


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 G. 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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I WELCOME TO DAEMONSGAT~ 
Six months ago all contact was I wi th the ancient kingdom of 
Elsopea, not something that the culers of the Civilised Kingdoms 
worried about too much, fat the Elsopeans were a strange race. 
Siflce the fall of the Elsopean Empire nearly a thousand years ago 
t~e Elsopeans had shunried most contact with humans of the 
civilised Kingdoms. 
T en suddenly, two month5"a >tran9e reports began to filter in 
f am the small hamlets to the south of your home town, Torm is. It 
appeared that a large D~emonic army of unknown origin was 
mpving through the Borde Peaks from Elsopea, laying waste to 
ev rything in its path. The l:irge and experienced army of Tormis 
thr~w everything they had against the advancing fiends, but to no 
avail, Outlying settlements were massacre.d and razed to j:h'e 
grourtd, and soon the foul army wa toad at the gates of ormis 
itself. A~peals to the other cities of the Cjviflstd Kingdoms drew a 
blank, they wanted the time that the iege of Tormis gave to 
prepare thcir own defences. 
Alone and wlthout any hop o ide fro their neig bours, the 
beleaguered 111 abitan f Torrnis w r r · n o Sil and wait for 
the inevitable. 
It is now two weeks into the siege a d you,, Captain Gustavus of 
the Imp rial Tormishan Gua~ ar s mmoned before the rty 
council, who have hatched a desperate plan to save the city. -the 
ageing elders look tired from long hours o deliberation, it is 
obvio s t at whatever they have line up is heir last hope. The 
chamberlain stands, clears his throat. and ~egins .... 
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"No on knows why or how this Daemonic Harpe appeared, why / 
they ve apparently laid waste to lands of Elsop'el or why 
they are now turning their attentron to the Ci ilised Kingdo s. 
Yo charge Captain Gustavus, is to discover the answers to thes 
qu stions. 
If umours are to be correct an elderly Elsopean as recently been 
s en in the vicinity of the Attlean City state. Th first E'fsopean to 
s t foo~ in the Kingdoms or over a millennia. 'Tt4~te likely that 

· · no coincidenc.e.-a he.inayJ:IIDi · am w 
ur mission, Captain G stavus, is to firstly gather a band of 

·11ing mercenaries with t e intention of finding a way out of this 
b ieged city, no easy tas for the Daemons have their perimeter 
se led tight. Secondly you are to seek out this Elsopean and find 
out' what, if anything, he knows about this Horde. Thirdly you and 
your retin~e are to act approp i tely on upon his informatio . 
Speed is of the essence, for althou~ this ty can withstand a 
siege almost indefinitely, the hordes could attaek t 11 time, and 
our defe ce cannot withstand a prolonge ssault. 

The survival the CiY1h d irtgdoi:ris is in ur hands ...... " 



INTRODUCTION 

This manual serves to give you an l ntroduQtion to playinJ) 
Daetnonsgate. The text is rathe verbose, but I r 'commend you go 
through it at l~ast once so as o becbme accusto ed to playjng the 
g me and avoid needless frustration. There is a c mmand summary 
guide at the back of this bbok in case you g_et st ck, but once you 
get into the swing of ings you ~hould ha e no trouble in 
handling the game syste 

INSTALLING TH~ GAME (PC Et COMPATIBLE) 
INSTALLATION 

Ins t DISK 1 into your disk dri e and run the INSTALL program O!:) 
that disk. 

If no errors occur then the install men w'I ppear, the .options on 
this me u are -

1. BEGIN lt-l'sTALLATJON. 
2. CHANGE D M. s allows you to sele 
the game is ro b instal d you l'I 
megabytes of pace.) 

o which 
1nimum of four 

3: CHAN E ~ATH . (this allows ou to p t the Daemonsga 
directory WI hin other existing dir.e£: ri . T~ default will pu he 
daemo sgate directory in your root. 
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Once y lJ have set your Drive and Path to your liking then select 
BEGI~ INSTALLATION. Folio\\' the on scteen promP,ts from h e. 

I 
I CONFl~URATION 

DGCONFIG sho1.1ld be run befor you first play 
D emonsgate, and should also be run ead:! tim to re-configure 
y ur hardware. The file allows selection of ~ 

MOUSE DRIVERS. 
1.1 SOUND BLA9'fER. 
1.2 ADLIB. 
1.3 ROLAND. 
1.4 INTERNAL BEEPER 

2 SOU D LEVEL. 
2.1 NONE (recoll)mended in 1.4 ~ected above!!) 
2.2 MUSIC ONLY. 
2.3 SOUND FX. 
2.4 U 9 UN FX. 

3 ESCAPE CONFll 
This oggles o een a d F when on the player 

can escape om conflicts by S'electin t e E APE option from he 
c~mba screen CONTROLS menu. [D9es not work duriTig som 
impor n combats.) 
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4 CONTJWL DEVICE. 

I 
1.1 KEYBOARD. 
1.2 MOUSE. 
1.3 JOYSTICK. 

USEFU( INFORMATION 

T e information in this se tion was put here because it didn't seem 
t fit anywhere else, it' J st r<indo ·t of essential information 
s rung together. It may ~em a little confusing, especially if you 
h ve not read the rest o the manual, but don't worry, it will all 
make sense. 

To xit a screen in Daemons'gate you click on t e 'EXIT' menu 
head·ng, found in the top left-ha d corner of I eens. This t es 

you t a menu wh~re you can either iect ther screen t°' go to, 
or retur(I to a previous screen you have visit . 

Pressing eseape will also return you to a revious screen. (lxcept 
land travel a , 1c have no p evious scree .) 

All faded co 

Example. ou try to enter trading mode w ile: not in a shop, or in a 
shop t at is closed etc. 

/ 
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Any relevant information from the current screen will be displayed 
in the message box, which &its along th bottom left-hand side of 
the 1creen . If a screen does no lfave a mess ge box then o 
important information is needed. 

T e blurb in this manual assumes that you ar using a mouse. 
K yboard commands are summarised at the ba of this booklet. 
b t if you have not got a mouse, you have. my sy pathies. 

A,t times the text will refer to the 'CURRENT' character. This is the 
person whose cameo is s~own at the bottom right of the land 
travel or town travel screen. When you perform an action it is the 
cu rent character who is assumed to be attempting the task. 

The ~ame is over if Gustavus dies. He is the lead . the gr~up an 
the driving motivation behind th que , without Wm the 
advent4ring band splits and everyone goes treir separate ways. 
You can recruit up to seven more chara ters besides Gus vus. 
These companions can be dismissed from he group at any ti e. 

THE CHARACTER D HE CHARACTER SHEET 

At the tart of the game you stiould t ke a while to !Jet 
accustomed to Gustavus' character sheet. This r n is eached \lie!' 
the 'E IT menu at the top of the curre t feen. The character 
sheet hows a picture of the adventurer (in this case Gustavus), 
along wit various personal details that defin his or her abilities 
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within Y1e game environment of Daemonsgate. 
First ;imong these abilities, and th rfrost importan , e the 
chariicterist ics that define tha persons mental and phy · al 
capabiliti es. These c:haracteristi , and their functions, are :-

....STREN.GTH : Strength is a representation of a c:harac:ter's raw 
p~ysic:al power. Some weapons require a high strength before they 
din be used. A c:harac:ter with a high strength c:an inflict more 
B~.wi.tb.baru:Lm rum e.apo.os.. 

D ERllY: This is a representation of the c:harac:ter's ability to use 
h1 or her hands. A high dexterity is useful for dodging and 
de ic:ate operations, such as lac:k-pic:king. 

ENDURANCE: Endurance represents a char 's reserves f 
energy. Characters with high endur;wce more slowJy han 
those .,1/th a low endurance. A c:harac:ter's maximum f<rt1gue points 
are equa to a c:harac:ter's endurance. 

c:harac:ter's b 
ow much p~ys i cal puni 11 ent a 

The h1 points of c r r are based 

IQ : This is a measure of a charac: r's ·nt I ·gence. IQ influeri.ces 
f\_ow many kills a c:harac:ter c:an posse 

MANA: A c:harac:ter's mana is the amo nt o magikal energy that 
the Ptirson c:an channel through his or her 6ody. A c:harac:ter's 

0 0 

magik p0ints are based upon mana. 
CHAR~MA: Charisma repr~ents a c: arac er's ~ arm, lo~ks 
and w well he or she gets on wit other peopl A character w th 
a h"gh chatisma will have many riends and can ake people liste 

to he things he or she has to say. . . 
R ACJIONS~ Reactions are character's speed. People with high 
rr c:tions c:an run faster, h" sooner and notice t ings quicker than 

t ose with low reactions. 

T ese statistics never c:ha e, unless under the influence of potions 
t~at c:an temporarily enha c:e the faculties of a character. 

St~tistic:s that do change ar shown on the three bars next to the 
c:a eo boi<, these show you c:harac:ters current magik po ints, 

fatig e points and hit points. 

MAGI POINTS: Magic: points are based µvon y-0 c:harac:ter's 
mana, tli higher- the mana, the more m gic: points he or sh has. 
The more m,agik points a c:harac:ter has, t greater his c:han es of 
success when a m • g rm a mag1k.al ritual. 

0 



h . h >- II f ' d h . ff . r / t e1r 1t pomts)'OU w1 in t e1r e ect1veness.ll!..£9mbat will be 
severely reduced. Hit p~ts are r g 1ned t1hroug edical 
attent ion (which is performeo at the errd of a ba!ttle by charaNer~ 
with the appropriate skills and equipment), wlth potions ( wh 'ch 
can be administ~red any ti e ) or through nat ral healin9 while 
re ting or sleeping. These_ la two_functions are p rformed while in 

tl'fe camping .scre~n and ar explained m that charter. 

FAiillULEatigu ls.4.m~ how tm:.d '{o.ur b.cte.r.sar 
i derived from their en urance statistic. Fatigue is lost during 
s renuous activities sue as combat and travel, the amount 
d ends upon the physical exertion requirecj to do the task. When 
a. ignificant amount of fatigue is lost your characters becomes J 
tired. If y9ur character reaches zero FATIGUE points he or she 
becomes exhausted, and will be incapable of erforming even t e 
simple.st action . While travelling you wl!.' fi that as your rty's 

fatigu is .sapf.ed their movement slo . Th sl)e:ed of the 
movemeht 1s tailored to the most fatigu d person in your gt up. 
Fatigue is l'egained ·n the camping sectio of the game through 
sleep or rest, agai'h this is ~p 1 din the ~h<;ipter on CAMPING. / 

SKll:.b.5 · _/ 

Lastly on th character sheet"at-e .tbe character's various skills. S illsy" 
show e pe.rtise in specific fields such s ft n i g wit.h"!l'"SW'ord e . 
When ecruiting party members from a o n t e land try to get a 
well-balarced range of skills, you wil nee wide selection of 
talent to crack the secrets of Daemonsgat . 
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A chara ter in Oaemonsgate can possess the folio i.u,g skills:-

' . . ff . / 
TRR WN WEAPON : This is the art:: f-tlrrowing ens1ve weapons 

sue as tfil'owing knives, spears Javelins etc. 
FI ST AID : First aid is the ski of patching up w unds quick)')'. It is 

_si ilar tp the-phy.siclan:..ski I, but is quicker an heals f ewer hit 

p ints. 

BM.Wll Nfi.:..B r:aw Ling · e..ar.t.JJi.1b e..µu.gilfil. t :e..ahilit',l.10. me 
s meone up with you ba fists, feet and any other instrument of 
bunt trauma that comes o hand such as bottles, chair legs, small 

c ildren 1etc. 

Ml SILE WEAPON : Missile we pon skill is the abilit to use various / 
type of bows, whether the Ion t:tow, short-bo or the powertdf' 

Elsop n bow. 



FORAGI G : Foraging is the ability to search fo and find various 
edible herbs and plants in the wilderness. 

HUNTING : Hunting is the skill of tracking and trapping animals in 
th~ wilderness to provide foop. 

SURVIVAL : Survival is a measure of a chara ter's 'Wilderness 
Savvy', a character with a high survival skill knows how to look 
after .him or .hei:s.el.Li greaLoutdcor haracters with. high. 
s rvival skill know how to pick good routes and pace themselves 
when travelling and tire sl wer than 'city folk'. 

fflO HANDED EDGED : Two handed edged is the skill of using large 
bla ed weapons that must be ~eld in two hands to be effectively 
use Such weapons include the Greataxe, th aymore and e 
dead!~ Flamberge. These things really ess ople up, bu ue to 
their sl e and weight can only be used b Characte 1th a high 
strength. 

POLEARMS : 
such as spea 

(arge hafted eapons 

TWO HANDED USHI 6-: This kill pve the use of large blunt 
weapons th are wielded in two ha ds. W pons in this categpry 
include th ngs like the great club, the r uJ .ancLthe l'Tfl5rn~g' 
star. L e two handed edged weapon thes re nasty pieces of 
work, iring a high strength to effec ly 
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HAGGL,E : Haggle is the ability to bargain witti a merchant '.o 
receiv a good price in the purchase of g"oods.1 good ha ler in 

your party will save you much man . 

