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DAEMONSGATE CD VERSION
INSTRUCTION MANUAL ERRATA

This sheet contains changes to the instructions for installation
and setup of the CD version of Dacmonsgate.

To install the game, insert the Daemonsgate CD into your CD-
ROM drive. If you have more than one CD-ROM drive on your
machine, you must place the CD in the CD-ROM drive with the
lowest letter assigned to it (e.g. if you have two CD-ROM
drives called D: and E: you must insert it in the drive called D:).

Next, go to the drive holding the CD (in the above example
you would type D: then press enter/[return) then type ‘install’
then press enter/return. This will bring up a menu of options.

From this point, follow the instructions in the manual on page
4 from the point where it says ".. the options on this Menu
are-"

There is also an addition to the information on "Configuration”
on page 5 to page 6 of the manual. After the section on
‘control devices at the top of page 6. The text should read.

5. CD Music. AFter running the DGCONFIG file, pressing 5 will
turn the CD music on and off. To hear the music played
directly from the CD, turn the CD music option on, and insert
your audio lead (headphones or speakers) into the ‘phones’
socket on the front of your CD drive.
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_Sipce the fall-of the Elsopedn! {Empire nearly a tHousand years ago

WELCOME TO DAEMONSGA

Six months /ago all contact was lpst with the agcient kingdo
Elsopea, not-something that the rulers of the Civilised Kingdem
wotried about too-much, for the Elsopeans were a strange’ race.
the Elsopeans had shunned most_contact with humans of the

Then-sudden o-months -g_.j--',éfﬂ

ffom the small hamlets to the south of your home town, Tormis. It
appeared that a large Daemonic army of unknown origin was
mbving through the Bordér Peaks from Elsopea, laying waste to
everything in its path. The large and experienced army of Tormis
threw everything they had agdipst the advancing fiends, but to no
avail. Outlying settlements were massacredgand razed to
grounid, and soon the foul army was'stpod @t the gates of-Tormis
itself. Appeals to the other cities of the C d-Kingdoms drew a
blank, they wanted the time that the Slege of Tormis gaye to
prepare théir own defences. ,
Alone and wij any hope @fyaide fro helr neighbours, the
beleaguered & and wait for
the inevitable,
It is now 4, Captain-Gustavus of
. the Imp, .2 ined before the dity
council plan to-save-the-City.
ageing €lders look tired from long if deliberation, it is
obviot at whatever they have lined tp is their last hope. The
chamberlain stands, clears his throat, and begins....

v~

|

they have apparently laid waste to
they/are now turning their atten
Youf charge. Captam Gustavus, 4
qugstions; {
Af fumours are to be corre

O




INTRODUCTION

This/manual serves to give.yos”an introduction to playi
Daemonsgate. The text is ratherverbose, but I'recommend youg

through it at least once so asfo become accustomed to playing the
game and-avoid needless fr stration. There is a command summary
gpide at the back of this ook in-case you get stuck, but once you
get into the swing of things.you should have 1o trouble in

...... h

| INSTALLING THE GAME (PC & COMPATIBLE)
INSTALLATION

¢ and run the INSTALL program o

If no &rrors oecur then the install mertwil ppear, the gptidns on
this mehu are -

1. BEGIN |

2. CHANGE DE he drive afito which
the game is , um of four
megabytes g

3. CHANG
directo.

t'the Daemonsgate
default will pu

ate directory in your root.

Daemonsgate, and should/alsa be run each tim
ypur hardware. The file allpws selection of ="

1} MOUSE DRIVERS.
| 1.1 SOUND BLASTER.
1.2 ADLIB.
1.3 ROLAND.
1.4 INTERNAL BEEPE

2 SOUND LEVEL.
2.1 NONE (recommended in 1.4 sele
.2 MUSIC ONLY.

liking then select

you first play
e to ré-configure




4 CONTROL DEVICE.
1.1 KEYBOARD. .
1,2 MOUSE.

1.3 JOYSTICK.

S rung together lt may
have not read the rest o
make sense.

seem a llttle confusmg espemally if you
the manual, but don't worry, it will all

To >.(|t a screen in Daemonsyate you click on the ‘EXIT" men
heading, found in the top left-hand corner of
You t0 a menu where you can either Sele
orretutn to a previous screen you have vi

Drevious screen.
€Vious screg

Pressing eseape will-also return you to a cept

land travel anjg have no

All faded com
are curre
and me

cannot be highlighted
“to putt-down menus

ot in a shop, or in a

Examp
shop tl

you try to enter trading mode
is closed etc.

~__ The blurb in this manual

will be dlsplayed

age box the

ssumes that you are using a mouse.
mmarised at the back of this booklet,
ouse; you have my sympathies.

Keyboard commands are
but if you have not got a

times the text will refér to the ‘CURRENT' charaeter. 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
cufrent character who is asstymed to be attempting the task.

of the group

The game is over if Gustavus diessHe is the |ead

een. The character
is case Gustavus),
his or her abilities

menu at the top of the cu
ws a picture of the adventu
1-various personal details tha




within the game environment of Daemonsgate.
First #mong these abilities, and the-mGst importaiit~are the
characteristics that define thatsfersons mental and physical
capabilities: These characteristigsand their functions, are:-

STRENGTH: Strength is-a epresentation of a| charactér's raw
physical power. Some weapons require a high strength before they
can be used. A character with-a high strength| can inflict more

~_CHARJSMA: Charisma represents a ¢
‘and-How well he or she gets on wi

magik points are based upon mana.

other people .
a hih charisma will have many/friends and can make people liste

to the things he or-she has to/5ay. ‘ :
RO CILONSg:,Reactions are 4 character's speed. Eeople ’?mth high
ctions can run faster, hjt sooner and notipe tHlng; quicker than

those with low reactions.

Qaimage witn hand to hand weapons.

ERITY: This is a representation of the character's ability to use
his or her hands. A high\dexterity is useful for dodging and
delicate aperations, such as fack-picking.

S reserves_o

energ e more slowly“than
those wij aximum-fatigue points
are equakto a character's endurance.

WOUNDS: S sical puni ent a
character's body dag : are based

upon the woug

1Q : Thi
how m3

A measure of a acte igence. 1Q influe @
kills a character can posses

character's mana is the amodni offmagikal energy that
n-can channel through his erbody. A character's

MANA
the pe

Statistics\that do change are ; ;
carheo box, these show youkicharacters current magik points

¢ higher the mana, the more magi
nagik points a character has, the

ugh, there is a way
axactly how to do this
s have lost most of

the character is dead Don't
of resulfrecting dead characters in the g
pu. to find out. If any of your g




their hit’ points-you will find their effectiveness combat will be
severgly reduced. Hit points are regained through-medical
atteption (which is performed- at end of a battle by charatters
with the appropriate skills and/equipment), Wltlh potions ( whic
carl be administered any timé') or through natural healing while
resting or sleeping. These last two functions are performed while in
the camping screen and arg explained in that chapter.

