ous nights had eroded the cliff drastically since it had last made my notice. And/now, as
I 'scrutinized, I saw a perfect vertical seam running through its face.

It took me no time to gather my equipment and return, With chisels and great shovelfulls
of dirt, 1 slowly uncovered the miracle. It was a doorway. A doorway set into a cliff side
that was not triily a cliff. The tons of rack and seil were covering a large structure of
same sart. And with the blessing of fate this portal had been exposed for me to find.

My excitement knows no bounds, and my imagination cannot be qunllad Atfirst light ]
will try to open this door into the forgotten past.

It has been sgvem[ (ETS uﬂeverish exc&_uaﬁnn. Itappears | have underestimated the
size of the doorway. It is three times the height af a man and nearly the same dimension




wide.- I have moved a literal mountain of dirt from them, and yet their base appears to be still
deeper into the earth. 4

Just as the omngé blaze of the horizon slowly gave way to a star filled night, my shove! hit
.rack. Finally, I have reached the base of the portal, Over a fathom of soil have | uncovered to.
reach it. | think of the terrible magics that were calledapun to Imw this clty and | shudder 3

1 have bent two chisels anemptmg to part the doors even a crack. lfear that | may run out of
proper equipment hefore | get the/thing opened. The only good news i have this day is that
the howling winds have abated.

What horrors have been visited upon ma? I cannat. yet conceive what | hava wrlmessmt
Wyrd protect me! . /

1 had moved'my meager encampment to the base of the doorway - | fear this/is what has
angered the thing. It was late day when I'felt the devil breeze begin the'blow. Strong it
grew, and | had to caver my nose and mouth to breathe. The wind battered me like hammers
and sucked the breath out of my lungs. As | rushed away from the rock, | felt the wmd abate.
Itwas then that I .caught a glimpse of the thlng

As the funnel of dusl moved with sinuous spirnls lsaw Iutkmg within its depths a shadow of
a human form. It remained motionless as the column of dust spun aboutiit. The white embers
of its eyes stared directly at me asa rattling cry hawled over the wind. -

After that, | can only recall running from thal place.

| returned‘to my encampmient today. Having spenta restless night in the open désert, | have
found my'resolve. The thing which met my intrusion was undoubtedly a guardian spirit, 1.
remember hearing tales of ancient sorceries which could bind‘a spirit to the very mortarof a.
place = forcing it into servitude for one-thousand and one years.

1 have returned to the doorway. 1 had hoped that it had gone, but as | appmached the funnel
of dirt spiraled back into fearsome shape. 1 again retreated to my campsite.

I must think of how to rid this place of such a thing! | believe the lack of water Ims addled
me somewhat.

| now know what | mustdo. | have no malice in my heart. If the creature at the portal is
indeed a guardian spirit - and not some horror born of the atrocities committed here - it
waould only attack if it sensed malice. |'can think of dozens of reasons why this line of think-
ing is flawed. Yet, somehow | feel this is correct. | fear that if | were to leave to gather aid
from my distant comrades, the spot would again be covered by the shifting desert sands. |
cannot allow that. I I'am to die, | have lived a good scholarly life. | will leave this journal
behind, in hopes that someone may find itif | have failed.

Great Wyrd in all his Glory! The dist:mr.ery ﬂ.mt I have found! The secrets and mysteries of



the ages have been re-discovered! I must get back te the citadel and tell the others of this!
| have made what notes | could, but there is information here that will fill entire volumes of
books! ;

I will try to write down what has occiirred to me in the past few hours as accurately as |
can with my trembling hands.

I walked to the stone entrance and confronted the guardian. As | approached, it rese from

“the sands like a serpent. Each step | took towards the duoors, the stronger /it became, Ilts

winds huffeted me and forced me to my knees, but still I crawled. | heard a voice like dry
leaves whisper of horrors that would befall me if I did not flee. It was only the powers of
Wyrd that granted me the will to continue. | stretched out a flailing hand and touched it
upon the stone door.

It almost an instant, the fell winds stopped., I'heard the hiss of sand falling onto the ground.
Crouching and warking sand from my eyes, | saw that the guardian had left me. As | tried
to stand. a great rumbling shook the earth. The doors to the ancient building had begun to
open. Sand ran instreams down the face of the cliff and into the yawning darkness of the
portal hefore me. With a great thunder, the tremendous doors grinded to a halt. Beyond
was only darkness, Even the bright light of the desert day could not penetrate‘into the
black opening.

Fetching a dry log from my campsite, | wrapped an aily rag about it to make a primitive
tarch. At the precipice of the doorway, my flame revealed a long room lined with long pil-
lars. The long hallway danced in the orange light of the torch as I began my exploration.
The building appeared to be a temple or shrine of some sort, The cataclysm which ended
Muirthemne had extracted its toll.on the building. Many pillars were toppled and areas of
the ceiling shattered by the rock above. Who or what this temple was dedicated to was:
still unclear. A

As | walked down the dirt covered tiled floor, I spied a shallow oil basin or brazier against
the wall. Hoping for some extra light to see by in this cavernous hall, | dipped my tarch
down and lit the black fluid within. As the oil basin flamed to life, a rivulet of fire trickled
down the wall behind it. Fearful that the stone basin was cracked, | moved to extinguish
the flame when | noticed that the flaming oil reservoir was carved into the wall itself. The
smokeless flame descended to the edge of the floor and continued its flow away from me,
carried by a thin trough built into the wall. Amazed though | was, 1 did not hesitate to fol-
low the moving flame.

The flamie was leading me deeper into the structure. Ducking past a fallen pillar, I turned
into a vast opening. The whole of the cavern was darkness. Even the torch | carried did
nat give light to the immense expanse. The oil flame had darted into the room and began to
spread. To my amazement, the flames began to crawl up the walls of this chamber in fabu-
lous intertwining flickering lines of light. As | followed the flaming trails, | was stunned at
what | was seeing.

A mural drawn of fire. Gold inlays caught and reflected the orange light as the flames illu-
minated scenes from the long forgetten past of our world, Heroic spearmen battling
against furred monstrosities that could only he the vile Myrkridia. Massive Trow, wearing
suits of armor, attacking castie walls. A cloaked villain directing shambling forms
towards soldiers. All this and more was depicted in the splendid luminance,




'L'L,”r.

As | stood in awe of the incredible fiery arahesques. | hegan to notice the room becoming
brighter. The flames had lit small braziers inset upon massive stone pillars, disappearing
into the still darkness of the towering ceiling. | gazed down atthe tile under my feet. |
Beautiful mosaics ran the length of the floor, showing stars and strange writings. Walking
deeper into the still brightening chamber, | began to see the tiled pattern that | trod upon —

" and realized the purpose of this temple. Under my feet a brilliant comet was depicted, its
frozen white flames glittering on its blue canvas of night.

This was “the Apparitor” - the celestial occurrence that happens only once in a millennia.

/As this revelation exploded into my thoughts, a great light began to shine:

Great mirrors had gathered the flame’s light and focused it onto a golden globe suspended at
the far end of the shrine. Beneath the fiery globe towered a statue ten times as tall as a
man. A crown rested upon his brow; his hands upon the haft of a mighty axe. His shaduwy
eyes were stern, but'l could not help hut sense sorrow deep within them.

1 was standing in the.slmlne to the reatem-limpamr of the Cath Bruig —the greatest hero to
ever live. He who saved humanity from utter destruction over a thousand years age. He who
slew the nightmare Myrkridia and crushed the iron temples of the Trow. He who defeatad
the dark sorcerer Muaglm and hmught an end to the Aue of Wind.

I had found the shrine of Connacht the Wolf.

It took several hours of eiplﬁmti;in. but | have uncovered a stane vault lined with fows a_nél'_

_ rows of scrolls held on dry wooden racks. These scrolls hold the sacred accounts of

Connacht's life. Undoubtedly, they have nnlv been seen by the clerics who waorshiped at this
shrine so very long ago. ;

I'plan to carrv these snrnlls back to the Heron's Citadel, With lheir decipherlnn. the long
lost histories of our world might once again be revealed.
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THE FALLEN LORDS
The great come}t had returned to the eastern sky — heralding its dark prophecy.

The Leveler, destruction made flesh, had returned in the form of Balor, a fearsome warrior
who wielded phenomenal powers. Balor had made unholy alliances with many an evil
race, and with the aid of his resurrected generals, The Fallen Lords, laid siege to the great
Cath Bruig empire. i

Battles went unabated for years, but eventually the Cath Bruig empire had retreated to
their city of Muirthemne. With cataclysmic magics, Balor utterly destroyed the legendary
city — ending almost three thousand years of its reign.

Balor's evil eyes then turned to the cities of the Provinge, west of the Cloudspine.

Their dark forces swept into Covenant and utterly devastated the city. The human armies
recoiled from the attack. If not for the leadership of the Nine — powerful sorcerers called
Avatara — Balor's army would have stood unchallenged.

The Nine farged an alliance with the fir Bolg and the Dwarven races to aid their cause,
and the army of the Light was formed. This rag-tag army was all that stood against the
Fallen Lords and their legions of undead. .

Uncovered from the bowels of a'dark mountain, some was found to turn the tide of the
war. A severed heail was found — a head that retained its life and knowledge. It knew
many things forgotten by modern man. It claimed to be an old adversary of Balor, and

would aid the Light in defeating him.

Aided by the erudite knowledge from the head, ane of the Nine defeated the Fallen Lord
Shiver as her armies were poised to destroy Madrigal. The Total Cadex was recovered
from the ruins of Covenant, just where the head said it would be.

‘As the winter months rolled on, batties ensued at the snowy passes of the Cloudspine. It
was then learned that the Trow had been freed from their molten prisons and marched
with Balor. As the volcano Tharsis erupted; news of the leader of the Nine, Alric, had
heen captured by Balor and his forces decimated,

As three of the Nine entered Farest Heart to ask for aid from the Forest Giants there, the
Fallen Lord Soulblighter imprisoned their army into a magical artifact named “The Tain".
The army escaped, destroying the Tain, at the cost of all but one of the Avatara.

A small band of heroes ventured into the barvier and rescued Alric. He told them that the
Head had betrayed them. Back in the Province, the Head had began a civil-war which
was bloodily ended at'the price of many lives.

Alric, again in leadership of the Nine, planned a desperate attack. Marching the remain-
ing legion across the Barrier and into the Dire Marsh, Alric meant to bring the battle to -
Balor, stationed in the Trow city of Rhi'anon, With two Fallen Lords arrayed against them,,




the legion managed to slay the Watcher with magical arrows and marched into the Trow
lands.

The arrayed armies of the Light and Dark stood ready to battle. From the Tain was retrieved a
Myrkridian standard, which Alric raised upon the battlefield. Balor, enraged at the ancient
slight, appeared in person to destroy the legion. But this was all according to Alric’s plan.
With the power of an Eblis stone, Alric immobilized Balor just long enough for his head to be
cleaved from his body.

Balor's head was raced to:a World Knot, where a:small force took the thing to the Great
Devoid. Evading Soulblighter's forces; the head was thrown into the Great Devoid, ending
the life of Balor and the soul of the Leveler.

Against all hope, the army of the Light had won the war.

SOULBLIGHTER

Sixty years after the Great War, the cities of the Province were rebuilt and few remembered
the horrors of that epic battle. Alric was now king, ruling from his throne in Madrigal.

But, in the shadows lurked Balor's lieutenant, Soulblighter. Vowing to complete what Balor
had started, Soulblighter secretly gained many followers with the promises of dark knowl-
edge. These followers began to use their newly learned necromantic pnwers to raise an
army of dead within the Province itself.

A small group:of soldiers foiled a'local baron's dark schemes, and in turn uncovered
Soulblighter’s deadly plan. He was loaking for the Summoner — a man prophesized to
release the Myrkridia into the world once again.

As this news reached Alric, he quickly gathered forces to defend their nation against
Soulblighter’s fiendish designs. The city of Tyr had fallen, and the reports say that the force
was lead by Shiver, a Fallen Lord thought killed in'the great war. As Alric and his force left
for the city of Tandem, they saw to their horror that Soulblighter had been suceessful in find-
ing the Summoner‘and unleashing the Myrkridia. In a hopeless batile, they retreated, as the
terrible force marched to Madrigal. i

To battle Soulblighter; Alric hoped to find the Fallen Lord the Deceiver who had been buried

under the ice at the Stair of Grief. Alric hoped that the Deceiver would aid him in his new

plans to stop the tide of evil. A small force made their way through the snowy pass, found ¥
and revived the Deceiver, who indeed vowed to aid the army of the Light, bringing with him

the aid of the Warlocks of Scholomance.

Shiver, Soulblighter, and the Myrkridia continued their rampage in the Province, as Alric
moved his army across the Cloudspine and into the ruins of Muirthemne. There he
announced his intent to restore the Cath Bruig empire to its former glory, with himself as
Emperor. The army did indeed retrieve the Ibis erown and Alric was crowned as the new
Emperor of the Cath Bruig. The penance for the Journeymen was over, and they threw off
their heavy robes in favor for the heavy armor and dual swords of the Heron Guard of old.
Muirthemne was renamed to its ancient title: Llancarfan.




The Deceiver led his troop into the Forest Heart, looking for a shard of the destroyed Tain.
Upon finding one, they entered the Tain itself. There they confranted the Summoner and
put an end to his malevolent magics. On their return, the army was captured hy
Soulblighter’s forces. But it was all according to the Deceiver's plan; having escaped
their cells, the troop soon overran the encampment. In the struggle, the Deceiver had
killed one of Soulblighter's ravens, preventing him from taking flight ever again.

Alric returned to the Province and led an army to confront Soulblighter near Silvermines.
There Shiver and her army met the legion and bloody conflict erupted. Alric sentthe
Deceiver and a group of heroes to track down Shiver and put and end to her. In the clash
that followed, the Fallen Lords squared off against one another, and in the end both were
slain by the other’s magics.

Soulblighter fled Alric’s pursuing armies, making his way into the howels of Mount
Tharsis. There he began a dark ritual that would sunder the Cloudspine and shatter the
very world. In the last mofitents, Alric and the legion met the fiend and put an end to his

- deadly spell. The mountain was destroyed and Soulblighter with it.
Alric, now Emperor of the Cath Bruig, moved the capital to Madrigal and once again
hegan the long process of rebuilding.
THE FUTURE
Of Balor's Fallen Lords only two remain, though their whereabouts are unknown.
Many sages and scholars look iq_wards the future with uncertainty. The cycle of Light and
Dark, which change the face of the world, has been broken.. As Connacht hrought an'end
to the evils of the Wind Age, so was Balor to bring an end to the glory of the Wolf Age.
And yet, in this new age, the Light has remained triumphant. .

Many believe that with the destruction of the Leveler, mankind can now forge its own
path'on the anvil of fate. 4

But the future is never certain. .

THE HISTORY OF MYTH

IN THE BEGINNING
The origins of the world are shrouded in mystery.

Itis said that the Wyrd, a deity or being of areat power, had created the world out of a
dream. As he awoke, all that his eye beheld became as the lands of his dream,

This dramatic reshaping of the world, angered the goddess Nyx. ‘She had just breathed
life into her new creations, the Trow, only ta have the entirety of the world change.. Trow




legends claim that Nyx and Wyrd had a t!lamc battie that shook the very rock of the world,
Nyx had caused a great wound to Wyrd, which formed into the volcano Tharsis, but Wyrd
would not fall to her assaults. In her rage, she called upon the powers of the Dark Gods to
aid her.' The Wyrd was shattered, his powers flung to the comers of the world in rocky frag-
ments. And yet, the One Dream of the Wyrd remained.

THE AGE OF THE TROW

The Tﬂ:'nw witnessed the birth of the world. Theirancient eyes beheld th,e-evnlutinn of the
beings we know of today — and many that are still unknown.

The Trow spent their time forging stone monuments to-their beloved goddess and creator.
Gradually the othier “lesser races” began to create their own civilizations. The Forest Giants
made their homes in their towering arbors. The frail Callieach began learn the arts of
magic. Still other races rose to power as primitive human-kind still lived in barbaric sav-
agery. Content to live solitary lives of worslnp. the Trow did not take any interestiin the
world outside of their realm.

Seeing the Trow as threatening giants, most races avoided them. Other races were not
fuite so wise. A race known as the Sileh’hei, coveted the Trow lands 'and knowledge.
Believing the Trow's aloofness to be a sign of weakness, they sacked the Trow’s temples
and brought them to war., Having never fought a battle-in their history, the Trow were
shocked by the savagery of the Sileh’hei, and many fell to their wicked attacks. For the first
time, the Trow saw members of their inmortal race die,

The Trow priests prayed to Nyx; pleading for her aid. And in the tample at Rhi‘anon, she’
whisﬁamd to her children the secret of iron.

