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nstallotion: H e L T
s;tallmg HEroes of %}ﬁ & JQ.]%IC'@ v Tribes of The east

nﬁa‘t‘t he game disc into your VD/ . rive. If you have enabled the

-utbrun option, the game installation will start automatically. Otherwise,

ouble-click on the CD-ROM icon in the My Computer menu.

ind Autoran.exe in the list of files and folders and double-click on it to

start the installation process. Select “Install” to run the installation and

follow the installation wizard guide to successfully install the game on your.

computer. o L T B

»

Umnsralhng Heroes of MIghT & MQgIC@ v 1ribes of The EQST

To uninstall the game, click on the Game Uninstall icon in the Start
- menu. Follow the uninstallation wizard guide to successfully uninstall the
game from your computer. :

~ menu to launch the game.

JThls option opens the single player game §
{ menu, where you can start a scenario

oub[e c[lck on the desktoﬁ i

or click once on the icon in the Start

JFIFRGES v

i T ) |

MQIin Menu

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

smgle player

campaign or select an individual mission. Here you can also choose or change
your player’s profile. See Page 7 for more details on single player games.

multiplayer

This option opens the multiplayer game menu, where you can select one of
the following modes: playing with several opponents sharing the same PC

- [Hot Seat], playing with partners on a local area network (LAN) or via

' \m'et See more details on this in the Multiplayer section on Page 36.

O PTIODS

ln the Options menu, you can change graphics and sound settings to

better suit your own configuration. You can also change several game
ettmgs Check the appendlx section for more details.
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custom games and in some network
~games. To save a game, click on save m
: t:he options menu.

accept the saved game defaule 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 Load with Fs and F8. In this case, don t
enter the save/load screen and the name is always “Quick Save”. '

Loab came

To load a saved game, select it from the
saved games [ist 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
profiles as you want. Saves are assoc1ated
imtb the loaded proﬁ le. i

ZTIEROES

( ). The difficulty _
r‘nhe who[e campaign for th

sin

 From

| VMR

4 in which your adversaries will be

. custom game names, winning conditions,

2 e ploaller
is screen, you can staré or continue
the campaign load your saved games,
launch a single scenario map or play a
multiplayer map against Al opponents.

campaign

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

WARNING!
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 [oad multiplayer maps

controlled by the Al
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, detailing the scenario
associated with the selected custom game.

et the main options for the selected game using the options panel on the right(3).
: reate to access the Custom Game.

creen, you can se[ect your flag
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BQSIC con‘rrols

camera controls |

Scroll the map by moving the cursor to hthe edge of the screen. Rotate and

tilt the camera, while holding the tight mouse button. Zoom in and out

jith the mouse wheel. .

i KCIlIbOQfd shortcuts

" Many actions in the game are linked to keyboard shortcuts. You can
check these shortcuts in the Appendix section at the end of the manual.

Toohips

During the game, a lot of information will be provided through tooltips *
and floating icons. Here is a brief description of the main tooltips:
« TuTORIAL
The first campaign includes a tutorial to help you learn how to play the
game. lt is composed of pop-up messages and flashing icons.
* ADVENTURE MAP
Throughout the game, tips appear as soon as you point the cursor at
certain objects.
Each tooltip is made up of one or two windows. You can cycle through the o
windows by clicking on the right mouse button.
+ Ricnt-Click
In addition to the standard tooltips, you can right-click on all interactive:
. elements in the game to call a detailed description of the object. A
+ BATTLE MAP
. Right-clicking on a creature will display a complete hst of its atatlstlcs
~and a second window will describe all the spells and effects that arg X
on the creature. - S ” '
FLOATING TiPs A 4
n your hero mteracts thh hls e'nVlronment, you will see icons 4706[

:Objectlves are given at the beginning of
~ the mission and new ones may be added

- overview, where you can get a summarized

Adventure Mma

" include an underground [evel,

during 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
menu, accessed by pressing the Objective
button on the main interface of the
adventure map. From this interface, you
will also have access to your kingdom’s

view of all your heroes, cities and economy.

Your experience within the world of Heroes
will begin on the adventure map. The events
that occur there correspond to the game’s
strategic level. This is where the parties
develop territories, gather resources, and

Jinteract with various objects, neutral units and each other. The adventure
‘screen shows where the current mission’s events are taking place. You can

see the terrain within your hero’s field of vision. The rest of the territories are
covered by a “fog of war” and are not shown on the map. Most maps also
which you can access through specific buildings.

~ Main interface

Resource panel.
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1 path [eads down to the water. :Deéf)
can only be travelled by ship. To get on or

On dry land, the travelling speed (distance that the hero and his army are
able to cover in a day) depends on several factors:

Next Hero: select the next hero and centre the camera on him or her. "~ * Terrain type: pavediroads enable fast travelling. Across unpaved areas,

ission objectives: call the mission objectives screen. PP the speed depends on the terrain’s accordance to the hero’s origins. If a
-+ Toggle Underground/ Sutface: switches the map between underground ] terrain is “Foreign” to the hero, is takes longer to cross.
. and surface views. 2h
 « End Tum: end current turn. Days of the week are highlighted in b[ue LS calendar and Tlme
within the button’s radius. _ UL IN-GAME TIME

” On the adventure map, one turn takes one day. When all your heroes
“have achieved all their objectives or exhausted their movement points, your
turn 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.

Game options: call the. game options screen. From this screen, you can

- save and load games, change the game and hardware configuration, exit
to the main menu or to the OS.
Spellbook: open the current hero’s spellbook to the page showing

al/a‘ [abl[;'. a.d\‘;;nture spells. The current date can be seen through the tooltip attached to the End
a”f/ ig: Walk t/l)e ‘se/Ee‘cted hero along the. plotted course. If the hero Turn button on the adventure map screen. The day ends when you click
hasn’t moved, the “Dig” icon appears, allowing the hero to search for on End of Tumn.

the grail under his current position.

' ] ’VVhen each week starts, the new creatures’ drill is completed in the town
~aravellin buildings, and they become available for enlistment. New creatures can

Routes  also be hired from the c{we[[mgs on the map.

