


































































































Halls of the Dead: Faery Tale Adventure II

Initiating Combat :
There are two ways to enter into combat. The first is if a monster or NPC attacks one
of the three brothers

The second way is to have the brothers pick a fight. If you want the brothers to attack a
monster or NPC, make sure the center brother is aggressive and place the cursor over
the monster or NPC. If the center brother is within attack range of the monster, the
cursor will become the cross-hairs or attack cursor. If the center brother is using a
hand-held weapon such as a sword, he will have to move within striking distance of
the enemy before attacking, but if he has a ranged weapon such as a bow, he can attack
from further away

If the auto-aggression setting in the options menu is checked when combat is initiated,
all brothers within the vicinity of the combat will automatically become aggressive.

Combat Mode

When combat is initiated the game will enter a special combat mode, which has two
effects on the game play. First, the game will temporarily become ‘turn based’; it will
pause when the center brother is not taking any action. This allows the user an
opportunity to assess the situation and formulate a plan of attack while not being
beaten upon by the attacking monsters. However, whenever the center brother does
something (walk, attack, cast spell, shuffle inventory) the game will proceed, allowing
the monsters to also take action.

When the game is paused an indicator in the form of a white triangle will appear above
the center brother’s head within the map display indicating that it is now the center
brother’s opportunity to take action.

The second effect of combat mode is upon the non-center brothers’ behavior. During
combat, an aggressive non-center brother will automatically select and fight enemies.
At times, aggressive non-center brothers will run after monsters which are not on
screen and therefore not visible to the player. However, non-aggressive non-center
brothers will actively avoid monsters during combat. Thus, the user can keep a non-
center brother out of danger simply by turning that brother’s aggression state off. It is
important to keep in mind that a banded, non-aggressive, non-center brother will stay
in the vicinity of the center brother while trying to avoid monsters, whereas a non-
banded, non-aggressive, non-center brother will simply run away from monsters
regardless of what the other brothers are doing.

Using the Auto-Drag Cursor in Combat

The auto-drag feature (see Auto-Drag section above) may be used to simplify combat.
Because the auto-drag feature simulates holding down the left mouse button, the auto-
drag cursor may be held over an enemy monster causing the center brother to either
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continuously attack that monster as fast as he can or advance towards that monster if
the center brother is out of attack range.

Auto-Wield Weapon

If the auto-wield weapon control is turned on in the options panel, the game
determines which weapons the banded brothers should use, regardless of what they
are carrying at the time. For example, if a banded brother is carrying a dagger at the
time combat starts but a bow and arrows would be more appropriate (and the brother
has a bow and arrows in inventory), then auto-wield weapon will select the bow
automatically. However, it is important to remember that bows will expend arrows
and some types of magical weapons will expend magical charges when used. One
reason to keep auto-wield weapon turned off is to inhibit a brother from needlessly
expending resources.

Opponent Damage

During combat, if you move your cursor over the foe, a health bar will appear along
with the name of the enemy. At the beginning of the melée the enemy's health bar will
appear as a solid green line. As the enemy takes damage, this line will shorten and
turn yellow. When the line becomes extremely short it turns red. When the line
disappears, the creature will fall dead.

Getting Loot

Once an enemy falls in combat, the brothers can examine the fallen foe for treasure
and items. Double-clicking with the left mouse button on the dead creature will bring
up the creature's death container, an inventory of all items carried by the creature.
These items can be transferred to any brother. Note that aggression must be turned off
to open the monster’s death container.

Weapons and Armor

When the three brothers first arrive in the land of Farr, their ability to do battle will be
severely hampered by their lack of weapons and armor. Fortunately, it won't be too
hard to equip the brothers. With a little bit of cash, weapons can be purchased from
merchants and blacksmiths. Additionally, weapons can be taken from fallen foes and
found in many places throughout Farr, including caves, castles, villages, and the

. countryside.

