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Revisions:

1.5

-Renamed Orc Spearman to Orc Spearthrower

1.4 changes:

-Added Goblin Pyromaniac to replaces the Goblin Tinker hero from the 1.15 patch.

-Changed references of the nation Azeroth to Stormwind, since the former is the name of the whole world as from World of WarCraft (Random fact: The nation was called Stonewind on the WC1 map).

-Misc. stuff (Descriptions, formating, etc), as usual.

1.3 changes:

-Renamed 'Master Conjurer' to 'Elementalist', 'Prelate' to 'Provost'.

-Misc. changes - I removed the old notes and added some new parts.

-Marksman updated - he's now a duellist with a rifle and pistols, ala the WC3 concept art by Samwise.

1.2 changes:

-Added various hero name lists by Rommel and myself.

Note to self: There are between 13 and 14 Hero names, usually.

-Renamed Heroes. (Human 'Sharpshooter' to 'Marskman', orc 'Warchief' to 'Slayer', 'Archbishop' to 'Prelate', 'Knight Captain' to 'Defender of the Crown'.

-Added neutral heroes, including descriptions and unit responses.
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1) INTRODUCTION

"The First War. The first time orc and man violently clashed, when the whole nation of Stormwind shook. The time the very ground trembled in turmoil and when the first green and red blood spilled. The first moment armies clashed and combat sounded in the air. The first call of heroes. The first wave of destruction. The first age of chaos.

The beginning of the art of WARCRAFT."

1.2 History

Originally a simple set of units with new skins in World Edit that were to be shared for several WarCraft 3 campaigns set in the WC1 timeline, the WC1Con has become an entire conversion with a wealth of new units, buildings, spells and consequently a fresh way of playing WC3. The contents are free for use provided credit is clearly given.

The conversion is aimed at recreating the units, story and atmosphere from the original WarCraft 1: Orcs and Humans into WarCraft 3: The Frozen Throne (Due to the complexity, TFT is a must for using this) though the units are definitely the biggest priority and focus. This was all started when various campaign creators - Deicide, Magic and Rommel - wanted to create levels and events within the WC1 timeline for their WC3 campaigns. Magic began efforts to try and save each person some time by forming one set of units to use as a collaboration, if you will. However, later on each of us went our seperate ways with our campaigns. Deicide went and released his Saga of Azeroth campaign without major technical work (And I don't blame him for not waiting for us to finish :P), Rommel is modifying this conversion to be just a segment of his hugely ambitious Heart of Storms campaign and Magic may not be using it in his Outcast campaign at all. Magic and Rommel decided to develop a whole conversion for the units and help each other out, with technical work by Rommel and documentation and voicework by Magic. We wanted the WC1Con be a mod that would act as a 'toolset' for makers of WC1-in-WC3-campaigns, or simply just for whatever parts they wanted to suit their campaign. As production continues and we march on to a final release, we hope you enjoy our work.

1.1 Producer's note:

This document was initially just a list of units, but now contains all of the information on the conversion as you can see by the contents in the index, so much that it will form the manual. The purpose of this document still is to describe as much of every aspect and detail of the mod as possible, except for pure technical data like unit hit points and such, which will be finalised during Alpha testing (And then a public Beta is expected to balance everything before release). The very first version of this file was merely a brief overview of what we were changing, mainly so that I could clarify with Rommel so he could get to work. Over the near two years since its inception, many additions have been made, both text from the WarCraft 1 manual and my own writing. There are currently two other files alongside this main one - about hero skills and a possible campaign - which may be available on the WC1Con subforum on the SA.

You may feel free to change whatever you like and customise it to your purposes *provided you give CLEAR credit to the maker of what you're using.* The whole purpose is for you to use it how you would like. If you don't like the heroes being part of the mod and feel they don't fit in then you can remove them, for example, and remain traditional to WC1 gameplay. If you want to remove and use sounds, units, skins or any files for your work - that's fine, provided you give credit to the respective people.

Making this mod also gives us the chance to retell the first story in the WarCraft universe - now in an antique-like status that is usually purchased or downloaded for nostalgia or out of curiousity. The original is hardly played by many of the current players of Warcraft 3 or even 2. This is a chance for them to experience the bloody and atrocious First War and to learn the events that transpired. Back then, WC was very limited in conveying information to the player - information and new events were delivered through the briefings and outside of this it was pure 'game' only. Now we will be able to do much more, naturally.

Due to the almost 'symmetry' of the sides in WC1, we are attemping to balance between being faithful to them and giving each side unique aspects.

This is simply to keep things fresh, interesting and a lot more fun, along with the obvious benefits of using the WC3 engine. For this reason, we are aiming to make it far, far more than an 'update' of a bunch of new models for WarCraft 3. We are going all out with every aspect we can think of.

It all hasn't been possible without Rommel's ideas, and especially his always astoundingly fantastic technical and skinning work, with huge help by the talented Xaran Alamas, or Deicide's original commentry and suggestions, in addition to the fans that have commented and spurred us on over the forum. So I'd like to give immense credit to them for helping us get us to this point, and hopefully I can do so for the eventual final release.

It sounds cliche to all endings of producer notes, but I believe it rings true all the same - I hope you enjoy the conversion as much as we've had making it!

-Ben 'Magic' Brown

1.3 Staff

-Ben 'Magic' Brown : Producer, design, voices, fiction

Email: ben.brown@talk21.com

Magic leads the Star Alliance modding group and has always enjoyed campaign making since he first opened Warcraft 2's World Editor. He helped complete and process voices for the Carnage mod, a collection of StarCraft units, with help of other voice actors and the technical assistance of Rommel. Magic is a veteran voice actor, also sometimes leading the Star Alliance's voice acting guild (SAVAGE). His role is essentially the same as the Carnage mod - ensuring the project all comes together, sorting out and voicing unit responses and writing documentation. He may write some fiction set in the WarCraft time, as an appetiser for the conversion and to detail some of it.

-Dmitri Rommel : Technical work, skinning, design

Responsible for starting the forthcoming Hammerhead Project -- for StarCraft, being continued by Snoopy -- Rommel achieved an excellent level of technical work for StarCraft and continues to do so for WarCraft 3. After discussing our campaigns together, I asked if he'd team up with me again to make a WC1 conversion and he accepted. So far, his skins have been truly amazing and he remains to be a highly skilled and dedicated worker.

-Xaran Alamas : Ideas, models, skinning

With his Forsaken Destiny campaign coming into visible previews, Xaran has always amazed people with a high degree of skill in editing WC models. He has been a huge help in both technical and design.

-Deicide : Ideas

Upon the World Crafters forum one day came a new campaign maker, a Brazilian going by the alias Deicide with some excellent viewpoints, enthusiasm and ideas for WC3 campaigns. Being one of the few known 'WC1-in-WC3' campaign makers, he was soon invited to comment on our early workings on the conversion and has been a valuable source of design input ever since.

-JD: Technical work, spell creator

After he had practically finished his impressive Age of Strife map for WC3, JD was asked to help out with the actual technical work for the conversion. Rommel was far too busy with his own campaign (With multiple races) and thus JD was charged as being responsible for putting all of the files together and creating the new spells and abilities.

1.4 Changes

The following are different from the traditional play of WC1 - in fact so much that we feel deserve to be mentioned here, though they'll be seen in-game regardless.

Gameplay or unit:

-In general, the gameplay is more like WC3 than WC1.

-There are no roads. Self-explanatory. (In the original game, you were required to construct roads to connect your buildings)

-For balance, the food and unit limit from WC3 remains for the time being.

-There are new Hero units, three for each race, typically based upon certain characters from WC1. They should also be useful to represent characters for campaign makers and to continue over the traditional Hero gameplay from WC3. These units are the Defender of the Crown, Provost, Elementalist, Slayer, Shadow Disciple and Assassin.

-In addition to those heroes, we have added two completely original ones - the human Marksman and orc Heresiarch.

-Peasants and Peons can attack like in WC3, though are naturally not effective. In WC1, it was greatly annoying for a weakened, single enemy unit to cause havoc because all of your offensive units had been wiped out, leaving you with workers whom could not retaliate!

-You are not restricted to one town hall (As in WC1, you could only build one if your original had been lost).

-The humans are capable of the Call To Arms ability to convert peasants into militia in the same way as WC3 (Even though, arguably, this technique was not put in place in human nations until after the Second War. You could go as far to reason that Stormwind did this tactic in the First War, but it was ignored or too costly until proven useful years later -i.e. In WC3). The orc's also still have Battle Stations, where upon their peons enter defensive burrows.

-The orcs just have 'farms' as opposed to 'pig farms' (WC2).

-Both town halls can be upgraded, to Keep and Stronghold respectively. This is simply to pace out the advancement of higher level units.

Story:

-The orcs are more obviously corrupted by demons. Even though it hadn't been planned (Or hinted at) in WC1, we are not doing the same or hiding the fact. We may hint that in a natural state they shouldn't be so bloodthirsty.

-The humans are much more diverse and a less 'traditonal' and typical medieval European styled side than before. They worship the 'Light', as referenced in WC3, instead of 'God', since parts of the WC1 manual (Far Seeing, Cleric's spell, description) basically described the humans as Christians. Likewise for their enemy, there wil be no referencing to the orcs literally being from 'hades' or the 'underworld'.

-Garona was one of many half-orc assassins 'developed' by Gul'dan - he systematically sought out the creation of half orc hybrids early in the war (Though it lasted 4 years by the current storyline, the orcs had explored much of the world first) to train as his elite hands for killing. Garona was his personal best. We believe this fits in and explains her place, and, more importantly, doesn't infringe upon known consistency. Note that this is simply Magic's personal explanation and is not official cannon.

-Due to storyine complications and issues, we've decided it's best to make Lothar a half orc, and heavily reference he has been in a sexual relationship with Medivh (A little joke, there ... he's not a half orc. ;) ).

2) HUMAN

Ever since the lapse of the central human empire of Arathor, the kingdom of Stormwind has rose to become the most mighty and dominant human nation in the known world, now currently at the pinnacle of their strength and power. Where many a folk would be arrogant of greatness, or seeking to expand their already substantial rule and borders, the people of Stormwind are nonetheless a content and peaceful people, ruled by the kind and just King Llane from Stormwind Keep. From there, mighty knights have kept the peace for generations past, and a sizeable army protects the countryside from the minor threats of bandits and other enemies of the crown.

This was all until the sudden invasion of the orcish Horde. As they began their full scale assault on the kingdom and pushed on to the the capital city, the human forces of Stormwind were able to stand firm despite the surprise attack and, lead by the knights of Stormwind, brutally retaliated against the initial waves on every front and forced the greenskins to retreat back to their putrid swamps. The nation now prepares itself for the orcs renewed efforts, and will, realising that the enemy will not give up their invasion, fight for its freedom and very life against the brutal, ravaging forces of the orcs.

2.1 Buildings

Note: Most of these are direct texts from the original WC1 manual. They are NOT competely accurate to the current state of WC and the conversion.

Town Hall (>Keep) -Peasant

Farm

Lumber Mill

Barracks - Footman, Archer, Catapult

Blacksmith

Stables - Knight

Guard Tower

Church - Cleric

Altar of Light - Defender of the Crown, Elementalist, Provost, Marksman

Arcane Tower - Conjurer

Town Hall

"This is where the people of a settlemen meet to discuss the issues of the day. The King's servants, be they farmers, craftsmen or peasant, will share their fears and hopes with the community in this building. It is aso where the details of commerce are dealt with - al the distribution of resources and the spending of moneys (money). All shipments of gold and wood are routed through the Town Hall. The allocation of funds to buid roads and walls are also addressed here. Additionally, it serves as a center where peasants can receive training in harvesting and mining, as to better serve the kingdom. Being the center of the settlement's economy, there can only be one Town Hall. If it is destroyed, however, another can be built to take its pace."

