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About the Might & Magic franchise 

Might & Magic has been created in the middle of the 80’s & has quickly become an acclaimed classic 

RPG franchise that has set standards in the video game market. 

Launched in 1995, Heroes of Might and Magic was a Strategy-RPG game, spin-off of the series that 

encountered the same critical success. 

Since 2003, when Ubisoft acquired all Might & Magic rights, Might & Magic has been definitely set as 

a high-fantasy universe, well-known for its richness & credibility. 

Based on this new universe, Ubisoft launched Heroes V (2005), Hammers of Fate (2006), Tribes of 

The East (2007) & Dark Messiah (2006). 

In 2009, the Might & Magic franchise has reached new players for more epic adventures, thanks to 

new brands & new platforms: Clash of Heroes, a Puzzle-RPG & Heroes Kingdoms, our first 

webbased MMO. 

 

The Myth of Creation 

Born from the Void, the Cosmic Egg appears and hatches, freeing the twin Dragons of Order & 
Chaos: 

 ASHA, the Dragon of Order creates the world of ASHAN by giving it shape and purpose. 

She gives birth to the Elemental Dragons who are destined to guide and rule her creation.  

o ELRATH, the Dragon of Light 
o MALASSA, the Dragon of Shadow 
o SYLANNA, the Dragon of Earth 
o ARKATH, the Dragon of Fire 
o SHALASSA, the Dragon of Water 
o YLATH, the Dragon of Air 

Next the mortal races are created as “servants of the Dragon Gods”, and placed upon Ashan. 

 

 URGASH, the Dragon of Chaos is “raw untamed potential”, primordial chaos in its 
inexhaustible energy and infinite variety of forms. 

Looking upon Asha’s creation with envy, Urgash spawns the Demons in an attempt to surpass his 
sister's achievements. 

He also creates the six Demon Overlords, twisted mirrors of the Elemental Dragons, to impose some 
semblance of authority over his unruly, vicious offspring. 

____________________________________________________________________________________________________ 

In eternal opposition, an uneasy tension ensues until the day when conflict explodes between Asha 
and Urgash. It is the time known as the Wars of Creation. 

Across all the levels of reality the forces of Order and Chaos collide; enormous damage is wreaked 
upon the world and the very face of Ashan is altered. 

URGASH is vanquished but not destroyed. He is banished to slumber at Ashan’s fiery core, and his 
monstrous offspring are cast out of the material world. 

ASHA, severely weakened by the conflict, buries herself within the moon to rest and heal… 



3 

 

 

Heroes VI Story 
 

Might & Magic Heroes VI will take place in 564 YSD*, roughly some 400 years before Might & Magic 

Heroes V, at the time of the second Blood Moon Eclipse, and the Rise of Kha Beleth, the Demon 

Sovereign. 

 

A legendary Archangel General, killed during the war of the Elder races, is resurrected. Under the 

cover of preparations for the upcoming Demon invasion, he plots to recover his powers and take 

control of Ashan while eradicating his ancient enemies.  

He underestimates, however, the power of the all-too-human Griffin dynasty... 

 

* The current reckoning of years in Ashan is YSD – Year of the Seventh Dragon. All dates are reckoned from the day when the legendary 
prophet Sar-Elam achieved enlightenment and underwent apotheosis, becoming known as the Seventh Dragon. Before that, little is 
recorded, though it is certain, from the ruins of ancient civilizations that dot the landscape, that Ashan is thousands of years old. 

 

The 5 campaigns (1 per faction) stage the stories of human heroes from the Holy Falcon Empire 

(Haven), all members of the same family. They are the sons and daughters of the powerful Duke of 

the Griffin Duchy. 

 

They all start in a position of power but also with strong duties to their father and with complex family 

ties they will have to deal with.  

They will gradually discover that “something is rotten” in the Empire, but they will also live a very 

personal story linked to their own family. 

 

So there will be murder, and revenge, romance and mystery, fraternity… and fratricide!  

 

 Treatment 

 

The story is a “family tragedy”, ripe with political powerplays and cloak & dagger intrigues. 

In treatment and tone, it is thus quite close to A Song of Ice & Fire (the Fantasy series by George RR 

Martin), Rome (the HBO series), The Tudors (the Showtime series), Dune (the Space Opera series by 

Frank Herbert), but also to the “classic” Shakespearean tragedies like Hamlet, King Lear, Macbeth. 

 

 Structure 

 

The 5 campaigns are interconnected, but can be played in any order. 

They consist of 4 maps each. 

