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INTRODUCTION:
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Draw your weapons and raise thy spells!  Welcome to the new and exciting Dungeons & Dragons RPG!  This is the latest and the largest leap in advancement of technology and triggering.  Using knowledge learnt from past experience, many the skills and ideas have been poured here.  Face adventure, majestic lands, dark plots, through the lands of the magical kingdom, Antigical.  

But first, read on, and enjoy!

Zharu’Kahn,

 Level 38, Sorceror

Here are but some of the many features:
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A unique and new buying system!

· Over 15 items and skills available for sale!

· 8 special detailed and unique characters!

· 5 realms to choose from, each with their own quests, to ensure fun and uniqueness!

· 30+ special abilities and spells available!

· New Spell Memorization system!
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25 important upgrades!

· And much more!

CHARACTER CLASSES:

Warrior:

10 hp / level

2 + 2 damage

2 ac

A warrior is a fighter who lives or dies with his skills of the blade.  They are the strongest available characters, and are found at the front of the battle lines, contesting with other enemies while protecting the weaker members of the party.

1.Rally: 100% Shields for 50 seconds.

2.Enrage: Enables you to shake off deadly wounds that would normally be mortal.  You will be able to charge into the fray and stay alive.  But note that once the rage has left, you will be very vulnerable, dropped to 10% hp.

Ranger:

10 hp / level

1 + 1 damage

2 ac

Guardians of the forest, guides for the lost, these honourable men are strong and hardy.  They too are fighters, but specialize with the bow and nature.

1.Fire Arrows: Allows you to use long range, area damage, fire arrows for a short period of time.

2.Summon Wolves: This summons two wolves to aid the ranger, lasting until the ranger rests.

3.Summon Greater Animals: This summons two very powerful giant trolls to aid the ranger, lasting until the ranger rests.

Paladin:

10 hp / level

2 + 2 damage

2 ac

A warrior of not only arms, but of faith also, these courageous heroes are quick to strike at the heart of evil.  They are the deadly mix of clerics and warriors.

1.Rally: 100% Shields for 50 seconds

2.Heal: Will be able to heal around ten hit points for most party members.  This ability will not heal Paladins, Clerics, or Druids.

Thief:

7 hp / level

1 + 1 damage

3 ac

Trained at the trade in shadows, thieves have a greater dexterity than most, but aren’t that good a melee combat.  They can hide themselves for a short period, in times of trouble.

1.Stealing: Steal 25 gold from any nearby neutral person.

2.Fast Hide: Be able to immediately hide.

Druid:

7 hp / level

2 + 1 damage

2 ac

Keepers of the balance, and the ambassadors of nature, these druids command the power of the elements.  They are skilled fighters, and have the teachings of magic.

1.Heal: Will be able to heal around ten hit points for most party members.  This ability will not heal Paladins, Clerics, or Druids.

2.Summon Wolves: Like the ranger ability, this one summons two wolves to aid the druid, and will remain until the druid rests.

3.Summon Greater Animals: Like the ranger ability, this one summons two powerful giant trolls to aid the druid, and will remain until the druid rests.

4.Storm: An area-damaging spell, summoning the lightning and elements to protect.  It will last until all enemies have left the area of the druid.

5.Nature’s Gift: Using the surrounding energies, the tides, the winds, and the sun, a druid can form a protective cloak of magic around them, providing safety for a 100 seconds.

Cleric:

8 hp / level

2 + 1 damage

2 ac

The followers of Lanthana, these holy men have pledged to spread word of their faith, protect the weak, and destroy all evil.  Trained at combat against darkness, and learned with prayer magic, these men are not to be mistaken as prey.

1.Heal: Will be able to heal around ten hit points for most party members.  This ability will not heal Paladins, Clerics, or Druids.

2.Greater Heal: This spell is the same as Heal, but will heal around twenty hit points.

3.God’s Call: Like the level 5 mage spell, Life Drain, this spell will drain the life of all nearby enemies, and grant it to the cleric.  A very, very powerful spell indeed, it is still in the realms of death.  This means that all true followers of darkness and death can prevent this spell from working.

4.Storm: An area-damaging spell, summoning the rage of the gods to unleash.  It will last until all enemies have left the area of the mage.

Mage:

4 hp / level

1 + 1 damage

4 ac
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Known as legends, either hated or respected, mages are powerful beings able to channel magic into destructive forms.  They can cast a range of spells, some defensive, and most offensive.  They can only cast a limited amount, but when they rest, they can recast their spells.  But beware, for they are weak at combat, and have little chance of surviving without their spells.  They do have high magical armour though.  Early on, these characters will require much skill to keep alive, compared to the other classes, but later, they are deadly.

LEVEL 1 SPELLS:

1.Magic Missile: Creates 5 bolts of energy, each doing 4 damage.  The explosions can injure the mage, and this spell will not work against the simple-minded Kobolds.  An important low-level spell, mainly for crowd control.

