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WELCOME TO DAEMONSGATE

Six months ago all contact was lost with the ancient kingdom.of
Elsopea, not something that the rulers of the Civilised Kingdoms
warried about too much, for the Elsopeans were a strange race.
Since the fall of the Elsopean Empire nearly a thousand years ago
the Elsopeans had shunned most contact with humans of the
Civilised Kingdoms.
Then-suddenly,-two-months-ago,strange-reports.began-to filter-in
from the small hamlets to|the south of your home town, Tormis. It
appeared that a large Daemonic army of unknown origin was
moving through the Border Peaks from Elsopea, laying waste to
everything in its path. The large and experienced army of Tormis
threw everything they had agaipst the advancing fiends, but to no
avail. Outlying settlements were massacredg¢and razed to the
ground, and soon the foul army was'stood @t the gates of - Tormis
itself. Appeals to the other cities of the Civilised-Kingdoms drew a
blank, they wanted the time that the siege of Tormis gave to
prepare their own defences. i 5
Alone and without any hope Bfiaide fromtheir neighbours, the
beleaguered inhabitantsief formis were resigneditossit and wait for
the inevitable. . W

It is now tWo Weeks into-the sicge and you, Captain Gustavus of
the Impgrial Tormishan Guard,.are summoned before the ¢ity
council{who have hatched a desperate plan to-save-the City. The
ageing elders look tired from long hours of deliberation, it is
obvious that whatever they have lined up is their last hope. The
chamberlain stands, clears his throat, and begins....
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e this is.no_coincidence,.

The survival bg
2

“No ong’ knows why or how this Daemonic Horde appeared, why
they have apparently laid waste to the“fands of Elsopea orl why
;hey; a;e now turqing their attention to the Civilised Kingdoms.
ngstico:sr.ge Captain Gustavus,iS to discover thel answers to these.
lffrumours are to be correct an elderly Elsopean has recently been
seen in the vicinity of the /Attiean City state. The first Elsopean to
set foot in the Kingdoms for over a millennia. Tis quite likely that
. 0 ¢ _ and that he may have some answers. -
Dur mission, Captain Gustavus, is to firstly gather a band of
Illlng meljcenaries with the intention of finding a way out of this
be uegeq city, no easy task\for the Daemons have their perimeter
se&jed tlght. Secondly you are to seek out this Elsopean and find
out‘:\whaf[, if anything, he knows about this Horde. Thirdly you and /
your‘y're.tmue are to act appropriately on upgg@.x?ﬁ!is information
SApeed.ﬁ‘ls of the essence, for although,_thisg fty can withstand a.
siege almost indefinitely, the hordes couldfattack-at-any time, and
our defence cannot withstand a prolongei;ﬁsssault. '
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INTRODUCTION

This/manual serves to give youan introduction to playing
Daemonsgate. The text is rather verbose, but | recommend you'go
through it at least once so as/to become accustorned to playing the
game and avoid needless frustration. There is a command summary
guide at the back of this book in ease you get stuck, but once you
get into the swing of things you should haye no trouble in
handling the game systems. - - - -

INSTALLING THE GAME (PC & COMPATIBLE)
INSTALLATION

Insert DISK 1 into your disk drive and run the INSTALL program on
that disk.

If no érrors occur then the install mentr w1|l‘appear, the Qpnons on
this mehu are - gy

1. BEGIN INSTALLATION,

2. CHANGE DRIVE.'(This allows g, to seletthe drive afito which
the game is to be Mﬂa\r}ed your}med a MiRImum of four
megabytes ofsffee space.)

3. CHANGE PATH. (this allows yau to'put the Daemonsgate
directory!within other existing directories. Thr, default w1|I put.the

!

daemopsgate directory in your root. !

044

Once yol have set your Drive and Path to your liking then select
BEGIN/INSTALLATION. Follow the on screen prompts fromm-here.

CONFIGURATION

The file- DGCONFIG should be run before you first play
Daemonsgate, and should falso be run each time to re-configure
your hardware. The file allows selection of :

1} SOUND CARDS.
1.1 SOUND BLASTER.
1.2 ADLIB.
1.3 ROLAND.
1.4 INTERNAL BEEPER,
2 SOUND LEVEL.
2.1 NONE (recommended in 1.4 selected above!!)
2.2 MUSIC ONLY.
2:3 SOUND.EX.
2.4 MUSIC'AND SOUNDyEX.

3 ESCAPE CONFLICTS
This toggles between ON'and OFF, when on the player

can escape from unimportant conflicts By pressing the ESCAPE Key.
(Note: This does not work during some important combats,)
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4 CONTROL DEVICE.
4.1 KEYBOARD.
4,2 MOUSE.
4.3 JOYSTICK.

USEFUL INFORMATION

Tk;e infarmation in this section was put here because it didn't seem
té fit-anywhere else, it's just random-bits-of -essential -if\fom.aauon
strung together. It may seem a little confusing, espemal‘ly |f you
have not read the rest of\the manual, but-don't worry, it will all
make sense.

To exit a 'screen in Daemonsgate you click on_the ‘EXIT' meny
heading, found in the top left-hand corner of all’screens. This takes
you to.a menu where you can either se‘ex_t‘alﬁbther s»creen.te"go to,
or return to a previous screen you have Vi; G
.
)enu entries that eannot be highlighted are
> appligsyboth topull down_menus and

R, §

All faded command 01
currently unavailable

f \$I‘I m
- )
b ¢
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Any relevant information from the current screen will be displayed
in the/message box, which sits along the“bottom left-hand.side of
the screen. If a screen does not-have a message box them.no
important information is needed:

The blurb. in this manual g@ssumes that you are using a mouse.
Keyboard commands are summarised at the back of this booklet,
but if you have not got a mouse, you have my sympathies.

At times the text will refér to the 'CURRENT" character. This is the
person whose cameo is shown at the bottom right of the land
travel or town travel screen, When you perform an action it is the
cutrent character who is assumed to be attempting the task.

The game is over if Gustavus diessHe is the leader'of the group and
the driving motivation behind the quest, without him the
adventuring band splits and everyone goesitheir-separate ways.
You can'recruit up to seven more characters besides Gustavus.
These companions can be‘dismissed from the group at any time.

e,
Al

THE GHARACTER ANDITHE CHARACTER SHEET

At the start of the game you should take a while to get

accusto to Gustavus' character shegt.iThis screen-is-reached via
the ! 'menu at the top of the current sereen. The character
sheet ws a picture of the adventurer (in this case Gustavus),

ith various personal details that define his or her abilities
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within ;he game environment of Daemonsgate. |

First among these abilities, and thg,moﬁ “important,. are the
characteristics that define thatzpersons mental and ;Mcai
capabilities. These characterlstle{ and their functions, are:-

STRENGTH: Strength is-a/ representatlon of a character's raw
physucal power. Some weapons require a high strength before they
¢an be used. A character with_a high strength can inflict more

- .J;amagemlhhanmm?dmcanons.. i

DEXTERITY: This is a repre;entation of the character's ability to use
his or her hands. A high dexterity is useful for dodging and delicate
operations, such as |ock-pickjng.

ENDURANCE Endurance represeMs a characteggireserves of enepgy
Characters with high endurance tire'more |y than thosﬁhnth a
low enidurance. A character's maximum fatigue-pe “are equal to
a character's endurance. ‘

WOUNDS: |

agikal energy that
'body. A character's

\

\

- |
:
!
|

f

N and

CHARISMA Charisma represents a charag,cr.scharm_, good looks
w well he or she gets on wnth,other people. A charamr with
charisma will have manyjcfends and-can make people Ii I‘sten
to the things-he or she has tc}.say N
/‘ ) \
~ACTIONS: Reactions are/a character's speed.| People with high \
actions can run faster, Hlt sooner-and notice thmgs quicker than :
ose with low reactuons.«‘L

1
—

hese statistics never chaLge, unless under the influence of potions |
at can temporarily enhé(\lce the faculties of a character. f“‘

Statistics that do change ar&shown on the three bars next to the , /
cameo box these show you?‘ characters ;r:y magik pomts

nt state of health of your )
nha character's wound "

magik etc. they loose hit po nts.
the character is dead Don't
ecting dead characters in the

hen hit points reaches
though, there is a way
Xactly how to do this
cters have lost most of




their hit points you will find their effectivenessiin.combat will be 4 A chayécter in' Daemonsgate can possess the ing sk
~~ s the following skills:-

severély reduced. Hit points are regained through medical attention %
(which is performed at the end of a battle by characters with“the THB&WN WEAPON : This is th -~ ‘

. : ¢ : : e i . \
appropriate skills and equipnpsent), with potions ( which can be sugh as throwing knives, Speaw?;"f/;:ifnthrfwmg pffensive Weaf’ﬁnvs
administered any time ) or through natural healing while resting or / d = .
sleeping. These fast two ’functions are performed while in the ~ FIRST AID : First aid is the Yill - ) | ) \
damping screen and are explained in that chapter. .‘ milar 'to the physician ;“(“ bUtP?:CSL?gk:rp W(;unds quickly. It !’s
| oints. [ and heals fewer hit

e ————————

“"“‘#ﬁﬁﬁﬂ&"ﬁaﬂgwts‘a measure of how tired your charactersareand™
is derived from their endurance statistie. Fatigue is accumulated

RAWLING : Brawling is the ar =
= t of th v
during strenuous activities such as combat and travel, the amount \ € pugilist, the ability to

meone up with your bate fis ok

ts, feet and any other instrument of

depends upon the physical'exertion required to do the task. When =/ blunt trauma that comes to hand ;

a §ignificant amount of fatigue is lost your characters becomes children etc. \ nd such as bottles, chair legs, small

tired. If your character reachies zero FATIGUE peints he or shé \

bec(\(nes exhausted, and will be Thcgpable Qf‘j\%rforming even'the MISSILE WEAPON : Missile weapbhski“ isthe . /
in - a0ility to use various

simpl”e§t action. While travelling you ‘W*&d}hqt as_youf party's types'of bows, whether the longbow,"sh
fatigue is sapped their’ movement SI#WS. The speed of the Elsope =
movement is tailored to the most fatig%ﬁ\ person in your/group.

bow or_the-fowerful

Fatigue is regainedsingtheyeamping sectign of the gamesthrough
sleep or resty plaingthin th ter on @AMPING. use of all
. p— weapons fr. \cdge, Jhis includes
which is ab C Bastard Sword,

can wield in one hand.

Shing covers weapans
£ 0n heavy mashing
Is category includes

ter's various skills-Skills

ting with a sword etc.

he land try to get a
da wide selection of

kpertise in specific fields such a
ecruiting party members from 2
lanced range of skills, you wi
0 crack the secrets of Daemo




FORAGING : Foraging is the ability to search.for.and find various
edibl¢ herbs/and plants in the wilderness.

HUNTING : Hunting is the skill‘of tracking and trapping animals in
the wilderness to provide food.

SURVIVAL : Survival is a measure of a character's 'Wilderness Savvy',
a character with a high survival skill knows how to look after him
or-herselfin"the great outdoors. Characters with high survivat skitt
know how to pick good routes and pace themselves when travelling
and tire slower than ‘city folk'".

TWO HANDED EDGED : Two handed edged is the skill of using large
bladed weapons that must be held in two hands«to be effectively
used, Such weapons include the Greataxe, the Claymore and“the
deadly, Flamberge. These things really mess people up,.but due to
their size and weight can only be used By characters with a high
strength. ™,

Ceax 5 ‘
g LN e T

POLEARMS fPBlearms is. the skilljof usingMarge hafted weapons

such as spears, halberi naginata.
4 ;"(-."&‘ J i
TWO HANDED CRUSHING +-This skill eovers the use of large blunt

weapons that are wielded in two hands. Weapons in this category
include‘things like the great club, the war maul and the morning
star. Like two handed edged weapons these are nasty pieces of
work, [f€quiring a high strength to effectively use them.

