Experience Flag

(200,0) – LSB, range is 0 to 200

(201,0) – MSB, Current Level, starts at = 10

(201,1) – Levels gained (Skill Points)

(201,2) – Max level reached

(201,3) – LSB

(201,4) – MSB, # of low level monsters killed

(201,5) – LSB

(201,6) – MSB, # of medium level monsters killed

(202,0) – Monster level (1-10 low, 11-20 med, 20+ high) +1 exp for each level

201,4 or 6 > 10 (1000 monsters), do not increase experience

Terrain Special Nodes –

Grass – 90

White marble – 91

Old door – 92

Rubble – 93

Floor - 94

Bashed/unlocked door – 95

Level Ratings –

< 6 – Attacked on sight

< 10 – Overtly hated

< 13 – Distrusted, but ignored

< 17 – Ambivalent

< 20 – Respected

 > 25 – Champion

 > 30 – Hero

 > 40 - Legend

General SDFs –

0 to 75 – Towns

100 to 175 – Town extra

180 to 199 – Outdoors

200 to 299 – Flags to be saved

Scenario Nodes – Exp points

3 – (202,0) = 1

16 – (202,0) = 25

4 – (202,0) = 2

17 – (202,0) = 30

5 – (202,0) = 3

18 – (202,0) = 35

6 – (202,0) = 4

7 – (202,0) = 5

8 – (202,0) = 6

9 – (202,0) = 7

10 – (202,0) = 8

11 – (202,0) = 9

12 – (202,0) = 10

13 – (202,0) = 12

14 – (202,0) = 15

15 – (202,0) = 20

NPCs –

0 alive 1 dead 2 at Inn 3 joined

life SDF, Node when killed, Item #

Moramus – (203,0) SN 54 SI 2

Gariel – (203,1) SN 62  SI 0

Kelur – (203,2) SN 64 SI 3

(200,0) – Experience LSB

(201,0) – Experience MSB, current party level

(201,1) - Levels gained, Special Skill points

(201,2) - Max level reached

(201,3-6) - Monsters killed (low and medium level)

(202,0) – Monster level

203 – NPC life SDFs

(204,0) – Time counter (0-1-2-3 per day, then back to 0)

205 – Special Skill levels, 0-3

0 – Stealth

1 – Warrior

1X Experience Gaining Events –

Town 5 –

Return ring to Oleihar - +30

Defeat greebils - +20

Outdoors –

Save greebil - +25

Killed monster?  Set (202,0) = Monster level (Range 1 to 35)

19  202,0 < 10 ? – Jump to 1-10, > 20 – Jump to Add>20, ELSE Jump to 11-20

* 1-10 

  201,4 > 10 ? YES – Stop

  201,3 ++ 

  201,3 > 100 ? NO – Jump to 1-10Check

  201,4 ++

  201,3 = 0 Jump to 1-10Check

* 11-20

  201,6 > 10 ? YES – Stop

  201,5 ++ 

  201,5 > 100 ? NO – Jump to Add5+

  201,6 ++

  201,5 = 0 Jump to Add5+

* Add>20

  200,0 + 20

  202,0 – 20 Jump to 1-10Check

* Add5+

  200,0 + 5

  202,0 – 5

* 1-10Check 202,0 > 4 ? YES – Jump to Add5+, NO – Jump to 0Check

* Add<5

  200,0 ++

  202,0 ––

* 0Check 202,0 > 0 ? YES – Jump to Add<5, NO – Jump to Level Check

38 * Level Check

  200,0 > 200 ? NO – Stop

  201,0 ++

  200,0 – 200

  Sm Mess “You’ve gained a level!”

  201,0 > 201,2 ?  NO – Stop

  201,1 ++

  201,2 ++

Slow Experience Restore –

Timer calls every 100 moves:

45  201,0 < 8 NO – Stop

  200,0 ++ Jump to Level Check

Did Something Bad – 

Done in town nodes (X = amount of experience to remove)

To simply lower a level by 1 jump directly to Scenario Node Start

  200,0 > X ? NO – Jump to Lose Level

  200,0 – X Stop

* Lose Level

  200,0 + (200-X) Jump to Scenario Node Start

Scenario Nodes

* Scenario Node Start

47  201,0 > 0 ? YES – Jump to Valid Level

  200,0 = 0 Stop

* Valid Level

  201,0 ––

  Sm Mess “You’ve lost a level!”

  201,1 > 0 ? NO – Stop

  201,1 ––

Town List

Intro 0

Camp 1

Cheater Island 2

Dragamir command 3

Dragamir 4,5

D buildings 

Trainer 11, 14 - 16

Swords 6

Frontier Specialties 7

Furnishings 8

(Command)

Inn – Carellia’s Rest 9, 13

Misc Weapons 10

Herbs and Alchemy 12


Mages Guild


Greebil Lair 17

Empty Cave 18


Inn at the Edge 19


Cruth’s Farm