To set your hero’s route, click on the desired destination or object wyth ther Y -_ Week of..

left mouse button. If the hero can reach it, a coloured dotted line At the start of some weeks, the position of the heavenly bodies causes a

corresponding to the hero’s faction’s route will appear. Conflrm YOUK ey major event. As a result, new units made up of one type of creature may
' destination by clicking on the same spot again. Y 128 ithi
'YQu can tell the hero to move w1thout choosing a route fitst

e

P otted path' s
h§ creénmtlon is bloc
¢ in order to avoid the threat

mgdo:m g.s a Who[e, heaﬁmg that when you {ose A to
f your resources. . -
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¢+ Crystal cavern: Crystals

+ Gem pond: Gems

»

+ Gold mine: Gold

(OTHER SOURCES OF INCOME
~there are several other ways of getting resources.
+ Town buildings: some town buildings can produce resources. You can
also use the Marketplace building in your town to trade resources. The
more market places you own, the cheaper the rates are. Al
+ Weekly resources: every week, buildings such as mills or mysterious
' gardens give resources to the first hero to visit them. i
+ Unique resources: when exploring the adventure map, you will fmd
_ chests and heaps of resources that you can pick up.
- Gold, wood and ore are umversal resources. Mercury, crysta[s, su[phur.

‘beginning of each week.

ok

Unlike town buildings, these dwellings do
it is advisable to visit them at the
/ seized, these buildings also increase the
growth of matching creature types in towns under the player’s control

4
GARRISONS AND FORTS |
Garrisons are ml[ltary’bm[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 you to upgrade creatures
instead of hiring new ones.

- OBSERVATION
" If seized, magical towers and ca‘rtographefs enable 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.

NEUTRAL DWELLINGS

<Some buildings belong to neutral creatures. They cannot be seized, but a

lero can attack them, defeat the guards and take its contents or hire its

* inhabitants.

" RESTORING MAGICAL ENERGY
Magic wells restore the hero’s magical energy:.
Ly " I

-HERO s SKiLLs Ar\ip“ EXPERIENCE R
i‘ngs can be visited tavllmprove a hgm s skl[[s, to [eam new
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we[fare or gaining extra expeﬂence for the hero who found it. 4
On water, shipwreck, f[otsam and f[oatmg chests can also contain

SEARCHING FOR THE TEARS oF AsHA
' The Tears of Asha is a major artefact
that is needed to erect a special
building in one of your cities. In most
missions, this is not a requirement,; but
it definitely gives you a major
advantage in completing your mission.
Searching for the Tears of Asha
includes revealing the puzzle map
which can be seen on the Mission
Objectives screen. A fragment of the map is revealed each time you visit
a special obelisk. The fragment showing the exact location of the Tears of
Asha is the last to be revealed. When you know (exactly or approximately)
where the Tears of Asha is hidden, you may try to dig it out using the
Dig button in the Controls Field. ik
Digging requires a whole day, meaning that the hero cannot do anythmg
e[se that day.

g defeated by the enemy, the Tears of Asha will disappear..:

- Orrosinc FORCES

*may not be neutra[’) Please note that neuti‘a{,.y‘
t one type of reature, or several of the

" to several factors.

First of all, their attitude depends on your army’s strength: if your forces
are inferior, you will most likely be attacked. If they are more or less
equal, the neutral units 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

defeated, the unit will disappear from the map.

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

several ways:

+ The hero’s and the unit’s origins or race are the same.

+ The hero already has creatures of the same type in his army.

+ The hero has Diplomacy. Diplomacy can also decrease the amount of
money needed to convince them to join the hero’s forces.

2. The hero specialises in this type of creature.

If a neutral unit wants to join the hero, but the hero has no free slots for

_new Units, the Army Selection screen will appear. On this screen,you

can either 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

resources, if the hero takes on at [east one creature.
valuating the enemy’s strength

o pOSIt!OTl of the neutral unit cannot necessarily be seen, but a
o‘ften be ldentlfled by the ﬁgure of the creatures in the umt

ources or f'rts that may bl
roximate numbeﬂ-e eatures in
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There are five categorles wpth the management screen: army and stats,
inventory, skill, abilities and biography. Each category can be reached
ghrough the tabs on the left side of the Hero management interface.

j.'@é_ntro[s field

« Previous/next Hero: select the previous/next hero to control.

+ Dismiss: dismiss current hero. A dismissed hero will leave your
kmgdom 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 army._

« Exit: go back to the previous screen.

Herolataldngd ot Abutes
LeveiLing 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
_amount of experience (1) to reach a new
level.
When levelling up, a hero randomly
 increases one of his attributes, and allows you to choose a new ski [[, incre:
an eXIStmg one or learmn a new ability. -

i ATTI(IBUTES

) i Knowledge
ow[edge j Spellpower
[ pemon rord | Attack IKnowledge
Nccmpohs ‘Necromant | Spellpower Defence
pungeon | warlock | Spellpower Attack
FOrTress runemage | Spellpower, Defence | Knowledge, Attack
stronghold Bafbari'om Attack Defence

il “slot to the other.

Hero’s army (3)

Every hero must be associated with at least one stack. On the map, the
hero symbolises the entire group. During battles, if you lose your last unit,
your hero is considered to have been killed in action.

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 the portrait or near the creature.

IRELOCATING, 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 §

To split 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 Split Army interface will pop up.

. On the left is the initial slot, and on the right is the destination slot. Moving

the slider, you can dispatch the units between the two stacks When you are
ﬁmshed, click on the Split button.

‘may choose to use an empty slot, or a slot already containing a stack of
he same creature type for a destmatlon slot. ln thls case, you can redistribute
between two stacks,

e two stacks, simply re[ocatz one of them mto the s[ot occupled by the other
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- ',,more complex spells, the hero must acquire
skllls in the appropriate s_ : of magic.

The easiest way to learn spe[[s is to visit a town whlch has a Magic

Guild. Some buildings ‘on the adventure map will also allow you to [earn

new spells. Please note that these buildings and Magic Guilds can only

teach you spells you are able to [earn. If your skill in magic is insufficient,

you won'’t be able to [eamn spells from the upper circles.