A “prologue” mini-campaign is also included, to teach the player the basics of the game, and tell the 

story of the Griffin Duke, father to the 5 heroes, before his children were born. 
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Heroes VI Dynasty 

 

Heroes VI tells the story of the Griffin dynasty, when they were still Dukes of the Holy Empire, and not 

yet sitting on the Imperial throne (like in Heroes 5 and Clash of Heroes). 

The Griffin Duchy is east of the Empire, a region that would correspond to the Slavic nations in our 

own world.  

 

At the dynasty’s origins, The Griffin Duke Pavel* was a zealous servant of the 

Light and a trusted lieutenant of the Falcon Emperor. 

He met his demise defending his own duchy from a Demon host summoned by 

the dying wish of a desperate enemy.  

Pavel’s heroic last stand would ensure the survival of his son, Slava, who was 

only a boy at the time of these events. 

 

Pavel’s sister Sveltana*, who had left her homeland to become a prominent 

Necromancer in the Seven Cities, was called back to act as regent to Slava and 

educate him in the ways of the Griffin. 

 

Fifteen years and a war have past. Duke Slava of Griffin is now the father of five promising 

children. These are the main Heroes of the Heroes 6 campaign, and they will lead different factions 

to battle. 

 

1st CHILD: ANTON – HAVEN 

 Elder son of the Griffin Duke. Heir to his father’s crown. 

 Since his childhood, Angels whisper in his ear.  

 They speak of glory and purity but also of corruption and betrayal. 

 Frustrated and confused, he must expose the lies and pick his side.  

 

2nd CHILD: ANASTASYA - NECROPOLIS 

 Her father’s murderer. 

 Executed by her beloved brother Anton. 

 Brought back to life as an undead Necromancer. 

 Did she really kill her father? If yes, why? 

 She must recover her memories to find the truth!  

 

3rd CHILD: KIRIL – INFERNO 

 Betrayed by someone he trusted above all people.  

 Sacrificed to the powers of Sheogh. 

 His soul is ripped apart in a terrible ritual to share his body, and his memories, with a powerful Demon.  

 The Demon guest and his host fight for control, with the human’s soul as their battlefield. 

 Torn between two loyalties, whom will he pledge allegiance to?  

 

 

 

* See Reveal Trailer 
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4th CHILD: SANDOR – STRONGHOLD 

 The bastard child of Duke Slava Griffin, a political burden since birth, soon became a troublemaker 

 Found a friend and a mentor in the person of his father’s master-of-arms… the Orc, Kraal 

 Exiled from the Holy Empire for standing up for his family during a feud with his father’s neighbor, the 
Duke of the Wolf 

 Led by Kraal to the savage Pao islands, the Orc territory in the Jade Sea  

 Comes back home with an Orc army to become a conqueror… or a savior.  

 

5th CHILD – More information to come later! 
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HAVEN 

 

 

The human kingdoms, unified into an Empire by the Falcon dynasty, have thrived since the 

end of the Mythic Ages and their sophisticated civilization has been dominating both militarily 

and politically. They became allies to the Angels, children of Elrath, the Dragon God of Light, 

and of this pact, the Holy Empire was born. 

The Haven Nobles are excited when they hear that a Demon invasion has been prophesized. 

This is the chance for them to demonstrate their superiority to all other factions for the first 

time in history, by brilliantly and courageously shining in the exciting battles about to come. 

Their empire is ready to take its place as the legitimate defenders of Ashan. 

 

Creatures 

Sentinel (Upgrade: Praetorian) 

 

The mighty Sentinels are the first line of defense of the Holy Empire. They 

are volunteers who have proven their loyalty to the Emperor and their 

devotion to Elrath. They have sworn an oath to protect their brothers-in-

arms with their heavy shield and, if needed, their lives. For their own 

personal protection, they rely entirely on their faith. 

 

 

Crossbowman (Upgrade: Marksman) 

 

Many stories are told about how Ronan Falcon, armed only with courage 

and honor, triumphed over the human clan lords and united them to form 

the Empire that would bear his name. But it is closer to the truth to say that 

the crossbow is the true reason why he was victorious. To this day, the 

Crossbowmen of the Empire are still feared in every corner of Ashan! 
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Griffin (Upgrade: Imperial Griffin) 

 

Griffins were created in the Mythic Age from the spontaneous magical 

fusion of lions and eagles. At that time the surface of Ashan was 

irrigated by dragon-veins, remnants of the Dragon Gods' wars, and 

animals that drank of these untamed rivers of dragon blood and magic 

were permanently altered by it. It is said that an act of compassion by 

an eagle who rescued a lion being carried away by the current of a 

dragon-vein gave rise to this formidable species. 