There is a wide array of weapons and armor to choose from—axes, maces, gauntlets,
swords, cloaks, daggers, boots, and bows. Each type of item is available in varying
degrees of quality and craftsmanship. Additionally, there are rumors of rare weapons
and armor endowed with fearsome magic by powerful magicians. Finding these
items, if indeed they exist, will be very difficult.
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Weapon and Armor Grades

All weapons and armor fall into five grades of quality, with one being the lowest and
five the highest. Generally weapons made of bronze are the weakest, with potmetal
being slightly stronger and steel stronger still. Weapons made from mithril are second
only to items made of adamantium, the strongest metal found in the land.

Armor follows a similar system, with hide or soft leather offering the least amount of
protection, followed by wood or hard leather, steel and chainmail, mithril and mithril
chainmail, and adamantium and adamantium chainmail.

Weapon Selection

To use a weapon in combat, you first have to activate it. Weapons can be activated by
double-clicking. A yellow outline will appear around the weapon, indicating that it’s
active. Remember that each character can have only one active weapon at any time.
(Of course, armor, cloaks, boots, and/or shields can be active while a weapon is
active.)

Weapon Types

Weapons fall into two categories: hand-held and ranged. Ranged weapons include
bows, wands, and magic spells.

To use a ranged weapon, the player must first activate it (by double-clicking), then put
the brother wielding it in aggressive mode. The mouse pointer will change into a
cross-hairs. Placing the cross-hairs over an enemy and clicking the left mouse button
causes the centered brother to fire on the enemy. If the cursor is kept over the enemy
and the left mouse button is held down, the brother will continue to attack the enemy
he or the enemy has been destroyed, or until the weapon runs out of ammo.

The reserve of ammunition will always be displayed in the character inventory boxes
and mana display. When a non-center brother’s ammunition supply is exhausted, that
brother will automatically switch to a hand-held weapon, or to bare fists if no weapon
is available.

Armor

A wide variety of armor is available in the land of Farr, from Elven cloaks to
dragonskin boots. These items provide the wearer with a heightened degree of
protection from attack or environmental damage.

Once an item of armor is in a brother’s inventory, it can be activated (worn) by
double-clicking on it. A thin yellow outline will appear around the item. Remember,
only one piece of armor of any one type can be worn at a time. That is, if a brother is
wearing an adamantium chainmail shirt, he cannot also wear a steel chainmail shirt.
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Magical Weapons and Protections

A number of fabled weapons and wards are rumored to be scattered throughout the
land of Farr. To you, dear adventurer, these items would be a bountiful blessing. Each
possesses magical attributes that are sure to put fear into the hearts of your enemies.

Whenever one of the brothers is wielding a magical item or wearing a magically
endowed item, small icons will appear along the top right of the screen. These icons
will be accompanied by short descriptions that appear when the cursor is moved over
the icon. This text will inform the player of the nature of the enchantment.

Magic Icons

Throughout the land of Farr you may stumble upon magical fountains. Their waters
can recharge magical weapons. Drop the weapon on the fountain to recharge.
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How To Use Magic

Mana

The world has six different colors of magical energy (mana). Red: transformation,
coercion. Orange: protection, time force; Yellow: mental defense and detection.
Green: affects the Power of Life; can be either poison or healing. Blue: causes ice
damage; also used for travel. Violet: enchantment, metamagic.

Magic is an elemental force—neither good nor evil. Remember, in order to build one’s

magic in the game, a player must follow the Magician’s Creed for developing magical
ability:

e Each mana center can be thought of as a kind of “magical muscle”. Magical ability
can only be developed when this muscle is exercised.

e A brother can never increase his ability to cast spells beyond a pre-defined and
innate limit.

e Casting more powerful spells requires greater magical ability.
e Some spells are simply too powerful for a given individual to cast.

e Magical ability is exhausted after casting spells, and must be regenerated by the
passage of time.

Learning Spells .

Spells are found in scrolls, which may be picked up and placed in the brother’s ready
objects window. When the scroll is opened from the objects window and read, the -
spell is learned and the scroll disappears. The spell is placed in the spell section of that
brother’s mental container, from where it can be cast.