12
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HAGG_bE : Haggle is the ability to bargain_with a_merchant to

receive a good price in the purchase-of , ¥
yo%arw will save you much-mefiey. g 18 haggl\er +

P 3 i it .
K LOCKS : Combined with a set of thieves tgols this skifl gives

en locks, without the use of a key.

Jt (;_‘IICS : Tgctics represe.ns a character's ability to plan winnin
€gies in small unit conflicts such as those found ig

Daemonsgate. When in
: te. computer controlled modes '
will use their tactics skill to coordinate the Qﬁ*fgéyom ChafaCt_ﬁ"S

LOR;';,IMS;S' the ability to sumnien and control baemons
i i [ » .
this skill can usew.Daemonolgy, sg’ the

Daemonolo\gy c F e E
ek ‘»L-;;.;gl‘\'“‘ ‘L ‘.;’-‘,«

ELEMENT, £
ALL 2_ab 0 M‘;nd control
e Elementalism, see the

: ’iﬁér'b’s”ini‘ogpotionrs.
dry, see the Hedge



f their skills. 1 Thls reflects the / TOWN TRAVEL | B

~28 | ——

All char,acters have a rating for e:cthfo ﬁofn' s these »V
capabilities of the character in tha | ‘best e R

\

travel is the core section, ao’f the game, where most o?ﬂ;\e

ratings are as follows:- / intéraction with the populatiof ‘of Hestor takes place. It is also youh,
/ / eans from getting from A,fo B
/ INEPT ‘ \ —— | '
[ NOWICE / THE rchN TRAVEL SCREEN|
{ POOR. |
\ MEDIOCRE. | ) Lt S CETTrE O the ToOWN tavel Screeh 15 domina ed by the window |

| St
BRI ' TRAlNED. ‘“—T onto the game world. Hete your group of heroes is represented by

| _ J e character that stands in the middle of the screen. Other |
‘ GOOD. \ / characters in the game world can be seen wandering about you, ,'/

\ %%%T‘-ENT' \,‘ J;" going about their daily busiﬁ‘e‘ss
\ X N\ 7/ Directly below this screen isth b hich li
n\ MASTER. .\_‘ i ’ irectly w the message oxgmwhich supp ies

e ¢ impartant information on the ga e world, gidracters and eyents.
; ter in a skill can train oth haracteﬁﬂﬁh/th's Next to this is the cameo box which shows'your cug;nﬂ(se)ie‘:ted
Only a master |

i - By—" layer eharacter. At the top of the screén is a scrolling bar that
level 0 \z{xper:ls”e lc:\:‘elb:::rr‘y;:ifmu;%zgalbeit slowly, th ‘égh zls;Iays he approximate tl?'ne of day. When the moorgll istin the
i Smsj ; ractme This is done whilg camped down ¢ centre of this indieatoritiisymi mght and when the sundis in the
training @ 1 that chapt p centre it is njidday. . P
explained in 4 Besides the exitiment gs you 0 the other screens of the

. game therg ; o town travel.
' ’ . The firs h
Whgiving you acces{to Y \\abi dth - erefycl)lu o plclvdup
Above the ¢ N et thrn’she ¢ mée(c) ra:roun the screen, i s fully. explained.in
low you to dismiss tha » chapter. u B
; ttr;a;sih?neg that the charadl ft on good terg\jm” The o r menu is titled '‘DOORS'. Hergyoufhave various options
i ct is dead |t is assumed that the it of the group P © with ch you can manipulate doofs {predictably). Doors that
tr}e c er are no yolr characters get near

cked automatically open whien



them, athers need either keys or must be picked by a skilled thief.
The ﬂ;{t command on this menu is 'PICKAOCKS'. To picka-lack you
need/to have a character who has-both the skill |and possess\a‘ et
of lgck picks. / \
Loffs vary in their difﬁcultyy’and occasionally your character may '\.
brgak his or her picks whi!e’trying to open a really complex door. \
Next on the doors menu js the “UNLOCK' command. The current
cﬁ{:rect key to fit the doér. ’
K DOOR..command - if vou.ha
the key to the door and wish to deter snoopers. It is also useful in
some of the puzzles later in the game. Note though that you need

N

\

tﬁf correct key to the door'you are locking. /

\ MOVING AROUND | 7/

Through the use of either the joysti
can movye your characters around the tow
and dun ons of Hestor.

.

different places around town
frally only open during daylig
flate time of day by looking

- night/ahd dayat the top.of the screen. did
‘Y(;(u pon 3'5? get a reasonably accurate dea of the time of.day by
asking people in conversati hat i : i
Eilter. ion, —2gt1hat Is covered in the appropriate

3 /BUILDINGS

0 enter or exit a buildiﬁg in Daemonsgate just walk through a
o -Some._doors may be. locked (either for.security as
‘vau anq secret f‘!l € outs, or because the owners are absent,
w;tr? shgps in Fhe middle of the night). Entry to some of these’
ces is still possible but 9_(()u can either need the right key for the
Piace, or,someone skilled in'the arts of Jock picking
rs that will not open antl are i s bel ;
e NG pot desFrlbe gs being locked”
. g 1o private residences, into whichayl have no reason
;o inkrude, so entry is not possible, . 4 4
090 uyp or down stairs just move ont}) e staircase and - i
be takerto the next floor. 1 ¥ i

st divections Of trave| (up
=[rom you will be required

various settlements
€ a wide variety of
st, some useful, and



others completely useless. I

To buy something you first need to.be stood leither in.a shop
during opening hours, or by a market stall, again during opehing
hours, or in a Tavern. Then gently lead your mouse to the EXIT
menu, and select the BUY/SELL option. If this is un-selectable then
you are not satisfying the ¢onditions mentioned above, so either
wait around until some reasonable hour, or find somewhere that is
more obviously a shop.

Where to buy and.selliwill generally.be obvious from the
description you get when entering a building.

What the shop or market stall buys and sells depends upon its
function, with most you will have some idea of this function by
the description of the building. With market places the goods on
sale depends upon what is oh the stall your characters is stood
nextito. y /
Some\shops are more expensive than_othefs, thus they terd to
keep more obscure and dearer items in StoEK. ="

Once you, have selected BUY/SELL the scréen will fade out and is

replaced with the trading screen, describedibelow. &y
o g | R ‘1]“ {

Ll N
Gl 4

At the top offﬁisvscggmggg,wiﬂi find ,_c,mg‘gnﬁéo of your
currently scleemm%hin ‘he or she buys goes into

that chara#ms inventory, and

his or henfmentow. A
Below this is a scrolling box which displays-gither what-is-for sate

o

or what your character has to sell to'the sl%pkeeper. Which of

these i_ﬁ@jsplayed depends on whether ngselglgt BUY or SELL from

the menu next to the characters name. & |

The bofg‘gm right hand corner of the sgreen shows how much gold
i

nge%n only sell things from
1”.; b .. b

and capper your character has available,

~Below the cameo is another menu-with ‘ACCEPT' 'ﬁE]ECI’ and

HAGGLE' available to th.e player At the bottom of the screen is'the

. Hing you first'choose the relevan
! e

o Jeczand then t'he shopkgeper names a price, Three commavstr;:

ecome ‘avanable to" you, ‘ACCEPT', 'REJECT" or “HAGGLE'

ccept and Reject are self explanatory. If you wish to Haggle then‘

: pkeeper becomes offended,
xhaggle in that shop for the rest of the

When an \item is bought, it s, placed in the

backpack. See the cha L

i pter on objects fgr n;mt mformatiqq about
RESTING IN TOWNS ¢
In towns an Tes : V4
and rest. Instead ' R EPNRCIS
done by byudPIRe datan inn. This js
S you bj i
. - Roject from the-trading

Io“dgjng Al to si

. s | six hours of

the current inn or hostel.", v%ﬁ to the town;z'\?;
th ITmenu. (If you are

Calise you are not in the

; lot‘ ngs, they are not



LEAVING TOWN

Once you reach the edge of a settlement or location you willbe
asked if you wish to leave town, answering yes lusually takes you
onto the land travel screen, unless the exit leads to an adjoining
settlement or location. Somgtimes you may be asked this when you
ate nowhere near the edgée of town, do not panic, you have found
a way into one of the many secret locations in.the game!

OBJECTS, THEIR USE ABUSE AND FUNCTION

There are many objects to find in Daemonsgate. Most of these are
useful for one thing or another. Objects can be distinguished from
town travel background scenery by their black boarder, but if you
are unsure then try using the ‘PICK UP' commahd from the object
menus If you are unable to pick up afh-abjeet; try getting cldser to
it. If there is more than one object in the vicinity then you need to
select PICK UP for each individual item. & ‘

Once in a character's possession an objectlis transferred intd his or
her backpackjthis is Shown on the lNVENTGRX SCREEN:-

"THE INVENTORY SCREEN
To enter the Inventory screen of tﬁé.iéwré\ﬂt,character go to.the
EXIT meénu and choose 'INVENTORY", obﬁﬁb‘ps reatty: 3

20

Once i.r}fthe inventory screen, you can click with your left mouse
bu.ttop. on one of 'Fhe body- locations op-the picture of the-warrior
T.hls brings up the inventory for that'area in the top inventory bex

that can be pulled up.into-the menu arg-as follows:-

BACKPACK: The Backpack ¢an store up to thirty-two items

RIGHT HAND: This hand is usually used to hold your weapc;ns as all
characters are assumed to béright-handed. '

BELT: The character can tuck onge item here.

S:Eel.a PﬁU(;H: Tr:'nis is the character's money bag. Clicking on this
o S‘}‘Ssisoc\g/rry?r\?/g'rnany gold pieces-and haw many copper-pieces
ggl\ﬁiiféhxezp\g:ere the character storés ammunition for his or
HEAD: The he;
head armour
CHEST: As for

merely-anarmour location, objects other than

ot besplaced hereliy,

d but only chestiarmour.can be placed here.

head but only arm armour can be placed here.

ead but only leg-armouf €an beplaced here.

box near the centre of the sereén does not-show the

C hose |r}vent0ry is being examined. (This is shown by the

‘ bove the picture of the warrior) Rather this box is used for
fWhom you wish to use items'@n or give items to. The

214



cameos,are cycled through by clicking the right mouse button on
them./You can also select important _non-player-characters that
are in sight of your characters in this box. This allows objects to.be
given to these people.

Finally there are the commapds, six of them, each performing an
important function which-is'summarised below :-

1) USE - This command is an order from your character to perform

a specific function.with_an_object. This_depends upon.the object.

but will be fairly obvious. ie. using a potion will cause the
character to drink it. An abject can be used in one of four ways,
these are:-

a) They are necessary for some game function such as hitting
things, spell components etc."and cannot be directly used in the
inventory sereen. This constitutes'a large part ofithe game objects:

b) The, object can simply be used without aftarget, for example a
Daemon amulet, which when used will rel?.'asea Daemon. ( Only if
there is one bound in there in the first plage). it

c) The objéct has to be used on a personi This includes things like
potions. Selem-’éﬁf&hm_;p@gct to be used and then cycle
through th&cameosawith the right moUSesbutton until the
required persoms' face is there, dnd. then select that face with the
left mousq‘mﬂéh. The object will'be used'@n that person.

d) The oﬂg'can be used on“anothér @bjectiThis is quite rare, but
is used i some of the game puzzles. - :

2) GET/BOMMAND - Selecting this command and then selecting an
objectWill put that object in your charagter's Fight hand. If there is
already@n object in his or her right hand thenit will be dropped at

ik

22,

your cyrrent location. This is faster than swa
- use i combat where speed is essential:

pping.and is mainly of

3) SWAP COMMAND - Swaps two objects between
characters inventory.

