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1. Introduction

The old race stimed from their millenia of stagnation. The Shadowlord had died,

The darkness of the shadowlands deepened as the new Shadowlord tock up
the mantle of power and fexed his immorntal muscles. The new human races
in the kingdoms of Galanor slept on, unaware that the evil that had been quiet
for all recorded tme was stirting. They knew of the shadowlands only as a
place of ancient power. where the Old Race of powerful sorcerers followed
their decadent and incomprehensible pursuits. They had never before shown
any interest in the workd oussde the shadowlands. although it was Encan that
arvy man who dared enter their lands might pay for his boldness with his life,
OF WOrse,

Yer over the years many men had entered that land, and made their way
to the great and ancient Citadel secking knowledge, Some found what they
sought, but were enslaved. A few escaped back to the southem kingdoms,
where they became powerful lords. Sorcerer Lords.

[t was thus that the knowledge of Sorcery was passed to man

The mew Shadowlord was young and ambitious. Not content with the
contemplative decadence of his forefathers. he gathered the remnants of the
power of his race, and tumed his eye cutwards on the workd. He wanted the
power of the Rune Rings. the standing stones enchanted by his race before
man was created, when the Golden Empire ruled over all. With this power
he sought to refound the Empire. and make his race supreme once again,

He used his sorcerous power to breed the Wolf dders and warmiors, and since
his people were few and reluctant to relinguish their immonality on the field
of battle, he appointed men, warped and enslaved, as their commanders. By
his will the Shadow Legions were formed.

The world on which this onslaught was about to be unleashed was a quiet
arvd pleazant place, Galanor was made up of the three kingdoms of men
Fovanium. Morgalion, Herdach. They fought occasional wars, as was the wamt

of their race, and were constantly fighting the fieroe desert barbanans of
Savantor, In the wooded glades of Imrythy the Elven Lords, distant cousins
of the race of the Shadowlord, contemplated nature rather than the Sorcery
of their cousing, and kept 1o themselves. But they were not without power.
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Even as the Shadowlord. by his will, ordered the Shadow Legions 1o invade
Savantor, a Sorcerer Lord on the side of Men. began. by his will to direct the
Armies of Man and EIf, together, as the Galanor aliance, against the enemy.

You are that Sorcerer Loed,

To load the game follow the instructions on the cassette or disk, Once the
garme has loaded you are presented with 4 options:
1: RESTART 2 SAVE 3 LOAD 4 CONTINUE
To play the game press 4.
This menu will be presented 1o you at the end of each tum. The other
options allow you 1o save game positions and returm to them at a later

date, or to go back ¢ither to the start of the game. or to the game position
when the game was last saved.

Select 2 to save the game position and follow the prompts.
Select 3 to load in a previously saved position.

select 1w go back 1o the stare If vou have saved the game during that
session, the game will go back o the position at the last save,

You may find it useful 1o save the game in the stan positon. since this
will allowe you to go all the way back to the start, after subsequent saves,
without having to re-load the game.
Having selected 4 you are presented with the choice:
SELECT DIFFICULTY LEVEL: 1-3
This gives the choice of a beginner, advanced or expert game. After choosing
the appropriate option (1. 2 or 3), the game begins.,

3. The Aim of The Game

You must mobilise and gather your forces, resist the initial onslaught of the
shadow Legions, and prevent the Shadowlord from holding any Galanor
fortresses or any Rune Rings for a period of twelve days. If you fail 1o do
this your power will be broken and Galanor will fragment and fall. The
Shadewdord will also be victorious if the High Citade] of Galanor, in the southem
land of Rovanium falls. _
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4. A Quick Guide

The control keys for the game are printed on the ready reference card for
your machine. which you should have found in your package. Various other
bits of useful information are also printed on the card, and will be referred
to from time o time. No doubt some of you, eager to get on with it will pick
up the card and start playing. If you do, read the section below and good huck,
bt you will need to read the rest of the manual 1o get the best out of the game,

The game is played around a fixed sequence of tums and phases. Each mm
represents one day of events. and is divided into 5 phases:

1. Shadowlord Mowerment

2. Shadowlord Combat

5 Galanor Alliance

4. Galanor Moverment

%. Galanor Combat

The main action takes place on the tactical map screen which shows the temvain
units and fortresses on a hexagon based grid. A cursor can be moved arcunsd
the screen using the cursor controls (see card), and placed over any hex. The
map scrolls when the cursor nears the edge.