Forging iron weapons, the Trow defended their homeland with vigor. The Sileh’hei were not
prepared for the full extent of the Trow's wrath. Even when they ended their attacks and
retreated to their mountainous caves, the Trow pursued them. Angered as they were, the
Trow hunted the Sileh'hei to extinction. The Trow had learned to war - and now lhev turned
their eyes to'the other races who would |nlarlaru with tham

Nyx's gift became a way of life for the Trow, No longer did they fashion their monuments to
her in stone. Entire shrines and temple-complexes were forged from solid iron. And sothe
Trow began to mine for more iron ore for the glories of Nyx. As those mines ran out, they.
sought even more veins of the ferrous metal. The fires for their forges burned day and night;
tremendous smelting fires that rivaled the very sun. As the forests around their lands were
lumbered until barren, the Trow looked for a new source of fuel.

Beginning to harvest the massive trees to their south, the Trow came into contact with the
Forest Giants who made their homes there. To the Ents, cutting down a living tree was akin
to murder.. They confronted the Trow and forbade them to harvest the trees of their homes,
But, the Trow did not heed their pleas, and continued their deforestation, The Ents had no
choice but to fight. The war between the two colossal races was long and brutal, In the
end, the Forest Giants were unable to stand against the might of the Trow's iron weapons.
Leaving their ancestral iome, the Ents traveled far from the Trowlands, eventually making,
their new homes in the Forest Heart. The Ents would never forget how the Trow “poisoned
the soul of iron”.



In‘this time, the Callieach had become masters of the ways of magic, '.I'Ilev created power-
ful magical devices that could move mountains, incinerate cities, and make themselves
immortal. They had found many of the fragments of the Wyrd, naming them Runestones, and
from them gleamed insight to his dreams. These powerful Dream-magics could change the
very fabric of existence. It was these powers that caught the eye of the Trow.

Seeing the powers Iearnad by the Callieach, lha Trow desired to use these abilities to cre-
ate gven more impressive temples to their god. Being more disciplined in war than in con-
versation, the mighty Trow began to lay siege to the cities of the Callieach, taking their =~
knowledge by force. Many Runestones were cnptnml! by the Trow and taken to the mighty
stronghold of Si‘anwon. Angered and unable to reason with the arrogant Trow; the
Callieach warned them to stop their assaults, or there would be retaliation.

The Trow continued their attacks, destroying whole cities to acquire the Callieach’s
knowledge. Itwas then that the Callieach called upon their most powerful magics. Ina
great cataclysm, the Trov/'stronghold of Si'anwon was thrust into the earth and summarily

 flooded by the great sea — the Runestones and artifacts of power lost under the frigid
waters.

The Trow were outraged at the lesser-race that would dare o defy them. Years of system-
atic destruction cemmenced. Even with theit world shaking powers, the Callieach were
crushed under the Trow's iron clall feet. ¢

As the last of the Callieach race fled from their home, followed by an army of Trow, they
reached a high mountain, and made their stand, Summoning the dream magics of the

Wyrd, lhey ripped a massive hole into reality; destroying themselves and their me pur-
suers in one apncalyptlr: conflagration— t:reatlng 1he Great Devoid. :

THE AGE OF DARKNESS

Slowly, humanity began to rise out of its primitive state. The brutish tribies, formed into
warbands, and then into nations, and then into kingdoms and empires. Humans warred
* with themselves and with any other races they thought they could defeat..

In this time of warfare and strife, an evil was awakened in the world. Itis not known
whiether it had existed hefore the world was created, or if it was created out of the atroci-
ties of war, but this malevolent entity desired nothing but the destruction of humanity —and
all of the world with it. As the great conet passed inta the eastern sky, the being’s power

" grew to epic proportions; as with the comet’s departure a thousand years later, its power
waned. Forthousands of years this cyclic fluxing of power has caused the destruction and
rebirth of human civilizations. Yet its presence and clandestine schemes remained
unknown among the peoples of the world.

As human civilizations were built and destroyed, a few learned scholars began to sense a
pattern to their history. They rightfully believed that every thousand years, a powerful war-
lord will appear to destroy civilization. After that, the hold of darkness on the world would
lessen and humanity would once again rebuild. They began to call this accursed entity
“The Leveler”. i




Sometime during these many ages of light and darkness; a powerful sorcerer named Bahl‘al
learned of the Callieach and the great powers over life and death that they held. Lusting for
unknown powers, he explored the sunken ruins of Si‘anwon searching for the lost Callieach
Runestones. After long weeks, he indeed uncovered a Runestone, and from it, rediscovered
the Dream of Unlife. With this sinister knowledge, Bahl'al had become the first human

_ necromancer, 2

The fierce and loutish Oghre of the cold wastes resented the Trow to the south of their
lands. They saw the iron moniments and edifices to their goddess, and called the Trow
“The Consaorts of Nyx". The pride of the Trow was pricked. They would not stand to such a
insult to their very way of life. The Trow had become master metalworkers over the thou-

- sands of years, and constructed complex suits of armor for their kind. These Iron Warriors
marched into the Oghre’s lands unhindered by their meager defenses. The Oghre’s fortress-
es were torn apart and those who were not killed outright were chained and hrought to
Rhi‘anon as slaves. These slaved were forced into the iron mines, to dig for the metals that
would be used to create even more shrines to Nyx. Thus, the race of Oghres had hacnme
entirely enslaved to the Trow.

The Leveler's powers continued to control the destiny of humanity. Its powers grew
stronger with each passing millennium. It was feared that soon the Leveler's power would
never wane — that it would defeat humanity utterly and exhale its breath of death upon the
world. Inthis desperate time, a poet and phllnsuphnl namad Tireces would be the Leveler’s
downfall.

As the Leveler, in the from of Sorangath the Flayed, was poised on crushing the city-state of
Tiruth'Dannor. Tireces rallied the disjointed forces and fought back against the Leveler's
legions. Through a great battle; Tireces had fought his way to Sorangath and beheaded him
ina bloody duel. The Leveler's armies were routed and crushed. Sorangath’s bodywas put
to the torch and the name of Tireces spread across civilization.

This victory against the Dark ushered in the Age of Reason and the dawn of enlightenment
for mankind. Alas, though the mantle of the Leveler was destroyed, the evil intelligence
behind it lived on.

THE AGE OF REASON

Unhindered by the destructive force of the Leveler, mankind began to prosper. Thoughts of
charity and education had usurped the violent instincts of the past. A great warlord named
Clovis of the Bruig strove to unite the many kingdoms of the realm. His successful campaign
brought about the Empire of the Cath Bruig, the stmngast and most prosperous civilization in
the history uf Myth.

The Cath Bruig forged alliances with many other races, sharing knowledge and trading
goods: The Dwarves of Myrgard became close compatriots to the humans. Even the reclu-
sive Skrael of the mighty city of Yer-Ks extended their scaled hands in friendship.

In this time, Mazzarin, the most powerlul of human Archmages, dreamed of forming a col-
Iege of magics; where practitioners of the arcane could come together and share their mys-
tical knowledge. And so, the great citadel of llluan was constructed for that very purpose.
Sorcerers, Dreamers, Summoners, and Diabolists from across the known world came to
teach-and learn from their peers. Their combined knowledge rivaled even the Callieach in
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portent. The most learned of Archmages were dubbed “Avatara”,

As the Trow continued to expand their empire, they unrelentingly harvested trees for their
great iron forges. This brought them into conflict once again as they devastated the forest
homeland of the fir'Bolg. The nature loving fir'Bolg mounted a defense, but they stood no
chance against the unstoppable Trow. Slowly, they fled into the west, seeking a new for-
estto call home, This led them into the Downs, a vast wild area of the Cath Bruig empire.
Itis unknown how it started, but a battle between the outcast firBolg and the fearful men
of the Downs was waged. The Cath Bruig sent their armies to weed out the invading
firBolg from the forests, and the ensuing campaign took many years and yielded nothing
but suffering for both sides. ‘The fir'Bolg were finally chased out of the Downs, crossing the

- Cloudspine and eventually settling in the Ermine; far from humanity and Trow alike. The
Empire had gained considerable respectfor their enemy in the conflict, and though they we
saddened at the atrocities committed by both sides, they did adapt the use of archery for
their forces,

The Avatara eventually opened their schoal to anyone seeking knowledge of the magical
arts. A sorceress of great skill joined their ranks. Her name was Moytirra; and her fevered
studies and lust for power was noted and even feared by her peers. After many years of
training, she was initiated into the order of the Avatara. It was then that hier dark desires
were uncovered by Mazzarin. Moytirra and many followers were conducting sinister ritu-
als in the pursuit of power. They called upon the Dark Gods using methods utterly forbid-
den by the enclave, Mazzarin confronted her about her uinholy work. She defended her
actions with zealous fervar, believing that power must be gained at any cost - even one’s
soul. A sorcerous duel erupted hetween the two Archmages. As the flames died dawn,
Mazzarin was the victor. He bid Moytirra to end her pursuit in the black arts or leave the
Avatara. She cursed his name and left the citadel, taking many followers with her. As the
years passed, Moytirra created her own sorcerous school — the Order of Scholomance.

Centuries later, the knowledge amassed hy the Avatara had disseminated into common
society. Even the smallest village had a wizard professing some knowledge in the arcane.
Bahl'al and his necromantic powers had come.into conflict with the Cath Bruig and the

. Avatara many times. As he and his undead hordes were defeated, he would seemingly dis-
appear for decades, only to appear again with an army of corpses twice as strong as
before. The Avarata were the first o give him the name "The Watcher”.

These horrific battles against undead armies had finally taken its toll on the common man.
A band of nobles began speaking out against the evils of magic. They believed that all
powers beyond sight stemmed from foul sources — that those who practiced in magery
were a danger to the empire.

The Great Cleansing had begun. Anyone discovered practicing sorcery was exiled, put to
the torch, or worse. Necromancers were targeted ahove all others, and the knowledge of
many healingand life-giving spells died with them. The Cleansers became fanatical,
attacking even the Avatara in llluan. It took many years and public decrees to quell the
Great Cleansing, butin the end, magic wielders became a rare thing indeed.

And after a thousand years, the Comet once again flared in the Eastern sky, and an ancient
enemy hegan to stir once again. )

The Leveler had returned. With its insidious power, it breathed horrid life into the body, of
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Tireces, using his long dead foe as the herald of the doom he would bring. Calling himself
Maagim, the Leveler used Tireces vast knowledge to begin planning the downfall of humani- _

ty.

Even the Avatara who knew of the coming of the Leveler were not prepared for the fury of his
onslaught. Vastlegions of the dead assailted the empire as dark magics trembled the earth.
Moagim commanded his armies with mastery — using black-hearted tactics and savagery.

The epic battle raged on for years. Moagim's armies swelled with the corpses of the van-
quished. Yet, with the focused might of the Cath Bruig armies, Moagim began to‘lose footing.
As the war raged, Moagim saw that his remaining days were few.- Refusing to admit defeat,
the Leveler devised a plan to avenge his unavoidable death.

With terrible magics, Moagim created a dooriway into a distant world of nightmares. There
he found creatures lurking within the black depths that gave éven him a tinge of fear. With
bloody force he held their attentions and beckoned them info his waorld...

Soon after this dark ritual, Moagim was indeed captured by the Avatara; his forces utterly
smashed by the imperial soldiers. Moagim was dragged before the citadel at llluan, and
drawn and quartered. Before his body was torn asunder, he laughed at the assembled
Avatara, knowing that even in his death, vengeance was his.

The victory over Moagim was short lived. Tales began to spréad of horrific beasts wha
attacked under the cover of night. Soon these tales became far too real. The Myrkridia were
loose in the world. Their numbers seemed limitless, and their appetites unending. The
Myrkridia tore the nations of man apart within mere years. The Age of Reason Itad ended,
and civilization became as dust upon the wind. :

' THE WIND AGE

Only the splendid city of Llancarfan had withstood the assaults.of the Mvrkﬁdian horde. The
few survivors handed together in protectorates, which after centuries o‘l' relentless fighting,
devolved into barbaric clans and fiefdoms.

The Myrkridia continued to hunt humanity to near extinction throughout the Age, but other
races suffered equal ravages under this dark time. The Skrael kingdom of Yer-Ks toppled
beneath the sed in a cataclysmic magical upheaval. The pitiful survivors made their homes
in the marshes to the south of their Drowned Kingdom. The Dwarves of Myrgard hegan a war
against the scavenging Ghils, who raided their cairns and defiled their shrines. The Oghre
remained slaves to the Trow, who still tore through the earth to find more iron for their tem-
ples. .

Many people had fled their homes to escape the Myrkridia. Many settled in the area north of
the Cloudspine, and integrated with the peoples there. The villages of the shoreline were
preyed upon by sea borne raiders. But when the Myrkridia reappeared, the villages and the
raiders formed a protectorate against their common foe. And thusly, the Twelve Duns were
barn. ‘

The area of Gower was an inhospitable place or rocky soil and harsh winmrs.; Yet the fload



of refugees spread even intn this unfnrgivmg Iaml seelung escape from the Myﬂmﬂsan i
nightmares, . =

Over the centuries, the niimber of Myﬂ(ridia had dwindlnd but still they ruied the night.
Many grew fatted off of easy prey, but they still retained their feral instinets.-

The Cath Bruig Emplre had all but fallen. Sheltered behind the walls of llnnnaﬂan, the
empire is only a shadow of its former self. Un!v the Downs remains in their protection.

THE WOLF AGE

A thousand years smna their ralanae. lhlrMytkﬂdia have yet to be defeated in battle,
And now their numbers- apyaar to he growing,

~ The Dwnrves fighta hupeless battle agamst their age—uld enemies, the' Ghol.

And a Necromancer of great pnwar has : ansen. claiming to be none other ﬂmn Moaglm
Reborn.

And'in this time of dk;rknm a comet has: appeared in the western skibs.

_ GETTING STARTED
I.AIIHI:HIHGTHEEAME #

- WINDOWS'
Step 1: Make sure the Myth Ill CD-ROM is in your GD-HIJM drive.
Step 2: Click on the Start Menu, and then highlight the Programs Menu.
Step 3: Find:and highlight the Myth Il menu
.- Step 4: Highlight the Myth Ill executable and click it to launch the game.

Or, you can locate your Mvﬂl I folder and double-click on the executable theregin. Even
better, you can make a short-cut an your desktop so your game is only a double-click
away. 3 i

MACINTOSH

Step 1: Make sure the Mylh 1ICD-ROM isin your CD-ROM drive.
Step 2: Open the Myth 11l €D folder.

Step 3: Double-click on the Myth Il apnlicamm icon,

Simple, huh?




THE MAIN MENU :

When the game launches, this screen will be the first thing
you see (well after the intro movie, that is) To choose an
option from the interface; simply click on it. The first time
you launch the game, you'll first want to go to the Options
menu to configure your settings.

1 New Game
When you want to start a new smgla-plaver game, clu‘:k here
to go to the New Game Menu.

Mulﬁplu\l | | Multiplayer Game

This menu allows you to login to GameSpy where you will be
I| -ahle to play Myth Ili - The Wolf Age on the internet.
*1l| Additionally, you may Host of Join a LAN game if you are

i| praying Myth Il - The Wolf Age on a Local Area Network.

Load Game
When you would like to load a previously saved game, click
here and go to the Load Game Menu.

1 Films
| I you would like to view a previously saved game film, click
here to bring up the Films Menu.

Options

This allows you to change your video and audio settings, as
well as your keyboard and mouse controls. This brings you
" 1o the Dptions Menu.

| Plugins
From here you can manage the plugins you have added to
your game. This brings you to the Plugins Menu.

Exit
Leave the game and return to your desktap.



THE OPTIONS MENU

This menu allows you to tailor your cnmpmr‘s settings to vnur preference There are five-
sub-menus within the Options Menu;

| Keyboard
From here, you can configure your keyboard controls.
| By clicking on the cominand in the list, you must then
| press the key you would like to use for that control.
| The Reset button will revert your settings to the default
controls.. -

Mouse

This lets you configure your mouse controls.

Mouse Sensitivity Slider - Increases the speed of your

cursor movement.

Enable Mouse Motion - If activated, this will allow the

mouse to move the camera’s view. By moving the cur-

sor to the borders of the screen, the camera will pan in

that direction. For example, the cursor when placed at
o the top of the sereen will pan the camera forward.

Top Comers Rotate Camera - If activated, this will make turn the camera left and right

when the eursor is maved to the top left and right corners of the screen.

Bottom Corners Orbit Camera - If activated, you may orhit the camera left and right when

the cursor is moved to thie bottom left and right corners of the screen.

Reverse Axis - I activated, this swaps the left and right corner functionality of the above

two options. So, the top left corner would rotate the camera to the right, and the bottom

right corner would orbit the camera left, etc.

Enable Mouse Wheel Zoom - This lets your mouse wheel zoom in and out of the miap.

