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) usand years ago
d most contact wit humans of the

mpving through the Bordeér Peaks from Elsopea, laying waste to
everything in its path. The large and experienced army of Tormis
thraw everything they had agaip i
avail, Outlying seltlements wew
grourtgd, and soon the foul army wassl
itself. Appeals to the other cities of the C
blank, they wanted the time that the

. gtloms drew a
ege of Tormis gagge to

prepare théy own defences.

Alone and w} . ‘ aide fro eir neighbtrs, the
beleaguered - ahd wait for
the inevitablg

Captain Bustavus of
ed before the dity

It is now -
.. the Imp Tormishan Gu :
councilfho have hatched a despera
ageing@iders look tired from long
obvioU§ithat whatever they have lined
cham in stands, clears his throat, a g

deliberation, it is
heir last hope. The

they Wave apparently laid waste to
they/are now turning their atten

Youf charge Captain Gustavus, 4
qugstions,




JNTRODUCTION

This/manual serves to give.ygu an intradudtion to playiqg
Dagmonsgate. The text is rather’verbose, but | 'uj:ummend youqa
theough it at least ence so asA0 become accustomed to playing the
agme and avoid needless-fryistration. There is a cqgmmand summary
agpide at the back of this hbokiincase you get stick, bat once you

bt intp the swing of things.you should haye rio trouble in

...... -G RE-EVELa ik

liking then select

_ you first play
Dpemonsgate, and shouldfalsa be run each timg to re-configure

GAME (PC £t COMPATIBLE)
ISTALLATION

and run the INSLALL program og

ppear, the optidns on

2. CHANGE [ Sallov ; e drive_gitO which
the game i i hetd : Um of four
megabytes g =
3. CHANGESP? d tthe Daemonsgate
directo - : default will pu

| 1.2 ADLIB,
1.3 ROLAND.

2.1 NONE (recommended in 1.4 g8
.2 MUSIC ONLY.



L DEVICE.

1.1 KEYBOARD.
1.2 MOUSE.
1.3 JOYSTICK.

~USERYL !NFURMATION

The mfurmatmn in thrs gtion was put here because it didn't seem

téfitan b e ndom-bits-ol-ussen

strung together II may st
hbve not read the rest of\the manual, but don’t worry, it will all

muke sense.

you tt a menu where you can either Selg Bther screen to-go tu.

or retubg to a previous screen you have vi

Pressing eseape will. sg_return you to agprevious screen. fikcept
land travel ar . have no jous SCreg

All taded cog cannot be highlighted
are curre to-puti-down menus
and me : i SCTEEns.

Exampl@¥ou try to enter trading mod nt in a shop, orina

shop thal is closed etc.

Any relgvant information from the current screen will be dlspJayed

important information is need

The blurb in this man mes that you arg using a’ mouse.
K¢yboard commands are shmmarised at the bagk of tHis booklet,
but if you have not got a thouse, you have mi.sympathies.

times the text will refd to the ‘CURRENT" character. This is the
ptrson whose cameo is shown at the bottom right of the land
trgvel or town travel screef, When you perform an action it is the
Lulrent character who is assiyned to be attempting the task.

i the group 3
. wnthnut

d to Gustavus' :haracter shé
menu at the top of the cu
ws a picture of the adventu
various personal details thg

the:
sheet
along

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




within the game environment of Dacmaonsgate.
First #mong these abilitics, and th i =are the
chardcteristics that define thagpersons. me al and phy

capgbilities: These characteristigsl-and their functions, are:-

epresentation of a characler's raw
ons require a high strength befare they
with-a high strength| can inflict more
wl‘ﬂFﬂI‘!‘.

STRENGTH: Strength is-
physical power. Some wea

can be used. A characte
damagewith haond to han

nake peaple liste

REACTIONS: Reactions are -l.haratlrrs speed. People with high
rgactions can run faster, hjt sobner and notice thgs qulLIr.n:r than
tRose with low reactions.

DEXTERITY: This is a represgntation of the character's ability to use
his or her hands. A high\dexterity is useful for dodging and
deljcate aperations, such as lgck-picking.

ENDURANEE: Endurance représgnts a cha s reserves

cnerdy. Characters with high endirapce #ife more slow an
those with a low endurance, A character's atigue points
are equalto a character’s endurance.

WOUNDS: Wg ; much sical punisiffent a
character's b i i are based

upon the wo

10 : Thisd
how m3

i measure of a i
kills a character can posses

jgence. 10 influe a

agikal energy that
ody. A character's

MANASA character's mana is the amog
the pe can channel through his

O

ese statistics never charlge, unless under the influence of potions
that can temporarily enhafce the faculties of a character,

Statisties:that do change ard shown on the three bars next to the

carjeo boy, these show youkcharacters current magik points
fatigue points and hit points,

;_higher. the mana, the more m;
gllt. poiats a character has, the

ugh, Lhere is 8 way
ctly how to do this
have lost most of



i points you wiIIl ﬁnd their effectiveness in combat will be

cqdined throughmedical
€-end of a battle by charabigrs
guipment), wttl? potions ( whit
') or"through natyral healing while
ng or sleeping. These lagt two functions are rformed while in
the camping screen and a cxp!amed in that thxter

as mmhat and travel, the amount
xertmn required to do the task. When

is sapped their movement slgw
is tailored to the most fatigugd
: of the game
apter on CAb

Fatigue is
sleep or rest, 2

ise in specific fields such d
uiting party members from 2
ced range of skills, you wil
crack the secrets of Daemons

e land try to I]L‘T a
wide sclection of

A charaglter in Daemonsgate can possess the folloling skills:-

THROWN WEAPON : This is the arjs6f throwing gffensive weapans’
sucll as throwing knives, spearsfayelins etc.
FIRST AID': First aid js the ski of patching up wdunds quickly. It is

sihilar to the physician-skill| but is quicker angl heals fewer hit
péints. ™ /

26 A . 0 ' n . P abs
LA \ & H Yt L *la AC 0L L1 al N O IMESS

ill covers the usegf all
grp edge. This ig@fudes

weapons fro large Bastagl Sword,
which is abotft t} d in one
hand.

ONE HANBED CRUSHING : Dme ing covers weap
that dgii§ot have a sharp edge, nn_hes

capabifilies to inconvenience your end

5 category mcludes
weapofi§such as Maces, Flails and clubs

O




FORAGING : Faraging is the ability to search for and find various
edibleerbs and plants in the wilderness:

HUNTING ; Hunting is the skill g

tracking and-trapping animals
thy wilderness o provide foogd],

easure of a charadter's "Wilderness
high. survival skiH kriows' how to look

SURVIVAL : Survival is a
Spvwy', a character with

n LORE = This is the ability to summyg

61 Daemons.
ers with this skill can use

aemonolgy, seggthe

: This is the ability to

two handed edged weapon & with this skill can use hed

iring a high strength to effec




. This reflects the

INEPT :
f /NOMICE. .
POOR.
| MEDIOCRE.
AVERAGE

[RAINED.
GOOD.
EXCELLENT.
ADEPT.
MASTER.