 

Sister (Upgrade: Vestal) 

 

The Sisters of Elrath are devoted to the worship of the Dragon of 

Light. Chosen for their spiritual gifts, these women have dedicated 

their lives to bringing light and warmth to all the people in need. 

Sisters of Elrath are respected and loved by all the citizens of the 

Empire, and in war times they are on the front lines to care for the 

wounded. 

 

Radiant Glory (Upgrade: Blazing Glory) 

 

In the Spirit Realm, Elrath's dominion is filled with myriads of Radiant 

Glories. Some are elevated by the Dragon-God of Light to a higher 

status. Vessels of the will of Elrath, sent as envoys and advisors to his 

most faithful followers, Radiant Glories are shining creatures who can 

flare into brilliance and blind their enemies. The generals of the Holy 

Empire soon found an use for these beings of burning light. 

light. 
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Sun Rider (Upgrade: Sun Crusader) 

 

There are many knights in the Holy Empire, but only those deemed 

worthy by Elrath himself can join the Order of the Holy Sun. 

Commonly known as Sun Riders, these champions of the Light are 

riding enchanted steeds summoned from Elrath's spiritual realm. 

These magical mounts are said to be able to ride on the faintest ray of 

light. 

 

Seraph (Upgrade: Celestial) 

 

Physically imposing and striking in their perfection, the Angels of the 

Light are Elrath's messengers – and shock troops – on the face of 

Ashan.  They are taller than normal humans, far more beautiful, and 

project an aura of power and confidence. Seraphim, on the other 

hand, are smaller and more human-like in their appearance. They 

started to appear after the creation of the Falcon Empire. Their true 

origins remain a mystery, but their devotion to Elrath is total. In battle 

they wield the twin blades of Judgment and Mercy. 
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NECROPOLIS 

 

Necropolis is at the beginning of their rise to power, and power they have. They are currently 

fighting for emancipation and acceptance from their brethren the Wizards of the Seven Cities.  

They do not seek to convert all the nations of Ashan to their morbid belief, nor to kill them all 

and raise them as undead, but rather to have a dominant place in the world as protectors of 

the equilibrium between the worlds of life and death. 

They see the upcoming Demon Invasion as an opportunity to sanctify their religious order 

and justify its existence to the other factions of Ashan.  

 

Creatures 

Skeleton (Upgrade: Skeletal Spearman) 

 

Skeletons are nothing more than dead, decaying bodies animated by the 

will of a Necromancer. Combining blind loyalty, indifference to hunger and 

thirst, and a lack of any sense of fear or doubt, the Skeleton is considered 

to be an excellent servant. 

 

 

Ghoul (Upgrade: Ravenous Ghoul) 

 

Ghouls are ravenous spirits of the dead, bound by magic in lifeless 

corpses. Ghouls are tormented beings, filled with hatred for the living. 

Powerful Necromancers can control them, but otherwise they are wild and 

destructive.  

Transformation into a ghoul is used as the ultimate punishment in Heresh, 

and is a means of permanently removing a soul from the cycle of death 

and transformation. 

Ghouls feed on corpses and often carry diseases in their blood and saliva. 
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Ghost (Upgrade: Spectre) 

 

Upon their death, the children of the Dragon Gods rise as spirits to the 

moon, to pass into eternity under the guiding hand of Asha. However, 

traumatic events can cause the creation of a Ghost, a spirit bound to the 

material world by a powerful, negative emotion.  

By performing a specific ritual, Necromancers can convert Ghosts into 

loyal servants, under their absolute control. 

 

Lich (Upgrade: Archlich) 

 

Higher ranking Necromancers (the priests of the Spider Goddess) are 

given a life-prolonging elixir that is "milked from the venom of the 

Goddess's sacred spiders, and that they must mix with their food.  

This "treatment" turns them into Asakkus, or "Liches", their bodies 

desiccated but now freed from the passions of the flesh. They keep aging 

however, until they look little more than walking mummies… The venom 

mixture also colors their whole eyes bright green 

 

Vampire (Upgrade: Vampire Lord) 

 

As they grow in power, Liches may earn the right to be embraced by the 

Spider Goddess herself to die and be reborn as Akhkharus, or "Vampires". 

They undergo an excruciating ritual but gain a rejuvenated body, cleansed 

from all defects. Vampires don't need to eat, drink, sleep or breathe 

anymore as all their organs are "petrified" and it is not blood, but the 

sacred spider's venom, that now flows in their veins.  

