Heroes V Manuel UK.gxd 12/04/06 17:43 Page 2 an

gETTINq STARSCD. 0. U | 4
Spstem Requifententsi g ... 8 B0 L 4
STAllamoni® ™ . o S 4

GAME SETUD.. - 5

SOOIy, MGERULCT. L., .. il o 5

profile and pifficulty Level.. 6

conditions may induce previous[y undetected epileptic symp'édfns even in ;
persons who have no history of prior seizures or epilepsy. If you, or anyone
in your family, have an epileptic: condltlon, consult your physician prior to

playing. If you experience any of the fo[[owmg symptoms while playing a ; i
video or computer game - dizziness, alcered vision, eye or muscle twitches, ; smgle player.. Sl o AL N CRA RE  L 7
loss of awareness, disorientation, any involuntary movement, or pLAYINg THE QAME .......... AR 8
| convu[swns IMMEDIATELY discontinue use and consult your physician R 38
: before resuming play. QUSLE: GO IGETOLSTL, bl A s e st R R A R .
e TR RN SRR il s AR 8
MISSRGL OANTEGIIVEE. &Ll 8 e 0 Gt e 30 9
The PEGI age rating syste: Ahven Trel CREC R LR 9

o eetala o1 ¢ I RGBSR 115 16

Les catégories

de tranche d'age: o g [ s pog s B e pog s (1w pact s (] oo g RS

Note: There are some local variations!
Note: Il peut y avoir quelques variations en fonction du paysl

! BAD LANGUAGE DISCRIMINATION f DRUGS
MRS 3 Eu FAILIARITE | " o
‘Content Descriptors: DE LANGAGE |

umscmmmu A
| Description du y FEAR ) SEXUAL CONTENT
it R ) ﬁu PEUR %E ){:&r{rmu '




Heroes V Manuel UK.gxd 12/04/06 17:43 Page 4 an

y GH: recommended)
RAM: s12 MB
ideo Card: 64 MB DrrectX 9.0- compatlb[e video card
128 MB recommended) (see supported list”] )
- Sound Card: DirectX 9.0-compatible sound card fs
" DirectX Version: DirectX 9.oc or higher (included on disc)
DVD-ROM: 4x DVD-ROM .
Hard Drive Space: 2 GB free i
Peripherals S‘ypported Windows- compatlb[e mouse and keyboard e

MQIln Menu
After the game intro, E’he main menu
screen will appear. Here, you can select
one of the following options:

Bt smgle player &
JThls option opens the single player game
. menu, where you can start a scenario

- Multiplayer: Internet connection A ..  campaign or select an individual mission. Here. you can also choose or change
“Supported Video Cards at Time of Release . your player’s profile. See Page 7 for more details on single player games.
 NVIDIA® GeForce™ 3/4/FX/6 families (GeForce 4 N\X NOT supported] ; :
 ATI® Radeon® 8500/9000/X families Matrox Parhelia™ _ MU]TIPIQIfef
Laptop versions of these cards may work but are NOT supported. This option opens the multiplayer game menu, where you can select one of
' These chipsets are the only ones that will run this game. Additional H the following modes: playing with several opponents sharing the same PC

| -_._.(Hot Seat), playing with partners on a local area network (LAN) or via

chipsets may be supported after release. For an up-to-date list of supported 4
_ M‘g_met See more details on this in the Multiplayer Page 32.

. chipsets, please visit the FAQ for this game on our support website at:
~ http://support.ubi.com

' pnons
ln the Options menu, you can change graphics and sound settings to
! better suit your own conﬁguratlon You can also change several game
"ettmgs Check the appendix section for more details.

1nstallation :

~installing Heroes of might and Magice v

Insert the game d15c into your VD/ CD Drive. If you have enal {tg{ th A
i :
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optlons menu.

[h : save game panel will appear. You can
ccept the saved game default name, edit
it the appropriate field (1), or overwrite an
' existing saved game. To do this, simply
select one of the saved games in the list showing the existing ones (2).

Once you are, done save your game.

You can also Quick Save and Quick Loz;xd with Fs and F8. In this case, don t

enter the save/[oad screen and the name is always “Quick Save”

LoAD cAmE

To load a saved game, select it from the
~ saved games list on the left (1. You can

check the details of the selected saved

game on the right panel (2). After having

selected the game, you can either load (3)

or delete (4] it from your computer.

. profile and

~ pifficulty Level

. Once you have selected single or
multiplayer, you can create or select a
profile identifying you throughout the
entire game. You can create as many

—

Wk custom game names, winning conditions,

the campaign , [oac{ your sw@d games,

launch a single scenario map or play a

multiplayer map against Al opponents.

campaign § algme
This option gives you access to the main sk
storyline. You can access all missions and :
sub-campaigns that have been completed
from this screen or start a new campaign from scratch.

. WAaArNING!
. BEFORE BEGINNING, CREATE A'NEW PROFILE WITH YOUR IN-GAME NAME.

custom game

Custom games are maps with a separate
storyline and are not interlinked. In
addition to the missions that have been
intentionally created for the single player
mode, you can also [oac[ mu[tip[ayer maps

controlled by the Al
Y On this screen, a list (1) describing the

number of players and size is displayed.
‘Select a custom game from the list. Check
the Include MP maps box (2] to display Multiplayer maps.

Under the list, a map description will appear, detai [mg the scenario
ssdc:ated with the selected custom game.