'part of the body(r). An artefact that
15 ‘ot eqmpped is inactive and will
ypear in the inventory bar (2).
 There 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 specific skills. = SkiLs
Aurtefacts can be found on the adventure map, bought in shops in the - Skills improve a hero’s efficiency in a
Academy or Dungeon towns and purchased on the black market or [ooted . determined area. _
from defeated enemy heroes. : . .. Ahero is able to master six different

/ skills, including one default skill that is
SPELLBOOK race-dependent. Every skill has three

To open your spe[[book click on the levels of development: basic, advanced

appropriate button(3) on the Inventory screen. and expert.
There are four main schools of magic in
Heroes of Might & Magic® V Tribes Of ABILITIES

Abilities improve the hero’s efficiency

The East. The spellbook displays the spells
ad yh a more specific area. To gain an

you know, as well as the amount of mana (1)
. you have [eft to cast them. You can also tum ity, you must f'TSt have the

" the pages (2) of the spellbook to browse through available spells. Actives e C_OV_TCSPOHC{‘“S ‘root” skill. Each skill
spells are shown with coloured icons in the book while inactive ones are ",-\.'- o4 . allows you to master up to three

Pl e ; ,
monochromatic. Inactive ‘spells are spells you have leamt but are currenﬁly abilities, depending on the skill [evel.
. unable to cast, either because you do not have enough spell points or. " &+ sy : \
because there is no proper target for the spell. : it b " SPECIAL ABILITIES AND BONUS

g Some combinations of skills and
" SPELLBOOK TABS it abilities will unlock additional specia[
- Battle spells: display all the spells you can use in combat. il IIL}FICS Fma[ly, each hero has a unique speaa[lsation linked to his own
- Adventure spells: spells that can only: be used on the adventure ma i Jrounc and personal hIStOT‘Y
H_e'ro s umque abl[mes ‘the$e aBithles differ from the usual spe[ . S ' plirds 6T

iy
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SALH

i
naebace) ) /0 i

; own nterface,. the resource bar |

will appear at the top of :*l}:: screen.

[ - 3 Just below (2) is the name e town.
 knowledge. To do so,  cliek onthe [- ' - On the bottom of the screen is a

iendly hero from the Adventure Map. i L ' double bar that displays the garrison of
 exchange mterface will appear on | i L f ~ the town in the upper part and the §
i ; : 3 visiting army in the lower part.

: ‘When heroes of the same party meet, |
' you can move units, war machines and

The garrison hero (3) is located inside

artefacts from one party to another. When meeting an allied hero, you can = the town. The garrison is where the creatures arrive when you hire new
only give him or her some of your troops and artefacts. iy troops. This hero manages the town’s defence if an enemy attacks (the
If a hero has the ability to exchange spells, the spell knowledge will ; ; ~ garrison can defend the town without a hCTO/ t0o, but this is less
automatically be exchanged (taking into consideration the heroes’ . = efficient).
[imitations in magic [evel and skill). } The visiting hero (4] is at the town’s gate and can be reached from the
Bnth outside, i.e. he can exchange troops and items with allies from the mission
TOWN SCreen : map and repel enemy attacks. Two of your heroes may defend a single town.
~ In most missions, towns serve as “support points” for tasks, and
defending your own towns while capturing enemy towns makes up the : Heroes can be relocated (from the garrison to the gate and back) with their
mission’s key moments. troops. To do so, drag the hero’s portrait to the new location. If there are
In most missions, you will start with towns corresponding to your hero’s g | two heroes in the town, they will switch places.
race. Of course, a town is open to any friendly hero, but the opportunities it e,
4 . .
. offers will be somewhat limited for a hero of a foreign race. In partlcu[ar, higltwic? - Hero panels allow heroes to exchange troops by moving units from the
- will not be able to use some of the buildings specific to the town’s faction. . Jie . garrison to the visitor’s army and back, as well as to split, combine and
Sl . redistribute troops. To exchange artefacts and war machines, use the
ent eflng the town : : ~ heroes exchange screen, which can be opened by double-clicking on any of
. You can enter the town screen by double-clicking on its icon on the ; ) i ‘Ithe-h-eroes’ portraits.

- adventure map. To enter the town with a hero, select your hero aad set : i
'_'the town as the destmatlon W . ’ BAS‘IC CONTROLS FIELD { s)
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agu: gu1[d check the spells. that mfItmg heroes can leamn. %
. 5}1 pyard: purchase shlps
; ‘ﬁ& lacksmith: purchase war machines.

; Rama[ abl lities: access special buildings. It can only be used by the
“native” race heroes. - s

suildings

The opportunities the town offers to heroes are provided by the bu1[dmgs
it contains. Planning the construction of a new building and upgrading
exnstmg ones c[ever[y increases your heroes’ chances to win the entire

mission.,

- Town HALL

A town cannot exist without this building. The Town Hall will collect
_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.

ability to erect new buildings. Please note that the most advanced Town

; ,t'hough you may have several towns, you may only have one Capitol.

Forr -
- This is the town s main military fortlﬁcatlon It is where troops en[lst

s he place where you&c n
be upg‘raded Th ha

Hall building, the Capitol, is a privilege of the kingdom’s capital, therefore,

"‘1 ullai:(a new hero . Usually a tavern has two hireable heroes;
ew heroes stop at the taverns at the start of every week. Heroes who

have been defeated in bat;[% fled or been paid off, return to tavemns.
Taverns are also a source of information: various rumours are accumulated
here, and the thieves’ guild is willing to provide you with intelligence
concemmg your opponents for a reasonable price. A hired hero will join
the town’s garrison, which is why you must first make sure that the hero’s
slot in the garrison is free. The units panel of the garrison must have
enough free space for the hero’s units.

BrAcksmiTH
/V\anufactures and se[[s war machines. Depending on the towr’s race,
 the price of the various war machines may vary. Only a visiting hero can
purchase war machines.

SHIPYARD
Enables you to purchase ships. This building can only be erected if the
town is located near a shore.

