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employ of the greedy Duke of

Chartraine began to infiltrat




secretly reverse the process did the Alchemal euphoria end.
Many an unsuspecting monarch opened their chests of gold
only to discover piles of useless lead, and the resulting
unhappiness finally brought Kyrandia and the rest of the
world to their senses.

One short and chaotic generation later, Queen
Thelia the Strict engineered an agreement between all
the nations restricting the use of Alchemal powers.

During her lengthy reign, she also created the
Royal Order of Kyrandian Mystics. One of the
o '\ three original disciplines organised was Alchemy.
d e Centuries later Alchemy and the other
— Mystic arts had practically disappeared, and
E_ without the frequent use that characterised
earlier times, much of the arcane knowledge
that had been so common was forgotten. The title of Royal
Kyrandian Alchemist became a ceremonial designation, and
the occupants of the office were more often than not relatives
or friends of the crown.

The resurgence of Alchemal studies started just after the
Mustard Age, when Lynda of Werbane assumed the Alchemy
seat on the Royal Mystics following the mysterious death of
her brother Veknor. Unsatisfied with the confusing
pronouncements regarding Veknor's demise, Lynda re-opened
the research laboratory that had been forgotten for so many
years, and vowed to discover the cause of Veknor’s strange
iliness. Although her research was highly unorganised, and
did not in fact uncover any new facts regarding VVeknor’s
troubles, the re-establishment of an Alchemal research facility
would indeed bear fruit in coming generations.
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In modern times it is well known that all the
great Alchemists have been women. Lynda was
the first in a long line of famous Alchemal

practitioners including Doris of Werthbane, / }
Cecelia the Wild, the extremely popular i "
Winifred, and most recently, Zanthia. “‘
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Using a Mouse

...or clicking around the world.

All of the game playing activities in The Hand Of Fate
can be easily controlled by using your mouse. Only the left
button is needed. The middle and right buttons are not used
in this game.

The mouse is connected to the pointer arrow (cursor)
on the monitor screen, and any movement of your mouse
will result in a corresponding movement by the pointer on
the screen.

You play the game by moving the pointer to an area or
on an object and then pressing the mouse button. The main
character in this game is named Zanthia. You can control the
activities and even the fate of Zanthia by clicking her around
the scenes in the game. Click on the left side of the screen and
Zanthia will walk in that direction. Click to the right and
Zanthia will walk to the right. In many cases, Zanthia will
walk to the exact spot where you clicked. In other cases,
Zanthia may not be able to walk as far as you wish.



In those cases, Zanthia will walk as far as she possibly can.
You can often re-direct Zanthia even as she is walking if you
change your mind.
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and then appear in the adjoining scene
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bjects that appear in The Hand
or example: you may make Zanthia pick
floor in her home by positioni
and then clicking. Th perries w
This is an indicati@n that the Blueberries a
possessmn oving the mouse will now allow
Blueberriesareund the screen.
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employment of various objects is necessary to solve some of the
puzzles that Zanthia is likely to encounter. Zanthia can eat the
Blueberries, which she will do if they are clicked on her, or she
can give the Blueberries to someone else to eat, for which she may
receive a favour in return, and she may be able

to use the Blueberries as a Potion ingredient by placing them in
her cauldron.

There are also a number of active areas and objects in
The Hand Of Fate that Zanthia cannot pick up. Clicking on these
areas, and clicking objects on these areas will often initiate actions.
For example: Clicking on the rumpled rug in Zanthia’s home will
cause her to find a Flask of Water under the rug. Zanthia can drink
the water, and will do so if the Flask of Water is clicked on her.
The empty Flask can now be filled with other liquids. Outside in
the swamp, you may have Zanthia fill the flask with Swamp Water
by clicking the Flask on the water.

Most of the other characters in The Hand Of Fate will speak to
Zanthia upon meeting her, and can be prompted to converse at
greater length by clicking on them. Some of the characters may
require that Zanthia bring specific objects to them (and that you
click these items on them) before they will continue their
conversations.
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The Game Screen

Options Message Inventory Zanthia Inventory Spellbook Cauldron
Gem Bar Control
Wheel

The game screen for The Hand Of Fate is divided into two
distinct areas that are easily distinguished.

The upper portion of the screen displays Zanthia in her
current location. If you move Zanthia far enough in one direction,
the game screen will change to display her new surroundings. You,
as the player cannot view any other areas of The Hand Of Fate unless
you move Zanthia into those areas. Access to certain areas may not
be allowed to Zanthia unless specific game puzzle conditions are
satisfied. For example, Zanthia may need to find some gold to pay
Breuth the ferryman before she can cross the lake and reach
Morningmist Valley.

The bottom section of the game screen has four parts. On
the left side there is a yellow gem labelled ‘OPTIONS'. Clicking
on this icon will pause game play and activate the appearance of a
menu that shows the choices available to you. Further instructions
about your options concerning saving games, adjusting game
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Saving Games

Clicking on ‘Save This Game’ in the main options menu will
activate a display of the ‘Save a Game’ menu. When you save a game
— that you are currently playing, you may
ﬁ place it into an empty slot, or you may
Eoslsdra s - put it into an already occupied one.
e " Saving a game into an already occupied
slot will replace the previous saved game

with the version you are currently saving.

E2

Eancel |

Clicking on the scrolling arrows will allow you to move the
list of your saved games up and down. Selecting to save a game
will activate a name box into which you can type a name for the
game you are saving.

As a matter of practice, it is advisable to save the game
frequently as you progress. It is particularly advisable to save
your game before you explore situations that may be hazardous
to Zanthia.

- Wlthln the Optlonsmenus you Enter a description of your saved garme:
will also find a screen which will allow opening the maill
you to erase any of your saved games. Save | [ Cancel |

NOTE: If the Empty Slot is not present, there is not enough space
on your hard drive to create a new saved game. You may erase
previously saved games to make room. You may also choose to
save a new game over a previously saved game, but this will
permanently replace the previously saved game.



Game Controls

GFame Controls

Husic valune _-—————————[l|— %
Sound volume - [[|—#
Halk speed - ([[|—*

Text spead [ ——T"

HMain menu

Music will allow you to turn the music portion of the game
on and off and adjust the volume. (Your speakers or input jack may
also allow for volume adjustments.)

Sounds will allow you to turn the sound effects portion of
the game on and off and adjust the volume.

Walk Speed will allow you to choose a walking speed for
Zanthia. Click on the sliding bar to adjust the walking speed.

Text Speed will allow you to adjust the text display speed.
Click on the sliding bar to adjust the text speed.

Virgin Interactive Entertainment (Europe), Ltd
2 Kensington Square, London W8 5RB

Customer Services Direct Line; 0171 368 2266
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