2.Reflected Image: Creates one image of your mage at 50% hp.  It will remain until it is destroyed or when it’s moderate duration ends.  Use it to help confuse enemies, and deflect damage.

3.Summon Wolf: Summons a single wolf to aid in combat.  It must remain near the caster at all times.  It will die when the caster rests.  This spell is very powerful, and will give low-level characters an edge.

LEVEL 2 SPELLS:

1.Mirror Image: The same as reflected image, but creates 8 images at 100% hp.

2.Shield: Generates a field of magic, to protect the caster from damage.  This spell is very important for a mage, for it will double the hit points of the mage for 100 seconds.

LEVEL 3 SPELLS:

1.Fire Arrows: Allows you to use 20 points of area damage, long range, fire arrows, for a short period of time.

2.Hold Person: Creates a globe of energy, which can be directed to cast Hold Person, preventing certain enemies from attacking for a short period of time.

3.Portal: Allows the caster, and all nearby allies, to return to the region of their origin.

LEVEL 4 SPELLS:

1.Delayed Fireball: Creates a fireball that can be directed by the caster.  It must not leave the presence of the caster though.  It does 50 points of area damage.

2.Confuse: Will confuse all nearby enemies, making their actions unstable and unpredictable.  This spell is very helpful, giving you time to cast other spells.  Note that the duration is very short.

LEVEL 5 SPELLS:

1.Summon Allies: Not to be mistaken with the ranger and druid abilities, this powerful spell allows the caster to summon 2 giant trolls and 3 vampire wolves to aid him in combat.  A truly powerful spell indeed!

2.Life Drain: This spell will drain all enemies; whether they are simple wolves or deadly trolls, great warriors or lowly thieves, and grant the caster full hit points.  Note that this spell will not work in the presence of true followers of darkness and death.  Use it wisely, and in times of trouble.

Bard:

6 hp / level

2 + 2 damage

3 ac

Troubadours, musicians, and the mix of magician and fighters, bards are an interesting group.  Not quite having the strength to outfight warriors, nor the amount of spells to outcast mages.  But with both mixes of skills, they are truly deadly.  They even have minor magical defensives.  Note that they can only cast up to level three spells.
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1.Harp: When a bard is at a tavern, he can play upon his harp, and be paid 25 gold.

2.Level 1, Level 2, and Level 3 MAGE spells.

3.Note that Bards cannot summon wolves, as that ability is replaced by Harp.

IMPORTANT NOTES / HELP:

· Player 1 must always be present in the game, make sure that player is either you or someone you know that won’t quit quickly.

· When you start, all other characters must choose their class and bonus, before player 1 can choose the starting realm.

· You should have a good well-mixed party, for maximum fun.  For example, a good mix would be a warrior, mage, ranger, and druid.  Find the best group to suit you and your allies.

· Use teamwork.  For example, when you know you are going somewhere dangerous, give the mage of your party money for the Portal spell, so your group can make a quick exit.

· There is a money exchange area on the left and on the right of the map.  Use those areas to exchange money, by stepping on the beacon of the player who you wish to transfer money to.  Each time you step on, you’ll give 100 gold to that player.

· Some regions are more suitable than others.  After the first game, use your innate experience to choose the best realm for yourself and your group.

· Each region has its own set of quests.  These quests don’t have to be completed, but it will help greatly.

· Once you begin the main quests, by going on the northern isle, you will not be able to continue the mini-quests.  Be sure you wish to continue the plot.

· All summoned creatures or aid will be dispelled when you rest.

SPELL CASTING & BUYING:
To cast spells, you must use the ‘spell book’ at the top middle of the map.  It looks like a giant box, rectangle, or L shape on the mini-map.

Find the ones with your colour.  There are twelve beacons, and the ones with your colour are learned.  They are divided into five areas, for each level.  Near the centre of each level is an egg, which provides information if you move near it.  Moving the probe onto the beacon casts the spells.

If you don’t have any probes, you must either gain more level ups, or rest.  All classes gain more spells/abilities as they can cast them, as the level up.  There is an exception for mages, bards, clerics, and druids.  They need to buy the spells.

To buy spells, a mage has to find a library and buy them there.  A cleric needs to find a temple, and a druid must go to a grove.  The spells will cycle around endlessly.

HISTORY:

Antigical-
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Antigical was a beautiful realm, once a home and base for the orcs.  In the year 320, three weary and damaged transport ships appeared on the horizon.  They were the first humans, escaping from some unknown disaster or enemy.  One of the ships landed, while the other two remained anchored in the shallow water for safety.  The orcs, angry at this incursion, launched an attack, under the cover of darkness.  When morning came, the other two transport ships saw a horrific scene.  The sleeping people on the beach had been slaughtered, their throats cut.  Overwhelming odds had surrounded those who awoke.  But these humans had little supplies left, and had to land.  The two ships landed, and immediately set up a defensive position, with ditches and walls made of mud.  Again, the orcs attacked during the night, but this time, the humans were ready.  The orcs dashed themselves against the unfamiliar walls, and were daunted by the military discipline of the humans.