PI LOCKS : Comblned witb a set of thieves tools this skill gives 
y r chatacters..the.abil1ty..to-Gpen locks, without the use of a key. 

p YSICIAN : This is the 'l ility to patch up a c .aracter that has 
~.ily unded l I ci ike..fu.st.aid..iLcove.tS thin95-Such..as .Lon~ 
t rm care. 

T CTICS : Tactics represen a character's ability to plan winni~g 
st ategies in small unit onflicts such as those found in 
Da onsgate. When in compll~r controlled mode, our characters 

will se their tactics skill to coordinate the battl . 

Daemo LORE : This is the ability to summP 11nd co Daemons. 
Charac rs with this skill can use Daemonolgy, se the 

Daemonol y chapter. 

Elementali 

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

wizar hapter. 
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All chara'cters have a rating for each of their skills. This reflects the 
capabilities of the character in that f~d. From worst to best these 
ratings are as follows:-

INEPT 
NQVICL 
POOR. 
MEDIOCRE. 
AVERAGE 
TRAINED. 
GOOD. 
EXCELLENT. 
ADEPT. 
MASTER. 

/ 

Only master in a skill can train oth , thu characters Vi.it~ this 
level of expertise can be very useful in your party, 

Characte s skill levels can be improve , albeit slowly, th ugh 
training and practice. This is done whi camped down a d is 
explained in de th i 

Above the character sheet tlter.e.. is menu giving you acces to 
comm<1.hds that al low you to dismiss that cha f he""O"r she i 
still alive t is assumed that the chara e pa 
the chara ter is dead it is assumed that h r 
his or er body in a ditch. 

TOWN TRAVEL 

Town travel is the core section e>fthe game, ere most o be 
interaction with the populatipn of Hestor takes place. It is afso 
yoµr means from getting fro171 A to 13 

THE TOy\IN TRAVEL SCREEN 
/ 

T centre of the" town travel -screen is dominated by t indow 
orito the game world. Her your group of heroes is represented by 
t~e character that stan in the middle of the screen . Other 
characters in the game wo Id can be seen wandering about you, 

go g about their daily busin'lr.ss. . . 
Dir ctly below this screen is the message box, which supplies 
important information on the gam.e world, c raders and events. 
Next this is the cameo box which Shows ur currently efected 
player craracter. At the top of the sere n Ts a scro ing .bar that 
displays t~e approximate time of day. en the moon 1.s .n the 
centre of t is indicator i · midnight, and when the sun n the 

dda 
reens of the 
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them, others need either keys or must be picked b a skilled thief. 
The fr t command on this menu is 'PICK LOCKS'. o pick a lock you 
neeq to have a character who ha both the skill and possess a set 
of I ck picks.. 

Lo ks v~ry in the~r c!ifficulty, and occasionally y ur character may 
break his or her picks while trying to open a real! complex door. 

/ 

N xt on the doors menu s the 'UNLOCK' command. Tfie current 
tracter must have the c rrect key to fit the dodr. 

on the.menu. . ' OCKJ)QQB' cammand, kefu.LlL¥QJJ.. hiaia:.-....1 
t e key to the door and ish to deter snoopers. It is also useful in 
s me of the puzzles later rn the game. Note though that you need 
the correct key to the door ou are locking. 

MOVING AROUND 

Through the use of either the joyst1ek mo 
can move your characters around the tqlMi'l_F_......,~ 
and dun~eons of Hestor, 

HfTI EO DAY 

The ti e '.day is quite important in Dae ~gat . eople will\ e 
found at i:l1fferent places around town d ring the day, and shops 
are g erally only open during daylig t hou . You can tell the 
appro ·mate time of day by looking at he crolling picture of 

0 
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/ night aria day at the top of the screen. 
You dn also get a reasonably accurate idea of the time of day by 
asking people in conversation, but that is covered in the 

appfopriate chapter. 
/ 

BUILDINGS 

To enter or exit a buildi g in Daemonsgate just walk through a 
door, although me doo s may be lock d (either for securit s 
with vaults and secret hid~ outs, or because the owners are absent, 
as with shops in the midd e of the night). Entry to some of these 
places is still possible but you can either need the right key for the 
place, or someone skilled in the arts of lock picking. 
Do rs that will not open and .are not described as being locked 
usua(ly belong to private resid nces, into w h you have no 
reason to intrude, so entry is not possible. 
To go up or down stairs just move onto the staircase and you will 
be taken ~o the next floor. 
Some locati ns also have lifts. If there is only one direction P or 
DOWN) that If an ak you will be au matically tr nSported 
to the next floor. If the lift has two di ren directions of travel 
(UP and DOW , diffi ul uff egh ?) o hoose from you will be 
required to sel c the direction. 

SHOPS 

There re many shops to be found aro nd th various settlements 
of Daemonsgate. From them you can purcha a wide variety of 
goods, rne of which are essential to your q est, some useful, and 

a 
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others completely useless. 
To bu,Y something you fi~t need to be stood either in a shop 
durir19 opening hours, or by a market stall, agai during openiog 
hours, or jn a Tavern. Then gently lead your ~ouse to the EXIT 
mehu, and select the BUY/SELL optfon. If this is n-selectable-then 
you are ho.Lsatisfying the.. ofiditions mentione above, so either 
wait around until some reasonable hour, or find somewhere that is 

ore obviously a shop. 
1 

W.her ta •• b.uy ancL..seJI wilLgenei;.aJJy bcJ otirious from tfil. 
dpcriptlion you get when ntering a building. 
~hat the shop or market stall buys and sells depends upon its 
fu ction, with most you will have some idea of this function by 
th description of the buildhlg. With market places the goods on 
sale depends upon what is on the stall your characters is stood 
nex to. 
Some shops are more expensive t an othe , thus they tert'd to 
keep more obscwre and dearer items in stock. 
Once you have selected BUY/SELL the sc een will fade out and is 
replaced wi h the trading screen, describe below. 

At the top of this .semen you will find he name and C!lm o of your 
currently selected ~aractei:. Anything he or she buys goes into 
that characters i ventory, and e or she can only sell things from 
his or her inventory. 
Below ):his 1s a scrolling box which dls~lays either what i trr sal 
or what our character has to sell to the s pkeeper. Which of 
these Is d splayed depends on whether you sele t BUY or SELL from 
the m u next to the characters name. 
The bo om right hand corner of the screen shows how much gold 
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and cop~er your character has available. 
Belo\/Y the cameo is another menu with ACCEPT'. 'RFJECT' and 
'HAGGLE' available to the player. 
At lie bottom of the screen is re message box. / 

w en buying or selling '(O {ir.st.choose the re evant opject and 
t en the shopkeeper names a price. Three comm~nds n6w bec~me 
a ailable to you, 'ACCEPT' 'REJECT' or 'HAGGLE'. ccept and Reiect 
a e. seJ( explanatQL¥ y :isb...to.J:l.aggl the b.e..shopke.eper... 
will either offer a new p ce or make a stand at the current one. 
The ability to haggle o prices depen9s upon your current 
c aracter's CHARISMA an HAGGLING skill. A failure at haggling 
soryietimes means that the s opkeeper becomes offended, and you 
will not be able to haggle in t~t shop for the rest of the day. 
Whe an item is bought, it is li)ced in the c\!rrent characte.l"s 
backpack. See the chapter on objec or more informatio,n about 

this. 

RESTING IN TOWNS 

In towns, the wildern 

/ 
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LEAVING TOWN 

Once you reach the edge of a st;ttlement or loc!ation you will be 
asked if you wish to leave towl1, answering yes usually takes you 
onto the land travel screen, unless the exit leacls to an adjoining 
settlement or location. Som times you may be asked this when you 
are nowhere near the edge of town, do not panic, you have found 
a way into one of the many secret locations in th game! 

OBJECTS, THEIR USE ABUSE AND FUNCTION 

There are many objects to ind in Daemonsgate. Most of these are 
useful for one thing or anoth r. Objects can be distinguished from 
town travel background scenery by their black boarder, but if you 
are unsure then try using the 'PICK UP' corn a d from the obje t 
~enu . If y~u are unable to pick up an obj , try gettin_.9 closer to 
1t. If there 1s more than one object in the vi lnifythen you need to 
select PICI< UP for each individual item. 
Once in a character's possession an objec Is transferred inu> his or 
her backpack. his i hown on he INVENTO '(SCREEN:-

THE INVENTORY SCREEN 

To enter th Inventory screen of tb current character go to the 
EXIT m nu and choose 'INVENTORY', obvious re II . 
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Once in the inventory screen, you can click with your left mouse 
buttol'.1 on one of the body locations qn the pict re of the warrior. 
This brings up the inventory for that area in the tpp inventory x. 
Lik&iise clicking on a location \\lith the right mo'use button bring 
up the inventory of that location in the bottom box. 
Two inventory boxes are n eded when perform ng functions like 

'USE'. 

The.areas tha can.be pull ..up into tbe menu. ar <is follows~-

BACKPACK: The Backpack an store up to thirty-two items. 
RIGHT HAND: This hand is sually used to hold your weapons, as all 

characters are assumed to be right-handed. 
BEL'I: The character can tuck Ol'\e item here. 
BELT POUCH: This is the charac 's money bag. licking on thfs 
area ill show how many gold pieces ;wd h many coppe,r pieces 

he ors e is carrying. 
QUIVER: his is where the character star ammunition for is or 

r than 

head armour ca(lno b 
CHEST: As for tread b nl che rmourcan be placed here. 
ARMS: As for h d but on~ arm armour n be placed here. 
LEGS: As for head but only leg armour c n etaced here. 
The cameo box near the centre of the r n does not show the 
chara er whose inventory is being examined his is shown by the 
name 11b ve the picture of the warrior) Rather this box is used for 
peopl whom you wish to use items on or give items to. The 
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cameos '.:Ire cycled through by clicking the right mouse button on 
them. You can also select important non-player-characte s that 
are in sight of your characters in thls box. This allows objects to be 
givi;n to these people. 
Finally there are the commands, six of them, each performing an 
important function which is summarised below :-

1) USE. - This co~man.d is an or?er fro~ your ch~racter to perform 
a pecific...funct100.. with bJec.t... Tbis.!iep_endS .upon the .objec 
but will be fairly obvi us. ie. using a potion will cause the 
character to drink it. An object 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. ~nd cannot be directly used in the 
inve tory screen. This constitutes large part of game objec . 
b) Th11, object can simply be used w th.out a target, for example a 
Daemo'tj amulet, which when used will release a Daemon. ( Only if 
there is one bound in there in the first pla ). 
c) The obje t has to be used on a person This includes thin like 
potions. Select use, I e bject to b used and then cycle 
through the Q,ameo l h the righ mou ut on until the 
required persons fa th e, and th n select that face with the 
left mous butt-0n. The object will be used Oh that person. / 
d) The obje can be used on anothe obje This is quite rare, ut 
is used in me of the game puzzles. 
2) GET COMMAND - Selecting this corn and a d then selecting an 
object will put that object in your character's ri ht hand. If there is 
already an object in his or her right harid t~en it will be dropped at 
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your current location. This is faster than swappin and is mainly of 

use in combat where speed is essential. 
3) SWAP COMMAND - Swaps two objects between locations in 

your characters inventory. 

4) DROP COMMAND - Drops object selected onto the ch~racters 
location. BEWARE - If performed in land travel then the object you 

drop will be lost. 

sj GIVE - This is used to p~ss an object onto another character. Use 
in the same was as if the object was being used on a person. The 
object is placed in the backpack of the target character. 

6) WEAR COMMAND - Used o put on armour. Old armour will 

automatically be removed. 

EXAMPLE OBJECTS ...._ __ 

Here are so e of the more common obje found in Daemonsgate 
as well as th ir uses. You ill hav to figur out the us of other 

items for yourself:-

KNIFE: A knife is a small edged blade appr imately six to twelve 
inches in length. It is fast butiflflicts Ii le damage. Knives require 

one ha ded edged skill to be effectively u e 
STILETTO: Similar to a dagger, but with a thin blade and a sharp 
point. it ts easily concealed and is the avour e weapon of thieves 

and assa Ins. It requires one handed edge skill. 

0 
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SHORTSWORD: This sword is usually between one and two feet in 
length. It is the standard weapon for those who do not posses the 
strength to use any of the larger s rd types. 

BR ADSWORD: This double ~ged weapon is about three or four 
feet in length, and is th standard weapon fbr most warriors 
throughout the civilised ·ngdoms. It requires one handed edged 
skill to be used effectively 

BASTARD SWORD : This a larger version of the broadsword , 
designed to be used in either one or two hands. It is much heavier 
than the broadsword and requires someone with above average 
strength to be wielded effec ively. The use of a bastard sword falls 
under the one handed edged s ·11. 

RAPIE~ : Rapiers are long thin one hanQ.ed s o as that are very fast 
in use, but they are quite fragile and thu almost useless to parry 
really he~vy weapons such as two hand d swords. Rapie are 
preferred by fighter who prefer to rely o their agility rath r than 
armour in co b Use of r~pie falls und the one handed edged 
skill. 