A\ & § - d. 1neEa

is derived from the1r en

lurance statistic. Fatlgue is lost during

orming even the
hat as yourparty's
pE€ed of the
movemeht is tailored to the most fatlgu d person in your gpoup.
Fatigue is gamed in the campmg sectioh of the game through
sleep or rest, aga apter on CA| G.

uiting party members from agouind the Iand try to get a
ced range of skills, you willlheed'a wide selection of

) crack the secrets of Daemonsi

Lastly o characte : 's various skills. S
show e tise in specific fields such”as fightihg-with-a-sword e
U

f all

er in Daemonsgate can possess the folo‘win skills:-
\\-\ ¢
\ N WEAPON : This is the artz6f throwing offensive weapans
such as throwing knives, spears favelins etc.
T AID/: First aid.is the skill/of patching up waunds quickly. It is
_sitnilar_to_the physician-skill, but is quicker and heals fewer hit
:..nlu'. of the_pugilist, th bility. to.m
someone up with you bare
blunt trauma that comes to hand such as bottles chair legs, small
children etc.
MIS
type
Elsopean bow.
ONE HANDED EDGED : One handed edgedsskill covers thg use
one handed slashing weapons with a sharp edge. This ig€ludes
C \ weapons fro : ord to the large Basta .word,
X which is about_the heavie 3 a ca eld in one
A hand.
/ N i
“_ ONE HANDED CRUSHING : ing covers weap®/
that dd not have a sharp edge, a on_hea rashi
capabilitiés to inconvenience your ene 5 category includes
weapons such as Maces, Flails and clubs
, O




Wi

FORAGING : Foraging is the ability to search fo
—__ edible/herbs and plants in the wilderness:

| : >
and find various

HUNTING #Hunting is the skill f

xSl I
tracking and trapping animals’
the wilderness to provide food, e |

SURVIVAL : Survival is a/measure of a charadter's ‘Wilderness

Swy,.a character with a high. survival skill_knows how to look

after_him_or_herself in_the - ol o i i

survival skiII. know how t¢ pick good routes and pace themselves
en travelling and tire slower than ‘city folk'.

great outdoor 4§ n.high

0 HANDED EDGED : Two handed edged is the skill of using large

their size and ‘weight can only be used b

strength. I g

POLEARMS :'Pg S i i

such as spea @R ciles of usingylarge haftedgWeapons
TWO HAND
weapon
include
star. L
work,

the use of farge blunt
pons in this cate
r and.the-morni

es€ are nasty pieces of
ly use

~—

_ receivg a good price in the purchase 0 goods. A good

: Haggle is the ability to bargain with a merchant to
aggler in
your/party will save you much-mopéy: ‘

l
LOCKS : Combined with/a set of thieves topls this skill-gives
5.open locks, withoutjthe use of a key.

aracter that has
1 i Nngd

en.nead NOUNAEC [

bladed weapons that must be“held in two hands to be effectively,/

term care.

TACTICS - Tactics represents a character’s ability to plan winning
sthategies in small unit'gonflicts such as those found in
Dagmonsgate. When-in computer controlled mode, your characters
will \use their tactics skill to coordigate the bat

6 Daemons.
aemonolgy, segythe

Daemoh LORE : This is the ability to summg
Characters with this skill can use
Daemonology chapter.

i d control
se Elementalism, see the

ik
izatdry, see the Hedge

ELEMENTAL
elementals. Ch
Elementali

" HERB
Charag
wizard

: This is the ability to
& with this skill can use hed¢

O

(D

e

/




ere most of 't
place. It is also

f te game,
of Hestor take

MEDIOCRE.
AVERAGE

TRAINED.
GOOD.
EXCELLENT.
ADEPT.
MASTER.

Charactegs skill levels can be improved albelt slowly, th

en the moon is
tralmng and practice. This is done whi

" " " centre of this indica when the sun is
o ‘ centre it is
\ Besides the €X

\ game there ap

. The first (
Above t " objects f
NS in the @
still-al menu is titled ‘DOORS'". Her ave various options
the ch with h you can manipulate doors ( bly). Doors that are
his or not logked-automatically open whe aracters get near




them, athers need either keys or mu i i i
The figst command on this n?lenu is ‘P?t “ 10:56’(1 l:) Z?CSkl“Cd sy
need/to have a character who. has 1fand pos
of lgck picks. \
Logks vary in their difficulty,/4nd oecasionally yg
—break his or her picks while
Next on' the doors menu
character must have the cg

ock you

! ur character may
Ing-to open a really complex door.
the“UNLOCK' command. The current

eful.if you.have

both the skill land possess anset”

|
|
|

Il night apd day at the top of the screen. |

~~_ You cgn also get a reasonably accuratg id€a of the time of.day by
askifdg people in conversationZbut that is covered in“the
appfopriate chapter. |

|

To enter or exit a building in Daemonsgate just walk through a

BUILDINGS

r..althouagh-some-dee m belo ed- leithe 0 ecurih
¥ g 0 3 [ DI -S L

the key|to the door and wish to deter snoopers. It is also useful in

me of the puzzles later in the
| game. Note though that
e correct key to the door'you are locking. P i o

|

C Or cursor keysS you
ortresses, villages,

The ti
found
are g

different places around town the day, and shops
ally gnly open during daylig olrs. You can tell the
ate time of day by looking heéScrolling picture of

ol on. i r N
e \,
Q/ }\
. gate—~People will e

ith vaults and secret hide outs, or because the owners are absent,
as with shops in the middle of the night). Entry to some of these
places is'still possible but yau can either need the right key for the
pldce, or someone skilled in the arts of lock picking. »
Dodrs that will not open and\are not described as being locked
usudlly belong to private residénces, into you have #0
reason to intrude, so entry is not possible. :
To go Up or down stairs just move onto th
be takento the next floor.
Some locations also-have lifts. If there is
\ DOWN) that th ill be a
\ to the next floor.) v diff
. (UPand DO
required tg

and you will

UP or
ported
{ of travel
hoose from you will be

nly one directio
pmatically tral

b

th@various settlements
hase a wide variety of
t, some useful, and

O

many shops to be found aro
sgate. From them you can
e of which are essential to q

goods,

-



houts, or in.a Tavern Then gently lead your n{(])use to the EXIT,
mehu, and select the BUY/SELL option. If this is un-selectable then \\

! are not satisfying the ¢onditions mentioned above, so either \
it around until some reasonable hour, or find somewhere that is \

el)

/

e or she buys goes into

your character has to sell to
splayed depends on whether
next to the characters name.

pkeeper Which of
gt BUY or SELL from

an-only sell-things from 4
" (A\/

and copper your character has available.
~__ Below/the cameo is another menu N
'HAGGLE' available to the player.
At the bottom of the screen is

ACCE%PT'. FYECT' and

e message box: N

Nhen buying or selling you first choose the refevant object and
tHen the shopkeeper names a price. Three comm nds now become
a allable to you, '‘ACCEPT' ‘REJECT or "HAGGLE". Accept and Reject

e ability to haggle oh prices depends upon your current
character's CHARISMA and\HAGGLING skill. A failure at haggling
sometimes means that the shopkeeper becomes offended, and you
fat shop for the rest of the day.
ent character’s

¢ informatiop-dbout

p anywhere

3 In towns, the"wilders 0 2apno
\ and rest. Inste lodgings at an inn. This-is
. done by b pjeet from the tradi
. screen. Q 0 six hours of ¢

ng\'/ F
pt -
' fow
the current inn or hos u eturn-to-the to

en and select the 'CAMP' option fram the EXIT menu. (If
you arg iinable to select camping then ay be because you are
not in{the inn or hostel you bought lodgings, they are not
transferable.)

activiti
travel







/ |
cameosAre cycled through by clicking the riht‘mouse button on
them./You can also select-important nefi-player-characters that
are-ifi 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
DE [ [ QO A [ . 00DJE = g GeEpenas.. DO NE._ODIE -
but will be fairly obvigus. ie, using a potion will cause the
character to drink it. An @bject 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

This includes thipgs like
e used and cycle
i until the
elect that face with the

potions. Selee
through th&*came
required persg

left mouse n-that person. :
d) The ob : his is quite rare, ®/
is used ifnsome of the game puzzles.