Keep

Once a town has expanded to a large size, it is usually necessary for the Town Hall to be converted to a Keep to facilitate the busier processing and rulings of the resident leader. Extra space and rooms are created for the extra stuff and services, thus making more efficient workings for the subjects serving Stormwind. Prominent soldiers such as Knights and the elusive Conjurers only serve a ruler with such a significant building.

Farm

"Producing needed sustenance, these sites are a vital part of any community. Farms produce grains and foodstuffs to feed not only the populace and peasants, but the armies as well. You must have enough food to supply all of your units, so keep a close eye on how much you can expect to harvest. Farms are self sufficient in that they supply their own workers, but if they are destroyed, your available food supply will be affected."

Lumber Mill

"This is where the raw wood supplied by peasant harvesters is made into building supplies, arrows and catapults. The ability to craft wod to the specific shapes and sizes needed to make certin buildings makes them an essential part of your community. The Mill can also provide your archers with better shafts for their arrows that will make them fly truer,and increase the amount of damage that they infict."

Barracks

"This is wherethe men of arms come for training and recruitment. Footmen, Knights and Archers can be found here, constanty honing their skills as they wait to be called forth into battle. when you need more fightingmen, you will come here to get them. The crews that man catapults are also trained here, and when you require the services of one of these great machines, it will be routed through this site."

Blacksmith

"As the metalworker of the town, he is responsible for the grade and quality of the steel used in your weapons and armor. If funds are devoted to the refining of his craft, he can upgrade the materials and skills used, allowing the creation of better swords and shields. His talents are also sought after in the construction of specific goods and building material that are essential to other professions."

Stables

"The care and feeding of the Knight's mount is the main concern of this site. Horses are specially bred and trained to be more effective for use in combat. By making them faster, stronger and more responsive to their rider's commands, the stable serves as a link between warrior and steed. The stables must be supplied with riding bits, stirrups, shoes and horse armor for their training and outfitting - so you can not build a stable without the aid of a blacksmith."

Guard Tower

Widely seen throughout the kingdom, guard towers are a staple part of the defense of any area. Armed with powerful longbows from within, the brave men inside are ever wary and determined to halt the advance of invaders.

Altar of Light

Worshipped and praised by townsperson and soldier alike, the altar is the centrepoint of the mystical and holy energies of magic recognised by the magicians of the lands. These are used by many a mage throughout Azeroth for many purposes, and is also crucial in the use of the divination of souls and the summoning of great heroes.

Church

"Housed here are the holy men of Azeroth, as the church provides a place for them to commune with the people of the land. This is the only place where clerics will come together for their ceremonies, and many can be recruited here to assit in ridding the land of the hellspawned Orcs. A tithe must be made to the church for their services in order that new clerics may be trained, and other sites made sacred. A Church must be built entirely of a rare wood known as Holyoak, hence a umber mill must be active to specially cut and prepare this sacred wood. Also, clerics continue training here to increase their understandings of the spiritual forces. When they are enlightened by a new revelation, the kernel of that knowledge is sown among all followers of the faith, and it blossoms into the minds of all clerics throughout the lands."

Arcane Tower

"This is the mystic place where magiks are taught. These strange and mysterious workers of magic are a reclusive lot, and place themselves above the law in many ways. They also demand absolute secrecy and privacy for their studies, and so require domicile. Conjurers gather at the Tower to practice and train in their arcane arts. When new magiks are learned, that knowledge is immediately sent by thoughts to other conjurers wherever they may be in the realm. The recruiting of Conjurers is a common practice, but a price must be paid in gold for their services, as few hold duty to anyone. The massive energies used in their spells require that the Tower be constructed with long shafts of metal placed within the stone walls to act as a mystic lightning rod, for without these, the building would explode into a thousand pieces. A blacksmith must be made available to create these devices to the exact specifications provided by the Conjurers."

2.2 Units

Descriptions from the manual are indicated in quotation marks, and words in brackets have been added as grammatical improvements. 'Sounds' states whether we'll retain the WC3 set or make new responses.

Peasant

"These are the people of the Kingdom of Azeroth. Being of sturdy and hardworking stock, they will harvest the forests for necessary woods, or mine for gold in the hillsides as needed. Often times they gather in the Town Hall, and there is always a large supply of them willing to assist in your fight against the Orcs. They are skilled craftsman, able to construct any type of building you could desire. They are unskilled in the ways of war, however, and will flee when they are engaged by the enemy, often ignoring a safer route for a faster one."

Footman

"These fighters are the backbone of the King's armies. They are foot soldiers trained (in) the art of melee combat using the sword and shield. Well armored for maximum defense against attacks, they can also deliver a solid blow with their double edged weapons."

Archer

"These warriors use their skill in the crossbow to deal death from a distance. They are slightly more maneuverable than Footmen, but the cost is the lighter armor they must wear. The ability to launch their deadly rain of missiles from a distance makes them a force not to be discounted."

Sounds: New

Knight

"The fighting elite of his Majesty's service. Using the difficult skills required for mounted combat, these warriors wield huge maces in order to crush their opponent's skulls. Their warhorses make them fast and deadly, as they can maneuver much more quickly than an unmounted foe. Knights are well respected throughout the realm, and the tales of fighting pwowess are known far and wide."

Wounded

"On occasion you may find someone who is wounded. In such cases, the discples from Northshire Abbey are bestowed with the ability to heal the wounds and maladies of others, and may be of assistance. If your soldiers become wounded during battle, their condition will worsen, and they should also seek the assistance of your clerics."

(It seems unlikely this unit will be implemented)

Catapult

"As the ultimate machine of war, the catapult brings fiery death to all who stand in its way. Capable of destroying any target in range, the projectile from a catapult can smash the toughest of defenses, or through the sides of buildings. This behemoth is large, slow and difficult to maneuvere, but the power that it holds makes it an essential part of your forces."

Cleric

"These are the holy men of our kingdom. Their spiritual leadership keeps both the people and the troops of Azeroth focused upon the mission of everlasting peace. Their ability to channel the spirit of humanity through their bodies makes them truly wondrous, and stories of their ability to heal the sick and injured, as well as being able to affect the perceptions of others, are miraculous in nature. The transgressions against Humanity by the Orcs have forced them to devise ways to defend themselves, but their true path remains the healing of men's souls."

Spells:

"Knowledge is the key to understanding, and it is with the hope that by having knowledge of our powers, you will understand how we may best serve the Kingdom. I pray that the words to follow will assist you in our quest of freeing Azeroth from the threat of Orcish hordes. Concerning the abilities possessed by the clerics from the Abbey, I am most knowledgeable. The conjurers, however, have refused to divulge their secrets, and therefore my understanding of the intricacies of their magiks is not as complete. God speed in your fight."

-The Abbot of Northshire Abbey

Holy Lance

"The invasion of the Orcish hordes has necessitated our divining a method to protect not only ourselves, but the whole of the people of Azeroth, as well. The use of physical violence is not the calling of our order, but each force must be met with an equal for the balance of good and evil to be preserved. As the archangels took up swords of light to defend the heavens, so must we take up holy arms to defend our lands. The pure essence of the casters heart, mind and soul strikes out to defend him from threat, and enters into the soul of the target. This is especially effective against the Orcs because of their dark and evil origins."

Healing

"The aiding of our brothers and sisters in times of sorrow, grief and illness is the primary concern of the disciples from Northshire Abbey. This has required us to devise a way to ease the burden of those about us, with out causing another an equal burden. This has led us to using the spirit of humanity itself to heal all forms of injury or disease. The effect is that the pain and injury of the one afflicted is divided amongst all humanity, making the burden easier to bear (carrying the cross of another)."

Invisibility

"This is the ability to cloud the perceptions of others so that they do not recognise the physical existence of the caster. This was originally employed as a tool to make the confessing of secrets that weighed heavily upon the souls or worshippers easier to speak. The clerics of Northshire Abbey have found it very useful in assisting the armies of King Llane in ridding Azeroth of the Orcs."

Far Seeing

"As dispensers of peace and understanding to the people, the need to keep a clear perspective is a vital one. This ability has developed from that need, and therefore allows the caster to see in an all encompassing fashion, as God does. His vision extends to all corners of the land, and his view is omnipotent. The power of this divination is limited, for when one strives to see the world as God does, the human mind can only partake a meager portion before it is forever blinded by the clarity of that sight."

Conjurer

"Seers of mystery, holders of secrets and dwellers in dreams. These practitioners of the Arcane Arts have learned through researching the ancient tomes to bend the forces of nature to do their will. They can make the energies of nature strike down opponents, summon forth great creatures or command the elements. They are a secretive sect, and will only gather and train in their own specially prepared mystic towers."

Spells:

Elemental Blast

"Conjurers maintain a cose relationship with the elements about them, and the ability to focus those forces is the basis of this spell. This channeling manifests itself as a sphere of charged energy that issues forth from the hands, enabling the caster to strike an enemy from a great distance. This is one of the basic magiks taught to conjurers and serves as the cornerstone for training the caster in focusing both mind and will to the task of summoning."

Summon Scorpions

"The caster calls upon the creatures of the desert by magically transporting them to do his bidding. They are under the conjurer's direction and will do his bidding to the death. Research has proven it is simpelr for the conjurer to transport several smaller scorpions in a short time than to drain his energies further by summoning a single, large creature."

Summon Elemental

"The caster uses the forces of nature to create a water elemental. He summons the forces of air and water and combines them into a simulacrum to defend the lands. They are excellent creatures, and will never turn upon their creators. The element of water was chosen because it is persistent as in the state of erosion, and is the opposite of fire, which seems to be the element that the Orcs favor."

Rain of Fire

"This is a very powerful spell that combines the nature of flame and water. It calls forth the essence of fire and delivers it through massive thunderheads of vapor and brimstone, creating an actual firestorm. This spell is very destructive, and will cause damage to any foes and buidings in its sphere of infuence. Use this spell with care, for the rain of fire knows no friends."

2.3 Heroes

Defender of the Crown

The fearless lieutenants of the Brotherhood of the Horse are the finest warriors in all of the kingdom, absolutely dedicated and loyal to the King. Due to their bravery, they each have their ceremonial honours performed by his Majesty. Training for years and rising through the ranks, these grand warriors are the peak of physicial and mental strength of the humans of Stormwind. The defenders are forever ready and able to lead their fellow man into battle against the enemies of the kingdom and very race. Now they muster all their strength to battle the foul orcs and to save Stormwind in its darkest hour.

Game description: Warrior Hero, adept at enhancing augmenting nearby troops. Can learn Flame Bolt, Charge!, Heroic Aura and Vigour. |n|n|cffffcc00Attacks land units.|r

Names: Sir Tristan the Faithful, Lord Hagen the Fearless, Baron Turenbrandt, Sir Galahad Nobleright, Count Valdemar, Duke Himmeldorf, Lord Magnus Lionheart, Baron Amalric of Toren, Sir Gideon Ironfist, Lord Valerius the Mighty, Baron Giles of Rynnglen, Baron Amalric Bloodwrath, Sir Gravllo Silverbane, Jacques de Molay, Prince Valiant, Sir Gromal Lacroix, Lord Tiberius Goldensword, Baron Vincent the Mighty, Count Sigmar Manheart

Provost

Throughout the lands, Northshire Abbey aids the people with their practising of the Holy Light and also in the many forms of healing by its clerics. As of late it has been necessary to elevate the most committed of these to stations of grand authority with a role to assist Stormwind's armies in battle. The Provosts are these men, each being a great elder of the church. Striding into battle preaching hymns of hope and salvation, they are prepared to assist mankind as a whole whenever needed. Since the perils of war claim many lives, the Provosts have been sufficiently trained in combat, using their zealous belief in the Light to augment their glorious sense of duty. While some folk question their value in true battle and constant appraisals of the Light, their unique abilities make them extremely valuable at the right moment.