Only & master in a skill can train ofhegs, thul characters with this
level oRexpertise can be very useful in youfart

Charact skill*levels can be improved@falbeit slowly, thgpugh
training ahd practice. This is done whilg camped downnd is ,.
explained in dgg :

Above th : giving you acce @
comm that allow you to dismiss ifacLe of she
still-al i@t is assumed that the charad it on good terms. [f

the ch
his or

er is dead it is assumed that
bady in a ditch.

of the group dump

O

TOWN TRAVEL

Towy travel is the core section gf"the game, where most of“the
intgractiof with the populatigh of Hestor takes place. It is afsd
yopr means from getting fropi/A to B

THE TOWN'TRAVEL SCREEN,

ohto the game world. Here your group of heroes is‘tepresented by
the character that stands in the middle of the screen. Other
characters in the game woyld can be seen wandering about you,
going about their daily businkg

en the moon is jif the

when the sun | the *
ventre it is O
Besides the X : akes v [ tens of the
gamc there ag o town travel.

The first g
objects
in the G
The o
with
not lo

here-you can pick yg
ds is fully expla'

pve various uplions
ly). Doors that are
d-automatically open whe urf@haracters get near

O




fui
¥

t_hcm athers need either keys or must be picked

by a skilled thief.

neet
of Igck picks. : |
Logks vary in their-difficulty,/and oecasionally ygur character may
break hisor her picks while frying to open a rcuI:I complex door.
Next on the doors menu fs the 'UNLGEK' command. The current

|5h to ﬁeter snoopers. It is also usl:ful in
the game. Note though that you need

¢ or cursor_ke
85es, villages,

The ti

day is quite important in ansqate—People will bt
found @different places around townfdtlringithe day, and shops
are gemetally only open during dayligiShofis. You can tell the

rolling picture of

O

ate time of day by looking hg

BB

night aptl day at the top of the screen.
You cgn also get a reasonably accuratg
askiflg people in conversatio
appfopriate chapter.

idEa of the tim&ofday by
but that i1s|covered in“the

-HUILDINGS

To enter ar exit a huum g in Bacmnmgatr jtJS walk through a
rmquh_m doors_m eithi H
-th vaults and secret hidé outs, or becau:»e the owners are ahsem
a3 with shaps 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
F:l e, or someone skilled in the arts of lack picking.
odrs that will not open and\are not described g
usua{ly belong to private residénees, into
reason to intrude, so entry is not po
To go Up or down stairs just move onto tf
be taken Yt the next floor.
Some |acafigns also:haye
DOWN] that ty
to the next 100r,. |f-thesk 3 ;
(UP and DO ficult sty 7)

being locked
you have s

nd you will

ifts. If there is @ply one directio
ill be adbgmatically

P or

ported
of travel
oose from you will be

O~

arious settlements
it 2 wide variety of
t, some useful, and

O.

There many shops to be found aro
of Daefi@nsgate. From them you can
e of which are essential to
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others ghmpletely useless.

To buy something you first need to be"Stood jeither g shop

duriny opening hours, or by a maset stall, agaip during ope 0

houts, or in.a Tavern. Then getly lead your-mouse to the EX

mehu, and select the BUY/SEWL option. If this is un-selectable then

yau are not satisfying the gonditions mcntianccl above, so either
bit around until some reasonable hour, or find somewhere that is
ore obviously a shop.

A b o b nd_se il oeners he _obyio pm.th

¢o of your
e or she buys goes ity
that charag j-only sell-thirigs from
his or h

Below i i : . her what-+ rs
or ‘wh Mipkeeper. Which of
these | t BUY or SELL from
the me
The hof

At the top o
currently seleg

splayed depends an whether i
next to the characters name.
0 right hand corner of the

shiows how much gold

and copper your character has avaﬂahlr
Below/the cameo is another menu y
'HAGGLE' available Lo the player,

At the bottam of the screen is

backpack. See the chapter on objects
this.

In towns, the wildesm Wiea pilo o anywhere
and rest. Instg pdgings at an inn. Thisis
done by gieet from theé tradin
sereen. 0 31X hours of ¢
acliviti t e o
travel en and select the 'CAMP' optigl tht: EXIT menu. (If
you arg@linable to select camping then agbe because you are
not infthe lo@§ings, they are nat
transfefgable.)




“answering yes lusually takes yo
nless the exit leads to an adjoining
imes-you may be as'r:d this when you
ate nowhere near the edgd of tawn, do not pani¢, you have found
secret locations in thf game!

.

OBJECTS, THEIR USE ABUSE AND FUNCTION

There are many objects to find in Daemonsgate, Most of these are
usaful for one thing or anothgr. Objects can be distinguished from
town travel background scenehy, by their black boggder, but if yo
are Unsure then try using the 'PIRK UP' commaid from the oby
menuyIf you'are unable to pick up afaljcdl try getting eldser to
it. If thire is more than one object in the WCTATYtER you need to
select PICK UP for.each individual item.
Once in a Character's.passession an objectlls transferred in
her backpac - NVENTORY SCREEN:-

HETN : EN ;
Inventory screen III‘I il character go tg @

and choose 'INVENTORY, ob

is ar

To enteg
EXITm

{Ince in/the inventory screen, you can click with your left mouse
buttog on one of the body locations ga-te pictdre of Mrewyarrior.

This Brings up the inventory for thatarea-in.the top inventory bax.
Likgtvise clicking on a location fith the right mouse button bring
upjthe inventory of that locaffon in the bottom bpx. /

Two inventory boxes are_nfeded when performing functions like
‘USE'. ) /

an store up to thirty-two items.

sually used to hold your weapons, as all
evright-handed,

¢ item here.

's money-§
. d h

icking on thfs
many copper-gicces

ammunition for jws or

HEAD: The hagg
head armour'é3
CHEST: As far, an be placed here,
ARMS: As J 1 3 he placed-here.

LEGS: Asy armot B8\placed here.

The ca refi does not-sho .
charac hose inventory is being exa d¥l'his is shown by the

name ve the picture of the warrior) ilithdfithis box is used for

peopldihom you wish to use item ofgive items to. The

O

gn, objects gaf€r than




re cycled lhrt:-ugh b\_.r clicking the right jmouse button on
s that

are- sughtﬂf your characters jn {his box This allows nb;ects y e'

givgn to these people.

Finally there are the commapfds, six of them, eath pErform.mg an
important function which-isSummarised below -
1

1) USE = This command is in ordcr from your character to perform

ﬂ‘ni‘i'“_il‘ tunctinn with_an ohiect. This degends upon. the o hie

bt will be fairly obvidus. ie, using a potion will cause the
character to drink it. An dbject can be used in one of four ways,
these are:-
a)\They are necessary for Sgme game function such as hitting
thigs, spell components ete.\qnd eannot be dircctly used in the
inveqtory screen, This constitules'a Jarge part g game ohjects!
b) Th gbject can simply be used withgut afiErget, for exarple a
DaemoR amulet, which when used will relf an. { Only if
there is 0ge bound in there in the first plage).