2) GET MAND - Selecting this command @nd then selecting an
object'will put that object in your charagtér's fight hand. If there is
alread abject in his or her right ha en it will be dropped at

O

your cuyfent location. This is faster than swapping and is mainly of
E use intombat where speedis essential ‘ :
\3]‘5 AP COMMAND - Swaps_twe”objects bet\reen locatio

ROP/ COMMAND - Drops object selected ontto the chfaracters
ation, BEWARE - If performed-in land travel then theobject you

drop will be lost. \, N

GIVE - This is used to piss an object onto another character. Use I
in the same was as if the lobject was being used on a person. The' |
object is'placed in the backpack of the target character. /
will

EAR COMMAND - Used

o put on armour. Old armour b
atically be removed. - J

Here are some of the more common objec , ®
as well as thej Ou ¢ ~ ,
items for yo

imately six to twelve .~

KNIFE: A )
' age. Knives require

. inches i

4 blade and a sharp

Similar to a dagger, but wit |
weapon of thieves

5 easily concealed and is the fi



e and two feet in

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

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.

tTARD SWORD: This s a larger version of the broadsword,

: A handaxe, also called a
at doubles as a tool. It is us

is a small hafted
put the same length

expenge of speed. The handaxe is the
of thé Clansmen. Its use falls und

SCIMITAR: A scimitar is a cu
edge pened. It is-a
has been adopted by the’ Anchorian marines and is'now their
3 andard weapon. To be used effectively it requires the one handed

dc!(ill

AYMORE: A Claymore is'a large, heavy sword that can only really
_ba used in two hands by Spmeone with a great deal of strength.
The Claymore is the weapon\of Clansman nobles, and is renowned
for\inflicting terrible wounds.
half\with ane blow. The use ofClaymores
handed edged skill.

§ under the two

 FLAMBERGE: The Flamberge is yet anotheffwo handed weapgp but
is generally longer-and slightly thinner than a claymore a also
has a serratedgedo berge is'primarily used’by the
renowned mercenaries. afb s the two

handed edged
ataxe is the comr@'
erks. Althoug oW i

connects with an
sary to posses the two

O

. GREATAX '
‘Weapo the clansman warrior and
use. it cause horrific injuries
oppo . To use a greataxe it is ne
~ handed €dged skill.

has been known to slice a man in/




cru

ceremonial piece. The use of-a

ing skill,

e flail is basically a two hand
uires great skill and streng

It is usually just taken stralght from a tree, but it is sometimes
fou‘?d carved with intricate patterns.

on of the morning

e properly without

endanggring the user,
deadly weapon. Its use is categori

cru ng skiM.

hrge metal ball connected'to.a long wooden haft. It is wielded in | \

o hands and requires 3 high strength to use propeérly. It is a \

cfude 6ut effective wedpon and falls under ithe’ two handed
’ <

ctushing.skill

\\
WAR MAUL: The war maul is large version of t{e mace, basically '\\

I

GREAT CLUB: The Great club is basically a large lump of wooded
~ wielded in two hands. It is A very crude weapon but in the hands of

someone 'or something with'g great deal of strength it can be very
deadly. It uses the two hande rushing skill.

/d

QUARTER STAFF: The quarter staffuis a si¥"foot woodep-pole,
sometiges banded in metal. It is a favourite-weapen-of those who
- wish to Seem harmless, as a quarterstaff c easily pass as a simple
walking stiek. It is also favourite weapon of the peasantry @8 it is
easy to construg ial are within arms reachéffhe use
of the quarterstaff require: o.hand in

SPEAR: Thg
and suc
‘the civ
sharpe

fips.
~ cheap

capon for-use on boar "
types of weapor/ iny”
\spear is-basitally-a’

ost now have iron
oldiers as they are
arms skill.

O



mounfed at the tip. It is a-light weapon
be uged effectively. It is a popular wé

that when thrown it will-hit point first. It is useful as a backup

THROWING DAGGER: This speéially weighted dagger is designed so
ssile weapon. Its use falls'under the thrown ski{

HURIKEN: These are sm cel 'stars’ with sharpened points. th

can be thrown to inflict a|reasonable amount of damage. They can
be easily concealed and heed next to no strength to use. They
require the thrown weaponiskill to be used effectively.

ROCK: A rock, nothing more} nothing less, you
throw it, that's it. Rocks predicts

pick it up, you

SHORTBOW:
hunter. Wj rom cheap wood it is

it stands up p
Nac i

\ )
: POT HELM: Th
\\ armour ava ¢

head. g

pull ang requires a surprising amount of strength| to draw. Non the
with a long e and

sgught after weapons h \)e\become quite scarce. Made from
cmpos'tes of whale bone and wood Efsopean Bowshave a severe
r rve whi give em. their unusual.appearance opean.bow

eapon available to.the soldiers of the

piece of leather used to accelerate
they can be thrown harder and
of slings is €0 d by the missite

d is a particularlyyfine
so that Dae s or

elementals can

effective piece of head

a steel breast and back

RASS: A plate cuirass consis

ixe

plates’ ell as special guards which pratect the upper thighs and
“ groin. It'is the most effect, expensiv d fheavy chest armour
available ip

©

gll which-fits over the >

=



grea/ deal of protection.

TE VAMBRACES: Similar
aes: - o . -

|
SPFI LEATHER JACK: A soft leather jack is basically a sleeveless

ajor advantage is its light weight and relatively low cost.

has first been boiled in wax to make it much tougher. This adds to

HJ\RD LEATHER JACK: Similar to a soft leather jack, but the leather
the\expense, but gives better protection than soft leather.

CHAINMAIL
steel rivetted

|

chainmgil and cover the legs down to the ankles. |
SCAL HIRT:  Scale mail is the next)@w with
al_plates rivetted onto the leather as opposed to rings. it is

q

e heavy, but reasonably ch€ap for the protéction it provide
e mail is better-than ring all but not quite
metal chainmail. ‘|
\
PADDED CLOTH JACK: This is the simplest form lof armour, made

rom nNneavy.g b QLD NE JACK COVE g 0400 04

PA DDEA CLOTH LEGGING As for the padded cloth jack, but the
eggings cover the upper arig lower legs as well as the groin.

ATHER \\{AMBRACES : These 'stiff leather arm pieces are made in,/
the same way as hard leather'jacks, but they*are shaped gwﬂ
artic ated so that the fit comfortably-onto the arms.

"'SOF[ LEA HER CAP: This is a simple hatof leather Wthh ffers

!

)
: RING CAP: This is a hard leather ca

some protection from light weapons.

grsio d00Ve.

CLOTH VAL eeves can-be strapped

onto a ¢

\aqlguri'

protection to the arms.

ced by steel rings.

O

s effective as the \

\

~
and provide a sn(
iRy



|
SCALE LEGGINGS: These are basically leather brieeches that have

been reinforced with steel plates.

RING LEGGINGS: Similar to scalg’leggings

FQOD: Characters need to-gat, and there are maLy different types
ging from the bland to the exotic. If in
need characters can hunt for their own-food, this is.covered in the
camping.chapter. : z :

using a key.
pick skill.

irons, scalpels and
g is necessary to use
the do the patient.

EEE \ BOOKS: The
yrehensive versior@/‘ of theses
d 0 DE Ou Ol

the di

when summoning Daemons.

INCENSE: Incense is used when summoning Daemons. Some of the
any different types of intense are readily available other are rare
ahd expensive. A maore_detai iption 0 i

for demonology is given i

the Magik chapter. .