Game description: Mystical Hero, adept at enhancing ranged attacks and slaying enemies from afar. Can learn Prayer, Retribution, Holy Vision and Defiance. |n|n|cffffcc00Attacks land and air units.|r

Names: Fren Lightcaster, Severan Staffright, Saint Cuthbert, Pepin the Healer, Lysander Doomlifter, Vorshal Lifegiver, Jelrin of Stormwind, Earnest Whitespirit, Throharn the Holy, Rashan the Blesser, Yadremer Hopecaller, Allaranis the Redeemer

Elementalist

As the wise leaders of the mystical sect of conjurers, the Elementalists are the very best of their order and can utilise magical powers at their whim, casting the most spectacular spells at ease. Whilst slightly physically frail in their age and easily irritated, they are extremely powerful and capable, each with an extensive lore in all manners of the arcane. These masters of magic fervently guard their secrets, believing much of their knowledge to be a burden not for normal men, and focus on maintaining integrity within their caste. They are more than willing to actively frequent the battles across the lands to use their most powerful spells to prevent the invasion of the rallied orcish Horde.

Game description: Mystical Hero, adept at entering and escaping combat. Can learn Summon Water Elemental, Brilliance Aura, Summon Earth Elemental and Summon Fire Elemental.

Names: Cadiraf the Summoner, Tarkwil Doomsmiter, Syrimath Spellbinder, Aerast of Malstein, Tevomar the Pyromancer, Tershuz Fenarion, Lazarus of Tyrovia, Alosyus Kardojan, Lidrithian the Sage, Agriewyr of Tarholme, Taeryn Adelaneth, Alathar Flamebringer, Mendarine

New hero- The following hero is being implemented by the staff, and is not part of the official storyline or consistency.

Marksman

Ranged sharpshooter hero

Following the recent dwarven invention of gunpowder, a strange substance capable of causing combustion and fiery explosions, a small amount of these 'firearm' weapons have been sent from Ironforge to King Llane's army itself to be used against the cursed orcs. These have been given to several highly versatile soldiers in Stormwind's army who have in turn employed them to deadly effect. Though crude, the weapons can be made deadly through the daring skills of the skilled men who wield them. These maverick gunfighters are now held in awe by other soldiers and townsfolk, for their talents and weapons may very well make a difference in the war against the orcish threat.

Game description: Agility hero, capable of stunning ranged attacks. Can learn 

Names: 'Dirty' Harris, Clive Westwood, Magmar Gunlock, Gui Oneshot, Kivan the Ranger, 'Fearless' Brent, Mak 'Deadeye' Hobbes, William Munny, Frankie Horrigan, Villo Grimsight, Dennis 'The Menace' Moore, Colt Slymark, John Knox, Bob Mercer, Flint

3) ORC

The sadistic race of greenskinned orcs have truly ravaged where ever they have set foot in Azeroth after their appearance in the East. They are merciless and savage, distinguishing no difference between men, women or children. Scholars in Stormwind are puzzled at how such a brutal race has lasted so long without devouring itself in self-destruction. Their strategies so far are pure brute strength and fear and none know their origin - some say the underworld, some say another world, some simply do not desire to know. What is known is that their army consist of several clans that are united for the sake of warfare. They care little for resources or land, and only seem to revel in constant slaughter. The Blackrock clan, lead by the new Warchief Blackhand, has revitalised and organised the Horde into a competent fighting force and even now they are preparing to invade the nation of Stormwind itself - and it seems apparent that this time they are determined not to fail. Their continued presence and aggression is an absolute threat to all life within the realm and, should Stormwind fall, the entire world ...

3.1 Buildings

Note: Most of these are direct texts from the original WC1 manual. They are NOT competely accurate as to the gameplay of the conversion.

Town hall (Stronghold) - Peon

Farm

Barracks - Grunt, Spearthrower, Catapult

Lumber Mill

Blacksmith

Kennels - Raider

Guard Tower

Altar of Chaos - Slayer, Shadow Disciple, Assasin, Heresiarch

Temple - Necrolyte

Dark Tower - Warlock

Town Hall

"This is where the denizens of an encampment come to meet and make their arguments heard. The constant bickering and backstabbing that occurs here is necessary, however, for it keeps them (from) killing each other in the street. The Town Hall is also where the encampment's Overseer can keep a close eye on the resources and funds that are available, and use them as he sees fit. All shipments of wood and gold are brought here for his inspection. This is also where peons are given the training to do the simple tasks demanded of them by the Orcish empire. Blackhand has ordered that only one Town Hall be allowed to stand in each encampment, so that separate factions of Orcs will not arise. If the Town Hall is destroyed in battle, another can be built to replace it."

Stronghold

Originally designed as visual additions to a Town Hall to impose fear of the ruling Overseer, these changes eventually assisted in the overall powers and activities of orc leaders. Strongholds aid in the Overseers control of his minions, effectively creating influence. Blackhand will only allow the command of his Raiders or Gul'dans Warlocks should you manage to construct one of these improvements.

Farm

"Farms produce the grains and animals needed to keep the encampment and the army well fed. You must produce enough food to supply all of the Orcs you control. Once your peons have constructed the site the farm will prosper with no further concern on your part. If you have a farm destroyed in battle, your ability to produce food will be affected."

Barracks

"The training of Orcish armies takes pace in this structure. Grunts, Spearmen and Raiders all practise the skills needed to slay the enemy in the cruelest form imaginable. When your forces have been depleted and more warriors are needed, fresh recruits can be found here. The crews that man the awesome catapults are also trained here, and when one of the mighty devices is required, it will be routed through here as wel."

Lumber Mill

"This is where the roughly cut wood supplied by the peon laborers is made usabe by skilled workers for buildings, spears and catapults. If other Orcs require specific woods for their sites, only your Lumber Mill will have the necessary workers to complete the task. When funds are directed to the craftsmen of the Mill, they can increase the quality of your spears, making them bite even deeper into the hide of the Human scum."

Blacksmith (Orc)

"All objects that require the strength of iron are made here. As money is spent to build hotter forges and mine for better metals, the quality and deadliness of the axes and shields that are produced will increase. Metal is also a vital component in the construction of some Orc's buildings and materials, and to create a site for them will be impossible without the aid of the Blacksmith."

Kennels

"This is the foul hole where the darkwovles are penned. They are bred and trained here from an early age to crave the taste of human flesh, making them savage when in battle. The breeding of faster and stronger wolves has become an art that greatly increases the effectiveness of your Raiders, if you will but pay the price in gold. The training of these creatures demands specific implements and cages that only the blacksmith can provide."

Guard Tower

From here, ever-vigilant orcs will attack approaching enemy forces with deadly accurate and razor-sharp spears, along with bitter hatred. Be wary of enemy siege weapons, as the spears can not reach them.

Altar of Chaos

A cloud of darkness forevever looms over this bastion of orcish dominance. Venerable heroes will only flock to the banner of the Overseer who has this mighty shrine of doom in place. The altar is enigmatically utilised by the warlocks to somehow restore fallen champions and allow them to once more fight for the Horde.

Temple

"The unholy place where Orcs come to make sacrifices to their gods and the Necromancers of the land gather to invoke the will of their dark masters. This is the only place where Necrolytes can be recruited to assist you in purging the land of Human settlements. The need for a blood offering has only recently been replaced by one of gold, and no assistance will be sanctioned until it is made. The immense sacrificial alters (altars) used in the Necroytes' rituals must be built of the mystic Blackroot, hence a lumber mill must be used to locate and specially prepare the wood."

Dark Tower

"This is where the knowledge of the dark magiks are revealed. Warlocks reside here to focus their energies towards harnessing the forces of the underworld. Their sect demands payment in precious metals for any services they may offer, as it is then converted into the mystic symbols used in their castings. Metal cages in which to place the subjects of their experiments must be constructed, as well as the ornate metal runes that need to be built into the stone floors for their spells of summoning. Only the blacksmith can provide the needed materials and skills required to meet these exacting specifications."

3.2 Units

Descriptions from the manual are indicated in quotation marks, and words in brackets have been added as grammatical improvements.

Peon

"The lowiest of the Orcs, these dogs are good for little more than rough work. Command them to cut wood or mine the pits for gold. They also make strong laborers in the construction of all manner of buildings. They are all cowards, and will run like little children if attacked."

Grunt

"The first level of warrior in the service of our armies. Trained for close combat, these soldiers make excellent fodder for wading through Human forces. Use of the ax and shield is their speciality, and they are hearty fighters with a taste for blood."

Spearman

"Grunts trained in the use of the spear. They are faster than their ax wielding brethren, but have lighter armor so that they may move about more freely. The ability to hurl their deadly missiles across a battefield makes them a formiddable unit to employ."

Note: Renamed to Spearthrower in the Conversion.

Catapult

"Destruction and mayhem are its purpose, and those who are its target will reap only death. Chaos reigns supreme as the ground shakes with the approach of these gruesome machines. Walls and buildings prove no barrier to the devastation of the Orcish catapult. Although they are sluggish and huge, your forces will prove unstoppable when you command these devices."

The Dead

"When any unit is killed, it will begin to decompose and the remains will slowly seep into the ground. Necrolytes are trained in the black arts, and can raise these fallen warriors if they can reach the corpse before it disappears into the earth forever."

Raider

"The most vicous of the Orcish hordes, these minions of Blackhand are trained to show no mercy. Riders of the darkwolves, these savage warriors use the speed and ferocity of their mounts to make them a deadly enemy. Faster than those who attack on foot, they have perfected the tactics of tearing through columns of enemy soldiers like a hot wind."

Necrolyte

"Practitioners of the Orcish religions, these binders of souls command the black powers that hold control over the earth. Linked into the dominions of the lower plains, Necrolytes have power over all things dark and evil, including the raising of fallen warriors to create armies of the undead. Through ceremonies performed at their Temples, they learn to warp the essence of shadow to use for their advantage."

Necrolyte Spells:

Shadow Spear

"This is a spear of energy culled from the evils of the Orcish clans. When an orc dies, his soul descends into Hades for judgment, and his essence is divided into good and evil. The Orcish Necrolytes have learned to siphon the black energies from this plane and use it for their own purposes. This weapon of darkness is the manifestation of those black souls, and causes excruciating pain to those it strikes."

Raise Dead

"The Necrolytes have close ties to the dark forces of Hell, and in consequence study the forbidden arts of the dead. They have gained the ability to bind the bodies of the dead to this domain, creating armies of soulless creatures. With no minds to speak of, they wil disdain the use of weapons, seeking to render the flesh of those they are directed to attack with their bare boned hands."

Dark vision

"Wherever there is light, there is shadow, and it is this shadow that the Orc Necrolyte uses to see into places he cannot travel. Wherever the slightest shadow is cast, the sight of the Necrolyte can enter and view. The effects of this spell are limited in size, for too much knowledge of the confines of shadow has been known to forever trap the caster within the realm of darkness."

Unholy Armor

"This ritual invokves the recipient with a mystic armor of invulnerability. Weapons will have their effects dissipated when striking the wearer. This armor is constructed from the souls of the damned, and they absorb the pain that any blows would normally inflict upon the wearer. The price that is extracted from those who are bestowed with this invulernability is a high one, however, for they must sacrifice a portin of their soul to act as a magnet to bind these lost souls to themselves. After some time, this binding will weaken, and those who make up the armor will be released back into their eternal torment."

Warlock

"If the energies of this world can be used for destruction, then the energies of the underworld could destroy Azeroth. It is this destructive power that the Orcish Warlocks use in their incarnations and rituals. As the most powerful of the Orcish sects, these dark brethren of Hades go where none others dare in search of ultimate power. Their Towers hod the keys to unleashing the very essence of evil upon those they see as a threat to their devious plans. Spells that channel the fire and brimstne of hell through their bodies, or can summon forth great creatures - even daemons - are theirs to use."