Casting Spells and Mana Use

Spells all require a different mixture of colors and amounts of mana. When a
memorized spell is cast, the proper amount of mana is automatically drained. If a
character attempts to cast a spell without enough mana of one or another color, the
spell will fizzle and the mana used will be lost. Mana recuperates slowly; however,
when the brothers use it regularly but do not overuse it, they increase their capacity to
hold mana.

Spells Categories
Spells fall into four separate categories:

e Attack spells (such as fireballs, lightning belts, poison clouds, and meteor
shower).
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e  Defense spells (such as heat ward, force field, spell barrier, and lethargic breeze).
e Healing spells (such as soul light, minor healing, major healing, and resurrection).

e Attribute enhancement spells (such as sure strike, flame shield, cold shield, and
seawalk).

See the Spells and Monsters manual for further details.

Troubleshooting

Technical Problems

DirectX problems
In Windows 95, if the game goes black when you try to play, or in general you get
other video problems, it’s almost always related to your video drivers.

The very first thing to do is check your video card manufacturer’s web page to
download and install the latest drivers. While FTAII has been designed to use the
latest in graphics display technology, there can certainly be compatibility issues with
installing and running DX3. The setup and drivers for DirectX are supplied by
Microsoft, but you should contact your video card manufacturer to get the latest
updates. But first you’ll need to know the kind of video card you have....

To find out what kind of video card you have in Windows 95:

1. Go to Start/Settings/Control Panel

2. Double-click on System/Device Manager

3. Expand the line that reads ‘Display Adapter.” The type of video card you have
shows up in the expanded line.

If your video drivers are up to date, and the game still doesn’t run in Windows 95,
you may have other system incompatibilities. To check for these:

1. In the Control Panel, check under System/Properties. If you do not have the
message: “Your system is configured for optimal performance’ you probably have
some incompatible drivers.

2. To see what those incompatibilities might be, expand all lines under Device
Manager and look for yellow error icons. Contact your dealer or manufacturer to
get the latest drivers.

Not enough memory in the DOS version

Be sure to start the game by typing ‘Start’ not ‘FTA2’. Using ‘Start’ will make some
virtual memory adjustments that should enable the game to run.
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Gameplay problems

What gives with the ghosts?
Some people think the ghosted people and items are bugs, but they’re intentional.
Otherwise you wouldn’t know if your knife fell behind a wall, or where a NPC went,

right?

I can’t add more to the brothers’ inventory!

There is a limit to how much bulk and weight a PC can carry, as indicated by the bulk
and weight icons on the interface. If you find you can’t pick up a piece of armor or
something, it’s time to sell or dump off some of your inventory.

The brothers get stuck in walls or other odd places.

Believe me, we’ve tried to find all of the place you get stuck. If you find one we
missed, we’re sorry! The easiest way to get back to normal is to reload your last saved
game.

Hey, this spell doesn’t work on this creature!

All creatures have their own strengths and weaknesses. Part of the game is discovering
these. Some creatures are naturally immune to certain magical attacks, others are more
susceptible. For example, a Hellhound obviously isn’t going to be damaged by a
fireball, but would probably take a bit more damage from an ice storm....

Technical Support

For additional assistance, please call 310-342-0610, Monday — Friday, 9 AM — 5 PM
Pacific Standard Time

Credits
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Legal Notice:

This manual and the product described within are copyrighted. No part of this manual
or software may be reproduced without permission from Encore Software and KO
Entertainment.

Windows 95, MS-DOS, and DirectX are registered trademarks of Microsoft
Corporation. Sound Blaster is a trademark of Creative Technology Ltd.

Halls of the Dead, Faery Tale Adventure II © The Dreamer’s Guild 1997. Developed
by The Dreamer’s Guild.

The Faery Tale Adventure licensed by The Software Business Ltd. and Hollyware
Entertainment. Distributed by Encore Software and KO Entertainment. The Encore
Software logo is a registered trademark of Encore Software, Inc. The KO
Entertainment logo is a trademark of KO Entertainment, Inc. All other brands or
product names are trademarks of their respective holders.
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