MAIN-GAUCHE: A main-Gauche is a large dagger with extended 
quillons so hat it can be used to parry inc ing blows. Use of tfie 
main g~uc~e falls under the one hana d dgedi,skill-

HANDAXE: A handaxe, also called a ha che is a small hafted 
weapon that doubles as a tool. It is usually a out the same length 
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as a shprt sword, but can potentially inflict mo e damage at the / 
expense of speed. The hand~xe is the preferred secondary weapon 
of the Clansmen. Its use falls unde,r e one handed edged skill. 

sqMITAR: A scimitar is a cur ed broadsword wit~ only the outside 
edge sharpened.. It is a pop lar weapon in the Eastlands. It's use 
h~s been adopted by th& Anthorian marines nd is now their 
standard weapon. To be u d effectively it req1Jir s th'e one handed 

..edgecLskiU 

c\.AYMORE: A Claymore is~ large, heavy sword that can only really 
be used in two hands by s meone with a great deal of strength. 
Tht Claymore is the weapon of Clansman nobles, and is renowned 
for inflictfng terrible wounds. It has been known to slice a man in 
half' with one blow. The use o Claymores under the two 
handed edged skill. 

GREATAXE: The cumbersome bu fearso e r ataxe is the common 
weapon of the clansman warrior and b rser . Although slow i 
use it ca:n cause horrific injuries he it connects with an 
opponcn . To use a greataxe it is ne es a to posses the two 
hande(j cclged skill. 
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MACEo .!: b"io>lly' motol d"b wielde1 ooe hood, ood 
can b anyt)1ing from a\:_rude iron .. barto a ighly deceorated 
ceremonial piece. The use of a ate falls u_nde the one handed 
cru~ing skill. 

MORNING- STAR: The morni g star consists of or1e or m9re spiked 
l'l']etal balls which are con ected to a wooden h~ft by a length of 
r9pe or chain. It is a bru.ta and effec~ive weapon lthatis difficult to 
par.ry_ Lis urnrn ta :.e.q1mes th: one ban.druL.crusbing 
skill. 

CLUB : The club is a simple ooden cudgel used by primitive people. 
It is usually just taken strafg_ht from a tree, but it is sometimes 
fou11d carved with intricate patterns. 

/ 
HAMMER: The hammer is more commooly u e as a tool b14-t<when 
necessary its use can be turned to hurting -peopl . I needs little 
strength o wield, and one can be found o hand almost anywhere. 
Its use falls under the one handed crushing skill. 

WARHAMMER: The warhammer 1s imilar t the ham er, but has a 
longer haft and ins ad o flat heai:I if has a spiked one. It is a 
favourite weapon among those who ne d something that is 
effective agafnst heavy armoor. It's u,se falls under the one han~eCI 
qushing skill. - -

FLAIL: Th flail is basically a two handed ve ion of the morning 
star. It requires great skill and strength to se properly without 
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endangering the user, but when in the hands of the expert it is a 
deadly weapon. Its users categorised -under the tWb anded 

crushing skill. 

WAR MAUL: The wa.c_ maul is large version oft e mace, basically 
a 1'3rge metal ball connected to a long wooden h ft. It is wielded in 
t-lio hands and requires at high strength to use properly. It 1s a 
c ude but effective weapon and falls un'def htltwo handed 

ctu.shiDg.skil L 

GFEAT CLUB: The Great cub is basically a large lu~p of wooded 
wlelded in two hands. It is very crude weapon but in the hands of 
someone or something with great deal of strength it can be very 

deadly. It uses the two hande crushing skill. 

QUARTER STAFF: The quarter sta ~ a s foot wood pole, 
sometimes banded in metal. It is a favour e-weaporru hose who 
wish to seem harmless, as a quarterstaff ea easily pass as a ·mple 
walking stl~k. It is also favourite weapon f the peasantry it is 
easy to cons uct ~ th aterial are wi i arms reach. The use 
of the quarter staff r~uir t e two haQde crOshin kill. 

SPEAR: The spear is pn .arily a hunting weapon for use on bo~r 
and sue lik~. but it is also one of e oldest types of weapon in 

the civilis d kingdoms. The crudest for f Re ·s..aastcall a 
sharpehed staff with a fire hardened fp, u ost now have iron 
tips. S ears are commonly found among lev soldiers as they are 
cheap 11nd easy to use. Its use requires he ol rms skill. 



NAGIN TA: The naginata is a long staff with a ar e sword blade 
moun d at the tip. It is a light weapon but requires grea kill to 
be u d effectively. It is a popular weapon in the Attiean milita 

THROWING DAGGER: This sp ially weighted dag er is designed so 
th t when thrown it will h t point first. It is U$eful as a backup 
missile weapon. Its use falls under the thrown ski!. 

SCl:lURJK.al.Ihe.se...ar.e..smalLsteeL.:star..s' with sba,lµwed po.ints.1ba1 
c n be thrown to inflict a reasonable amount of damage. They can 
b easily concealed and need next to no strength to use. They 
require the thrown weapon kill to be used effectively. 

ROc;K: A rock, nothing more, nothing less, you pick it up, you 
thro it, that's it. Rocks predic ly falls in th hrown weapon 
skill category. 

JAVELIN: This is basically a spear adapted t be used as a thro~ing 
weapon. Most common I used by prim It ve people it is t II an 
effective missil weap n. I uses he thrown weapon skill. 

SHORTBOW: The sho is the veryday missile weapon of the 
hunter. With a fairly 11 h draw, nd made from cheap wood it is 
effectiv fo taking down gam animals, bu it stands up poqrly 
agains h vily armoured warriors. It us all..s under th~ll11ssil 
skill, 

LONGa_O : Almost six feet in length this y w bow has a very heavy 
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pull an9 requires a surprising amount of strength to draw. Non the 
less the longbow is a magnificent weapon with a long niie and 
excellent penetrating power again$t even the heaviest armour. Its 
use omes under the missile weapon skill. 

ELSOPEAN BOW: Since th fall of the Elsopean empire these 
stught after weapons have become quite sc~rce . Made from 
c mposites of whale bone and wood Elsopean B ws have a severe 

_r curve. wbich..give.s them hciu.&nusual.appeatance._E!sopean bows. 
a e the most powerful eapon available to the .soldiers of the 
c ilised kingdoms. The Mi ile weapon skill governs its use. 

SLING: The sling is a simpl piece of leather used to accelerate 
stohes or steel bullets so th~t they can be thrown harder and 
furt~er than if by hand. The use slings is c r d by the missile 
weapon skill. 

ENCHANTING SWORD: An enchanti
0

ng sword is a particularly fine 
weapon w~ich has been special forg d so that DaerTJ,-Ons or 
elementals can b easil na mto them. 

POT HELM: Th po h I ·s th 
armour available. It is basicall 
head. 

ffective piece of head 
II which fits over the 

PLATE CUIRASS: A plate cuirass consis o a st el breast and back 
plates as well as special guards which prot et t e upper thighs and 
groin. It ·s the most effect, expensiv and heavy chest armour 
available i the civilised kingdoms. 
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PLATE GREAVES: These are articulated steel ar~our plates that 
cover the upper and lower legs. They ar very eavy hut offer a 
grea~ deal of protection. 

PLATE VAMBRACES: Similar Plate greaves but these cover the 
arms~ 

SOFT L~ATHER JACK: A soft leather Jack is bas'cally a sleeveless 
padded Jeath coa ich .. otf.eLS...Sillll4fOtec ion in attl Lts 
major advantage is its ligtit weight and relativeJy low cost. 

HARD L6f\THER JACK: Simil~r to a soft leather ja~k, but the leather 
has first been boiled in wax ~o make it much tougher. This adds to J 
the expen~e. but gives better p otection than soft leather. / 

RING MAIL SHIRT: This is a hard ~ ath jack that has een 
reinfon~ed with steel rings sewn onto impQrt-ant area . It is quite 
heavy, bot offers reasonable protection. Ringmail is one step p in 
order of effective~s from hard leather. 

CHAINMAIL SH R : Ghainma·1 is m~d from any mall rings of 
steel rivetted rogeth r to make a kind of mesh. It offers good 
protection -Out is quite Fteavy. 
Chainma.i is the second best'arfll2Ur after pla email. 
CHAIN 'COIF: A chain coif is a headp11;oe mAnu.f.actured fr m 
chair mail 

CHAIN LEGGINGS: Chain leggings ar , prci:littably, made from 
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chain mail and cover the legs down to the ankles. 
SCALE SHIRT: Scale mail i\_the next :.tep on fr m ringmall, wit.h 
met~! plates rivetted onto the I atfieras oppo ed to rings. I 1s/ 
quite heavy, but reasonably cheap for the prnt ction it provides. 
Sc~le mail is better than ring,mail, but not quite s effective as the 

al metal chainmail. 

p~DDED CLOTH JACK: Th\s is the simplest furm of .armour, made 
~am heavy quiJte.d clotb- ·ack.c.o'lers..the.torst1...aruiba 

Pf',DDED CLOTH LEGGINGS : As for the padded cloth jack, but the 
leggings cover the upper and lower legs as well as the groin. 

LEATHER 'l/AMBRACES : These tiff leather arm pieces are made in 
the liame way as hard leather Jacks, but they are shaped aJ.t 
articulated so that the fit comfortabl onto t e arms. 

SOFT LEATHER CAP: This is a simple hat f leather which offers 
some protection frOQ'.1 light weapons. 

HARD LEATHER CAP· Jhi i -a mor rigid ve io of the above. 

CLOTH VAMBRACES: Th!l! e pad Cl cloth s eves can be strapped 
onto a clo h jack or other b-0,dJ' rmour and provide a srllaif\ 
amoun of protection to the arms. 

RINGMAI CAP: This is a hard leather ea 
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SCALE LEGGINGS: These are basically leather breeches that have 
been reinforced with steel plates. 

RING LEGGINGS: Similar to seal leggings 

FOOD : Characters need to at, and there are ma y different types 
of food In Daemonsgate, r ging from the bland to the exotic. If in 
need characters can hunt or their own food, thi is covered in the 
!:amping chapter.. 

DRINK: No inn would be complete without its alcoholic beverages, 
tile standard ones being wine and beer, the best of which are 
br wed in Torm is and Essam. 

FIRST AID KIT: A first aid kit is heeded to pa h up light wou!)lfs 
after a battle. It consists of an assor'tmi;-nt bandages, oi trflents 
and poultices. First aid skill is needed to make the b st use of a 
first aid kit. 

THIEVES TOOLS: ThieY ools a used to J1ick open locks without 
using a key. T be used orr c.tl th chara mu t hJI e the lock
pick skill. 

DOCTORS Kii: A doctor's kit i~ mQre co'mwehensive version of 
the firs aid kit. As well as the items t at <:a also b oun n he 
first aid k1t the doctor's kit contains ca'uteristng irons, scalpels and 
other urgical instruments. The physici'ln's sk II is necessary to use 
the doc.to s kit properly without harming he patient. 

POTION BOTILES: Potion bottles are needed to store potions once 
they have been manufactured. 

INCENSE BURNER: An incense Burner is neede to burn incens 
when summoning Daemons. 

INCENSE: Incense is used hen summoning Daemons. Some of the 
many different types of in ense are readily available1other are rare 
4tld expensiv A ma[e..df!tailed.descciption of th eed 
for demonology is given i the Magik chapter. 

SACRIFICES: Sacrifices, lik incense, are essential ingredients in 
de\nonological summoning. Sacrifices are usually rare preparations, 
often quite expensive . See the Magik cha ter for more 
information. 

HERBS: There are over twenty different erbs usec! in Hedge 
Wizardry, some of which are very hard to ind. You can eith r buy 
herbs from specialist shops or forage for hem in the wild r'ness. 
More detail of he dg wizardry herb is given in t Magik 
chapter. 

BOOKS: There are many b.ooks tb be 
of these provide vital clues, otber 
subjec s t at you can utilise to c a e the k,ills of yo r' 
adven rers. This is detailed more in th camping section, where all 
the diffe nt forms of training take pla . 
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KEYS: /)5 well as opening locks by picking them) you can use the 
more pbvious. approach and use keys. 

ELE(\11ENTAL SWORDS: This is a blade that has ~ad an elemeiortal 
bo nd into it. fhe specific effects Of these weapons are described 
in the c~apter on elemental ism. 

/ 

t some point or anoth r you are going to get into a scrap. 
A though Gustavus is under order to avoid combat whenever 
possible, sometimes it will be inevitable, and groups of bad guys ( 
And sometimes even good guys!?) will attempt to thwart your 
heroes at every opportunity. 
When this happens you are taken to the com)>a1 screen, whic( 
shows the manoeuvres and butcher t you ~nd your opponents, 
and allows you to access the various comb,ilt optrons. 
Down the right-hand side of the combat screen is the cameo of 
each character in Your par . Accompanying each cameo r two 
yellow bars, th feft-hand on shE>ws your haracter's current hit 
points and the right onec shows cui:rent fatigue. If ,a character's 
cameo is replaced by hat of a skull then he or she has sadly 
expired. 
Clicking on any character in h map area o one of the cameos 
With t~e rrght mouse button gives a de rip ion o-f that erso 
abilities and state of health. 
NOTE ; If ou click on one of the bad guys then you are only given 
the ob\fious state of health and abilities. 
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Clicking on a cameo of a_n adventurer with the left mouse button 
gives the command list, left to ri ht', top no botto these 

commands ;ire:-

a) WAIT - Your character hangs around a whil , this is u.sed to 

regain fci'tigue. 
/ 

b) ATIACK - Select this c mmaf\d and then click on an opponent 
vJi.th th igh our character .tu.attac himJL 
anyone gets in the way ur character will try to fight his or her 
way through to the target. 

c) MOVE TO - Select this corqmand and then select an area on the 
play area for your characte i\to !)love to with the right mouse 
button. 

d) COVER - Your character provides cove ing fire fo his or her 
compan ·ons that are in hand to hand combat or wh are 
advancing t:Qwards t e enemy. 

e) USE - This cO(Tllil'land enabl sfu player u e an object, such as 
potions. Use works in th way s the function on the 
inventory screerr. 

f) SHOOT - Select command then sele t the 'target to shoot at, the' 
character will shoot at that opponen ti I he or she runs out of 
ammo the target goes out of range or th target goes out of line 
of sight 
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h) CANCtL - This command cancels the menu. 