Warlocks spells:

Fireball

"The basic fire spell which all followers of the Orcish cults (the underworld) first learn. It channes the flames of Hades through the caster's body, allowing the wielder to direct it as a missile at anyone he chooses. It is a dangerous magik to empoy, but the effects seem to delight even the lowest circle of Warlock to no end."

Summon Spiders

"The Warlock calls forth hordes of deadly, poisonous spiders to add him. Several spiders come at any one summoning, and will swarm over the enemy as the caster directs. They crawl through gaps in the enemies armor and bite them with their poisoned fangs, injecting their deadly juices into the bloodstream. As the enemy falls to the ground, he literaly burns from within."

Poison Cloud

"The caster creates a coud comprised of brimstone, acid and poisonous gases to envelop and choke his targets. This foul stench eats through anything that stands in its way, and chokes the very life out of anyone unlucky enough to be in its path. It is a mix of the sickly stench of rotting copses and the essence of evil, designed to decay and corrode al that it comes in contact with."

Summon Daemon

"The most powerful spell ever rumored to exist. Legends say that the caster would have the ability to summon forth a daemon by allowing his body to be sacrificed to enable its exsistence in this plane. The daemon would then be guided by the spirit of the caster to do his bidding, but should the daemon be destroyed, the warlock's life would be forfeit. The truth to this tale is questionable, but the incanations and rituals used to summon the creature may lay in some lost runic writings. The dream of every follower of the underworld is to rediscover these incanations and be able to command the power of the Daemons."

3.3 Heroes

Slayer

A dark paragon of orc brutality, the Slayer is an unrelentless orc leader who has an eternal craving for battle and the shedding of blood. As savage lieutenants answering only to their Warchiefs and Blackhand himself, the Slayer is a proud figurehead of his clan and race upon their quest of destruction. When not in battle they are seen frantically planning the next. Wading into the carnage of war, these brutes inspire terror in all who behold them, representing the sheer doom and terror the Horde brings to its unfortunate foes.

Game description: Savage Warrior Hero, exceptional at melee combat and leadership. Can learn X, X, X and X. |n|n|cffffcc00Attacks land units.|r

Names: Vagdash Bonecruncher, Roshtak the Dire, Bagar Spineripper, Trong the Mauler, Hork Bloodfang, Tugor Earchewer, Grinak Brainsmasher, Gnarbag Heartcutter, Ogdesh the Rabid, Erugar Thunderfist.

Note:

Skills: 

Shadow Disciple

The secretive Shadow Council subtly eliminated all rogue Warlocks to establish their position as the true and only practioners of the recent demonic magik's discovered by Gul'dan. The Shadow Disciple is a warlock at the height of these arts - surpassed only by Gul'dan himself - and is bound to bringing the will of the council to pass, whatever it may be. Using his talents in the darkest magic imaginable, the Shadow Disciples are capable of a great many ways of bringing suffering to the opposition.

Game description: Mystical Hero, adept at ranged assaults. Can learn X, X, X and X. |n|n|cffffcc00Attacks land and air units.|r

Names: Lugwash the Malevolent, Okten the Devourer, Mortug Hellcaller, Brekzar Soulblighter, Geruk the Brutal, Kush Tongueripper, Tarmek the Defiler, Venfarg Throatcutter, Kerdub the Bloody, Karag the Bringer of Sorrows, Torzon Bonesnapper, Ugash the Backstabber, Kor the Merciless

Old list: 

Sorlan the Wise, Vortox the Cunning, Marvaron the Cruel, Xorrax the Malevolent, Zhandor Stormbrewer, Zul'tar Darksight, Raz'kan Doomcaller

Note:

Skills: 

Assassin

Machinated by the nefarious Gul'dan, several dozen of these half-orcs were developed by the Warlock before and during the early years of the war, solely to act as his personal assassins and agents of subterfuge. Attackingfrom the shadows, these female half-orcs are extremely lethal and proficient at their deadly work, and are able to sow confusion and disorder within the enemy at ease. They are above all extremely feared by all who happen to know of them, both human and orc alike, whether striking from the shadows or the frontlines.

Game description: Cunning Hero, adept at killing specific units. Can learn X, X, X and X. |n|n|cffffcc00Attacks land units.|r

Names: Maroona Shadowspark, Felisha Stormshadow, Alexia the Silent, Loressa the Merciless, Ruthless Kiam, Lanna Heartcrusher

Note: The assassin is not necessarily aimed at being a melee unit leader, but for speciaised, secret attacks on the enemy.

Skills: 

New hero-

The following hero is being implemented by the staff, and are not part of the official storyline or consistency.

Heresiarch

These orc Warlocks come to their horrific being when they agree to trade their very body and mind to the Burning Legion. In an unholy ritual of darkness, known as the 'Dargulling', several hopeful Heresiarchs drink a large amount of demonic blood. As they consume the blasted liquid, their entire body burns with the pure fury of demonic essence. Many find their whole bodies igniting and turning to ashes within seconds, killing off those uncapable of controlling the immense taint of the demons. The fortunate few survivors arise anew with awesome capabilities. They find that their green skin is now a thick crimsun and their minds are set into a crazed state. Their powers are beyond that of any native of Azeroth, with their spells expanding to the complex lore of demonology. Having had the very power of chaos raging in their veins, their very sense of pain is gone and many insert large blades of metal into the very bones of their knuckles to wield as deadly weapons. Utterly sadistic and cruel beyond the reckoning of even regular orcs, these blasphemous beings gain the power capable of sending mortals screaming in terror. They have one single duty as set by Kil'jaeden himself - to constantly keep the Horde in a state of bloodlust in order for the Legion's ultimate plan to work. These insidious creatures serve past the Horde's ranks and up to the demons themselves without question, as they wield their dark powers in unison with their natural orcish strength.

Old description:

The foul and malevolent Burning Legion stops at nothing in its quest for consuming magical essence - even manipulating and twisting the races it controls. The Heresiarch is a devious product of this design - an orc who has sold his body and mind to the Legion, barely retaining some of his sanity, all for some of the Legion's immense power infused upon him. These utterly sadistic and cruel orcs have one primary duty set by Kil'jaeden - to ensure the rest of the orcs are kept in line for the Legion's ultimate plan to work. The Horde must continually be set on its horrific conquests, and the Heresiarchs assist in doing so by continually setting the clans off into a bloodthirsty frenzy. Now half-demon orcs, these insidious creatures serve only the demons unquestionably, and wield their darkest powers in unison with their natural orcish strength.

Game description: Mystical Hero, adept at ranged assaults. Can learn X, X, X and X. |n|n|cffffcc00Attacks land and air units.|r

Names: Threskar the Devoid, Korzaz the Grim, Krom the Heretic, Azakiel Bloodshadow, Maverog Stormcaller, Noggia Darkheart, Zor the Harbinger

Note:

4) GEOGRAPHY

Azeroth

The world itself is split up into several huge continents. The WC1 Con takes places in Stormwind.

*Map*

Stormwind

This continent is ruled by the human nation of the same name, while the land itself is very rich in all varities of terrain and resources, hence the nations might. The geography covers from the great, green areas of countryside and forests in the North West, especially the massive and splenderous Elywnn forests, to mountains of great stone in the South and volcanic to the West, even to the tip of the lush jungle of Stranglethorn in the far South. The bogland known as the Swamp of Sorrows to the East was at one time not thought to have been so, but the presence of the orcs has changed it. Elsewhere, the Western coast Great Sea opens trade to the other human nations, mainly from the merchants of Kul Tiras. The human population tends to be concentrated to the North West, around the capital of Stormwind Keep and where the land is the most fertile for farming.

*Map image here*

Location descriptions?

5) NEUTRAL UNITS

5.1 Neutral Units

Various creeps and neutral, villager-like units. I'm not sure we will add many new ones as WC has plenty and the tilesets will remain the same.

Misc. ideas:

-Orc villagers: male, female and child.

-Town militia: normal villager with a sword and basic armour.

5.2 Neutral Heroes

These heroes are hireable from the Tavern in the same style as The Frozen Throne. Since WC1 Conversion maps may be played on maps with the Tavern, we have planned to change the existing neutral heroes to reflect consistency with the WC1 timeline - units such as Pit Lords, Dark Rangers and Panderan Brewmasters don't fit in for example. It also lets us be creative and add new ideas.

Current plans seem to be of releasing the *first* version of the conversion and add these heroes in a later one - hopefully 1.1 - depending upon progress.

The planned units are as follows:

- Blackguard

- Illusionist

- Ogre Warmonger

- Dwarven Aletaster

- Troll Manhunter

5.2.1) Blackguard

TFT counterpart: Dark Ranger

The term Blackguard is used to describe particularly grim lone mercenaries. Coming from backgrounds such as criminals, renegade bandit leaders, ex-rangers and veteran rogues, they are extremely efficient fighters, all being feared and cold-blooded killers. Capable of several astounding feats in battle, as well as a savagery that impresses some of the orcs themselves, the Blackguard are legendarily-known for working for anyone, any race, provided they they are paid. You would do well to remember that they are regarded by many as common criminals, but their abilities may serve your command well. Though not necessarily greedy, they only work for straight-up cash and harbour no grudges, believing each battle as just part of another day's labour.

In-game description: Cunning hero, adept at 

Skills: Under development.

Notes:

A dark, grimacing man, wearing black leather plus a little silver armour, with a long blade resembling Strider's from Lord of the Rings.

Former names for him included Mercenary Captain, Swordmaster, Rogue and Bounty Hunter. I got the name 'Blackguard' from a thesaurus search for 'Rogue', though later found out that it's also a character class in Dungeons and Dragons.

Main Entry: 1black·guard 

Pronunciation: 'bla-g&rd, -"gärd; 'blak-"gärd

Function: noun

1 obsolete : the kitchen servants of a household

2 a : a rude or unscrupulous person b : a person who uses foul or abusive language

No other names seem to fit from there. Rogue was a possibility, but he's not so much a thief. Strider also suits him, but I think Rommel would prefer to keep that name unique to his Heart of Storms campaign. The hero is definitely based off Morgan Berhardt from Warhammer: Dark Omen, but to make him more applicable to join either humans or orcs (As Bernhardt wouldn't work for greenskins) they are cold criminals instead.

Hero names: Morgan Burnthart, Erik Steelmane, Astin Bitterstone, Harvey Stonewalker, Gren Coldblood, Gonorro the Strider, 'Lucky' Kelthros, Dengar Snakeyes, Vensar Shadowblade, Maximus Bladebearer, Jurgen Muntz

5.2.2) Mindbreaker

TFT counterpart: Naga Sea Witch

These magicians were banned from the courts of Stormwind for reasons unknown, though it's presumed that their inane sense of humour found no appreciation at the keep. Though little is known of this order, even their name is clouded in secrecy, it is thought that they are are a loosely-knit group with little agenda other than to preserve their knowledge and power. It is rumoured that they even care little for who wins the war ravaging the kingdom since allegedly even the orcs are impressed with their spellcraft. These rogue illusionists have great skills, allowing them to create all manner of artificial images to confuse whomever they desire. While they have not been legally banned in the whole of Stormwind, they are eyed with scepticism by the citizens due to their commonly-abused powers. The 'Mindbreakers' have spread throughout the land, offering their skills to any leader willing to pay their price - yet be warned, they are mistrusted by many due to the near-comical, wild misuse of their magical 'talents'.

In-game description: Mystical hero, adept at creating confusing and manipulating the enemy. Can learn Mental Disruption, Illusion, Fear Effect \ Hallucination and Mind Control.

Skills: Mental Disruption, Illusion, Fear Effect \ Hallucination, Mind Control

Note: Bald headed man in plush robes. Voice similar to the bandits and Satyr's, but slightly more 'zany' and fun-loving. Alternatively, reclusive, deep and powerful.