\
'SACRIFICES: Sacrifices, lik
demonological summoning.
often quite expensive. S
infokmation.

incense, are essential ingredients in
crifices are usually rare preparations, /
the Magik chapter for more

HERBSY, There are over twenty differe d’in Hedge
- Wizardryj some of which are very hard to find. You can eithep buy
herbs from\specialist shops or forage forithem in the wildérness.
More detail ¢ de dry herbSiis given in Magik
chapter. ,

\Sgiec
a Nt

. This is detailed more in the
ent forms of training take plac

ping section, where all

@,

S : around-the land. Some
i i 0 ; ely texts on varigus
at you can utilise to : he skills-of yo



KEYS: A)é well as opening locks by picking them* you can use the

moreffbvvous approach and use keys. .~ e "

™~

/ ; | N,
ELE'I;IENTAL SWORDS: This i?/slade that has had an element
bound into it. The specific effects of these weaqons are described
in/the chapter on elementaljsm.
[

(‘ ( COMBAT

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 ke inevitable, and groups of bad guys (
And sometimes even good\quys!?) will attempt to thwart your y,

herges at every opportunity.
When this happens you are takeg to the comba

ght mouse button gives a
d state of health.

fiyou click on one of the bad g
Dus state of health and abilitie

Clicking/on a cameo of an adventurer with the left mouse button
gives/the command list;.left to right; top to bottom_these

o ands are:- | \
N

a) AIT Your character hahgs around a whulF this is used to \
egain fatigue. \

b A1TACK Select this command and then chci on an opponent

ith the right_mouse_bufton for vo haracter.to.attack him..|
ahyone (gets in the way your character will try to fight his or her
y thrugh to the target.

c) OVE TO Select this command and then select an area on the
play area\for your character\to move to with the right mouse,

button.

is or her
are

d) COVER - Your character provides covgring-fire-fo
* companions that are in hand to hadd combat or wh
advancing towards the enemy. ;

e) USE - This'eommand.enable egfo ct, such as
potions. Use g Way as the function on the
inventory

/"\\r,./
SHOOR = 5 BBt to shootat the’
elect command then sel€@ get to.sheot at,
characléf will shoot at that opponentfill helor she runs out of
ammojithe target goes out of range or the target goes out of line
of sig

.,




mb‘

s, those shown f?'\
e left mouse button on any part of \
area-around that point. \

‘\

routg. If and opponent gets in ths
him/herself.

sto use while und :
bly self explanatoé/

o use while under
al. Again, quite easy

umber of possible defensive
control, such as a fighting w,

_more of your heroes has d
nase it may be a good idea t




|

the characters you are talking to appear.

Anyoying that is left on the bodies jt-will be | once Just above this is the temporary word X more of this 1a

townfland travel resumes. If at this‘point you happen to have“any Dowp the right-hand side of the€"screen is the keyword box.

potybns of resurrection then would be an ideal time to us“eN KeyWvords are words or phrasess/that you can ask|the characters ’h\

them, for it is the-anly oppogtunity you will get'to bring deceased Dagmonsgate about. At theé beginning you Onlv have a few '\
' eywords to choose from; b t these will increase as you progress. \

racters back " ]
‘ e (‘L ords are divided up into four different catkgorles these are "\
THE INHABI’(ANTS OF DAEMONS SATE

S EXplanalo Nne dlE .'l.~'l MEre 0

ople,“Places, Objects and Miscellanéous. These categories are, |

T ¢ cthie g NOPEC d
emonsgate is populated by literally hundreds of intelligent non ference, as there are many keywords in the game. |

player characters, each going about his or her daily business T6 ask a non-player chagacter about a subject just click on a fl

independent of your actions. ( Although certain characters in the ke ord either from the \(our keyword categories as described

game world will tailor their a abve, or from the temporary, word box.

The\ character will, to the bestwof his or her abilities try to answe[ﬂ,ﬁ’

a character simply select the C younquestion. Do not be downhearted if he or. “tannot answef,
EXIT menu in_town travel and you are just thy asking someone else. Quite 0 th g the charag,tc(wnl
screen. drift ihto a monologue about your q nteresting

: potentla eywords crop up in the text (t y quI be obvious as the
keywords are highlig hted) you can add these words t@ your
temporary we g on the T with the leff"mouse

button.
\ If the text is ou can scroll through-it
by using t 3
~
S50 nce a i en du .the.kmﬁorary
ottom right-hand corner of th word ou can then go on and as on- player character

is a cameo of your
Y se. This is done by simply clic

v-word list. If he or she kn

) the keyword in the
ething about this

aracter.
is.cameo is the message bo

efe all responses from /



subject £hen a response. is given. Also the ke rd will be taken
e temporary keyword list and dwmped intp your permanent
list, thus the available subjects that yau can ask other
chafacters;about grows as the gdme progresses: :
If the character you are tafking to knows nathing about the
ject then the keyword Aill be dumped from the temporary
keyword list and lost. :

eywords do not have tg be individual-words, |they can also be
PDOLASE [d - eral.worad Qg .'-lll?—l_"" K
“PESTURS WAKE" and| pub_names like.the “PIGGE AND
BALLBEARING" are keywords.
This all may sound very cgnfusing, 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 'PEACES' keywoydilist and ask about
'INNSY, The character should give yot~a briefilist of all the taverns
in the Tormis area. Try clicking on the es-af-sofie of these

taverns With the left mouse button. ThéSe will be added te the
temporary ‘word box. Then try asking the'gharacter about e of
these keywordsqi iy list. Yow, will notice after
the charactef*has)gi e dded to your

permanent wg
Finally at
the playe

e-cameo-of-the person

ASK TQUDIN : Some folks around the [3nd may express an interest
in joining your band of adventurers, others may express an interest
if youl@ke willing to perform small ff@sks/for them. Asking a

O

hese commands ar@‘

charactgr to join will either get an acceptance or a rebuff. If they
accepf'a place in the party then the character will be d your
group roster. You cannot ask a pers6n to join the|party if theré«are
already eight people in the groug, you must first dismiss someone.

pSSIP;Much useful infgrmation about the goings-on in a
S€ ttlement can be gleaned from simply gossiping-to people.
lecthg keywords from/ the charactcrs responses done in the

m as. . ASK_ABQO [ _see the section-on-tha ommand._fo

g from a curteblunt

game to get keywords
g a special st@rytelling

omatically
ighlighted for ease of

from. If an inte
sequence, or
added to yo
recognitiop

and TOWN TRAVEL
s is similar to the

&

you can reach the 'KNOWLEDGE' scr

/

5 . 7/
alking to say“a




i

conversdtion screen, but instead of asking non layer characters
abou;k,eywords you can-review trLe/kE”wor s tha have
obtajned. You can also recall pa cularly notetivorthy r::;b\ﬁs‘
abo(it those keywords. It works/the same wayas the conversatioh,
screen, and so needs little expfaining. )

/ \

TRAV] LL]NG THE LAND /|

S Is map, the
people. Other gkpups

wish to enter

g on YES will take
n NO will leave you

nght up to the settlementy
Wwish to enter town? ' appears: €li

~ fatigue,

Besides/the main game window there are two| other important

"'Nr;:s on this/screen. First there is the ahﬂom you
what/mother nature is currently thfowing again;’t your party}*aqd

secandly there is the time box,Working in a simi"ﬂar fashion to the,

oné in town travel. The typg/of weather heavily influences your *
narty's ability to move infthe land. Bad weather coupled with '\
rgugh terrain can make prg gress-through the Ian#i both-travel slow

and dlff“cult The tlme bo shows the cychng of|days from day to \
nigh h 3 moving ne QWE our-adventu
oving! Slow movementover |and travel could mean one, or a

combination, of several things:

~ a) You are travelling over rogh terrain such as hills, mountains or/

forest, which take longer to traverse than normal terrain.

7

Xpends their

b) Thé weather is bad.
¢) The adventurers are tired and need to test:
specially over inhospitable terrai ‘

will-see-other travellers
ields. By moving u toy
or.whatever-they a|’€
just innocent travellers wha'will hang around a chat,
uld be dangerous raiders, monstef§ or even Daemons,
 type of encounter and

.
”~



e land. The closer

their hostility depends upon where you are in t
you aré to civilisation, the }qss likely an.ertounter will be“hastile.

TRAVEL G BY SHIP

By-talking-to-various shipé éaptams and som=t|mes’hvaving to
cough up money, you ca arrange sea voyages that will take you
to the mslands surround ng Hagtor thn a oyage has been

0 nd-th ' be 0 on

the Iand travel map just o tS|de the current settlement By moving
your shield onto the ship your adventurers are transported to
whatever destination was akranged.

ave the land, be
; Iodgmgs if you wish to rest whilefin settteriients.
Campm is based around a period ofsix hours knownlias a
‘WATCH". Dyring a watch igntone of several t@sks to
each of youg S ange from ping to
recuperate lost fatig athe 00d aining.
There are t screen. The left menu
contains g undertake to develgp
themsel

HERBALISM
ELEMENTALISM
DAEMONOLGY

n be performed

Thé middle menu-shows othér activities that

while in camp, these are:=-.