¥ DBOP COMMAND - Drops object selected onto the characters
Ibcation. BEWARE - If performed in land travel or combat then the

locations in your

bject you drop will be lgst.

: ) GIVE - This is used_ to pass an object onto another character. Use
.the §ame way as if the object was being used on a person. The
ject is placed in the backpack of the target character.

6)\WEAR COMMAND - Usedh to
automatically be removed.

put on armour. Old armour will

EXAMPLE OBJEETS’
Here e'llre\gome of .the more common objeets found in Daemafisgate
as . . 23 :

well as ‘th_mr use. ngq WJII the to fnghrﬂe out the uses of other

items for y

KNIFE: A knif; ! ! h

s
Y

'_‘VJV‘Laidégjgprommately Six to twelve
inflicts little.damage. Knives require

. one handed'edged skill to be effectively used
‘ - .1_]“‘ E

Simi.lar to a dagger, but wt'tﬁa thir blade and a sharp
s easily concealed and is the favourite weapon of thieves
Ssins. It requires one handed e@ed skill.



SHORTSWORD: This sword is usually between one and two feet in
length! It is the standard weapon for those who do not pesses the

strength to use any of the larger sword types.

BROADSWORD: This double etiged weapon is about three or four
feet in length, and is the/standard weapon for most warriors
throughout the civilised kingdoms. It requires one handed edged
skill to be used effectively.

BASTARD SWORD: This is a larger version of the broadsword,
designed to be used in either one or two hands. It is much heavier
than the broadsword and 'requires someone with above average
strength to be wielded effectively. The use of a bastard sword falls
under the one handed edged skill.

RAPIER: Rapiers are long thin one handed swords that are very fast
in use,'but they are quite fragile and thusatmest useless to parry
really héavy weapons such as two handed swords. Rapiefs are
preferred by fighters who f refer to rely ofi their agility rather than
armour in combati ﬂﬁ’@rﬁ;biém{alls under.the one handed edged
skill. V) e " B ¢
S R SR

MAIN-GAUGHE® A main=Gaucheis @ largeidagger with extended
quillons $o that it can be used-to parfy incoming blows. Use of the
main ggl@he falls under the one handed edged skill.

HANDAXE: A handaxe, also called a ﬁaichgt is a small hafted
weapon that doubles as a tool. It is usually about the same length
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as a shla’rt sword, but can potentially inflict more damage at the
vex>pen/ie of speed. The handaxe is the preféerred secondary-weapon
of the Clansmen. Its use falls underthe one handed edged skill.

SCIMITAR: A scimitar is a curyed broadsword with only the outside

_edge sharpened. It is a popular weapon in the Eastlands. It's use

has been adopted by the' Ancharian marines and is now their
standard weapon. To be used effectively it requires the one handed

_etged skill.

E YMdOBE: A Claymore is'a large, heavy sword that can only really
used in twg hands by SQmeone with a great deal of strength
Th ‘Cla.yn]ore is Fhe weapon'of Clansman nobles, and is renowned
’f]or' nﬂ.ltc;mg terrible wounds. ¥t has been known to slice a man in
alfiwith ane blow. The use of.Cla 5
ymores falls
e o, 2 alls"under the two
fLAMBE E: The Flamberge is yet anothen“fwo handed weapan but
Eags;e:erall tIonger alngﬁ_%&htly thinner t[?;n a claymore anﬂ also
serra je. The fl is‘primari )
“ﬂﬁmﬂ;rge is'primarily used by the

handed edged ‘g :%: '&m’éamw‘m B 7 i

. v O
he cumbersome but f_eaﬁ?ue greataxe is the comnion
i the clansman warrior and berserks. Although-stow “in

cause horrific injuries when it\connects with an
3 To use a greataxe it is neéﬁSar’sﬁ to posses the two

b

e
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MACE: A mace is basically a metal club wielded /in one hand, and
can b¢ anything from a crude iron bat o a highly decorated
ceregﬁonial piece. The use of a mate falls under the on¢ handed
crushing skill. .

MbRNlNG STAR: The morning star consists of one or more spiked
metal balls which are connected to a wooden haft by a length of
r?pe or chain. ltisa brutal and effective weapon that is difficult to
-y pp[w..Use,‘of,thc morning.star requires.the_ong handed. crushing

skill.

| \
Ch\UB: The club is a simple wooden cudgel used by primitive people.
It is usually just taken stralght from a tree, but it is sometimes
foupd carved with intricate patterns.

HAMMER: The hammer is more commanly uséd as a tool but-when
necessary its use can be turned to hurﬁ@ people-it fieeds little
strengthto wield, and one can pe found @ hand almost anywhere.
Its use fallswnder the one handed crushin‘giill. &

llar 10 theshammer, but has a
nstea ead'it has a spiked one. It is-a
son among tho ho need something that is
ainst heavy armém..ltf_s'wﬂianggnder the one handed

i -

il 3

. .
flail is basically a two handgﬂ;\'vve@)n of the morning
uires great skill and strength to use properly without

endangering the user, but when i
T —__dead en in the hands.of the expert it is a

crushing skill. .

/

wea i ised
pon. Its use is categqme’d under | the twd~handed

R MAUL: i |

; mﬁath:l:”mézrmTeazlwyx/a large version of the mace, basically

B o e ctgl to a'long wooden haft. It is wielded in
e quires a high strength to use properly. It is a crud

weapon an({!falls under the two handed crushing rslliille

1T -

GREAT CLUB: Th i i
e Great\club is basically a farge lump of wood

ielded in two hands. It i
. It is\a very crude we i
et o : S\ apon but in the ha
e r something with a great deal of strength it ca bnds Of
adly. It uses the two handed crushing skill i
d .

N

ARTER STAFF: The quarter staff is a sif t wooden ﬁévl/e'
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it is also oﬁe~f
ngdoms. The crudest—o

ost now have iron
Y oldiers as they are
e arms skill.



NAGINATA: The naginata is a long staff with a large sword blade
mounted at the tip. It is alight weapon-but requires great.skill to
be used effectively. It is a popular weapon in the Attiean military,

THROWING DAGGER: This specially weighted dagger is designed so
that when thrown it will-hit point first. It is useful as a backup
missile weapon. Its use falls under the thrown skill.

SCHURIKEN: These are small steel ‘stars’ with sharpened. points that
can be thrown to inflict areasonable amount of damage. They can
be easily concealed and heed next to no strength to use. They
reguire the thrown weapon'skill to be used effectively.

ROCK: A rock, nothing more; nothing less, you pick it up, you
throw it, that's it. Rocks predictably falls in theé thrown weapen

skill category.

JAVELIN: This is basically a spear adapted to be used as a threwing
weapon. Most commpg!_y_u_sed by primitive people it is still an
effective missileweapon. I€Usesgthe throwRweapon skill,

hunter. Wit @'fairly light draw, ‘and\made,from cheap wood it is
effectivedfor taking down game_animals, but it stands up pogrly
against/heavily armoured warriors. TtS use-falls_under the missite
skill.

LONGBOW: Almost six feet in length this yew bow has a very heavy

284

,pu” ?nglrequires a surprising amount of strengthl to draw. Non th
ess pe ongbow is a magnificent Weapoh with a long rz;mge ang

B : ‘
excellent penetrating Power against even the heaviest armouk.t
use ,comes under the missile weapon skill X

that they can be thrown harder and

furtfir than if by hand. The use of slings is covered by the missile

weapan skill.

ENCHAN .

weggg?ggiﬁgﬁ%:" enchanting swerd s a particularly fine
| en s i

elementals c?"@gpgﬂ’sﬂvboun%ei:fg tfh"e'n%f# so that Daemgns or

POT HELM: THeit i " T
armour ah\fT‘gﬁti?(:w# the,most effective picce of head
Sl : asucallya&eel shell which fits over the
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PLATE /GREAVES These are articulated steel afmaur_plates that chainndil and Cover the Je

covey'the upper and lower legs. Th;y’fr?very 1heavy3?1‘t~qf\fsr a — gs down to fht‘,anklas.
greg‘t deal of protection. P& . SCALE SHIRT: S ol
/ ‘ \\ Sl plars rlvetct:‘: or:::)l t';et";e,ﬂext step on from rmgma|l
PLATE VAMBRACES: Slmllar/to Plate greaves but these cover the heavy, but reasonably cheag f, ther as opposed|to rings. It is qu|t
arms. ~ . ail is better than ringm?ilp‘b(t)x: s S o idne. Seale I\
] etal chainmail 4G not quite as t?ffective as the all

OFT LEATHER JACK: A jsoft leather jack-is-basically a sleeveless / f

ydded ~offers some protection in-battle. s
wmpfes‘rfonrnﬁaﬁmurm

ajor advantage is its light weight and relatively low cost.
rh \ \The jack covers the torso and back.
RD LEATHER JACK: Similar to a soft leather jack, but the leather / - PADDED CLOTH LEGGINGS\ As for th
has first been boiled in wax to make it much tougher. This adds to/ 4gings cover the upper and. lowerr l ¢ padded cloth jack, but the
thé expense, but gives better p\%ﬁtlon than softdeather. / €gs as well as the groin.
; ER VAMBRACES : T
. h
RING\MAIL SHIRT:  This is a hard Teatiier 'awbeen ame way as hard 'ezst;::mdiather .
reinforeed with. steel rings sewn onto imdportant areas. It is quite articulated so that the fit comfor:agls V .
heavy, but offers reasonable protection. epup in auly o
order of effectivenessufi )
Hamy small rings of
pf mesh. It offers good
he second best ar . - \ ‘
'Fu"r \ y ;
after p . W cor : | ' ol

anufactured from

edictably, made from

)

\

.
\

\
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SCALE LEGGINGS: These are basically leather breeches that have
been réinforced with steel plates.

RING LEGGINGS: Similar to scalg leggings

FQOD: Characters need to-gat, and there are many different types
of food in Daemonsgate, ranging from the bland to theexotic. If in
need characters can hunt for their own food, this is covered in the

camping.chapter.

DRINK: ‘No inn would be complete without its alcoholic beverages,
the standard ones being wine and beer, the best of which are
brewed in Tormis and Essam.

FIRST AID KIT: A first aid kit is heeded to patel"up light wounds
after @ battle. It consists of an assortment of bandages, ointments
and poultices. First aid skill is needed to jimake-the pest use of a

first aid kit.