¢) The objégt has to.be used on a personfihis includes thighs like
potions, Selet hiect to Qg used and cycle

through thé®an 1t until the
required persg ' elect thal face with the
left mouse g that persan.

d) The of 2% his is quite rare, @
ome of the game puzzles.

is used
2) GET MAND - Selecting this comi@pd @id then selecting an
object Wl put that object in your chara yht hand. If there is

alread abject in his or her right ha et will be dropped at

&

EAR COMMAND - Used
imatically be removed.

Similar to a dagger, but wit
s easily convealed and is the fi
ins. It requires one handed ed

blade and a sharp
weapon of thieves
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ged weapon is abput three or four
standard weapon fpr most warriors
gdoms, It requires one harded edged

BROADSWORD: This double
fept in length, and is t
tHroughout the civilised
skill to be used effectively

as a shgrt sword, but can potentially inflict mofe damage at the
expenge of speed. The handaxe is the erred seconda

SCMITAR: A scimitar is a cury®d broadsword with only the outside
e sharpened. ILis a" r-weapon in the Eastlands: It's use
hs been adopted by th Aricharian marines nd is now their

sfandard weapon. To be uged effectively-it. requires the one handed
- ru-r| skill

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

RAPIBR: Rapiers are long thin one handgd sulfds that are yery tast
in use,put they are quite fragile and thu ta parry
really hégvy weapons such as two hanfled swords. Rapiegg are

preferred ty, fighters who prefer to rely o their agility rathg¥ than
armour in comb : 3lls undélthe one handéd edged
skill,

MAIN-GA . : dagger with extended

quillons

ing blows. Use of
main g . Kl @

HANDSRE: A handaxe, also called a §@ch@l is a small hafted
weapofifthat doubles as a tool. It is us ut the same length

AYMORLE: A Claymore is'y large, heavy sword that can only really
bg used in two hands by Spnteone with,a great! deal of strength,
Thg Claymore is the weapon\of Clansman nobles, and is renowned
for nflu_lmq terrible wounds. it has been known to slice a man in

cause horrific injuries
. To use a greataxe it is ne
ged skill.
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in one hand, and
can bf anything from a crude iron_bafto a highly Hecgrated
ceregionial piece. The use of 3 mae falis-undet the one hamdgd
crughing skill.

MACE: A mace.is basically a metal club wielded

MORNING STAR: The mornifig star consists of oe or mare spiked
etal balls which are condected-to a wooden haft by 4 length of
rgpe or chain, It is a brutaf and effective weapon that is difficult to

. .
ORI - b ne_ Mmoo d =4 - [l wi a1y allyl

CHLUB: The club is a simplc wooden cudgel used by primitive people.
It s usually just taken stralght from a tree, but it is sometimes
found carved with intricate pakjerns.

HAMMER: The hammer is more commaply ugltl as a tool bus-hen
its use can be turned to hurtin@*pesple~ttheeds little
strength o wield, and one can be found W@ hand almosL anywiere.
Its use fallSwinder the one handed crushin@skill.

WARHAMM :
longer haft ag as a spiked one_ It is a
favourite pd-something that is

effectiv : der the one han@/
Erushin . e 1

FLAIL:
star. It

, butl has a

b flail is basically a two hand@ilivefion ot the marning
quires great skill and strengtio USe properly without

O

crushing skill.

WAR MALIL: The war maul is4 large version of t+e mace, basically
rge metal ball connected’to a long wooden haft. It is wiclded in
two hands and requires g high-strength to usj properly. It is a

cfude bul effective wegpon and falls under ]the two handed
r uthing skill -

GREAT CLUB: The Great club is basically a large lump of wooded
wielded in two hands. It is 4 very crude weapon but in the hands of
someane or something with 'y great deal of strength it can be very
deagly. It uses the two handed\grushing skill.

staff with a fire hardened t
rs are commonly found amo
easy Lo use. Its use requires arms skill.



e __mounjed at the tip. It is a-light weapgr

e

NAGINATA: The‘naginata is a long staff with a_large sword blade
Ut requires g ill to
Eaponrin the Attiean militd :

he ustd effectively. It is a popular

TH DWING DAGGER; This spgdially weighted dagper is designed so
thht wheén thrown it witk-bit point first. It is useful as a backup
fissile weapon. Its use falld under the thrown skifl

1'.I..|'|:o'l'| QLD LN
yeed next to no strength m use. They
Nskill to be used effectively.

ing
| an
cffective missy

SHORTBOW: missile weapon of the
hunter. Wj Jd@from cheap-wood it is
. effective i ne_arimls, Bt it stands up pu
againsy@avily armoured warriors. ndertheTiiis:
skilf.

LONGHEWY - Almost six feet in length thigew Bbw has a very heavy

less t
excejlent penetrating power agaipst
use Lomes under the missile we

rd is a particularlgfine

weapon | 50 that Dac s or
elementals caw

POT HELM: T gffective piece of head
armour avg H-which-fits over the
head.

PLATE BHIRASS: A plate cuirass consis a Bteel breast and back
plates ell as special guards which pt@iect #e upper Lhighs and
groin, #8is-the most effect, expensiv d leavy chest armour

availab




0 Plate greaves bu,lt these cover the

offers-reasonable protection.
ctiveness from hard leather.

CHAINMAIL
steel rivetted

Ld]hr a sleeveless

chainmail and cover the legs down to the ankles.
SCALE/SHIRT:' Scale mail is the next stefon from ringmail, with

etgl plates rivetted onto the cather as-oppased to rings. W is
quife heavy, bul reasonably cheap for the protdetion it provides
Sedle mail is better than ringgfiail, but not quite 3s effective as the
alf metal chainmail.

is the simplest form jof armour, made

FADDED CLOTH JACK: This
i k. covers the Torso and back

Liff leather arm pieces are made in
jacks, but t fite shaped and
arms.

SOFT LEAJHER CAP: This is a simple hapf leather which pffers

HARD LEATHERTCA 1 ; d vefeTh Bove.

CLOTH VAJ
onto a g :
amouny rotection to the arms,

peves can-be Strapped

nd provide a s @

ced by steel rings.

O

RING CAP: This is a hard leather ca




eeches that have

QOD: Characters need to.glt, and there are mafny difr:runll typ?s
of food jn Dacmonsgate, rghging from the bland to the exotic. If in
nbed characters can hunt for their own food, this is.covered in the

majpe chapler

DRINK: No inn would be domplete without its aleoholic bﬂ{cragef-.
tHe staridard ones being Wine and beer, the best of which are
bréwed in Tormis and Essam,

ceded to palg™p light woupds
bandages, oipients
use of a

FIRST AID KIT: A first aid kit is
after 'y battle, It consists of an assortmgnt
and payltices, First aid skill is needed to
first aid kit

THIEVES TOOLS
using a key.
pick skill.

sed to Mgk open lockaWithout
2 cal the lock-

DOCTORSKI: A doctor's kit rehensive versio @
the fir d kit. As well as the items -all alsp be feund in
first a1 the doctor's kit contains calllérisiig irons, scalpels and

other Slfhical instruments. The physiciaf® skill is necessary Lo use

the do@lr's kit properly without harmi e @tient.