THE MENUS ON THE COMBAT SYSTEM 

JV10DE MENU 

C MPUTER- This puts the cr;>mputer in charge of your adventurer's 
combat strategies. Useful low powered confrontations, but 
beware, the computer is not as cautious as you, and this functi " 
can ad to bloody massacres when fighting t ugh bad guys. 

ROUT- cts like giving every party member he ee 6)l ion. 

REFORM- Al ows the player to reform th group around G tavus 
in various of n 1v and de nsive p sition , 

OFFENSIVE ME U 
Gives a numb r of posst e offe iv ta s to use while under 
comput control. These tactic re.all re sonably self explanato y. 

DEFEN M MENU 
Gives a number of possible defensive a 
comp ter control, such as a fighting w th 
to suss out for yourself. 
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"RADAR" BOX 

This box shows the complete combat area and a I the combatan,ts 
within it. Those shown in blue re your good gu s, those shown in 
red are the baddies. Clicking t e left mouse butt n on any part of 
the box centres the main plpy ar~a around that p int. 

ST RT/ STOP ICON 

T~is begins or pauses corn at, allowing you to stop at any t ime and 
re-assign orders to your trQops. 

ESCAPE OPTION 

If you don't really go in for all ou gung ho a n then during the 
setup of the game you can choose to tu.m n the combat escape 
flag. Thi means that when if are drawn in o a combat that is not 
essential to the advancement of the plot then you can qujt that 
conflict by selecting ESGAPE from the cont pls menu. 

COMBAT TERMI ATION 

If your party survives com~t then you ar given the chance t 
loot th bodies of your dead Ol'ponen . So etimes non la er 
oppon can carry interesting objects t twill prove essential to 
your qu 
If one o more of your heroes has d ed then during the post 

phase it may be a good idea t go to is or her character 
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sheet and transfer any valuable objects to a healthy party member. 
Anything that is left on the bodies it wlll be lost forever once 
town/land travel resumes. If at this point you happen to have any 
potjons of resurrection then now would be an ideal time to us 
them, for it is the only oppor unity you will get to bring deceased 
characters back. 

THE INHABITANTS OF DAEMONSGATE 

Daemonsgate is populated by literally hundreds of intelligent non 
p)ayer characters, each going about his or her daily business 
independent of your actions. ( Although certain characters in the 
game world will tailor their actions to yours). 
All Of these people can be talk d to and interacted with . To talk to 
a character simply select the CbNVERSATION c mmand from the 
EXIT menu in town travel and you are tak n to the convel'S'ation 
screen. 

THE CO.t-JVERSATION SCREEN 

In the left-h'arld corner of he screen is he ameo of the non
player character you ere having a conv tion with. By clicking on 
this cameo wi h the left"mouse butto you can cycle through the 
various folk that were near your charact rs when you entered 
conver tion. 

At the bottom right-hand corner of th SQreen is a cameo of your 
current c aracter. 

Next t this cameo is the message box here all responses from 
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the characters you are talking to appear. 
Just above this is the temporary word uox, more qf this later. 
Down the right-hand side of t)le screen is t~e keyword box. 
Keywords are words or phrases that you can ask the characters in 
Daemonsgate about. At the beginning you only have a few 
keywords to choose from, hut these will increase as you progress. 
Ktywords are divided up · to four different categories, these are 
People, Places, Objects and Miscellaneous. Thes categories are, I 
bope, sel explanator They ...ar eparated mtrely for ease of 
rtference, as there are ma y keywords in the game. 
To ask a non-player chatacter about a subject just click on a 
keyword, either from the our keyword categories as described 
above, or from the temporary word box. 
The character will, to the bes of his or her abilities try to answer 
your question. Do not be downh rted if he or sh cannot ans'I)' r, 
just try asking someone else. Quite often though the character will 
drift ihto a monologue about your query. If any interesting 
potential keywords crop up in the text (the'y will be obvious the 
keywords are highlighted). you can add these words ~o your 
temporary word box bl licking on them with the le mouse 
button. 
If the text is la(ger than h message box you can scroll through it 
by using the right mouse button. 

Once any i'nteresting words have been dump d in the temporctry 
word list you can then go on and ask the rion-player character 
about these. This is done by simply die ing on the keyword in the 
temporary word list. If he or she knows something about this 
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subject hen a response is given. Also the keyw rd will be taken 
from the temporary keyword list and cjµmped int your per anent 
word list, thus the availab1e syb e-c:ts that y u can ask o ti,er 
characters about grows as the game progresses. 
If he character you are tat'king to knows nqthing about the 
su ject then the keyword Will be dumped from the temporary 
keyword list and lost. 

eywords do not have to be individual words, they can also be 
ases tbat..ar e\Le[a ords oog. for exampl place namf!SJik! 

" ESTURS WAKE" and pub names like the "PIGGE AND 
BALLBEARING" are keywords. 

T is all may sound very cqnfusing, so try this. When the game 
begins you stand in the Pigge and Ballbearing Inn. Go directly to 
the conversation screen and Yo.,u should be talking to a regular or 
one qf the bar staff. Go to the 'PLACES' keywor- Ji t and ask ab ut 
'INNS' The character should give yoo a brie f st of all the ta erns 
in the Tormis area. Try clicking on the names of some of these 
taverns with the left mouse button. Th se will be added the 
temporary word bo Then try asking the c aracter about e of 
these keywo in your mporary list. You will notice t after 
the character has given you a reply, e k w rd i d to your 
permanent word list. f ' asy as tha 

charactl!r to join will either get an acceptance o a rebuff. If they 
accept a place in the party then the character ill be added your 
group roster. You cannot ask a pers n to join the party if there ~re 
already eight people in the groµ1J, you must first ismiss someone. 

GOSSIP:Much useful information about th goings on in a 
settlement can be glea ed from simply gossiping to people. 
Selecting keywords from the cl;!aracter's r'esponses done in the 

_ ___ ..same. way as..ASK..ABOUJ ecf tnat...cornman.U-1.lll---1 
more information. 

Tlt-'1E? This will prompt th non-player character to give you a 
ro"gh inqication of the time of day, this is more accurate than the 
day and night box on the town travel screen. 
YOLJ~SELF: This prompts the cha acter you 
little about him or herself. This can nyth1 
response to a full length life story. 

Finally at the top of th~ creen, nex to h cameo of the person / 
the player is talking to is the ommand ox. T ese commands ar :-

ASK TO JOIN : Some folks around the I n ma express an interest 
in joining your band of adventurers, ot ers m express an interest 
if you are willing to perform small ta ks for them. Asking a 
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RECAPPING OliJ 

From e EXIT menu both while in LANDT Land TOWN TRAVEL 
you c n reach the 'KNOWLEDGE' scree . Th's is similar to the 



conversation screen, but instead of asking non player characters 
about keywords you can review th keywor~s that u have 
obtained. You can also recall particularly notdvorthy respon es 
about those keywords. It works the same way as the conversatio 
scr en, and so needs little explaining. 

TRAVELLING THE LAND 

When you exit the curren settlement you will go straight into the 
s ction of the game known as LAND TRAVEL This screen is quite 
different from TOWN TRAVEL. First the scale of the map is larger, 
showing whole settlement~ cities and other locations, as well as 
th~ geography surrounding your group for several miles in each 
dir ction. Some of these feat-\Jres, such as hamlets and solitary 
towers are very small, so keep y ur eyes peeled o you don't !J)iSs 
anything . 
Your adventurers are illustrated as a small hield on 1s map, the 
scale beiQg too large to show individual people. Other groups 
travelling be land are also shown as hields. You are a le to 
interact with e gr up , his d('scribed io detail in th section 
entitled ENCOUNTER . 
You can move aroun h I nd the ame in town travel, by using 
mouse, joystic or the cursor keys. 
When y9u come across a setttemen that you wish to enter, you 
should mo e right up to the settlem nt until the prompf ask1 g 
'Do you wish to enter town? ' appear Clicki g on YES will take 
your adv nturers into the location, di ki~g on NO will leave you 
on land travel. 
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Besides the mafn game window there are two other important 
areas On this screen. First t,here is the weather ox, shdwing you 
what mother nature is currently h owing again ,t your party, and 
secQndly there is the time box, working in a similar fashion to th 
ont in town travel. The typ of weather heavily influences your 
p<1rty's ability to move in he land. Bad weather coupled with 
rough terrain can make pr gress through the Ian both travel slow 
arid difficult. The time b shows the cycling of days from day to 

_ ____ _night, th fas Oiling lower your adventurers ar 

moving. Slow movement over land travel could mean one, or a 
combination, of several things: 

a) You are travelling over rough terrain such as hills, mounta ins or 
forest. which take longer to traverse than normal terrain. 

b) Th weather is bad. 
c) The adventurers are tired and need to re . Travel expends their 
fatigue, especially over inhospitable terrain. 

ENCOU TE S 

As mentioned in the pr iQus section, you will see other travellers 
in the land, who are also represented b shie ds. By moving up to 
these groups you will encounter whoev r or whateverthey are. 
Some re just innocent travellers who ill ang around a chat. 
others cduld be dangerous raiders, mon te s or even Daemons, 
after all these are dangerous times. The ty of encounter and 
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their h~tility depends upon where you are in the land. The closer 
you ar~ to civilisation, the h:ss likely an..encounte wiiibe h tile. 

I TRAVELU G BY SHIP / 

By talking to various shiP. Captains, and sometimes having to 
c ugh up money, you can arrange sea voyages hat will take you 
t the islands surround ng H~tor. When a oy'.lge has been 

ranged, y-0u will find th t a small ship...will be waiUng for you on 
t e land travel map just outside the current settlement. By moving 
Y ur shield onto the shi your adventurers are transported to 

atever destination was a ranged. 

MAKING CAMP / 
You can set camp anywhere when trav ing in the land buf must 
purcha lodgings if you wish to rest while in srulements. 
Camping is based around a period of six hours known as a 
'WATCH'. D ring a watc ou can assig one of several t ks to 
each of your characters. Th e tasks r ge from sl eping to 
recuperate lost fatigu o gatheri g of ood O! a ning. 
There are three m s n e camp'i g screen. The left menu 
contains activ' 1es that -;our characte can undertake to develop 
themselves, hese are:- " 

PRACTICE 
READ 
TEACH 
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/ HERBALISM 
ELEMENTALISM 
DAEMONOLGY 

middle menu shows ot r activities that can be performed 
w ileJn camp, these.are:-

HUNT 
EORAGL 
REST 
SLEEP 
GUARD 

Th last menu shows what task~ you have assigned to each of your 

adventurers. 
To as ·gn a task to a character you 'S ould firstly select ti} task, 
and then click on the appropriate charac er:- licking the right 
mouse blJ,_tton on a task will assign it to all characters w~o are 
currently a ing nothin . 
The effects ai"ld of h tas are as fo11 ws:-

PRACTICE 
You can improve a lar~ QUmber o aracter's skills through 
practic Th s is an easy, bu s!Qw\ w y to improve his or er J 
capabiliti . After selecting a character o form thi s yorf 
shouJd th n select a skill in which to i . SO e skills cannot be 
learned s mply by practice on your own. Oth r can be practised 
alone, b can be much more fun whel) thete are two of you . 

/ 

JJ 
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Characters cannot practice skills they do not possess. Several 
practic!e sessions are needec( for a char.acfer to rise significantly in 

an ability. 

READ 
Your characters can learn new skills or improve old ones by reading 
text books on relevant subjects. After selecting the character to 
perform this command you should then select a book from his or 
h r inventoi:y that you w sh the read t take nv at~he 
t improve a skill significa tly by reading books. 
(A character must posses the READING skill before he or she can 
learn from a book.) 

TEACH 
Cha!"llcters who have achieved the level of ASTER in a skill can 
teach their companions in that field. When a character is ..se ected 
to teach, you should then select a skill to t c and a subject he or 
she will be teaching for the watch. T ching is the qu1c est 
method of iQlprovetnent in Daemonsgate, but it still takes veral 
six hour sessions to improv y any sj nific nt amount. 

HERBALISM 
A charac er ith the 1lppropri-ate kl I and equipment can 
manufa ur a potion in the six hours Of a atch. See the Ma.gik 
chapter for more details. 

ELEMENTALISM 
A charact r with the appropriate skill and equipment can summon 
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and bind an elemental in the six hours of a watch. See the magik 
chapter for more details. 