Formerly the 'Illusionist' (Too bland a name), mindbreaker is more unique and original.

Hero names: Yuri Gweller, Juz Mindshadow, Kar the Chaotic, Abasszon the Trickster, Mindbender, Kastan Mindstorm, Zin Alliduz

5.2.3) Ogre Warmonger

TFT counterpart: Pit Lord

Not caring for the orcs conquest of Azeroth, these massive ogres left the Horde to enjoy the thrill of battle by being paid to fight as a mercenary. Having been trained in combat techniques and equipped with finely-crafted armour and maces, they are more of a match than the typical ogres of the Horde. Though these one-headed brutes are nearly as simple minded as their other brethren, their experience and skill in combat is unmatched, while their sheer strength proves to be a terrifying sight to all who dare see it.

In-game description: Warrior hero, adept at attacking and disrupting enemy units. Can learn Hurl Boulder, Slam, Bash and Avalanche.

Note: Once called the Ogre Berserker or Ogre War Boss (Too basic). Berserker sounds too boring (And the TFT trolls have it anyway as part of their upgrade) and War Boss would suggest he leads ogres.

Simply an Ogre Lord with the armour, but one-headed.

Warmonger ": one who urges or attempts to stir up war".

Hero names: Gurn the Mighty, Gazbor, Borlor Bloodfist, Uz Boneripper, Tog-Tor, Dar the Berserker

5.2.4) Aletaster

TFT counterpart: Pandaren Brewmaster

Though only minor in number, the guild of dwarven explorers is growing in popularity, so much that a small amount of their kin are already covering the lands of Stormwind, even to the Southern reaches of Stranglethorn. These hardy dwarves seem to enjoy drinking alcohol more than any known race. Remarkably, their boozing talents are beyond legendary. Even more remarkably, their fighting skills do not seem to suffer as a result!

Hero names: Sturgi Irongut, Allof Merridrink, Bugman the Brewer, Georgi Bestpint, Falstor Dozenbottle, Grindan Absinthe, Muragin "Two sips", Beyn Brawnbottle

In-game description:

Skills: Drunken Haze, Drunken Brawler, Avatar

(Perhaps add 'Wander' for fun)

5.2.5) Manhunter

TFT counterpart: Beastmaster?

Hailing from the shadowy and wet confines of the Stranglethorn jungles, the manhunters are an especially dangerous group of trolls. Very much mentally unstable, their intense energy results in them being some of the most deadly creatures ever to roam the world. Mixing all of their ancestral voodoo and skills to survive, they seem to thrive in all types of habitats and are thus highly-sought after by certain individuals. Be warned though, for some people are sceptical as to whether these seemingly crazy trolls left their tribes voluntarily ... or not.

In-game description: Cunning troll hero, great at manoeuvring and precision attacks. Can learn Shadow Run, Envenomed Dagger, Double Damage and Kill Frenzy.

Skills: Shadow Run, Envenomed Dagger, Double Damage and Kill Frenzy.

Hero names: Zarrax Shadowrun, Wer'jin Bloodspill, Ku Cha-cha,
5.2.6) Pyromaniac

TFT counterpart: Goblin Tinker

Since many goblins grudgingly serve the Horde in weapons 'development' and are constantly treated without respect by the Horde, a group of them rebelled and fled alongside the brutish ogres for protection, taking with them prototype designs for fire-based weaponry. Finding themselves alone in the wilds of a land at war, the intelligent and wily goblins decided to construct their designs and found the Ogres to be perfect for carrying them to fight. Having constructed a harness that attaches them to the shoulders of their ogre allies, these goblins control a lethal device capable of shooting deadly bursts of flame, with many of these unusual pairings now fighting as mercenary warriors.

In-game description: Intelligence-based goblin hero, mounted on an ogres back with a flamethrower. Can learn ?

Skills:

5.2.7) Gladiator \ Pit Fighter

TFT counterpart: Firelord

An orc Gladiator. Based off this artwork:

http://www.sonsofthestorm.com/warcraft_samwise008c.html#gallery

To explain his name, he'd have been an orc slave, who became a gladiator and was one of the very few to survive the arena battles and secure his freedom (Sorry if it sounds like the film Gladiator, but it's the only logical way he could survive and be free). Now he seeks to use his skills as a mercenary - he does not mind the humans, and has a disdain, but not outright hatred (It was only some, not all, that made him a slave) towards orcs.

In the orcish lands of Draenor and their cities in Azeroth, the fighting pits are a horrific and brutal sight. Spectators pay to watch frenzied orcs fight an array of beasts. Some of these scarred and rugged warriors earn their freedom, while others are able to become powerful enough to escape their bondage. With experience only in combat, these orcs seek a life as a sword-for-hire.

In-game description: Brutal warrior hero, experienced in combat. Can learn …
Old ideas for heroes:

-Battlemaster \ BattleLord : Fanatical orc that just wants to kill, even his own race. To explain this he would be from the Burning Blade clan. Removed for being too similar to the Slayer.

-A lone mercenary ranger-type orc, armed with a bow or crossbow, so he would be more like the Naga Sea Witch and it would let a neutral hero be an orc. The Ogre Warmonger replaced that reason, since they're from the Horde.

-Elemental Lord. A renegade mage who is like a Beast Master with a skill for each element (Frost Nova, Firebolt\Flame Strike, Crushing Wave, etc) with an ultimate of all four used together (Maybe we could even just base it off the Brewmaster's, with the mage splitting up into three units? Or have Tornado). Was too similar to the humans Elementalist (Who was the 'Master Conjurer' before the name change) .

-Orc Seer (or something Shamanistic) - "Renegades of the Horde who cling to their Shamanistic Herritage and condemn the methods used by Warlocks and Necrolytes. Probably similier in some ways to the Far Seer." Xaran's idea.

-Thief: "I think one of them could be a Thief. He could have the Swiftness Aura...or you could give him a form of pillage that works on units? Not sure what else though." (Nozdormu's idea) Partially became the basis for the Blackguard.

-Arcane Mage : Would have a skin similar to Medivh's (brown cloak and staff) and would have the following skills:

Elemental: could be the Water Elemental, although it might be better to make it a golem or flame elemental

Flamestrike: some damaging spell (aoe), not neccesarily flamestrike

Rune of Protection: effectively a ward, this would inscribe an invisible rune onto the ground which would last for longer depending on the level of the skill. The rune would provide sight of the area it was in (like a sentry ward) and explode, stunning enemies for a few seconds, if they walked near it (like a stasis trap ward). obviously the Arcane Mage would have low health and high mana. (Idea by Shaven_Egg)

-A merc captain called a Privateer. The idea would be (Like the ships of the same name), he STAYS neutral coloured so in a team game, you can have him attacking enemies, but you dont know who owns him!

5.3 Creeps

Many a vile creature stalks and lies in wait within the realm. Be on your guard at all times when within the wilderness, for these beasts may be lurking.

(The folowing descriptions are from the orc section of the WC1 manual)

Ogre

"The Ogres came through the portal that brought the Orcs to this land. Their blood hatred of the Orcs remains second only to their hatred of humans. They are a vicious opponent, with the strength to rip off a warrior's limbs should they so choose. The Ogres favor huge, spiked clubs that they use to bash in the skulls of their enemies and to bring down the large prey they hunt. Ogres favor lands not frequented by the Orcs, and are seldom seen near the encampments."

Note: Same as 'Ogre Warrior'. All versions, including one-headed.

Scorpion

"Hunters of the underground, these are as venomous and deadly as any creation of the Warlocks. Their tails are tipped by a large sharp spike, and can tear through the armor and flesh of their prey to inject a deadly and painful poison into the unfortunate. The Humans have learned to command the smallest of these fiends, and can summon them to do their bidding."

Spiders

"The Warlock clan have used their magiks to create the hideous abomination that they call spiders. Mutated from the smaller creatures commonly found in the area, these huge poison fanged beasts are twisted and predatory. While some are controlled by the Warlocks, many grow too large to maintain control over, and are released into the forbidden lands. These giant spiders lurk in dark, dank places and spin their webs, seeking to entrap the unwary."

Note: These will be all spider units, especially black spider unit (Don't forget that the other spider units are Nerubians). These spiders were experimented upon by the Warlocks, and escaped (WC1 manual).

Brigand

"These are the diablocal Humans, who even their brethren distrust. They use numbers and tactics to overpower much stronger units, and will fight like rabid wolves when cornered. They hide in untraveled lands, and are turned away from any vilage or encampment where they seek shelter. The short blades they wield are made for quick slashing attacks, and are most effective."

Note: i.e. Bandits.

Slime

"The Necrolyte clan believes that the strange slimes found in certain areas seek to eat the blood of the Orcs. No magiks could have created these crawling masses, but yet they exist. This slime seems attracted to the heat of Orcish bodies and will seep through even the tightest armor to drain into the pores of its victims skin and sap them of strength and life."

Note: Would ideally be green. Change Sludge's hue to red 10, green 255, blue 10 - it's then slightly green, or have a completely new skin.

Skeleton

"Uncontrolled spirits of the underworld sometimes roam the lands where their bodies were slain. Rotted cloth and flesh hangs from their bones as they seek revenge upon those who caused them to endure this eternal damnation. Held together by forces too dark for most to comprehend, they are more difficult to destroy than might be anticipated."

'Them not good like Necrolyte skeletons. These catch you and stick their fingers into your eyes and brain.'

Note: i.e. skeleton warriors, plus skeleton archers.

Water Elemental

"These are creations of Human magiks. Occasionally found in the service of their Conjurers, these simulacrums have the powers of water to use as they will. When found uncontrolled, they prove to be difficult to disperse, as they gain some semblance of independent thought and motivation. In either case, these elementals will attack until they are destroyed or their foe is dead."

Fire Elemental

"While their watery brethren fall under the domain of the Humans, these creatures serve no other. They only seek to destroy anything or anyone that they come in contact with. No one knows if these are summoned beings, or the result of some rogue magiks. The only sure thing is that they are deadly, and seem to take some dark pleasure in the pain they infict."

'Me think Warock clan make these and let 'em get away, 'cause fire not listen to nobody.'

Daemon

"These helspawn are evil incarnate. The ability to summon these dark minions of the underworld has long been lost, though the Warlocks seek to find those secrets once again. Breathing flame and wielding a blade forged in the fires of Hades, destruction and death are their greatest desire. These daemons possess cruelty beyond the imagining of even the sickest mind, and delight in the execution of their plans. If there is a way to send these monsters back into the pits that spawned them without the loss of many lives, it too is a secret locked away in time."

(More creeps may be added)

6) LEGENDS OF THE LAND

(Wrote by Magic)

Anduin Lothar

Armsman of the Brotherhood of the Horse \ Knight of the Realm

The heroic Sir Lothar is one of the kingdoms best knights serving the King. Having joined the Brotherhood at an early age, Lothar has boldly served it for most of his life. No quest is too perilous or enemy too fearful to him, as he diligently continues to lead his men with great passion. duty. He has expressed an interest in seeking ancient knowedge to better the magic's of the Clerics and Conjurers. Troubled by both the mentality of his friend Medivh and now the new uprising of the orcish Horde, he is determined to face destiny head on and save Azeroth, no matter the cost.

Llane

King of Azeroth

The only child of King Wrynn and Lady Varia, Llane is a brilliant and noble king of the nation. Bestowed as the prince of Azeroth at fourteen years, it was but six years later, at the age of twenty, when he was proclaimed king - just after the beasts temporarily ravaged Stormwind Keep and murdered his father. Since then, Llane has united Azeroth over many years and succeeded in holding the orcs at bay within their putrid swamps, but the time comes when the bickering orcs will unite under a malevolent dictator, and their sights shall be firmly upon the human lands once more. King Llane seeks to continue his fathers promise of securing the realm - once and for all.

