
BASIC
ADVAN-CED
EXPERT
MASTER
GrandMaster

DEATH SUM-MONING 
Summon 8 mummies each week
Summon  4 ice demons each week
Summon 6 venom spawns each week
Summon 5 vampires each week
Summon 3 devils each week

DEATH  CON-STRUC-TION 

(only for start town) 
Builds a fort in start town on day 1.
Ability to build Level 4 Mage Guild.
+33% growth rate on level 1-3 creatures.


Constructs both level 3 buildings.  They will automatically be built from day 1 if it is obtained in previous map.
+67% growth rate on level 1-3 creatures.

Ability to build Level 5 Mage Guild.

NECRO-MANZY


Necro-manZe skeletons from level 1 and 2 creatures.


Higher level of NecromanZy means more skeletons necromanzed and double up on level 2 creatures!
Maximum amount of skeletons that can be NecromanZed
NecromanZe vampires from level 3 and most level 4 creatures 

(see GM NecromanZy)
NecromanZe bone dragons from black dragon, faerie dragon, phoenix, thunderbird and griffins. 

DARK- SMITHERY
1 random is produced each day. When all basic artifacts are produced, advanced will produced etc.

Only 1 of each artifact!
Ability to craft Basic black artifacts: 

Warlord’s Ring,

Boots of the Explorer,

Cowl of Resistance
Counterfeiting: Produce 1 mercury and 500 gold coins each day. 

Also craft:

Nomad Blackbow,

Spider’s Silk Arrow.
Ability to craft Expert black  artifacts: 

Armor of Death,

Hideous Mask, 

Tynan’s Dagger of Despair, 

Death Shield.
Counterfeiting: Now produce 2 mercury and 1500 gold coins each day.

Ability to craft Master artifacts:

Immortality 
(2 each week),
Soul Stealer,
Sniper’s Crossbow,

Amulet of Fear
Ability to craft Grandmaster artifacts:

Tome of Death,

Fizbin of Misfortune,

Adamantine Armor, 

Adamantine Shield, 

Neener’s Invulnerable Cloak.

MYSTI-CISM

Drainage is done to the most powerfull enemy hero in fight.
Level 1 chance of finding hidden areas.

Drain 

-10 def.,

-10 attack

to 1 enemy hero. 
Level 2 chance of finding hidden areas.

Drain: Now 

- 25 defense,

- 25 attack to one enemy hero.

Level 3 chance of finding hidden areas.

Drain: same

BOLSTER-ING:

+10 defense temporary at each battle.
Level 4 chance of finding hidden areas.

Drain: same

BOLSTERING

Now 25 defense temporary at each battle.
Level 5 chance of finding hidden areas (finds all).

Drain: 

- 40 mana.

- 30 defense,

- 30 attack to 1 enemy hero.
BOLSTERING

Now 50 defense temporary at each battle.

These skills works for O’nak Dhul only.

The following text will also be shown on the signs at each laboratory.

Summoning: 

The Demonary or Scarab of Summoning does NOT effect the death summoning skill.
Construction: 

Mage guild is restricted to level 3 without this skill in all maps. Creatures from this skill will be assigned to your start town on day 1 if you own the town.

NecromanZy: 
The Necromantic Amplifier in a necropolis town (it is not disabled in towns, therefore bone dragons can be hired), the Grail and Amulet of the Undertaker do NOT effect the Necromanzy skill. 

The higher level O’nak achieves (his level is rounded up/down to be between 10-27), the higher level of NecromanZy.   Also, increased Death or Tactic skills effects the amount of creatures ’necromanzed’.  A Level 15 hero with GM NecromanZy with either GM Death/GM Occultism/GM Demonology or GM Tactic/GM Defense/GM Offense ’necromanZe’ the same amount of creatures.

Bone dragons:  The formula is adjusted so some creatures give more bone dragons (in that order);  Black dragons, faerie dragons, phoenixes, then griffins and thunderbirds.
Vampires:  From level 3 creatures + rest of level 4 enemy. Weaker than normal necromancy.

Skeletons:  From level 1-2 creatures

NecromanZy is generally a skill that is weaker on lower levels, and much stronger later. It also works if the enemy retreats without fighting!  NecromanZy gets weaker on higher difficulty (because there are more creatures in enemy armies).

OBS:  NecromanZy will work in normal combat AND in quick combat, but NOT in the AI or neutral turn!
Darksmithery:

Black artifacts are artifacts that have a black color like the Fizbin of Misfortune, Tome of Death etc. A few others are produced like the Amulet of Fear (not black color).  One random artifact is produced each day.  When all basic artifacts are produced, the darksmith will continue producing advanced etc. Only 1 of each artifact will be crafted.

Any creature/hero can visit the Darksmith’s laboratory to get the crafted artifacts.  When an army gets the artifacts they are automatically sent to O’nak Dhul whereever he is.

Mysticism: 

For example, the drainage from BASIC MYSTICISM on enemy heroes is always on the strongest hero at the start of combat (def / att / mana only on heroes)

BOLSTERING: The extra defense will only be shown in the stats when the battle starts.