* MOUSE BUTTON SETUP
This lets you configure your mouse huttons controls.
Primary Move and Attack - The main mouse control, set as default to the Left button.
Mouse Camera Control - This allows the assigned button to be used to activate the mouse
camera turning.
Attack Ground- -This is the equivalent of a control-click gmund attack.
Deselect Units - If set, the assigned button will deselect any currently selected units.
Cycle Preset Group - Selecting this will allow the assigned mouse button to select the -
next set of grouped units. Repeated clicks will cycle through the set groups of units. As
an option, the Mouse Wheel can be used to quickly select grouped units.
Center of Selection - Enabling this will jump to the selected unit{s) and center them on the
sereen when you click on the assigned button.
Reset - Clicking this button will change the set mouse buttons back to their default con-
figuration,
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This option allows you to ehangetﬁe screen resolntinn

! | and video hardware that Myth I1l: The Wolf Age uses. |

' |-Device List - The list of mhle Ilanlwara dewces daﬁacb
& | ed by the game..

* | Resolution List - The list of, detected screen resolutions -
| supported by the sefected hardware device. The Apply
button immediately changes to the selected settings.
One thing to note: Changing the hardware device and
7 re'xulmipn may affect the Display Options you may be

i | Ditpllv llpnnns 3 ? :
‘Here you can optimize the appaamm:a amI performance
of your game,

Model Details - This lets you st the complexity of SD
maodels appearing in the game. Ata minimum setting,

| the models will appear a little blockier, but will allow

¢ | the hardware to draw faster. Atthe maximum setting, all
| models will appear at their nrealest detail, but thisis -
R racummanded for high-end video cards onlv The
Ehanga to Maulum FPS clleskbux. if active, will allow the guma to dynamically change the
details of the 3D models to maintain a frame rate of 30 ips. This is good for performance. but
reduces the quality of the 3D models,

Madel Textures - This/lets you adjust the size of the textures used for the 3D models. Tlm
smaller the size, the bettar the game will perform on video hardware with less than a iew
megabytes of memory. Maximum size will display spectacular high-resolution textures on
the models, but will seriously affect the performance of low memory carids.

Overbriglit Slider - Allows you to adjust the overall hrighm“s of your game.’

The next Iist of options will only let you select optiuns that your hnrdw&re card is capable of
supporting: -

Texture Compression - Reduces the memory sizes of textures.

Trilinear Filtering - Tums on the texture smoothing option. - 3
Anti-aliasing - Takes out the sharp-edges of the polygons; giving natural-luol:mg smooth
edges. Having this feature enabled makes the images cnaper but can have a nannlwn
affect on performance.

Terrain Details - Turns off the delml terrain maps, vialdmg a less detailed terrain; but
increasing frame rate.

Grass Sprites - When turned on, you get gently swaying grass. Turn Ihis feature off to gwe
better performance.

Flowing Blood - Turn this feature off to free up some CPU time for slower machines.

ATI Truefarm™ - This allows AT video cards with Trueform technolagy to get much hlgilar
quality game models.

Environment Mapping - Turns all amurnnmemal texture maps on the mndals and scenery on
and off.

Blood Lock Out - For the concerned parems and ihe squeamish- amung us. Activating the
checkbox will remove all blood and body parts from gameplay. If the password is set, the
Blood setting will be locked ta the off position until the proper password is entarall



Sound ; -
Thiis lets you change the volume of your sounds and music.
Master Volume - Controls how loud the game sounds and

| music plays. ' If it is still too quiet for you, change the vol-

* | ume, of your speakers.

" | 3D Sound - This checkbox will appear if you have hard-

ware to support it. When selected, you get a more

| detailed audio experience, 2
AR | Ambient Sounds - This checkbox turns off any non-essen-

tial ambient sounds in the game. This can give some slower computers a speed increase.

THE NEW GAME MENU

To begin a new game, select the level you wish to play

| on the left-hand list. You'll get a few details of the level
on the right-hand list, and you can then press the OK but-
ton to start the level., The Difficulty slider changes the

! difficulty of the game about to be played. The default
S| setting is Mighty, but if you want to take it a little easy

2| try Weak. Or, if you want a greater challenge, choose
Legendary.

Game| THE LOAD GAME MENU =~ :
b Sty Any saved games you have made appear in‘the left-hand
l list. By selecting the save game, you can then see infor-

ton'to restart the level or press the Delete button to get
| rid of it.

THE FILMS MENU'

Al films that have been saved appear in the upper left-

[ side list. When selecting a film, the lower part of the list
| shows the names of the players inthe film. The Delete

& | button gets rid of the selected film. The Rename button

B "|‘ renames the selected film to whatever you want. The

| Save game button lets you save your “Last Recorded

| Film". If this is not saved, it will be overwritten the nex

- v ; time you play. ;

Once a film is selected, you can press the Play button to view the film in its entirety.

Viewed films allow you to playback the game and gives you camplete camera control, You

can speed up and slow down playback, but you will not be able to control any units. (Duh.)

THE PLUGINS MENU

The plugins that you have installed in your Myth Ili
directory will appear here. The Installed List shows all
the plugins detected by the game. The Active List shows
what plugins you have active.

Active plugins override the hasic tags of the game. So, if




a plugin changes the rate of which an Archer fires, if it is activated, all archers in the game will -
actas such. To activate a plugin, select it on the Installed List and press the right-facing arrow

button. This will bring the plagin ta the active list. To deactivatea plugin, salect the plugin in
the Active List and press the left-facing arrow button,

Also, the order in which the plugin appears on the Active List may affect the way it applies to
the game. The higher on the list, the higher the priority of the plugin. This only affects plugins
that conflict with one another. For example; if two active plugins change the way archers

work; the plugin higher on the list will override the lower one: To move an active plugin up oF':

down in priority, select the plugin and press the Move Up or Mmra Duwn buttons.

PLAY THE TUTORIAL FIRST!

To familiarize yourself with the game controls and: Iaam about important stuff like moving units,
attacking, and formations, we highly suggest that you play the tutorial first. When you choose
New Game, the Training Camp level will appear at the top of the list. Just listen to the instruc-
tions.and follow along.

And just to note, the tutorial is based on the default key configuration. If you have changed
your key configuration, it will work in all other maps You're stuck with the defaults for the
Training Camp.

PLAYING THE GAME

To survive long in the world of Myth, you'll have to undarstand your contrals and Ieam how to
give orders to your troops. So all generals in training, read on!

THE IN-BAME INTERFACE
First, let's discuss the interface you'll be starmg at while you plav the game.
MAIN BAR 4
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This bar is located at the top of the screen. When no units are selected, this displays the name
of the map; as well as your objectives for this mission. When you have a single unit selected,
you will see the portrait of the unit as well as some nice flavor text about it. If multiple units
are selected, you'll see a list of their names and type and quantity of 1he selected units.

When a single unit is selected, you may notice some icons appearing in the upper right of the
bar. There are three types of icons that may appear:
Experience lcons:

;
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: i ] v i * Load the last saved game

. CONTROL BAR

These represent the numher of kills this unit has to his name. A single kill is: rapmsnnled
with a sword. Five kills is represented by a shield. Twenty kills is represented bya
crown.

Veteran Icons: If the unit had survived frnm the previons. smnla-plaver level or the last
multiplayer game, you will see this “golden eagle” icon next to their experience.

Special Ability lcons: If the unit has a special ability that has a finite number of uses,
you'll see an icon here and a number showing the: remalmng uses of the ability. -

The purlralt of the selected unit not only Iunks pratty. but if you nllcl( o it, your camera
view will hecome centered on him.

The Pause Button, to the far right of the bar, will not
anly pause the game, hut will bring up the: Pausa
Menu: which will enable you to:

u,-m...---m--“:u e s oo w-wu
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"*‘ RNRTORRS * Save your game in progress
| A o et st * Load a game you have already saved

tawd s | @ Restart the current level

The Hints Button will pause the game and bring up a list of a few hints that will give you
an edge as you play through the level.

The Main Bar can be hidden by pressing the F5 key.

UNIT GROUPING BAR -

This bar appears just below the Main bar in the center of the screen. It shows eleven
buttons, the first being “Set” and then ascending from 1 to 0 (ok, 10 actually). This baris
a quick short-cut to setting and recalling grouped uni‘ls See the Set Selection Groups
‘textin the Commanding Units section later.

(il (@ipmEA e e o
At the very bottom of your screen I:es the Control Bar. These huttons are simply short
cuts to keyboard bindings. Lets start identification from left to right:

Detach Units (Multiplay Only}): This button allow's you to detach selected units to a fellow
team menber.

Whisper (Multiplay Only): This button brings up a chat bar. Type in'a message, and enter
will send it to all members of your team.  If you hold down the Shift key while pressing
this button, your message will be broadcast to everyone in the game.

Alliance (Muitiplay Only}: This allows you to make, or subsequently ireak, and alliance
with another multiplayer team.

Stop Command: This will halt any moving selected units.

Guard Command: This will cause selected units to stand guard where they are standing.
Scatter Comman: This will send selected units scurrying from their current location.
Retreat Command: Selected units will immediately run from the n&arast enemies.
‘Special Ability: Activate the selected unit's Special Ability.

Short Line Formation: Selects the Short I.manrmatmn for units.
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Long Line Formation: Selects the Long Line Fnrma1ior| for units.

Loose Line Formation: Selects the Loose Line Formation for units.
Staggered Line Formation: Selects the Staggered Line Formation for units.
Box Formation: Selects the Box Farmation for units.

Rabble Formation: Selects the Rabble Formation for-units.

- Shallow Encirclement Formation: Selects the Shallow Encirclement Formation for units.
Deep Encirclement Formation: Selects the Deep Encirclement Formation for units.
Vanguard Formation: Selects the Vanguard Formation for units.

Circle Formation: Selects the Circle Formation for units.

The Control Bar can be hidden by pressing the F6 key.
OVERHEAD MAP

The small button in the far right of the screen, just baluw the Main bar is the Map Button. This
toggles the overhead map on and off. Y

The overhead map appears as a transparent map of the battlefield. In single-player maps, the
map will only display what your units have seen of the overall battlefield. Thus, the more you
move your units about, the more of the:map will be displayed.

The green dots on the map are units that are uuder your control. Red dots are enemy units that
can be seen by your troops. Blue dats represent neutral peoples (like villagers) or uncontrolled
friendlies (a.k.a. your.teammates).

The yellow trapezoid in'the overhead map is your camera's field:of view. As you move your cam-
era'sview, you'll see the frustum change accordingly.

At the bottom right corner of the overhead map, you'll notice a small box button. Clicking and
dragging this button up and down will scale the map larger or smaller on the screen.

In'multiplay games, you'll notice two icons at the top right of your overhead map — a pencil and
an eraser. By clicking on the pencil, you can now draw an the overhead map; giving ordersand
showing positions to teammates. Click on the eraser to clear the pencil scribbles from the map.

PLAYERS LIST
In multiplayer games, the button at the top left of the screen, just under the portrait on the Main
bar, is the Players Button. This button teggles the Player’s List on and off.

This Players List shows all the players in'the game, and all the teams they belong to. Nextto
each player’s name is displayed a percentage of their remaining units.

This list will automatically pop up when the Detach button is pressed. Click on the name ofa
team member in the list to transfer your selected units to.

Also, by clicking on the name of any team mate in the Player List, you can send them a private
message. This works as long as you are not spectating the battle.

UNIT SELECTION
Before you can give any of your troops commands, you'll first have to know how to get their
attention. Being able to quickly specify what traops to give orders to is one of the most critical




things you'll need to know.

SELECTING INDIVIDUAL UNITS : :

To selecta single unit, click on'them. You'll see a green circle appear attheirfeet. This

means that they are currently selected and ready to respond to your commands. Simple, ¥
ain't it? v

To deselact a single selected unit, hold down the Shift key while you click on them. You'll
notice their selection circle disappear, and you won't be able to give them commands.

If you wish to select another single unit while still raﬁining your currently selected unit;
hold down the Shift key while clicking on the new unit. You'll see now that both units are
selected.

SELECTING MULTIPLE UNITS
There are three separate ways to select lots of units at once. Some ways of group selec-
tion are better than others depending on the positions of your units.

Like Selection:

By double-clicking on a single unit, you will automatically select all units of like-type who
are near to the clicked on unit. So; by double-clicking on an archer, all archers near him
will become selected. This is phenomenally useful when you getin a pinch that requires
fast commanding.

There are a few things to note with this selection method. Only units of exactlythe same
type will become selected. So, if you have a group of Archiers and one Archer Hero, dou-
ble-clicking on the Archers will select:all the Archers; but not the Archer Hero unit. If you
have several units that you feel should logically be grouped together, look at Set Selection
Groups below.

And, like all other selection methods, huldmg Shift while double-clicking will add to your
already selected troops.

Band Selection: 5

You can also select groups of units by drawing a rectangular area on the landscape. Click
and hold the mouse button on a spot on the ground, then drag the cursor across the screen
while still holding down the button. You'll notice ayellow rectangle following your mouse
about. All units inside the rectangle will become selected as soon as you release the
mouse button,

Holding down Shift while dragging a box will add those new units to your current selec-
tion.

Visible Selection:

By pressing the Enter Key (by default), all units you control in your current view will
become selected. This is the fastest way to select your units, but itis also the sloppiest.
This method is best when combined with others to remove unwanted unit selecuons

Conversely, you can deselect all units hy pressing the Tilde Key (You know! The “~" key!)

THE GAME CONTROLS
Ok, now that you know about the interface, we can talk ahout how to centrol the game.




Note that the keys given for the controls aég using the default settings.

CAMERA CONTROL '
Moving the camera about is the single most smmmant thing you'can learn

The Camera can be controlled solely by keyboard, but we recommend'a combination of key-

_'board and mouse controls (especially the use of the Mouse Camera button).

I‘.IIEFAI.II.T ummn GAMEHA BIIHTROI.S
W: Move Forward

$: Move Back

A: Turn Left

D: Turn Right

Q: Orbit Left

E: Orbit Right

Z: Move Right

X: Move Left

C: Zoom In

V: Zoom Out

H: Center on Selected Unit(s)

DEFAULT MOUSE CAMERA CONTROLS
By default, the Right Mouse button is the Mouse ' clmum cnnlml By holding this button aml
moving the mouse left or right, the camera will turn in the direction moved.

‘ Also, by clicking on the Ovarhaad Map, the camera will mmedma!v mmp 10 the spot on the
map corresponding to the'point clicked on. This can gat vou ahout the map much faster than
scrolling about the landscape. -

In the Dptinns Interface, you can set uwour mouse in‘a number of different ways.

OUR IIEEDHHI!DA‘HON ;

We recummaud a simple key and mousa conhguratmn 1o get the most'out ul vnur Myth cam-
era with the least work. Set the A and D keys te move feft and move right, making the keys
that your fingers would naturally rest the primary camera controls. Usa your Mouse Camera
hutton when you want to turn your view., Also, if you have a wheel mouse; set your mouse
wheel to zoom in and out. Qverall, this makes your camera work far easier than the “Key
dancing” of previous Myth games.

KEYBOARD FUNCTIONS .
This'is a list of the default keys used to nhanga the interface or game settings. You can
change most of these key-bindings in the Options Interface.

ESC / Pause: Will pause the game and bring up the Pause Menu
F1: Decrease the speed of the game.
FZ: Increase the speer} of the game.
F3; Decrease the main volume of the game.
Fa: Increase the main volume of the game:
F5: Toggle Main Bar On /.0ff
F6: Toggle Control Bar On / Off-



F7. Toégla Player List On/0ff

F8: Show Keyhoard List
F9: Show Unit Health. This displays the health ul all your units without selectmg them.
! F12: Toggle Auto Camera On / Off (For film viewing only) ot il
TAB: Toggle Overhead Map On / Off 5 ; {5
3 e
SET SELECTION GROUPS : : "‘
.. Advanced commanders, responsibile for many types of units, typically utilize se!acﬂnn ¥
grouping. This enables you to commit a group of selected units to memory and then recall 1 :
_'_ them with a simple mouse-click. This is all' done with'the Unit Grouping bia. ot S
: Toset a group of units, first select the units you wish to group. Then, press the “Set” hutton. Al
. When it highlights, prsss a numbered button to attach that group selectmn to thatbutton - - - |
number. : ;s : ]
" Ta recall'a set group of units, just click on the appropriately numbered hutton. Numbered L A
< buttons that are not set with group information appear dimmed, =
; I 7 Bah
- Veteran Myth players will realize that this takes the “Alt+Nuniber” group setting confusion A
out of the mix. That functionality still exists for you old timers. ’ i
One thing of note: ruu cannot clear a selection number once it i is set, but you may “over- e j !
write” the selection number at any time. o a{
UNIT ATTRIBUTES - |
Each unit has a few statlsllcs that wharrant manhunmu S
" . e
i e T

Each unit has a personal name and a Unit Tvpe At any time, you can change the name of a Mg
selected unit by pra:smg the N Kev {by default) ;

i

- ALLEGIANCE ; ' |

All units are either friendlies undar your command, enemies, or uncontrolled / neutral par- D 1
ties. To determine what allegiance a unit is, select them and take note of the calor of their ke

" selection circle. Green indicates that they are units under your control. Red distinguishes oo
them as enemy units. Blue shows that they are uncontrollable units, but not dangerous. e 5

HEALTH

A unit’s Health is the measure of how close to death they are. When a unit is selected, the
bar on the right of their selection circle shows their current health. At full health, the bar is =4
tall and bright green. As the unit is wounded, the bar gets lower-and lower, dropping from W 8
green to yellow to orange. When the bar reaches red in color, the unit is near death. Once g 3.
: the health bar is depleted, the unit dies. : e

MANA

Some units have magical energies flowing through them. When a unit is selected, if they .
have a blue bar on the left-side of their selection circle, that unit has mana. ‘The blue bar
represents how close to their maximum capacity of mana they are: Unlike the fiealth bar,
the mana bar does not change color — it is always blue. Also, most units slowly racharge ;




their mana supply, so that even when depleted, it will slowly come back. It's good tohea
magic-user. :

ITEMS CARRIED

Units that are carrying items, or have a finite number of special ahilluas, will see a special

' iconat the top right-hand side of lhe Main Bar. Alongside this icon is a number showing the
amount of uses remaining.