O

POTION/BOTTLES: Potion bottles are needed to s
they have been manufactured.

are potions once

INCENSE BURNER: An incensedurncr is needed to burn incensh
when summoning Daemons,

INCENSE: Incense is used when summoning Daemons, Some of the
any different types of infense are readily available, other are rare

ter demonology is given in the Magik chapter..

EO_OES [ Qll L] [1LCL aeedcd

SACRIFICES: Sacrifices, likk incense, are essentjal ingredients in
'ilc onolggical summoning. Sacrifices are usually rare preparations,
offen quite expensive. Sée the Maagik chapter for more

HERBSY There are over twenty differe bs-wrsetl in Hedge
Wizardryysome of which are very hard talfind. You can eithe buy
herbs fromhspecialist shops or forage fofthem in the wildBfness.

More detail & herbSiis given in Magik
chapter.
BOOKS: pround-the tand. Same

of thes ide vital clues™s ely texts on vari
subjec at you can utilise ta h ils=ofy
advent@igrs. This is detailed more in thé Mg scction, where all
the diff@ent forms of training take plag

O




A¢ well as opening locks by picking them) you can use the
gbvious approach and use keys.

lade that has had an clement

ELEMENTAL SWORDS: This is
ns are described

bopind into il. The specific effects af these wea
injthe chapter on elementa

r you are going to get into a scrap.

some point or anoth
Athﬂugh Guslavus is urider order to avoid combat whenever

¢ |ncwtahlt‘. and groups of bad guys (

. right-hand side of the comba

yellow bars, th
points and t Lrbk

d one of the ca
ght mouse button gives a J
d state of health.
ou click on one of the bad g
sstate of health and abilities

Clicking/on a cameo of an adventurer wuth the

gives
comghands are:-

et mouse button
he command list, left to rig il

a) WAIT - Your character hafigs around a whil

regain fatigue.

e, this is used to

b A]TACK - Select this

OR an apponent

combat or wh

e} USE - This
potions, Use
inventory

f] SHOGQ

T the fum:l:un on the

or she runs out of

characl@lf will shoot at that opponent
ammughlie target goes out of range or

of sig

et goes out of line




3 make his or her

h)/CANCEL - This command £ancels the menu.

THE MENUS JON THE COMBAT SYSTEM

COMPUTER- This puts the cymputer in charge of your adventurer's
colpbat strategies. Uscful n low pnwrrcd confrontations, but

o use while under
. Again, quite casy

all the combatants
withiin it. Those shown in blue afe your good quys, those shows |
red are the baddies. Clicking he left mouse buttpn on any part of
bex centres-the-main -ared-around that p r'uint.

START / STOP ICON

This begins or pauses combat, allowing you ta stop at any time and
ra-assign orders to your trdops.

ESCAPE OPTION

If yo\y don't really go in for all outgung ho agh then during the
setup 'of the game you can choose td the comb ape
flag. Thig means that when if are drawn igllo @ combat that is not
essential 1o the advancement of the plofthen you can quilfthat
conflict by Sclecting ESCAEE from the confiols menu.

If your pz g given the chance
loot the { etimes nan_p @

uppong A prove essential to
yourg
If an
tomba

n during the post
is or her character

O




would be an jdeal time to us
nity you will get rj bring deceased

ependent of your actions
e world will tailor their @

rgracter. simply sclect the f.'
genu in town travel and you dre

: the non-
ion with, By clicking-on
an cycle through t
s when you entg
tom right-hand corner of th is a cameo of your
aracter,
s camea is the message bo

all responses from

o

the chayacters you are talking to appear.
Just aWlove this is the temporary word hex;
Dowp the right-hand side ‘of th
Keywords are wards or phrases/f
Dagmonsgate about. At t

gywords to choose from;-b
K \rwnn;fs are divided up i

rTnteresting
wnl} bc obvious g the
these words your
with the lefmouse

potentiahkeywords crop up in the text (t
keywords ‘wre highlighted), !,'uu can a
temporary :
button.

If the text is
by using t

ou can scroll through it

teresting words have bé d i Ur
ou can then go on and as n-player character
se. This is done by simply clickifig ofifthe keyword in the
word list. If he or she kngl#8 samething about this

O

Once a
word

aboul
tempol




ywords do not have tg

racp

“PESTURS WAKE" and| pub,

one gf the bar staff. Go to the "Th&
'INNSY The character should give yobra
in the Tormis area. Try clicking on the
taverns With the left mouse button. Th
temporary word bo Then try asking the
these keywords a list. YO
the charactePHas)qjvanua RE

permanent w
Finally at
the playg

ASK.TQ
in join
it youl

m@y express an interest
your band of adventurers, ot m@ay cxpress an interest
willing to perform small f@8ks@or them. Asking a

acczp;{v’a place in the party then the Tthde
yroup roster, You cannot ask a pegs6n to join thel party if theresg
alrcady eight people in the grogg, you must first dismiss someone.

G@S5IP:Much useful infgrmation about the goings-on in a
syltlement can be glea
Selecting keywords from

yv-as ASK _AROUT
more information.

'.

TIME? This will prompt thg non-player character to give you a
rpugh indication of the time\of day, this is more accurate than the
davand night box an the towk
YOURSELF: This prompts the clra Apeits 3
Iitl:&boul him or herself, This can be.anytj Blunt
S¢ to a full length life story.

the character’s re

spn»hses

and TOWN TRAVEL
this is similar to the

ed from simply gossiping to people.
done in the




ut/keywords you can-review t el
otse. cularly-noteworthy responses

Besides/the mafn game window there are two!other impaortant
areas gn this screen. First there is theweather box, Showing you
whay/mother nature is currently pfowing-against your party; and
secgndly there is the lime box #forking in a similar fashion to the
ong in town travel. The typg’of weather heavily influences your
party’s ability to move in Ahe land. Bad weather coupled with
rjugh terrain can make progress through the langl both-travel slow
and difficult. The time bgx shaws the tycling of|days from day to

ght the faster it is méving the clowes vn adventurees are

on 'of the game known _ reen Is quite
different from TOWN TRAYEL First the scale of ﬂ‘n‘:‘ map is 1al;gtn
showing whole settlements, cities and other locations, as 'wel als
the geography surrounding your group for several miles in each

irdction. Some of these featyres, such as hamlets and solita

wish to enter, ”
} _ppampf‘ﬁsk J

g on YES will take
NO will leave you

right up to the scttlem
ish to enter town? " appea

aving, Slow movementlover Jand travel could mean one, or a
cgmbination, of several thipgs:

al You are travelling over rolgh terrain such as hills, mountains or
forst, which take longer to trayerse than normal terrain.

b) Thé weather is bad.
c) The adventurers are tired and need 1o ¢
fatiguc, égpecially over inhospitable terrai

pends their

As mentiog ill-see-other travellers

in the I3 ente ds. By moving ug to
these gf@lips you will encounter wh hatever-they 2

Sorme just innocent travellers whalill W8ng around a chat,
otherss@@uld be dangerous raiders, mphstets or even Daemaons,
after dthese are dangerous times, ty® of encounter and

O




will b&hastile.

