


Travel Guide to the Tri-City Area
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Goodbye, Keef. And Good Riddance!

...5ays the Eldest One as you stand before the Town Council...

We've been more than generous with you, but our patience has finally
run out. For years I have known this day would come, and now that
it's upon us, I'll be glad to be rid of you. Ever since you were aban-
dor.cd as a buby in front of the Temple of Mem, | have known that
you were destined to live a life on the streets.

Our Priests tried to train you in the ways of Mem, but you blasphemed
your way into the gutter. Then our Lords tried to train you in the ways

of Battle, but you angered the other apprentices with your victory
dancing until they drove you away. Then our Wizard tried to train you
in the ways of Magic, but your zeal for practical jokes put you on his
black list, too. Finally, when there was no one else who would train

you, you trained yourself in the ways of Theft. A

Son, you have an attitude problem.

Well, we've had just about enough of you, Keef. We the Council
hereby banish you to the jungle. [ doubt that you know this, but this
town is but a tiny flea on the body of a great dog. From this day
forward, you are free to go anywhere you please, except here. Though
[ might say that some parts of the dog are better than others. For
instance, I wouldn't climb down into any dark holes if I could help it.

..the Eldest One escorts you out of town, and finally the two of you are in
the jungle alone... i

Welcome to the Tri-City Area, my boy. It's a land rich with easy !
pickings for today’s successful, cosmopolitan thief. You, on the other
hand, might have some trouble. With only the rags on your back and

a few meager gold pieces in your pocket, you'll be lucky to survive v
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three days. But I insist that you do survive — I have fifty gold pieces at
four-to-one odds riding on it.

You have many talents that we cannot take from you. You're a priest
without a prayer, a warrior without a weapon, a mage without a spell
book, and a thief without a tool. There's a whole continent for you to
conquer out there. To the south is Same Mercon, a very wealthy city,
for starters. Since the fall of Telloc, the God-King, it’s been the center of
abundance and decadence for the whole Tri-City Area. If there’s any
justice in the world, you'll give those smug bastards a run for their
money.

o ...with a not-so-gentle push, the Eldest One sends you on your
'_1? )7 way. Then he chuckles and calls after you one last piece of advice...

You won't find the natives of the jungle very hospitable, so you
might want to find a stout tree limb to defend yourself with. And
remember, younyg Keef, I don’t ever want to see you here again. Not
even if you do conquer the world and become God-King.

History of the Tri-City Area

The Eldest One was wrong when he said you did not know of the world
at large. In the taverns you frequented while growing up (the really
sleazy bars did not enforce the minimum drinking age), you heard
many things about what lay beyond the city gates. There are those in
the world who are cursed with a perfect memory; doomed to remem-
ber every experience they survive, every sensation they endure, and
every word they hear. You are not so afflicted. In fact, you have a very
bad memory.

r

i But as a child in the Church of Mem, you did learn three arts of

lasting value: how to read, how to write, and how to gossip. And you
§ found that the idle words of others often became very important and
=% useful, though they seemed frivolous and petty at the time. So with
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your bad memory, you learned to take notes. Scattered throughout
your clothing (in your sandals, in your belt, and in your shorts) are
dozens of little scraps of paper with notes written on them.

Many of your notes are about the history of the Tri-City Area, and you
decide that now would be a good time to review them. You sit down in
the jungle, and after sorting through an unruly pile of folded paper,
you organize "ais histoncal account...

For longer than anyone can remember, and a bit longer, the world was darkened

with strife and chaos. The only civilization on the Continent was in the small city of
Mercon on the edge of the Great Southern Bay. Then a man who called himself Telloc
rose to unimaginable power in an unbelievably short period of time. He killed the

Lord of Mercon and captured the city. He organized all the people of the Continent
and declared himself Emperor and God-King. (Others also declared themselves
Emperor at this time, but no one had heard of any of them, and they were largely
ignored.) Then Emperor Telloc turned Mercon into a great capital city, which he
renamed Tel Mercon, which means Emperor’s City. (“Tel” means “Emperor” in the

old language, or it means “Damnit,” depending upon the translation.) 4

In the year 101 T.R. (Tel Rocol, or Emperor’s Years), Emperor Telloc felt that the
Towers of Mercon were no longer fashionable, so he gathered together a legion of
slaves and recently-unemployed barbarians to build a palace. He called this palace
Tel Empor (Emperor’s Home). Telloc’s egotism was increasing by leaps and bounds.

For two centuries, relatively little of interest happened. Then in the year 336 T.R., a
mountain to the north erupted with flames, maliciously melting the ice off the tops of
the other northern mountains. The resulting flood of water raced down the Tel Roca
(Emperor’s River) to the sea. On the way, it stopped briefly in Tel Mercon to com-
pletely destroy the city.

As the Emperor wished, Tel Mercon was rebuilt on stilts above the ruins. This new city .
was named Tel Mercon. (This the Emperor also wished, saying that changing the
name would require far too much paperwork.)

Early in the fifth century, a great and profound prophet named Al Handratta
reappeared afler a five-hundred year vacation. Before his disappearance, he had the
reputation of being a powerful soothsayer, though he was often confusing and
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childish. His predictions were always written in verse, and his prophesies were often
so obscure that they could only be understood after the foretold event had passed.
This led many to believe that his brand of soothsaying was no betler than reading
horoscopes.
When he reappeared half a millennium later, he gave Emperor Telloc a prophesy
called the Tel Profi (Emperor’s Prophesy) and disappeared again. The Emperor was so
distressed by what he read — though he was very vague on what he thought it meant
— he sent an army into the southwest corner of the Continent after Al Handratta.