EXPERIENCE ’ ;

As individual units'slay their enemies in hattle, they receive experience for their prowess.
For each unit defeated, the unit gets one experience point (or 2 experience if the unit was
especially tough). A unit's expetience is displayed on the top right of the Main Bar. The
more experience a unit gets, the more battle-ready and skilled they hecome. -

More experienced melee units (like Soldiers and Berserks) will begin to attack faster,
increasing the amount of damage they inflict in the same amount of time. Experienced mis-
sile units (like Archers and Warlocks) not only attack faster, hut they also become more
accurate in their shooting.

All units have an experience cap. This is the point where the unit is of utmost skill and sim-
ply cannot get any better, even with experience. For melee units, this is at about 5kills. For
missile units, this varies greatly with the unit wp;is. Archers cap at 15 kills, while Dwarven
Demolitionists cap at 25. This means that melee units will gain skill much faster per kill
than, say an Archer, due to the fact that missile units have a chance to get more kills while
taking less damage. Notlung brings out the suwiwal instincts like being in the throes of
close combat:

Some units in Myth Il are "champiqn" units — those Iegendary heroic and villainous leaders
in the single-player game. These champians are born commanders and can effect the
“morale™ of nearby units. Any unit in close proximity to a friendly Champion gains a “morale
boost”, thus increasing their effective experience rating. Once the unit moves out of this
“sphere of influence”, their experience returns to normal levels. Having a Champion in the
midst of your units is an excellent way to increase their effectiveness in hattle.

UNIT COMMANDS

All right, if you have a good understanding of how to select units, you're now ready for the
duty of commanding your troops. Commands can be condensed into three items: Moving,
Attacking, and Special Commands.

Remember: orders are only obeyed by the units you currently have selected.

MOVING

The majarity of commands at your disposal deal with moving your troops about the battle-
field. Positioning your troops is what battle is all about. Move those Archers to a hill.
Move those Soldiers to the front lines. Move that Dwarf away from the ancoming Ghéls.
You get the point.

Simple Movement: > )
To make your selected units move to any spot on the map, just click on the spot. You'll see
yellow circles appear on the landscape where your units will be marching to. If any of the
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circles are red anti-signs”, that means that the unit cannot move into the specified map
spot.

Unit Formations:

Formations are not just a good way to organize your units. Formations allow you to setup
effective strikes against your enemies. They enable you to form walls of defenders ora
vanguard of attackers. Formations make it possible to quickly get your umls into useful
positions instead of justa clumped mob.

To use a formation, first select one either with the Control Bar or the corresponding number
key. Then just click on the ground where you want the formation to take place..

There are ten types of formations to choose from, By default, they correspond to the num-
ber keys 1 ta 0.

1 Key - Short Line Formatian: A tight four abreast line.

2 Key - Long Line Formation: A longer eight abreast line.

3 Key - Loose Line Formation: A widely spaced four abreast line.

4 Key - Staggered Line Formation: A wide staggered line, alternating front to back.
5 Key - Box Formation: Units will form a tight box.

6 Key - Rabhle Formation: The units will randomly spread out in loose formation,

7 Key - Shallow Encirclement Formation:

8 Key - Deep Encirclement Formation

9 Key - Vanguard Formation

0 Key - Circle Formation

I.earmng precisely how formations effect the way your units act is a skllf only leamed
through playing the gama

Unit Facing:

The direction that a unit is facing is very important. A unitthat is facing away lrom an
enemy is not likely to spot them sneaking up — and daﬁnitely not good for their life
expectancy.

There are two ways you can control the dlrer:n'un that your units are facing.

Single Unit Facing: Clickon a unit to select it. While still holding down the mouse bmmn

. drag in the direction you want the unit to face.

Formation Facing: As you click on the ground to move your units, hold down the mouse but-
ton and drag in the direction you want them to face.  Also, you can use the Left and Right
Arrow Keys (by default) to rotate the facing of your selected formation.

One nate: Don't hold down the mouse button and drag for too long - the game will think that
you wish to make a Band Selection. Typically, one quick flick of the wrist with the button
held down is sufficient to change facing.

Setting Waypoints:

Navigating terrain can be tough, especially if you are in a thicket of trees or rocky terrain.
If you let your units find their own way acress tricky terrain, you may not like the route they
decide upon. To get them to follow a precise path across the battlefield, you can set way-
points for them to follow. .
Setting waypoints is simple. Just hold down the Shift Key while you click on the terrain,




You'll see a green dot appear. ‘You may place up to four of these waypoint dots on the map.
When you're done mapping a path, release Shift and click on their final destination. Your
selected units will move to the first waypoint you set, then to the second, and so on until they
reach their destination.

Patrolling: 1
 Using the power of Waypoints, you can get groups of units to patrol a set path. There are two,
ways to do this, depending on how you want your troops to follow the path.
Cyclic Patrol: The patrol, ance reaching their final waypoint, will return to the first wa'ﬂ)mm
in the most direct way possihle. To setthis, place your waypoints like normal. When you
release shift to make your final destination, click on the first waypoint dot that you set. This
will set the units off on a non-stap cycling patrol. 3
Oscillating Patrol: When the patrol reaches its final waypoint, they will turn about and back
track the path back to their start. To set this, place your waypoints like normal. When you
release shift to make your final destination, click on the last waypoint dot that you set. Now
your troop will continue a ping-pong movement ajong llle path.until you give them new
orders.

Stop Command:

Even the best commanders make mistakes. At some point, you'll give a group orders, only ta
realize a second later that they were the worse ones'you could possibly give. Instead of let-
ting your Archiers enter melee with that Trow, give them the Stop Command by pressing the
Space bar (by default). This, as the name would suggest, stops the selected units in their
tracks, They will simply stand there and wait for another order - only attacking if they are
attacked first,

Scatter Command:

When you notice that fireball (nr other wpe of explosive). I:aadmg inta the midst of your units,
it is up to you fo get them to safety. By issuing the Scatter Command, the B Key (by default),
your units will immediately move away from their current positions, Although this may not
completely avoid the explosion damage, it will daﬁmtely reduce the overall damage and
number of casualties.

Rétreat Command:

No plan ever survives contact with the enemy. !f you see your forces hemg smashed, you had
better know that it is time for retreat. Issue the Retreat Command by pressing the R Key (by
default), and your selected units will turn and flee from the riearest enamv A good general
always leaves a way to retreat.

ATTACKING

In the horrors of war, bloodshed is inevitable - so here's how you eause some.

There are two ways to get your units to attack the enemy; either by attacking them directly or
targeting the ground at their feet.

Direct Attack:

With your attacking units selected, simply click-on the enemy you wish them to target. You'll
notice a red selection circle appear under the targeted enemy’s feet. Melee units will move
towards them to engage in hand to hand comba1 while missile units will aﬂampttn get mto
range and then open fire.



1t your selected group is given an attack orderto engage an enemy grnup, you'll notice
multiple red selection.circles under flash under the enemy.. These are the targets chosen
by the individual units in your gmup

I\Iote that most missile units have a “minimum range”. If an enemy gets too close; they
will not be able to attack and mustsimply run away. This is why it's a goorl ideato keep
your melee units near your missile units at: nll times. ; ;

Ground Attack:

To have selected iiits targeta spot on the grnund sunply hold the Control I(ev and click
on the spot you wish to attack, This “Control-Clicking” gives you great control of your
missile units’ attacks.

A particularly heinous use of the Ground Attack is referred to as “In Your Face”. If an
.~ enemy to too close to a frigndly missile unit for him to attack, you can control-click a dis-
- tance behind the approaching enemy. Your missile unit will then attempt to fire at that
spot —typically striking the foe before it ever hits the ground. Unfortunataly, if the attack
does not kill the enemy, it means that your unit has even less time to flee...

Guarding: ]
Guarding is not a type nl attack, but if does define how a group of units attack: By press-
ing the G Key (by default) you give your selected units the Guard Command, So ordered

- units will stop where they are and begin guarding their spot on the. battlefield,
Although similar ta the Stop Command; the difference is a big one. Units halted with the
Stop Command will engage with attacking enemies, and the units will continue to pursue
any foes that attempt to flee. Units ordered to Guard will attack the enemy, biut will not.
pursue foes that move too far from their guard position. Any missile units that have the
‘apportunity fire upon an'enemy, will open fire, but they will not chase down enemies.

SPECIAL COMMANDS
« There are some orders that go beyond movement and attacking. Eachiof these special
commans are performed with a single selected unit.

Picling Things Up:

Certain types of units may pick up items left on the batﬂaﬁeld Dwarves may pick up lost
Satcliel Charges, Heron Guard may pick up dropped Healing Roots. Ghals can pick up
anything they want; from bloody chunks; to broken swords, to puss-filled Wight pieces:

Ta have a selected unit pick up an item, simply click on the item to be taken. This can be
a little difficult, as many of these items are small and sometimes hard to click on. If you
click on something that cannot be taken by the selected unit, the click will be interpreted
as a movement command instead.

Once an'item is suceessfully picked up, its Carrying lcon will appear near the unit's name
in the Main Bar. :

P

Special Abilities:

Many units have special abilities that they can perforin — everything from D:spaml Dream
spelis to Dwarven Flamethrowers. To trigger a unit's special ability, press the T Key (by .
default). Each unit's special ahility works a little differently, so when you activate it, a
prompt will appear at the bottom of the screen, telling you how to properly use the ability.




Typically, you'll have to click on'a unit orthe ground to use the special ability, but some-
times it will simply work as needed. Afew: unit's special abilities are limited, so use them
sparingly!

Activating Things: :

Special scenery objects, like braziers, cranks, and levers, can he “activated” by units. To
" activate a thing with a selected unit, just click on it.. That unit should then approach and

activate the object - if they can. Sometimes only specific units can activate an object...

TERRAIN, WEATHER, AND OTHER HAZARDS

SLOPES AND IMPASSABLE TERRAIN

Most units in the game cannot traverse slopes, and only floating units can move into impas-
sible terrain. Be carefil of soulless, who like'to perch on high rocks, inaccessible to your
melee units. Also be wary of fast moving spiders; which can quickly move over steep slopes
to attack unenpectadly

FIRE ‘

The Archer's Fire Arrows and flaming oil cauldrons can cause pools of flames to burn ‘across
the landscape. Units who move through fire will take continuous damage. The black smoke
from fires is alSo hard to see through and can obscure your vision of your troops. Stamng
fires in choice places t:arl give you a great tactical advanlagn

WATER

Most units cannot move through deep water. ‘Some shorter units cannot even move past
shallow water. Only Thrall and Wights are capable of submerging themselves underwater —
and that deep pond could tield an'entire army of undead without your notice.

Dwarven Cocktails will not detonate if lllev hit water.

WIND; RAIN, AND SNOW

Adverse weather conditions have an affect on everything in the game. Strong gusts of wmd
will blow your arrows off target. Rain and snow will not only hamper your unit’s vision, bist
will douse most of your Dwarven Cocktails, creating useless duds,

FOOTPRINTS

Terrain with desert sand or snow cover holds the footprints of any earthbound units that
move over it. Thus you can track enemies by following their tracks — or be discovered by
them following yours.

SAVING AND VIEWING FILMS
When you finish a game, successfully or otherwise, you will have the option to save a film of
the battle. Also, your last game is always recorded and saved as your “Last Saved Film”.

To view these saved films, get to the Main Menu and select Films. You can then view any
film from the list therein.

When watching a film, you control the camera movement, but not the troops. The film will
play through the entire record of the battle for your enjoyment (or-dismay, if you lost). To
speed through slow intarvals, use the F2 Key to increase the playback rate. You can also
slow down the playback during intense moments by using the F1 key. And for those who
lilke non-stop action, the F12 Key activates the AutoCamera, which automatically darts about



"Left Arrow: Turn formation to the left:

- FORMATION CONTROLS

»

the map, keeping only the most action intense moments on screen! ; B

Replays are an excellent tool for studying the strategies of netplay opponents. They are ' -
also useful for bragging-rights wlien you show youir friends how you eliminated half your o
enemy forces with a well timed Wight blast, - el ol 8

KEYBOARD OVERVIEW
CAMERA CONTROLS

W: Move Forward

§: Move Back

A: Turn Left

D: Turn Right

Q: 'Drbit Left

E: Orbit Right

Z: Move Right L
X: Move Left i
C: Zoom In

V: Zoom Out

H: Center on Selected Unit(s)

SELECTION AND COMMAND GIJNTROLS

~: Deselect Units.

ENTER: Selects all visible Units

SPACE BAR: Issues the Stop Command to selected units.
G: Issues the Guard Command to selected units.

B: Issues the Scatter Command to selected units.

R: Issues the Retreat-Command to selected units.

T: Activate the selected unit's Special Ability.

N: Rename the currently selected unit.

Right Arrow: Turn formation to the right.

1 Key - Short Line Formation: A tight four abreast line.

2 Key - Long Line Formation: A longer eight abreast line.

3 Key - Loose Line Formation: A widely spaced four abreast line.

4 Key - Staggered Line Formation: A wide staggered line, alternating front to back.
5 Key - Box Formation: Units will form a tight box.

6 Key - Rabble Formation: The units will randomly spread out in loose formation.

7 Key - Shallow Encirclement Formation:

8 Key - Deep Encirclement Formation

9 Key - Vanguard Formation

0 Key - Circle Formation

OTHER CONTROLS

ESC/ Pause: Will pause the game and bring up the Pause Menu
F1: Decrease the speed of the game.

F2: Increase the speed of the game.

F3: Decrease the main volume of the game.

F4: Increase the main volume of the game.

F5: Toggle Main Bar On / Off




F6: Toggle Control Bar On / Off

F7: Toggle Player List On/Off

F8: Show Keyhoard List

F9: Show Unit Health.. This displays the health of all your units without selectmg them.
F12: Toggle Auto Camera On / OFf {For film \nawmg only).

TAB: Taggle Overhead Map Iln | Off

MULTIPL.AYER GAMING

The single-player game is but a pmiude to the real banlss that! Inv before you. Plnvmg ina
multiplayer game is the true test of one’s grit. No longer will you fight against:swarms of
computer-controlled minions; you will be up against the savvy sapiens that play day and
night to hone their already formidable skills. Nothing can prepare you for how sneaky and'
deadly these players can be — you'll msl have to go online and see.: .

GETTING ON-LINE
There are two ways to give multiplay a whirl: either over the Intéimet with GameSpy, or over
a Local Area Network conneelmn

CREATING YOUR GAMESPY I'HOFII.E

When you first enter multiplay, you'll be presented with the Gamespy log-in : screen. Onthe
upper Ieft-hand side of the dialog you'll see a list of your existing profiles, The first time you
wish to play over GameSpy, you'll nesd to create a profile for yourself. Just click ‘on the but-
ton labeled “Create Profile”. 4

First you'll need to enter your email address, Tms is yuur own unigue ufenllf' ieronline.
When asked if you would like to create a new account, select \'ss

You will then be prompted to enter the password you'd like to use for your pr'oﬁle. We sug-
gest making it at least & characters long, but hey, it's your profile. You'll then be asked to
enter a nickname for yourself. This is the name that will be displayed for everyone online to
see, somake sure it is exactly what you'd like. Also, you may want it keep it short, as longer
names can become truncated, For example: “Bab the Great™ is fine.” “Buob the Great Slayer
of the Evil Doers of the Lands of Fire” is not.

If everything goes well, you should be brought back to the GameSpy log-in screen with your
newly created profile displaying in the profile list.

You can also make other profiles for yourself, if you'd like — and get rid of unwanted unes
too.

CHOOSING YOUR LOOK ;
On the right side of the screen, you'll see two big color wheels: Bv clicking in these wheels,
your'll be able to choose vuur Primary and Secondary cnlnrs These colors nnt nnly identify
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your name and text, but also color your units on the battlsfield. You can also choose an’
icon for yoursetf that will appear by your name and be displayed on some of your units in ,
game. :

You'll also' want to set the name for your *Team”. This is used whenever you become the
captain of a team. Also, LAN players will deﬂmtel[ want to type outa nlckname for them-
selves!