1ain | pnons for the se{ected ‘game using the optlons panel on the right(3 )
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c[urmg the missions, depending on events
and situations. You must complete all
primary objectives in order to complete a
mission. Each objective is described in a

J menu, accessed by pressing the Objective
- keyboard ShorTcuTs e button on the main interface of the
' Many actions in the game are linked to keyboard. shortcuts YOu can ' adventure map.
. check these shortcuts in the Appendlx section at the end of the manval.

Adventure ma

TOO]TIP S b G | i Your experience within the world of Heroes will begm on the adventure map.

During the g ame, a lot Of mformatlon W‘[[ be provided th"OUSh tOOIUPS AN - The events that occur there correspond to the game’s strategic level. This is
- and floating. icons. HCTC is a brief description of the main tooltips: i ' where the parties develop territories, gather resources, and interact with

« TutomiaL = _ ; . various objects, neutral units and each other. The adventure screen shows

The first campiign'inciudes a tutorial to help you learn how to play the A where the current mission’s events are taking place. You can see the terrain
~ game. lt is composed of pop-up messages and flashing icons. _ within your hero’s field of vision. The rest of the territories are covered by a

+ ADVENTURE MAP “fog of war” and are not shown on the map. Most maps also include an

' Throughout the game, tips appear as soon as you point the cursor at certam 5 underlground level, which you can access through specific buildings.

objects. : e

Each tooltip is made up of one or two windows. You can cycle through the
. windows by clicking on the right mouse button.
+ Ricut-Click
“In addition to the standard tooltips, you can ﬂght click on all interactive -
. elements i in the game to call a detailed description of the ob]ect #
BATTLE MAP

its bu1[dmg
schematu:s

., B /«y‘.&u
the ‘event ha, affected youy




Heroes V Manuel UK.gxd 12/04/06 17:43 Page 10 an

 the speed depends on the terrain’s accordance to the hero’s origins. lf a
terrain is “Foreign” to the hero, is takes longe to cross.

+ Current army: the hero’s speed depends on the speed of the slowest
creature in his armyi

calendar and Time

IN-GAME TIME

On the adventure map, one tum takes one day. When all your heroes
have achieved all their objectives or exhausted their movement. points, your
_tum is over. When all the players on the map have finished their turns, a
~new day begins. After seven days, a new week begins, and after four
weeks, a new month.

The current date can be seen through the tooltip attached to the End

Tum button on the adventure map screen. The day ends when you click

Came options: ca[[ the game options screen. From this scree,n you can T
“save and [oad games; change the game and hardware conﬁguratlon, exit

to the main menu or to the OS. B
Spellbook: open the current hero’s spe[[book to the page showmg
available adventu“re spe[[s b

the gr@\il:\jndg‘r hi_s'-current position.

et Travelhn'gr ) ~ on End of Tum.
~ Rourtes '
. To set your hero’s route, click on the desired destination or object with the ; When each week starts, the new creatures’ drill is completed in the town
left mouse button. If the hero can reach it, a coloured dotted line i 7 rldmgs, and they become available for enlistment. New creatures can
corresponding to the hero’s faction’s route will appear. Confirm your i ~~"i(f be hired from the dwellings on the map.
‘destination by clicking on the same spot again. I et ,'s i eek of ..

At the start of some weeks, the position of the heavenly bodies causes a
c[lckmg on the destmatlon : Vil ) gl il ilor event. As a resu[t, new umts of a creature type may mndomly

- You can tell the hero to move without choosing a route first by doub[e—

~ Some events may af‘fect your plotted path: -
« If the shortest route to the destination is blocked by an enemy Sbé.g
- will try to set anew route in order to avoid the threat
If the destination is out of the hero s range,
' Wl[[ Appear m grey : |
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<=

. nhke town bu1[dmgs, these dwe[[mgs dp ]
it is advisable to visit them at the

: growth of matching creat’hreé types in towns under the player’s control
i

(GARRISONS AND FORTS
Garrisons are ml[ltaryﬁ)m[dmgs guarding key passages on the map. You .
can leave one or more units to guard a garrison.
Forts let you drill and enlist basic-level creatures in exchange for gold.
The Hill Fort is a special building that allows upgradmg creatures instead
of hiring new ones.
OBSERVATION
f ‘seized, magical towers and cartographefs enab[e you to see the
surrounding terrain for miles around.

WEEKLY INCOME SOURCES :
These are various mills and gardens. They will offer the stock they have
accumulated within the week to the first hero to visit them.

: OTHER SOURCES OF INCOME
- there are several other ways to get resources.

= Town buildings: some town buildings can produce resources. You can

also use the Marketplace building in your town to trade resources. The } NEUTRAL DWELLINGS
more market places you own, the cheaper the rates are. . 2 {* Spme buildings belong to neutral creatures. They cannot be seized, but a
» Weekly resources: every week, buildings such as mills or mysterious e i T‘iﬁp can attack them, defeat the guards and take its contents or hire

f ltsmhabltants
I{Esronwc MAGICAL ENERGY
\ Qlc wells restore the hero’s magical energy.

gardens give resources to the first hero to visit them.
+ Unique resources: when exploring the adventure map, you will fmd
cchests and heaps of resources that you can p1ck 4p.i

:}.F’FFEMPORARY BONUS |
{0
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 the kingdom’s fmanma[ .
'\hero who ound it. ~ First of all, their attltude depends on your army’s strength if your forces
\ are inferior, you will niost likely be attacked. If they are more or less
]| equal, the neutral umt§ may be willing to join you for pay. If your
strength leaves no considerable chances for them to win, they will try to
flee, or offer to join you for free under special circumstances.
In the case of a flight attempt, you may pursue and fight the enemies for
extra experience, or let them go to avoid wasting time and troops. In this
" case, you will gain less experience. Once they have fled or have been
'g_{ffeated, the unit will disappear from the map.