Medivh

Former Apprentice Court Conjurer

The offspring of the previous Court Conjurer and a mysterious traveller, Medivh was once a distraught child that was left desperate to control the awesome amounts of magic in his body inherited from his birth. After accidently causing the death of his father with these chaotic energies at thirteen years of age, a hundred clerics were barely able to save him from the backlash, with the result of him entering a coma. Reappearing years later within the court of Llane, he brought a cryptic clue as to the time of the arrival of the orcs. Now residing within his tower south of Elwynn forest, it is wondered whether Medivh is actually responsible for the green wave of death known as the orcs, or if he is merely adept at predicting their coming. His mastery of the Black Arts, however, is very much recognised beyond any doubt.

Blackhand

Warchief

Blackhand is the perfect Warchief for the conquests of the orcish Horde due to his ruthless and cruel ways. He is determined to wipe out the humans and bring about the true destiny of the Horde. Minor rumors exist that the Warchief's 'personal advisor' Gul'dan dictates every of his major moves, though those who speak of this in public seldomly live long to mention it again.

Garona

Chief interpreter to the Shadow Council \ assassin

Griselda

Warchief's daughter

This teenage and turbulent female is the only daughter of the current Slayer, Blackhand. Despite all the luxuries of being a chieftain's daughter, she is still a major handfull who regularly storms off due to an action on her father's part. Her moodswings will surely end in disaster, as her fathers impatience with her grows upon each angry word screamed from her lips.

Rend and Maim

Warchief's Sons

The sons of Blackhand are more than a shadowy reflection of their father - both being just as, if not more, cunning and ruthless. The duo are extremely loyal to their father and the Blackrock clan, however, and are eager to witness the extermination of the puny humans and ultimate victory of the Horde.

Wrynn

Wrynn the Third lead Azeroth's continued prosperity into a new age, and his reign was seen as even greater with the creation of a son, meaning his bloodline would certainly continue. Wrynn was a noble and determined king, yet died at the hands of the orcs as they began their first surprise assault upon the lands and Stormwind Keep. His promise to repel them may have failed, but it instilled his son to absolute determination in destroying the greenskins in his father's memory. Such a resolve will lead to either a glorious victory ... or gruesome death.

Varia

Former Lady to the King

Varia is the royal lady to King Wrynn and mother of Llane. She was ordered to retreat to Northshire when the orc's attacked, but her husband perished as they did so.

Nielas Aran

Court Conjurer

The great Aran was one of the most magnificent conjurers in the kingdom, creating spectacular sights of magic in the courtroom, with only his wisdom proving even brighter. A stranger came and courted him, eventually letting him father a child.

Naous Faol

Archbishop

7) ORIGINAL CAMPAIGN TIMELINE

It is possible that the creators of the mod may embark upon making a campaign to go alongside it, most likely teling of the First War in its entirety, but that remains to be decided. For those wondering what happened in it or the people making campaigns, here is the list of events to use. The time's are as in the WC1 manual, human section, but since parts of the story and timeline are inconsistent with WC2 and 3 (And thus no longer 'proper canon'), as well as other sources changing events around (In The Last Guardian, Medivh dies before Blackhand is killed) do not take them as utterly correct, but at least a vague guideline.

Note to self: Update this with the WOW history.

Events:

559 - Long after the colonisation of the realm following the lapse of the previous human empire, King Wrynn rules fairly over the continent of Azeroth and the people happily prosper, without the bickerings of past rulership. Medivh is born between the Court Conjurer and a mysterious traveler.

564 - Llane is born.

571 - Medivh reaches his 'Age of Ascension'. He is corrupted by demonic powers, accidently kills his father and somehow creates the rift to Draenor*. At Northshire Abbey, he enters a coma.

(*WC1 manual states the rift was created when Medivh battles his father, while WC2 states he made a pact with Gul'dan to create it. The latter is probable if he was still in his coma)

577 - Llane reaches his 'Age of Ascension', becoming Prince of Azeroth. During his ceremony, Medivh appears, having awakened from his coma, and in control of his powers. He presents King Wrynn with an obsidian hourglass and warns of impending doom. He returns to his tower, where he continues to recuperate his powers.

-Orcs enter Azeroth through the Dark Portal, along with some of their ill-tempered ogres whom leave their services upon arrival. Orcish capital is established near the volcanic Red Ride Mountains, named Blackrock Spire.

583 - Crops and the very land begin to darken and fail over the continent. Eastern marsh begins to fester into a swamp. The more orcs that arrived, the greater their desire became to finally attack the humans after months of spying. The hourglass runs out in Wrynn's hands, and the orcish forces begin a surprise invasion of Azeroth planned by Kilrogg Deadeye and Cho'gall (WC2 manual). King Wrynn, Llane's father is eventually killed, while Llane and his mother escap to Northshire Abbey. The batte results in the orcs being completely defeated due to a critical mistake of intelligence and underestimation, especially that of the human knights. The surviving orcs are barely able to escape back to the Black Morass swamps in the West.

584 - with Wrynn dead, the young prince Llane is now declared King at the age of twenty.

- After Kilrogg and Cho'gall bicker endlessly, the Horde is in disarray and are barely able to hold their borders, and any aggressive, minor invasions against the humans fail.

593 - 10 years have now passed since Llane's inaugration. Due to disorganisation, the orc's are always repelled from the borders of Azeroth, but no conquests against their territories are made.

Eventually, the orcs begin to reunite under the single rule of Blackhand, who is in turn manipulated by the Warlock Gul'dan, leader of the Shadow Council. Blackhand forms the Blackrock clan to lead the Horde, named after the capital (Assumption). A renewed orcish invasion is prepared.

Fourty years in total have passed since the war originally began (WC1 manual). Aegwyn, after confronting and being banished by Medivh, informs King Llane of the true nature of her son.

Rumours of the new orc Warchief reach the King, and he has the kingdom wary for all out war once more.

- WarCraft 1: Orcs and Humans begins.

- The number of border skirmishes between Azeroth and the Black Morass grows.

- Orcish camp in Southern Azeroth attacks Grand Hamlet (The human settlement is presumably destroyed).

- Griselda runs away from her father, Blackhand, with her boyfriend, Turok the Ogre and his band of outlaws into the Dead Mines. They are hunted down and killed by order of Blackhand.

- Lothar is barely rescued from the Dead Mines, but in turn succeeds in returning the lost Tome of Divinity to Northshire Abbey.

- Orc and human forces continue to clash throughout Azeroth.

- Traitor human forces are eliminated by Azerothian forces.

- Orc and human forces continue to clash within Azeroth. Major human cities of Moonbrook and Sunnyglade are (Presumably) destroyed.

- Human slaves are rescued from orcish base.

- Due to his draining of the very life of the land, and being spurred on by the explanation by Aegwyn of his origin to the humans, Medivh is ordered to be killed by King Llane. A force lead by his former apprentice Khadgar and friend Lothar (According to WC3) enters his tower and does so. Due to being connected to his mind at the time, Gul'dan lapses into a coma, though was able to retrieve the location of the tomb of Sargeras.

- Orgrim Doomhammer cuts off the main and only supply route to Blackhands main base (Blackrock Spire, presumably) and, without Gul'dan to advise him, eventually has the Warchief executed, parading his head. The new Warchief cracks down upon internal politics, especially the Warlocks of the Shadow Council, whom all are killed. When he awakens, Gul'dan is not executed, but is forced to submits to Orgrim, promising to aid him and is allowed to live for the time being.

- Garona is rescued from Northshire Abbey (She was kept in some dungeons underneath, presumably). Both the humans' Northshire Abbey and the orcs' Temple of the Damned are destroyed (The abbey is definitely, according to WC2 manual, plus the briefing of the Garona rescue mission. The Temple of the Damned is presumably destroyed eventually, whether in the First War or when the Alliance invades Azeroth in the Second).

- Orc forces decimate the core of Azeroth and its cities. Garona infiltrates Stormwind Keep and assassinates King Llane, bringing his heart to Gul'dan. The Orc hordes destroy the remaining human forces and capital city.

- Lothar leads a desperate retreat, and his exodus of Azerothian people traverse the Great Sea, eventually arriving upon the Southern shores of Lordaeron. The Horde soon begins plans to follow, whilst Lothar wastes no time and calls for the leaders of the human nations to meet to discuss an "Alliance".

End of WarCraft 1.

8) TECHNICAL LISTING

The following details the conversion in all of the necessary details in full

8.1 -Total Unit Listing

All of the following will be the same or modified from WC3 or made from scratch.

Peasant

Footman

Archer

Cleric

Knight

Catapult

Conjurer

Water Elemental

Defender of the Crown

Provost

Elementalist

Marksman

Town Hall (Human)

Keep

Farm

Barracks

Lumber Mill

Blacksmith (Human)

Church

Arcane Tower

Guard Tower (Human)

Peon

Grunt

Spearthrower

Necrolyte

Raider

Catapult

Warlock

Daemon

Slayer

Shadow Disciple

assassin

Heresiarch

Town Hall (Orc)

Stronghold

Farm

Barracks

Lumber Mill

Blacksmith (Orc)

Temple

Dark Tower

Guard Tower (Orc)

Ogre

Brigand

Spider

Slime

Skeleton Warrior

Skeleton Archer

Fire Elemental

Special units:

There should be special units available to place in WE for the folowing: King Llane, Lothar, Nielas Aran, Provost Faol, Blackhand, Gul'dan, Garona, Orgrim Doomhammer for their necessary unit-counterparts. No unit responses will be produced for these and so should use their defaults.

King Llane - Defender of the Crown

Lothar - Defender of the Crown

Nielas Aran - Elementalist

Naos Faol - Provost

Blackhand - Slayer

Gul'dan - Shadow Disciple (Or just how he is in TFT)

Garona - Assassin

Orgrim Doomhammer - Slayer (Unique skin perhaps, maybe even with Thrall's armour and hammer, as they were both originally Orgrims)

Special buildings:

Blackrock Spire - Orc Fortress

Stormwind Keep - Human Castle

8.2 - Required Unit Voice Responses

A list of what new sets will be required (See the next section for their exact scripts). They are as the following for reach race: their ranged unit, both mage units and the four heroes of each race that need them (Others will use existing responses) as well as the neutral heroes and creeps. All 'die' sounds are just 'urghs' or brief moans. Only the assassin is female, everyone else is male.

Notes for actors:

-Please record in 22050, mono, with the filename as *three letter abbreviation of unit*-*four or five letter unit sound*-*two digit number*. For example, The Archer's lines would go ArcBuilt01, ArcDie01, ArcPiss01, etc. Alternatively, to save time, record everything in one take and save as (for example) (Unit name)-(Your name). Save them as MP3's please (see http://savage.samods.org - articles for an MP3 tutorial).

-If you don't have the time and just wish to audition, please record two of the longest lines of each unit and send them in.

-The 'death' lines aren't detailed since they're just the sound a unit makes when it falls over and dies. Please record a line for this (A 'grunt' as the unit dies), though it may not be in the end product as some units already have a voiceless sound for this and don't need one.

-There are some 'alternative' lines for some of these so please record them as well (Add a hyphen (-) and a number, e.g. ArcWar02).

-To speed up which ones you are interested in, here is the list of units with brief descriptions of what we think they voices should sound like)

-Most words in brackets are usually references in the pissed off lines. Naturally, don't record those words.