LOGGING ON TO THE GAMESPY SERVER y
Once you have a profile created, simply click on it to'select it. - You'll need to type in your
password below the list before you can log-in.. For those less paranoid out there, you can

" elick on the Remember Password checkbox to ignore this in the future.

Once the password is entered, click the Lngnn button.

Nota: the peﬂnnnanne of your online gama can be enhanced lf you select the appropriate

© connection speed for computer.

LOGGING ON TO THE LAN SERVER &)
With a LAN game, you can choose to play in an existing game, or hnsl a game of your very
own.

In the upper Ieit-h;lnd list, you'll see any LAI\I‘gamas that are active on your netwark. To
join one, highlight the game click on it and press the Join button. .

To host your own game, just click on the Host button. One word of warning: when you host

a game, you'll be the host for any ‘subsequent games you wish to play! You'll need to dis-
connect from the muluFIay lobby ta join sameane else’s I.AN game.

THE MULTIPLAY LOBBY

Depending on whether you are connected to GameSpv oralAN game, the iunchnnainv of |

the multiplay lobby will be slightly different.

: GAMESPY WORLD LOBBY

When first entering the GameSpy thbv, you'll notice a list of locations. in-the right hami
list. Each of these locations is not only chat room on the server, but where games are -

‘hosted and joined. You'll need to choose one of these rooms to enter, before you can get

to playing. Find a room you like; highlight it, and then press the “Enter Room™ button. If
you want to jump to another room, click on the “World” tab at the top of the screen.

Displayed on the room list are the number of people and the number of games active in
each room, There are also some rooms that have special rules, like “Ranked” or
“Experienced Players Only". Playing ina ranked room will affect your personal ranking.
It is best to stick with the Novice rooms until you get a good feel for the game.

GAMESPY ROOMS
Once in a room, you'll be able to chat with fellow online gamers, join games, and even
host your own games. )

CHAT :
To send messages in chat, just start typing. You'll notice your text appearing at the bottom




of the screen. When finished, press Ent'ar-tn send your message; you should see it displayed
in the chat list. If you wantto send a message with a specific player, highlight their name
on the Player List and start typing. When you press Enter to send the:message, only they will
get it. I you wish to have a long chat with one particular person, hold down Control while
you click on their name — this will keep you in private chat with them until you manually
unhighlight their name,

In the right-hand list are all the games that have been started in the room. Some games are
waiting for people to join, others games are already in progress (the dimmed out ones). You
can join any game by highlighting it and clicking on the “Join Game™ button. I you wish to
host a new game, simply click on the “Host Game” button. This will bring you to the Game
Setiip screen (see below).

Let’s look at the leftmost grouping of controls. The “Room" tab; which should be highlighted
by default, makes the left-hand list display the all the players in the room or in your current
game. The “Buddy™ tab will display the list of your selected friends who are now online. To
add someone into your buddy list, highlight their name in the player list, and click on the
Buddy button under the list. You can also remove them from your Buddy List the same way.
To keep obnoxious players from cluttering your chat area, highlight the player in the player
list and click on the Mute button. If a buddy in your Buddy Listis online and you' want to see
there whereabouts, highlight their name and click on the Find bumm

JOINING A GAME : .

When you choose a game to join, you'll see the information ahout the game displayed in the
upper right. The players in the game are shown on the left. Your chat becomes constrained
to those players in the game with.you.

For a game to be started, evaryﬁna participating must be raady. Click onthe Ready button
untler the Player List to ready yourself. You should see a red checlmatk appear by your
name. Once everyone is ready, the host can then begin the game.

In games that have teams, you'll see the names of the teams and the players comprising the
teams in the Player List. To join a specific team, or make someone a téam captain, highlight
the team (or player) and click on the Join button.

If you find yourself being a team captain, you have just inherited some responsibility. Team
Captains are responsible for distributing units to their team members when the game starts
as well as conducting unit trading. If you do not want this duty, you can press the “Disband”
hutton. Also, you can prevent any other players from joining your team by pressing the
“Lock™ button. You may unlock your team by pressing the “Unlock” button. As Team
Captain, you have the ability to kick any player out of your team. Highlight the offending
player and click on the Kick button to hoot them.

HOSTING A GAME
As the Host, you choose all the details on the game you will be playing.

Name )
This allows you to enter your own personal name for the game.

Use Single-Player Levels : :

If set, this will allow you to choose from the available single-playermaps. This also means
that the game will be a cooperative game against the computer-controlled oppenents of the
map. You can select the map you wish to play by clicking on the large button under the Use




game: as well,

Single-Player Levels checkbox. This will bring up a list of maps for you to choose from.
Under the maps; .you can then select the game type to play. Changing a map will reset the:
game type, as will changing to Single-Player levels.

Difficulty Slider
This lets you choose your difficulty level.

Player Limit
Sets the maximum number of players that the game will allow.

Time Limit 3
Sets the duration of the battle. Once the time limit is reached, the game is over!

Checking Planning Time
Allows you to set the amount of time yoil will have to distribute units to your team, plan
strategies, and prepare lnr‘haltle

Unit Trading :
Lets you spend points to modify your army before the fighting begins. You'want a lew more
archers? You got ‘em,

LULVRE T : :
-« well...allows teams. You can also set a maximum number of teams; if you wish.

Password
Set by the Host. When entered, all players must he able to enter it or they will nnt be playing
in the game. Getting:the password to the desired players isup to you.

Here's what those optional checkboxes mean:
Server is Observer - This makes you, the server, an observer for the game. Since servers
always have the best ping times, it can be unfair to other players to let the server play in the

Show Enemy On Map - When turned off, you won't be able to'see enemies on the overhead
map! Be careful.

Allow Veteran Unit - If units survived from a previous game under the same host, and the map
allows that specific unit, you will be able to keep some of your surviving characters — expe-
rience and all.

Allow Alliances - If set, players will be able to form alliances with other enamy players,
Allied player’s units will not appear as enemies.

Deathmatch - For those of you who truly revel in carnage, you can set this option. ‘All units,
when slain, will reappear at their starting positions, full of health and ready to fight.

Kick - As the Host, you can kick someone aut of your game entirely by highlighting their
name in the Players Listand pressing the Kick button.

Ready - When you're ready to get your game underway, you will first have to make sure
everyone playing is ready. In otherwords, they must all have clicked their Ready buttons.
Once this is done; you can click on the Start Game hutton to launch the game!

One little note...... Once you change any aspect of the game setup, everyone will be
switched to unrearlv Make sure you've got it all set up before you gripe to people to Ready
themselves. When you're ready to get your game underway, you will first have to make sure
everyone playing is ready. In other words, they must all have clicked their Ready buttons.
Once this is done; you ean click on the Start Game button to launch the game!




PLAY DURING A NET GAME

UNIT TRADING

To be able to trade for units, the game Ilnal must first have checked on the “Unit Tradmg
checkbox.

" When the game starts, you'll see a menu in the center of your screen. This will show you
the different units you have in your army, lherr cost, and the minimum and maxamum num-
bers you can have.

You mtt unit trading with zero. points to spend, You Itava a balanced army. ‘luu can decide
to go with what you have immer.llmly or yuu can rsdmmlmte a few units.

Each unit has a cost associated with it To get some extra points, remove a unit to get their
point value added to your pool. You can spend these points ta'add more units of other types.
For example, if you really like Thrall, you can get rid of some of those pesky Sunllass and
then spend those points to buy a few more umlaad warriors.

When you're done with the Unit Trading. press IJK_.

DETACHING UNITS :
If you plan to Team Captain, you'll need to Imuw hnw to demch units to ﬂle right team mem-
bers quickly.

To Detach units fmm your army, select the units you wish to give up. Now, press the Detach
button (on the Control Bar at the hottom of the screen). The Player List will now activate and
let you selectthe player yoi wish to give control to. You can only choose to give units to
members of your own team.

How you go about selecting what units are given to who is enrnpletelv up to you. Knnwmg
how to distribute your army well is the mark of a good Team Captain.

You don't have to be a Team Captain to detach a few inits from yotir force. At any time dur-
ing the game, you can select a few of your units, click on the Detach button and then select
the player (on your team) to give them to. This noble deed is hnund to make friends fast.

COMMUNICATION ; 2
Communication between your fellow team members is crucial to good teamwork. There are
two ways of speaking to your friends:

You can send messages to your team by pressing the Whisper button on the Control Bar and
typing your message. Pressing Enter will send the message to your team. To send a global
message to everyone in the game, hold down the Shift key while pressing the Whisper but-
ton. Once your message is typed, the Enter key will send it to everyone.

The overhead map can also he used to talk to your comrades. By elicking on the Pencil icon
in the corner of the map, you can draw upon tfle map itself; giving precise locations of ene-.
mies and battle plans:. The Eraser icon will erase the scrlbbln made on {ha map

AI.I.IANGES



Alliances, just like in real life, are only as trustful as the people who make them. It's a
dog eat dog world. Its ok to frust another, but don't be surprised when he places a dagger.
firmly in your back.

You can select a team to ally with by elicking on the Alliance button on the Control Bar.
Then select the team to Ally with by clicking on their name on the Player List. Everyone
will get a message announcing your alliance.

Make sure your “Ally" reciprocates your friendship. For if he does not, you'll still appear’ '
as an enemy to his troops. meaning that lhev Ii still attack your forces if they get too
close!

NETWORK GAME TYPES

Body Count

A straight-forward stand- up fight. The team who inflicts the most damage to his enemy’s
forces is the winner. Player ranking is based on the overall damage done to enemy units.

Steal the Bacon

On the field there is a single ball. The team who is the uncontested owner of the ball
when the time limit expires is the winner. Players are ranked based on the time they last
touched the ball. |

Last Man on the Hill

Near the center of the map. there is the Hill Flag. The team who is the uncontested owner
of the Hill Flag when the time limit expires is the winner. Player ranking is based on the
time they last touched the flag.

Scavenger Hunt

Scattered about the map are several numbered balls. The team who is the first fo tnuch
all the numbered balls on the map is the winner. Player ranking is based on the number
of balls touched and the time they were touched.

Flag Rally

The map contains a number of haphazardfv placed flags. The team who is the flrst to
touch all the numbered flags on the map is the winner. You don‘t have to control them,
just touch them and move on! Player-ranking is based on the number of flags touched and
the time they were touched.

Capture the Flag

Each team begins the game with a single flag. The team who is the first to touch their
enemy’s flag is the winner. Player ranking is based on the time taken to capture the
enemy flag and the number of units lost.

Balls on Parade

Each team begins the game with a single ball. The team who is the first to touch their
enemy’s ball is the winner. Player ranking is based on the time taken to capture the
enemy ball and the number of units lost.

Territories v r
Several territory flags are positioned ahout the map. The team who owns the most territo-
ry flags when the time limit expires is the winner. In case of a tie, the winner is the team




who captured their score tying ﬂng first. Plaver ranking is hased on the number- o{ tarriturv
flags captured and the time they were held.:

Captures.
Several balls are pos:tinned about the map. The team with Ihe biggest set of balls when lha

* time limit expires is the winner. In case of a tie, the winner is the team who captured their
" score tying ball first. Player ranking i is based a?ltha number of halls capiured and the time

they were held.

King of'the Hill 3

A flag in the center of the map is. desiglmad ths Hill Flag. The team wlm was owrier of the -
Hill Flag for the longest amount of time during the game when the time limit expins is the
winner. Player mnking is lmsad on Imw long mev lmmed the Hill Flag: 3

Stampede!

Each team starts with a number of ammals. Em:l‘l animal herded into an opponent’s end
zone scores a point. The team who has the most points accumulated when the time limit
expires is the winner. Player ranking is Imsed on how many points scored and the number
of units lost.

Assassin ;

Each team starts witli a single unit designated as "The Targat" You'll be able to identify
this target by the unusual selection circle it has. If a team's Target is killed, that team is
immediately out of play. The team who eliminates the most enemy Targets when the time :
limit expires is the winner. Player ranking is based on the number of targets killed and the
number of units lost.

Huntmg

Look at all them there critters! Each one of them is warth a poiut ortwo. The team who has
slaughtered the mast points of wildlife when the time-limit expires is the winner. Player
ranking is based on how many points scored and the number of units lost.

Assault

The game begins with one team dniemfmg the flag, the other nssauhmg the defenders:
After the first game is completed, the sides switch, and the defender will become the
assaulter for one more round. The assaulting team wins if they touch the flag before the
time limit expires. The defending team wins if they have prevented the enemy from touch-
ing the flag. Ties are decided by which team successfully defended or by which team was
the quickest to capture the flag. Player ranking is based on the numher of wins, the speed
the flag was taken, and how long their flag was defended.

THE POSTGAME
Once the game is over, you will be brought to the Postgame screen. From here, you'll be
able to see how well you fared against your competitors.

If the host decides to play another game, you can stay in the game by doing nothing at all,
You will want to click on the “Pregame” tab at the top of the screen to see what ﬂle new
game session will bring. And don't forget to ready yourself!

You can remainin the Host's game for as long as they feel like hosﬁng; You can also leave



and goito énmher game, ﬁ_r to another _fuum.e'mirelv.

IIANIING :

If you are playing in “Ranked Hooms you will he awatded:a score based/on your perinrm~
ance in the previous game. This score is permanemiv recordedin \mur piaver profile. The
better you do, the higher your ranking. 3

Players have by their name two ranking icons. The first is their raw numbers of wins to
losses. The second shows the player’s uvarall ranking based on game scnrillg.

" The netwark game type tells you how they awnrd scores, but the exact mlmharmg is
hased on many things. For example, if you are a high ranking individual and completely

decimate the army, of a lower-ranking player, you will not get as many points as you- wanld' e

if you defeated a player wnh a ranking higher than yours.
CODE OF t:n'unum :

When going online we want nothing more than for the players to have a good time
Period. :

To'enable playersito have the Ilasl experience possnllle, they will have to gmmm their con-
duct accordingly. This I:asmalty comes down to: Don't be a: Jackass.

. Iiyou'are unsure of wlnat being a Jnukass entails, please read the tnlluwmg Ilsl of com-

mandments:

«Thou Shall Not Cum Keap it clean. paeple You. mav feel the need to swear likea =
sailor, but do it off-line if you please.

-* Thou Shall Not Cheat. Attempting to amﬂma]lr ‘inflate your ranking ﬂlmulll schemss
‘and manipulation (other than just playing against honest players) will not be tolerated.

 Thou Shall Respect Thy Admin. Administrators are there to help. They are not an outlet

for-any frustrations you'have. Please keep rants to a constructive level. No ane likes a
- whiner.

* Thou Shall Not Flame. If someone is annoying you; just Mute them, If somehuw they

persist, contact an Admin. Senting scalding put-downs over the chat lists is not.cool.

CHARACTERS

The world of Myth abounds with fantastic creatures, horrifying heasts, and stalwart
heroes. Below are lists of units which will appear in the game. In the single-player game,
you'll typically only control the units of the Light. Although, in a multiplay game, you will
be able to command both Light and Dark units.

THE ARMY OF THE LIGHT
UNITS OF LLANCARFAN

The city of Llancarfan has been the seat ni the Cath Bruig empire for over a thousand
years, Itis the pinnacle of human civilization and knowledge. Thousands of well trained
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soldiers and archers defend the city's impenetrable walls. Hupdreds of Heron Guard pledge
their life to serve the Emperor and their majestic city. The greatest sorcerers in the world,
. the Avatara, make their home in the city, mastering their magical arts. The shadowy
v, B Warlocks of Scholomance also pursue their unholy lust for power within the city’s walls.

Warriors of Liancarfan
Bedecked in dresses of chainmail, these stalwart warriors make up the
majority of the Llancarfan forces. Armed with their steel longswaords and
* | tower shields, they make excellent defensive units. In groups, they can
become a powerful attacking force. Each soldier swears an oath to protect
the enipire from its enemies with their life. :

Archers of Liancarfan

Out of the ranks of soldiers, those that have a keen eye are trained in the

ancient ways of the longhow. Llancarfan Archers train most of their lives

with their bows, becoming deadly accurate. Archers forgo the bulk of

chain armor for the mobility of light leather. Unfortunately, the archers are

not known for their swift movement or hand to hand combat prowess. Get
them on a high fortification, though, and they can turn the tide of any battle. Many archers
also carry with them a single bulky Fire Arrow. These explosive arrows are lit and fired,
erupting into-a pool of fire when shattering on the ground. To launch a Fire Arrow, use the
Special Ability key and click on the spot of ground to target.

The Heron Guard

The elite guard-of the Emperor himself, the royal Heron Guard combine
considerahle combat efficiency with magical knowledge. Each year, a
hundred warriors train to become members. of the Heron Guard = and only
five will be chosen. These are the best of the best. Wielding dual swords,
and bedecked in heavy plate armor, their strength and discipline makes
them powerful allies on the battlefield. Each Heron is taught the arts of healing from the
Avatara, and can utilize magical mandrake roots to heal their wounds or the wounds of oth-
ers. To use the Heron Guard's healing ability, use the Special Ability key and click on a unit
to heal. Healing does notrestore all of a unit's lost health. Alse, undead creatures tend ta
fall into pieces when the powers of healing are put to them.