EARCHING FOR THE TEARS OF ASHA
| The Tears of Asha is a major artefact
. that is needed to erect a special
bu1[dmg in one of your cities. In most
missions, this is not a requwement, but
it definitely Wes you a major.
_advantage in c.ompletmg your mission.
) Searchi_ng;' for the Tears of Asha
_includes revealing the puzzle map + The hero’s and the unit’s origins or race are the same.
~ which can be seen on the Mission + The hero already has creatures of the same type in his army.
'Objectives screen. A fragment of the map is revealed each time you visit : - The hero has Diplomacy. Diplomacy can also decrease the amount of
. a special obelisk. The fragment showing the exact [ocation of the Tears of money needed to convince them tojoin the hero’s forces
Asha is the last to be revealed. When you know (exactly or approximately) g The h 1t A j
gz A s . The hero specialises in this type of creature.
where the Tears of Asha is hidden, you may try to dig it out using the Uy

lf a neutral unit wants to join the hero, but the hero has no free slots for
" new tnits; the Army Selection screen will appear. On this screen,you
an“erther combine units of the same type or dismiss a unit. If a neutral
unit wants to join up for pay, the requested sum is deducted from the
ources, if the hero takes on at least one creature.

You can increase the probability for neutral units to join your army in
several ways:

il ‘Dig button in the Controls Field.
 Digging requires a whole day, meaning that the hero cannot do anythm
: e[se that day. S

n of the neutra.[ unit cannot necessan[y be seen, but a
l:’)ly”ﬁt figure off'-ﬁhe. creatures i the unit. The
tro.rE of tﬁa num er of creatures in the unit

. e[ongmg to the en m
of neg:ra[%atures on the 4
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) Spe[[powe'-f

Knowledge
Defence

pungeon Spellpower Attack
7

Hero’s army (3)
Every hero must be asﬁomated with at [east one stack. On the map, the
hero symbolises the entire group. During battles, if you lose your last unit,

.P're\nous/ next Hero: select the previous/next hero to contro[ your hero is considered to have been killed in action.

- Dismiss: dismiss cutrent hero. A dismissed hero will leave yo_ur Wi |
kingdom with all his: artefa.cts and creatures. Please note that in some
scenarios or campaign missions some heroes cannot be dismissed. -
+ Creatures: browse through the creatures you have enlisted in your amyy_.. ;
« Exit: 30 bick to the previous screen. i

CREATURE STACKS
- You can have up to seven stacks of creatures under your command. A
- stack consists of a number of creatures of the same type. In the game’s
interface, a stack is displayed as a single portrait or creature. The number
. of creatures in the stack is displayed on tﬁpe portrait or near the creature.

RELOCATING, SPLITTING AND MERGING STACKS
On the main Hero screens, you have seven slots ()
corresponding to the seven stacks you may enlist in
your army. You can relocate, split and merge your
stacks in these slots.
To relocate a stack, simply drag and drop it from one
lot to the other.
_ oé‘spht a stack, hold the Shift key, click on the stack
+ you wish to split, and drag it to the destination slot.
 When you release the shift key or drop the stack, the

il p[gt Army interface will pop up.
On ‘the [eLt is the initial slot, and on the right is the destination slot.
- {\A’/\ﬁ\nng the slider, you can dispatch the units between the two stacks.

en you are finished, click on the Split button.

~may choose to use an empty slot, or a slot already containing a stack
L*’i' same creature type for a destination slot. In this case, you can
rlbute creatures between two stacks

i Hero’-s"ie.vel-,;ond attributes

- Levetuine up

The hero gets experience points for
winning battles, picking up specific
objects or when visiting certain
buildings on the adventure map. The
goal is to reach a predetermined

I. _amount of experience (1) to reach a new
level.

anew skn[[, increase an exnstmg one or learn a new ab1L1ty

W

ATTRIBUTES

ve ¢ one of eacjt
mf[lc&phygﬂcal
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 more complex spells, the hero must acquire
skills in the appropriate s ol of magic.

The easiest way to learn spells is to visit a town whlch has a Magic
Guild. Some buildings'on the adventure map will also allow you to learn
new spells. Please not@l that these buildings and Magic Guilds can only
teach you spells you are able to learn. If your skill in magic is insufficient,
you won'’t be able to [eam spells from the upper circles.

ear in the inventory bar {2)

['here are several types of artefacts:

some of them can be used to increase

' your hero’s attributes, others will allow

' you to cast specific spells and some of them will increase more specuﬁc skl[[s
Please note that the spell scrolls can only be used a fixed number of times. Skills improve a hero’s. efﬁcrency ma
Artefacts can be found on the adventure map, bought in shops in the . determined area. s
Academy or'Dungeon towns and purchased on the black market or or A hero is able to master six different
[ooted from defeated enemy heroes. i skills, including one default skill that is

I G ! . race-dependent. Every skill has three

SkiLLs

 SpELLBOOK ; levels of development: basic, advanced
- To open your spellbook, click on the and expert.

‘appropriate button(3) on the Inventory screen.