TRAVEL G. BY SHIP

etimes having to
hat will take you
oyage has been

You ckn set camp anywhere when travelli
purchade lodgings if you wish Lo rest whilg
Campindyis based around a period ofisix hours knowgias a
'WATCH'. Dyring a watch you can assigifione of several § to
each of youb ; asks rampge from sle@ing to
recuperate lost fatig athe affoont Alning.

There are th : screen. The left menu
contains 3 undertake to develop
themsel

S FORAGE

HERBALISM
ELEMENTALISM
DAEMONOLGY

HUNT

REST
[ SLEEP
: GUARD

iMy the right
muu5c b tmn on a task will assign it t@all characters w

g. After selecting a chara
tn select a skill in which to ¢
mply by practice on your o

e skills rannnr he
r can be practised
e are two of you.




d ones by reading
the character to
book from his or

perform this command yg

an elemental in the six hours of a watgh. See the magik
for more details,

DEMONOLOGY

te skill and equipment can summon
six-hours of a watch. See the Magik
|

HLINTE

a skill significatly by reading books.

r with the appropriate skill 3

LR A5 5

success of the hunt depends partly upon luck and partly upon
the character's hunting abity. This command is not selectable

The type of
terrain your
forage over
Foraging

for six hours. This is
ot as refreshing as



racters you set to
sleep. CLL k)

3 s | y
hours of siéep will resfore a character's fatigue te [ulll.
racter is at a severe disadvantage in

| Iﬂ]lim

d. It is important that your main
deep j0 the wilderness is the security
cxpeft a quiet night!

agical flame that

------ ® nEtan

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

especially while in
the group will be I|

ave the gapacity to directly manipulate magical
rees af the world, but he can harness the energies contained
within other things and bind them into objects. Predominantly
thare are three major ways of doing this. First there is HERBALISM,
whigh binds the magick resid

s

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

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




TRUEFOIL ; Truefoil leaves are used to enhance the etfect of other

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

L]

funlight, as it sto
useful in fire based po
¢ manual dexterity or speed §

feaves.
enhang

~obtain the maximum '
f the sun withinfits

nt that sllngs. its

victimé before devouring them. It |
creage energy.

almost translucent in colour and is
mnuﬂagc or disgui

WINDBERRY : The windberry
ed in potions that invol

DR AGON'S E‘n’E This ext melv rare fruit |5 us

inker etherial

in potions that

ANTALIS : Antalis is a hkrb that enhances the body's natural
ddfense against the elemen

"PIR\NS MANTLE : This flower Sused in potions lhat bestow active
defepse against physical attacks,

15 noted for
aling processes,

BLOODROSE : The bloodrose, when preparéprope
its ahilih\to speed up the bodies natural

MANROOT : any p
enchantmen¥{cg L oti
giving them ag

ions, as it @iAds the
an form,

BLACKRQ
healin

" Blackroot is a
parations.

of the more potént

DEAD
the gr.

RAVEROOT : Deadly graverontii§ireq
5-0f pure and virtuous peopledl is

ed only to grow of
pad in potions that

O




he mind needs, to

protect the body

- The stem nf b

wizardry screen consists
5 all the herbs that your ¢ urrently possesses.
: e righl-hand menu,

the current potion.

You cap’remove wrong entries from the mixing menu by clicking
on the'herb you wish to get rid of. On - j mation of
herbg can produce potions. an andom-ingredients is not agly
3 waste, it-can be dangerous asgf.is quite easy to/make a poison-bY
migtake, :
When you are salisfied that you_have the correet mixture then
click the mouse on the lagge pestle and martarlﬂt the bottom of
l € screen. You are then e

pution must have a patmn bottle in
ncoction,

Manroot, one d of

Bloodrose 3
This potion pjuries. It isqi€eful to
have around g - 55 it Where near
as potent as |

adU8 horn, two doses of

f sharpshot is made from a
ced and a dose of Manroot.
increases the drinker's conceiffation and allows him to

O.




tion af Vigour is made frof two doses of Manraot, one dose
nonflower, a Truefoil ang a dose of wlntcrfu‘l

THis potitn replenishes fost fatigue.
julkmg to varinus

not come cheap,
|

You can learn the recipes/to other potions by
but potion recipesd

These creatures uary in the|r size and the[far
his i temptrcd y the fact thg

e
mHound inta

lemental produce differe
is is summarised below:-

>

ELEMENTAL WEAPONS
Again/the effect produced by elementsTs bouhd into weanons
depends upnn the type of elemengafand the size bf elemental.

LIGHT WEAPONS +-Light wg p-:-ns are highly

ffective against
uijdead-vreatures, -

Y}

[ RKNES% thP{INS arknes,s weapons. as well as 'rnﬂicting

......
4 Q nolnte . watel

fatigue pmnts dralned depends upon the size of the elemental
thin the weapon,

WATER WEARG
thance of coffbding.e
the size of thg

in weapog#fhave a O
ases with

summoning is done through cdping screen. When

to bind an elemental, chg ¢ ELEMENTALISM
fram the menu and then se th&¥ character who will

sufimon elementals if ;

perfor



a) That gharacter does not possess the Elemental lore skill.
b) Thaf character does not-have an apprapriate pbject
eleméntals ¢can be bound. |

Assuming/you get-to the surmpfioning screen, you %hou!d first select

_type.of elemental to-b¢ summaned. Then trr:nose the binding
object into which the elegicntatis to be storedand finally select
e size of the elemental, rd

Ince this is done click the mo button ontl

at the feet of the summoner. 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.

D not tey to summon powerful elementals if your clementalist is
nok well wersed in Elemental lore. It will certainly end in
catastrophe,

DEMONOLOG

Demonolody is the most feared form of fBagik known to g#on. It

involves the nant entities from oth@r planes
known as DEtmag are e types of
Daemons tha { RATTIE DAEMONS, which can-be
bound intg i ARRIBR DAEMONS, that can //’

be boung Al

You cafilfelease WARRIOR DAEMONS Bouff-intoBLOODSTONE
AMULERS any time during combat. Th@@Baerign will then appear
and f on the side of your advenfilfersOnce combat has
concludéd the Daemon is then released § ice,

O

intp groups that categorise t
pgwerful these are DAEMONIC SERVANTS, FI
SECOND ORDER DAEMON A DAt

bound into swords are released to fight as WARRIOR

ir power. From the least to the most

e further divide

RDER DAEMONS,
ONS, DAEMONIC

Destroys the [3
+ Others you ML fi

E r_thacmon bestows itq own particular power to the object in
: ; Is bound. Some gowerful Daemons have more than one
€r. S0me powers you myy find are summarised below:-

aws,

mour.

g

0

ur foe's armour.