A strategic map is available o get an overall view of the play area.

During your movement phase you can move the cursor over a unit, pick it
up (see card for controls), select forced or nommal march and move L

When a unit starts its move in a fortress. you can use the Garmison option
to transfer troops from a keader to and from the fortress garmison. In this way
you can transfer troops between leaders and build up large armies.
During your Alliance Phase. you do not do amything. but the mobilization of
leaders is indicated on the strategic map. Onlby a few leaders are mobilized
sach um. You can add to this by visiting unmobilized fortresses with your
existing leaders during the movement phase.

To amack a shadowlord legion, you simply move your anmy onte it. A battle
marker is placed over the battle. During the Combat Phase the bartthe ks resolved
amdd the results displayed.




There are a number of minor variations in the displays and functioning of the
game on the different machines. The following sections describe the features
commeon (o them all Later you will find a small section describing the
differences between the different versions. Additional information on your
wersion can be found on the ready reference card,

There are two levels of map available to the player:

The strategic map

The tactical map
The strategic map covers the whole playing area. showing the termain types.
fortress positions, and positions of vanous active units. Use this 1o get an overall
impression of your position.

Shadevardard Units = 5 - —=  Your Units




The Strategic Map (Terrain)

The tactical map is where the action is. There are several different temain types
each of which imposes a restriction on movement;

Clear —_ cost 1 moverment point.
Woods —  half movememt rate.

Hills = half movement rate.
Wooded Hills —  one third movement rate.
Mountains = one fifth movement rate,
Desert —  one hall movement rate.

The colour and pattern for each terrain type are shown on the card. Troops
of different kingdoms have different bonuses for movemnent and combat in
terrain types in which they feel at home. These are detailed in the section
o the varous kingdoms.

The Shadowlord legions are, by sorcerous means. able 1o Cross areas of water,
whereas the forces of Galanor cannot.







Unit Information Display

During the movement phase, information on leaders and the armies they
command is displayed when the curser is placed over a unit. The basic format
152

LEADER: OLPHID OF IMRYTH READY

ARMY: 550 WARRIORS 150 RIDERS

LDR: & SOR: 1 FIG O MOVE: ©
The LEADER field shows the name of the leader. Each Galanor fortress and
citadel is the start position of 1 leader.

The READY field shows the movement status of the unie. [t is highlighted when
the unit is picked up by the cursor, It shows one of the 5 possible movement
modes:

READY — Not selected. Move rate undecided
Available for garmison transfer
NOBMAL — Move rate nommal, some movement points beft

cannot now use the garmison option

Unit is currently picked up if highlighted
FORCED — Moving at a forced march — 1.5 x nomal mate

SOIME MoVemem poines left

Garrison option not available

Unit is currently picked up if highlighted
HALTED = HNo movement points left

Carmison option not available

Cannot be picked up and mowved

EMGAGED — Mo movement points left
Unit occupies same ooation as Snemy unit
Combat will be resolved in Combat Phase

The ARMY field gives the number of warriors and rders under that keaders
command. Mote that this may not be the total army in that location, There
may be garrison troops if the location is a fortress or citadel, or other keaders,
with their own armics may be "stacked™ with the currently displayed leader.
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Use the key indicated on the ready reference card o cycle through the leaders
in a stack,

The bottom line gives the perscnal statistics of the leader. They vary from
LR (e

LDE:  The Leadership ability rating (in battle)

S0R:  The leaders sorcery abilities

FTG: The armies fatigue factor. caused by combat and forced
marches

MOVE: The number of movement points left

53 Armies and Garrisons

Troops. consisting of rders and/or warrors can either be under the direct
command of a leader. or else be stationed at a fortress or citadel as a garrison
force. On the maps. only the armies under the command of a leader are shown.
Garmisons cannot be moved. except by being recruited by a leader at the start
of his move. and then moved as a normal armmry. The gamison option is available
at any time during the movement phase (see the reference card for the key).
The cursor is placed over a fortress and the gamison option selected, If there
is no READY leader at that fortress or citadel. all that happens is the size of
the garmisan is displayed. If there is a leader ready, the gamson size is displayed.
with three options:

Fetum = Exits back to the map

Recruit — Move troops from the gamrison to the leader

Seanion — Move troops from the keader 1o the garrison
Having selected recruit or station. the computer will prompt you to enter the
number of warriors and riders to move. You can enter any number from 0
to the number available.

This option can be used more than once for each leader/fonress.