. There are four main schools of magic in ABILITIES

Heroes of Might and Magic® V. The
spellbook displays the spells you know, as
~ well as the amount of mana (1) you have left to cast them. You can also
tum the pages (2) of the spellbook to browse through available spells.
“Axctive spells are shown with coloured icons in the book while inactive
ones are monochromatic.’ Inactive spells are spells you have learnt but. ‘?’ﬁ
 currently unable to cast, either because you do not have enough spe[L
i pomts or because there is no proper target for the spe[[ &

Ablhtles improve the hero’s efﬁmency
ol a. ‘ore specific area. To gain an
lity, you must frrst have the
; cgﬂ'espondmg “root” skill. Each skill
. allows you to master up to three
abi[ﬁ_t’ies,'depending on the skill [evel.

s AL combinations of skills and
SpELLBooK TABS '. i : 1 s will un[ock additiona[ spacia[
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 you can move units, war machines and )
i artefacts from one party to another. When meeting an a[[led hero, you caﬂ
only give him or her some of your troops and artefacts.
If a hero has the ability to exchange spells, the spell knowledge will
_ automatlcal[y"'ber exchanged (taking into consideration the heroes’
i [nmtatlons m&’magm [evel and skill).

-TOWD SCfﬁeﬂ ' i
~ In most missions, towns serve as “support points” for tasks, and '
: 'defendmg your own towns while capturmg enemy towns makes up the

. mission’s key moments.

“In most missions, you will start with towns corresponding to your hero’s

race. Of course, a town is open to any friendly hero, but the opportunities it
. offers will be somewhat [imited for a hero of a foreign race. In partlcu[ar, he.,}s
:WI[[ not be able to use some of the buildings spec1flc to the town’s factlon

' EHTermg the Town

o m; your cur,so‘n 0V¢f Eﬂém;j, And h’EH’ wrﬁgffaces can be mv ed by
he: by ;

- On the bottom of the sdreen is a

. two heroes in the town, they will switch places.

double bar that dlsp[a)ﬂs the garrison of [+
the town in the upper part and the
visiting army in the lower part.

The garrison hero (3) is located inside
the town. The garrison is where the creatures arrive when you hire new
troops. ‘This hero man%tges the town’s defence if an enemy attacks (the
5arrlson can defend the town without a hero, too, but this is less

' efficient).

The visiting hero (4] is at the town’s gate and can 'be reached from the
outside, i.e. he can exchange troops and items with allies from the mission
map and repel enemy attacks. Two of your heroes may defend a single town.

Heroes can be relocated (from the garrison to the gate and back) with their
troops. To do so, drag the hero’s portrait to the new location. If there are

“ garrison to the visitor’s army and back, as well as to split, combine and

- redistribute troops. To exchange artefacts and war machines, use the
hero‘es exchange screen, Wthh can be opened by doub[e—chckmg on any “of

-bas,.ic-'{'le'?d- reaty

L) %
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‘tavern has o hireabld heroes,
ns.at the start of every week. Heroes who
fled or been paid off, return to taverns.

" Taverns are also a source of information: various rumours are accumulated

here, and the thieves’ §u1[d is willing to provide you with intelligence
concernmg your oppongnts for a reasonable price. A hired hero will join
the town’s garrison, w n_f;lch is why you must first make sure that the hero’s
; - L . slot in the garrison is free. The units panel of the garrison must have

! B[acksmrth pUTChaSC war machmes RCE o | . enough free space for the hero’s units.
Racra[ abr[rtles access to specra[ bm[dmgs It can on[y be used by the" '

“native race heroes : :

BLAcksmiTH %
N\anufactures and sells war machines. Depending on the town’s race,
' the price of the various war machines may vary.Only a visiting hero can

Bmldlngs PRI ST
i The opport rﬁtres the town offers to heroes are provided by the bur[dmgs ke urchase war machines.
' it contai 'P[annmg the construction of a new building and upgrading o :

i e)astmg ones cleverly increases your heroes’ chances to win the entire A SHleARD

Enables you to purchase ships. This building can only be erected if the

' mission.
Ao town is located near a shore.
. Town HaLL ! {
A town cannot exist without this building. The Town Hall will collect. | Maaicar Guip

‘Allows the visiting heroes to learn magic spells. The magical guild’s level
' ( "to 5] determines the highest circle of spells that the guild will offer.
]'.ea,rnmg is performed automatically when a hero visits the town. The

“ number of spells of any circle known to the guild is limited. To expand the
‘hero‘es magical ablhtles, try to have them visit other towns with magical

taxes, providing a certain amount of gold every day. By upgrading it; you
‘will develop the whole town, increase its daily income, as well as your
it I.abl[lty to erect new bur[dmgs P[ease note that the most advanced Town

.F RT s g ..4,?’
Thrs is the town 5 main military fortrﬁcatlon It is where l;{oogs"xenhg
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con’ S th¢: .
Creatures interface. The Hir
- Creatures panel shows
that are available for recruitment.
On the left you can see the building
that produces the units. Then you
can choose between the basic(1) and
upgraded(2) versions of each creature.
The digits (3) indicate the number of
creatures that are currently available on the left, and thelr weekly growth
- on the right. 4
JWhen you select a creature, the resources needed. to enlist it will show up
; yust below the resource bar(4), under the qorrespondmg resources.

cloping your town
he main town interface, c[ick on

u
an 1nterface The bu1[dmg plan shows
© the order in which buildings can be [
. erected. The building description and z
 the required conditions needed to erect
it are shown in the context tip. When
you select a bur Iding, the resources rmTT 4
needed to. coh’lp[ete it will show up just below the resource bar, under the

CONTROLS FIELD

. corresponc[mg resources. ' * Plus/minus buttons: increase/decrease the amount of selected creatures
You can only construct one building per day and per town. The Town 4 by one.
- Level is calculated according to the number of buildings in that town. ; » Hire: purchase selected creatures. Hired creatures will move to the
' garrison slots on the town main screen.
. CoNTROLS FIELD ! + Hire all: purchase all available creatures.
+ Hire Creature: enter the Hire Creature interface. : = Exit: go back to the town main screen.
+ Build: spend the needed amount of resources to complete the building. - e, hire creatures, first select the creature type, then define the number of

