Giant Maze 
(Heroes of Might & Magic map)
Version:
1.1


Map Maker:
the Teacher (Bogdan Bratu)

Map Name:
Giant Maze 2 (maze2.h4c)
Giant Maze 2+2 (maze4.h4c) (2 active AI players more)
Giant Maze wow (maze2wow.h4c)
E-mail Address:
biobogo@hotmail.com

Map Type:
Single or Multi (2 Human)

Map Size:
M (with underground)

Game Version:
HOMM IV Standard, WoW or Equilibris (recommended)
Language:
English

Description:

Sailing or walking? This is the latest question!
Special Win:
None.

Special Loss:
None.

Difficulty:
Advanced
General

· 3 Towns in each players area, 1 being linked to the starting one

· Additional towns have magic guild limited to level 4.

· Lots of creatures’ dwells linked

· Skills to buy , part of them (set) the same for each player

· Gloves on the under

· One scroll of summon ship and dispel for each player, of course guarded!

· 2 active computer players ( *maze 4 version)

· 4 more quests involving wow artifacts, and areas redesigned with wow structures (**maze wow version)

· Computer players will be eliminated automatically later in the game 

· Advanced Seamanship skill to buy from the spot next to main town

Banned artifacts

· Traveler’s boots 

· Seamanship Hat

· Scroll of summon ship

· Apprentice’s handbook

· Fizbin of misfortune , Robe of the guardian (you can get them from relic shop)
· Ring of permanency
Hints

· Most of the majors/minors are random, and be sure are worthy taken, you won’t get trash!

· Do not expect that what you see it’s always very precisely! Some guards will exceed your expectations and, sometimes, even your strength! Be careful! 

· A series of restrictive gates make the incoming fight more challenging

· Try to kill everything! Maybe you’ll get some unexpected reward!

· Check on the signs, could help you!

· Do not engage the mighty Spartacus from the middle, unless you are very very ready. Only one of you will survive this battle.

· Don’t be greedy or distracted by the tremendous amount of treasures. You cannot hold them all.

· Watch out for the Computer players, they could become very annoying once they left their area (start of week 3). Their lives are limited though.

· Read all instructions that appear on the screen!

· It’s bad if you have seasickness, sometimes it proves that sailing is fun.

Main Quests 
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1. Relic Shop!       




6. Main bridge destroyer!

You get a nice random artifact!



Remote dynamite
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2. Creature Generator!



7. Hefaistos’ blacksmith

Useful to improve your army!




He will cooperate!
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3. Black Gate’s trigger!




8. GPRS


Opens an underground passage!



Be informed! 
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4. Library of Alexandria!




9. Place your bets!
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Books help you to become smarter!
Let mindless ones fight till the death! You cash-in!
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5. Armory shop!





10. Slot machine!

Get dressed!





Maybe you’ll hit the jackpot!

11. Cloning facility
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                              ....having                   you receive

Air elementals           20+  |  30+                  30   |   45

Earth elementals        20+  |  30+                  30   |   45

Water elements         20+  |  30+                   30   |   45

Fire elementals          20+  |  30+                   30   |   45

Griffins                      20+  |  30+                   20   |   30

Unicorns                    20+  |  30+                   25  |   35

Genies                       20+  |  30+                    15  |   22

Nagas                        18+  |  25+                    15  |   22

Efreets                       20+  |  30+                   15  |   25

Nightmares                15+  |  25+                   20  |   30

Crusaders                  18+  |  25+                   18  |   25

Monks                       20+  |  30+                   20  |   35

Ice demons                15+  |  25+                   25  |   35

Vampires                   15+  |  25+                   10  |   15

Venom Spawns         15+  |  25+                    15  |   22

Ogre mages               20+  |  30+                    25  |   35

Cyclops                     15+  |  25+                    10   |   15

More serious notes : 

Q1. You get randomly one out of 4 artifacts (robe, fizbin, bow of elven king, archmage codex).

Q2. You can buy out here level2 or 3 creatures of your town alignment, once at 3 days (10k for L2, 15K for L3)

Q3. It opens the gate from underground for free passage.

Q4. You get here a random book.

Q5. You get here a random armor.

Q6. Blow up the bridge in front of the town. Owner better don’t use it!

Q7. You get here some shields or/and rings, randomly.

Q8. Several major points on the map are being monitorized! (the three big pirates, the entrances to middles areas, the library of Alexandria) After you paid the service go to the red cross and activate it. Once you paid, you can disable/enable anytime you want, unlimited times, no cost.
Q9. One arena, 2 fighters, one is town aligned, one random. You can choose your bet (5k or 10k), and choose the creatures corresponding the corner (red or green). The weakest group will get some reinforcements when the fight begins (several thunderbirds). Taking this in consideration, place your bets, and don’t forget! The creature who will live after, will join your army! For 5k bet you will receive 5k next turn, for 10k , you get 12k, of course if the group you bet on wins.

Q10. You can sell here wands. There are 2 sets of wands for each one. (haste, curse, weakness) their value is 5k if you sell separately. For the whole set, you’ll get a big bonus.

There is one more wand (blesses) only one on entire map, in the under next to relic shop. If you add it to the set, the bonus will become so large as I wonder if you can handle. You can get, for instance scroll of town gate & mass cancel & some mana potions. But never know. All the bonuses are random, every case.

Q11. Bring as many creatures as you can, you see the benefits. It will happen only once for each player.

Major and minors in Pandora – random. 

Some strong guards will receive reinforcements when under attack. Don’t expect that sending a lonely scout to check on the joiners will be of some use, the mercenaries disappear and next time, will be different again.

Mines from underground provide you some extra resources when captured.

Big bonus in middle also. As an advice, I suggest to have the summon ship scroll with you. 

You could be trapped in the Cyclops isle!

A lot of other features that I left for you to discover.

v1.1 changes

- starting area modified 


- added cobble road and troughs on both wings for faster movement


- 2 immortality potions added


- free resources added


- displaced some objects for a better visibility


- decreased a bit the strength of the trading post guardians


- adv seamanship costs now 3.500

- underground


- added free resources and a magic well

- rearranged the creatures 


- added one linked level 3 dwelling unflagged

- added trough for faster movement , and one-way portal that leads you home, next to 
level 4 dwelling


- added a sacred temple and harpy nest


- observatories displaced in order to not reveil the opponent’s alignment

- guards in front of 3rd town now linked

- fixed


- both starting towns have citadel prebuilt now


- both players have now an altar of nobility in starting area

Enjoy! 

the Teacher

v1.2 changes
· peasant in front of portal from underground
· decrease guards’ strength from wand of haste, and major+minor  pandoras (underground)
· new major on lava

· banned forgetfulness
· some passability issue corrected
· change the bet reward (5k – got 10k, 10k – got 22k)
· replaced the black gate with 2 bordergates , exchanging the black gate quest with colored tent, adding a corresponding color tent on each side, in the underground
· 3 sapphires of defense and 1 opal of magic added to each side 
· stealth disabled
· added orcs camp in under
· added 1 altar of nobility, 1 altar of scouting
· replaced level 2 dwells with level 3 ones,  in the middle

· another seamanship hat added under the monsters guarding the colored tent from lava
· ring of health added next to big pirates, as a reward

· added some shipwrecks in the way to color tent (lava area) 
· small tunings to pirates

· some other minors changes