However, they need to drink human blood on a regular basis to thin this 

venom down, and prevent it from dissolving their body from the inside. 
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Lamasu (Upgrade: Putrid Lamasu) 

 

The Lamasu were a failed experiment by the wizards to create a superior 

breed of beastmen, by the unnatural fusion of a human being (usually a 

slave or criminal) and a magical creature (in this particular case, a 

Manticore). The resulting creature was too unstable and was litteraly 

short-lived, but they still proved useful to the Necromancers. The 

Necromancers rose their dead bodies and infected them with pestilence. 

The Lamasu function as plague vector, coupled with the creature’s 

physical might, and its mobility make them perfect front-line troops in the 

Undead armies. 

 

Fate Spinner (Upgrade: Fate Weaver) 

 

The Fate Spinner is an avatar of the Spider Goddess, a truly divine 

reflection of the Death aspect of Asha. She has left the goddess's side to 

materialize on the surface of Ashan. The Fate Spinner will often be 

present at the founding of a Necropolis, fortifying the foundations and 

encouraging its growth. Like the queen of a hive they nurtures the growth 

of a necropolis; under her protection the undead comb the region for lost 

souls which they then recruit to swell their ranks. The Fate Spinner can 

either assume the form of a spider-woman hybrid or that of a human 

woman with two legs and six arms. 
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 INFERNO  

 

The Demons were spawned by Urgash, the Dragon of Chaos, to confront and overcome the 

children of the Elemental Dragons. For centuries, they have been imprisoned in Sheogh, a 

mystical jail-world created at the heart of Ashan’s fiery core by the sacrifice of the prophet 

Sar-Elam.  

The heat and lava is something the Demons have evolved to actually appreciate, but the fact 

that they cannot escape their prison is insupportable. However, a flaw in the ritual weakens 

the prison when a Bloodmoon eclipse occurs, allowing the demon legions to regain a 

momentary freedom, that they usually use to swarm and ravage Ashan.  

The infernal hierarchy is complex but simply structured; the strongest rule, imposing their will 

on the weaker, and all bow their horned heads to the six Demon Overlords.  

A new leader, Kha Beleth, has started to preach another possibility for demonic organization. 

He speaks of a world where all demons are created equal and have a right to live freely 

within and without Sheogh. He is gathering followers, and intends on using the upcoming 

Bloodmoon eclipse to gain a foothold on Ashan, and expose, if not impose, his people’s right 

to an equal place amongst the children of the Dragon Gods. 

 

Creatures 

Juggernaut (Upgrade: Ravager) 

 

Servants of the Demon Overlord of Destruction, Juggernauts are easily 

identified by their immense horns and their basalt-covered fists and 

hooves. In battle, they rush violently (and sometimes blindly) into the 

enemies lines, impaling their enemies with their horns, crushing them with 

a swing of their massive arms, or trampling them to a bloody pulp. 

When needed, they even make good battering rams. 

 

Hell Hound (Upgrade: Cerberus) 

 

Hell Hounds are servants of the Demon Overlord of Voracity. These two-

headed fire breathing mastiffs outclass even the sabretooth tigers or dire 

wolves in size, speed and ferocity.  
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Tormentor (Upgrade: Lacerator) 

 

Tormentors are the servants of Ur-Traggal, Demon Overlord of Pain. 

Tormentors are consumed by the endless suffering of Urgash and inflict 

upon their own bodies unthinkable horrors.  They draw power from their 

own agony, and use their deformations to strike their enemies. The 

Tormentors' skeleton is his main weapon, as he is able to tear out pieces 

of his body to use in combat.  His ribs can pierce through his chest to pin 

an adversary: his bones can elongate and project through his fingers to 

provide him with razor-like talons. 

 

Maniac (Upgrade: Demented) 

 

Maniacs are the spawns of Ur-Vormoch, the Demon Overlord of Madness. 

These demons are the spirits of the unbalanced, infuriated and 

unpredictable nature of Chaos. A true offspring of their creator, the 

Maniacs excel at spreading fear and panic. The Maniacs cry and shriek in 

pain when attacking, and laugh when wounded. 

 

Pit Fiend (Upgrade: Pit Lord) 

 

Punished and jailed, Urgash, the Primordial Dragon of Chaos, is 

consumed by hatred for his sister Asha and her creations. Ur-Haazheel, 

Demon Overlord of Hate, is the expression of that endless enmity and the 

mighty Pit Fiends are his most spectacular agents. Surpassed in their 

violent nature by only the most vehement Arch Demons, Pit Fiends are the 

most dangerous creatures found in the Infernal legions. 
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Succubus (Upgrade: Lilim) 

 

Some children of Asha (Humans, Elves, Dwarves, etc.), having promised 

themselves to Urgash and the lords of Sheogh, are raised after their death 

as Incubi (male) or Succubi (female). 