. creatures you want to enlist by using the plus and minus buttons and

'+ Show simple/detailed plan: show a simple/detailed view of the building: . ‘Plf” click on. the lee Bleantn the risht panel.

p[ans The simple view does not enable you to view plans for bun[dmg
that you are currently unable to build. = 904" Cféo_nn-es screen
'_ Exnt. 30 back to the town screen. SR SRR A C[!ck on the second tab of the

it i 4 / 3 e creatures pane[ to access the

\BUILDING PLAN v ol
The building plan will mdlcate the status of the various bmh{?ngsu

town may, include: ' 5[e~ghckmg n the Stacks icon in the

n, Hero sen T

in the Cqmb;t ,
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~ phase, the army bar will appear,
showing your reserves: unused

I creatures are dlsp[ayecgnorma[[y/ and

' the creatures that are already on the

battlefield are greyed out.

“To arrange the stacks, simply drag and :

drop them onto the batt[eﬁe[d or the army bar. You can also remove a stack

from the battle to save it for future combats by dragging it back to the army

ar. Your arrangement will be saved by the game. At the beginning of the

" ne.xt battle, the stacks (except new ones] will take the same positions, unless
an obstacle occupies the position. Please note that at this stage you cannot

_f.admg creaTures

om the main town interface, click on

the Upgrade icon to access the

Upgrade Creatures interface. The

- upgrade panel shows the creatures that | |
are available. The arrow buttons under
each creature’s portrait: show you the

_ status of eadft stack:

- Red: ca,\ ot be upgraded. Not enough \ ! - actually see the enemy army, even if it is already arranged and present on the
~money, bm[dmg not available, etc. i battlefield. The opponent army is revealed when combat starts.
- Green: can be upgraded. E ;

- Orange: already upgraded. _ ContrOLs FELD

; ! « Auto place: all creatures will be automatically arranged on the
- No button: the creature belongs to another. faction. s ¥ 3

. % ‘battlefield.
The price of upgrading troops is equal to the difference between the cost of 5
_en[lstmg the basic-level and the advanced-level creatures and appears in LA "’%uw comEat [the C;mbat will be resolved automatically by the Al.
- the context tip. Creatures can also be upgraded from the Creature Screer Wy ptions: battle mode settings.
init i Vs Flee/surrender: you can choose either to flee from the battlefield,
ERBIATITT.E o ; i i 4 abandoning your army or to surrender to the enemy and pay the ransom
+ When you fight, your aim is to eliminate che last sr.amdmg creature iny U while keeping your remaining stacks.
opponent’s army or, at least, inflict such a shattermg mjury to thfyr an : Start combat: begin the battle.
hat: they will be compe[[ed to flee. i '

i 'ssm ng a bomle
| uﬁur erc has entered ,;m
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yed on the [eft, as well as your
and any war machines you own

ttom of the screen is the Initiative
. Bar (1), with the next creature to be
played displayed in the bigger square on the [eft ]ust be[ow the initiative
bar is the battle log (2), which describes the results of the latest actlons,
the expected result when a target is selected. ;
During the batt[e, you will play your stacks in the order indicated by the o T
Initiative Bal‘, from [eft to right. :

ConTroLs HELD
« Cast spell / Use Ability: Show the spell-book of the hero or the current
stack (if applicable) with the combat spells section open. If the stack
only has one special ability, this button activates it. To cancel a spell or
the use of an ability, hit <Esc>. -
+ Options: battle mode settings.
. ‘= Flee/surrender: you can either choose: fleeing from the battlefield,
: abandonmg your army, or surrendermg to the enemy and pay the
ransom while keeping your remaining units. In both cases, the battle is
lost, and the hero goes to a tavern where he can be hired again. YOuf
.. .cannot negotiate ransom with neutral units and bm{dmg guards i
Auto combat: Switch the fight into automatic mode g
Defend: used to tell the stack to assume a defensive pos _pn with
giving any other orders, If defence is actlvated/ the stack Dafenc
es by 30% For ]i ) this
ce t'he-y are never attacked.

~ ‘move forward or backwa

,F{ghnn
" MOVING ACROSS THE ARENA

‘and | all the posmons it had in the queue.

modify the | nitiative value of a stack, thus making it

 the queue. The spell-affected stack will then

move forward or backwa the bar.

Finally, a stack can miss its turn (without assuming the defensive, see

below), in which case its position in the queue is moved back to one half of

the usual cycle.

The picture’s background corresponds to the party’s colour. Enemy tums

are handled by the Al. When the tum is passed to oneof your stacks,

fighting is paused while awaiting your action.

The creatures are simultaneously highlighted on the bar and on the arena
when you move your c‘:ursor over them.

managemenr "‘ .

When your stack takes its turn, a field of highlighted squares around it
shows where it can move. Clicking on one of these locations will tell the
stack to move. A stack that has moved cannot perform any other actions
within the current tumn.

An arena can have unattainable areas. Ground-bound creatures have to
walk around these areas. Flying, levitating or teleporting creatures can

cross over them, but cannot stop on them.

/M;LEE ATTACK

—

f

This order can be given to all creatures. Stacks perform it automatically.

