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Introduction 
How to Use This Book 
Deceptively difficult is perhaps the best way to describe Heroes of Might and Magic. 
Don't let the cartoon-like graphics fool you—Heroes can be a tough game to win. This 
guide offers insight into the workings of Heroes of Might and Magic, shares information 
on how the computer Artificial Intelligence thinks, gives a detailed analysis of the 
different units and spells, and provides strategies you can use in standard, campaign, 
and multiplayer games. This guide also contains descriptions and strategies for all the 
maps of Heroes and Might and Magic, including the latest maps offered in the Windows ®95 
version of Heroes. 

Part I (the first seven chapters) guides you through the basic elements of the game. 
The heroes are introduced, along with their respective castles and dwellings. The 
treasures you can find, and the artifacts and locations you can visit, are described in detail. 

Part II (chapters 8-12) are strategies you can use in combat and while adventuring. 
This section covers the units, their advantages and disadvantages, the different spells 
your heroes can learn and when and how to use them, and also things to consider while 
exploring the map. These strategies are invaluable in the normal scenarios, and can be 
even more useful in multiplayer and campaign games. 

Chapters 12 and 13 are lists of the standard and multiplayer maps for Heroes. 
Descriptions and strategies are also included for each map. General strategies are also 
included for multiplayer play. If you are having problems beating any of the maps, or if 
you cannot figure out how your friend always seems to get the jump on you in 
multiplayer play, this section will provide answers for you. 

Chapter 14 gives the methods to beat each of the campaign scenarios. Of all the 
Heroes scenarios, the campaigns (especially the later campaign maps) could be 
considered the most difficult. This chapter gives methods you can use to defeat even the 
hardest campaign scenarios. Moving from scenario to scenario, this chapter covers 
every step of the campaign, how to begin each scenario, and how to win the tough fights 
at the end of each scenario. 

Chapter 15 is the summary of all the new maps included in the Windows 95 version 
of Heroes. These are the newest maps made by the designers of Heroes of Might and 
Magic, and all were created on the Map Editor included with the Windows 95 release. 
Descriptions for these new maps, and the strategies you can use to defeat them, are also 
contained in this section. 
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The information in this guide spans from the obvious to the obscure, assisting 
any player from the beginner to the expert. Much of this knowledge was gained 
through conversations and notes from the designers and playtesters of Heroes, 
providing a more insightful look into the workings of the game. Factor in the 
information on the Windows 95 version maps and the numerous helpful tips, and 
this guide is all you need to be the greatest Hero of Might and Magic. 
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Part I 

The Realms of Might and Magic 
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Chapter One 

 

The Objectives of  
Heroes of Might and Magic 

he objective of each standard scenario in Heroes of Might and Magic is simple: 
Conquer all other warlords on the map before they can conquer you. To do this, you 
must overthrow every castle and vanquish every hero. Until you have conquered all 

your opposing heroes, the possibility exists that he or she might make a comeback. So, 
the game is not over until you're the only one left standing. 

Beyond total domination, you face a secondary objective: getting your name on the 
high score list—an accomplishment based upon the difficulty rating of each scenario. 
 

How Your Final Score Is Calculated 
If you are the conquering warlord in a standard game, the computer automatically 
calculates your final score by multiplying how many days it takes you to conquer the 
scenario by the difficulty rating at which you played the scenario. If your score is one of 
the ten highest scores of all time, you earn the right to place your name among the 
Legendary Heroes of Might and Magic. The Top Ten list is the same for the standard and 
multiplayer games, but a separate honor roll exists for the campaign game. The final 
score for campaigns is based not on map difficulty, but strictly on the number of days it 
takes you to complete the goals of all eight maps in the campaign. 
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Figure 1-1 
Standard score and campaign score lists. 
 

Number of Maps and  
Base Points 
All maps are automatically described 
in two ways: by size—Small, Medium, 
or Large; and by difficulty level— 
Easy, Normal, Tough, or Impossible. 