54 5Shadowlord Movement Phase

The first phase of the tum is the Shadowlord movement phase. The player
sits back and warches as the shadow legions roll across the map. engaging
in battke as they go. The shadow legions are fast and do not suffer some of
the temain resinictions the player has to put up with,




5.5 5Shadowlord Combat

Once the Shadowlord has finished mowing his units, the combats are resclved.
For each battle the totals of the opposing forces are displayed. the effect of
any sorcery is determined. and the casualties are displayed. If any keader or
legion is eliminated. a message to that effect is displayed. If an amack fails 1o
eliminate all the defenders, the attacker is forced to retreat. More on combat
in the Combat section,

56 Galanor Alliance

This phase is also played without any input from the player. The computer
determines which leaders are alerted to the Shadowlord atack. and thus
spontaneously come under your control. The name and army size of each
new unit is displayed. This method of mobilizaton is slow and unreliable, and
must be supplemented by direct recruitment. This is achieved by mowving
leaders onto previcusly unmobllized fontresses or citadels, during the
movernent phase.

The other component of the aliance phase is reinforcement. Each fonress

amd citade] recruits reinforcements from the surmounding countryside. Theses
new troops amve percdically, and messages are displayed to thar effect.

5.7 Galanor Movement

This is the phase in which the player is active. The cursor control keys shown
on the reference card can be used to move the Rashing cursor around the
map. This is used wo inspect. pick up and move units. To inspect a unit, simply
place the cursor over the unit. The unit informaticn display appears above
the map. If the unit is a Shadowlord legion, the information is imited o either
numbers only (if the unit 15 within visual range) or nothing at all

To move a unit. place the cursor over that unit and press the select key. If
the unit has not yet moved this tum you are given the options HORMAL or
FORCED. This is the speed at which the unit will travel. Each unit starts with
a number of movement points to "spend” on movement (4 for wamors. &
for riders). Selecting FORCED march multiplics this by 1.5. The unit status
is highlighted, showing that the unit has been “picked up™. Once a unit has
been picked up, when you move the cursor, the unit will mose with the cursor.
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As it moves through the various terrain types. movement points will be
deducted. until it runs out. The unit is then autematically dropped and marked
as HALTED.

The unit can be dropped at any time by pressing select (there is a separate
de-select key on some versions). It will retain any movement points left. and
can be picked up and moved again in the same tum. until all movement points
are used

Moving at a forced march increases the FATIGUE factor of the troops. This
can sepously impair their fighting abilicy, if it gets high.

If a unit is moved on top of a friendly unit, they are said 1o be stacked. They
then fight together if attacked. Only the top unit in the stack is displayed. On
the reference you will see there is a key “NEXT UNIT". Use this to cycle
through the units, moving each to the top of the stack In wm.

If a unit is moved on top of an enemy unit. it engages in battle. A battle marker
is placed on the map, and the combat is resolved in the combat phase.

When you have completed all movement for the tum, press the END
MOVEMENT key to proceed 1o combat.

There are a large number of factors taken into account during combat
resolution:

Eclative numbers of Riders

Relative numbers of Warmiors

Fatigue factors

Leadership values

Termain type

Leader nationality

. The effect of Sorcery

The relative strengths of warrors and riders is the main factor, Numerical
superiority is generally required o win, A large numerical superionity is required
to inflict the heaviest losses with the minimum casualties on your side.

Fatigue ks very important. It seriously impairs the troops fighting capacity. When

Ll S Lo
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fatigue reaches 9, the troops cannot move at all, and have litte or no fighting
capacity.

Leadership values add to the combat rating. The leadership values of the
Shadowlord Legions vary, and are not known to the player.

Certain terrain types restrict the fighting ability of troops.

This effect is negated in cenain termains for certain nationalities of keader. For
example, Elves fight well in the woods. Some racial types have a bonus in
attacks on fortresses and citadels

Sarcery adds o the combat power of the troops. It ranges in power from weak
to devastating. and is determined by the leaders sorcery skill and the distance
to the nearest Rune Ring. It is described in detail in the section on Sorcery.