. you bring the cursor over an enemy stack within the unit’s range, the

attack cursor will appear. You can move the attack cursor to attack the
enemy from various directions,” depending on your current range. The

quare to which the stack will move will also be highlighted.
War machmes, located on the edge of the battle arena, can also be

En*to nit st 15.5 that use ranged attacks.
g on in stock. Bring the cursor ov
ursor (one arrow] will appear.
t: zumed shootmg is impossibl
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click an the Cast spell / Use Ability button. The spellbook will open,

- and the spell becomes active. Dependmg on the spell you activate, three :
events may | OCcur |
+ The spell does not require a target and is activated automatically. Thls
. includes mass effect spells that will affect all stacks on the battlefield.
You need to speufy a target creature, hostile or friendly. To speCIfy a
target creature, bring the cursor over the target. If the target is valid for
* " ithis spell, the Magic cursor will appear.
You have to specify a target location. In this case, the Strike cursor will
appear over all valid locations. The targeted square(s) and creature(s)
will be highlighted. In the case of an area attack, please bear in mind
that all stacks within the area will suffer damage, regardless of vvhlch
- party they belong to.
" Click to confirm your choice. To cancel spell-casting, hit <Esc>, and t_he:"'
yi "cursor will be restored to its normal form. :

- You can view the spe[[s cast on the unit in the second window of the i
context tip or in the Creature Screen. A green background show.
beneficial effect will be had on a creature, red for a detrim nt, !psz
'pUrp[e for both beheﬁcta‘[ and detrlmenta effects

s Qmmand is on[y amg[}xbl_
lities. C ckon he C

roes and some creatures can cast spells during combat. To cast a spell, O,

 allowing you to select a spell. When a spell is selected, the book will close

T

y wi
on the batt[efle[d, just I‘I ‘a shooting attack.

Use their special abilities by selecting them from thle spe[[book
+ Cast one spell from ‘their spellbook.
« Skip their turn usm% the Defend or wait button.

MANAGING WAR MACHINES
As a rule, “active” war machines (healing tents and ballistae) operate
independently and select their targets automatically. However, a hero

: with the appropriate s:,[}(i[[ can give them orders.

i COUNTER -ATTACKING
 Most of the creatures have the abl[ltx to automatically counter-attack an

enemy who has just attacked them. As a rule, a counter-attack can only
be performed once within a stack’s turn. Counter-attacking is only
possible in melee combat. There are several exceptions to this rule,
depending on a creature’s special abilities.-

[DAMAGE AND HEALING RULES
The overall damage suffered by an attack is the sum of damages inflicted

_by each of the creatures in the attacking stack. Usually, the inflicted

mage is determined randomly within the Damage range of the creature.
damage inflicted by the stack equals this number multiplied by the

. number of creatures in the stack. The unit attack value increases damage

nd target defence value decreases damages dealt.

The damage is app[ned to the target according to the fo[[owmg scheme: if
he mﬂictec{ damage is greater than the first creature’s hit pomts, the

e'next creature, and 50 on.
n the end, eicher the whole stack is decimated or a. creature suffers the

| ck, ta.rget _s defence and various
1\ I[ be executed with 100%: ‘probability.
[ess tha.n Ioo% ([lke Lack)
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7
fects the reatures under the hero’s corzﬁ:ro[,

es not affect the hero himse ' \

parameter snaps into actlon, this is seen in the form of a rambow-[lke ha[o

. over a creature.. ’

" Morale value determines a stack’s chances of takmg more turns or

skipping some of its turns, according to its current Initiative value. The

default value for Miorale is zero, meaning that the turns never become

it, nor are they, skipped. &

A stack’s Morale value can be modified through the hero’s Leaders}np

- skill, and_; through the composition of the army. Armies that only have
stacks of the same race, as well as those commanded by a hero of the

~ same race, have increased Morale. “Foreign” stacks in the army or a
“foreign” hero commanding it, decrease Morale.

' Low morale implies that the stack may not perform any actions and will be
delayed for half a cycle. It appears as a bird-like figure in black over the creature.
High morale means that after its tum, a stack may only have to wait for

"MULTIPLAYER

~ Please refer to the electronic manual supplied with the game and the ;
.. readme.txt file for more details. For the latest mform.atwn about supp Tt
~ modes, game servers and new maps, please visit the game s ofﬂ;i&[
ebsites (links to appropriate Interet sites are provided m-
program group i in Wmc{ows Start menu).

menq w‘access the Mu[tnp[a‘ye
Hpt Seat, LAN or Ubi

-an also be negative. In this case, some of a unit’s attacks will mfhct :

' _LAN game

- half a cycle. The effect appears as a golden bird-like figure over the creature, .

. available game sessions displayed. |t

_already under way) and open games.
Select a game and click on Join {you

g an p{ay in this mode.
e game selection screen similar to
the one for selecting singli layer
custom games. The difference is that
only multiplayer maps are displayed.
oose the map and set the options.
Click the Create Ganie button to call
up the screen allowing you to choose
sides and set initial conditions.
Clicking on Load Game allows you to
load a previously saved game and continue playing it.

Al players must choose their number, flag colour and initial parameters
(race, starting hero and resources - if the scenario allows it). By default,
. start-up parameters are randomly set (dice icon). Close unused lines (lock

icon) or assign Al-controlled players (computer icon) to them. After that,
you can start playing the game.

Information about the current player is displayed in the information
window in the upper section of the screen.. Any human player can stop
playing at any time and surrender. The game is played until only one
player remains, or the mission is accomplished.

JOINING A cAME
this screen, available LAN servers
will be searched out, and the list of

includes both active games (the ones

night be prompted to enter a

Standard ]\/\ode p[aymg el

; 't screen, choose
) C[lck on C

e game typ
&&éﬂﬁ due[ game}
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istration page Enter you ame, passworc{ and e-mail address
ou have forgotten your password). After registration, you can return .
he game interface, enter your [ogin name and password and move on
elect a game channel.