THIEVES TOOLS;ifiieves toolsiarg,used to pick open locks without
using a key. To'be g;eq-vqau,ggﬂy the tharactermust have the lock-
pick skill. o

wi‘l \‘{,\

DOCTORS'KIT: A doctor's kit isa‘rﬁufﬁ'v;]co:?rehensive version/ of
the firstaid kit. As well as the items T at ¢ ' ',@lso be foundin the
first aid kit the doctor's kit contains cauterisiig irons, scalpels and
other surgical instruments. The physiciaﬁ‘S skill is necessary to use

the doetor's kit properly without harmiqg’the patient.

f

b s 2 ?Z‘TI] .;‘

POTION/BOTTLES: Potion bottles ar
e need i
B i eeded to store potions once

f

/
INCENSE BURNER: An incense bu '
: rne :
when summoning Daemons. ris needed to burn incense

| CENss::flncense is useq when summoning Daemons. Some of the
any di erient Rlpes of incense are readily available, other are rare
ve..A.more detailed deseription-of th i
\ more d e.ince
for demonology is given in the Magik chapter. R

zechFllcEsz Sacrifices,.like incense, are essential ingredients in
g 0 oglcal summoning. Sacrifices are usually rare preparations
quite expensive. See the Magik chapter for more'

\
‘I;Ivliizlij‘;yﬂ;;r: arfe or:{e; twenty different herbs-used in Hedge
wsome of which are very hard to find. You can ei
. of : an eith
r':/le(:?: Zrom specnah;t shops or forage for them in the wild::nt;g:
etail of the hedge wizardry herbsiis given in the Magik.

chapter.

BOOKS: TrallIPE many+ o
KS: Thgm_%re many books to"be foundaround the land. Some
atl e vital clue§, _o-thers are merely texts on varipus
you can utilise to inerease the skills-of your




KEYS: A¢ well as opening locks by picking them, you can use the
more gbvious approach and use keys.

ELEMENTAL SWORDS: This is a‘blade that has had an elemental
bound into it. The specific effects of these weapons are deseribed

in/the chapter on elementalism.

COMBAT

At some point or another you are going to get into a scrap.
Although Gustavus is under order to avoid combat whenever
passible, sometimes it will be inevitable, and groups of bad guys (
Arid sometimes even good 'guys!?) will attempt to thwart your

heroes at every opportunity.
When this happens you are takeg to the combat screen, which

shows. the manoeuvres and butchery~ef yod"and your oppenents,
and allows you to access the various combat options:™ '

Down the right-hand side of the combat screen is the cameo of
each charaeter in your party. Accompanﬁpg each cameo are two
yellow bars, thegleft-hand oneishows yourcharacter's cufrent hit
points and the.rightsenesshows current fatigue: If a character's
cameo is replaced by that'of a‘slguWr‘rﬁhen he or she has sadly
expired. 4 . W

Clicking /on any character in the m‘é‘m,areéu“gr one of the cameos
with the right mouse button gives a deseription-of-that persons
abilities and state of health. | W

NOTE 2 If you click on one of the bad g 1ys then you are only given
the obvious state of health and abilitiess
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Clicking’on a cameo of an adventu :
S gives/fhe command list. left tofﬁrrig:;tht(t)he ttzftbm;)tuse button
commands are:- i ottom_these

a) WAIT - Your character hangs around a while, this is used to

___regain fatigue.

b.ATTACK'- Select this command and then click on an opponent
right mouse button.for your.character to_attack him._If

anyone gets in the way your character will try to fi ’
‘ o figh
y through to the target W (TRt O tiep

OVE TO - Select this command and then select an area on the

play area for your ch ' i i
. y aractersto move to with _t‘hg right mouse

d) CO\)E.‘B - Your character provides covgking-fire-for his or her

companions that are in hand to haqg!l combat or whey

advancing towards the enemy. b b
\ gl Ty y.

. . L 4
€) USE - This'eom Auqqﬂi. bles thf‘ﬂ%m&é Use;anobject, such as
" w

‘g.s the function on the
y f_‘,lv\‘," “,:-.k

1 ‘_- il k I
s € ﬁue target to sheotat, the
i will shoot at that opponenlﬁ:ﬂl hﬁ'ﬂor she runs out of
€ target goes out of range or ithe t%et goes out of line
(L8 /
fi



g) FLEE- A character who is fleeing attempts to.make his or her way
to thé edge of the combat area by the“Guickest and safestraute. If
an opponent gets in the way the.character will defend him/herself.

h)' CANCEL - This command €ancels the menu.
THE MENUS/ON THE COMBAT SYSTEM

MODE MENU

GOMPUTER- This puts the'computer in charge of your adventurer's
combat  strategies. Useful\in low powered confrontations, but
beware, the computer is not\as cautious as you, and this function
can lead to bloody massacres when fighting toughsbad guys.

ROUTS Acts like giving every party memmber the flee optien.

REFORM=Allows the player to reform thelgroup around Gustavus in
various offensive andydefensive positions.

OFFENSIVE MENU i
Gives a number of possible offensive tactics to use while under
computef eontrol. These taetics are allireasonably self explanatory:

DEFENSIVE MENU
Gives'a number of possible defensive tactics to use while under

computer control, such as a fighting withdrawal. Again, quite easy
to suss out for yourself.
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"RADAR" BOX

TPfls;'-bo?( shows the complete combat area and all the combatants
within it. Those shown in blue are your good guys, those shown in
reﬁ are the baddies. Clicking/the left mouse button on any part of
the box centres the main play area around that point.

START / STOP ICON

his b.egins or pauses combat, allowing you to stop at any time and
-assign orders to your troops.

\ ESCAPE OPTION

\

\

If you don't really go in for all out'gung hodetion then during the
setup of the game you can choose to tumn on_the combat escape
flag. Thvs means_that if you are drawn into a combat that is nF())t
essential to the advancement of the plat then you can quit that
conflict by selecting EXIT fromythe controls menu. :

" COMBATTERMINATION

i 'sufrvnves combat then yotare'given the chance to leot
£ of your dead opponents. Semetimes non.player
oppongnts can carry interesting objects that will prove essential
F guest.

i more of your heroes has died, then during the post
_ ase it may be a good idea t0 go to his or her character
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sheet and transfer any valuable objects to a healthy party member.
Anything that is left on the bodies it-will be lost fofever once
townfland travel resumes. If at this“point you happen to have“any
potjons of resurrection then new would be an ideal time to use
them, for it is the only opportunity you will get to bring deceased
characters back.

THE INHABITANTS OF DAEMONSGATE

Daemonsgate is populated by literally hundreds of intelligent non
player characters, each going about his or her daily business
independent of your actions. ( Although certain characters in the
game world will tailor their actions to yours).

All of these people can be tallied to and interacted with. To talk to
a character simply select the CONVERSATION. @émmand from tHe
EXIT menu in town travel and you are_takeft to the conyersation
screen. -

wE_,’CQNVERSATION S';QREEN

In the Ieft-hﬁé'ﬁqawwg[jqu ,g#;g,scree’n‘(;&,tﬁé':&met)‘”df the non-
player chara_c,tqﬂ?ﬂu‘ﬁré'ﬁﬁ%g a eonversation with. By clicking-on

this cameofwith the left'mouse button youican cycle through the

various ,ﬁ‘éﬂk'that were near your Ch‘ﬁmct’g?s when you entefed

converﬁbn. W
At the| _m" tom right-hand corner of the sereén is a cameo of your
current gharacter.

Next tﬁm is.cameo is the message boX Where all responses from

LA
Bl
i ¥
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the characters you are talking to appear.
b VJqust above this is the temporary word boex; more of this Iater.
Dow/l the right-hand side of the screen is the keyword box
Keywords are words or phrases.that you can ask the characters inl
Dagmonsgate about. At thé beginning you ‘only have a few

words to choose from, but these will increase as you progress.
ywords are divided up into four different categories, these are
People, Places, Objects and Miscellaneous, These categories are, |
e,.self explanatory. They are separated_merely for ease ;Jf
reference, as there are many keywords in the game.
10 ask a non-player character about a subject just click on a
keéyword, either from the ‘four keyword cateqgories as described
above, or from the temporary word box.
The\ character will, to the bestwof his or her abilities try to answer
.youl‘\uquestion. Do not be downhearted if he or.she tannot answer
Jus.t ti'y asking someone else. Quite often thauigh the character wilI'
drift into a monologue about your query-f-any-interesting
potentiahkeywords crop up in the text (they will be obvious as the
keywords ‘are highlighted), you can add these words to your
temporary wordgbiox by clicking on them, with the leff mouse
button. ‘ Jpm—
If the text is larger than the message box you can scroll through it
by using thé'right mouse-button, -
Once a@y‘ Interesting words have been dumped in_the-temporary
word list you can then go on and ask the non-player character
about“,_‘“sc. This is done by simply clicking on the keyword in the
tempo! ity word list. If he or she knows something about this

()
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subject then a response is given. Also the keyword will be taken
from the temporary keyword list and dumped into your permanent
word list, thus the available subjects that you can ask other
characters-about grows as the game progresses.

If the character you are talking to knows nathing about the
subject then the keyword will be dumped from the temporary
keyword list and lost.

Keywords do not have tg be individual words, they can also be
phrases that are several words.long..For example place names like
"PESTURS WAKE" and| pub names like the "PIGGE AND
BALLBEARING" are keywords.

This all may sound very confusing, so try this. When the game
begins you stand in the Pigge and Ballbearing Inn. Go directly to
the\conversation screen and yeu should be talking to a regular or
one of the bar staff. Go to the 'PLACES' keywordlist and ask about
‘INNSY, The character should give you-a_briefilist of all the taverns
in the Tormis area. Try clicking on the names-ef-sorfie of these
taverns with the left mouse button. These will be added te the
temporary 'word box, Then try asking theeharacter about seme of
these keywordsqinyour temporary list. You, will notice that after
the character*has givenyou a reply, the kéyword,issadded to your
permanent word list. |t's as easy @s.that. .

Finally at the top of the.screen, next to the cameo of the person
the player is talking to is the command box. These commands aré:-

ASK TO JOIN : Some folks around the land may express an interest

in joining your band of adventurers, others may express an interest
if youtare willing to perform small tasks for them. Asking a
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_settlement can be gleaned from s

character will be added your
~_to join the party if there are
must first dismiss someone.

group roster. You.cannot ask a person
already eight people in the group, you

GdSSIP ¢ Much useful infofmation about the goings on in a

IME?: This will prompt ‘the non-

ugh indication of the time of da
than the day and night box\on the t
that they are still guessing.

player character to give you a
y. While this is more accurate
own travel screen, bear in mind

YO f SELF: This prompts the chatacter
about him or herself. This can bea
response to a full length life story.

you aregalking to say alittle
aything from a curt”blunt

:Ionve'rsaﬁgn is not. the only place in the game to get keywords

Sgom. 2. Mtccmmﬂops up dufing a special stafytelling

ad‘iuﬁnie' » wﬁ?t?f‘ mogm%me amobject; thep it is atitomatically
€d to yourglist. These keéyiwords are highligh

recognitiopd WW € highlighted for ease of

RECAPPING ON EVENTS.

EXIT menu both while in LANDTRAVEL a |
| IRAVEL and TOWN TRAVEL
geach the 'KNOWLEDGE' s€k€en. This is similar to
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conversp’iion screen, but instead of asking non player characters
about/keywords you can review the keywords that'yeu have
obtajned. You can also recall papticutarty noteworthy responses
about those keywords. 1t workssthe same way as the conversation
scr{ﬁen. and so needs little explaining.