AONING DAEMDNS

1 .
Ddemon summoning-is-peffarmed through the camping screen.
hen you wish to bind A Dagman, choose nte DEMONOLOGY
and then select the character whp will

BT

al That character does nof\possess the Daemon lore skill. NOTE: Tp
fihd somcone who is well disposed to the party who possesses this

at character does not have '
Daemigns can be bound.

components of the
re arc six different
g to the particular

first box is entitled 'PENTOG

ritual.
s to choose from, each cor

penta

power of a Daeman, This.is summarised below:-

DAEMON ClASS PENTOGRAM
Daemonic servants. lethre

15t/ Order Daemons, Tala Jethre.
2nd Order Daemons. Vagnt Jethre.
3¢d Order Daemons. Tala Kadrfel.
Daemonic Lords. Sadrian,
Daemonic Prinees Ea ks

The next category is the\binding object, this will either be an
enchanting sword, or a bloddstone amulet or silver armaur.

Tht last two boxes are wheke the player selects the Sacrifice and
the\incense, Certain combinations of incense and Sacrifices will
summpon different types of Daemsgs. The sacrifig®™nd the inceps
needkd for these will become obujous @8 you as the-dame
progresses,

Once all'the values are set then you shou
at the summoners feet. At the end of the
out how succe g Was.
Daemon su ) dan 0 entalism.
Screwing up d with a huge Daemon
rampaging characters apart.

click on the pentggram
ext watch you find




At ayly point during land travel or 6w travel you can load or Say
a ggme. You-reach the load & séve screen throug h the 'EXIT' men
in the town or land travelling/Screens.

Click on the B . Select

the filename to'y
message box

There is 3
about it



The Thieves Guild knows all abou Ut you have txdo
a fabour Tor-them first. Hanri th€ Knife is scum; but you must trus

THE 'SIX FOOT HIGH NEON LETTERS. ﬁﬁLUTlCrN

Gossip till you find out abgut the SEWERS.

k about SEWERS.
Adk about THIEVES GUILD.
Gol to Militia Headquarters and ask the Sergeant about THIEVES
GUND.
Go to the Harvester of Sarrow and_find MO
THI GUILD. The rest is fairly obvidbs, hodest.

her about e

QIKEY REFERENCE @UIDE
ROUND

Lse the cursg ound the screen.

SCREEN 3

LT FN 1 = Conversation.
ALT FN 2 = Knawledge.
ALT FN 3 = Camping.
ALT.FN 4 = Character Sheet.

P

ALT FN 5 = Inventory.
ALT/FN 6 = Buy [ Sell,
AT FN 7 = Load | Save -

ESEAPE KEY = Returns to Fevi
5 L0y o Arevious sc
X.=_/ Ouit to DOS. . /| 3

TAB, = Toggles between
: Cursom.keys movin
and loving the cursor. 9 cheig
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/ PART ONE
THE EARLIEST HISTOF

ese amazing and {immense statues,

i ment | 1 : Study
5 t is the result gf many years of résearch and-s
This dacument is sraround, are to be Fund throughout

earried-out-primarily in thefextensive libraries h re at Joruli Point,
backed ép by practical field studies wherever puiellble

| the more remote regions pf our tand. A fine an relafively intact
ekample of which lies upah the island of Scaith. These wonders are

putedly the first intelligent inhabitants of Tarra Hestor, Little
rtained for definite about this race,
qwever mast scholars wuld agree that they were intelligent
reftilian bipeds, who possessed scientific and arcane knowledge

turbulence of our history $hould. be remembered, and we all should
be made aware of the mahy mistakes of our ancestors. If we were
toh forget these mistakes, Aow casy it would be for us ta_n n:_peal.
th&m. For this reason have | produced this short volume. It is aimed

Evert though little evidence ha
give Us a deep insight inlo this anc

beereirvain. ing the skull
of my research

densation of th

i much PH | One argumenk Ireope : i s on that
is housed 7 human being ncte 2z i #s slaves. Not
ill obviously be of chief ‘ | surprisingly, ed ridiculous and even

and-should you wish state thal no ha
te such a theory,

aruli Point, an




Lords. These heings, possessed 0
this plane from same unknown foe.
ighty creature n:})acmunic origin.

,Jo rs. the brother of

almighty battle between the amassed
Dacmonic ones. In the early stages of
this battle, the Kzzir were) through their use of technology and
ane knowledge, able to cgntain the Daemanies in a small area

¢ lands of Hestor. Over %

pa

3 e lands of

i . ir new lives. All was-not

peaceful b ver. : gnd Joras were Iovel

and Kel i : ped Tomas. Mucl{ in it
o { er than

t part of the land

ping the spawn of
n laymans terms it

b,

one plane
e mortals Eannm begi

Tomas was a hermaphrodite, o
in it's tenth ye {r of life, Tomas
produced offspring, six malé and six female. Tthr twelve ‘were to

Tashesh  possessed a magik\that was sensitive to the spirit of such
things. She was tilled with |

ere Tomas
g the hemaphr

dwelt, s

own blood.
condemning

In I!és ' Kell and took her
sifler will. Afterwards, filled w rse and regret he
pave his citadel and never to s n his once beloved




ain. Saﬁn. Kell gave birth to twins, one male and one

i i malformed;as Alkats

¢ Both of the twins were stuntgd

squsted-Kell wove a spel

tragsported the twins to a rg i
muth, where she abandoged the pair. _
ause of the pawer of Yle magik that was r quired to weave
sdch a spell Alkat became jaware-of the birth ant the banishment
helands he.came der

esh, now pleased that she hixd
and Jaras, went to the echamber of b

her powers were of seeing 3
anned to visit he

The ogphaned offspring of. Tomas wezefiow lost, and™fe ced to
fend/for themselves. They arguegrand fought (!wer how besw to
suryive, slowly descending into féctionalised barburism, They wouls
prgbably have regressed furth€r were it not for the intervention of
Joras. Using what little-mégical powers he pdssessed,” Alkat's
bother was able to reachfout from the spiritual plane and teach
hs grand-children as mugh of ‘his knowledge as he'was able. He
grow in strength and nunjbers. Over time they. constructed g huge
citadel, ‘and named it Tan4Fldorith,

Many decades of peake cnsued, in which the Elsopeans were
able to expand further in térritory and knowledge, the results of
which were three more great b

onl

and firglly Dogranekan, the City of the T8 =Content with

this, the Elsopeans setiled into their existafice.
SADA

Many of the |2
life in thej
of Hesto
eould o
to ven

were not content with
vast unexplored lands

ities that these |a
mn i bitant tg

. 50, over time, many of t ;
into the wilder, uncxplored r8@lons8( Hestor,

such restless soul was named8sad8, son of Lasada the
elladi. He built a mighty bg@ll with which to sail the

O

Lard




unchartéd oceans of the land and returned with much new land .
and g)éry for his father. His journeys toekhim far afield;wiien for i
monghs at a time, and on his refdrn he-would| recount tal
strahge lands and primative pegples, many of which he brought'a
slayes. (It 'has been said that ghese "primative pegple were perhaps
aur ancestors). Lasada's jougheys became the stu of legends, and
tHe ‘Ballad of Lasada' will doubtless be familiar td many scholars of
ahcient literature. Of coufse, it'is now impossible to'tell which of

i hundred and QU0EER N VETSES 1 L3 [

hich are the results off much re-telling and exaggeration by
oyeracting bards. However one subject covered in the ballard
which most definitely has }t's basis in fact is the story of Lasada's
journey to Soramuth.
It Was by'sheer chance that ¥g
upoR the sland of Soramuth,
Zoranith lay. According to Elsop
followers were hrutally ambushed by P
majority)unprepared for such a surpri attack, were bragally l.
murdered\many being beheaded. Zordflithi records, hofyever, -~ -
indicate tha il ~ded oMthe island agl made o) !
preparation |
Whichever o
Flsopean ¢
slain we
ward of

yond dispute that the Al

and the-heads of the ?
0.Vl a

oranith. Ly

his Heir. Two muﬁL_- months passed

urti-one-of these-men rety rned;-bringing news (of a strange race

of a far island who had
asada was gricf stricken, for he

and six nights"g
last one of th

loved

s of Elsopea returned to thei
spite the terrible losses the

lain his son and mutilated his body.