Engaging in Battle

Cursor Cheer

Shadowlord Lnits Shadowlond Unst

—  Forress

Fune Ring Your Unit

Looking at Shadowlord Unit

First choose wihich unit you are going to attack by looking at the strengths of possible
targets

Zé& -
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Shadowlord Units <]

Eune Ring

Bumne Ring —

/

Bartle Marker

Looking at ¥Your Unit

Move omo your chosen foe. A battle marker is placed on the map, and your units
status changes 1o ENGAGED. The baitle is resclved when all other movement i
completed

Battle S-e;;uen-:_e

Firat, the strengehs of the forces are displayed, Here the player gets a masty shock
What he thought was one unit with 1800 wamors is m fact a stack of unigs botallsng
Q700 warmkors and 7100 rders. The player should have cycled through the stack
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Smce the bantke is close o a Bune Ring and the Galance leader has a good SOR of
7. the player is probably disappoimed that anly STROMG SORCERY was summaoned




et

I fact. the player lost all the warmiors and riders in the unit. Wihen this happens. the
unit s destroyed and the leader eliminated.

. Other Features

During the movement phase there are a number of features which you can
access by pressing the indicated key on the reference card

6.1 The Strategic Map

Thiz can be accessed ar any tme during movement. It gives a map of the
whale playing area.

5.2, The War RKeport

This gives a detailed report on how the war is going. The current day. losses
on both sides, and details who is in conorol of which forresses. citadels and
Rune Rings. The exact lavout may vary from version to version but the
information is the same, Mote that some versions do not give you a key (o
bring this display up. but put it up auromatically after each combat phase,




The Strategic Map (Terrain)

The War REeport
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6.3 Re-centre Map

Some versions give you the option of re-cemtring the map on the current cursar
pasition. This can be useful while moving. since it allows you to see where
YOu ane going.

6.4 Terrain Type

A key 15 provided which allows you to enquire exactly what terrain type s
under the cursor. If the cursor is over a fortress or citadel. the name of the
cwner |5 displayed

6.5 Turn & Phase

For those of you who forget what day it is. in some versions a key is provided
which causes the current tum and phase o be displayed. This can be uschul
at the end of the game,

7. Background Information

This section gives details of the races. roops and nations involved. and of
Sorcery. It is not eszential 1o read this before playing the game, but it is essential
if wou wish to play the game well

7.1 The Shadow Legions

The troop of the shadow keglons are of a new race created by the shadowlord,
using men. elves. wolves and more sinister beasts as source material. They
are grotesque featured, short and heavy. They breed fast and have an inbutlt
love of fighting. The troops are heavily armeoured in chain and scale mail {of
crude manufacture). Their stamina. and abdlity o forage and eat almost anything
makes them fast, and they do not fatigue as easily as men.

Their warriors are armed with wickedly barbed pole arms and moming stars.
The riders favour heavy spears and moming stars, and ride into battle mounted
on huge wolves, specially bred for the purpose,

They all carry the wolves head emblem on their shields.

— .&



Shadow Legions
WArTior Shadow Legions
Rider

Shadowlord
Commander
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They are commanded by men. enslaved by the shadowlord. and trained in
the ants of Sorcery. This sorcery allows the legions 1o cross water and other
barriers. as well as being useful in battle,

7.2 The Elves of Imryth

The elves are descended from the immortal race thae created the Golden
Empire, and are thus related to the shadowlord They turmed away from the
Ture of worldly power, and spend their time in quiet contemplation in the woods
that they love. They are tall, shm and elegant, but when war threatens. the
accumulated knowledge of the centuries makes them skilful and powerful
wamiors. They wear finely worked shirts of chain mail under their camouflaging
choaks, and fight with long bows and swords. Their nders carry shomer bows
and spears.

The woodcraft of the elves is legendary. They move faster through woods
than anyone would think possible, and can use their bows through the rees
unlike less skilled troops. They stnke without waming. wreak hawvoc. and then
melt back into the woods, Their method of fighting makes it difficult 1o estimate
their numbers. What may seem 1o an enemy or an ally to be a unit of a hundred
men may only be twenty. But who cares = they look and fight like a hundred.
They camry the sun emblem of the Golden Empire on their shields.

7.4 The Barbarians of Savantor

These men have historically preyed on the other mannish kingdorns, but are
now united against the Shadowlord. They are all riders. riding their white and
nimble horses inte battle with unrivalled skill They are armed with lances and
swords, but wear no armour. They are completely at home in the desert and
plains, and prefer to fight in the open. They carry the sword and star emblem
an their shields and pennamts,

18
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Savantor
Barharian

Elven

Warrior




These sturdy men look as if they have been carved out of the mountains
themselves. Their long hair and beards adds to their fierce appearance. They
weear tough ammour of chain mail and carmry huge battle axes into battde, Indeed,
they are so fond of the axe that they have adopted it as their emblem. They
are very skilled ar warfare in mountainous areas, but dislike the open plains,
They have also developed considerable skill in the art of siegecraft. and their
siege engines generally accompany them arcund the bauntlefield. This makes
them slow, and useful when taking fortresses.