MacicaL Guilp

"[[ows the visiting heroes to learn magic spells. The magical guild’s level
(1 to 5] determines the highest circle of spells that the guild will offer.
Learing is performed automatically when a hero visits the town. The

- number of spells of any circle known to the guild is [imited. To expand the
~ heroes” magical abilities, try to have them visit other towns with magical
‘guilds and use the Magic Shrines located on the mission map. Some
abilities allow heroes to exchange spells when they meet allies or “peep” at
pells used by their enemies. For the Academy faction, the magical guild

>f the same creatus
u [yyo will be al et
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*: he Hire icon to access the HJ e
Creatures interface. The
Creatures panel shows thi
that are available for recruitment.
On the left you can see the building
that produces the units. Then you
can choose between the basic(r) and
upgraded(2) versions of each creature.
The digits (3) indicate the number of hmmemmmeeeea,
creatures that are currently available on the left, and their weekly growth
on the right. :

. When you select a creature, the resources needed to enlist it will show up
just below the resource bar(4), under the corresponding resources.

uDevelopmg your town

om the main town interface, click on

‘._\'fl%e, Build icon to access the building &

~ plan interface. The building plan shows |2 “'i

- the order in which buildings can be
erected. The building description and
the required conditions needed to erect
it are shown in the context tip. When
you select a building, the resources : -

needed to complete it will show up just below the resource bar, unc{er the

Y

CONTROLS FIELD

CO”"CSPOU_de resources. ; * Plus/minus buttons: increase/decrease the amount of selected creatures
You can only construct one building per day and per town. The Town ; 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.

.--*._f.-_-Tp 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
click on the Hire button in the right panel.

+ Build: spend the needed amount of resources to complete the building.
+ Show simple/detailed plan: show a simple/detailed view of the building -
plans. The simple view does not enable you to view plans for bu1[dmgs
that you are currently unable to build. 0

» Exit: go back to the town screen.

CréO.TUfeS screen
Click on the second tab of the
~ hire creatures panel to access the
creatures screens.
u can also call up this screen by
le-clicking on the Stack’s icon in the
Town screen, Hero screen or on

ative bar in the Combat screen.

' dCSCTIptTOTl (I), o 411

' Buitbing pLAN ;
The building plan will indicate the status of the various bul[dmgs yq
town may include: A #
: Bfm[dmgs displayed in,hoixﬁﬁ[ iew ha\}é; a_[-rcady been built and ¢

o ) (p[
ring co bat) are d1sp[ayed on
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cara\?é.n,’alnd any remammg urf|t n the caravan will be [ost A caravan
‘travels at the speed of a hero who has Expert Logistics and Pathfinding.
Al terrain penalties are considered. It will automatically select the

+ Dismiss: c[lsmlss the select

'+ Upgrade: upgrade the se[ected creature. ' ¥ shortest unblocked route to its destination. Caravans cannot be controlled
» Exit: go back to the previous screen.* ; - manually, and their destimations cannot be changed. If travelling is impossible, the
T:hi's option is only available in towns caravan stops until the path is free again.
If a town to which the caravan has been travelling is seized by an enemy,

L Up gfod mng ceatures ! the caravan travels on, but will stop before entering the city and wait.

From the main town interface, click on Caravans are counted as an additional hero in your party until they are

the Upgrade icon to access the disbanded. Their number is consequently limited: the number of heroes

Upgrade Creatures interface. The and caravans together cannot exceed the maximum number of heroes.

upgrade panel shows the creatures that To use caravans, three new tabs have been added to the town Hire

are available. The arrow buttons under Creatures interface: Hire creatures from dwellings, Hire creatures from

each creature’s portrait show you the neighbouring castles, Caravans’ estimated time of arrival.

status of each stack: -

- Red: cannot be upgraded. Not enough
money, building not available, etc.

- Green: can be upgraded.

- Orange: already upgraded.

- No button: the creature belongs to another faction.

The price of upgrading troops is equal to the difference between the cost of

enlisting the basic-level and the advanced-level creatures and appears in

HiRE CREATURES FROM DWELLINGS

This tab shows all the dwellings you

currently own. The dwellings are sorted

by caravan movement time to the

current town. Hire creatures and send
_ithem ‘to your town by caravan by

c{lcTung the Confirm button.

-HIRE CREATURES FROM NEIGHBOURING CASTLES
In this tab, your towns are displayed
. with all available creatures. The process
' for hiring creatures there is the same as

the context tip. Creatures can also be upgraded from the Creature Screen../ .

caravans
A caravan is an autonomous cart, a
~ special unit on the adventure map that
. travels by itself. A caravan can only carry/
. creatures, and does so between towns
i e[dngmg to the player or from dw [[mgs g
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that the.y will be compe[[ad o flee

Iafnng Q barﬂe
f your hero has entered an enemy s area (after following a red route) or
attacked a building guarded by an enemy, the game switches to the
 tactical phase. After arranging the stacks, you begin fighting the enemy
" according to certain rules. The battle must end with one party winning

and the other [osmg The hero who has lost the battle may die, flee or glvé '

ransom. Thewinner gains experience as well as the artefacts of the fa[[en
enemy or Money as a ransom.

Tactical hase
Before each battle, you will have the
opportunity to arrange your stacks on
~your part of the battlefield. In this phase,
the army bar will appear, showing your
reserves: unused creatures are displayed
normally, and the creatures that are
~ already on the battlefield are greyed out.
i\ To arrange the stacks, simply drag and
~ drop them onto the battlefield or the army
. bar. You can also remove a stack from the S S
battle to save it for future combats by dragging it back to the army bar. Your’
. arrangement will be saved by the game. At the beginning of the next battle,
the stacks (except new ones) will take the same positions, unless an Qb%tac[ez
oceupies the position. Please note that at this stage you cannobactda[[y see.
enemy army, even if it is already arranged and present on the battlefield. "ﬂle»

op{aopent army is revea[ed wheIn cbmbat starts

ires will be aul:omatlca[[y arranged on the battle

%nbat will be reso[vec{ automa ica[[y by the Al r'x

L use during the fight. At the bottom of

~combat screen

, pay special attention to the larger

s and are ground-bound. They should not have
ecause they are [ess manoeuvrable. When
posmonmg shooters, use the lvantage of obstacles to make it more difficult for
the enemy to approach them c[ose[y

When a combat starts, the battle
screen will appear, showing the arena
where the fight will take place. On this
screen, the attacking army is displayed
on the left, as well as your hero and
any war machines you own and may

the screen is the Initiative Bar (1), with
the next creature to be played
displayed in the bigger square on the S
left. Just below the initiative bar is the battle log (2), which describes the
results of the latest actions, or the expected result when a target is
selected.

Durmg the battle, you will play your stacks in the order indicated by the

il "tlatlve Bar, from left to right.