Human:

Archer (A standard medieval man)

Cleric (Soft, friendly, gentle and holy)

Conjurer (Elderly, sarcastic and powerful)

Defender of the Crown (Bold and noble)

Provost (Authoritive, zealous and holy)

Elementalist (Very elderly and powerful)

Marksman (Cold, calm with slight English accent)

Orc:

Spearthrower (A standard brutal orc - deep and evil)

Necrolyte (Sinister)

Warlock (Sinister, cruel and deep)

Slayer (Absolutely ravenous and combat-hungry)

Shadow Disciple (Sly and cunning)

Assassin (Female: sly and cunning)

Heresiarch (Utterly ravenous and combat-hungry)

Neutral:

Blackguard (Grim, deep and cold)

Mindbreaker (Intelligent yet zany)

Warmonger (Deep and dumb)

Aletaster (Drunk and Scottish\Yorkshire accent)

Manhunter (Wily, Cuban accent)

8.3 - Response Scripts

The following are required by WC3 (On average)-

Built (1)

Die (1)

Piss (7)

Warcry

What (4)

Yes (4)

Yes attack (4)

HUMAN 

8.3.1 - Archer

Description: Rommel's description - 'Ordinary human voice, similar to WC1 humans/WC2 Footman.' A standard medieval male voice.

Built: Ready to serve.

Die:

Piss:

1-What is the matter? Are you bored?

2-

3-One shot - one kill? Oh, come on, have you seen how many hitpoints they have??

4-Perhaps I should've put more points into my Perception instead of Charisma... (Fallout)

5-Never mind, once I reach level 10, I'm taking the Sniper perk. (Fallout)

6-You say I'm worthless compared to Elven archers? Oh yeah!?

7-It's Warcraft ONE, there are no Elves, only Orcs and Humans.

8-Warcraft THREE !? One of us has lost his mind, that's for sure.

Warcry: For Stormwind!

(Or) For harmony!

What:

1-Yes, milord?

2-Speak quickly.

3-Ready and waiting.

4-Sire?

Yes:

1-Moving out.

2-Let's go.

3-Aye, m'lord.

4-Yes!

Yes Attack:

1-Loose!

2-Take him down!

3-Attack the enemy!

4-For the king!

8.3.2 - Cleric

Description: Soft, friendly, gentle and holy.

Built: I am here to heal.

Die:

Piss:

1-Knowledge is the key to understanding (WC1 Manual :D)

2-I love being a priest! (Father Ted)

3-Uhm... That would be an ecuminical matter! (Father Ted)

4-Useless priests can't spell mass. (Father Ted)

5-You can praise the Light in many ways you know - such as not clicking me. (Father Ted)

6-Oh yes, that's good praise indeed. You should TRY IT sometime.

7-Yes, ANY time ... whenever you're ready.

Warcry: Be struck down!

What:

1-Deo Gratia. (Human Church sound - can we get some better latin?)

2-You call upon me?

3-Does someone need help?

4-The Church is ever-willing.

Yes:

1-Very well.

2-As you request.

3-I will do so.

4-Absolutely.

Yes Attack:

1-Perish, Heretic!

2-To arms, my brothers!

3-Light, give us strength!

4-In the name of Northshire!

8.3.3 - Conjurer

Description: 'Old yet wise and powerful. Mostly similar to WC2 Mage.'

Built: My powers heed your call.

Die:

Piss:

1-The mind is a terrible thing to waste.

2-A word is worth a hundred swords... not every word, of course.

3-Perhaps I'll teach you some magic tricks. 

4-Close your eyes... let the magic streams flow through you...

5-...concentrate... take your phone... call 949-737-2000... 

6-Congratulations! Your spell has successfully summoned Blizzard Technical Support!

7-

Warcry: Fall, and never rise again!

What:

1-What is it now?

2-I'm waiting.

3-Is it you again?

4-Share your 'wisdom'.

Yes:

1-If you insist...

2-*Surprised* Very wise of you.

3-I suppose so!

4-Yes, yes, yes ...

Yes Attack:

1-Tremble, foul creatures!

2-I unleash the fury of Nature!

3-You shall fall!

4-For the Order!

8.3.4 - Defender of the Crown

Description: 'Voice similar to WC2 Knight/Paladin. Horse sounds at the background.' Very deep, medieval, noble and willing.

Built: I am sworn to Stormwind!

Die:

Piss:

1-I need orders! Give me a quest! *Ahem* And so on.

2-Good guys wear blue, bad guys wear red.

3-I've got a hammer... so some Orcish hero should have a sickle!

4-I'll never turn to the Dark Side... <Darth Vader breathing at the background> *ahem* Maybe.

5-I'm a good guy, after all!

6-I know what thou art thinking, knave - thou art thinking did he swing six times or merely five? Well, to tell thee the truth I quite forgot myself in all this excitement.

7-But being this here's the Avenger, the most powerful sword in yonder kingdom and would cut thy head clean off, you've got to ask thyself one question...

8- Does thou feel lucky? Well doest thee, knave?

Warcry: My life for the king!!

What:

1-My liege?

2-I am at your service.

3-What is your bidding, my lord?

4-You called for me?

Yes:

1-Forward!

2-Of course, my lord.

3-In the King's name!

4-At once!

Yes Attack:

1-Engage the enemy!

2-Press the attack!

3-Crush them!

4-Foul knave!!

8.3.5 - Provost

Description: He's a very religious man so voice accordingly - not stupidly and overly zealous, but very holy and serious nonetheless.

Built: The Light is with us.

Die:

Piss:

1-Hmm, what? Sorry, I was concentrating on looking holy. (Father Ted)

2-Heretic! HERETIC! ... It's a great game - buy it!

3-He's eating carrots! And we all know that carrots are the Devil's favourite food! (Black Adder)

4-Uhm, well, you see... that would be an ecuminical matter! (Father Ted)

5-I am not a fascist! I'm a Provost! Fascists dress up in fancy clothes and tell people what to do, whereas provost s... uhm ...!

6-The Light shall be with you... always. (SW 4 reference)

7-Wait a second ... he DID kick me up the arse! (Father Ted, Bishop Brennan)

Warcry: Fear the power of the Light!

What:

1-Have faith, my son.

2-Speak forth, child.

3-Praise be to the Light!

4-What is it?

Yes:

1-That is within my power.

2-May the Light protect us!

3-Bless you.

4-It shall be so.

Yes Attack:

1-For the Light!

2-Be smited, fiend!

3-Your retribution has come!

4-Feel the wrath of the Light!

8.3.6 - Elementalist

'The same as normal Conjurer, but older and wiser. Perhaps with some special effects (echo, magic humming). Horse sounds at the background, too.'

Built: My powers serve Stormwind.

Die:

Piss:

1-What? No, get that straight-jacket away from - I'm an ELE-Mentalist!

2-There are alternatives to fighting, you know. (SW Ep. IV)

3-May the Force be - uh, I mean may the Light be with you.

4-If you strike me down, I'll become more powerful than you can possibly imagine. (SW Ep. IV)

5-Do you wish none of this had happened?

6-So do all who live to see such times, but that is not for them to decide.

7-All you have to decide, is what to do with the time that is given to you ... and kill those bloody orcs!

Warcry: Victory is at hand!

What:

1-Knowledge is power.

2-What is it this time?

3-You consult me?

4-Come on, out with it.

Yes:

1-Leave that to me.

2-*Sceptical* Possibly.

3-*Reluctantly* Hmpgh, very well.

4-I don't see why not.

Yes Attack:

1-I foresee victory!

2-Darkness will lose this day!

3-For the king!

4-By the power of the Light!

8.3.7 Marksman

Description: Rommel's description - 'Cold, calm with slight English accent', like the Sniper from Command and Conquer: Red Alert 2.

Built: Marksman reporting for duty!

Die:

Piss:

1-*Sarcastic and angry* Oh, YOU're sorry - YOU broke my *concentration*! (Pulp Fiction)

2-Who the *bloody* hell are you calling a camping bastard?!

3-Oh-My-God NEWBIE WALLHACKER!!

4-I'm more than a Ranger, and even a Night Ranger - I'm a Marksman!

5-Who is Mark anyway? He's certainly not my bed fellow.

6-Yes, I'm a very good shot. I practice every day. Well, not absolutely every day, but most days in the week... (Monty Python's Dennis Moore sketch)

7-I expect I must practice, oh, at least four or five times a week... or more, really, but some weekends, like last weekend, there really wasn't the time, so that brings the average down a bit. I should say it's a solid four days' practice a week. At least... I mean...  (Monty Python's Dennis Moore sketch)

Warcry: Right between the eyes!

What:

1-I'm here.

2-What is it?

3-Give me a target.

4-Salutations, my lord.

Yes:

1-For King and country.

2-I'm on it.

3-Changing position.

4-Immediately!

Yes Attack:

1-Shoot to kill!!

2-I'll take him out!

3-Fire!

4-In my sights.

ORC

8.3.8 Spearthrower

Description: Like the WarCraft Orc Grunt. Simple, deep and ruthless.

Built: Someone need a spear?

Die:

Piss:

1-Don't make me poke you ... HARD!

2-Spear!!! (Reference to Edge's finishing movie in WWE ... too vague?)

3-

4-

5-

6-

7-

Warcry: Death or glory!

What:

1-What you want?

2-Spear here.

3-Ready to kill.

4-Let us attack!

Yes:

1-Davu!

2-Okay...

3-I'm going.

4-Right away, chieftain.

Yes Attack:

1-Hryaa! (As in he's throwing it)

2-Take DIS!

3-For the Horde!

4-Unleash death!

8.3.9 Necrolyte

Description: Dark, deep and sinister orc.

Built: The power of death is in my hands.

Die:

Piss:

1-You see, my friend, there are orcs who kill and orcs who raise the dead.

2-You kill, I raise the dead.

3-The more enemies you slay, the more servants I have.

4-Let bodies fill the fields I see, and may the slaughter never end!  (Metallica quote)

5-Death is not always just, but is always final. (Vampire: the Masquerade quote)

6-Life's a bitch ... and then you die ... then we raise you! And ... then you obey us.

7-Darkness...!! ... parties too hard. He's got one hell of a hangover right now.

Warcry: You will be MINE!

Alternative: Fall, rise and serve us!

What:

1-Where can I spread doom?

2-Speak your will.

3-You have my attention.

4-Yes?!

Yes:

1-So are the needs of the many.

2-I anticipated that.

3-Death follows me.

4-Learning the path...

Yes Attack:

1-My sincere pleasure.

2-Pray for mercy!

3-Death awaits you!

4-Die, weakling!

8.3.10 Warlock

Description: Rommel's description - 'Standard orcish voice, but more sinister. Somewhat like an orcish version of WC3 Necromancer.'

Built: I dedicate my power to the Horde! (I know the WC3 Shaman had this, but it's a reference to how similar the Warlock is in the Horde)

Alternatively: I roam and chaos comes with me!

Die:

Piss:

1-Am I evil?

2-Mu-ha-ha-ha! Of course I am... not!

3-I like people...

4-Too bad people don't like me.

5-I'm tired of all this cheap crap, called "dark magic"!

6-Frankly, I want to marry a human girl and become a peaceful farmer.

7-*surprised* Oh, Gul'dan? Hello! I didn't know you were listening...

Warcry: Fire and brimstone!

What:

1-What is your proposal?

2-Make it quick.

3-Is it important enough for one such as me?

4-What do you want?

Yes:

1-A devious plan!

2-Delightful.

3-That's feasible.

4-Of course, 'master'.

Yes Attack:

1-Burn in agony!

2-Your fate is sealed!

3-Face your end!

4-None shall escape!

8.3.11 Slayer

Description: Excessively brutal, deep and ravenous. Almost like a Pit Lord.

Built: Blood for the Horde!

Die:

Piss:

1-Buffy? No, I have never heard of her! (Buffy the Vampire Slayer)

2-Bring your daughter to the slaughter! (Bring your daughter, Iron Maiden. Sing the line like the song if possible! :)

3-Actually, bring your brother, sister, parents and pets! In fact, invite your whole family! It's a great time!

4-Warning: The Horde is not responsbile for any injuries, mutilations, deaths or resurrections to skeletons that occur are our slaughter parties. Enter at your own risk. All rights reserved. (Speeded up)

5-( Lines from Slayer, the band?)