“. ff':'m the four cities of Flsopea, and
killing to be an act of un-provoked

] d be only one way to g
misgdeed, the warriors of Elsopea 4 ETRERE



'_Invrr, hawever. for the death of the faranith had not
nnoticed , Alkat always kep atchfull ey&wpon his
en. For the second time in hig existance Alkat wracked With
e torment of regret taint his Just

Whrking enchantments of-gfeat power Alkat broke the barrier with
ich he banished Joras add came down to the [3nds of Elsopea to
plinish it's people for the Heath of his childreq. First-came the city
Tan-Fldarith_the jewelo it

O defense wa 0 oo

any of the best warriors had already fallen against the Zoranith,
ahd the inevitable destruttion was swift and merciless. Nothing
cauld face up to the powers of Alkat.

THE BANISH!

weakened by the
ardened by the

Alkaty sccond target was Helladi, st
Zoranith War, but prepared for the onsla
deatrh ohtheir kin in Tan-Eidorith.

Notable athong the.defenders of the citi were six warrigf§' who
became knowneas : = ladi. were led byfpossibly
the finest warrior)thies ds havt »orother of

Lasada.
Smed that vitto erts Alkat, the five other
0es sacri ’/

When it

nameless aradrith, armed

a poweffll enchanted blade, could ad : and dea

blow, even Alkat could not with d. Whe enchantments of
destroyed Alkats mortal frofillan@ibanished his spirit
> sight of even the Loremas It

the b
doubtful that the

hetond

i

A

—

T —

s::nt Alkat was_destrnyrd outright, but with no mortal or
cthergdl form on this plane, we can rtain that i
for-ghod. ' iy

formed the bagis of o

; ' A ur world.
F !nmng this_period of-gréat turmoil, a period |of peace ensl:eg
: ich allowed the establisfment-of a great_tmpirjp l

There is -
t!l:i'( likesthe great ald gods we are

dimension. 'Qthers speg
species creatg
nothing but
first founde

O

n began 1o
Alkat, man had cvalved

oler parls o



- Now

THE RISE OF THE EMPIR

ith ne enemies, an. advanceg-€chnology and asgcure,

prosgerous homeland, the Elsopegarnation spreac its empire a
the/land #nd enveloped the dtea now knowr as the Civilised
Kidadoms, enslaving its humafi population along the way.

Thie first city-to-be-constryCted-by the Elsopearts outside’ Elsopea
s built on a strategic ¢ uary on the west coast of the land and
s named Tormis. The gty sven prospered-for reserves of gold

....... g

Tormis became the focuslfor the shipping of these raw materials
back to Flsopea.

Dher scttlements beg
quered' land, spring wate
a spa was built for weal
yrown into the sprawli

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

st oundations
it's boundaries morth,
mitive human yiibcs in

onstructedgMany of
i, F"more than
|doran and Dryleaf ar¢

its wake, mof
these newly
abandoned i
still thrivit

THE BUILDING O

er North the Elsopean Empif@tr@lithed, the more its

The fi .
tations and logistical cag@ritgbecame strained,

caom

culminating in the massacre of an Elsopean Legion north of the
lands fow known as the Stumps by abid of savage tribesinen
fromythe frozen Northlands. :
As g result'of this incident the B peror realised that his realm Jrat
grgwn too extensive to be ruléd effectively and it was decided that
a anageahie area-would-b¢ established which cpuld be protected
frbm raids and wars, A solytioh te this problem was eventually put
forward by a renowned Hsopean architect named Aya Drin, who
formulated a _l;l;m to budld = hngﬂ wall from.bhast Lo ['|'1.l f

: afnmuth undertaking by today's standards, but this was Elsopea
N\ its heyday, with almost limitless resources and thousands of
himan slaves to do the work,

Thg emperor of the time, Téadrith, agreed to the plan, and work
began on the wall. Utilising the labor of enslaved humanity, work
prodgressed swiftly, and the entibe constructiog mmpit'tc f

twenty five years, ten years ahead h €. El
_ i ad B . Elsopea
isalated, from the rest of Hestor, : o
- THE YEARS OF P|
_Om'e the wa¥ hatl be 25 fire turned
;r:]wa:id:_. in ag g he self imposed, finite
undries JHE% e was moved from Tan-

Eldorith
moved

h ik Elsopean populat
the old lands to the new. g @

With 2 i_tlcss supply of human slav ir disposal to take
care offheir every need, the majority h&tlsopean race grew
decadéifand complacent, more inters ithe pleasurc of life

O

O



all bufstagnated and society, under |
slowl{ crumbling in on itself. The sapidly tearning humans heca
resgonsible for ncarly all aspects’nf the empire in all but word.

DING-OF JORULI PDILT

tramcd as v.cn.rants and apprentmes. fc-r
the Elsapean Schelars. These cducated few soon realised that
although they were morg knowledgeable than most average
sppeans, they were still slayes and many of them grew restless
their lot. It was under the initiative of a slav

d loruli Point Uarull is A
) group of intellectuals or sc
within it's walls. This can be
more people that lived in t

ed to two reasons,
, the more likely it

firstly

would Be that they would be noticed by the
secondly the sland could ooly supportaiited Amounts people
and-jts resaurces were already st d. Thus Joruli Point dropped
intg the background of history But was to play.a major part in thi
evgnts ta come. {
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arious factions vied for power. With nojone to guide and
order them the human workers on th 5 arh'.ti works

the edge. This light was Joruli Point,
hich Had been keeping ftself to itself for the past onc hundred
and fifty years Now, seeing it's ch ¢

ulated upon for many years, it sent out scholarsand diplomats

e populations towards an\prganised way of life.
This organisation did not wrk overnight, but slowly the cities of
the\ civilised kingdoms becamg ordered and the beginnings of
govémments began to grow. Thfirst major Cigyen the mainl

geracy and others were
controlle jost of these regimes
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1.1.NI'| to the sprawling wealthy sea port that-it is today. Most of
this wedlth can be attriblited to one man, Carlos Pestur, a great

cafaring explorer and navigator, originally from Tormis, who after
being exiled from his city\made his hame in Anchor. At the
had deteriorated |
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interest/was focussed on a closer but more dangerous goal; the
lands Aorth of the wall. For in additiefi to creating Imost
imnehetrable barrier on land, the“Eisopeans also worked subfle
madiks ifito_the seas on cither#ide, thus transfgrming an already
dapgerous reef infested ocen into a terrible ghallenge of both

Jvigation and seamanship/It took Pestur two j;ars of successive
cartography expeditions fo finally break through to' the lands
brth of the wall, wherefhe found a primitiye Jand of extended
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four that followed it Pestur concentrated in bringing back slaves,
the Clans having little else to offer in the way of trade. These
clhves he set to work on‘constructing a city in the honour of
hifuself, which was to be naed Pestur's Glory.