CONTROLS FIELD

- 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 batt[eﬁe[d,

Wpﬂng your'army, or surrendermg to the enemy and paying the
vhile keeping your remaining units. fn both cases, the battle is

hero goes td o tavgm where he can’ be leed agam You i

ensive pos

, the stack DETeﬁI i
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Stack cannot use raﬂged apons when an enemy stands nexct to it.
YOu can only perform a melee attack on a nearby enemy or move aside,

posmon of the stacks in the queue is etermined by the creatures’ but you will lose 4 turn,

'lmtiatwe value. A creature with- a.hrg& initiative value may, therefore, You can force a melee attack by pressing Ctrl while c[lckmg on the enemy
how twice in the Initiative Bar. : target, provided it can be reached.
1 owever, the queue will evolve during battle. The simplest case is when a : b
. stack is eliminated and [eaves all the positions it had in the queue. ' DeeenD / Skie TUurN
i - Certain spells can modify the initiative value of a stack, thus making it . Sometimes you may wish to skip your tum, waiting for a better time to

move forward or backward in the queue. The spell-affected stack will then

" move forward or backward in the bar.
Finally, a stack can miss its tum (without assuming the defensive, see
below), in which case its position in the queue is moved back to one ha[f lafifet s
the usual cyc[e A
The picture’s background corresponds to the party’s colour. Enemy tums

attack. In this case, you can use the <Space> key or the Defend button to tell

the stack to stay still. It will then gain a 30% bonus to its Defence value.

You can also make a stack wait for a while without defending by hitting the
W5 key. The stack’s tumn will be, postponed for half of the usual cycle.

are handled by the Al. When the tum is passed to one of your stacks, SPELL CASTING I

fighting is paused while awaiting your action. : Heroes and some creatures can cast spells during combat. To cast a spell,

The creatures are simultaneously highlighted on the bar and on the arena | click on the Cast spell / Use Ability button. The spellbook will open,

when you move your cursor over them. allowing you to select a spell. When a spell is selected, the book will close

and the spell becomes active. Depending on the spell you activate, three

EIghTIng monogemenr events may occur:

MOVING ACROSS THE ARENA .+ The spell does not require a target and is activated automatically. This
g When your stack takes its turn, a field of highlighted squares around it " leincludes mass effect spells that will affect all stacks on the battlefield.

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 actlons
- within the current tum.

An arena can have unattainable areas. Ground-bound creatures have to r
walk around these areas. Flying, levitating or te[eportmg creatures cana:
cross over them, but cannot stop on them. .

. "'I‘}"ou need to specify a target creature, hostile or friendly. To specify a
n _target creature, bring the cursor over the target. If the target is valid for
rilr. - this 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 wn[[ suffer damage, regardless of which
party they belong to.
. ‘L k {:o confirm your choice. To cancel spe[l castmg, hit <Esc, and the
e restored to its rrbrma[ form /
ave spell eﬁects h,ava numbers with a coloured background
the spells cast on the unit in the second window of the
in the Creature Screen. A green | back
alq ect will be had on a creature, i

3 ben%fgma, and detr imental e.ff cts.

; MELEE ATTACK

you bring the cursor over an enemy sta.ck within the unit’s range, t "h
k cursor will appear. \/ou can move the attack cursor to attack th
y from various directions, depending on' your current range.
are to which the stack Wl[[ move Wl[[ also be ﬁlgh[lghted
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it’s attack, target’s defence and various
ill be executed with 100% probability.
than 100% (like Luck) is not included in

h

afccou'nt the 8
bilites that

damage estimates. |
P[ease note that near[y all cre,atures have one or severa[ special ablhtles When a stack is healed, the ﬁTSt creature is healed, then, if there still is
st abilities are automatic, meaning that the creature will always use. healing ability or magic power left and if the healing spell or ability

em whenever possible. You can check creature abilities by consulting the permits it, one Killed creature is resurrected and healed, and SNl The
s e _ - total amount of creatutes after healing cannot exceed the stack’s original |

strength. The rules for certain creatures’ abilities to replenish their health
by Life Drain and resurrecting spells are similar.

. Hero/AcTiONs
- During their turn, heroes can perform four action types:

+ Attack an enemy with their default attack by targeting an enemy stack
on the battlefield, just like a shooting attack.

+ Use their special abilities by selecting them from the spellbook.
+ Cast one spell from their spellbook.
+ Skip their turn using the Defend or Wait button.

Luck AND MoRALE {
The Luck property determines the probability of inf[icting double damage
‘on a target. The default value for Luck is zero, meaning that you will

. never inflict double damage. This probability can be increased when a hero
has the skill of Luck. Luck affects the creatures under the hero’s control,
but does not affect the hero himself.

£5

MANAGlrI\IG IR s g Luck can also be negative. In this case, some of a unit’s attacks will inflict

~ As a rule, “active” war machines (healing tents and ballistae) operate only half the usual damage. On the battle arena, when the Luck
independently and select their targets automatically. However, a hero : parameter snaps into action, this is seen in the form of a rainbow-like halo
with the appropriate skill can give them orders. over a creature.

Morale value determines a stack’s chances of taking more tuns or
i”sklppmg some of its tumns, according to its current Initiative value. The
default value for Morale is zero, meaning that the tums never become
more frequent, nor are they skipped.

A stack’s Morale value can be modified through the hero’s Leadership
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 i in the army or a

forelgn hero commandmg it, decrease Morale.

it COUNTER-ATTACKING -
' M ost of the creatures have the ability to automatically counter-attack an
enemy who has just attacked them. Xs a rule, a counter-attack can on[y 3
~ be performed once within a stack’s turn. Counter-attacking is only
possible in melee combat There are several exceptions to this ru[e,
dependmg on a creature’s special abilities.

. IDAMAGE AND HEALING RULES
- The overall damage suffered by an attack is the sum of damages in ldte
by each of the creatures in the attacking stack. Usually, the inflict
damage is determined randomly within the Damage range of the creatt
Thu; damage mf[lctec{ by the’bstack equa[s this number mu[tlp[led by the
number of creatures in the stack. The unit ‘attack value increases da'
c{e.creases damages dealt.
o the target a

[f si cycle. It appear,s.as a bird-like flg.ure in black over the creature.
) morale means that after tum, a st‘;Ick May on[y have to wait for

.taget defence valug
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thls protection is used in ‘combat. The Rage [eve[ of each creature is

- displayed on its portrait in the Initiative Bar. .