~ ubl.com game modes

. Ubi.com supports three game modes:

¢+ Training: the results of your game
will not be taken into account on
Ubi.com.

+ Rating: thé results O'f your. game wr[[
influence your ranking on Ulbi.com.

+ Duel: you will directly access the
Duel mode game.

«channels
 Channels allow players to choose the kind of games they prefer. At any
time, there are at least three channels available on the server. Additional
channels can be created for players speaking other languages, to support
various communities etc.

“Lobbies
. After you select a channel, you'll be

' transferred to the Lobby where you can
~ view the list of players, list of current

' games [open and closed game sessions)
and chat with other players. You can
create your own Friends list and switch:
- between chatting with all players

‘a creature or hero from their’

creatineg a multiplaver
. When you crgt p ?

- swap resources via the N\al[ interface.

umber of VlCtOﬂeS and defeats, takmg ;
en the opponents’ ratings. Depending on
a picture to represent them — an image of
ourite race. For example, a novice player
can choose a picture of a Peasant or a Skeleton. Traming games and duels
do not affect a player’s rating.

ating, pla

connection stabiuity

If your connection to the server is broken during a duel, it will count as a
defeat. If one of the players "disappears” during a game on the map, the
game will pause for up to 1o minutes; after that, the player will be
considered to have lost the game. Each player cannot disconnect and then
reconnect to the master server more than three times during the game.

ame

e a multiplayer game on Ulsi.com or on a LAN, you will
have access to several options.

After clicking the Create button, you will be brought to the game creation
screen.

multiplayer mission types
There are two kinds of gameplay available for accomplishing missions:
each player against all others and team play, where players can make

.alliarices with each other. The player who created the map determines the

/pe of gameplay to be used (Players column). In team play, alliances are
made before the game starts and cannot be changed during the game. All
members of the team have common field of vision on the map and can

MU]TIplO.ILJCI‘ games selection
This screen is similar to the one for
se[ectmg single-player custom games.
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: g)n this screen, players.can select their
. number, flag colour, faction, starting
* ' hero and bonuses:
Use the arrows on the side of each i icon
to make your, selection. If a Dice icon
appears, it means that your choice has
been set to random.
- Close empty lines (lock icon), or assign
Al:controlled players (computer icon) to
- them. Players can use the bottom section
“of the screen to exchange messages. When all players confirm that they're
“ready to begin (by clicking on the Start Game button), the game starts.
During the game, players can chat with each other (messages will be
overlaid on the left section of the screen). To call up a textbox and enter
your message, press <Backspace>; to send the message, press <Enter>; to
. delete your message without sending it or to close the window, press <Escs:

- geaal multiplayer modes

. puel mode

. To create a duel game session, select
. Duel Mode from the Games List

a,ne[ Click on create and enter the

ﬁavan[ab[e in mu[t1p[ayet gaiiies, and only to human players [Al-controlled

rent rea[ity a plane parallel to the normal
mission is taking place. Ghost mode is only

players cannot switch to Ghost mode) While in Ghost mode, you still can
take certain actions on the mission map - while other human players take
their turns in the normal world.

At the beginning of the mission, each player gets one ghost from their
race. You can have more ghosts if you manage to find special items
(Soulstones) on the mission map in the normal world. Each player can
have up to 8 ghosts. Ghosts can scout, influence mines, neutral monsters
and enemy heroes and protect your units from enemy ghosts. At the
beginning of a player’s tum, all ghosts belonging to the opposition get

' some energy. | he amount of energy depends on how long the player took
. to take their previous turn. Ghosts can use their energy to move around or
* develop their skills.

Dpc% rading a ghosr
le- c[lck on the ghost’s picture to

call up a screen with its parameters.
Here you can spend energy to upgrade
your ghost. There are 6 skills to
upgrade:

. Revenge allows your ghost to

t an advanced [evel, this skill

- allows your ghost to completely dispel
* the enemy ghost’s negative influence.
» Haunt: A ghost can haunt a nearby enemy mine, to decrease its output
The higher this skill [evel, the more damage the ghost mfhcts
advanced skill level allows the ghost to redirect the mine’s output to
pp[y its master.
: A ghost can curse a nearby enemy and d’rmnnsh their main
. The hlgher this skill, the more damage a ghost inflicts.
1erol of neutra{ creatures. If an enemy hero
,Aghost s master will be able to observe the

> CTeatures :
uard ‘mode, an 1ntercept a
in it WI[[ be
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) 1. » Quick Combat
: S AT R N PRI H ot B Lot + Movement reminder: Displays a reminder if the p[ayer clicks on the
*-’ ¢ ' _ i "l — R i S MY End of Tumn button ivhr[e some of their heroes still have unused o e
i imera ) Inferno. Haunt_ RS B AT movement points. {
s |phantasm Academy A . Possess + Map scroll speed: Sets camera scroll speed when using keyboard
T controls or moving the mouse to the edge of the screen.
Banshee Dungeon gt Curse
- L i MANA] Ay » Invert Camera Rotation
'shade AN 5)’["&“ iy R Vision sl . Spellbook Animation
oo i mShow tutorial: Shows tutorialiscreens durin the first campaign.
It’s rather easy to Scout WItH ghosts, becadse they have much more : g thefi '3
: « Tooltip delay: Sets how soon a tooltip is displayed after you place the
nts than normal heroes. Ghosts can move across all passable g
! cursor over a screen object.
_ _ nght through other creatures. You can see all heroes, all ' L Sl
! bu1[dmgs on the map, auras of all items and objects and positions of all Iy yiiglate mens opeq
4 + Al Movement Speed