DEMONOLOGY 
Characters with the approprjate skill and equipment can summon 
and bind a Daemon in the six hours of a watch. See the Mag ik 
chapter for more details. 

HUNT 
For the next six hours t e character will wander out into the 
Wjlderness and search for game animals to sustain the adventurers. 
The success of the hunt depends partly upon luck and partly upon 
the character's hunting abiWty. This command is not selectable 
wh~n camped in a settlement. 

FORAGE 
A character assigned to foraging wanders off in he wilderness to 
look for herbs. These can either be edibl plants or magikal herbs 
that can be used in th manufacture of potions by hedge izards. 0 
The type of h r s ha may, or y not be fa nd depends upon the / 
terrain your adve turers are cur ently roping in. Th success of a 
forage over the six hours o watch depe ds upon the character's 
Foraging skill. our chara"Cters can no forage if they are camping 
in a sett.lem nt. 

REST 
Resting means lying around and doing notlning for six hours. This is 
a good w y to recover some fatigue, but it is not as refreshing as 
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sleep. O the other hand, unlike sleeping, the characters you set to 
rest wi I not be at a disadvantage if there' IS an anlbush. 

SLEEP 
SiX' hours of sleep will res.fore a character's fatigue to full. 
U fortunately though the efiaracter is at a severe disadvantage in 

an ambush. 

GUARD 

/ 

Pbsting guards during a watch is a good idea while in hostile 
t1mitory, they can forewarn their companions about an ambush. If 
your group is attacked res ·ng characters cannot awaken sleeping 

eh racter, whereas guards ea . / 
One all your characters have been assigned ir tasks you n 
click qn the START WATCH icon. Th s wil s art the six b rs of 
game time, during which each charac performs his or her 
assigned tasks. (Unless there is an interr tion) This takes o ly a 

short while in real ti!.)le 
Every time yo sta a wa t your char ers will 
eat. and food is u omat1 rom tbei~ backpacks. 
Failure to eat as n effe the first ti but if it happens two 
watches i a ow then ur characte s w"I be unable fo perfor 
the tasks a signed to them. furtb. r s arva ion means a se ere 
tleterio tibn in your party's health which ventuaHy;-after some 

time., I ad ng to death. 
Your arty is not always safe while c m ed, especially while in 
unfriendly territory, and it is quite Ii el t~at the group will be 
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ambu~hed . It ~s import~nt that your main prio ity while resting 
deep 1n the wilderness 1s the securi of" e ea psite, and don't 
expe ta quiet night! 

I MAGIK 

~agik in the land of Daenlons9ate is not an instantaneous thing. 
T~ere are no powerful a impressive jets of m gical flame that 

:....--~~frazzle your opponen ·n-an instant urn peo "ntO-frogSc tc 
II.fan does not have the apacity to directly manipulate magical 
fdrces of the world, but e can harness the energies contained 
w thin other things and bind them into objects. Predominantly 
th~re are three major ways Cl{ doing this. First there is HERBALISM 
which binds the magick res1 nt in certain plal)ts together t~ 

/ 

procfuce Potions. ELEMENTALISM ·nds the po of the elem 
in to various items such as sw"C>f s and amulets . .finally 
Daemoti,OLOGY binds the powers of Dae on · flnely crafted 
objects s eh as silver weapons and jewel tincrusted amulets. / 
Characters can make, magical items during the camping se fan of 

the game (if h ropriate skd , or you c~in uy and ~ .0 / 
"'m<time; fiod h m an , 9' , world. ./ j 
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anywhefe from two hours to several days. 
Making potions costs the character l)}eg1 al eriergy fO u· d the 
ingrt:(Jients together. Drinking a potion returns this power back to 
the .,:iotions creators. 
Th re are twenty-two magi I herbs that can l;>e used in Hedge 
Wizardry, tbeseare:-

OONFLOWER: This herb · used in mind aff~tin potions. 

TRUEFOIL : Truefoil leave are used to enhance the effect of other 

hfrbs. 

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

LOVER'S SORROW : This is a mild po n th is sometimes .u d in 
potion~ that effect the body. 

FROSTFIRE : Fr ire grow,5 only he it can obtain the maximum 
amount of unlight, as it s res t ea f the sun within its 
leaves. It is useful in fire based po ions a ell potions th 
enhan et e manual dexterity or speed of yo 

5 

s:A_RK EED : Sparkweed is a carnivorous la t that stings its 
v1ct1 before devouring -\hem. It is in repara · s that 
crea);t energy. 

WI OBERRY : Tile windberry i almost transluce t in colour and is 
u d in potions thaLinvolv amQuflage or disgui e. 

A TALi : Antalis is a h rb that enhances the body's natural 
d fense against the elemen . 

Pl~NS M)\NTLE : This flower 1 used in potions that bestow active 
defe se against physical attacks. 

BLOOD OSE : The bloodrose, when prepa~ 
its abili to speed up the bodies natural 

DEA DU 
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deal wi h protection from undead. 

FOL WEED : Follyweed is used in 
be r;nanipulated in some way. 

NELEAF-:Stoneleaf is ed in potions that rotect the body 

m physical attack. 

D EMONSBANE : Daemo :;bane is a rare plant that is used in 
pr pa rations that protect aga· nst Daemons. 

XA ADUS HORN : This addicti sedative is 
doses in potions that require the r to 
concen ration. 

reparations tha ither 

You ea remove wrong entries from the mixin menu by clicking / 
on thv herb you wish to get rid of. Onl the corre t combin<1,tion of 
herb can produce potions. Mixin random ingr dients is not only 
a w ste, it>can be dangerous as · ~quite easy to make a poison 
mi1take. 

W en you are...satisfied t Lyou have the correct mixture then 
cl ck the mouse on the la ge pestle and r119rtar at the bottom of 

~ e sm;e~. You are then eturn~ to the carnpine;~~en . Because 
!..----"or-~es..six.brn 1 rs to man potiao !.LI • Lkno 

r suits until a full, undistu bed watch has been executed. 
T e character making th potion must have a potion bottle in 
w ich to put the finished c ncoction. 

He are a few example potion ixtures for you to try:- / 

LESSER LIF 

and allows him to 
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see fur er making the use of missile weapons m re effective. 

VIG R 
A riotion of Vigour is made fro t._wo doses of anroot, one dose 
of Moonflower, a lruefoil an a dose of Winterfo I. 
T is potion replenishes lost- atigue. 
Y u can learn the recipe to other potions by talking to various 
p ople in the game worl but potion re:cipeS-ilo no'f come cheap, 

pecial!y the-mere-pow ul-ones-. 

EL MENTALISM 

Ele 

six ele ents. These elements are EA 
and DA KNESS. 

, the 

ELEMENTAL WEAPONS 
Again the effect producer( by elementllls bou d into ea pons 
depotu:ls upon the type of elementar and the size bf elemental. 

LIGHT WEAPONS : light w pons are highly ~ffective against 
urfdead creatures. 

DARKNESS WEAPONS : arkness weapons, as ell as inflicting 
damage t0- an opponent I r~n fatigue poin e amount f 
fatigue points drained d pends upon the size of the elemental 
Wjthin the weapon. 

Al~ WEAPONS : The larger the air elemental bound within a 
we~on, the less chance that weapon has of being fumbled. 

FIRE WEAPONS : fire weapons inflict tnQre damage. The amount of 
damag depends upon the size of th le.mental within the 
weapon. 

WATER WEAP 
chance of corroding opp 
the size of the elem tal. 

SUMMO~N E EM NTALS 

Elemental summoning is done through th c mping screen. When 
you wis to bind an elemental, choose the ELEMENTALISM 
comm<1nd from the menu and then see t e character who will 
perfor the ceremony. Characters can ot sum on elementals if; 
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a) That aracter does not possess the Elemental lore skill. 
b) That character does not have an appropriate bject t<Q which 
elem ntals can be bound. 

Ass'uming you get to the sunvnoning screen, you should first select 
the type of elemental to b summoned. Then c~oose the binding 
o ject into which the elemental is to be stored and finally select 
t~e size of the elemental. 
Once...tbisls done. c.lick the mouse.butt.an.on fu de.temaniaLsymb 
a the feet of the summo er. You will then return to the camping 
s reen. At the end of the six-hour watch you will learn whether 
the summoning was successful or not. 
Do not try to summon pow ful elementals if your elementalistyis 
no well versed in Elemen~I lore. It will certainly end in 
cata~trophe. 

DEMONOLOG ~ 
Demonology is the rriost feared form of magik known to an. It 
involves the mm ning f a · nant en • ies from oth planes 
known as Dae on . re o maJC:ir di ~ nt types of 
Daemons that you sum on, 81\ffiE DAEMONS, which can be 
bound int en hanting swords, a d AR I R DAEMONS, that can 
be bound i o BLOODSTONE l'IMUl. 
You can r lease WARRIOR DAEMON bou into BLOODSTO 
AMULETS any time during combat. Th em n will then appear 
and f h on the side of your adventurer Once combat has 
concluded the Daemon is then released from rvice. 

5 

Daemo s bound into swords are released to fi ht as WARRIOR / 
DAEMONS when their binding object i rt1'ken. 

Eac of these three categories o Daemons can e further divide 
in groups that categorise t ir power. From thlleast to the most 
p erful these ar~DAEMO QSERVANTS, FIRST RDER DAEMONS, 
SECOND ORDER DAEMONS, THIRD ORDER DAE ONS, OAEMONIC 

LbRDS and DAEMONIC RINCES 

Ehch Daemon bestows its own particular power to the object in 
w ich i' is bound. Some owerful Daemons have more than one 
p wer. Some powers you m y find are summarised below:-

BATIL DAEMONS 

lncrea es the (Jamage of a weapon. 
Leeche fatigue from your foes. 
Drains hi oints. 
Increases c <iracter's weapon skill. 
Destroys the rmou . 
+ Others you 'W l.l in 

WAR810R DA MO 
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Weapo master. 
+ Oth rs. 

I THE ART OF SUMMONING DAEMONS 

D emon summoning is pe ormed through the camping screen. 
hen you wish to bind Daemon , choose t~e DEMONOLOGY 

c mmand from the menu and then select the char-3cter who will 
perform the,ce+emony haracters{'.annot ummon -Oaema 'f · 

a) That character does not possess the Daemon lore skill. NOTE: To 
fi d someone who is well 'sposed to the party who possesses this 
ski I is very difficult. 

b) T t character does not have ao appropriat 
Daem ns can be bound. 

e) The charact an cen urner. 

Assumi g you get to the summoning 
with f u~ boxes where you combine th 
ritual. Th first box is entitled 'PENTOG 

..1NiU..be--presented 
components of the 
re are six different 
g to the particular 

a Daemon. This is summarised below:-

onlc servants. 
1 s Order Daemons. 
2 d Order Daemons. 
3 d Order Daemons. 

Dllemo~!c Lmds. 

PENTOGR M 
Jethre 
Tala Jeth e. 
Vagnt Je re. 
Tala Kadr el. 
sadrral). 

e ne~t category is the binding object, this will either be an 
e chanting sword, or a blo stone amulet or silv~r armour. 
Th last two boxes are whe the player selects the Sacrifice and 
th incen~e. Certain combina ·ons of incense and Sacrifices will 
sum on different types of Daemons. The sacri i nd the ince se 
need d for these will become o vious you as the ame 

progre es. 
Once all e values are set then you shou d click on the pent ram 
at the sum oners) et. At the end of the ext watch you w1 find 
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At any point during land travel or wnlravel yo can load or e 
a g/ me. You reach the load & vi;: screen thro~ h the 'EXIT' m n 
in {he town or land travellin screens. 

SAVING A GAME / 
ick on AV . Type-11 11 n ·n the message oox. Cfie..._,,..._. ...... _ 

s ve icon next to the m ssage box. The file name will then be 
aClded to the list of other ved game files. 

Clic on the load icon on the le hand side 
the desired file name then click on t 
messag box. 

Click on the 
the filename o 
message box. 

DELETING A SAVED AME 

n. Select 
eon next to the 

HfNTS AND TIPS WHEN PLAYING DAEMONSGATE 

1. G SSIP! You will usually find eh useful in ormation jus bf 
gos 1ping to various people. 

2. MAGii<! Whenever the o portunity arises to et your hands on 
s mething magikal or recnlit a spellcaster, ~for it. 

. C.OMBAU-Av.o.id wh r possibl "f your foe i an to 
0 servant and you are reful when you move, it is possible to 
s eak past many potential assailants. 

4. ESSAGES! If a non- pla er character says something to you 
be re you, enter conversation lt is usually importa t, make a not 
ofit. 

Do not r d this section unless your san ned 
by your ina "lity to e: rted in Daemo 

ery few people kn 
es? 

/ 

/ 
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[eves Guild knows all abou tt<waf'uut, b t you have t 
our for them first. Hanri t Knife is scum, tiut you must t s 

, for 9ow. 
> LI / 

I OLUTION 

ossip till you find out ab ut the SEWERS. 
A k about SEWERS. 

k about THIEVES GUILD. 
Go to Militia Headquarters nd ask the Sergeant about THIEVES 
GU LD. 
Go !l the Harvester of Sorrow and find MO k her abou_yhe 
THIEVJ\S GUILD. The rest is fairly obvio s...to st. ,/" 

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

/ 

/ 

o-----,-./ 

/ ALT FN 5 = Inventory. 
ALT FN 6 = Buy/ $_ell. 
An FN 7 =Load I Save 

ES APE KEY = Returns toy to revious screen. 
A X = Quit-to-DOS. 