As soon as the Rage counter reaches a first stage, the creature gains a

special bonus that will permanently affect it for the current combat, unless

" its Rage counter decreases under the stage limit again. When the effect is
activated, the creature portrait will blink and a blood explosion will appear
over the creature. The bonus name and effect can be checked by right-
clicking on the creature’s portrait in the Initiative Bar.
Two more stages can be reached when increasing the Rage counter,
allowing the creature to gain two more special bonuses, to a maximum of
three. Each Rage stage is displayed on the creature’s portrait in the Initiative
Bar as a small drop of blood. Each bonus has an effect that is specific to the

creature’s type.

Alternative upgrades
In “Tribes of the East” there is a new

an alternative to the old upgrade. No
special building is needed for the
alternate upgrade, you just need the
standard building for upgraded
creatures in your town. Both upgrades
have the same cost. You can have
creatures of both upgrade types at the
same time in your town or army.

In the Hire Creatures interface, you can e
now plck up any upgrade you wish. The yel[ow borders on the' creatures

i Re- TRAININC Heroes ';

BGERSell in the Conltrale field.

e

Memory Mentor is a brand neW\Spema[
building that can be built in your towns.
It allows your heroes to retrain in their
skills and abilities. However, the hero’s
primary attributes (Offence, Defence,
Spellpower and Knowledge) will remain
unchanged.
You can select an ability to unleam it or
decrease your expertise level in a skill.
The Skills and Abilities tabs in the
Hero Management interface have been modlfled accordingly, allowing you
to cancel your skills and abilities.
Sometimes a skill/ability cannot be cancelled. This happens when it is a
prerequisite for any other existing skill or ability that you currently own.

SELLING ARTEFACTS

Artefacts can now be sold from the town
Marketplace interface. Two new tabs have
been added. One for the garrison hero, the
other for the visiting one. Click on the tab
to open the Sell Artefacts interface.

Your hero portrait will be displayed, along
with all the artefacts he possesses. To sell
an artefact, just select it (the price you get
is displayed in the resources panel) and

ARTEFACTS POWER LINK
ipping artefacts of the same group type (runic, demonic, lion...) will now
you a speci‘a[ bonus The more artefacts of a given type you are
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MULTI LA' .
Please refer to the readme.txt
information about supported modes, game servers and new maps, please
visit the game’s official websites (links to appropriate Internet sites are
p%ovided in the game’s programme ‘group in Windows Start menu).

--MUITI;\)A auer menu

Click on u[tlp

Here you can'select the game mode: Hot Seat, LAN or Ubi.com, or
choose to load a saved multiplayer game.

+ In Hot seat mode, players play a game on a single computer.

+ A LAN game allows you to play a multiplayer game on the local network.

+ A Ubi.com game lets you play a multiplayer game via Internet.

HOT seat
Up to 8 (depends on map) players can
play in this mode. The game selection
screen is similar to the one for
selecting single-player custom games.
The difference is that only multiplayer
maps are displayed. Choose the map
and set the options. Click the Create
Game 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. '
All p[ayers must choose their number, flag colour and initial parameters
(race, starting hero and resources - if the scenario allows it). By defaule,
~ start-up parameters are tandomly set (dice icon). Close unused lines | lock.
icon) or assign Al-controlled players (computer icon) to them. After tha't,
you can start playing the game. Information about the current player is
c{lSp[ayed in the mformatlon Wmdow in the upper section of the screen

ayer from the main menu to access the Multiplayer menu.

estimated at the beginning of each tum. lf conflict is possvb[e, the game is

permanently switched to turn-based mode.

Simultaneous Turns and Ghost Mode: if both options are activated, Ghost
Miode starts after the player has clicked on End of Tum, and remains active
until all opponents do the same. The ghosts’ energy is charged according to
the length of their previous turn in Ghost Mode (i.e. the time the player
waited for his or her opponents to click End of Tumn). When the game
changes to Turn-basedimode, Ghost Mode also becomes turn-based.

LAN ¢me

JOINING A GAME

On this screen, available LAN servers
will be searched out, and the list of
available game sessions displayed. It
includes both active games (the ones
already under way) and open games.
Select a game and click on Join (you
might be prompted to enter a password).
You'll be transferred to the game room.

CREATING A GAME
From the same screen, choose the game type (Standard Mode - playing on
a mission map, or Duel Mode - a duel game). Click on Create to access

.the game creation panel.

R
(CHATTING WITH OTHER PLAYERS
The right-hand window displays the list of players in your LAN network. You

* can move any of the players to your Friends list to chat with them privately.

The lower section of the screen allows you to exchange messages with other
players. To send a message, type the text in the text-box and press <Enter>.

"To send a private message, choose recipient in your Friends list.

Uubl.com ¢ame
Raules for playing Via Ubi.com are similar to the LAN game rules.

‘ou must be registered to play a Ubi.com game Click on Account in the
A \pbyer Game interface to open your -
et browser and connect to the
stration page. Enter your login name,
rd and e-mail address (i you have
password). After
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'_Cf‘e tin &g'a mulTI_;louIJer ame
 When you create a n‘lu[l‘:lpl.a.yer game on Ubi.com or on a LAN, you will have
access to several options.

« Rating: the results of your game will mﬂuence your Tankmg on Ubi.com. After clicking the Create button, you will be brought to the game creation screen.

'. Dhuel: you will directly access the Dua["mode game. MU]TIplO.IITef InISSIOD types

There are two kinds of gameplay available for accomplishing missions:
each player against all others and team play, where players can make
alliances with each other. The player who created the map determines the
type 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

- swap resources via the Mail interface.

hannels
Channe[s 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 connected to the channel and
with friends on[y VYou can also join
open game sessions (i.e. games which
still have room for other players), or

' create your own game.

MUh‘IplQILIef games selection
This screen is similar to the one for
selecting single-player custom games.
The difference is that only multiplayer
maps are displayed, and that it provides
additional options.
+ Name: The name of the new game will be
. displayed in the game sessions [ist.
i --~‘._f.r-\r,,Locked Game: Access to the game can be
{ " protected by password (the field below).
+ Chost Mode: Enables Ghost Mode
you'l be able to use a “Chost” to explore
 the mission map while the opposition takes their tum, see details below).
+ Dynamic Battle: Allows Dynamic Batle combat with a time [imit for stack’s
turns (None, Slow, Normal and Fast).