6-

7-

Warcry: Run to the hills! (Iron Maiden\famous saying)

Alternatively: I can smell their fear!

What:

1-What?!

2-I hunger for battle!

3-I must FIGHT!

4-Direct me to the slaughter.

Yes:

1-*Brutally and harshly laughs*

2-Yes! Yes!

3-Right away!

4-Day and night!

Yes Attack:

1-Raaaaaaaaaar! (A battle roar)

2-Lambs to the slaughter!

3-Kill 'em all!

4-No surrender!

8.3.12 Shadow Disciple

Description: Rommel's description - 'Old, wise and evil. Voice should be as much like Palpatine’s as possible.

Built: The Council's will is law.

Die:

Piss:

1-Give into your anger, click me again.

2-In time, you will call me "Master".

3-With each click you make yourself more my servant.

4-It is unavoidable. It is your destiny.

5-Click me once again with all of your hatred and your journey towards the Dark Side will be complete!

6-I have designed a huge fortress on the moon, with a huge cannon upon it...

7-I call it ... the DEATH STAR! *OS man* Star Wars rip off* (Dr Evil, Austin Powers 2 and the obvious SW reference)

Warcry: The reign of chaos has come!

What:

1-We shall never be stopped.

2-You desire my powers?

3-What is it?

4-I am listening.

Yes:

1-It will be done.

2-Easily.

3-A trivial matter.

4-For the council.

Yes Attack:

1-Your doom is coming!

2-I bring death to you!

3-None shall oppose us!

4-Weak minded fool!

5- *Evil, Palpatine-esque Laughter*

8.3.13 Assassin

Description: Quiet and reserved female voice, like the Night Elf Archer, yet with sarcasm and wit in the relevant lines.

Built: It's a good day to kill.

(Alt. "I'll sing a song of death for you.")

Die:

Piss:

1-Necrolytes think my mission is to provide them with fresh corpses.

2-Warlocks think my mission is to assassinate their opponents.

3-You think my mission is to do what you say. 

4-But I think my mission is to get rid of you, should you become annoying.

5-

6-That's it, mutter on about how mighty you are.

7-Just remember that no one sees the blade that enters the back of their head. (Trench, The Antioch Chronciles)

Warcry: They'll never see me coming!

What:

1-Speak quickly.

2-Need someone "removed"?

3-At the ready.

4-My blade is yours.

Yes:

1-Agreed.

2-I like it.

3-I'm onto it.

4-Right.

Yes Attack:

1-Embrace death!

2-For the Shadow Council!

3-No mercy.

4-Always a pleasure!

8.3.14 Heresiarch

Deep, booming, utterly evil, and half-crazy.

Built: A new power is rising - its victory is at hand!

(Alt: 'The time of reckoning is at hand.' or 'The end has come!')

Die:

Piss:

1-Thoughts ... in chaos ... (Archon, StarCraft)

2-Darkness overpowering! (Dark Archon, StarCraft)

3-I'm not insane - THE REST OF YOU ARE!

4-They should have sent a bard!

5-Oh, yes. They did ... what was his name? .... Hetfield? Oh, I forget.

6-Can I play with madness? Why... YES! (Can I Play With Madness?, Iron Maiden)

7-This night the land will be stained with the blood of Stormwind!

Warcry: Oblivion has come!!

What:

1-The time has come.

2-You spoke at me?

3-Do not interrupt me!

4-This had better be good.

Yes:

1-If you insist!

2-Yeeees.

3-Walking the chaos.

4-For your sake, this had better work!

Yes Attack:

1-Oblivion awaits!

2-Feel the destruction!

3-Time to die!

4-Divine chaos!

NEUTRAL

Blackguard

Description: Dark, grim and moody.

Built: Want some dirty deeds done dirt cheap?

(Alt. 'I'll take my time anywhere.' or 'I'm all yours')

Die:

Piss:

1-I'm a one man gang. (WWE wrestler :P)

2-You draw far too much attention to yourself, Mr ... Clicky. (Strider, Lord of the Rings)

3-What do I want? Let's see, they are small, round and make a chink noise in your purse. (Klaus, Warhammer: Dark Omen)

4-You're not nearly frightened enough! (Strider, Lord of the Rings)

5-Let's get one thing straight - I do get orders from one person - me! (Han Solo, Star Wars IV)

6-Hokey religions and ancient weapons are no match for a good blade at your side, kid. (Han Solo, Star Wars IV)

7-

Warcry: You will die this day!

What:

1-It's too quiet...

2-Did you hear that?

3-Ready when you are.

4-Let's hear it.

Yes:

1-I'm gone.

2-Right.

3-Moving out.

4-Fine by me.

Yes attack:

1-Chew on this!

2-Let's dance!

3-Time to earn my pay!

4-Bring it on!

Mindbreaker

Description: Cunning and zany, yet confident and almost fun-loving where necessary. Will be edited to show his constant use of magical powers.

Built: My talents are yours as you see fit.

Die: *Generic*

Piss:

1-The illusions will be with you ... always... provided you you pay me. (Obi-Wan, Star Wars 4)

2-Mirrors are fun! (Reversed)

3-There is no spoon! ... Only a knife and fork.

4-Yes, I can feel it ... like a splinter in my mind -*Slight pain* Ow, no, wait ... it's a migraine. Ow!

5-Have you ever felt ... the future is the past? (Iron Maiden, Dream of Mirrors)

6-Have you ever played a game that you were so sure was real? (Morpheus, the Matrix)

7-What if you were unable to wake from that game? How would you know the difference between the game world and the real world? (Morpheus, the Matrix)

Warcry: Arumi destro!!

What:

1-What is it?

2-*Very slyly, but not serious* Your command is my wish.

3-Who? Me?

4-Let's create some confusion.

Yes:

1-Why not?

2-Your wish is my command.

3-As you ask...

4-Yes, of course.

Yes attack:

1-By my hand, perish!

2-To the fight!

3-Verash danoo!

4-Let battle commence.

Ogre Warmonger

Description: Deep and dumb (Slightly like like a baby, but not totally), with a hint of brutality.

Built: Let's bust some skulls!

Die: *Generic*

Piss:

1-*Burp* He did it!! Uh ... oh ...

2-HEEEEEEEY YOU GUYS! (Sloth The Goonies)

3-Baby...ruth! (Sloth The Goonies)

4-*Pretending to be clever* Daaah...The sum of the square roots of any two sides of an isosceles triangle is equal to the square root of the remaining side! (*Offscreen man "That's a right triangle, you idiot!") D'oh! (Homer Simpson, The Simpsons)

Warcry: You all die NOW!

What:

1-Where me fight?

2-Yeaaah?

3-You need me?

4-Are we doing somethin'?!

Yes:

1-I can do dat!

2-Got it!

3-Yup!

4-I go there now!

Yes attack:

1-DIE!

2-CHARGE!

3-I'll smash you good! (Homer Simpson, The Simpsons)

4-Raaaaarhgh!

Aletaster

Description: Drunk and Scottish (What do you expect? :D), or alternatively a Yorkshire accent. Mumbling and overly-friendly.

Built: "How the bloody hell did I get out 'ere?"

(Alt: "Oy! I'm not finished drinking yet!", "Is et closing time already?", "*Sarcastic* Ooh, what have I got myself into now?")

Die:

Piss:

1-Got booze? Good! Let's get pissed! (The 'Got Milk?' adverts)

2-Ah beer, now there's a temporary solution! (Homer Simpson)

3-Heh, *I don't need* any skill points in *my* drinking skill! (Reference to the Mountain King hero)

4-I'm not drunk! I'm ... just exhausted from a night of drinking! (Peter, Family Guy)

5-I promise you a night you'll never forget... Or remember.

6-Hehe, It's a good night if you can't remember it! (Ben Brown :P)

7-*Mumbles* Monkeys! Flying monkeys in trees! Aaaah! Aaaah! *Mumbles on for a few seconds* ...Of course, I was very... very drunk... (The Old Drunk Man, The Fast Show)

8-Och, I've heard of Pissed unit responses before, but this ... IS RIDICULOUS!

9-Drink! Feck! Arse! Girls! (Father Jack, from Father Ted)

Warcry: FOR MAZ KHODAN!

What:

1-Well hellO there!

2-Allo, mate!

3-Where the feck am I?

4-Wha-wha-wha-what? Me?

Yes:

1-Uhhh...ehehehehe!

2-*Hick* Shhhure!

3-I-I-I-I can do that!

4-*Mumbling*

Yes attack (4)

1-Who? I can barely see him!

2-Right, I'll have 'im!

3-What, attack BOTH of them?

4-Come get some!

Manhunter

Description: Fast speaking (Like a Jawa, but understandable) thick Cuban, or some sort of latino, accent. Will be edited to be speeded up.

Built: "I'm aaalll yours now, mon."

Die: *Generic*

Piss:

1-I no speak fast - you speak slow!

2-Heh, heh, allriiiight. (Quagmire, Family Guy)

3-Kiiiiiillll freeeenzy! (Grand Theft Auto, as well as the Manhunter's skill)

4-I kill an elf for fun, but for gold ... I gonna carve him up real nice! (Scarface)

5-You think you can take me? You need a f*cking army if you gonna take me! (Scarface)

6-...Or at least a few level 10 heroes.

Warcry: YOU ALL GONNA DIE!

What: 

1-Ya ya, what?

2-*Gibbers in Troll language*

3-Ready to hunt some prey.

4-I'm here, mon!

Yes:

1-I can do dat!

2-Suuure.

3-*Low but insane laugh*

4-Allriiight.

Yes attack (4)

1-It'll all be over soon!

2-There is no escape!

3-Die by my axe!!

4-*Crazy scream*

8.3.20 - Pyromaniac

Description: Friendly, quite crazy, high-pitched (We'll handle the editing) goblin

Built: Dun dun DUUUh, dun dun du DUUH! (Sang like the main riff of Smoke on the Water by Deep Purple, which is about fire)

Die: 

Piss:

1- I'm a firestarter, twisted firestarter! (Firestarter, Prodigy - download the music to hear how it's said)

2-

3-

4-

5-

6-

Warcry: Buuuuurrrrn! Heheheeh!

What: 

1-Whaaaat?

2-Whatcha want?

3-Yeah, boss?

4-Raring to go!

Yes:

1-Move it, move it!

2-Roger roger!

3-Let's get going!

4-Seek and destroy!

Yes attack (4)

1-Heh, heh, FIRE! FIRE! (Said like Beavis's pyromaniac style in Beavis and Butthead)

2-Flame on!

3-Extra crispy!!!

4-Ashes to ashes!

9) REMAINING ISSUES

Questions and conflicts that are required to be discussed.

-Ideas for responses, hero names and any other design parts are welcome - please email Magic or post on the forum.

-Fiction ideas. I still plan to sometime write some fiction to help add background to the mod. Here are some ideas I've had - I'd certainly appreciate comments and which people would like to see more.

*Gul'dan machinating his plans with Blackhand, plus his sinister cross-breeding plans to bring about half-orcs for his rule.

*Garona on a spying mission, thinking over her life and role within the Horde.

*Medivh's appearance during Llane's Age of Ascension (Where he gives the Hourglass to the King).

*Orgrim, after Durotan informed him of Gul'dan's ways, setting out to destroy Gul'dan.

*Lothar interrogating one of the orcs after the assault upon Stormwind and a scribe noting his reports.

*Llane, deep in thought about his past and now present duties as king.

10) PROGRESS SUMMARY

We're certainly getting there. Though I'm not in direct contact with Rommel, he tells me he is preparing a TFT-styled Beta test of sorts. I believe my documentation will soon reach final completition. I'm hoping the Beta test may begin this year, and a final version will be completed perhaps by the end of 2004. :)

-Magic