Necromantic Wars-

In the year 340, all the orc fortresses were overwhelmed, and the orcs forced to escape on their own ships.  Antigical was under human rule.  They built colonies all around the coastline, and explorers discovered a northern isle, smaller but easier to defend.

In 348, they completed a town and castle at the northern isle.  But more troubles soon arose.  From the main isle’s northern colony Juran, came a man who studied the arts of magic.  He was shrouded by darkness, and coveted power.  He learnt the powers of the dead, and raised his own army, demanding rulership of Antigical.  The valiant citizens were defiant, and led an allied host against him, and destroyed his town and all.  They cornered this necromancer within his tower, but his last desperate act was to raise a dark portal, straight to the Hells.

Shocked citizens fled, but one hero stood [image: image8.png]


firm.  Dalamar.  He too was a mage, but a wise one.  He spun his magic, and closed the portal.  But he was already too late, as a large host of demons passed through before the closing of the portal.  The demons left, ignoring the commands of the necromancer.

This necromancer realised that he was doomed, and tried one final curse, but on himself.  He cursed himself that if he died, another portal would open somewhere on Antigical at random.  The good mages surrounded him at his tower, and cast one final spell, to help counter his.  What that spell was, only those mages knew.  Some say they disintegrated the necromancer and his curse, some say they imprisoned him under the land forever.  Some even say that they wiped the necromancer’s mind, and turned him into a slave.  But when they came out, they were exhausted and weary.  No one spoke of this necromancer again.
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Soon, the realms prospered under the peace, and the colonies turned into towns.  Each realm was delegated to a lord, a brave hero who fought and led well during the necromantic wars.  All five of them voted on who would be Prince, the royal guardian of Antigical.  They voted on a honourable young man, who seemed to inspire the common citizens.  Thus, the kingdom of Antigical was created.

Heroes-

Talamar-


Lawful Good Mage

A mysterious mage who has lived for much time, this wise leader is the less loved champion of the necromantic wars.  He created the brotherhood of magic, taking in those with talent, giving them a safe place to gain experience to defend themselves.  He is loved by fellow mages, but still distrusted by ordinary citizens.  But all hold him in awe and respect nevertheless.

Molgarn –


Lawful Neutral Mage

A devote follower of Talamar, this mage has been under much stress all his life.  His brother was one of those who fell in the necromantic wars.  He has held zealous hatred against the necromancer, and all dark magic.  Sometimes he can become misguided in his rage.

Azalan'xalon-


Chaotic Evil Fighter/Mage

The dark necromancer who succumbed to the darkness, he was the one who begun the necromantic wars.  He once commanded demons and raised dead, and was the greatest foe of Antigical, forcing the realm to unite.  He was defeated by the brotherhood of magic, within his own tower, and none has seen him anymore.

Zharu’Kahn-


Neutral Good Sorceror

This is PGConqueror’s form in the world of Dungeons & Dragons.  He is a powerful sorceror who has actually formed several worlds.  He holds the highest position in the Guardians, a circle of high-level champions, and acts as an arbitrator.  He seldom makes an appearance, but has often carefully weaved the destinies of people to greater good and peace.

Tek’houst-


Chaotic Good Ranger

An adventurer who explores the lands of Antigical constantly, he is more then not often met with angry creatures as well as humans.  He doesn’t bother with hard work, but instead relies on his fortunes and skill to earn his living.  He is a ranger, but seems to enjoy the slaughter of ordinary creatures.

Lanthana-
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The religion held by most of the population of Antigical, it preaches of good deeds and valour, courage and forgiveness.  It came during a dark stormy night, where a group of monks huddled within a ruined building.  When they rested, their dreams were woven with the commands of a greater presence:  Lanthana.  There is rumour that one acolyte did actually hear the name Lanthander, and that it was a male god.  The others had already agreed that it was Lanthana, and a goddess, and they all dismissed that young acolyte’s ideas as foolishness.  Lately, it has also been heard that there is a new religion, one of greed, wealth, and power.  

Little is known about it, and it may just be nothing.

CREDITS:

Thanks to all those people who continue to visit my site.  Of course I need supporters before I am willing to work on a map.  I’ve worked long and hard, and have strived to achieve quality and fun.  Please do not in any way edit this map, unless you have my permission.  Not much else to say, except I better start my next project.

PGConqueror,

   27th October 2001

   www.Mapcraft.rr.nu
 Do not modify this map or the manual, 

unless the author of the works has given permission.

Copying or modification is not allowed.

The services provided are free, and if you place this

map on your own site, retain the original author and address.
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