CHA ACTER SELECTICTN 

1 8 selects a party ember. 

KEYBOARD MODE 

TAB = Tog,gles between curso keys moving character on sere'.}' 
and oving the cursor. 
ENTE = Same as left mouse button. ~ 
RIGHTS IFT =Same as right mouse button. 

/ 
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a gam , ~on't take it too seriously. 
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EXTRACTS FROM A HISTORY OF HESTOR 

Introduction 

Th . document is the result f many years of research an9 study 
ea ried out primarily in the extensive libraries h re at Joruli Point, 
b eked up by practical fiel studies wherev'f possible 

calm and pe~ e.fol time tht> 
t rbulence of our history hould be remembered, and we all should 
b made aware of the ma y mistakes of our ancestors. If we were 
t forget these mistakes, ow easy it would be for us to repeat 
th m. For this reason have I p oduced this short volume. It is aimed 
at II readers who are interest in the general his~pry of our now 
calm and prosperous land. There i much to b arned from tl"j e 
work, and if just once a consideratioh oft 1 history allo us to 
preven a mista~e. then my efforts have not mi ain. 
This boo is not however, the total su of my research , This 
volume can be consider d as a popular ndensation of the most 
salient point r I n a fuller d much 
more detailed ace u , ru ing to lu 
here at Joruli P-oint. lcte 
interest to fell w historl8Q.s and and should you wish 
to exam n these volumes, h n o ta t oruli Point, anp a 
convenien viewing time can be agreed 
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PART ONE 
THE EARLIEST HISTO 

An visitors to the Skull Mou9 ai11.s will doubtle s have marvelfed 
at their remarkable beauty. These amazing and immense statues, 
vi ible-from many many milb around, are to be ound throughout 
t e more remote regions f our land. A fioe an relat(vely intact 
e ample of which lies upon the ls!_and of Scaith. he5e wonders are 

mider t th ly a-rtll~etural remain f the Ri , 
r putedly the first intelli ent inhabitants of Tarra Hestor. Little 
i formation can be asc tained for definite about this race, 
h wever most scholars w uld agree that they were intelligent 
re tilian bipeds, who posse ed scientific and arcane knowledge 
tha outshone even that of ~ opea at the hei ht of its empire. 
Eve though little evidence has urvived t ugh the aeons to 
give u a dee.p insight into this anci'en c[ 1 zation, few olars 
doubt he might of a race capable of consrruc ing the skull 
mountai . 

One argume mUJ /fJ 
human beings we 
surprisingly, 
heretical 
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Certainly the single most importa event in the history of He tor 
was the coming of the Great Old Lords. These beings, possessed of 
im ense arcane power, fled tt> this plane from same unknown foe. 
T~eir leader Alkat, was a t'nighty creature of Daemonic origin . 
A companying Alkat were l<ell, Alkats chosen, Joras, the brother of 
A kat, and Tashesh, the sister of Kell. 

T eir arrival prompted a almighty battle between the amassed 
p wer of the Kzzir, and the Daemonic ones. In the early stages of 
ttljs battle, the Kzzir were, through their use of technology and 
ardane kriowledge, able to contain the Daemonics in a small area 
of \he lands of Hester. Over time, however, the strength of the 
Kzzi was no match for the combioed might the four Old Lords 
who overcame and destroyed the Kzzir and e Old Lords were the 
sole octupants of Hester. 

TH BIRTH OF TOMAS 

Now that no seoti n ut the Iv the lands of 
Hester, the Old settled down to ir new lives. All was not 
peaceful now er. Unknown to Alie,~ Kdl and Joras were lovers, 
and Kell ntually gave birth t a hiW n med Tomas. Muc in 
fe_ar of the wrath of Alkat, whose p rs re far greater than 
that o t e others, Joras hid Tomas in t is t part of the land 
where he nurtured and cared for the U . ing the spawn of 
mighty n laymans terms it 

68 0-

could bJ! said that the child was as much the offspri~ of Hester as / 
of Ke I and Joras, for the transition from one plane o another 
affe ted the Old Lords in way we mortals Cannot begin to 
unqerstand. As a consequenc , Tomas was a hermaphrodite, of 
ne 'ther sex, but both. An , in it's tenth ye~r of life, Tomas 
pr duced offspring, six malt and six female. These twelve were to 
b the progenitors of the E sopeans. 

TWE..B J5HMENT OE ORAS 

T e love between Joras and Kell did not go unnoticed, however for 
Ta hesh possessed a magi I<' that was sensitive to the spirit of such 
th gs. She was filled with je lousy, for she felt that by right Joras 
sho Id be hers. By gaining the e<1r of Alkat she told him of the 
infidelity of Kell and Joras, and of Tomas and th twelve offspring. 
Alkat was greatly angered by this, h rag eing the ve;y roots ; 
of the ~arth . Thus aroused he traveled t ~ +and here Tomas / 
dwelt, s'triking it a mighty blow, killing the hemaphr pyte 
instantly. Then summoning his brother, Joras Alkat prepal'Cd the Q 
same fate, b c:oµl o ithin h elf to kill of his/ 
own blood. In ead nished . th · ysical world, 
condemning Joras end U of rn n the spiritual plane.. 

THE BIRTH OF 11l Z A ITHI 

In his anger Alkat went to the cha bcr f Kell and took her 
again er will. Afterwards, filled w1 h re orse and regret he 
chose o I ave his citadel and never to y on his once beloved 
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spouse again. Soon, Kell gave birth to twins, one male and one 
female. Both of the twins were stunt and ma forme , Alkats 
anger had shaped them. The dis usted Kell ove a spell sod 
transported the twins to a r mote island on estor known a 
So amuth, where she abando ed the pair. 
B cause of the power of I( e. magik that was r quired to weave 
s eh a spell Alkat became iaware of the birth anti the banishment 
o his offspring. Searchin the lands he came ~cross the twisted 
pair,...ancLdespiti · telLfurms..heJ.oak pltY an_b~geny, 
i parting much of his k owledge and magicks to them so that 
t ey would not perish as II had intended. 

THE DEATH OF TASH ESH 

/ 

-

f 
The otphaned offspring of Tomas we.r ow lo t. an cced to 
fend for themselves. They argue and fought ver how best to 
su ve, slowly descending into ctionalised barb rism. They wour'd 
prqbably have regressed furt er were it not fort e intervention of 
Joras. Using whatJittle magical powers he p ssessed_,. Alkat's 
b other was able to reach out from the spiritua plane and teach 
h s grand-children as mu h of his knowledge a he was able. He 

ed the..tweble-Offspa~ 'the..Bsopeans:,..ao iied tb.enLto 
g ow in strength and numbers. Over time they constructed a huge 
c adel, and named it Tan~ ldorith. 

Many decades of pea e ensued, in which the Elsopeans were 
ab e to expand further in t ritory and knowledge, the results of 
wh eh were three more great ·tadels. The first to be built, second 
only to Tart-Eldorith in size was Helladi, known a -the City of tire 
Wise. The third citadel was named A~. the- tli of the mei:efiant, 
and fil'l'ally Dooranekan, the City of the raftsman. eontent with 
this, the Elsopeans settled into their existance. 

N~ I.ES OF LASADA 

Many of the l er Mr1m·tim'1ji 

life in their ho e cities. TtJ..ey loo o 
of Hestor, a d considered the <1lJ.:( 
'could o . So, over time, many of in 
to ven into the wilder, unexplored 

were not content with 
t vast unexplored lands 

r n"ties that these la(lds 
inhabitantsOegan 

f Hestor. 
such restless soul was named sa 
elladi. He built a mighty b t wi 

son of Lasada the 
which to sail the 
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uncharted oceans of the land and returned wit much new land 
and gl ry for fiis father. His journeys took him far afidC!, often for 
months at a time, and on his rr.turn he would recount taleSo of 
stra}1ge lands and primative pet:1ples, many of which he brought a 
slayes. (It has been said that ese 'primative pe~ple were perhaps 
oyr ancestors). Lasada's journeys became the stuff of legends, and 
the 'Ballad of Lasada' will Qoubtless be fam~ar t many{cholars of 
a cient literattJre. Of cou se, it is now impossibl to tell which of 

ix.Jumdred..arui..nin wa ve.rse.s...find their ~in-factrand.. 
hich are the results o~ much re-telling and exaggeration by 

o eracting bards. However one subject covered in the ballard 
which most definitely has rt's basis in fact is the story of Lasada's 
jo rney to Sorllmuth. 
It was by sheer chance that 'hisacja and his companions landed 
upoh the Island of Soramuth, ~on which e 
Zora ith lay. According to Elsope.an so ces Lasada his 
follow~rs were brutally ambushed by Z-oranitli and the 
majority, uriprepared for such a surpri attack, were brutally 
murdered, many beinJJ beheaded. Zor11nithi records, ho ever, 
indicate tha he El op ans nded o he island and made ,,. 0 ) 
preparations. to besieg and con h d I of 'Zoranith. ' 
Whichever of he o i rrec , it 

pedit1onarie~ were sl 
slain we impaled upon splices o 1 

ward o o hers of their kind who ma 
of Alkat's eople. 

I 
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THE ZORANITHI WAR 

Afte fifte€;f1 months with not a word from his son Lasada, his 
fatt1er the ruler of Helladi di~tched twenty o his best men to 
se rch the lands for signs q( his heir. Two mo e months passed 
u til one of these men ret rried, bringing news of a strange race 
o a faf island who had slain his son and mutilated his body. 
L sada 'f'aS grief stricken, or he loved his son de~rly, and yet again 
t fae f r~,l/{'n§e were t r-astlcally hape the histOfy of th ' 
I nd. 
L sada summoned a coun ii from the four cities of Elsopea, and 
h re it was deemed the illing to be an act Of Un-provoked 
ag9ression, thus there co d be only one way to avenge the 
mis deed, the warriors of Elsopea were assembled. 
This ntested army met the Zora 'thi at the of their citadel 
in probably the first the greatest and t;be ~ oodiest war eyerseen 
on Hes or. Many champions of both sides w~e "Slaughtered, 
includin Lasada, Joras and Gallan, the I surviving memb r of 
the twelve first-born. But despite the grief of such loss s the 
Elsopeans sh 111 i ttle, an t the end of S'ix days 
and six nigh ting y mergellvi rious, every 
last one oft woman and child, were put to the 
sword. 

THE WRATH 0 AU<A 

The a · s of Elsopea returned to thei h melands triumphant in 
victor d spite the terrible losses the h d ustained. Their trials 
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were no't over, however, for the death of the Zoranith had not 
gone 6nnoticed , Alkat always kep a -Watchful I eye upon his 
children. For the second time in hiS' existance Alkat wracked "th 
anger, but not this time would t e torment off gret taint his tu 
for revenge. 
Wbrking enchantments of g eat power Alkat bro~e the ba;rier with 
which he banished Joras aryd came down to the l~nds ofElsopea to 
punish it's people for the tJeath of his children. ljirst came the city 
o an-Eldoritbr th! jewel aillsopea.Jts..def'e.nse_was_spitiu:J.J,,..J.JU..i---t 
many of the best warrior had already fallen against the Zoranith, 
a~d the inevitable destruction was swift and merciless. Nothing 
could face up to the power of Alkat. 

THE BANISHMENT OF ALKAT / 
Alkats second target was Helladi, ~l!iO b 
Zoranith War, but prepared for the onslaug~ 
deatrh o~ their kin in Tan-Eldorith. 
Notable among the defenders of the ci 
became kno as H r o H Jladi. 
the finest warrlo.r th 
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spirit o Alkat was destroyed outright, but w th no mortal or 
etherc;GI form on this plane. we can l;l ertain hat Albt j_:; gone 
for good. 

Th se are the events which formed the basis of our world . 
F.o towing this period of grt'at turmoil, a period of peace ensued, 
w ich allowed the establishment of a great empi j" 

.............. 

PART TWO: T\iE ELSOPEAN EMPIRE 

THE EVOLUT ON OF MA 

There is' .cnuch argument as to where man 
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THE RISE OF THE EMPIRE 

Now ~ith no enemies, an advance..c:I chnol1y and a cure, 
prosperous homeland, the Elsope'!J'l naflon sprea its empire achilss' 
the land and enveloped the rea now know . as the Civili-SeCI 
Ki gdoms, enslaving its hum<;J11 popl:llation along he way. 
The first city- to -be constructed by the Elsopeans outside Elsopea 
w s bu ilt on a strategic estuary on the wes_t coa t of the land and 

as named Tormis. The qty SOO{! prospered fo reserves of gold 
;-------.a d-other minerals were plentiful · the nearby mountains, and 

T rmis became the focus for the shipping of these raw materials 
back to Elsopea. 
0 her settlements began to spring up around the newly 
'c •pquered' land, spring wat were found in the East of the land 
and1 a spa' wa~ built for weal hy Els~peans on the site w~ich _haj. 
now grown into the sprawling city of Anc;hor. A sc1ent «c 
community was established upon the clu~ed island of B etta, 
and it is the r~ins of this settlement tha Mashan' toundations 
rest upo As the empire slowly extend d it's boundaries rth, 
crushing any hostillt}' and enslaving the primitive human ri es in 
its wake, mat nd mor settlem nts were constructed. Many of 
these newly 'established settlements are n ifcrttf 9 ore than 
abandoned ruins, but h ikes of ttiea, ldoran and Dryleaf are 
still thriving communities--to this day. 