7.6 The Men of Herdach

These men. cousing of the mountain men of Morgalion. inhabét the colder
mountain areas to the nofth. They are thus generally seen wearing the
traditional fur jerking rather than cumbersome armour, Like their cousins, they
do not use horses in battle, but prefer to go on foot. They are armed with
spears and axes. and cary the cross emblem on their shields,




Rovanium is the most developed of the mannish nations. and their troops are
well equipped and equally able to cope with any conditions. Their warmors
wear full length chain mall coats, and fight with sword and spear. Their riders
are fewer in number. since they are fully ammoured knights with lance and
moming star. Some of their leaders are well skilled in the arm of Sorcery

Rowvanium
Rider

Rovanium
Warrior
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7.8 Sorcery

There are two main factors which affect the effectiveness of sorcery in battle.
These are the skill of the sorcerer and the distance o the nearest Rune Ring.

Rune Ring

The sorcery generally consists of the summoning of a number of demons who
will attack the sorcerers enemies. The power of the sorcery varies as follows:

Weak — No demon is summoned, but the weather
conditions are altered in the casters favour,
Mild = A single minor demon is summoned,
Strong — A number of minor demons are summoned
Very Strong — A single major demon is summoned.
Devastating — A host of demons is summoned,
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The major demons may well change the course of the battle, bur they often
merely inflict additional casualties on the enemy, and ignore the plight of the
summoning sorcerer. Many battles have been lost despite their aid.

8. Strategy and Tactics

This section is deliberarely shor, since the whole purpose of playing the game
is to develop a winning strategy. You should start off playing the beginner
game, and when that is mastered. move up a level of difficulty.
When playing. keep in mind what your resources are:

Troops

Leaders

Fortresses & Citadels

Terrain

Rurne Rings
Try to amange it 5o that the right number of troops. with the right leader are
in the right place at the right time. Use the racial bonuses of the leaders to
full =ffect. Try to mobilise as quickly as possible. Mever fight a battle if there
is o chance of winning. Retreat, gather your forces, and counter attack. Beware
of forced marches and fatigee. Use forced marches only when essential Read
these instructions o get clues as w how to win. Play to win. and enjoy it




P55, Europe’s leading computer strategy game publisher are looking
for more game designers to work in this exciting area of gaming

If you have some axpenence of programming andfor an understan
ding of the capabilities of home micros, are a board wargame fanatic
wath an excellent grasp of strategy & tactics or even a computer game
player with graphic design capability then you could be just the per
son we are looking for

Waorking on ether a full time or freelance basis you must expect
1o work to a highly professional standard and within ngid guidelines

You will probably be over 21

For an application form including a free copy of our “"Guide to
Designing Computer Wargames™ telephone Mike Simpson on
0203.667556 or write 1o us at: PS5 452 STONEY STANTON ROAD,
COVENTRY CW6 5DG

DESIGNERS WANTED



GAMES LIST

SEPTEMEBER 1987

CEM &4 SPECTRUM  AMSTRAD CPC  ATARI 5T
¢ d e o e d
CLASSIC CONFLICTS
BATTLE FOR MIDWAY 499 9958 499 45 999
BATTLE OF BRITAIN 499 99 499 19 999
THEATRE EUROPE 499 9% 499 49 999
FALKLANDS ‘82 49 499
IS0 BN 499 2.9%
ORINAWA 499  5.99
POWER STRUGGLE 499 699 409
WARGAMERS SERIES
TORALIK 999 1499 999 559 1459
BATTLEFIELD GERMANY 1205 1705 1295 1295 17.95 2495
ANNALS OF ROME 1295 1785 1295 1295 17.95 2495
BISMARCK 995 1495 995
PEGASUS BRIDGE 1295 1795 1295 1795 1295 1795
SORCERER LORD 1295 1795 1295 1795 1295 1795
FIREZOME 1205 1795 7495
FINAL FRONTIER 1295 17.95 2495
FORTRESS AMERICA 1295 17.9% 2495
CONFLICTS COMPILATIONS
CONFLICTS 1 1205 17095 1295 1795 1295 1765
CONFLICTS 2 995 1495 7.95
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