{ f
| TRAVELLING THE LAND

‘ :
____When-you-exit-the current-settlement you-wilk go-straight-into- the-

section of the game known as LAND TRAVEL. This screen is quite
different from TOWN TRAVEL. First the scale of the map is larger,
showing whole settlements, cities and other locations, as well as
thé_ geography surrounding your group for several miles in each
diréction. Some of these features, such as hamlets and solitary,
towers are Very small, so keep your eyes pee|gdi,s‘*o’you don't miss
anything. Y 4 7

Your adventurers are illustrated as @ smail";ghieid'o'n this map, the
scale being too large to show individual people. Other groups
travelling"\lge land are also shown as %idds. You are ?ﬁ\e to

. . TR L .
s.describedin detail in the section
o .ﬁ?’-“l"“r:.' —

as in town travel, by using

ok or the cursor keys.

come across a §e"fﬂemc;);ii?'ghqt v‘ou wish to enter, you
e right up to the settler‘rﬁ;\t‘;ud& the-prempt asking
ish to enter town? ’ appears’;ﬁlic%g on YES will take

dventurers into the location, clicking on NO will leave you

——

his screen. First there is th

. e weattier box, showing

s , showin

B i tz:;eislihcurrently tppOwing against, your gpm.wﬁs
e time box" working in a similar fashion t’0 the,

de in town
: travel.-The type of weather heavily influences your

terrain /ca
| n Ln:ilr(sepbrogres# through the land both travel slow and
ox shows the cycling of days from day to night

10 St. W| ich take lOl ge to EIQVCISC than norm rr
% am.

¢) The adventurers i
: are tired a i "
fatigue, especially.ovemi ﬂd iy R expc:ftheir

Y

DSPI Ie terra

u.ps you will encounter whaeve
just innocent travellers wh
puld be dangerous raiders,

or even Daemons,
p€ of encounter and



their hostility depends upon where you are in the land. The closer
you arg to civilisation, the less likely an.encounter will bé hestile.

TRAVELLING BY SHIP

By talking to various ships-captains, and sometimes having to
cough up money, you can/arrange sea voyages that will take you
to the islands surrounding Hestor. When a voyage has been
arranged, you will find that a small ship will be waiting for you on
the land travel map just outside the current settlement. By moving
your shield onto the ship your adventurers are transported to
whatever destination was arranged.

MAKING CAMP

You can set camp anywhere when travelling in the land, but must
purchase lodgings if you wish to rest whilelin settlements.
Camping\is based around a period of six hours known¥as a
'WATCH'. During a watch you can assign one of several tasks to
each of youpseharacters. Thesestasks range from sleeping to
recuperate lost fatiguertorthe gathering,of foodandtraining.
There are theeé menus on the @amping. screen. The left menu
contains agtivities that your characters can undertake to develop
themselves, these are:-

PRACTICE

'READ
TEACH
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. while in camp, these are:-

\ practiced This is an easy, butslow,

v learneﬂ‘:ﬂ%imply by practice on your o

HERBALISM
ELEMENTALISM
DAEMONOLGY

The middle menu-shows othér activities that can be performed

HUNT
FORAGE
REST
SLEEP
\ GUARD
\
The\last menu shows what t
adventurers,
To assign a task to a character
and then click on the appro
mouse button on a task will
currently deing nothing.

The effects and useBFthesetasks,arc as follows--

asks you have assigned to each of your

you shouldfirstly select the task,
priate charagter-Clieking the right
assign it to'all characters whe are

PRACTICE

You can IMPprove a large.numberofa character's skills through

Way to improve his or her
ter to-perform-thistask you
train. Seme skills cannot be
wh. Other can be practised
hen there are two of you.

Capabilﬁ;t"gs'. After selecting a charac
shouldthen select a skill in which to

alone, [kgt can be much more fun w
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Characyérs cannot practice skills they do not| possess. Several f—q\and i .an oL ik
A @ waten. >ee the magik

practige sessions are needed for a chagaetéf to rise signifieantly in . chaptgr for more details ¥
an ability. S ' = G B ‘ /,»’ ! \\'\
/‘: / “"a, ”~ N
£ \ DEMONOLOGY N
READ | , U
/ / Characters with the appropriate skill and equipment can summon N\

bind a Daemon-in- the'six heurs of a watch. See the Magik

chapter for more details. |/ :

Ygur characters can-learn n¢lw skills or improve old ones by reading
t
i

t books on relevant supjects. After selecting the character to

perform this command you should then select a book from his or .
— AM‘ It takes many w - ]
atches o e—

to improve a skill significa tly by reading books.
(

{ \
| HUNT V) ?
s —y

F Irdthe next six hours the character will wander out into the
erness and search for game animals to sustain the adventurers.

character must posses the READING skill before he or she can

legrn fi book.
exm rom a book.) , j A “ Szccess of the hunt depﬁnds partly upon luck and partly upon
\ \ / character's hunting ability. Thi i /
\ V. : ty. This.command ,
\ ; sf{f\CH =y e 4 when camped in a settlement. S
Chare\c(ters who have achieved the, MASTER in a skill edn h i /
teach'their companions in that field. ¥ is.sefected FORA\GP
to teach, you should then select a skill to f€achand 3 subject he or A chardcter assigned to foraging wandersiof
: ! . wandersio
she will e t . , g i est - look foar\frbs. These can either be edibl
method of it me sgate veral that can be'used in the

The type of herbs th:
terrain your ady

forage over thé six
Foraging sKill. Y
_in a settlén

: and equipment can,
€ a potion in the six-h ;atch. See the ik )

more details. I

ELEMENTALI s b 7

| eans lying around and doing
fer with the appropriate skill afidl eqliipment can summon : .

3y to recover some fatigue, b

or six hours. This is
ot as refreshing as




sleep. On the other hand, unlike sleeping, the characters you set to
rest will not be at a disadvantage if therefS an ambush.

SEEEP
Six hours of sleep will restore a character's fatigue to full.
Unfortunately though- the ¢haracter is at a severe disadvantage in
an ambush.

GUARD -
Posting guards during alwatch is a good idea while in hostile
territory, they can forewarn their companions about an ambush. If
your group is attacked resting characters cannot awaken sleeping
character, whereas guards can.

Once all your characters have béen assignedgtheir tasks you edn
click an the START WATCH icon. This-willstart the six_hetrs of
game time, during which each character performs his or her
assigned ‘tasks. (Unless there is an interrtiption) This takes ofly a
short while'in real time. | | 7._;.-1

Every time youystart a watch itigassumed ihat your chagaeters will
eat, and food is automatically dediigted” fromutheir backpacks.
Failure to eatgias no effect the first time, but if it happens two
watches inf@ row then your characteérs willibe unable to perform

the tasks assigned to them.'FutthéF‘;kt@rV”ﬂ'_,tion means a severe |

deterio_@jﬁbn in your party's health whieh eventually,-after some
time, leading to death. i .

Your ;m'ty is not always safe while cg@‘petj“especially while in
unfriendly territory, and it is quite In@ly that the group will be
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ambushed. It is important that your main priority while resting

deep in the wilderness is the security.of the campsite,“and don't
expect a quiet night!

MAGIK
Magik in the land of Daemonsgate is not an instantaneous thing.
There are no powerful and impressive jets of magical flame that
frazzle-your-opponent.in-an instant,-turn-people-into frogs-ete.
fan does not have the €apacity to directly manipulate magical
fo"rce.s of the world, but he can harness the energies contained
within other things and bind them into objects. Predominantly
th&r{e are three major ways of doing this. First there is HERBALISM
which binds the magick resident in certain plants together tol
Producc Potions. ELEMENTALISM “binds the powers of the elements
In to\various items such as swoeds ahd amulets. Finally
DagmonOLOGY binds the powers of Daemons-into finely crafted
objects such as silver weapons and jewel encrusted amulets,
Characters'can make migical items during, the camping section of
the game (if theyihave the appropriate skills,), or you can buy and
sometimes find them.around.the game.world. g

HEDGE WIZARDRY:

This is tﬁe simplest and safest form of';fMagik knewnto6 man. Tt
mvolve;@ixing various herbs in differing quantities to produce a
magical drink known as a potion. The petion takes effect as soon
as it iSdrunk, and lasts, depending upon 'the specific potion,

x
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anywhere from two hours to several days.

Making potions costs the character magikal energy to“bind the
ingredients together. Drinking a pefion returns this power back,to
the potions creators.

Theére are twenty-two magikal herbs that can be used in Hedge
Wizardry, these are:-

MOONFLOWER: This herb is used.in mind affecting potions.

TRUEFOIL : Truefoil leaves are used to enhance the effect of other
herbs.

CROW'S HOOD: In large doses crow's hood is a lethal poison, but it
has\uses in small quantities in potions that heal.

LOVER'S SORROW : This is a mild poisan that'is sometimes_used in
potions.that effect the body. Y -

WINTERFOIL : This herb thrives at high altitude, so much so/that it
is rarely found. below the snowgline. A Héqu wizard canharness
the numbing essence of the.cold Within this plants,

FROSTFIRE 4 Frostfire grows only Whete it'@an obtain the maximum
amount Of sunlight, as it stores the heat of the sun within/its
leaves. It is useful in fire based potions-as well as-potions that
enhance the manual dexterity or speed @f your characters.
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SPARKWEED : Sparkweed is a carnivorous plant that stings its

victims before devouring them. It is.used in preparatiens that
create energy.

WINQBERRY : The-windberry i§ almost translucent in colour and is
used in potions that involve camouflage or disguise.

!
!

AGON'S EYE : This extremely rare fruit is-used in poti
tions th
/_—__xike the drinker etherial. : s

i
ANTALIS : Antalis is a herb that enhances the body's natural
defense against the elements.

PIRINS MANTLE : This flower s.used in potions that bestow active
defense against physical attacks. :

ﬁLOOPROSE : The bloodrose, when preparéd properly,is noted for
its abilitysto speed up the bodies natural healing processes.

MANROOT :*Manfoot iS"us&dyin_many potions, as it bifids the
enchantments con ‘qu_g“w‘ithiﬁ a potion tostheshiman form,

giving them apséxtended effect:

BLACKRQOT'* Blackroot is a Trerh_usedlin soffie of the more potént
healing,mparations. -

DEADL‘(QRAVEROOT : Deadly graveroot is reputed only to grow of
the graﬁﬁs of pure and virtuous people. It is \good in potions that
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deal with protection from undead.

FOLLYWEED : Follyweed is used ip‘potions where 'the mind needs.to
be /manipulated in some way.

STONELEAF : Stoneleaf is used in potions that protect the
body from physical attack:

SILVERFOIL + The stem of ithe silverfoil plant is used in preparations
that enhance the physical prowess of the human body.

DAEMONSBANE : Daemonsbane is a rare plant that is used in
preparations that protect against Daemons.

XANADUS HORN : This addictive sedative istoften used in_small
doses\in potions that require the user.to have a great deal of
concentration.

YOUNG FLOWER : Youngsflower is used inipreparations that either
cause growsiof give the appearange,of grgmh.

YELLOW CAP : Yellow. cap is used in potions that enhance the
reactions'and speed of a person.

The hedge wizardry screen consists of two ‘menus. The left-hand
menu shows all the herbs that your character currently possesses.
Clicking en any of these herbs adds them to the right-hand menu,
which'shews all the herbs you are mixing inte the current potion.
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You can’remove wrong entries from the mixing menu by clicking
on the'herb you wish to get rid of. Only-the correct combination of
herbs can produce potions. Mixing-fandom ingredients is not only
a waste, itcan be dangerous as,it is quite easy to make a poison by
mistake.

When you are satisfied that you have the correct mixture then
click the mouse on the large pestle and mortar at the bottom of
the screen. You are then returned to the camping screen. Because
it takes six_hours. to manufacture a-potion, you will not know the
results until a full, undisturbed watch has been executed.

The character making the potion must have a potion bottle in
which to put the finished concoction,

Here are a few example potiommixtures for you to try:-
LESSER LHE

A potion‘of lesser life requires One dose of Manroot, one dgse of
Bloodrose and a Winterfoil.