HUNT
FORAGE

REST
. SLEEP
GUARD

The\last menu shows what tasks you have assigned to each of your

adventurers,

e skills cannot be
r can be practised
e are two of you.



Charac\)%rs cannot practice skills they do not

practige sessions are needed for a ch/a r to ri

an ability.
/

Yo(r characters can learn-ngw skills or improve o
tqixt books on relevant subjects. After selecting
perform this command you should then selept a

to improve a skill significantly by reading books.

ossess Several

d ones by reading
the character to

book from his or

(A character must posses Y\e READING skill before he or she can

Iekrn from a book.)

o ELEMENTALI
iter with the appropriate skill 3

DEM OLOGY

Six hours of a wat

|
rr

nt can summon \

See the Magik

4

A chara
~ look for

ot

for six hours. This is

as refreshing as

N,
/

/



sleep. Ont the other hand, unlike sleeping, the characters you set to
an ambush.

Unfortunately though-the disadvantage in

an ambush.

aracter is at a seve

GUARD. : {

deep
expe;

the wilderness is the securit
t a quiet night!

NAGIK

ambushéd. It is'important that your main prio ity while resting

e campsite,“and don't
|

lagik in the land of Daemonsgate is not an instantaneous thing.

psting guards during a\watch is a good idea while in hostile
their companions about an ambush.. If
: g characters cannot awaken sleeping

click &
game fi
assigned

e, but if it h

appens.-two

on in your party's health
ng to death. :
is not always safe while c

=

~__within other things and

-~

is is

7 magic

ere are no powerful

0 oppon

ixing various herbs in differ
rink known as a potion. The
unk, and lasts, depending

nstan

and impressive jets

q

on

of /magical flame that

an does not have the ¢apacity to directly manipulate magical
rces of the world, but he can harness the energies contained
bind them into objects. Predominantly
there are\three major ways of doing this. First there is HERBALISM,
which binds the magick resitlent in certain plants together to

ce Potions. ELEMENTALISM 6inds the po
in to\various items such as swokds g

of the elements
d amulets. Fihally

mons-into~fihely crafted
icrusted amulets.

buy and O

e
)

tities to produce a
akes effect as soon
e specific potion,

, Or you €3




anywhere from two hours to several days.
Making potions costs the character
ingretients together. Drinking-a
the jpotions-creators.

Thére are’ twenty-two magi
Wizardry, these are:-

SPARKWEED : Sparkweed is a carnivorous
victims before devouring- them It i i
cre energy

| herbs that can ‘be used in Hedge Wi DBERRY : The-windberry

sed. in potions that invot

almost translucent in colour and is
dmouflage or disguise.

i5 used.in mind affeptin; potions.

GON S EYE : This ext mely rare fTutt |s us in” potions that
e the drinker etherial

TAng Antalis is a herb that enhances the body's natural
~ défense glgamst the elements. ‘
/ 3
PIRINS MANTLE : This flower | used in potions that bestow active
defepse agamst physical attacks.

& crow's hood is a lethal poison, but it
potions that heal.

BLOODROSE : The bloodrose, when preparged-p

v, 1S noted for
= “its abilithto speed up the bodies natural

aling processes.

MANROOT : '\
enchantmentsico
giving them ap

any p@tions, as it binds the
i an form,

BLACKRQOT" Blackroot is a
healing parations.

e of the more po @
leaves. useful in fire based po
enhange the manual dexterity or speed

DEADL
/ the gr.

RAVEROOT : Deadly graverootiis replited only to grow of
5-0f pure and virtuous peoplell is lgbod in potions that

O




_ STONELEAF : Stoneleaf"i

jsed in potions that
from physical attack. \

he mind needs, to

V
Protect the body

LVERFQIL - The stem.of the si

that enhance the physicaljprowess of the human body.

DAEMONSBANE : Daemonsbane is a rare plan
preparations that protect against Daemons.

XANADUS HORN : This addictive.sedative is @
doses\in potions that require the bser to
concentration.:

cause grows 0

YELLOW CAP.
reactions“ De 2 s =

The hed
menu
Clicking ®n any of these herbs adds thefifto
which

wizardry screen consists 0 o-Mmen

ave a great d

YOUNG FLOWER : Young flow is used infpreparations thaf

t that is used in

used in smafl

tions that enhance the

o g

s all the herbs that your chafactéficurrently possesses.
e right-hand menu,
ws all the herbs you are mixifig int@'the current potion.

O

,/

al of

-
A potion
[ Bloodrose 3
This potion W
have around When_ge
as potent as |

ither

You can’remove wrong entries from the mixing

. menu by clicking
on the’herb you wish to get rid of. On ¢ correct com ion of
herbg can produce potions. Mixin andom-ingredients is not

a waste, ityean be dangerous as,if.is quite easy to

mistake. b

INJIC

ou are satisfied t you have the correct mixture then
click the mouse on the lagge pestle and mortar/lat the bottom of
t e scrqen You are then geturned to the camp1 g screen. Because

0 0.Mmanuia e a-potion-vowwill no

T e character makmg theé potion must have a potlon bottle in
which to put the finished cgncoetion.

Manroot, one dgse of

pjuries. It isq@Seful to O
g isthioWhere near

adus horn, two doses of

0f sharpshot is made from a
eed and a dose of Manroot.
increases the drinker's concdhtfatioh and allows him to

O
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|

(. ELEMENTAL WEAPONS _|
\‘Agai the effect produced by elementals bound mto“\ncapons

depends up0n the type of elementafand the size of elemental. .

two doses of*Manroot, one dose

\
ion of Vi i de fro l |
;23:%1:;9(;”;,:&:)3 ang dose of Winterfoil. v LIGHT WEAPONS nght we pons are highly lffectlve agalnst
This potion-replenishes lost fatigue. . . \  _.—————undead ¢reatures: ' f
You can learn the recipes/to other potions by Aalking to various
people in the game worldj but potion recipes.do| nef come cheap, DA RKNESS WEAPONS arkness weapons as Yvell as |nfllct|ng

f. tlgue pomts dramed d pends upon the size of the elemental
thin the weapon.

ELEMENTALISM ' / .

~ay WEAPONS : The largeh the air elemental bound within a
Elementalism is another socrally acceptable forn of magik. | €
i e y from one of the
e.ntals the Summoning of creatufeg.r FIRE, WATER-TIGHT ware ddfhage. The aMof
ol - : damage depends upon the size of thelete al“within the
the ~_~ weapon. ;
arge \d : : .
Daemons are izes of elem als can WATER WEA a € Vithin weapop ave a
ised, e S e NOR, SMALL, chance of coff0ding.e en eases with
&7;:;6232' LA gUA,\', =t the size of the

Elementals kindShof melee weapons fo

various g ’ | \“\ i /~’C>/

Differefit e i ffeetsw bound into
objeets; this is summarised below:-

summoning is done through camping screen. When
to bind an elemental, ch@@se the ELEMENTALISM
‘ from the menu and then sejeet the character who will
& 1 0t sumimon elementals if :

O




aracter does nat possess the Elemental lore skill.

character does not-have an appropriate

Assuming/you get-to the sumpfioning screen, youshould first select
type of elemental to-b¢ summoned. Then choose the binding
object into which the eleniental-is to be stored and finally select
the size of the elemental. S

ce this.is.daone

N N0 .0 Q.00 als

at the feet of the summoher. You will then return to the camping
sareen. At the end of the\six-hour watch you will learn whether
the summoning was successful or not.