As reincarnations of powerful Demon cultists, they usually have a 

relatively high and unusual rank in the hierarchy of Demonkind. However, 

though many think they have the wit, devotion, and power needed to 

achieve this desirable status, in reality many of the pretenders end as 

lesser Incubi/Succubi (servants, sex slaves, etc…). 

Their “mortal” origins make them useful as spies, infiltrators, and 

diplomats. To support this role, they are granted powers of illusion, charm 

and shape-shifting, so as to appear almost as beautiful and charismatic as 

Angels, but in a "carnal", sensual way, which allows them to influence 

lesser minds.  

Particularly in the development of the sects of Demon Cultists, it is almost 

inevitable that an Incubus or a Succubus will be present. 

 

Breeder (Upgrade: Mother Breeder) 

 

The Breeders were the result of Urgash crafting a material form that 

translated some of his own primordial drives. Specifically, the drive to 

consume mana and the drive to populate Ashan with hordes of creatures 

loyal to the dictates of Chaos. Bestowed upon Ur-Mespharoth, the Demon 

Overlord of Proliferation, the Breeder is an obese, pulsing mass of flesh 

that continually creates Imps. The Imps that she births are “spit” from the 

various orifices that randomly appear on her body. 

Though this demon is almost incapable of movement, she constantly 

twitches and contracts with her insatiable need to procreate. This drive to 

reproduce eats her from the inside out, and much of her energy is 

consumed in efforts to control the mutations of her body. She will 

occasionally consume her own Imp offspring.  

She uses the mana energy that she ingests to impregnate herself, as 

nourishment, and to help her control the gruesome deformities that are 

created by her ceaseless cycle of birthing. 
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STRONGHOLD   

 

 

Nomadic barbarian tribes, the Orcs are the scattered but proud survivors of a long 

persecution.  

During the First Eclipse, the wizards of the Seven Cities experimented with forbidden magic. 

By injecting demon blood into human criminals, they created a “mutant” race of shock-

troopers: the Orcs. Half-brothers to the Demons, the Orcs were trained from birth to become 

their ultimate Nemesis. They would eventually defeat the Demons and push them back within 

their prison-world. 

They were rewarded for their tremendous acts of courage appropriately. The peoples of 

Ashan decided to make them… slaves. 

At the time of the Second Eclipse, the Orcs have gained their freedom but there are still 

those who prefer them in chains. Orcs are strong warriors and shamans with access to only 

certain types of magic - essentially either “blood magic”, which is chaotic in nature and linked 

to their demonic origins, or simple shamanistic spells. 

 

Creatures 

Goblin (Upgrade: Goblin Hunter) 

 

Goblins are "degenerate" Orcs, who were originally "failures" in the Orc 

experiment, born from the blood of lesser demons (mostly Imps).  

Goblins are small (between 4 and 5 foot tall), scraggy, physically weak, 

but very swift and agile. 

The average Goblin is devious, cowardly, and stupid. They rarely attack 

unless having the numbers of a mob, preferring sneak attacks and (poorly 

constructed) booby traps.  

In the Orc armies, Goblins serve as servants, scouts, skirmishers, and 

sometimes sacrifices for the Shamans, missiles for the Cyclops to hurl, or 

even food if rations become too low... 
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Harpy (Upgrade: Fury) 

 

Half-human and half-bird of prey, Harpies were originally used as scouts, 

messengers and skirmishers in the Wizards’ armies. 

They won their freedom during the Revolt of the Beastmen. The Orcs 

adopted them as allies and see them as favored children of Father Sky. 

The Harpies who settled in the Pao islands were created from various 

tropical raptors native to the Eastern jungles, which explain their multi-

colored plumage. 

 

Mauler (Upgrade: Crusher) 

 

Lightly armored and heavily armed, the Orc Maulers are the basic front-

line (basic front-line troops, foot soldiers, grunts) of the Stronghold hordes. 

Their usual tactic is simply to rush straight at the enemy, counting on their 

numbers, speed, ferocity and toughness to break the opposing lines and 

pound the hell out of them. 

Their heavy shields are not a decorative item, but used to deflect the 

incoming missiles that are inevitably hurled from the enemy ranks. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