This potion willgguiekly cure ffost minor injuries. It isdseful to
have around ‘when goeinginto_fights, althoughtituisnowhere near
as potent as jtsibig brother, Greater Life.

SHARPSHOT
A potion of sharpshot is made from a Xanadus horn, two doses of

the Follyweed and a dose of Manroot.
Sharpshot increases the drinker's concentration and allows him to
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¢ [ issi )re effective.
see further making the use of missile weapons ma

/ VIG
A pﬁtion of Vigour is made from two doses of Manroot, one dos A\
of Moonflower, a Truefoil and a dose of Winterfoil.
This potion replenishes lost fatigue. '

Yéu can learn the recipes' to other potions by 4alking to various
people in the game worl

but potion recipes-do not come cheap,

\ ELEMENTALISM

Elementalism is another socia
entgls the summoning of creatures
six elé(ncnts. These elements are EAR
and DARKNESS.

be categorised
WEAK, AVERA

elemental produce different effect
this is summarised below:-

ELEMENTAL WEAPONS L P
the effect produced by elerg,enfals bound mto\\wapons
ends upon the type of eleme/;afand the size of elemental.

GHT WEAPONS : Light w;{'ons are highly effective against
undead creatures.

\ ~

??

ARKNESS WEAPONS : Darkness weapons, as well as inflicting
damage to-an-opponent.. drain-fatigue-points.- The-amount of -
fatigue points drained depends upon the size of the elemental
ithin the weapon. \

AIR WEAPONS : The Iarge?\ the air elemental bound within a
weAimon the less chance that wreapon has of bemg fumbled

\\

FIRE WEAPONS fire weapons inflict mare ddm:
damag\e depends upon the size of t
weapon.

o
WATER WEAR(

ping screen. When
ELEMENTALISM
character who will
mmon elementals if ;

0 bind an elemental, ch
rom the menu and then sell




a) Thayéharacter does not possess the Eler‘n;nxaﬂlomil(ill.
b) That character does not have an_Ada‘rTxanitine‘ Sword YWich
'\

elementals can be bound. p i '

'uming you get to the sz?ﬁ\oning screen, yoj.‘should first s’elec;\.

the type of elemental to bé summoned. Then choose the binding
abject into which the elemental is to be stored add finally select the
ze of the elemental. |

nce this is done click the mouse button on the t;grémonial symbol

t the feet of the summaner. You will then return to the camping
reen. At the end of the Six-hour watch you will learn whether the
summoning was successful or not. Do not try to summon powerful
elementals if your element:}(jst is not well versed in Elemental lore.
It will certainly end in catasth%l"lee. !
Elementals are released when the
broken. N

‘

ound into
that can-be bound into

AMULETS,
release WARRIOR Daemo

emon will then appear
1s. Once combat has
€ amulate can be re-

Daemons bound into swordsare released w el inding object
~_is broken. /MuLb\

- |
Eagh of these categories of pén:ons can be f}rther divided}ﬁx

groups that categorise thejf power. From the feast to the most '\
werful these are DaemohlC SERVANTS, FIRST ORDER Daemons, \

ECOND ORDER Daemons; THIRD ORDER Daemoﬁs, Daemon LORDS
nd Daemon PRINCES, ~ X | \

into- B{:GGU§T;;¢2/ |

ac_h Dfiernon bestows its own  particular power to the object in
hich it is bound. Some powerful Daemons have more than one |
~ power. Some powers you may find are summarised below:-

\ BATTLE.DAEMONS

Incresxes the damage of a weapon.
Leeches fatigue from your foes.
Drains h}} i




Weapoh master. e

(/
THE ART OF SUMMONING DAEM|ONS. A

ing i ampi reen.
Daemon summoning is performed through the camping sc
“When you wish to bind 2 Daemon, choose tf?: DAEMONOLOQY
mmand from the menu and then select the ¢haracter wh9 will
erform the ceremony. C{laracters cannot su,mmL n Daemons if

:1) That character does nat possess the Daemon lore skill. NOTE: Tp
nd someone who is well'disposed to the party who possesses this

skill is very difficult.

ous components-efithe’
.There are six different
ng to the particular

power 9/3 Daemon. This is summarised below:- | L

DAEMON CLASS S S PENTOGRAM
Daemonic servants. S Jethre |
1st' Order Daemons. / Tala Jethre.
~-2nd Order Daemons. Vagnt Jejwe.
3rd Order Daemons. Tala Kadriel.
Daemonic Lords. Sadrian. |

onic Princes. Es el |

Dae

The next category is the binding object, this will either be an /
enchanting sword, or a bloddstone amulet or silver armour. /
The last two boxes are whete the player selects the Sacrifice and /
the incense. Certain combinations of incense and Sacrifices wil/
summon different types of Daemops. The sacrifi €S"and the incense
needed for these will become ob ious 40 youM
progresses, e

e values are set then you should click on the pentogram

Once all
at the summoners feet. At the end of thethext watch you find
out how succe : SU ing was.

Daemon su 3 7 0 than nentalism.
Screwing up ca end with a huge Daemon
rampaging characters apart.

, Weoud



/ ING THE GAME
/ LOADING AND SAV /.AML

-,
. o A
At agi(/ point during land travel ort6wn travel you can I'oad (')r‘sm(\e
a gjme. You reach the load & save screen through the 'EXIT" menu.,

in the town or land travelling/Screens. |

SAVING A GAME

added to the list of other saved game files.

LOA\DQG A GAME

Click,on the load icon on the Ig a\nd side
the desired file name then click on“the 40
message, box.

MAGIK! Whenever the

portunity arises to jet your hands on \

by your ina

~ There is 3
~ about jt

ESSAGES! If a non-

ation

sheak past many potential ‘assailants.

ad this section unless your sanity i
jlity to get stz

something magikal or recr[lit a spellcaster, go for it.
OMBATLAvoid whe eVer-possibleifvour faoe ic non-too \
fe- & =T doiq s "
reful when you move, it is possible to

/

player character says something to you /
is usually important, make a not}/

>




€ way out, but you have t

Knife is scum,ﬁut you must trus

ALT FN 1 = Conversation.
ALT FN 2 = Knowledge.
ALT FN 3 = Camping.

ALT FN 4 = Character Sheet.

ALT FN 5 = Inventory.
ALTFN 6 = Buy ISgII.
ALT FN 7 = Load / Save

APE KEY = Returns toy to frevious screen.
=/ Quit to DOS.

CHARACTER SELECT. ION

selects a party member.




CREDITS
Game Design. Nigel Kershaw
Programming. Lee Garnett
Graphic Art. Colin Jackson, Steve Lodge, Julian Holtom, Steve
Noake, Andy Walker
Music & Sound FX. lan Howg, Barry Leitch, Alastair Lindsay
Design Assistance. Martin Cowan, Alex Armstrong
Manual. Nigel Kershaw, Steve Currain
Manual Cover.-Roger-Coe
Manual Layout. Nick Phillips
Play Testing. Martin Cowan, Steve Noake, Testing 123, Bugbusters
Play Testing Co-ordination. Rick Scott
Box Cover Art. Kevin Walker
Box Cover Graphics. Roger Coe
Thanix To. Martin & Liz Hooley (forbeing the boss), Beer, Vinny
(for his storyboards many moons ago);-Higgy & The Helens (Sahity
Supervisors), Millions of other folk who had something to do with
the game...
..and to those of you who laughed and'said it would ngver be
finished...HA!

Remember, Daemonsgate is asportrayal of a fantasy world,
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This document is the result 6f many years of research and study *

carried out primarily-in the/extensive libraries here at Joruli Point,
backed up by practical field studies wherever poxIble

Lhelieve that even-in-these-calm-and pea eful fnma; the

turbulence of our history ¥h0u|d be remembered and we all should
be made aware of the many mistakes of our ancestors. If we were
to, forget these mistakes, “}\uw easy it would be for us to repeat
them. For this reason have | produced this short volume. It is aimed
at all readers who are interested in the general hlsry of our now,

ill obviously be of chief
-and-should you wish

4 PARTONE
., / THE EARLIEST HISTORY-OF HESTOR

!
Any visitors to_the Skull Mou?Jns will doubtleﬁs have marvelled
at ftheir remarkable beauty. These amazing andlemense statues,

—visible from -many many mijes around, are to be found throughout
the more remote regions of our land. A fine and relatively intact
e ample of whlch lies upoh the is,Iand of Scaith. Thes'e wonders are

reputedly the first intelligent inhabitants of Tarra Hestor. Little

information can be ascértained for definite about this race,
hawever most scholars wauld agree that they were intelligent
reptilian bipeds, who possessed scientific and arcane knowledge
that outshone even that of Elsopea at the height of its empire

Even\ though little evidence hassurvived thgdtgh the aeonso

give us a deep insight into this ancient_ciyifization, few_scfolars

doubt the mlght of a race capable of onstructing the skull
mountai

One argumentam C onten is the assefftion that
human beings wete by the irgdo b as slaves. Not

surprisingly, 4this‘argume nsidered ridiculous and even
. heretical some quarte V merely state that no har
» evidencefhas yet been discovered-to Substaritiate such a theory. (

N\
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event in the history o%\({
Lords. These beings, possessed of
this plane from same unknown foe. *
ighty creature of(})aemonic origin.

e Daemonic ones. In the early stages of
through their use of technology and
gntain the Daemonics in a small area

could b;/said that the child was as much the offspring of Hestor as
of Kell'and Joras, for the- transntlon/fmm oﬁ?{)E;eLmﬁQ?ther
affe¢ted the Old Lords in ways-We mortals tannot begi
understand. As a consequence; Tomas was a hermaphrodlte,

nejther sex, but-both. Angy in it's tenth year of life, Tomas N\

produced offspring, six malé and six female. These twelve were to
be the progenitors of the Elsopeans.

|
THE BANISHMENT.OF JORAS

The love between Joras and Kell did not go unnoticed, however for
Tashesh | possessed a magikithat was sensitive to the spirit of such ~ /
things. She was filled with jeglousy, for she felt that by right Joras /
should be' hers. By gaining the ear of Alkat she told him of th e/
infidelity of Kell and Joras, and of-Tomas and \
Alkat'was greatly angered by this, hi
of the\\;th Thus aroused he traveled to
dwelt iking it a mighty blow, killi

instantly. Then summoning his brother the \
same fate, b of his cf
own blood. cad. A ’ C m /
condemning Jg S all ¢ 22
.-'//

if Kell and took her
1orse and regret he
eyegson his once beloved

inst her will. Afterwards, filled with
eave his citadel and never to s




spouse 4gain. Soon, Kell gave birth to twins, one male and one
femalg! Both of the twins were stunt;%nﬂlr?l—aglf%rme a5 Alkats
anget had shaped them. The disgusted Kell wove a spel
trardsported. the twins to a remote island on Hestor known-a
So muth, where she abandoyied the pair. \
: ause /of the power of the magik that was required to weave =\
S ch a spell Alkat became faware of the birth an the banishment
0 h|s offsprmg Searchm the lands he came across the twisted

ell had intended.

they would not perish as

THE DEATH OF TASHESH

broken thegbond between Kell
0 gloat and.feed on
involvement of
also

Tashesh, now pleased that she had
and Jaras, went to the chamber of her.siste
Kell's fear and hatred. But Kell was awarg of~

Tashesh, ‘as her powers were of seeing afid scrying. She was

aware that Tashesh planned to visit hef and prepared for her
arrival. Taklg she cast many s and
enchantments af impei NE ver ity and wh esh arrived,

she plunged & of her deceitful sister,

L ~ trapping

\
\

The O;f)haned offspring of Tomas wc:e“now Iomw to
fend/for themselves. They argue “and fought over how best.

to
survive, slowly descending into factionalised barbarism. They wou\m\
praobably have regressed further were it not for the intervention of
Joras. Using what little-magical powers he possessed, Alkat's
brother was able to reach/out from the spiritual plane and teach
his grand-children as mu¢h of his knowledge as he was able. He

nainca e .0 D e a0 _1Ne
grow in strength and numbers. Over time they constructed a huge
citadel, 'and named it Tan-Eldorith.