- Ladders ' ' £ il
Ubi.com maintains a general [ist of all players’ scores (Ladder). Each player who
has taken part in a rating game at least once has their profile stored on the.

. master server. Profiles include data on the player’s current rating,: their numb 3 ~ » Time Limit: Time [imit for taking tums (from 1 to 45 minutes or no [imit).
. of victories and defeats for each race, their preferred race, playing time, etc. : e Difficulty: Set the difficulty for a mission (Easy, Nommal, Hard, Heroic).
Rating is calculated based on the number of victoties and defeats, taking i into il Quack gpmbat allows you to estimate combat results before combat and

‘account differences between the opponents’ ratings. Dependmg on their 1.

ayers can choose a picture to ‘represent them — an image of a creature or her

om, their favounte Tace For examp[e, a nov:ce p[ayer can choose a pIC C : all options are set, chck on 'Create
! to the,game lobby panel.

pt them or play them ORI 8o,
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! \ .',\
controlled p[ayers (computer ic ’}['.
10 - the screen to exchange messag
to begm by c[lckmg on the Start

When all players confirm that
Game button), the game stafts |
- During the game, players can chat wnth each other (messages will be over[alc{
the left section of the screen). To call up a textbox and enter your message,
ess Backspace>; to send the message, press <Enter>; to delete your message
- without sending it or to close the window, press <Esc>

gecml mulnploagef modes

puel mode
To create a duel game session, select
Duel Mode from the Games List
panel. Click on create and enter the
name (and password if you wish) of the
game you wish to create.
After that, you'll be transferred to the
Lobby where you can choose your hero
[view context tooltips for description of
the heroes” armies). Choose arena type
and set the time limit. On the lower
section of the screen, you can exchange
messages with the other player. The
game starts when both p[ayers are ready. You can’t fight a duel with an

- ‘Al-controlled opponent. To join a duel game session, select Duel Mode

from the Games List pane[ and then select the game you wish to join and “

click Join. o
%hosT mode

~ game world where the current mission is takmg place.
available in multiplayer games, and only to human p[ayers {AT conbro[[

players cannot switch to Gh,ost moc{e) Whl le in Ghost mode, you still can

%&Elé’ﬂcﬁ]

. to call up a screen with its

lok on the ghost’s picture
Irameters.
Here you can spend energy to
upgrade your ghost. b
There are 6 skills to upgrade:
+ Revenge: allows your ghost to weaken
the skills of an enemy ghost. At an
advanced level, 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 level, the more
damage the ghost inflicts. An advanced skill level allows the ghost to
" redirect the mine’s output to supply its master.

« Curse: A ghost can curse a nearby enemy and diminish their main
attributes. The higher this skill, the more damage a ghost inflicts.

+ Possess: A ghost can take control of neutral creatures. If an enemy hero
encounters these creatures, a ghost’s master will be able to observe the
combat and occasionally control the units. The higher the skill, the more
control you'll have over the creatures.

+ Guard: In Guard mode, an Intercept area appears around the ghost; all

... enemy ghosts that get within it will be automatically attacked. The higher
/9 ,,the skill, the bigger the Intercept radius.

« Devour: A ghost can attack enemy ghosts in Haunt, Curse or Possess
modes. Attack begins a combat between ghosts. The higher the skill, the
st‘ronge‘r the ghost becomes and the better their chance of winning.

"-qhost specialisations
' There are 6 ghost specialisations, depending on the race:

faction specialisation secondoflf specialisation

“[Haven | Revenge Haunt, Curse
:

{necropolis — [Devour. Curse, Speed

inferno | Haunt " |Devour, Possess

‘[academy Possess Jil Revenge, Speed

pungeon . |Curse
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he map will be placed in the Maps folder.

t when using a map created with the Random Map
~ Generator in mu[tlp[ayer, i -do not need to send it to other users. The
game will generate the ma;l utomatically on the connected players’

computers, using the aforementioned map template.

e

buildings on the map, ‘auras of c[ oblects nd posmons of a[[
neutral units within the ghést s -ﬁe[d of vision (at a distance you'll see
apes indicating a unit’s race - e.g. Peasant for Haven or Skeleton for
Necropolis; close by, you'll see the actual creatures). Enemy ghosts always
é’nam invisible. Ghosts can move on water, use portals and te[eport, but
the'y c.annot get mto towns or individual buildings.

A

Defence includes lifting curses, guarding friendly objects/units and
fighting enemy ghosts. Ghosts can [ift a curse or take control over neutra[
units. Ghosts can also switch to guarding mode, to guard a mineora =~ = i
hero. If an enemy ghost tries to approach a guarded object, the ghosts it
start fighting, regardless of how far away from each other they are.
Combat automatically continues and the players are advised of the result
at the end. The defeated ghost loses some of its skill and retreats to the
~ gates of the nearest friendly town.
If a player is attacked in the normal world, they must leave the ghost
‘world for the duration of the combat. When the opposition ends their turn
and the player begins theirs, they are taken back to the normal world
automatica[[y.

e

‘random Map generator o ) g
The Random Map Generator allows o
. you to create a map for mutlipayer or

. custom games.
 You can select the size of the map,
whether the underground map is used,
th power of neutral units gua‘rdmg the

1 Random Map Genera.tg&f.wé' k‘s._ _
_p[ates that des rlbé tﬁe meip
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while p[aymg L 9
Movie maker: A[[ows you to se[ect and'l run files from the movie maker utility.
Dla[og rep[ay Allows you to watch again the dialog scenes you
unlocked in the game.. ]

gameplay settings
adventure
+ Quick Combat
* Movement reminder: Displays a reminder if the player clicks on the
End of Tum button while some of their heroes still have unused
movement points.
» Map scroll speed: Sets camera scroll speed when using keyboard
controls or moving the mouse to the edge of the screen.
¢ Invert Camera Rotation
+ Show tutorial: Shows tutorial screens during the first campaign.
» Tooltip delay: Sets how soon a tooltip is displayed after you place the
cursor over a screen object.
i * Player Movement Speed
' _+ Al Movement Speed
_» Special Hero Trail (Collector’s Edition only)
combat
+ Show grid: Toggles arena grid on/off.
» Show movement shade: When you place the cursor over a stack, the
areas the stack can reach in one turn will be hlghhghted : '
+ Use magic in autocombats: Toggles the use of magic in autocombat :
« Cinematic camera: When a stack attacks, the camera W1[[ showk\tTi
combat; from a c[oser pomt of view.| 4

e

the tums speec[ at s[ow, 1nc 3 r fas
1g5: ets Ftow qulckly stacks VVI[[ move around thaé

~correction for your monitor.
. i hardware cursors mstead of the defau[t
‘game dneé Speeds up thq 1, recommended for graphics systems
close to minimum confi ion.

