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The evil triad of Mondain,

r

Minax, and the hellspawn
Exodus, have been vanquished and peace reigns

throughout the land of Britannia. Evil yet abounds,
but in isolated pockets and in the hearts of men. A
new age awaits the coming of one who can conquer

evil on all frontiers through the mastery of both magic
and the use of force. Daemons, dragons, and long-

dead wizards still plague the countryside and must be
destroyed. The seeker on the path of the Avatar will
face hostile groups composed of mixed enemy types

and will survive such encounters only by strategic use
of weapons and terrain. Earthly victories over

seemingly impossible odds lead to
the final conflict, where the ultimate

challenge-the self-awaits . . .

TWO FULL GAME DISKS, FRONT AND BACK
FULL CONVERSATIONS WITH HUNDREDS OF CHARACTERS
MULTIPLE RANGE WEAPONS
UNIFIED MAGIC SYSTEM OF UNMATCHED SUBTLETY
DOZENS OF COMBAT SCREENS
HUNDREDS OF INDIVIDUALLY DESIGNED DUNGEON
CHAMBERS
DOZENS OF UNIQUE SHOPS TO EXPLORE
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