The first half of the final score 
equation equals the number of days 
you take to conquer a scenario, which 
is entirely under your control. The 
other half of the final score equation 
comprises the scenario's difficulty 
rating, found at the bottom of the 
main menu screen beneath the map 
name. This difficulty level is preset for 
the map and the game choices you 
make at the start of the scenario. The 
following table shows the variables 
the computer uses to calculate the 
difficulty rating for each of the maps 
in Heroes of Might and Magic. 

Taking a sample map, such as 
Claw, through each of the different 
variables is the easiest way to explain 
this difficulty rating table. 

 
Figure 1-2 
Main menu with difficulty rating
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Table 1-1 Difficulty Rating Variables for Scenario Maps 

Map 
Difficulty 

Base 
Points 

 
Opponent 

 
King of the Hill 

  None/Dumb/Average/Smart/Ingenious 1 opp. /2 opp. /3 opp. 

Easy +20% -10%/+5%/+10%/+15%/+20% 0/+5%/+10% 

Normal +30% -10%/+5%/+10%/+15%/+20% 0/+5%/+10% 

Tough +40% -10%/+5%/+10%/+15%/+20% 0/+5%/+10% 

Impossible +50% -10%/+5%/+10%/+15%/+20% 0/+5%/+10% 

 

Map 
Difficulty 

Player  
Difficulty 

 

 Easy/Normal/Hard/Expert 

Easy 0/+10%/+20%/+30% 

Normal 0/+10%/+20%/+30% 

Tough 0/+10%/+20%/+30% 

Impossible 0/+10%/+20%/+30% 

 
The game's designers set the size and difficulty levels after months of 

gameplay. These levels are somewhat arbitrary, based more on feel than 
mathematics. Some of the factors they considered in arriving at these 
descriptions include: 

 Where you start on a map. 
 How far away you are from your computer opponents when you start. 
 The types of resources and hazards that surround you at the start. 
 How easy it is for both you and the computer to expand. 
 What artifacts are available to you and the computer. 
 How difficult it is to capture mines you need to expand. 
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If you play around with the maps and starting variables on the main menu, 
you'll see that the difficulty ratings vary greatly. They can range from the 
technically impossible—minus 10 on Claw with no opponents (which can't happen 
because you have to play against at least one foe)—to the truly impossible, 150 
percent at the expert level on Jolly Roger with three geniuses ganging up on you. 
When you factor in the number of days it takes to win a scenario, you can see how 
important the difficulty rating is in tabulating the final score. 

The score for days-to-win starts at 200, drops by 1 point for the first 60 days 
taken, by .5 for days 61-120, .25 for days 121-360, and .125 thereafter, to a 
minimum of 0. Thus, if it takes you 80 days, and your difficulty rating was 80 
percent, the days-to-win part of your base score is (200 - (60 x 1) - (20 x .5)) = 130 
times 80%, which equals 104. 

After several months of playing all the levels, the testers at New World 
arrived at a rule-of-thumb that puts any score into perspective, regardless of the 
map you're playing. If your final score is over 100, you're doing well, much better 
than most. But if it's over 130, you definitely belong in the warlord hall of fame.
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Chapter Two 

 

Looking for a Few Good Heroes 

ou (and your opponents) start each game with a single designated hero, but you can 
purchase additional heroes for 2,500 gold during each turn. Heroes of Might and 
Magic gives you 36 heroes in all, nine each of four different types: Knight, 

Barbarian, Warlock, and Sorceress. This chapter describes each type of hero, and the 
pros and cons of each. Although each type is different, none of them demonstrates 
clearly superior hero abilities in all situations. Depending upon the type of scenario—its 
size arid difficulty level, predominant terrain, proximity of resources and opponents— 
each hero type provides distinct advantages. To help you maximize the effectiveness of 
your heroes, this chapter discusses when and why you should select one hero type over 
another as your “right arm” in the field. 
 

If you begin a scenario with a hero you don't love, you obviously can 
purchase a new one. But what if neither of the two new heroes available 
for purchase at any given time is what you want or need? It can become 
expensive—especially at higher difficulty levels in which money is scarce— 
to keep buying heroes until your champion emerges. One solution is to 
exercise patience. The two faces in the hero “store” change every week. 
Wait until the new week starts before you buy. Chances are, your type of 
hero will appear there shortly. 