Do, not try to summon powérful elementals if your elementalist is
not well \wversed in Elemental lore. It will certainly end in
catastrophe,

DEMONOLOG

Demonology, is the ‘most feared form of imagik known to gwan. It
involves the ignant entities from othér planes
known as Daemog X majyo types of
Daemons tha : DAEMONS, which can-be
bound intg RRIBR-DAEMONS, that can
. be boung
You ca
AMULE
and fi

conclu

0 BLOODSTONE Al
tlease WARRIOR DAEMON !
any time during combat. Th@ Baemon will then appear
on the side of your adve erss Once combat has
the Daemon is then released ice.

Each Daemon bestows its own particular power to the object in
ich it is bound. Some powerful Daemons have more than one
pdwer. Some powers you may find are summarised below:-

BATTLE.DAEMONS

Increases the'damage of a weapon.
Leeches\fatigue from your foes.
Drains hi omts




Weapo
+ Othg

DNS

7777777777 ‘ efformed through the| camping Screen.
4 Daemon, choose the DEMONOLOGY

il
components of the
ere are six different
g to the particular

you get to the summoning
boxes where you combine the
first box is entitled 'PENTOGR

power of a Daemon. This.is summarised below:-

PENTOGRL\M
Jethre

DAEMON CLASS
Daemonic servants.

1st' Order Daemons. / Tala Jethre.
nd Order Daemons. /| Vagnt Jethre.
3¢d Order Daemons. Tala Kadrlel.
Daemoric Lords. ~~Sadrian:
Daemonic Princes. Ea.—

The ne)@t category is the\binding object, this will either be an
enchanting sword, or a bloddstone amulet or silver armour.

The last two boxes are whebe the player selects the Sacrifice and
the\incense. Certain combinations of incense and Sacrifices will
summon different types of Daemons. The sacrifigés"and the incepse
needed for'these will become obuiousg6 you as the-game
progresses.

Once all the values are set then you shou
at the summoners feet. At the end of thefhext watch you
out how succe 2 SU ing was.

Daemon sumMMONingissé ) 0 than entalism.
Screwing up end with a huge Daemon
rampaging 3 ¢ ol characters apart.

click on the pentggram
find




LOADING AND SAVING THE GAM

At any point during land travel or t6wn travel you can load or Saye”
a ggme. You-reach the load & sdve screen through the ‘EXIT' men

in the town or land travellm creens

Click on the B
the filename to'd

1.6@SSIP! You will usually find
gosgiping to-various people. ~

er character says something to you
is usually importangt, make a note

of it}

y is severely threaféned
gate.

iery few people kn
es?

There is 3
~. about jt,




€ wayout, b

Knife is scum; but'you must trls

S SOLUTION

ALT FN 5 = Inventory.
ALT/FN 6 = Buy /Sell.
ALT FN 7 = Load | Save

ALT FN 1 = Conversation.
ALT FN 2 = Knowledge.
ALT FN 3 = Camping.
ALT.FN 4 = Character Sheet.
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A Gazetteer of Hestor




EXTRACTS FROM A HISTORY OF HE

Intro uctlon

This document is the_result f maﬁy years of rqsearch and-study
—carried-qut-primarily-in-th ten.ruve libraries here at Joruli Point,
backed up by practical fielg studieswherev:r pos lble

¥

t rbuleﬁce of our history should be remembered, and we all should
be made aware of the mahy mistakes of our ancestors. If we were

of my research @ This
densation of th& most
en a fuller apd much
is housed -
ill obviously be of chief

-and should you wish

oruli Point, an 9

Dean Juliene, 35th Master @fdoruli Point.

here at JoruliR

. interest tg

. to exami :
conveni€nt viewing time can be agree

N

N

\

——visible-from-many -many-

. evidence

, PART ONE
THE EARLIEST HISTOR¥-O HESTOR

Any/ visitors-ta_the Skull Moupfains will doubtless have marvelled
at ftheir remarkable-beauty. fhese amazing and\immense statues,

ilfes-around, are to be found throughout

the more remote regions ¢f our tand. A fine and relatively intact

e ample of which lies up

doubt
mountai

One argume
human being wete
surprisingly,
heretical

the island of Scalth 1

S yet been dlscove ed

heSe wonders are

of its empire
Ugh the aeonsto
civilization, fe olars
ucting the skull

is the assgffion that
slaves. Not
ed ridiculous and even
state that no hard
te such a theory.




history of He
eings, possessed o
ame unknown foe

Now that no
Hestor, the O 5S¢ ir new lives. All was-not
and-Joras were lover:

could bg said that the child was as much the offspring of Hestor as
of Kell'and Joras, for the transition frofi one plane to~another
affe¢ted the Old Lords in wayssWe mortals cannot begihsto”
understand. As a consequence; Tomas was a hErmaphrodlte,
nejther sex, but-both. And/ in it's tenth yeair of life, Tomas
produced offspring, six And six female. These twelve were to
b the progenitors of the Elsopeans, /

HMENT.O DRAS.

jealousy, for she felt that by right Joras
¢, ear of Alkat she told him of the

welve offspring
eing the very'roots
ands“Where Tomas
g the hemaphrgdyte

dwelt, s |k|ng (t a mlghty blow, kil

instantly. oning his brother ras Alkat prepaged the
same fate, buj elf to kill @f€ of his
own blood. ical world,

condemning Jg : 2 : on the spiritual plane.

THI ()
af Kell and took her

remorse and regret he
on his once beloved

O

chose

O




had ,shaped them. The dis
trasported the twins to a re

Because. of ‘the power © ‘_
s ch a spell Alkat became :

owledge and maglcks to them sothat
ell had intended.

afid scrying. She wa
and prepared f

arrival. Takln ;
enchantments of imgp

of her deceitful sister,

were not content with

vast -unexplored lands
; fURities that these la
. So, over time, many of t i i

into the wilder, unexplored
such restless soul was named

son of Lasada the
which to sail the




sla €s. (It has been- said that
0 Lance-stors)._Lasada

er one subject covered in the ballard
's basis in fact is the story of Lasada's

attack were br
anithi records, ha

eyond dispute that the
and the heads of
Zoranithi citade

‘THEFZORANITHI WAR

Aftey fifteen months with not a
father the ruler of Helladi disp
segrch the lands for signs @

ord from his son Lasada;*his”
atched twenty of his best men to,
/ his heir. Two mote months passed
———until-one of these-men-retyrned,-bringing news |of a strange race
of a faf island who had slain his son and mutilated his body.
sada was grief stncken or he loved his-sor arly; and yet again

evenae

il from the four cities of Elsopea, and
illing to be an act of un-provoked

aughtered,
surviving member of
ief of such losses the
at the end offSix days
orious, every
d chlld, were put to the

s of Elsopea returned to theifBomeglands triumphant in
spite the terrible losses theyth@d Stistained. Their trials

/S

Elsopeans sha
and six nights’ef ¢
last one of th

sword.

Nl



fo revenge ‘
Working enchantments of-gfea
ich he banished Joras ag

by the
ardened by the

who
were led by'possibly

WEre Six warrig

the finest warfior)thes , brother of
Lasada. >l
When it sg ; r-Alkat, the five other

namelessthéroes sacrificed the
a powe

aradrith, armed
enchanted blade, could ad e-Upon-Alkat-and deal™d
blow, even Alkat could not with d. The enchantments of
the bladeé destroyed Alkats mortal frof, and banished his spirit
betond the sight of even the Loremas Itli§ doubtful that the

O

species creatg
nothing but 2
first founde



THE RISE OF THE EMPIRE
Now with no enemies, an. advanced-t€chnology and a~secure,
prosperous homeland, the Elsopean’nation spread its empire acrgss”
the/land and enveloped the drea now known as the Civilised
Kingdoms, enslaving.its humafy population along the way.