The soldiers never returned.

Emperor Telloc waxed paranoid. He built a massive fortress in the north called Tel

. Hande (Emperor’s Shield). He hid in Tel Hande for many decades, and

he performed magical experiments he hoped would save him from Al's

prophesy. Meanwhile, he completely forgot about his people. Finally, in the

7/ year 666 T.R., the starving peasants laid siege upon the fortress. Fearing for his
life, Emperor Telloc cast an evil spell to save himself, but instead he disappeared

in a puff of disgusting green smoke, fulfilling the prophesy himself. He was never

seen again, and it is said that at the moment he vanished, Al Handratta could be

heard in the jungle chanting, “I told you sol I told you so!”

The world fell into a long period of darkness that the people spitefully called Tel
Dimon (Emperor’s Darkness). Tel Empor fell into ruins and has long been abandoned
to the jungle. Tel Hande closed its doors to all outsiders and is now a ruthless police
state filled with descendents of the original inhabitants, called the Tel Yonge
(Emperor’s Children). They all believed that a hundred years ago, Emperor Telloc just
stepped out for a moment, and that he would be returning in any minute.

Tel Mercon became a city-state that specialized in business and trade. One day a
fisherman pulled a gold-encrusted object from the sea and used it to pay off his
debts. On his deathbed, he whispered to his wife, “Tel Manhana, Simtoo Ligoulda,”
which means “Emperor’s Arm, Ancient and Godsend Figure.” (Or it means, “Damnit,
you're kneeling on my hand,” again depending on the translator.)

r

After the object was placed in the Tel Mercon Treasury, the city became the richest in
the land, with luck and good trade that was almost supematural. To commemorate
this, they cut their ties with the old world by renaming the city Same Mercon (Jeweled

City).
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Meanwhile, in an almost forgotten cily in the jungle, Tel Santi (Emperor’s Roost), a
strange and wondrous artifact was found. After everyone stopped arguing about who
it belonged to, they decided it was divine and converted Tel Santi into a temple,
which they renamed Mem Santi (God’s Roost). It is said that the artifact is kept in a
maze called The Maze of Six Doors. The artifact is periodically moved to one of six
rooms al random, and opening the wrong door teleports you to a spot elsewhere in
the maze. It is also said that pilgrims travel far and wide just to donate all their
worldly riches to the treasury of the temple.

That’s the end of the notes you have on history. You do have a copy of
the Tel Profi, but the rest of your notes concern various aspects of
living in the town you have just left forever. You let these now useless
scraps drift away in the breeze like confetti. But as you do, you recall a
conversation you had the night before with a few other drunks in the
tavern. Everyone had their own pet theory about the world. This is
what you heard...

One drunken old man said Telloc was not really dead, and that he
would someday return to take back his kingdom.

One drunken old woman said an evil and powerful magician was on
the verge of discovering the power that enabled Telloc to become God-
King, and he would use it to take over the world.

One drunken kid your age said that the entire Tri-City Area was
actually on the back of a giant armadillo, and if you dug deep
enough, you would reach its armor.

The bartender, who had sampled his own whiskey a bit too much, said
that there was a tribe of a thousand buxom women to the southeast, Y
and they waited for the right champion to serve in achieving their

goal of world conquest and total submission.

It's hard to believe what people tell you sometimes.

- gl




5

What You See

Below is a picture of all yvou need to conduct vourself as a true thief:
MENUS ..

—

"o File Keef

: FMOYEMENT SWORD
FRONT ¥IEW -

SCROLL

TEXT DISPLAY

The main picture represents your front view. It's either the territory in
front of you, your combat screen, or your spell mixing cloth.

In the center of the screen below your front view is your list of action
buttons. Select these functions to perform actions. For a description of
how to use these buttons, and a complete list of actions, see the Action
Buttons section.

The border around the screen changes color to tell you what is hap-
pening; like you're casting a spell, or you're sustaining damage, etc.
For a complete list of border colors, see the Border Colors section.

r

ﬂ You're often shown a list of people, places, or things in the text
i area or on a dialog box. If the list is longer than there is room to
show, the bottom right corner of the page will be turned up. Click
on this turned-up part to turn the page, or press the spacebar.

0"

STATUS INDICATORS
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Getting Around

On the scroll to the right is your Movement Sword which you can use
to get around. You can also get around by moving the cursor onto the
front view and indicating where you want to go. All keyboard com-
mands are listed on the Command Summary Card. |

There’s a circle to the lower left of the sword; this is your compass. The
letter inside — N, E, S, or W — indicates the direction you’re facing.
I'his is important because the direction you're facing is not necessarily
the same as the last direction you chose to move. The direction you're
facing depends on where you are, not how you got there. In combat,
the compass direction you're facing is not important, and so the
compass shows a dash.

The Movement Sword

In jungles and dungeons, each of the four sides of the sword has an
arrow. Selecting the arrow that points up moves you forward. The .
right and left arrows turn you right and left 90 degrees without
moving you anywhere. The bottom arrow that curls back on itself
turns you around, also without moving you. All the arrows are shown
even if you cannot go in all directions. In certain places, like on
bridges, the right and left arrows disappear.

During combat, the Movement Sword is the same as in jungles and
dungeons except the down arrow moves you back a step while you
still face the same direction. The right and left arrows only turn you 45
degrees right and left.

In towns or special places, each of the four sides of the Movement
Sword has a direction: N, §, E, or W. Select a direction to attempt to
move in that direction. All directions are shown even if you cannot use
all of them.
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ELECTRONIC ARTS MAKES NO WARRANTIES, EXPRESS OR IMPLIED, WITH
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