Many decades of peate ensued, in which the Elsopeans were
able to expand further in territory and knowledge, the results of
which were three more great ¢itadels. The first to be built, second,/
only\to Tan-Eldorith in size was Helladi, knowng@s"the City of the
Wise.\The third citadel was named Ast, thegeity of the merehant,
and finally Dooranekan, the City of the Cra Content with

this, the Elsopeans settled into their existafice.
|

OF LASADA

were not content with
he vast unexplored lands

Many of the laf
life in thej
of Hesto Na ,
could offer. So, over time, many of the younger-inhabitants beg
to venture into the wilder, unexplored regions of Hestor.

Jne such restless soul was named | gsada, son of Lasada the
Lord of Helladi. i i yat with which to sail the

unities that these lafids|”

”



unchartéd oceans of the land and returned with much new land

and gléry for his father. His journeys toek"him far afield;eften for
months at a time, and on his refrn he would| recount talés.of

ge lands and primative pepples, many of which he broughta
slaves. (It has been said that these ‘primative people were perhaps
‘our ancestors). Lasada's jouheys became the stuff of legends, and
the 'Ballad of Lasada’ will doubttess be familiar tg many‘scholars of
a cuent literature. Of coufse, it'is now vmpoSssbh to tell which of

hich are the results ofi much re-telling and exaggeration by
er one subject covered in the ballard
's basis in fact is the story of Lasada's

sitadel of
g es Lasada and his

followe 013 and the
majorityj unp ise attack, were bratally
murdered, i ] anithi records, however,
ope : he island amd made

preparations'to besiege ) ade oranith.
Whichever o eyond dispute that the
Elsopean e and the heads of the
slain we Zoranithi citade
ward of i ;

e hundred and ninef NO. VEISE nd - thei mnm_and_

/"' THE ZORANITHI WAR

/ -~ |
Aftef fifteen months with not a-word from his son Lasada,“hi
fajer the ruler of Helladi dispatched twenty of his best men 't
segrch the lands for signs of his heir. Two more months passed
until-one of these men-retyrned, bringing news of a strange race

on a far island who had fslain his son and mutilated his body.
Lasada was grief stricken, for he loved his son dearly, and yet again

0 gvenge erée-to-d 9 hape.-the. h O

land.

Lasada summoned a council from the four cities of Elsopea, and
hére it was deemed the killing to be an act of un-provoked
aggression, thus there could be only one way to avenge the
missdeed, the warriors of Elsopea were assembled.
This 'untested army met the Zoranithi at the g of their citadel
in probably the first, the greatest and-the bidodiest war ever seen
on Hestor. Many champions of both sidfesy aughtered,
mcludmg\Lasada Joras and Gallan, the |ast surviving member of
the twelve\lrst -born. But despite the grief of such losses the
Elsopeans shawe g attle, andat the end offSix days
and six night S ] orious, every
last one of th d chlld, were put to the

sword.

ies of Elsopea returned to theifthom lands triumphant in
spite the terrible losses they'had sustained. Their trials

O




were ny‘{over however, for the death of the Zoramth had not
gone annoticed , Alkat always kep}a’WétchFull eye “upon his
ildfen. For the second time in his existance Alkat wracked With
r, but'not this time would the torment of regret taint his lust,

Woprking enchantments of gfeat power Alkat brol%e the barrier with
ich he banished Joras and came down to the lands of Elsopea to

Tan-

any of the best warriors had already fallen against the Zoranith,
and the inevitable destruction was swift and merciless. Nothing

the finest wa
Lasada. _
“for Alkat, the five other
aradnth armed wlth Y

Vs
spirit ofAlkat was destroyed outright, but wlth no mortal or
ether;él form on this plane, we canpﬂs—cé'rtam that i

for

1

These are the events whi formed the bas‘is of our world
Following this period of grgat turmoil, a period of peace ensued,
which allowed the establisiment of a great. emchF

1

.y

PART TWO: THE ELSOPEAN EMPIRE

species creatg
nothing but 2
first founde




THE RISE OF THE EMPIRE |
ith no enemies, an advancedAt’chno!ogy and“a»secure

e/land and enveloped the drea now known as the Civilised,
Kingdoms, enslaving its humaf population along the way.
e first city to be constf;d by the Elsopeans outside Elsopea
as built on a strategic estuary on the west coast of the land and

as named Tormls The q‘ty soon prospered for reserves of gold
d-o mine e plentifi . MOUn and

to spring up around the newly
were found in the East of the land .
thy Elsopeans on the site which ha;,f‘

hed, the more its

er North the Elsopean Empire stret
became strained,

cations and logistical capaci

/

cuImina(ing in the massacre of an Elsopean Leion north of the
lands now known as the Stumps by a-band of savage tribesmen
from/the frozen Northlands. |

As g resultof this incident the Emperor realised that his realm had
grgwn too extensive to be ruléd effectively and it was decided that
a /nanageable area would be established which could be protected
from raids and wars. A sol ion to this problem was eventually put
forward by a renowned Elsopean architect named Aya Drin, who
Drmulated. a. plan 1o.D d.a. nuge.wa om 03 0.C04a A
ammoth undertaking by today's standards, but this was Elsopea
its heyday, with almost limitless resources and thousands of
h man slaves to do the work.

The emperor of the time, Tendrith, agreed to the plan, and work
began on the wall. Utilising the labor of enslaved humanity, work
progxeised swiftly, and the entire _construction completed 4

twenty five years, ten years ahead of.schedule. Elsopea now
isolated, from the rest of Hestor.
\

N\

N _THE YEARS OF PEACE

Once the wall had_beenseenstructedythedElso pire turned
inwards in apgattemy | he self imposed, finite

boundries, was moved from Tan-
Eldorith Elsopean population’
moved @

With a eir disposal to take
care of their every need, the majority of the Elsopean race grew
decadent and complacent, more intere he pleasure of life

()




, Was

than t;}( furthering of their society. Thus science and technology

all buf'stagnated and society, under lwmencer 0
slow}y crumbling in on itself. The}pﬂ‘fndly Iearnm¢ humans be
responsible-for nearly all aspects’of the empire in all but word.

THE FOUNDING OF JORULI POI?IT

ot all humans in the Elsg peans Emplre were used as laborers and

0 HOSE ho-Sh ed-ares ude - in 0 maci

and physmal sciences were tralned as servants and apprentices for
the Elsopean Scholars. These educated few soon realised that
although they were more knowledgeable than most average
Elsopeans, they were still sla
with their lot. It was under the initiative of a slave in the Tormi
libaries, Jagat Baudha, that the stew and almosttnnoticed exogdts
of thé human educated elite began When hé'lead a numberof his
comrades to a small island off the coast of tvitised kingdoms.

Here they founded a settlement which Was ruled exclusively by
humans forhumans.

It is astonishing 0 did notpotice or chesé not to
notice the growth : aniscti B cir borders,
but it is a fae he next seven decades
many hun he Empire.

years after the

Seventy n of the settlemg
now n d Joruli Point (Jorull is & ean-werd-roughlty
meaning a group of intellectuals or sc s) b more people were

admitteéd within it's walls. This can be attributed to two reasons,
firstly more people that lived in the town, the more likely it

@

would He that they would be noticed by the Elsopeans, and

secongly the island could only support.a-timited amoun eople
and jts resources were already. str ined. Thus Joruli Point dropped
mtg the baekground of hlstory) t was to play a major part in th

events to come. / 1
/ THE FML/L OF THE EMPIRE |

|
IJHA hundred and-fifty (\’Anarc after-the-first human-scholars

es and many of them grew restless /

founded their refuge on J yruli Point the Elsopean Empire began it's
inevitable collapse. The callapse had been due for centuries, all
that was needed was something to push the empire over the edge.
This push turned out to be the assassination of the aged Emperor
Ten rlth by a group of Elsopean ‘Traditionalists' who believed tha

sunk into anarchy.
the streets of the



cities a§/various factions vied for power. With no one to guide and
order them the human workers on th s and works threw

dowa the tools and joined the fig r power, causing widespread
t everything essential. Just as'|

famine and a shortage of al
segmed that human civilisation was about to obliterate itself
before it had really even'established itself, a guiding light appeared =
tg steer' mankind away frﬁ: the edge. This light was Joruli Point,
hich had been keeping itself to itself for the past one hundred
and_fifty vea Now, see d
speculated upon for many, years, it sent out scholars-and diplomats
ta the major centres of human population in an attempt to guide
the populations towards an\organised way of life.
This organisation did not work overnight, but slowly the cities of
the, civilised kingdoms became ordered and the beginnings of
govérnments began to grow. Theufirst major cityon the mainla
to develop its own political regime was Togimis, the old Elsepean
capital)It was also the only city to conti their old
rulers in\Elsopea. Attempts by other cities since to breakythis
monopoly have been fiercely resisted by Termis. '
Slowly the oth ; ivilisedikingdoms developed

‘0
\
.

2
C

governing bod a benign a cargo hold

dictatorship, e ; pcracy and others were discovered

controlled na a fost of these regimes ¢ : -
_ remain a o this day, a tribut@’/ ’ —~

eur a ‘ i nt \established the /k»f!

gover ts in accordance with what ‘ ght would suit the

populd

years later, with the trade ro
d, Pestur's exploratory urg

he Eastlands firmly

RECENT YEAF oke. This time his




|nterest/was focussed on a closer but more danggrous goal; the
lands Jorth of the wall. For in additier to creating
imp netrable barrier on land, theElsopeans also worked s
magiks into- the seas on enther;fde thus transformlng an alrea

and ix of the fleets' seven shipsii
within sight of Pestur's Glory, whi
Pestur's, Wake. o
The secréX); the passage to the Clan's was lost with Pestur'gishi
and no man or Shlp has survuved the yage since. A di

repercussion ofd a

Ji \“- A
brings us to the present da

fall the great cities that ever
ide, however, | will make the follo

__tried to edit out much of.

Much of what is contained herein has been compiled from many
varied sources both ancient and rn. When reading the
chapters on' the early history of the world youjmust understand”
that history-is written by the vigtors, in this case the Elsopeans, and
o0 Alkat and the Zoranith arg’ depicted in a very bad light. | have

¢ obvious blatantrgias but it is still
quite evident in a number of the tales as they aré presented. If any
surviving Zoranith docum nts are ever found the perhaps we will
DE_4DIE 0 Ol .0 ne 0 C .8 [ l?lﬁ.._ 10 s

pranith must remain the antagonists of history.