The- first city to-be eonstrutted by the Elsopeans outside Elsopea
as built on a strategic esfuary on the west coast of the land and
as named Tormls The ¢ ty soon prospered\fo reserves of gold

to spring up around the newly
were found in the East of the land

quered' land, spring watg,
a spa\was built for wealth
grown into the sprawling

: asha oundatlons
1 it's boundaries fiprth,

crushing a y a imitive human tgibes in
its wake, more | onstructedgMany of
these newly : ore than
abandoned rui Idoran and Dryleaf are’

still thrivi iti€ —

er North the Elsopean Empif@istrétched, the more its
jcations and logistical capatitytbecame strained,

O

. Eldorith

culminafting in the massacre of an Elsopean Legion north of the
lands now known as the St\umps by nd of savage tribesmen
from/the frozen Northlands.
As @ result/of this incident the Emperor realised that his realm had
grgwn too extensive to be rujéd efféctwely and it was decided that

—a manageable area would-bé established which could be protected

from raids and wars. A solytion to this problem was eventually put
forward by a renowned Hlsopean architect named Aya Drin, who

OLm ed. a. plan 0.0 d_a_huge.wall.from 03 0.C0d A
ammoth undertaking by today's standards, but this was Elsopea
its heyday, with-almost limitless resources and thousands of
hdman slaves to do the work.
The emperor of the timc, Te

drith, agreed to the plan, and work
e labor of enslaved humanity, work
constructiongwas completed.4
five years. ten years ahead of schedille. Elsopea now
from the rest of Hestor.

Once the wall hat be pire turned
inwards in ap ’ ; ateéythe self imposed, finite
boundries a f was -moved from Tan-

Elsopean populat
moved @

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

O




nsible-for nearly all aspec s'of the empireinjall but word. ~

__THE FOUND NGOFJORULI POINT

t all humans in the Elsg peans Emplréwtré sd as laborers and

diers, for those who sho e-in-bo G
ahd physical sciences werg trained as servants- and apprentlces for
the Elsopean Schelars. These educated few soon realised that
although they were morg knowledgeable than most average
Elsppeans, they were still slaves and many of them grew restless
with their\lot. It was under the initiative of a slave in the Tormi
libaries, Jagat Baudha, that the stew and almosgftinnoticed exogdds
of the human educated elite began When ead a numberof his
comrades to a'small island off the coast g ed kingdoms.
Here they founded a settlement which Was ruled exclusivgly by
humans forhumans:
It is astoniship ¢ did noBiotice or che
notice the gro ﬂ' e cir borders,
but it is a fae ' he next seven decades
many hu erE ? ithe Empire.

. Seventy - n of the settleme
now n d Joruli Point (Jorulu is 8 sopean-werd-roughty
meaning a group of intellectuals or sc s) o more people were
admitted within it's walls. This can be @ttriblted to two reasons,
firstly more people that lived in th&town, the more likely it

not to

would Be that'they would be noticed by the

Elsopeans, and

~_secondly the island could only support.aimited amount'of people
and- jts resources were already. str,

ed. Thus Joruli Point dropped

intq'the baekground of hlstory off t was to play.a major part in th

evgnts to come.

the Elsopeani
Elsopea, lea
devices.

M T2 8 SN
THE FA LDFTHE EMPIRE

an-Eldorith, and

ethren had.gfown
ated o e“throne as a
him they instigatedl the
orced
and of
heir own

man population of
sunk into anarchy.
the streets of the

O ,




. remain a

cities as’'various factions.vied for power. thh no/one to guude and
order them the human workers on the fa
dowd the tools and joined the fight

_before it had really even establi
to steer mankind away frg
hich had been keeplng

alld L0

capital\It was"also the only city to conti vith their old
rulers im\Elsopea. Attempts by other cifies since to breakythis
monopoly have been fiercely resisted by T@Fmis.
Slowly the oth iviliseddkingdoms developed
governing bodies QI a benign
dictatorship g geracy and others were
controlled 2 au Jost of these regimes
St intact in thelr DFig thls day, a trlbut @

our a
governments in accordance with what t ght would suit the

populz

RECENT YEAE

O

still very important in the
k ow. th‘em today.

had deteriorated into little more
the ruins of af“old spa building
(now in the citi i Pestug'discovered a batch of
i eXistence of a

ion

large co
Pestur cre
He was not s¢ he did ret e had O

a cargo hold"full, 5 oth. He had
discovered wh W ands, and Anchor began-a
% i h 3 - r

monopoly land.—— (\)//
L

years later, with the trade routes t@'the Eastlands firmly
established, Pestur's exploratory urgges re-awoke. This time his

O




mteresywas focussed on a closer but more dangerous goal; the
lands north of the wall. For in additieri to cratmg an.almost
im etrable barrier on Iand the b

lost with Pestur's
pyage since. A

of the passage to the Clan's wa
or ship has survived the

brings us to the present d adica
all the great cities that ever p in the Empire. Before |

origin of
however, | will make the follo

Much of what is contained herein has been compiled from many
varied’ sources both ancient and med€rn. When reading the |
chapters on’the early history of the world you |must understand”
that history-is written by the vietors, in this case the Elsopeans, and

so Alkat and the Zoranith arg¢/depicted in a very bad light. I'have
tried to edit out much of the obvious blatant bias, but it is still
quite evident in a number of the tales as they arg presented. If any
surviving Zoranith docum nts are ever found then pérhaps we will

nen._A 2 ang ne

Zoranith must remain the & ntagomsts 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 decument preyefits us from gojng
into the details of countless other pegple afid actions that-fade
our land as it\is today. We chose the ¢ ory above the
others the simple reason that it isfboth a straightfopward
history (as‘opposed- to the events whichthave shaped Attiga into
the paranoid 0p hat it is today, which
would fill a hey were
very importa he civilised kingdoms.

who found this short resume he_histeryof ou
world IS quite welcome to browse ugh the entire twelve
volumg Set here at Joruli Point. Read fées are charged at a
reasonable rate, and time must be boo n@ less than a week in

advanc

Any reg
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/éTRACTS FROM A ROUGH GUIDE TO/HESTOR

/

Few people these days také the trouble to ekplore the‘many
beautiful cities and sights of our-magnificent land. This is‘a shame,
for an exploration of Hestgr is\in many respects a journey through
olir history. There are vast artefacts ie“pute\dly budt by the flrst

INTROD TION

benefit the mast
his document4tion |
0ty to travel

prompted
short work.

Bookmaster A

We livé ipon the continent of Hestor
our w

origin

just a small part of
ds are Elsopean in
orld respectively.

O

Although Hestor is a minor part of Tarra-Hestor, | it is the meeting
point of all minds and can_be considered to be the clftural and
industrial heart of our world. Wha#“is done in Hestor today withbe
replicated by other continentssin the future.We lead the world
and, given that civilisation bégan here, all roads throughout the
world start here, and undoubtedly find their way back here:
This continent can be split tip inte-five major regions, two of which
ill be the maJor concern of this text. The ath s we know httle
0 E =T .0 Ne. _qgrea Ndl NI A C0
explorers have set foot.
the far north of Hestok is a land that we know only from the

0zen grasslands,

p IS in these lands that
thesa - short-hardy“fmen whose
and the horse. Theygprey
most civilised megn that

live above the
The land o wall, and

although | wa we at Joruli Point have
a wealth of d-culture due solely to
the grea ploratlons of 4 je was only man/to
succes! negotiate a sea passage yall_and-eaptured
hundreds of Clansmen slaves. It is the endents of these slaves
that populate the Campps even to this day, b ore of that later.

From the&original slaves captured in thes€raids we learn that their

O ,




homelafd was a fine nation, covered in deep forest and fertile
farmlahd, but’which was prone to harsh-winters and the ravages of
the Horse Riders from the north. This made the Clansmen a hakdy
bregd, who were both warriors ahd farmers. '
Below the wall Tie the Civilisgd | Kingdoms, our homeland, whlch is
the main focus of the majgrity of the text below. To the south,
oyer the near- uncrossable Border Peaks lie the niysterious lands of
Elsopea. Here the once great rulers af a mlg ty emplre have

and scientific thoughts ofthe mind. .
Few men of the civilised\kingdoms travel here, and even fewer
ElSopeans travel into the djvilised kingdoms, so little can be said
about these lands other tharithat they are covered in thick, steamy
forest, and the capital city, Tan-Eldorith is reputedly the most

the lands populated by
afEmpire. The Kingdoms
i entralised
occasionally breaks out

e the major states are
not been a major @

humans that ¥
are a collection.of
control and m
into hostili
making p
for ove
Geographically the land is varied, ging from the fertile
farmland of the Veld to the harsh m@orland of the Stumps
Generally speaking, the further north travels, the wilder the
terrain B€€omes.