Warlocks of Scholomance

Secretive and reclusive, the Warlocks of Scholomance are feared and
despised by those outside their order. They have mastered incredible
magics, but at the price of their souls. Dressing in long red rabes with
fiery emblems, they make a fearsome sight. During battle, they have the
ability to summon a magical of fire that streaks towards their foes and det-
onates in a’small area. The Warlocks are subservient only to Mjarin, the Imperial Advisor
and head of their order. Warlocks use mana as a source of their powers: With each fiery
spell they weave, their mana is depleted. With no mana, a Warlock cannot cast his spells,
and must wait for his powers to recharge. A warlock’s special ability is a massive fireball
that when cast streaks towards the enemy and obliterates them in a tremendous fiery holo-
caust. This spell takes of the warlock’s mana; hut when timed right, it can turn the tide of
battle. To castthis deadly spell, press the Special Ability key and click on the ground or the
unit to-target... then stand back!




Avatara : :
The most powerful human sorcerers in the world, the Avatara were creat-
ed centuries ago by the Archmage Mazzarin. Avatara need not rely on
their spell abilities alone in combat, as they are also masters of their
enchanted blades. The Avatara's most deadly Dream spell is the
Dispersal Dream which can explosively eliminate an entire army from the
battlefield. To weave this dream, use the Special Ability key and click on a unit to unleash
the spell upon. Use this spell with caution, as it's "spreading nature” can easily move into
friendly units too close to the epicenter.

THE DWARVES OF MYRGARD

The proud dwarves of Myrgard and Stoneheim have lived since the weaving of the world in
their underground empires. Beneath their small stature, they are a robust and strong race
of warriors. Since recorded history, the Dwarven race has been at war with the Ghal; their
most hated of enemies. In the past thousand years of darkness, the Ghdl have slowly
encroached into Dwarven territories and now threaten to invade their underground
empires. The proud dwarves will die as a race before letting their ancient enemies defile
their homeland,

Dwarven Demolitionists

The Dwarven Demolitionist is a recent invention. With the creation of

explosive liquids; a “Dwarven Cocktail” was put into battle with explo-

sive results. With the successful demolition of a Ghél stronghold, the

new explosives have been embraced by Dwarven culture. These

Demolitionists have an affinity for blowing their enemies into small smol-
dering pieces — and are the only ones crazy enough to run into battle with explosives
strapped to themselves. -Demolitionists are not bogged down by heavy armor, sothey are
more mobile than their axe-wielding brethren. Dwarven Demolitionists also carry Satchel
Charges, basically bigger versions of their explosive cocktails: Satchels are placed on the
battlefield and then set off by an explosion happening nearby. To have a Demalitionist
place a Satchel Charge, use the Special Ability.key and click on the ground where you

- want them to setiit. Usually one good cocktail throw will set the charge off, causing an
extreme amount of collateral damage. Also, to pick up a Satchel Charge laying on the
ground, simply click on it.

Dwarven Axe-Warriors

Wearing magnificently crafted heavy armor and wielding wicked battle-

axes, Dwarven Axe-Warriors are no-nonsense juggernauts in the battle-

field. When these stout fighters gather in a line, they can be a barrier to

waves of enemies, being able to suffer wounds which would kill an ordi-
nary human outright. They're only disadvantage is their slow speed.

Dwarven Smiths of Muirthemne

Dwarven smiths are the builders of Dwarven society - forging the
weapons and armor for their clans, as well inventing many new devices
and magical artifacts. The Smiths of Muirthemne have set up their great
forge in the city of Llancarfan, and pedal their trade with the people
there. Although not as hearty as Dwarven warriors, the large smithy .
hammers they carry can seriously impede even the fiercest enemy. Smiths carry with them




magic rods known as Flame Torches. Smiths use these rods to weld and smelt the metals
that they work with. It also is very useful in cambat, creating a cone of white hot flame that
can sear enemies to ash. To use the Flame Torch, press the Speclal Ability kay and click on
the enemy you wish to incinerate.

- CLANSMEN OF GﬂWEH AND THE TWELVE DUNS
Over the course of the Wind Age, the Myrkridia have'devasluted and devoured most of
human civilization. What humans remain outside the walls of Llancarfan are barbaric tribes
of hunters and farmers. The clansmen of Gower worlk the fertile lands east of the Dire-
Marsh, fending off Myrkridia; Ghal, and Trow. The Twelve Duns have not fared as well, and
_ live a nomadic lifestyle in their harsh lands. -

Only the strongest survive the harsh winters of the Northlands - and the
constant threat of Myrkridia has weeded out the weak long ago. And the
Berserks are the heartiest of even those strong people. The name Berserk
is derived from the bearskin loincloths they wear. Wielding massive
swards or axes, these brave (orinsane) men stride into battle wearing no
armor — and fearing nothing.

Hearthguard :

In the lands of Gower, these ever v:gllanl guardians of the clans defend
their villages and townships from any evil that dares trespass, They are
the Hearthguard, and their prowess with their spears is legendary. Not
‘only can they throw their javelins with great distance and precision, but
they can strike at any creature that ventures too close. Their wooded
shlalds can turn the claw of any Myrkridia.

Villagers !
Farmers and peasants, these men and women make up for their lack of cambat skill with the
stubbornness learned while living in their harsh land, Carrying only wooden pitchforks and
wearing ordinary clothing, these are the last line of defense between the Myrkridia and
their families.

THE ARMIES DF THE DARK

LEGIONS IIFTHE UNDEAD

Undead are corpses, animated by the sinister powers of Nacrumam:y, and enslaved into
tireless servitude to their masters. Undead are not mindless automations - they possess a
basic knowledge of combat and tactics. They are completely devoid of fear, and will never
disobey their master's orders. Some more powerful undead do not fit this mold; they are
intelligent and independent - sometimes even able to wield powerful magics.

Thrall

First created Millennia past by the Watcher, Thrall have been called the
Children of Bahl'al. These near-mindless animated corpses serve their
sorcerous masters without question. Plated in piecemeal armor and
wielding huge axes, Thrall make up the bulk of any undead army. A sin-
gle thrall is hardly a concern - that's why they're usually found by the




hundreds. Thrall, not needing to breathe and weighted down by their heavy armor, can -
walk under the surface of water, making for great surprise attacks. That is, if their piti-
fully slow movement is not first spotted by the enemy.

Soulless
Soulless, also called “Hollow Men", are semi-ethereal minions of the
dark. Appearing as a skeleton severed at the waist and wrapped ina
billowing cloud of vapor, they carry dozens of barbed javelins on their
backs. Their ability to float several feet from the ground allows them
to swiftly move to places that men cannot hope to reach. From these
high perches, they rain down their poison coated javelins upon their enemies. -Soulless
- do not move very quickly and, thankfully, cannot take much abuse. Still, an army of
Soulless can kill a group of warriors to the last, before they can ever lay sword to bone.

Wights

These loathsome bags of flesh are the creation of the worst kind of
necromancy. Their swollen husks are filled with pestilence and explo-
sive gasses. With one swift knife cut, they can end theirmiserable
‘existence in a massive explosion of putrescent filth. The explosions
caused by wights can level stone walls and reduce a score of men to
bloady pulp. A wight'sanly desire is to die and be released from its torment... and try to
take as many living soldiers with it. Thankfully, their slow shambles make them easily
detectable, and just a few arrows send them to their explosive demise.

The Forgotten

Inthe deep recesses of Forest Heart, ancient civilizations nrew and fell
beneath its-towering branches. One of these civilizations was a race
of cannibalistic hunters, who for the gift of immortal life, sold their
souls to the dark gods. Now, desiring only to hunt living prey, these
terrible creatures lurk in the darkness of their shadowy home. These
forgotten beings can wait for years for prey to cross their path — suddenly springing from
the plant life grown over their century still bodies. They attack with abandon, using their
dual iron blades — only resting once their prey has been slain..:

Stygian Knigits

These deathless guardians appear to be animated suits of armor. In
fact, they are living souls, extracted from a living being and imprisoned
within the metallic confines of the thick plated armor. Many necro-

less vile sorcerers create Sytgian Knights from their most loyal of fol-
lowers, chosen as guardians outlasting even death. These Knights can be found in many
a tomb and barrow of ancient necromancers and mages. Stygian Knights use polearms to
stab at the foes of their master from afar. Their thick armor provided excellent protec-
tion, yet their ghostly reflexes make them slow to attack and move.

Lyche
In a time known as the Great Cleansing, the daughters of a remote vil-
lage were put to death for practicing the-ancient magical rituals of
their peoples. The women were thrown into their village well and
drowned. Yet, centuries later, Bahl'al the Watcher would find their

- dead spirits there, screaming from beyond the grave for vengeance.
He obliged them. Now these long dead sorceresses have become the commanders in

mancers use these constructs as tireless killers and bodyguards. Other
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Bahl'al’s army, the fires of hatred burning brightly behind their clouded eyes. The Lyche
attack with a magical blast of pure rage that creeps across the landscape, only to eruptin
the midst of their enemies. : '

THE MYRKRIDIAN HORDE

When this race of living nightmares entered the-world, they single-handedly destroyed the.
civilizations of man, bringing a close to the Age of Reason. And now, the nights of the Wind
Age are dominated by the stalking Myrkridia, and their savagery knows no equal. In the

past thousand years, no group has ever staod up to a force of Myrkridia and survived, These
horrifying creatures have built massive monuments from the skulls of their victims: a testa-
ment to their unrivaled dominion over their lands.

Myrkridian Hunters

Dver the many years since their arrival, many Myrkridia have become fat-
tened from years of easy hunting. Their speed and strength have become
somewhat diminished, as their prey is hardly a challenge to them. They
have become cowardly bloats, and will run from any prey that looks to be
a challenge. Aithough weaker than their brethren, they are still excep-
tionally dangerous in packs.

Myrkridian Warriors

These pack-warriors still retain the ferocity and savageness of the origi-
nal bloodthirsty Myrkridia. They are faster, stronger, and tougher than
their peers - a true terror to do battle with. Their shrieking howl can
cause even the most steadfast warrior to flee from the battlefield. When a
Myrkridian Warrior is wounded in battle, it's battle-liist can completely
take over, causing the beast to strike wildly and savagely at pack and prey alike.

Myrkridian Giants

The colossal Myrkridian Giants can reach the size of Trow, and are
almost as strong. Few things can inspire raw fear more than the sight of
one of these titans clawing its way through'an army. Myrkridian Giants
appear to be smarter than their smaller cousins, but are just as fierce.
Carried with them are skulls, presumably enchanted by the sorceraus
Pack-Mages. These skulls can be thrown by the giant, exploding with magical energies on
impact. The giants use these to soften up and confuse groups of foes before moving in for
the kill. To use these exploding skulls, press the Special Ability key and click on a target.

Myrkridian Pack-Mages

The most elusive of the Myrkridian race are the Pack-Mages - the intelli-
gent bat-like leaders of the Myrkridian packs. Tall and slender, the
Myrkridian mages are not the physical specimens of the majority of their
race. They-are, however, capable of producing powerful bolts of lightning
that can paralyze or kill a foe outright. Few pack-mages have ever been
spied by human eyes, and only a few are thought to exist. Many Pack-Mages appear to
have the gift for powerful Dream magics and have heen taught the Dream of Unlife. This
spell is the key to all necromancy, raising dead from the very ground to do their bidding.
(Note: This ability is not used in multiplay gaming)




THE GHOL RAIDERS

Ghil are a race of scavengers who take what they need from others to survive. Unlike
the other races, the Ghols worship the forgotten Dark Gods - it is said that only the Ghal
remember their true names. Worshiping these horrific beings, the Ghal priests offer
blood-sacrifices of children to them for clandestine reasons. The Ghols are the age-old
enemy of the dwarves, and have been hent on the capture and destruction of their home-
lands for as long as there has been written word. Ghols are notoriously appalfing, living
infilth and collecting bits of garbage and remains to adorn themselves and their caves.
Ghdls are not strong, but they are quick. With rapid strides they can race into the midst
of their foes and deliver heavy damage with their rusted cleavers.

Ghals

Savage and cruel, Ghils are always on the hunt, moving quietly to
stalk their prey. They are a cowardly lot, preferring to attack from the
enemy's flanks. Yet, with greater numbers, they will attack almost
anything: Ghols carry with them crude sacks which they use to store
remnants from the battlefield — like rocks, pieces of metal, Wight bits,
and heads. They have learned to throw items carried in their sacks with great strength -
and accuracy, stunning, damaging, or paralyzing a struck enemy. To have a Ghél pick up
something, simply click on the object: To have the Ghal then throw the carried ohject,
press the Special Ability key and click an a target.

Ghl Brutes

A few Ghdls are higger and tougher than the average. These briites are
chosen by the priest caste to'hecome fearless warriors for their tribes.
A Ghol Brute’s great strength allows them to inflict more damage, and
their larger bodies can readily receive more damage as well. Usually,
brutes stick to themselves - either as a combat group, or as hodyguards
for the Ghil Priests.

Ghal Priests

The holy leaders of the Ghdl are much craftier than most races give
them credit for. Being in communion with the Dark Gods, they have
learned foul magical abilities — including the necromantic art of creat-
ing Wights. The priests have mastered a spell known as the Savage
Wind Dream which creates'unseen hands of air, allowing the priest to
fling al:uut ohjects laying on the ground. Having an area of shrapnel suddenly hurl itself
atafoe is a great advantage in‘a carnage strewn battlefield. The Ghél Priests make up
for their powerful spells by being slower than an average Ghél. Ghal Priests also have
special spells that can weave the threads of muscle and tissue, repairing and healing
their wounded brethren. To use this healing ability, press the Special Ability key and
click on the unit you wish to heal.

THE TROW EMPIRE

These mighty stone beings have existed before the world was created. They are an
ancient race of solitary titans; not burdening themselves with relations to “lesser-beings".
Long ago, the Trow enslaved the fierce race of Oghres, breaking their spirits and con-
scribing them to build towering iron temples to their god Nyx. The Trow civilization has
been in decline for hundreds of years, as they constantly tear down their splendid tem-
ples to begin making even more magnificent temples in their place. The enigmatic Trow




These behemoths tower aver men, but are still small cumpared to their
Trow masters. The Oghre have been enslaved for thousands of years and
have been forced to use their Iron crafting skills to build titanic temples
and monuments to the Trow. Dghres are stocky humanoids who are mon-
strous to behold. When in battle, they use their utilitarian work hammers
1o smash their master’s foes into the dirt. Oghre do not move nearly as fast -as their size
would imply, but they can still outrun most soldiers.

Trow |I‘IIII Warriors

Bedecked in iron armor up to a foot thick and brandishing an iron hammer
the size of a tree, the Iron Warriors are an all-but-unstoppable force,
Nothing can withstand the might of this titan'of war. Moving slower than
an unburdened Trow, their column-sized mallets can smash a swath of
death through an entire army in one swift stroke. Only siege weapons and
clever tactics have a chance to stop these living juggernauts.

Trow Priests

The Priests of Nyx are farmidable - and not just because: lhnv are Trow.
The priests have learned many a subtle dream from their god. One such
dream used in battle is the Dream of Molten Iron, which creates a geyser
of fiery rock to burst fram beneath the feet of their enemies.  Thankfully,
Trow Priests are somewhat less resilient than your average Trow.

Trow - . 2

Not all Trow are Warriors or Priests.. Most Trow live contented in their
kingdoms of iran, waited upon by their Oghre slaves. Although decadent,
they are still Trow, capable of kicking their way through a force of sol-
diers. As a Trow is slain, its life force is destroyed, and unlv its stony husk
remains to crumhble into boulder-sized pieces.

THE SPIDER CULT

Little is known of this so-called Spider Cult. They are a recent appearance in Llancarfan.
Many guardsmen attribute the growing numbers of missing persons to this foul sect. It is
known that they are recruiting the poor and destitute of the city and ensorcering them info
their ranks. In the dark alleyways in the shadows of Llancarfan, hushed whispers mention
the name of their god... Syrkrosh...

Spider Cultists

Human cultists who believe that Syrkrosh is a god from another world
wiho will bring them untold riches and power. These followers are from
the dregs of Llancarfanian society. Their lack of combat ability is made
-up for by zealous determination and sheer numbers. They wear no armor
-and rush directly at their enemies with knives flashing and eyes wide
with fe\rered madness.




Sphinr Priestesses

Human priestesses are the mouthpiece of the Spider God. They helleve :
that their God will grant them immortality through her great power.
These priestesses have no magical powers, but they do'have a potent
concoction of their own devising. Made from the venom of Syrkrosh
and mixed with alchemical ingredients, this potion can be thrown at
their fnas poisoning and paralyzing them in a great green cloud. Their devotion to their
other-worldly god is such that they will not hesitate to throw themselves into melee com-
bat with their wicked sacrificial knives.