Alak, on his sixth voyage Pesths fleet was hit by a terrible storm

withih sight of Pestur's Glory, whi
Pestur's Wake.
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XTRACTS FROM A ROUGH GUIDE TQ.HESTOR

INTRODUCTION

Fe people these-days také the trouble to ekplore the :1?::

heautiful cities and sights of dur magnificent lang. This is at;r:u ;

fdr an exploration of Hestgr is'in many respects jml.rtrt:v i r?s :
ir hlstnry There are vagt artrfa:.ts reputedly built by

o L5-T0

hn h:i-.rr: gone ht'fure us. Mnrrnwr as anyone at JOrLllr{ Pﬂlt?lT:I::
tdll you, a knowledge o} history is a knowledge E ;cl gl
ddcument was compiled ver a six year period whic hetpme
§ Elllng this vast land. My aim is, of course, just to w
er and extensive dacumentation |
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i his documentdtion |
ity to travel

isfighl if | 5
and | would be satisfill if just one pe q wal
iy agni try after readilg this

prompted
short work.
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ookm A

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

We tiyé@hon the continent of Hestor

our w
origin

Although Hestor is a minor part of Tarra-Hestor | it
point 4f all minds and can be considered™ 0 be the ciftwral and
indugtrial heart of our world, WhatTe-done | in Hestor today withbe
repjicated by other continent n the future. We lead the worll
and, given that civilisation bégan here, all roa throughout the
wrld start here, and undo btedly find their way back here:

This continent can be split {ip irito five major regipns, two of which

is the meeting

Il be the major conceryf of this text-The others we know Ilttlc
about for they lie northi of rhmrc few civilised
ekplorers have set foot, s
In the far north of Hestok is a land that we know only fram the
tajes of the Clansmen. Bpown as Kalothea, it is supposedly
populated by huge hairy beksts who protect their lands with the
spifjts of their ancestors, and Yye in caves of ice and snow. Below
Kalothea are the Wastelands, va planes of semilzen grasslang,
dotte] with thick forests of fir and™ine. I14% in these lands that v
the savage Horse Riders live, a race of Sort-herds en whose

entire cilture is-based around warfare 48d the horse. Theyaprey
canstantly \pon the keeps and holds of the most civilised that
live above th he ClaRgmen.
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afd, but which was prone to ha -
is made the

tl ansmen

ilisgd Kingdoms, our h'?mtland. which is

b main focus of the majgrity of the text below. To the south,
o /Border Peaks lie the nfysterious lands of
of a mighty empire have

Féw men of the civilised\kingdoms travel here, and even fewer
Elfopeans travel into the Gjvilised kingdoms, so little can be said
abbut these lands other tharthat they are covered in thick, steamy
an-Eldorith is reputedly the most

occasinnally breaks put
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pot been a manL
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ically the land is varied,
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€ days of the Elsopean Empire. It was the first city the Elsopeans
lands, and as‘such is considered to be
sopean Empire. It was also the last,
pf the Elsopeans long after the other
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rted to h 0
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the Stugips is processed and shipped to the greatisea port, ready to
be either shipped to the Eastlands, or_te"Be transporte™a. Eloran
anid-gtruck into coinage. Pesturs Wake is also an important sea'pgrt
in ifs ownyright and plies tradg/to the city of Essam as well as’to
the northern reaches of the Edstlands.

MASHAN

on Barchetta, a large island to the west
in as the 'city of pirates' | not surprising
o be the primary tunction and reason

an old Elsopean outpos

greement with the other sea faring
they will ake a certain
a ship in re far

at ship safe passage through its w

ent has worked well until recghtly when a small group

ting from a secgdl base
on Barchettayé have no idgdof who
and where thes they are

much longer, then the

east coast of the
no guvcrnm:nt. no

allowed to
honorable

Essamfliés on the island of Scaeth,
CiviliscliKingdams. It is an odd city, fi

e

militia dnd non of the central governing bod

s 0One comes to
expec from a settlement of its size, er, it is run byyarious
str gangs who carn the right tostie 3 certain part of the o) by
posgessing-one quarter of a pfaken stone table, known as +hh
Wheel of _Essam. Where this fradition came froi is buried in the
mjsts_of 'time, but it seems/to_work in a fashion, although Essam

dpes have the highest cfme rates of any city in the Civilized
ngdoms, ' | .

DRYLEAF

Td class Dryleaf as a city is perhaps allowing it a status which it has
no\ yet earned, but that in g way reduces the importance of this
sctijement, Dryleaf is a settlapent that is in the ascendant. |
anrrc dy supplies fifty percent ofsthe Civilised doms building
timbey, and ‘its passenger ships transporti folk and goats to
Mashamand Joruli Point are a competitive Ve fiis.

At this poimt | will*add a bricf note for Bhose who enjoy MMzarre
speculation, ha af's imp@gtance as 3
dramatically Mereass £ provie
of one of ourg ;

currently g
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profoug
world 8
the ba
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to prove

ort may
€ theories
prove to be correct. He is
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he_Lht-r to take : eriously, due to t @
amazing nature, however | oved-trae=gnd

bund, the implications will be®Ror@Mbus, and could shift
¢ of power within, or even 3 fram, Hestor,

e of writing there is already af@pedition in (he piplined
esc theories,led by the famgli$ea gptain Ragnar.
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k=it sk weloamid . ich serve the large citieg, Described helow are

unusual small settlemenfs

ing communities,
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that deserve attention within these

Trade Town is noteworthy as the northern-most bastion of
civilisation. North of here [je Only the Campps and the Wall. Trade
Town exists primarily to trade With the Campps and to service the
many trappers and hunters that traverse the apel

Trade Yown also holds the headquar{e

ins prince, who spends his ds
fid| vecasions, having little tind

ngers,
an infokmal organisation who try to kegly' some sort of law and
order in Me wild regions between the ci states. At the mghent
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ELEMENTALISM
-Elgmentalism-is-the art-6f dummaning and binding entities from
tHe six clemental planes, ngmely Light, Darkpess, Fire, Earth, Air

DAEMONOLOGY
Dgemonology is the art §f summoning and binding malignant
otherwotrldly entities known,as Daemons. A difficult and dangerous
arfty Daemonology is practiscl by very few people, and those who

Practition
understand

airnust arw object-into
gems which provide