Ten m

bel

aft

cities of the kingdoms had r

TORMIS

the departure of the Elso

pry and learn that they have

occupy the more loutish elem

jor cities make up the major population centres of the
Civilizéd Kingdoms, | have dedicated awnfaﬁ’ldual section-to each
oW.

, N
|
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ANCHOR
Anchot has risen to power.as a majg
politics only comparatively recent)
Carjos Pestur_and his various
and to the Eastlands that brg
is /jprobably-the most cosm
place that views all peopl
than rank or title, is the

Anchors-riaore enforced

Anchor few alhes but the

course, of seven years, the once proud“peop
seen their wealth reduced drastically throyg land rights
wars thatithey have fought with Tormis. Afitiea did not win a §ingle
battle in these wars, mainly down to the incompetencefof the
Attiean gene, ed , tookdbribes from @rmishan
agents. Agai this Ca hedsta bat units in
Hestor, wherg battles of the city states,
and being ucrative profession

pursue, J
Dissati i i i ars-coupled wi

crippli he Second caused the
Attiea ) i in his place. This man,
named ’ i ea jout of the gutter and

D)

is regarded with suspicion-and waring
neighbouring cities, for he targets the blame of all Attieans.lls
upoh outsiders and foreigners, gven going so far|as to declare th

Atfiean the only-pure stock example of the human race. This

among | the rulers of the

ophobia may benefit ast in_the short term, but can only do
his city and Hestor in genefal a disservice in the long run.

ORULLPOINT.

- A

~_explorer;

=

Jaruli Point was originally lone of the most significant cities of the
Civilised Kingdoms, for it was here that a group of exiles from the
Elsopean empire founded\the first solely human governed
settlement. When the Elsopean empire collapsed it was the
Scholars of Joruli Point that helped turn the ch@es of the Civilised
Kingdoms into organized nations. Since thiose early days-we at

Joruli Have guided and advised the rulers g Civitised Kingdoms,
steering them towards a combined demogracy, free and fair for all
men.

Pesturs ceess of the famo

ally named Pest
€a and in
e. Besides being a
e is an important
the gold mined in

O

Honor. before the city was comp
his ho the city was renamed Pest
monu t to a long dead sailor, Pes
outpost of the city of Anchor, for it is
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be eitffer shipped to the Eastlands, or te“be transported™te_Eloran
ruck into coinage. Pesturs Wake is also an important sea port
own right and plies tradg’to the city of Essam as well as’to,
the northern reaches of the Edstlands. ’ \

\\
' 4
!‘/’/ ‘
the Stumips is processed and shipped to the great|a port, ready to

& An L -
/ MASHAN 1

\ han o . ne 2 = POR

fis run arious
te acertain part of the city.by
n stone table, known as t?\‘b-\

0 work in a fashion, although Essam
in the Civilized

adition came from is buried in the
\

\

\

\

of an old Elsopean outpost on Barchetta, a large island to the west
of Tormis. Mashan is knowp as the ‘city of pirates' , not surprising
given that piracy appears t0 be the primary function and reason
fot existence of Mashan. Thraugh the years, the pirates of Mashan
reached an un-written agreement with the other sea faring
cities of the Kingdoms, in thatthey will g ake a certain \
perceytage of non humanoid goods.froni¥a ship in re for \
giving that ship safe passage through its 3
This agreement has worked well until recéntly when a small group
of ruthless'tebel pirates have begun opefating from a secgt base ~
on Barchetta 4 Masham, have no ided"of who e

and where these r 3 they are /
allowed to much longer, then the e
honorable 5 e >
oF
e
és on the island of Scaeth, the east coast of the

Civiliseg ingdoms. It is an odd city, fof'it hasino government, no

rect. He is
, are aecurate. No one

) we; and t
pus, and could shift
, Hestor.

tion in the piplined
ptain Ragnar.

ound, the implications will be
e of power within, or even a
e-of writing there is already &
these theories,led by the famg

eriously, due to tifeir )™
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- OTHER PLACES OF INTERES

THE VILLAGES OF THE @IVILISED KINGDOMS
Besjdes the large cities and towhs of the Civiliset Kingdoms there
arg also many small-village cattered through the land. Most of
which; such-as-Greybrookefare farming and fishing communities, \
ich serve the large cities. Described below are'some of the more \

)
usual small settlements that deserve attenlon within these \

i ' ity near Eloran, founde

Vorsdi is a small intellectual co uni
varibus scholars who were diss sfied with what they viewed as’ a
|n overted and anti= progre ve attitude of Joruli Pomj( As yet its
ive than ours at Jotuli Point, and the

here in the true city of Scholars. N X i

pages DtHa-0e-a am or-a

00 OOK"~

ELORAN

RADE TOWN /

Elbran is. the city of culturg and art, a highly refined place where as the northern-most bastion of /

being rich means everythingy The greatest exponent of this is t: ‘
towns prince, who spends his days in endless rounds of partles a
social occasions, having little tir . .
this facade of revelry and decadence lie
fe with ‘'organized crime and rackgtec
loran to it's knees Other citi

ie Northerp-Rangers,
some sort of law and
states. At the m@ment
h and have yet'to be
ities in the'South.

\ an info

order in
O X the Range
recognised a

O// . The Camp e a coll sand several other tiny,
~ hamlets hich the freed descendal e Clansmen taken, in
the sla raids of Carlos Pestur scrateh out @ meager existence.
Unablé to return to their ancestral hameland in the Clans, they
have built their homes as close to it as/possible, and consequently

the Camipps sit right up against the wa




ingdoms. Cooltag
upon the €ntire
d is mined.

THE SKULL MOUNTAINS

tted-around-in-several-of-the-more-obseure areas-o a
there stand strange stoné hills whose shape seems to be carved
into that of a non human\skull. No one knows who created these
great manoliths, or what function they perform,/and as such they
sefve as ane of Hestor's great mysteries. Speculation abounds that
these were constructions of theKzzir, but there is no real evidence
available to substantiate this theor

SORAMUTH

To the west of the Civilised Kingdomsflies the great islafid of
Soramuth. Once, many.theusands of yearsiago it was the homeland
of the Zoranj iped oUthin a bloodywar with
the Elsopeans. 5ig geen 2 blasted and hunted
land upon whit give the island a wide

hout a trace, some sg

, others insist @

gfous rocks.
few survivors, and

berth, for
they arg Sw ed
strange ts from the island gulde s!
Whatey@r caused the ships to wreck, it
none able to fully explain what happeng

@,

s of Magik and.its origi
technical information:

~

d simplified version of ‘the
introduction to a technical thé€sis on the nature of the varigu
S. For the sake of s#mphcuty much of ‘\
\been omitted, but Fven as it stands |

MAGIK

Everything upon the land\of Hestor has an aura, a maglcal ‘/

presence which binds it togethe

that person to produce variou .
ot be possible under the normal rule

necessarily me
forms of mag "l )

zardry is the simplest and mo
I it is less mentally mtenswe t

1 as Hedge

imonly found form of
ther forms. It involves
& from the mixing of

\



diffefent property which can be harfiessed by theHedge Wizar

ELEMENTALISM
Elementalism-is-the-art-of Summening and bmt}mg entities from
the six elemental planes, n mely nght Darkness, Flre Earth, Air
ahd Water.

DAEMONOLOGY
Daemonology is the art @f summoning and binding malignant
otherworldly entities known, as Daemons. A difficult and dangerous

aImost any object ifito /

gems which prov
O