The furt er North the Elsopean Empi e str tched, the more its 
comm n cations and logistical capa it ecame strained, 

/ 
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culmina(ing in {he massacre of an Elsopean Le ion north of the 
lands paw kr;iown as the 'Stumps b_~;dia'nd of 6avage-tri esmen / 
fro111fthe frozen North lands. / 
As result ot this incident the Emperor realised . hat his realm ha'd 
gr9wn too extensive.Jo be ru ed effectively and i was decided that 
a lnanageabJe..area wouW b established which c uld be protected 
frbm raids and wars. A sol tion to this proqlem ts eve'ntually put 
f rward, by a renowned H sopean arcnitect ham d Aya Orin, who 

1.-~~~~'¥J..lw.lUC!'-'-'-'-"-........ 1Lta.Jlu d..a..hug fWm ast..1o....caas:1-1:.i---
a mm o t h undertaking b today's standards, but this was Elsopea 

i its heyday, with almo limitless resources and thousands of 
h man slaves to do the war~. 

Th emperor of the time, T drith, agreed to the plan, and work 
began on the wall. Utilising t e labor of enslaved humanity, work 
prog essed swiftly, and the ent1 construction was completed in 
twen five years, ten years ahead of schedule. Elsopea s now 
isolate from the rest of Hestor. 

care o 
decad 

THE YEARS OF PE €E 
0 



than t ~ furthering of their society. Thus science and technology 
all bu stagnated and socl~zy. under iJ:s hin ven er ofl°" , was 
slow)y crumbling in on itself. The rapidly learning humans became 
responsible for nearly all aspec of the empire in all but word. 

THE FOUNDJNG OF JORULI POlt'JT 

ot all humans in the Eis peans- Empire were-usld as laborers and 
soldier , fm hase who wed..gi:e,at ptitude in both the magic 
a d physical sciences wer trained as servants and apprentices for 
t e Elsopean Scholars. T ese educated few soon realised that 
al hough they were mora knowledgeable than most average 
Els1opeans, they were still slaves and many of them grew restless 
wit their lot. It was under t e initiative of a slav in the Tormis 
liba \es, Jagat Baudha, that the sin and aim nnoticed exo s 
of the human educated elite began when t,i lead a numbe1 of his 
comrad s to a small island off the coast 111~i5 a kingdoms. 
Here the founded a settlement which as ruled exclusiv by 
humans for humans. 
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/ would e that they would be noticed by th Elsopeans, and 

secon y the island could only suppor a I mited pmoun f eople 
and · s resources were already strat'ned. Thus Joruli Point droJ1ped 
int the back.ground of history bll! was to play a major part in th 
ev nts to come. 

THE FALL OF THE EMPIRE / 

ne lii.mrlr..e-0-and f.ift ar. fter the first lwman scholar5 
f unded their refuge on J ruli Point the Elsopean Empire began it's 
i evitable collapse. The c llapse had been due for centuries, all 
th t was needed was some ing to push the empire over the edge. 
Th push turned out to be e assassination of the aged Emperor 
Ten rith by a group of Elsope~ 'Traditionalists' who believed that 
the apital of the empire should" nrver have I Tun-Eldorith, a 
who ere djsgusted by the way eir lirethren had grown 
decade t. Tendrith's son, Njarlal was pi d'"m! he tnrone as a 
puppet o the Traditionalists and throug im they instigate the 
de-stabalisation an'd ev ntual collapse o the Empire. Thi~ reed 
the Elsopean · n to th ·r ancient ho land of 
Elsopea, lea ng h pop their own 
devices. 

THE CIVILISED DS 

eparture of the Elsopean rule 
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cities as various factions vied for power. With no one to guide and 
order them the human workers on the.farms and works OflS.,threw 
down the tools and joined the fighr for power, c using widespl'(ad 
famine and a shortage of all"T)Ost everything essential. Just aS" 1 
seemed that human civilis<,1tion was about to obliteratv itself 
before it had really even established itself, a guid ng light appeared 

t steer mankind away from the edge. This lighEa:a~oruli Point, 
hich had been keeping Itself to itself for the ast one hundred 
d fifty year.s.-N.01114seeing it:.s chance. to Ct"eat bad.been 

speculated upon for many years, it sent out scholars and diplomats 
to the major centres of human population in an attempt to guide 
the populations towards an organised way of life. 
This organisation did not work overnight, but slowly the cities of 
the civilised kingdoms became ordered and the beginnings of 
gov rnments began to grow. The first major ci on the mainl 
to de'velop its own political regime""Wa.s To 1s, the old El.sopean 
capital. It was also the only city to cont1 u trade with their old 
rulers in Elsopea. Attempts by other c 1es since to brea this 
monopoly hpve been fiercely resisted by T tmis. 
Slowly the ot r Cl I f ivilise l<ingdoms d eloped 
governing bodies, sam f Uowing · a benign 
dictatorship, er I pcd a d cracy and others were 
controlled by impersonal bureaucra ie . Most of these regimes 
remain aim t intact in their orig·nal forms t this day, a tribut to 
our a[\ce ors here at Joruli point ho e..stablished fhe~ 
governme ts in accordance with what 
populace. 

! E :ISCOVERY OF THE EASTLA~DS 
In comparison to the events prior to the fall of the Elsopean 
Errypire the events of recent rimes seem insignificant, but they are 
still very important in the shaping of the civilised kingdoms as we 
know them today. 
Prominent among the ellents which have moylded the land of 
t~ay are those which sa Anchor rise from .,a small Elsopean spa 
town to the sprawling w althy sea port that it is today. Most of 
t~is wealth can be attribllted to one man, Carlos Pestur, a great 
seafaring explorer and navigator, originally from Tormis, who after 
be' ng exiled from his city made his home in Anchor. At the 
beg·nning of his exile, Anchor had deteriorated i.n.to little more 
than a fishing village. It was in tj:ie ruins of iln old spa building 
(now lost in the cities expansion) that Pestur discovered a batch of 
old Elsopean maps which seemed to indi te- the existence of a 
large cor\tinent to the East. Armed wit this scant information 
Pestur crewed a ship and set sail. 
He was not seen for hi n years, but wh h he did return he had 
a cargo hold f141l of f bulous min {als, sprc and . He had 
discovered wllllt wa eat! the Eastl nds, and Anchor began a 
monopoly of de with this new nd ea thy land. 

CARLOS PESTUR AND THE NS 

Seven een years later, with the trade rout t(l he Eastlands firmly 
establish d, Pestur's exploratory urg s e-a oke. This time his 
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interest was focussed on a closer but more dan9erous goal; the 
lands north of the wall. For in addition to creating an almost 
impenetrable barrier on land, the Elsopeans also worked subtle 
magiks into the seas on either side, thus transforming an already 
daJ'lgerous reef infested ocean into a terrible challenge of both 
navigation and seamanship. It took Pestur two years of successive 
cartography expeditions to finally break thro gh to the lands 
north of the wall, where he found a primitive land of extended 
barbarian families known as 'The Clans'_ Jn this elqierJition.and tl:u 
four that followed it Pestur concentrated in bringing back slaves, 
the Clans having little else to offer in the way of trade. These 
slaves he set to work on constructing a city in the honour of 
himself, Which was to be named Pestur's Glory. 
Alas, on his sixth voyage PesU.tJS fleet was hit by a terrible storm, 
and six of the fleets' seven ships, including Pesturs own were lost 
within sight of Pestur's Glory, which was 1,1bsequently renamed 
Pestur's Wake. 
The secret of the passage to the Clan's was lost with Pestur' ship, 
and no man or ship has survived the voyage since. A d"stant 
repercussion of Pesturs apad were th forming of the Camps, 
a series of s lemen h t freed d cendan f h Clansmen 
slaves had buil in the hadow of the all, the closest they would 
ever come o th lr homelands. 

That then brings us to the present day, and shoulrJ indicate h 
origin of all the great cities that ever wer in the Empire. Before I 
conclude, however, I will make the following points. 
On Bias 
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Much of what is contained herein has been compiled from many 
varied sources both ancient and modern. W en reading the 
chapters on the early history of the world you must undersb1Qd 
that history is written by the vi ors, in this case he Elsopeans, an 
so Alkat and the Zoranith arl" depicted in a ve bad light. I have 
tried to edit out much of t'he obvious blatant gias, but it is still 
q1Jite evident in a number of the tales as they ar presented. If any 
s rviving Zoranith documdnts are ever found thqi perhaps we will 

.ble to cootradi th totie.s bu 1il thb kat and th 
Zoranith must remain the antagonists of history. 

0 the Recent History 
Of course, the escapades o( Carlos Pestur are not the only events 
res onsible for the shaping the civilised kingdoms, but space 
constraints in this introductory ?iocument prev o us from going 
into the details of countless other '17eo le nd actions that.- made 
our land as it is today. We chose the P ur histo above the 
others for the simple reason that it is oth a straightfo ward 
history (as pposed to the events which ave shaped Atti a into 
the paranoid nd xeno h blc ity state ~at it is tod , which 
would fill a Vo! h ir own). d al th et they were 

rr nt balance the civilised kingdoms. 

istory of du 
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EXTRACTS FROM A ROUGH GUIDE TO HESTOR 

INTRODUCTION 

Few people these days take the trouble to e plore the- many 
b<iautiful cities and sights of our magnificent lanp. This is a shame, 
fqr an exploration of Hestor is in many respects a journey through 
our history. There are va t artefacts reputedly built by the first 
i nabitants of the land, o d citi , nd many mo ument5 to those 
who have gone before us. Moreover, as anyone at Joruli Point will 
t 11 you, a knowledge of history is a knowledge of self. This 
document was compiled over a six year period which I spent 
travelling this vast land. My aim is, of course, just to whet the 
appetite of the potential traveller and extensive documentation is 
avail ble to help the more adventurous traveller benefit the rvdst 
from is or her travels. In the compi~ion ofihis documentation I 
consid":r myself lucky that I had the opportunity to travel 
througho'Ut Hestoc: and I would be satisfie<I if just one person was 
prompted explore our a nificent country after readjng this 
short work. 

Bookmaster Andre Fiv shank , Mast r of modern lore, Joruli Point. 

THE LIE OF THE LAND 

We liv u on the continent of Hestor whi h js ·ust a small part of 
our w rid known as "Tarra-Hestor". Both wo ds are Elsopean in 
origin and mean the world and the whol world respectively. 
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Although Hestor is a minor part of Tarra-Hestor it is the meeting 
point Of all minds and can be consiqen•d to b the cult al and 
industrial heart of our world. Wha 1s done in ~~tor today wlll be 
replicated by other continent in the future. Vlfe lead the worf~ 
an , given that civilisation began here, all roads throughout the 
w rid start here, and undoubtedly find their way ack here. 
Tliis continent can be split p into five major regions, two of which 

ill be the major cancer of this text. The others we know little 
LO uLfowhe_y · e.a all,.. w w c.udlis! 

e plorers have set foot. 
II'\ the far north of Hesto~ is a land that we know only from the 
tales of the Clansmen . K;nown as Kalothea, it is supposedly 
po ulated by huge hairy beasts who protect their lands with the 
spi its of their ancestors, and live in caves of ice and snow. Below 
Kalo hea are the Wastelands, vast planes of se i frozen grasslands, 
dotte with ~hick forests of fir and ·Qe. It · in these lands that 
the sa ge Horse Riders live, a race of short hard men whose 
entire c ture is based around warfare d the horse. They prey 
constantly on the kee sand holds oft~ most civilised m n that 
live above th a o us the Cla smen. 
The land of he Jan m n lies dire ly north f wall, and 
although I was tmabJe i it it, han I we at Joruli Point have 
a wealth o info mation un its ge raphy and culture due solely to 
the grea plorations of L'ar~ s Pcstur. He was only ma to 
successfully negotiate a sea passage a t w nd cap u d 
hundreds of Clansmen slaves. It is the esce ents of these slaves 
that pop late the Campps even to this ay, b t more of that later. 
From the original slaves captured in th raids we learn that their 
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homela d was a fine nation, covered in deep orest and fertile 
farml~nd, but which was p'r<zne to ha~ inters nd the rava es of 
the -Horse Riders from the north. This made the Clansmen a 11 rdy 
breed, who were both warriors and farmers. 

E sopea. Here the once reat' rulers of a mig ty empire have 

Bejow the wall 1ie the Civilis~Ci Kingdoms, our h~meland, -.yrich is 
the-main focus of the-majdrity of the text belo'w. To the south, 
o er the near- uncrossable Border Peaks lie the Esterio~s lands of 

~;------..l!Yil· bdre · o..tllems.ellles, concentratin.g on th ig.h piritua 
a d scientific thoughts of the mind. 
Few men of the civilised kingdoms travel here, and even fewer 
Elsopeans travel into the ivilised kingdoms, so little can be said 
ab ut th~se lands other than that they are covered in thick, steamy 
for st, arn;J the capital city, 'lan-Eldorith is reputedly the most 
beautiful architectural masterpie ever construe d. 