. No eye candies: Use the most basic graphics mode, recommended for
minimum configuration systems only.

Anti-aliasing: gets anti-aliasing mode. The game will suggest a default
setting, according tosyour system’s performances.

Anisotropic filtering; Aﬁects the way textures positioned at a sharp
angle to the camera are displayed. The game will suggest a default
setting, according to your system’s performances.

sound

+ Music volume: Sets the music volume in the game.
+ Sound volume: Sets the volume for various sound effects in the game.

game controls

Clicking and releasing the right mouse button on an object opens the
context tip relating to the object, or cycles through the other tip screens if
there are several.

camera managemem‘

from keyboard:

move camera forward

move camera backward

move camera to the left

move camera to the right

Zzoom in

zoom out

set camera on average height default camera

rotate camera to the left

~rota

camera to the right

¥
'

tile amera up
.~ | tilt camera down

) f ‘ “\\
o ,@Aﬁge;scale (z:oom in or out)

_ rotate camera to the left
rotate ¢ he righ
ove | tilt camer S i h

- 1 T
i : it [ AbrTp
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set this location as the destmat]on for the
ected. her.g [route will be chosen)

" ble <Click> on
ation or object,
or <Clicks on destination

tell the selected hero to move to thal: location orf
object

<Click> on friendly hero

approach a hero and open the exchange screen

<RMB> on object open the object (hero, unit, building) properties |
» screen, which depends on the object type

<Space> | tell a hero to move

Crrl> + <E> i _|lend turn |

R cancel hero movement, clear chosen route, close]|

current dialogue window (if applicable)
IM> toggle the Mana bar from hero icon on heroes bar
<N, <Tab> select next hero

| <Shife + <Tab>

select previous hero

<C> open spellbook on strategic level spe[[s section
<E> end of tum
<> switch to selected hero screen and open
1% inventory window
K> open the Kingdom Overview screen
<>

| <Os

s

. erect selected building

ch to creatures hire screen

switch to market screen

<Enter>, <Esc> i

[eave town interface for mission map

<Space>

L o S

switch places of garrison and visiting hero

Battle arena

<Click> on enemy unit

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

|<Cerl> + <Click> on
| enemy unit

| melee attack regardless of default weapon /

magic settings

<Click> on own unit

Cast Spell / Use Ability on unit (only with the

magic selected)

<Space> or <D>

tell unit to pass to the defensive, earmning 30%

for the Defence

<W>

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

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

. <'Esc> when spell /

blhty selected

cancel casting spell / using ability

tell hero to go on the defensive or skip a tum

ds

1 .gwatch betweén surface and undergroun

voke\ Tears of /\sha map

select Be’ro by ‘number | [eft to right]

'{ﬁetwork game only) open text inp

switch to automatic fighting mode

flee or surrender (retreat).

Ifo.[der)

Y show game settings ﬁgreen" ’
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- Ubisoft guarantees to the original purchaser of thrs computer software
product that the DVD/ cartridge supplied with this product shall not show
any default durmg a normal use period of ninety (9o} days from the
invoiced date of purcﬂrase In the first instance please retumn the faulty
product to the point of purchase together with your valid receipt.

If for any reason this is not possible, (and it is within go days of the
purchase date), then the faulty compact discs/cartridges should be returned
to Ubisoft at the below address, along with a dated receipt, location of
3 purchase, a statement descrrbmg the fault, and all original packaging.

\sked Questrons ﬁrst'

y'vrsrtmg our FAQ database, you can find exact[y the same answers

- that are available to you by ca[[mg or sending web-mail to our support y

' representatives. This service is free anc{ available 24/7!
If for any reason you do ot find the answer to your question, you can
click on the Ask a question link in the FAQ to send us a web-mail,
ensurmg that?; ve get all the important information on your system and = D ad d ress for rerurns

. your probles s0 we can answer correctly the first time. iRy ke ' Ubrsoft, Chertsey Gate East, London Street, Chertsey, Surrey,

 Make sure to include all information on your system, your problem, and L United Kingdom, KT16 8AP

. the game you are playing. e

: . Where a DVD key is tequired to access on-line game play, this cannot be reproduced or

~ If you do not have internet access, our support representatives can assist replaced. It is the responsibility of the original purchaser to keep this DVD key
‘you from 8:00am until 11:00pm, Monday - Friday (excluding Bank ; secure. Lost, stolen or damaged DVD keys cannot be replaced.

 Holidays) on Telephone: 0905 — 482 - o109 Calls cost 30p per minute.
- Please be at your system when calling Ubisoft for support.

L

australian technical supporT
“Technical Support Info Hot[me
1902 262 102 i

; [calls are charged at {2.48 per mmute ¢ o
including GST. Higher from public and mobile p

Join the growing Heroes of Might & Magic® V Tribes Of The East
! community and get access to:
= —— — ——— A ~ o Exclusive content and information
game manual was produced by international online Hommg fan community o « Great competitions and prizes
hitp: //www heroesofmlghmndmaglc com/heroess/game manuals.shtml . kg - Privileged offers: collectors, limited edition. ..
o T R T ‘« " e Exclusive hints and tips
Aty e Meet new friends on the forums and get all the help you need!
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WIN UBISOfT GAMES

Register on the competition site now:
http://registrationcontest.ubi.com
Competition is free of charge. No purchase necessary.

- CLOSING DATE for registrations: 27/10/2005 to 31/10/2007.

- FuLL REGULATIONS AVAILABLE free of charge by writing to UBISOFT
EMEA, Grand jeu/concours E-Registration - 28, rue Armand Carrel,
093108 Montreuil-sous-Bois Cedex, France; or available at the following
address: http://registrationcontest.ubi.com.

- AWARDS:

- 10 video games to be won every week.

« 520 games in all, with a total retail value of 31 200 euros
(ro games to be won every week for a year)

- and unit retail value of 60 euros (inc.VAT)

(art L 121-37 Ccons.).