Giant Spiders

The offspring of Syrkrosh giant spiders move at a terrific rate. The are

capable of crawling over sloped landscape that is impassable to

humans. By themselves, they are little threat to an armed warrior, but

they are'usually found in great numbers. ‘A favorite tactic is to crawl

stealthily upon a ceiling, then lower themselves down ta the midst of
their foes on their sticky webs. All spiders have a link with their mother, and will come to
her aid when she calls to them.

HERGES AND VILLAINS

Connacht the Wolf

Born'in a small village on the outskirts of Yiirsgrad in Gower, the boy
that would become the hero of the age watched the Myrkridia destroy
his home village. Knowing only vengeance, the hoy would grow strong
and skilled living in the wilds. Studying his foes, he beganto see their
weaknesses and made strategies to defeat them. When Yiirsgrad itself
is attacked by the Myrkridia, only the' man who would be called “The Wolf” has the
strength and command to rally his clansmen to combat the creatures of nightmare.
Connacht wields a massive axe easily with his powerful arms - laying low scores of foes
as if they were saplings. g

Damas

Captain of the Imperial Heron Guard of Emperor Leitrim, Damas is wite-
ly regarded as the most skilled warrior in all of the empire. Unlike the
dual swords used by other of the Heron Guard, Damas uses a exquisite
glaive-in battle. His proficiency and loyalty are unmatched. Damas
also refuses to wear the heavy plate armor of the Heron Guard, prefer-
ring lighter and less restricting armor. Damas is well known throughout the imperial
court to be handsome and charming, and is swooned over by many a lord’s daughter. Like
the other Heron Guard, Damas is proficient at imhuing the Mandrake Root with healing
powers and making good use of its abilities in combat.

Ravanna

Ravanna, daughter of the Twelve Duns and Myrmidon Warrior. She isa
raven haired beauty and a warrior of few equal. Being a partof the
proud Myrmidon clans; the holy protectors of her clansmen, she has
studied the art of close combat all her life. She wields dual Gridaksma
blades as‘is standard with most Myrmidon warriors. Although qulck 0
anger, she is always cool headed in heated combat. Her love for her people knows no




equal. She is determined to destroy Moagim, who's undead armies have all but declma!ed
her clansmen.

Myrdred

A young Avatara of great skill, Myrdred is the assistant to the Imperial
advisor Mjarin. Spending most of his time learning the disciplines of
spellcraft, he is not as proficient with weapons as his fellow Avatara.
Myrdred has mastered powerful Dream spells which even the strongest
Avatara struggle to learn. Though he is considered one of the most pow-
erful Avatara in Llancarfan, his hunger for knowledge and lore has drawn some ridicule
amongst his peers - which only seems to fuel Myrdred's desire for long forgotten powers.
Myrdred knows the Avatara’s Dispersal Dream spell, and many other powerful magical
feats.

Forgemaster Traval

The Forgemaster of the Smiths of Muirthemne; Traval is a combination
engineer, merchant, inventor, and holy-man. Many years ago, he led the
Smiths out of their underground forges of Myrgard to'set up shop in
Stoneheim. Eventually, he felt the yearning for new things once again;
and made his way to the city of Llancarfan. There, the Smiths have buitt
an incredible forge in the main forum of the city. People travel from even the distant

. Province to see the marvelous devices created by these ingenious engineers. Traval is
BEa responsible for keeping the forge running smoothly, dealing with business, and improving
upan old designs. Itis a rigorous job, even for a Dwarl. Traval not only carries a Smith's
Flame Torch, but also has great knowledge of magical devices and their uses.

Moagim Reborn

Known as the Faceless Terror, Moagim died a thousand years ago at the
end of the Age of Reason, But his death was too late - he was aitogether
triumphant in his destruction of the World: Moagim, through powers
unknown, led the Myrkridian race into the world: He is responsible for
those living nightmares hunting humans and lesser races almest into
extmntmn This terrible act ushered in the Wind Age - where the great cities of man and
knowledge of the ancients became as dust to'the wind. Now, as the Myrkridians are them-
selves being hunted and humanity's empire once again begins to flourish, Moagim has been
Reborn. None even dare ta thinkof the dreaded magics that must have been used to revive
the spirit of this beast. The King of Nightmares, the Faceless Terror, Moagim the Horned
has returned to plunge the world of Myth once more into the shadow of death.

Bahl'al the Watcher

The most powerful necromancer to ever walk the face of Myth, Bahl'al
has heen living since biefore the Age of Reason: It is said that he gained
his mastery of the undead from exploring the sunken Trow temples in the
Deep - not taking a breath for days. Bahl'al is known for appearing and
wreaking havoc with his powers, only to disappear for centuries after-
wards. Only a few centuries ago, Bahl'al killed his ancient foe Mazzarin under a literal sea
of his undead Thrall. Bahl'alis consumed with the dream of turning the whole:of the waorld
inta a place where only the dead roam. Although mad, he is still fiercely intelligent and
proficient in necromantic and Dream powers. Indeed, it is thought that if Mazzarin could
not stop him, he may not have an equal.




Df all the Pack-Mages under the tutelage of the first Maagim, none had -
more prowess for sorcery than Thalor the Black. Larger and stronger
than his fellow pack-mages, Thalor was ruthless in his dominion over
his fellows. His black furred hide would bristle as he bared his teeth at
any who would usurp his power, If threats would not work, he would
not hesitate to use his magics to tear the living heart from that body and
reanimate it to be his Thrall. Thalor is truly ancient. The artifact of his creation; the Eye
of Thalor, holds within its glassy walls his very life-essence.: This not only gives him
almost eternal life, but also frees him to cast the most destructive spells in his arsenal. If
his physical body is destroyed in the ensuing cenflagration, his spirit will return to the
Eye and reform within mere seconds. Such is the power of the most dreaded of
Myrkridian Pack-Mages.

Syrirosh, the Spider God

In a far-off dream, her webs lie so thick across her world, that the stars

themselves could not shine through them. Blanketed in darkness; she

and her children hunt - dining on the blood of their prey. After a great

while, the prey began to lessen and her children cried out in hunger. It

was then that she heard a sound, The sound of a hammer on an anvil,
Far off, across oceans of time and space. She felt the energies of that far-off world and
heard the voices of prey. She found that she could guide her form towards the-energies
and bring herself into that new world. In her new bady, she could feel the prey ahout her..
Her children would feast again. Butthe journey had weakened her. She found that the
prey of this world Were just as malleable as the prey of hers - hy making simple promises
of power, they will follow her to oblivion. Once her strength is regained and her new
brood is hatched, she will cover this new world in her web ‘and feast upon her new prey.

TECHNICAL SUPPORT

GENERAL PROBLEM SOLVERS
Here are a few common-sense solutions to typical problems. If you've tried all of these
and are still experiencing problems, don't hiesitate to call the technical support line!

INSTALL EVERYTHING

Make sure you have installed the latest versions of the GLSetup (for the PC) and the
QuickTime player. Both of these are on the Myth lll - The Wolf Age CD.. On the PC, you
can access them through the Setup.exe.

GET THE LATEST DRIVERS

Ninety percent of the problems you may be experiencing are caused by driver issues. Log
into'the wehsite of your sound and/or video card manufacturer and download the latest
drivers for your system.

CLOSE EVERYTHING

Myth IIl- The Wolf Age is a pretty intensive game. I you have programs running in the
hackground, you will have an extreme performance hit at the minimum. At most, the
game might not play at all. Quit those memaory intensive applications! All you chatterers




turn off ICQ or Instant Messengar' You don't want to be interrupted while playing anyway.
And MP3 players — shut them down teo. Zak'worked very hard on our game music, and
frankly we're pretty happy with it.

GET THE LATEST PATCHES
At myth3.godgames.com (http://www.ina-support.com/ for the Mac version), you will find the

" latest patches for the game. Please take the time to download them! It |nst may fix any
prublam you're having.

VEHEEANI:E :
This tool can be your best friend — and your worst mgmmam It's very puwarful but it can
get confusing for those unfamiliar with the way the undarlvlng game works.

For novices who want to tinker, you can change the statistics in the Monster tags, make your
own decals, and change the positions of units and scenery’in maps. You can make a |n| of
neat stuff just hv some simple adjustment of ex:stmg things.

Oh, but you want to do more, don’t you? ‘lnu want to make your OWN maps, and your OWN
scenery, and your OWN units. Sure you can. But giving you a tutrial on how to do that right
now would make this manual the size of an encyclopedia. For those budding mod makers
who truly want to get into the nitty-gritty of Vengeance; you're going to have to look for
answers elsewhere. ‘You can tinker around by yourself and figure it out, or you can look for
some webh sites that have tutorials and information on using this powerful editor.

Keep checking in at www. mumhowlnho com for information about the teteasa of the
Vengeance tools and Tiki animation export plug -in for3D Studio MAX. Remember, it will
work just fine on both Mac and PC. )

Happy hacking!

GLOSSARY

AVATARA

This order of powerful sorcerers was formed by the archmage Mazzarin during the Age of
Reason. It was founded as a college for the magical arts, where all sorcerers could share
their knowledge for the hetterment of their art. The Avatara have always had strong ties o
the Cath Bruig Empire; and even today work for its best interests. In their great Citadel in
Liancarfan, the Avatara train their initiates and study in their massive libraries. The Heron
Guard are taught the creation of their healing roots within the 1nwenng walls.

AVERNUS
Avast frigid plain scarred by hundreds of Trow iron mines. Avernus is where many of the

thousands of Oghre slaves spend their lives; slaving in the deep mines for their Trow mas=
ters.

BAHL'AL THE WATEHEH ;
The first human necromancer, and one of the most villainous creatures to walk the face of
Myth. His insane desire to turn the world into a land of shambling dead las pitted him
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against the Avatara and the Cath Bruig for centuries.

BLIND STEPPES
Frozen wastetands north of Gower and the Trowlands.' Once home to the formidable Oghre.

CALLIEACH

An ancient race of sorcerers without equal inpower. They created magical devices that
could move mountains, destroy cities, and make them immortal. They were all but extermi-
nated by the Trow. Their final strike created the Great Devoid.

CATH BRUIG

A name applied to the mightiest human civilization in the history of the world, and toits
peoples. Formed by the great Emperor Clovis at the dawn of the Age of Reason, it has stood
as a symbol of human knowledge and resourcefulness for thousands of years. Although the
many cities of the Empire thationce spread across the world have been destroyed by the
Myrkridia, the great city of Liancarfan still remains as a shining beacon of hope for its peo-
ples.

CLOUDSPINE, THE

A jagged mountain range spanning the continent, rinning north fosouth across its center. It
makes an almost impassable bartier hetween the Province and the Cath Bruig Empire.
There are only three passes over the Cloudspine — Bagrada, Seven Gates, and the
Nornpass. Because of the towering heights of the mountain rangl, even these passes can
only be used during lhe summer months.

CONNACHT THE WOLF

"Born in Gower, his family was slaughtered by the Myrkridia. Living in the wildlands, he

learned how to hunt and kill the Myrkridia. Armed with this knowledge and fired with
hate, he led his people against the Myrkridian horde.

DAMAS

, Captain of the Heron Guard and Champion to Elhpernr Leitrim.

DIRE MARSH >
A massive swampland created long ago by the Trow's rampant deforestation, It is now the
home of the vile Myrkridia, who make their nests in the mish shrouded bogs.

DOWNS, THE

A fertile farmland stretching from the (:Iimtispme to Liancarfan, from the tip of Forest Heart
to the Twelve Duns. Literally thousands of small villages and farms make their lives in this
idyllic grasslands and forests. They are protected by the forces of Liancarfan‘and are offi-

cially a part of the Cath Bruig empire.

EMPEROR LEITRIM

The ruling Emperor of the Cath Bruig. He is a wise and worldly man'who truly desires the
best for his people. Although aging, his sword hand is as strong as ever.

FOREST HEART : y
An ancient forest of colossal trees and secrets. Within its towering arbors, civilizations
from the heginning of time have prospered and crumbled within its towering arbors, It has
lieen home to the mighty Forest Giants for millennia.




FORGOTTEN, THE

A lost civilization of cannibals who gave their souls to the Dark Gods so that they may contin-
ue thejr savagery for eternity.

GHOL

A bestial race of scavengers, these primitive creatures dwell in the hostile badlands near the-
Dwarven kingdoms. Their priests are the only being known to remember thie names of the
Dark Gods, whom they worship with bloody sacrifices. The Ghal and the Dwarves have been
at war since recorded history. :

GHOL BADLANDS

The vast and lifeless desert that lay to the 'snuth-'éaﬂ of the known world, near the Dwarven
kingdoms.

GOWER :

A human territory nestled within harsh lands. The clansmen of Gower brave the humid sum-
mers and the freezing winters, holding off the Myrkridia from the Dire Marsh and the Ghals
from the south. It is a inhospitable environment, but it has served to toughen.the spirit and
resolve of its peaples.

GREAT DEVOID, THE i

A great tear in'the fabric of reality left behind by the deathblow of the Callieach. Its depths
have no end. y

HERON GUARD : : :

The Royal Heron Guard of the Cath Bruig are the elite soldiers of the empire. Wielding duel
blades and wearing the finest of armor, they are warriors without equal. Armed with the heal-
ing knowledge from the Avatara, they use their magically imbued healing roots to mend even
the most grievous wounds.

LLANCARFAN :

In the Age of Reason, the great city of Llancarfan stood at the heart of the Cath Bruig Empire,
symholizing freedom, wealth, and prosperity. After a millennia of strife caused by the
Myrkridian horrors, Liancarfan is all that remains of the splendor of that long ago age. Thecity
is surrounded by massive walls and vigilantly guarded against any'who would seek to enter
without permission. The people of Liancarfan trade with the nearby barbarous human trihes,
the cities of the Province, and with the Dwarven cities of Myrgard and Stoneheim, A watchful
eye is kept over the farmlands of the Downs, as itis the mighty city's nieans.of food,

LYCHE
Sorceresses put to death during the Great Cleansing, and resurrected by the Watcher. They
desire only to take the breath from the living.

MJARIN

Imperial advisor to the Emperor and the High-Master of the Warlocks of Scholomance. This
shadowy figure holds bath the ear of the Emperor and command over the Warlocks. He has
proven to be a valuahle asset to the throne, predicting the future with great clarity. But, many
wonder if his desire is truly to aid the Empire, and not for more sinister desigos...

MOAGIM




The Leveler who broight forth e Myrkridia and ushered in the Wind Age. His name is-
synonymaous with evil. It is rumored that this long dead fiend has returned from the grave to
destroy the world once again. ¢

MYRDRED ik 2
An initiate of the Avatara. While not adept with weapons, he is capable of weaving great.
spells, the likes of which even the highest-ranking of the order can but imagine.

The strongest of the two Dwarven kingdoms. _Home to-the great Forge of Myrgard, and th;
Smiths of Muithemne. lts mighty gates have been under attack by the Ghéls of the
* Badlands for genierations. i ;

MYRKRIDIA e : : - Bk
A'race from a realm of nightmares, brought into this world by Moagim, they singularly bring
* the downfall:of human civilization. These beasts have hunted humanity to near extinction,

~ and destroyed much of its knowledge of the past. No city has ever stood against a
Myrkirian attack and survived. : ’ /

MYRMIDON ; -

The Myrmidon of the Twelve Duns are the protectors of their people: Long ago, a shrineto
an ancient god was discovered. The serolls within wrote of the ways of battle; the likes of
which none had seen before. Those warriors that were trained in techniques of this

ancient fighting style became swift'and deadly opponents. -Even Myrkridia could be held at:
bay with the fury of their savage attacks. These warriors became known as Myrmidon.

NORNPASS < .

The northernmost pass through the Cloudspine, long ago named by human expli_:rers.

m Sl 3 el >
The goddess who created the Trow before the creation of this world. She'is devoutly wor-
shiped by her children. : : £k

OGHRE . g . Y

Once a powerful and war-like race dwelling in the Blind Steppes, theirinsults to the Trow
caused the stone giants to crush their race and enslave them to their bidding. The Oghre
have heen slaves to the Trow for a great number of centuries,

PROVINCE, THE

‘Lands to the west of the Cloudspine. Thefew human city-states that have appeared are

- allies of the Cath Bruig empire. The firBolg live in the dense nerth-eastern forest they call
the “Ermine”. Many Skrael still live in the northern swamps of the Deep Mire, eking out a
living long after the destruction of their ancient kingdom.

RAVANNA ; ;

‘A myrmidon warrior and daughter of the Twelve Duns.. She is an accomplished warrior of
proud spirit and noble heart. She desires nothing more than the destruction of Moagim, the
murderer of her clansmen.. : ” : .

RHI'ANON




The first mty of the me this is the capnal and center of their empire.: Theu hlstory states that

this colossal iron city was founded on the spot that their god Nyx had first ﬁmght them the

secrets of Iron‘working. Althouigh no human has ever seen past the massive iron walls, it is

A rumored that the Trow’s most precmus artifact lies enshrmed in a temple in tha very heart of the
ety g

“ROD OF THE I:AI.I.IEAEH

An mt:fm of immense pnwar. capable of ramlerlng its. mnmer impervious to damage.