THE CIVILISED KINGD 

/ 
/ Ten m')ior cities make up the major population centres of the 

Civiliz d Kingdoms, I have qedicated an individu I section to each 
belo . 

TORM IS 

Tormis e<in probably be regi!J @d as the most important city in the 
C

1
vilised Kingdoms, although an Anchorian wquld undoubtedly 

a gue otherwise. Torm is has long, been the cuJtu al, -Economic and 
~ mmercial centre for, h land its importance temming..back to 
the days of the Elsopean &mpire. It was the first city the Elsopeans 
blllilt outside of their own lands, and as such is considered to be 
the first outpost of the Elsopean Empire. It was also the last, 
remaining under the control of the Elsopeans long after the other 
citi s of the kingdoms had reverted to human control. So even 
after the departure of the Elsopeans, Tormis hp.d a monopoly of 
arcane! knowledge and Elsopean technojogy and has remained the 
only city with a continued productive lin with Elsopea. Given its 
unique s'tetus, it is thus well qualified to oonsider itself the major 
city state o'utside oN:lsopea. 
Like all cities o<:fay, the Tormis ns have become perha s a little 
too relaxed in tfie1r g neral attitudes. The extended p_eriod of peace 
which we are current! enjoying appears to have lulled the general 
populace into a relaxea a-0,d corn lac n .st te-and the Tormishan 
Guard i pirrticular seems o be maintai{led more as a quaint 
tradition than as a necessity. Perhaps a I ci i hould examine 
their history and learn that they have a guard for a reason, not 
merely to occupy the more loutish elqnents olf the menfolk of a 
particular l:ity. 
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ANCHOR 

Anchor has risen to power as a major fbrce in Civilised Kingdom 
politics only comparatively recen~ly, for it was the machinations of 
Carlos Pestur and his various trade expeditions o both the Clan 
and to the Eastlands that brought the city such prosperity. Ahchor 
is probably the most cosmopolitan of the cities, for it is the only 
place that views all people as possible equals, and money, rather 
than rank or title, is the hlost respected voice. This, coupled with 
Anchors rigorously enforced monopolies on it' t ade routes allow 
Anchor few allies, but the city enjoys the most enlightened and 
forward thinking populace in the land. 

AITIEA 

The last decade has been a troubled one for Attiea. For over the 
cours of seven years, the once proud peop of this large city have 
seen their wealth reduced drastically thro11gh the petty land rights 
wars that they have fought with Torm is. A iea did not win a single 
battle in t ese wars, mainly down to th incompetence. of the 
Attiean generals, who, i a r ealed , took bribes from lormishan 
agents. Again this is an indi tion of he at o combat units in 
Hestor, wher mon domina '5 even the battles of the city states, 
and being a m rcenary is possibly the i:nost lucrative profession to 
pursue. 
Dissatisfaction with defeat during th~s~ wars, coupled wilh 
crippling tax rates enforced by Karlos th Second caused the 
Attieans to revolt. placing a new governo in l\is place. This man, 
named Htjlast, has brought the city of Attiea out of the gutter and 
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whippe~ up fanatical support amongst his people. A support which 
is reg;trded with suspicion and warinesnimong the rulers of the 
neighbouring cities, for he targets the blame f all Attieans Uls 
upon outsiders and foreigners, ~en going so f;ir as to declare th 
Att'iean the only pure stocl<' example of the numan race. This 
xenophobia may benefit Hellast in the short tern\, but can only do 
h s city and Hestor in general a disservice in the lqng run. 

JORULI PQINJ 

JQruli Point was originally one of the most significant cities of the 
Clyilised Kingdoms, for it was here that a group pf exiles from the 
Elsopean empire founded the first solely human governed 
set lement. When the Elsopean empire collapsed it was th 
Scho ars of Joruli Point that helpeo turn the chaos of the Civili> a 
King ms into organized nations. Since those early day we at 
Joruli have guided and advised the rulers qf th~iviltsed Kingdoms, 
steering em towards a combined democracy, free and fair for all 
men. 

P TUR W E 

Pesturs W ke was founded to h success of the famous 
explorer pr"nce Carlos Pestur n.d as originally named Pesturs 
Honor. Al s before the city was compl te fest r die<hlt sea and in 

his honor the city was renamed Pest\Jrs Wake. Besides being a 
monument to a long dead sailor, Pes u a e is an important 
outpo o the city of Anchor, for it is )le t at the gold mined in 

89 

0 

/ 



the Stumps is processed and shipped to the great sea port, ready to 
be either shipped to the Eastlands, or to be transported to Eloran 
and ruck into coinage. Pesturs Wake is also an important sea tJort 
in its own right and plies trad to the city of Essam as well as to 

the northern reaches of the Eastlands. 

MAS HAN ). / 

Mashan is a relatively new and small {'.ity which lle54lpon the ruins 
of an old Elsopean outpos on Barchetta, a large island to the ~-est 
0 Tormis. Mashan is known as the 'city of pirates' , not surprising 
given that piracy appears to be the primary fun~tion and reason 
for existence of Mashan. Through the years, the pirates of Mashan 
have reached an un-written agreement with the other sea faring 
cities of the Kingdoms, in that they will nly take a certafn 
percentage of non humanoid goods from a ship in return for 
giving that ship safe passage through its wa ers. 
This agreement has worked well until rec ntly when a small group 
of ruthless rebel pitates have begun operating from a seer t base 0 
on Barchetta. As y t the pir~tes of Mashan have no idea of who 
and where t 5e teb Is , but what is certain is a if they are / 
allowed to continu h ir raiding f r much longer, then the 

honorable nam of piracy will be ruin d. 

ESSAM 

Essam lies on the island of Scaeth, ff the east coast of the 
Civilised Kingdoms. It is an odd city, for i has no government, no 
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militia ~rnd non of the central governing bodies one comes to 
expec from a settlement of its size. Rather, it is run b)' various 
street gangs who earn the right to rule a certain part of the city by 
possessing one quarter of a j)roken stone table, known as the 
Wheel of Essam. Where this raditlon came frorp is buried in the 
m sts of time, but it seems to work in a fashiori, although Essam 
d es have the highest crime rates of any city in the Civilized 
K ngdoms. 

DRY LEAF 

To class Dryleaf as a city is perhaps allowing it a status which it has 
not yet earned, but that in n way reduces the importance of this 
settlement. Dryleaf is a settlement that is in the. ascendant. It 
already supplies fifty percent of tjle Civilised Kingdoms buildjng 
timbe, and its passenger ships transpor ing folk and goods to 
Mashan and Joruli Point are a competitive r'valto fotmis. 

At this poi t I will <idd a brief note for those who enjoy bizarre ~ 
speculation. It se ha D I a 's importance as a port may 
dramatically rrcreb in th near futµr prcvid d ha he theories 
of one of our holars h r atJoruli Pont prove to be correct. He is 
currently mak'ng sure that his c lculQtions are accurate. No one 
here is sure whether to take his ass rt ons riously, due to their 
Pt:pfou d amazing nature, however f h is proved true, and the 
world r und, the implications will b e orlnous, and could shift 
the balan e of power within, or even away frdm, Hestor. 
At the time of writing there is already an p d tion in the piplined 
to prov these theories.led by the fam d a captain Ragnar. 
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VORSAI 

Vars I is a small intellectual co unilyne<1r Eloran, founde by 
vari us scholars who were dissatis~ied with what .hey.viewed as~ 
inttoverted and anti-progress\Ve attitude of Joru 1 ~oin~. As yet its 
Ii raries are much less impr!ssive than ours at Jo ul1 Point, and the 
s<1holars it attracts are the sort-of cranks that are not welcome 

h re in the true city of Sc olars. 

ELORAN 

El ran is the city of cultur and art, a highly refined plac~ where 
being rich means everything The greatest exponent of th1~ 1s the 
towns prince, who spends his days in endles~ rounds of parties an 
socia occasions, having little tim for_ runni . 1ty. Undern 
this facade of revelry and decadence ties a c1 with pro .ems, for 
it is rift with organized crime and rack ee mg 1ch is ~lowly 
bringing Eloran to it's knees. Other citi should take no and 
observe th what ) 5 );lapp ing in Eloran ow could well their 

future also unless they't-ak ps prevent i now. 
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THE VILLAGES OF THE IVIUSED KINGDOMS 
Bes· des the large cities and towns of the Civilise Kingdoms there 
are also many small villages scattered through he land. tyiost of 
w ieh, such 11s 6reybrook care farming and fishing communities, 

ich serve the large citie . Describe._d below are l;omt: of the more 
uhusual small settlements that deserve- atten ion within these 
p g , or it would be-a-5 ame for-a traveller to o ' erlook them. 

TRADE TOWN 
T~de Town is noteworthy as the northern-most bastion of 
civ lisation. North of here lie nly the Campps and the Wall. Trade 
To exist~ primarily to trade ith the Campps ancl to service th 
man trappers and hunters that t a.verse the ar . / 
Trade own also holds the headquarters o he Northern R ngers, 
an infor al or!lanisation who try to kettp some sort of law and 
order in he wild regions between the ci states. At the moment 
the Rangers primarily operate in the n th and have ye: to be 
recognised a>- n offic al policing or e by th cities in ~he outh. 

The Campps are a collection of thr VII ages ana several other tiny 
hamlets m hich the freed descend nts of the Clansmen taken in 
the slavin9 raids of Carlos Pestur scra eh out ger existence. 
Unable t return to their ancestral horn land in the Clans, they 
have uil their homes as close to it as p si le, and consequently 
the Ca p s sit right up against the wal. 
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COOLTAGS RES 
Cooltags Rest is a small village tucked away in the Stumps, a ra ge 
of rolling hills in the middle ~the Civilised Ki gdoms. Coolta.gs 
Re~t is probably the bigge~t source of wealth u~on . the entire 
co tinent, for it is here that most of the lands gold 1s mined. 

THE SKULL MOUNTAINS 
Dotted around in several of th more obscure areas of the- land 
t ere stand strange stont hills whose shape seems to be carved 
into that of a non human skull. No one knows who created these 
great monoliths, or what f nction they perform, and as such they 
serve as one of Hester's great mysteries. Speculation abounds that 
these were constructions of th~ Kzzir, but there is no real evidenc 

avail~ble to substantiate this theory,. 

SORAMUTH 
To the we_st of the Civilised Kingdoms es the great island of 
Soramuth. Once, many thousands of year go it was the ho eland 
of the Zoranithi until they iped out iv a blood war with 
the Elsopeans. Sin then mut n a . and hunted 
land upon wh1Ch "' n ear to tlUd. sallor,s give the island a wide 
berth for shi that sail too near • out a trace, some sao 
they 

0

ar s allowed up by great.St!& ea , others insist that 
strange lights from the island guide s fps o eacller?us rocks. 
Whate r caused the ships to wreck, it h I few survivors, and 

none abl to fully explain what happened. 
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THE MAGI KS, FROM 'THE NATURE OF MAGIK' 
Extract from the Introduction to 'The Nature of agik' 
This text is a much abridged nd simplified version of the 
introduction to a technical t esis on the nature of the various 
forms of Magik and its origins. For the sake of slmplicity much of 
the technical information has been omitted, but even as it stands I 
f et it is one of the most gomprehensive basic introduction to the 
f9rms of magik that we p ssess here in Joruli Point. 

Bookmaster Alster Crows-Leg, Master of Magik, Joruli Point. 

MAGIK 
Ev rything upon the land of Hester has an aura , a magical 
presence Which binds it together. This aura is known as Mana, and 
can be tapped by a person who knows the corr procedure. This 
enabl~ that person to produce variOus miraculous effects which 
would not be possible under the normal rules of-Physics. 
Mana can be tapped in four different ways, each requiring a 
different mdhod, thus knowledge of one form of Magik dOf's not 
necessarily m an hat one has t ability 0 perforn:i t]le other a 
forms of mag1L,'fh four magikal form ar kru> n as Hedge / 
Wizardry, El rtlen afism, Daemon Logy and True Magik, each is 
described indlvl ually in it's own i n b low. 

HEDGE WIZARDRY 
Hedge Wizardry is the simplest and mo mmonly found form of 
Magik fo it is less mentally intensive t a o h r forms. It involves 
the mcinu acture of Potions, which are rl'jade from the mixing of 
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magica herbs and roots. A potions effects de ' end upon which 
herbs are used in the preparation, for each typ of herb Q.olds a 
diffqent property which can be h;;vfless-ed by the Hedge Wizard 

ELE,MENTALISM 
Eltmentalism is th@- art of summoning and bin ing entities from 
t e six elemental planes, n mely Ligbt, DarkJ:!ess, ire, Earth, Air 
a d Water. 

DAEMONOLOGY 
Deemonology is the art of summoning and binding malignant 
ottierworldly entities know as Daemons. A difficult and dangerous 
ar Daemonology is practise( by very few people, and those who 
do ~ave earned a bad reput'ation, thus this form of Magik i 
frowned ~pan in most sociNies, and few exis~ g 
Daemonologlsts usually live a reclusive-~is 
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