On the Recent History \ ‘
Of\course, the escapades of‘Carlos Pestur are not the only events
responsible for the shaping of the civilised kingdoms, but space,
constraints.in this introductory document pre ‘us from gojng
into the details of countless other pegple ahd actions that-fhade
our land as it:js today. We chose the Pgstur-history above the
others for the simple reason that it isfboth a straightfogpward
history (as‘opposed-to the events which thave shaped Attiga into
the paranoid op @ity state'that it is today, which
would fill a ve ¢ he and.al act hey were
very importa the civilised kingdoms. -

Any re Ume-0f _the history 6f
world i rough! the entire twelve
volumg se i Point. fees are charged at a
reasonable rate, i ked no less than a week in
advanc ‘




/
MRACTS FROM A ROUGH GUIDE T

HESTOR
INTROB]JCﬁON | w-

Few people these days takeé the trouble to explore the ‘many
beautiful cities and sights-of our-magnificent land. This is'a shame,
for an exploration of Hestor is'in- many respects a journey through

obr hlstory There are vast artefacts reputedly built by the first \
ho have gone before us. Moreover as anyone at Joruli Point will |
tell you, a knowledge of history is a knowledge of self. This /
dacument was compiled gver a six year period which | spent

travelling this vast land. My, aim is, of course, just to whet the /
appetite of the potential traveller and extensive documentation is/’
availgble to help the more adventurous travelléf benefit the mast
from his or her travels. In the compilation af this documentation |
consider myself lucky that | had the @pportunity to travel
throughout Hestor and | would be satisfigd if just one persofif was
prompted tQ explore_our magnificent calintry after readifig this
short work.

Bookmaster A nodern lore, Joruli Point.

P 0
We tive

S just a small part of
our w ords are Elsopean in
origin {@nd ‘mean the world and the, orld respectively.

e

Although Hestor is a minor part of Tarra-Hestor, | it is the meeting
point 9fhall minds and can_be consi to bdmal and
industrial heart of our world. What“is done in Hestor today will.be”
rep;(cated by other continents/in the future. We lead the wor &\
and given that civilisation bégan here, all roads throughout the
Id start here, and undeu,ﬁtedly find their way back here.
T is continent can be split tp inte five major regions, two of which
will be the maJor concerr{ of this text. The others we know Ilttle

eﬁplorers have set foot.

In the far north of Hestor is a land that we know only from the
tales of the Clansmen own as Kalothea, ‘It is supposedly

we at Joruli Point have
and culture due solely to

negotiate a sea passageé

ents of these slaves

of Clansmen slaves. It is the €
that p : ore of that later.
From ids we learn that their

"./‘

\

'.



farmla

the-Horse Riders from the north.
bregd, who were both warriors '
Below the wall lie-the Cwuhs d Kingdoms, our homeland, which is
the main focus of the majgrity of the text below. To the south,
oyer the near- uncrossable/Border Peaks lie the ysterious lands of
Elsopea. Here the once great rulers of a mighty emp;re have

HOLCW ll nemse CS Qncen d Il Qll 17lll' l

and scientific thoughts of ithe mind. .

Few men of the civilised\kingdoms travel here, and even fewer
ElSopeans travel into the djvilised kingdoms, so little can be said
abput these lands other than\that they are covered in thick, steamy
forgst, and the capital city, Tan-Eldorith is reputedly the most
beautiful architectural masterpiete ever constr

THE CIVILISED KINGDON

The Civilised Kingdoms i the lands populated by
humans that mpire. The Kingdoms
are a collection.of pe tates anid, villag eSiwithefio centralised
control and m occasionally breaks out
into hostili et the major states are
making p S not been a major war
for ove —_—
Geographically the land is varied, ging from the fertile
farml of the Veld to the harsh orland of the Stumps
Generally speaking, the further north travels, the wilder the
terrain / ‘

he name glven

the days of the Elsopean

tﬁ@ first outpost of the

TQR’MIS
/

C

to occupy the more loutish elemel

city.

Ten maj‘c;r cities make up the major population centres of the
ilized Kingdoms, | have dedlcated amrfdlwdual section-to each

T&mis can probably be regdrded as the most important city in the
Civilised Kingdoms, althotigh an Anchorian would undoubtedly
fgue otherwuse Tormis hbs Iong been the cultural economlc and

mplre It was the flrst cnty the Elsopeans
built outside of their ow(i\ﬂands and as such is considered to be

sopean Empire. It was also the last,
remaining under the control'\of the Elsopeans long after the other
cities of the kingdoms had réverted to human control. So eve /
the departure of the Elsopea i '




ANCHOR
Anchof has risen to power as a majo
politics only comparatively recently; for it was the machinatioﬁ&g\;
Carlos Pestur and his various trade expeditions {o both the Clan
and to the Eastlands that brolight the city such prosperity. Anchor
is [probably the most cosmapolitan of the cities, ifor it is'the only \
place that views all peoplé as possible equals, and money, rather \
than rank or title, is the most respected vovce "hls coupled with

Ancho GOKo enforced-monopolies-on-it's trade-ro 0

Mchor few allies, but the city enjoys the most enhghtened and
farward thinking populacelin the land.

force in Civilise dom

|
|

ATTIEA

The last decade has been a troubk:d one for ea. For over the
course, of seven years, the once proud*pegplé'of this large city have
seen their wealth reduced drastically thro g epetty land rights
wars tha}\lhey have fought with Tormis. Attiea did not win a &ingle

battle in these wars, mainly down to the incompetencedof the (

Attiean generais;\ as reviealed , tookibribes from A@rmishan
agents. Again this.issansindieati hefstatetafie@mbat units in

Hestor, where ) t g battles of the city states,

and being.d me rcenary IS‘ﬂpSSIb /thémostilucrative profession to L
pursue. < B |
Dissatisfaction with defeat during ~eoupled with
crippling tax rates enforced by Karlgs the Second caused the
Attieafis to revolt, placing a new governt his place. This man,
named Hellast, has brought the city of Att ut of the gutter and

neiglibouring cities, for he targets the blame of all Attiean$\i
upqn outsiders and foreigners, ﬁen going so far‘ as to declare th
Atfiean the only pure stcz)/( example of the human race. This

ophobia may benefit Hellast in the short term, but can only do
hz‘city and Hestor in gene}fal a disservice in the long run.

!lﬂRllIl POINT \

o

Civilised Kingdoms, for it was here that a group of exiles from the

Eli%opean empire founded\the first solely human governed

settlement. When the Elsopean empire collapsed it was the

Schd(ars of Joruli Point that hel

Kingdoms into organized nations. S

Joruli H‘\; guided and advised the rulers o
9

Jaruli Point was originallyg\e of the most significant cities of the

steerin em towards a combined democra
men.

e. Besndes being a
e is an important
the gold mined in

nor the city was renamed Pest
nent to a long dead sailor, Pest




the Stu;nps is processed and shipped to the great sea port, ready to
be eltﬂer shipped to the Eastlands, or tobe tramporteMEloran
and struck into coinage. Pesturs Wzﬁe is also an important sea port
JS own right and plies tradg"fo the city of Essam as well as to,
the northern reaches of the ga/stlands ‘

‘r' MASHAN

[

of an old Elsopean outpo?‘xnon Barchetta, a large island to the west
of Tormis. Mashan is known as the 'city of pirates' , not surprising
given that piracy appears to be the primary function and reason
for existence of Mashan. Th?sugh the years, the pirates of Mashan /,«‘
reached an un-written ag[eement with the other sea faring/
of the Kingdoms, in thé‘t\they will ‘take a cer;afn
hL[o a ship in return for
giving its waters: s

This agreement has worked well until recer
of ruthless'rebel pirates ati
on Barchetta,;As/yet

and where thes e is if they are
allowed to centinus ; g for uch Ionger then the

€ east coast of the

ies on the island of Scaeth, e
S no government, no

Civilised Kingdoms. It is an odd city, for.

militia ﬁnd non of the central governing odggs one comes to
expect from a settlement of its size. Rather, it is run by.yarious

street gangs who earn the right tgxuie a certain part of the ci
posﬁessmg one quarter of a bfoken stone table, known as th
WUeeI of Essam. Where this tradition came from is buried in the
mists of time, but it seems/to work in a fashio although Essam
does have the highest cr7me rates of any cut3 in the Civilized

ngdoms. | ~

-&ela&wely—nev#-and—sma&-c&y—whwh—ﬂe& upon-the-ruins—— ‘

‘\ | DRYLEAF /

To, class Dryleaf as a city is perhaps allowing it a status which it has /
not yet earned, but that in no way reduces the importance of this /
settlement. Dryleaf is a settlement that is in the ascendant. |
already supplies fifty percent oNhe C|V|I|se gdoms building
timber, and its passenger ships trahsporti
Masha?\and Joruli Point are a competitive

speculation. |
dramatically

IS round, the implications will be
ice of power within, or even a
1 e of writing there is already al

, Hestor.
edition in the piplined




liraries are much less ;mpr(sswe than ours at Jotuli Pomt and the
olars it attracts are thé sort of cranks that are not welcome

‘ ELORAN

oran is the city of cultur& and art, a highly refined place where
being rich means everythmgg:; greatest exponent of this is th;//
s prince, who spends his days in endless rounds of parties an
id| occasions, having little time.for runningsa city. Undemcafh
i€ ity with problers, for

ities should take not& and
‘how could well b€ their

/
J'

—

"

L
\
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,/f THE VILLAGES OF THE @IVILISED KINGDOMS
Besides the large cities and tg)/ns of the Civilised Kingdoms ther

ard also many small villages/scattered through the land. Most of
w!‘nch such-as Greybrooke/are farming and fishing communities,
which serve the large cities. Described below arelome of the more
uhusual small settlements that deserve attention within these

\ RADE TOWN
Tr%ade Town is noteworthy as the northern-most bastion of
ci\fx‘i:ation. North of here lie‘only the Campps and the Wall. Trade
Town exists primarily to trade with the Campps and to service the
mani\Irappers and hunters that tra 2
Trade Town also holds the headquartérs.c
an mfo‘kmal orgamsatlon who try to ke

in the Clans, they
, and consequently

return to their ancestral ha
their homes as close to it as
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o /THE MAGIKS, FROM ‘THE NATURE OF MAGIK’
‘ COOLTAGS REST N l Extragt from the Introduction to ‘The Natlre of Magik .
Coolfags Rest is a small vullage?(;k&d awayin the Stumps, a ra This/text is a much abndged)mphﬁed version of ‘the
of yolling hills in the middle of the Civilised Kingdoms. COO@}’\ l mtr,bductnon to a technical thésis on the nature of the vafr\:u\s.
Rest is probably the b'gg?l source of wealth‘ upon the €ntire fonms of Magik and.its origips. For the sake of simplicity much of
eantinent; for-it-is-here that/most-of the lands 901‘1 is mined. “ the technical information has been omitted, but even as it stands |
| fqel it is one of the most ;)amprehensive basic introduction to the

THE KULL MOUNTAINS | I!L__ f?rms of magik that we pcfssess here in Joruli Point. \
; f " Bookmaster Alster Cro%s-Leg, Master of Magik, Joruli Point. /
into that of a non humaniskull. No one knows who created these \
great manoliths, or what f\(\‘ction they perform, and as such they S\ MAGIK /

f Hestor has an aura, a magical /

Everything upon the lan
presence which binds it toget

. This aura is known as Mana, and/

} ' can be tapped by a person who reet procedurevv
A enables that person to produce various, mifa ulous effe hich
SORAMUTH d ‘ would not be possible under the normal rulés Gf‘Ph‘VSTcs/w

lies the great islafi

est of the Civilised Kingdoms
2 ago it was the hg

Mana can be tapped in four dlfferent

jlasted and hunted : L}
glvc the island a wide i

ithout a trace, some / .
, others insist/t@ﬁ/ |

eff few survivors, and U

berth, for

caused the ships to wreck, it
to fully explain what happené

ther forms. It involves
rom the mixing of

it is less mentally intensive thar
acture of Potions, which are
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Practition
understand

almost any object into
gems which provide, _




Fig.5 Baal