SMITHS OF HUIHTI'IEIINE ; : 2

Dwarven inventors, architects, and sngmﬁars fmm ngani who hald the knnwledge of form-
. ing complex magical artifacts and machines. They have set up their forge in the main forum of
Llancarfan; doing a great deal of business there.- Led by their Fnrgamaster Travul tim Smiths -

* have been pmperous for.many vaars

 SOULLESS : £ :
These undead are harhmgers of: corruption. 11|e|r martals snuls stolen by the hlm:lmst sor-' .
ceries, their semi-corporeal remains drift across the battiefield; leaving pestilence in their
wake Soulless use barbeid iavelms coalad wnth ihe toxic substance that i is, .created by meu
puisnmng of foliage. ! ) : ! A

. SPIDERCULT :
A group of insidi ious Imman cultists who worsh:p thelr Spldar-[,‘od Svrlm:sll

Sister city to Myrgard‘ and home to many Dwarves.

STYGIAN KNIGHTS

Suits of armor animated by the souls of Ihn dead. The splrrbs mhahltmg the armor were once -
the faithful sarvams of their necromantic master. Now, thev prom:l their lords long after their
own llaaﬂ:s

Built by the Callieach, this device iucused the rays of then sun into 8 t:nlumnof pnre wlnte fira,
l:apallle of utterly lncinaﬂmng cltlss and mountains allke

SYRKROSH - i
A creature from another world, strkrush is the uoddess of the Spldar Bnlt.

A device created by the Callieach. It appears as/an omate hox. bt when activated, it can -

sweep away those unlucky ennugh to bie caught within its effect, and i imprison tham inside it
for all time. ; |

THALOR .
The most powerful of all Mvrkridmn Pack—Mag&s Thalor has leamed to dsfy death with an
amiaet of his own erea!mn The Eye of Thalor.

: THEDEEP

Once the Trow city of Si' anwon, destroyed by the Callieach.. It was'a storehouse ni nnclem
knnwladga ‘that Trow had amassed over time and cnnqnests Within the scope of a day, ithad




collapsed intoa great_chash u(dﬁt_:li was tﬁqn ﬂundsd by the cold northern waters.

THRALL ; =

Animated corpses armed with mukaslnft armor and massive axes. Makmg upthe vast
proportion of the armies of the Dark, they make up for their slow and lumbering movement
with incredible toughness. : ;

TRAVAL .
The Forgemaster to the Smiths of Muirthemne.

TROW ; ’
A titanic race of stone beings who existed before the world was made. They worship
their God vi by fnrglng massive Iampfes out of sulnl iron for her glory.

'I'WEL\IE DUHS THE

The barbaric tribes of nomadic peoples of the northern Glnudspina, they are flan:a war-
riors who worship ﬁla deeds of their ancestors.

WARLOCKS OF SGI'IOI.IJMAHCE

Originally members of the Avatara, the warlock order was bom from a s::hlsrn haMean )
powerful mages. Founded by Moytirra, a sorceress of incredibile dark powers, the war--
locks creed is “power at any cost”. Rumors ahound of the unspeakable rituals they per- .
form and the sinister intelligences they learn from. Still, head of their Order, Mjarin, has
risen to power within the Cath Briiig empire, becoming the Imperial Advisor to the throne.
Allhnugh looked on with fear, the Warlock’s presences are tolerated in Liancarfan due to
the aid they give the grmies. Yet every general knows: the Warlocks do not ﬁght for
Liancartan; they fight hecamw Miarin tells them to:

“WIGHTS ‘
Created by the necromancer Culwyeh, these pathetic undead creatures desire nothing but
to end their eternal torment. Stuffed with vile poisons -and viralent concoctions, they are

. suicide units who will axplude into a great putrescent clouds, capable of stunning all
nearby. b

WORLD KNOT

Magical pylons constructed in days long past. The magical energtes imbued into these
tocks allow anyone whohas the knowledge of their use to travel from one knot to another
in-an instant. -

The divinity who created the known world, His dream shaped the face of Myth, and even
inhis death, his world still exists. Itis said that the Runestones contain fragments of the
Wyrd, and that through careful study, the powers of Dream-magic can be learned.

YURSGRAD

The largest township in Gower. Its vast fields are one of the few sources for food in the
territory.
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Limited Software Warranty and License Agreement

This LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT {this "Agreement”), including the Limited Warranty
and other special provisions, is a legal ag b You (gither an individual or an entity) and Take-Two
Interactive, Inc., (the “Owner”) regarding this software product and the materials contained therein and related thereto,
Your act of installing and/or otherwise using the software constitutes Your agreement to ba ‘ound by the terms of this
Agreament. If You do not agree to the terms of this Ag pily return the softv kaging and the accom-
panying materials (including any I ials and pack ) to the place You obtained
them, along with your receipt, for a full refund.

other written

Grant of Limited Non-Exclusive License. This Agreement permits Yau to use one (1) copy of the software program(s) (the
"SOFTWARE" i ded in this package for your p I use on a single home or portable computer. The SOFTWARE is
in "use" on a computer when it is loaded into temporary memory {i.e., RAM) or installed into the permanent mamory
{e.g., hard disk, CD-ROM, or other storage device) of that comy |[ation on a k server is strictly prohihit-
ed, except under a special and sey I license iied from Owmer; this Agreement shall not serve as such
y special k license. | ion on a8 k server constitutes "use” that must comply with the terms
of this Agreement. This license is niot a sale of the original SOFTWARE or any copy thereof.

I | Propesty O hip. Dwner retains all right, title and interest to this SOFTWARE and the accompanying s
manualis), packaging and other written materials (collactively, the “ACCOMPANYING MATERIALS"), including, but not e
limited o, all copyrights; trademarks, trade secrets, trade names, proprietary rights. patents, titles, computer codes, ey,
antliovisual effects, themes, characters, character names, stories, dialog, settings, artwork, sounds effects, musical
warks, and moral rights. The SOFTWARE and ACCOMPANYING MATERIALS are protected by United States copyright
law and applicable copyright laws and treaties throughout the World. All rights are reserved. The SOFTWARE and
ACCOMPANYING MATERIALS may not be copied or reproduced in any manner or madium, in whole or in part, without
Frinrwrinen consent from Owner, Any persans copying or reproducing all or any portion of the SOFTWARE or ACCOM-

ANYING MATERIALS, in any manuer or medium, will be willfully violating the copyright laws and may be subject to
civil or criminal penalties.

SOFTWARE Backup orArchiving. After You install the SOFTWARE into the p memory of a P You may
keep and use the original disk(s) and/or CD-ROM (the "Storage Media") only for backup o archival purposes
Restrictions. Other than as provided specifically in this Ag , You are not permitted to copy or otherwise repro-

duce e SOFTWARE or ACCOMPANYING MATERIALS; modify or prepare derivalive copies based on the SOFTWARE or
ACCOMPANYING MATERIALS; distribute copies of the SOFTWARE or ACCOMPANYING MATERIALS hy sale or other
tranisfer of ownership; rent, lease, or lend the SOFTWARE or ACCOMPANYING MATERIALS; or to display the SOFT-
WARE or ACCOMPANYING MATERIALS publicly. You are expressly prohibited from transmitling the SOFTWARE or
ACCOMPANYING MATERIALS elcctronically or otharwise over the Internet or through any nther media or to any other
party. You are expressly prohibited fram selling or using any | or ather po of the game for any pur-
ose. You are expressly prohibited from selling or otherwise profiting from any levels, add-on packs, sequels or ather
Htems bused upon or related to the SOFTWARE and ACCOMPANYING MATERIALS or created by whilization of the
SOFTWARE's level editor. If you create levels. add-on packs, sequels oy other items 1o the Soltware using the

SOFTWARE's level editor, including the ion of new levels (coll 1y, the "Modifications”), you are subject
to the following restrictions: (i) the SOFTWARE's level editor and iated develog tools and di i
(caliectively "SDK") are idered from the SOFTWARE in the sense that they are not guaranteed or support-

ed by the DWNER. However, Croteam, Ltd. [*Croteam”) retains all copyrights and intellectunl rights to the SDK, as statedl
in this license. {ii) your Modifications must require a full, registered copy of the Software to rum; (iii) you may nat dis-
wibute 8 Modification that contains an executalile file which has been changed or modified in any way; (iv) your
Modifications must not contain any libelous, defamatory or ather illegal ial, fal that is dalous or
invades the rights of privacy or publicity of any third party, or contain any trad k pyright-pi d work or 7 i
other property of third parties; (v) your Madifications must he distributed solely for free. Neithier you nor any other per-
son or party may sell them to anyone, commercially exploit them in any way, or charge anyone for using them without a
license from the DWNER. OWNER tal distribution of quality Modifications. If you desire to

. commercially distribute your Modifications, please contact OWNER at the address helow for the terms and conditions
under which the Modifications may be commercially distributed; (vi) your Modifications shall not be supported by the
OWNER. The prohibitions and restrictions in this Section apply to anyone in possession of the Software or any of your
Modifications, YOU ARE NOT PERMITTED TO REVERSE ENGINEER, DECOMPILE OR DISASSEMBLE THE SOFTWARE IN
ANY WAY. Any copying of the SOFTWARE or ACCOMPANYING MATERIALS not specifically allowed in this Agreement
is a violation of this Agreement. Limited Warranty and Warranty Disclaimers.

LIMITED WARRANTY. Dwner warrants that the original Storage Media halding the SOFTWARE is free from delects in
materials and workmanship under normal use and service for a period of nincty (90) days from the date of purchiase as
evitlenced by Your receipt. If for any reasan You find defects in the Storage Media, or if you are unable 1o install the
SOFTWARE on your home or portable computer, You may retum the SOFTWARE and all ACCOMPANYING MATERIALS
to the place You ohtained it for a full refund, This limited warranty does not apply if You have damaged the SOFTWARE
by accident or abuse: CUSTOMER'S REMEDY. Your exclusive remedies, and the entire liability of Owner, shall be (i}
replacement of any original Starage Media with the SOFTWARE or {ii) full refund of the price paid for this SOFTWARE.
By \}pening the sealed software packaging, installing andfor otherwise using the SOFTWARE or ACCOMPANYING
MATERIALS, you hereby ayree 1o waive any and all other remedies you may have at law or in equity. Any such reme-
dies you may not waive as a matter of public policy, you hereby assign, or shall assign as they become available, over i
1o Owner. WARRANTY DISCLAIMERS. EXCEPT FOR THE EXPRESS LIMITED WARRMIIIV SET FORTH ABOVE, DWNER
MANKES NO WARRANTIES, EXPRESS OR IMPLIED, ORAL OR WRITTEN, CONCERNING THE PRODUCTS OR ANY COMPO-
NENT PART THEREQF. ANY IMPLIED WARRANTIES THAT MAY BE IMPOSED BY APPLICABLE LAW ARE LIMITED IN ALL
RESPECTS TO THE FULLEST EXTENT ALLOWED AND TO THE DURATION OF THE LIMITED WARRANTY. OWNER DOES:
NOT REPRESENT, WARRANT DR GUARANTEE THE QUALITY OR THE PERFORMANCE OF THE SOFTWARE OR ACCOMPA-
NYING MATERIALS OTHER THAN AS SET FORTH IN THE ABOVE LIMITED WARRANTY. OWNER ALSO DOES NOT REPRE-
SENT, WARRANT OR GUARANTEE THAT THE SOFTWARE OR ACCOMPANYING MATERIALS' CAPABILITIES WILL MEET
YOUR NEEDS DR THAT THE SOFTWARE WILL CONTINUOUSLY OPERATE. BE ERROR FREE, OR THAT PROBLEMS WILL
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BE CORRECTED. OWNER DOES NOT REPRESENT THAT THE SOFTWARE WILL OPERATE IN A MULTI-USER ENVIRON-
MENT. N0 ORAL OR WRITTENNFORMATION OR ADVICE GIVEN BY DWNER, ITS DEALERS, DISTRIBUTORS, DIREC-
TORS, OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS. DR AAFFILIATES SHALL CREATE ANY OTHER WARRANTY OR
EXTEND OR EXPAND THE SCOPE OF THIS WARRANTY, YOU MAY NOT RELY ON ANY SUCH INFORMATION OR ADVICE.

This Agresment may e modified only by a written instroment specifying the medification and executed by both parties.

In the event that any pravision of this Agreement shall be held to be unenforoeable, such provision shall be anforced to

the greatest 1q:ls'siiale extent, with the ather provisions of this Agreement to remain-in full force. and sffect Entira

Ag lis Agreer presents the entire ag ] the parties, and supersedes any oral or written

caommunications, proposals or [prior agreements hetween tha parties or any dealers, distribwtors, agents or am loyees.

U:S. Government Restricted Rights. The SOFTWARE and the ACCOMPANYING MATERIALS is provided with RESTRICT-
n 48 c.m_ﬁszz_z?-?ms_;_. This provision only applies if the U.SE. Governmant or any,of its antities

ALS exclusively with private fuiids. Additionally, information contained in this SOFTWARE and the ACCOMPANYING
MATERIALS is-a trade secret of Dwner for all pilrposes of the Freedom of Inf tan Act.or otherwise. Furth
this SOFTWARE is " ial comp f subject to Timited use as sat forth in any contraot tht may be
entered info between the seller and the guvernmental entity, Dwner owps, in all respecs, o propriefary inf i
and proprietary data found in the SOFTWARE and the ACCOMPANYING MATERIALS: U.S. DEPARTMENT OF DEFENSE
PERSONNEL. Owner anly sells this SOFTWARE and the ACCOMPANYING MATERIALS with "Restrictad Rights™ as
defined in DFARS 52.227-7013 (also Tound at 48 C.F.R. §252.227-7013). Any U.S. Government use, duplication, or discla-
sure is subiject to the restrictions: including, but not limited to those found in the Rights in Technolbgical Data clause at
DFARS 52.227-7013 (48 C.F.B. §252.227-7013] that may be amended from Tima to time. NON-DEPARTMENT OF DEFENSE
PERSONNEL Diher governmental persannel ars an notice through this Agreemant that any use of this SOFTWARE and
the ACCOMPANYING MATERIALS is subject to similar limitations a5 those stated above, including but not Jimited to,
those stated in Commercial C SOFTWARE - Restri Rights found in 48 C.F.R, §52.227-19, that may also be
amented froii time: to time. Manuf: is Owner at the | listed below. U.S. Export Laws Prohibitions, By
opening the sealed software packaging and/or installing or otherwise using the SOFTWARE and ACCOMPANYING
MATERIALS, You also agree and confirm that the SOFTWARE or ACCOMPANYING MATERIALS and any of the 2
SOFTWARE's direct praducts are not being and will not be transported, poried or re-exy (direetly or ind ¥
through the Internet or otherwise) into (or taa national or.resid off} any country forbi 10 receive such SOFT-
WARE or ACCOMPANYING MATERIALS by any U.S, export laws or L lations o btherwise violate
such laws of regulations, that miy be amended from time to time. You also agrga»ani canfirm that the SOFTWARE and
ACCOMPANYING MATERIALS will not be used for any purpose that may be restrictad by the same laws and regula. :
tions, Termination, Tlils Agree is valid umil nated, This Agri ceases automatically (without any form of
notice) if You da not comply with any Agreement provision, You can also end this Agresment by destroying the SOFT-
WARE and ACCOMPANYING MATERIALS and all copies and m;mdnmiuns of the SOFTWARE and ACCOMPANYING
ERIALS and deleting and pemmanently purging the SOFTWARE from any elient server. or computer ont which it has
been ipstalled. Program Transfer, You may permanently transfer all.of your rights under this Agreemant, provided that
the recipient agraes to all of the terms of this Agreement, and You agree to transfer all ACCOMPANYING MATERIALS
and related documants and uum%nnaua and remove the SOFTWARE from Your computer prior. Transfarring the SOFT-
WARE automatically terminates Your license under this Agreement. Equitable Remedies You hereby agree that if the . .
terms of this Agreement are nnt specifically enforced, Owner will b ir damaged, and therefore you agree
that Owiner shall be entitled, without bond, other . proof of damages, to i dies with
respectany of this Agreement, in addition to any other available remedies. Owner I You have any questions
regarding this Ag ent, the enclosed Is, or otherwise, please ict in writing:

Take-Two Interactive, Inc
575 Broadway Third Floor
New York, NY 10012

Attn: Customer Service

Gathering of Developers and godgames are trademarks of Take-Two Interactive, Iiic. Copyright (c) 2001 Take-
Twa Interactive, Inc. All Rights Reserved, Mumbo Jumbo and the Mumbo, Jumbo logo are trademarks of
Mumbo Jumbo, Ltd. Myth Il The Woll Age and the Myth 1l - The Walf Age logo are trademarks of Mumbo

Jumbo, Ltd. All Rights Reserved, Microsoft anid Windows 95, Windows 98, Windows 2000, Windows ME, and
Windows NT are registered trademarks of Microsoft ion. All other trademarks and trade names are
properties of their i ers. LS. Gove Restricted Rights.

Manufactured in the U.S.A,
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