" neutral units within the ghost’s field of vision (at a distance you'll see

“shapes indicating a umtsss race - ﬁe g. P]:_asant fi)r Haven or Sze[eton for » Special Flero Trail (Collector’s Edition on[y)

._Necropo[is, close by, you'll see the actual creatures|. Enemy ghosts always s combat

- remain invisible. Ghosts can move on water, use portals and teleport, but .+ Show grid: Toggles arena grid on/off.

they cannot get into towns or individual buildings. ; Show movement shade: When you place the cursor over a stack, the

‘Defence includes lifting curses, guarding friendly objects/units and b areas the stack can reach in one tumn will be highlighted.

i -‘f‘Shth enemy ghosts. Ghosts can [ift a curse or take control over neutra,[ ]  Cinematic camera: When a stack attacks, the camera will show the

-units. Ghosts can also switch to guarding mode, to guard a mine ora - _combat from a closer point of view.

: hero. lf an enemy ghost tries to approach a guarded object, the ghost @smbae style: Togg[es the time limit for taking turns (Standard or
start fighting regard[ess of how far away from each | éhher they are. Time pressing). =

t Battle speed settmgs. Sgts how quickly stacks will move around the arena.

v,
A
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MUSIC volume: Sets the music volume in the game g -
+ Sound volume: Sets the Vo[ume for various sound effects in the ga,me,

ame coanoIs B8 R

licking and: re[easmg\the ﬂght mouse button on an object opens the
there are se;v' a[

CQmeO. I‘nClDO.‘ngeflT

i ffom keIlIbOQfd:

| <up> move camera forward

<down> move camera backward

| <lefe> move camera to the left

| zright> move camera to the ﬂc;ht

[ <Page Up> _ zoom in

|<Page Down> .+ | zoom out
<Home> .
: <Ctr[> + <eft>

or town icon

<Click> on location or
object y

"' set thls location as the destination for the

selected hero (route will be chosen)

Double <Clicks on
location or object,
or <Clicks on destination

Tell the selected hero to move to that [ocatlon
or object

<Click> on friendly hero

approach a hero and open the exchange screen

<RMB> on object P,

open the object (hero, unit, building) properties
screen, which depends on the object type

| <Space>

tell athero to move :

«Ctrl> + <E> end turn '

<Esc> cancel hero movement, clear chosen route, close
current dialogue window (if applicable)

<M> map !

N>, <Tab> select next hero

select previous hero

<Sh1ft> + <Tab>

open spellbook on strategic level spells section

End of tum

“inventory window

switch to selected hero screen and open

switch to selected hero screen and open abilities
window

switch to selected hero screen and open’
individual and acquned skills window

switch to selected hero screen and open bloqraphy

| open objectives screen (main page)

omj.rar:o]ectlveg,s reen (log page)
-lg to sé‘[ecte,d.tcswm Tnam screen
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Al support, to so[ve your ga

ace for mission map

select next/ previous town

attle arena

switch places of garrison and visiting hero

<Click> on enemy unlt

attack enemy by melee / Shoofing / magic
(depends on the available weapons / magic) -

Cerrl> + <Chck> on
enemy. unit |

[ melee attack regardless of default weapon /
' rhag]c settings.

<Click> oo&m unit

Cast Spell / Use Ability on unit (only With"'t_he i

| magic selected)

- [Spaces or D>

tell unit to pass to the defensive, eamning 30%
for the Defence

s

switch unit to waiting mode
(for half the average time of a tum)

s

)

open spell-book on combat spells section {1f
book icon present on the control panel), or use
special ability (if special ability icon appears) (i

i "I.;Esc> when spell /
ability selected

cancel casting spe[[ / usmg ablhty

‘| <Enter>

switch to automatic ﬁghtmg mode i

flee or surrender [retreat] L

q ]'J*rob[em-_S quickly and éﬁficient[y.

Simply go to http://wg_/w.ubi.com/uk and visit the Ubisoft Frequently S
Asked Questions firstl L TR
By visiting our FAQ database, you can find exactly the same answers :
that are available to you by calling or sending web-mail to our support
representatives. | his service is free and available 24/7!

If for any reason you do not find the answer to your question, you can

click on the Ask a question link in the FAQ to send s a web-mail,

ensurmg that we get all the important mformatlon on your system and

* your problem so we can answer correctly the first time.

Make sure to include all information on your system, your problem, and
the game you are playing.

If you do not have internet access, Our support representatives can assist
you from 8:00 am until 10:00pm daily (excluding Bank Holidays) on
Telephone: 0905 — 482 - o109 Calls cost 30p per minute. Please be at

your system when calling Ubisoft for support.

australian technical support
Techmca[ Support Info Ho ?
M 19021262 102
L (ca[[s are charged at $2.48 per minute including GST.
Higher from public

and mobile phones).

"HINTS § TIPS
eats to go up to the next level! C_a[[ our 24 hour automated
.';t'Cai[s cost. E o0 per minute. Please ask )

el
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7 Ublsoft at qhe beTo
N purchase, %smtam

ORT, UBlsOFT, CHANTREY COURT, MlNORcA ROAD,
‘WEyBRIDGE, SURREy, KTI3 3DU

 Where a_'.CD key is required to access on-line ga'me play, this "c'a-'ri_not

' be reproduced or replaced. It is the responsibility of the original

urchaser to keep this CD key secure. Lost, stolen or damaged CD“keys
cannot be replaced. :

Join the growing Heroes of Might and Magic® V
community and get access to:

e Exclusive content and information

e Great competitions and prizes

¢ Privileged offers: collectors, limited edition...

e Exclusive hints and tips

¢ Meet new friends on the forums and get all the help you need!
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