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Using this booklet
Welcome to the World s tirst ever EOic qame, The Lords of Midnioht.
It more closely resembles a fantasy filmlhan a computer game b-ut rhe main dtfference | .

that you are in control of the main characters and whether you lead them to victory or defc, 11.

the story is written around your exploits. The game sets the s€ene, controls the fortes of evl
and independent charaders which move in and out of the plot and draws the landscape of
Midnight and its people in a way never before seen in any computer game.

Author Mike Singleton has produced a game which can be played as a quest, a mighty
wargame. or merely as a walk through the spectacular scenery of Midnight.

To see this scenery for yourself, load up the game and while it is loading, read the
introduction to the qame Try movinq throuoh the scenerv. usin0 the comoass kevs situated
on the number pad fo lmk aiound an-d presithe [qI key to go forward in the diniction you
are Gcng
. Your four own character$ Luxor, Morkin Corleth and Rorthmn can be controlled using

these kevs:
Lcl: Uilor [Yl: Morkin [b]: Corleth lnl: Rorthron
I ry and orscover wnere your cnaracters are on the map

By now you will hopefully realise that the Lords of Midnrght rs something special and will
be tempted to rmd the Chmnicles of Midniqht to ensure vou make the most of the
exDeriehce which awaits vou'A 

full guide to play beings on paqe 20.



The Lordsof [.4rdnrohtls notslmplvan adventure game norsimply awargame ltisreallya
new tvDe thatwe haveihosen tocallari epic game forasyou playthe Lordsofliidnightyou willbe
writiid a new chapter in the history ofthe peoplesofthe Free.

You willouide individual characteD across the land of Midnight on vital quests butyou wrll

also comman"d armies that must endeavour to hold backthe foulhordes of Doomdark the
Wricnlrno. Nor will vour task be easy tol youl comput er ls programmed to play Lhe role of the

Wrtchkrn{ and provide a gurdrng rnt6lligence for the forces ofevilranged agarnsr yo.r Yorrrswillbe

no inevitable victory.
Above all, atevery stage ofthe game. you willonly see the land of Midnight through the eyes

of the characters and comiundersyou control. You willsee no map plotting with unerring
iccuracv vourown and the enemy idispositions lnstead asyou switch you r atte ntion to each of
ini cnaiairets vo, control, vou liillse€ only what they would see from the spol where they sland:

a oanoramrc vr6wdrawn In iull pe6pective. Looklng intothe distance you willseethe moJntains

and for ests and hrlls ol the lands of Mldnight;you wlll see armies camped on t he plalns gredt

citadels rising in the distance. the forlorn ru lns of long forgotten fortresses And- lf you w lsn to see

what lies bey"ond that mountain range, beyond thatdark forest.you must move forward and look

for you rself!
We have called thjs unique feature landscaplng.foritglvesyouthepowertoJourney

lhrouqhthelands(apeot Mldnight In the very same way as any t raveller or (aptalnofwar;asyou
move iorward and vour oath biists and turni the landscape changesjust as il woJld lf yoJ wel e

really walking through M idnlght. To achieve tiis effect tlle Lords of l\'4idnight program can create

no less than 32.000 dif{erent Danoramic vrewsl

On the following pages, you will find the prelude tothiseprc game the first passage ofthe
thaoter vou must wiiie in tle lonq Book of Mldnlght. The story sets the scene for lhe events l hal

wrllunfdld in the qame.lt contalna no vitalclues tothedeieat of Doomdatk bLl serves to rerrlnd

vou of the desoer;te nature of your task and oftle price offailure We recommendyou read lt
'before embari.rnq on you r qudt for vrctory. Further on you will find ou r "Cuide to Play ;this /s

vitalreading.
oood luck go with you onyour quest and fare the€ well!



ChAP i LII ONE

Luxor stood at the doon ay ofthe hut. gazing into t}|e white gloom ofthe forest. Athin
scatter of ersh, tie fi ne oo!\rder-snow of the new moon. was floatino down onto the frozen
ground. lt was Ume, thought Luxor. it was Ume. An icicle of fea r touc:hed him and shvered through
him. He drew hiscloakUghtly around himselt astiough itwould warm the chillin his heart. and
turned from the for6t.

''You are troubled, my Lord. 'said Morkin. The boy looked up at Luxor. his face a mirrorofthe
man s sadness.

'The world is troubled." said tie Forest KeeDer. He threw anotier l@ onto the fi re and s€nt a
flock of sparks flying into the smokey darkness df his hut.

"Come and warm you rself by the fi re, my Lord. ' said the boy. He stood up and offered the
stmlhewas crouched on.

"No, Morkin, we must go. The Solstice is nearly upon us and Doomdark is already waking
from his slumber. !1/b must reach the Tower ofthe Moon by tomorrow yet ou r ride promis€s to be
longand hazardous.

'The horses, my Lord?
''Y6, fetch them and let s be on ourjourney. '
The boy scurried out. Luxor tu rned to the Forest Keeper.
''Your fire and shelter have been a precious gift. Keeper: I thank you.
'' lf you and you r young squire can keep Doomda rk s scum from my tre6, you re more tha n

welcome. growled tie Keeper Then, grudgingly. he added, 'My Lord," and spat into tie fire.
Luxor turned and strode out of the hut into the crisD forest air. Morkin was alreadv astride h r:,

horse, waiting. Luxor swung hims€lf up onto the saddle of his white war-stallion. Then-. at a wor, I

to the horses. thev rode off into the trees. Ersh was still fallino and in an hour. there was no trace
of their passing.

For many hours tiey rode in silence, Luxor lost in his thoughts. tJ|e boy wakhing the forest i, r

a mixture of fear and fascination. He had heard the tales men told and cou ldn t qu ite believe they
were only tales. Yet, the forest had its or /n vast and lonely beauty, its trees standing still as stones
but each drinking a silent power from the earth tlEt could thrust them. as tall as towers, towards
the sky. Morl{n feltsmallerthan he had ever fell

As darkness neared. tie boy grew tired of the forest and tu rned to speak to his Lold. Luxor
was gazing into the distance as though in a dream.

''Why does the Solstice trouble you. my Lord?" asked the boy.
Luxor turned his head slowly towards Morkin. For a few moments he said notiing and then.

as though he had suddenly rememb€red, hebegan to speak.
"Ou r world wasn t always white, Morlah. You ve heard the legends of 5u mmer when the land

was gre€n and te€ming with life. Ten thousand moons ago it was, so long tiat men barely believe
such a Ume ever existed. Yet tl|e Wise remember. Thev have scrolls tiat tell ofthe first snows
fa lling and the fi rst carpets of ice covering tf|e land. Suddenly, all the lands of Midn ight were
plu nged into this winter of ou rs. Then came famine, a g reat famine that ravaged our people. a nd
with famine camewar"

''Butthe Solstice. my Lord. insisted the boy.
''I am coming to it, Morkin, lam coming to it. The Wise shut tiemselves up in theirtowersand

let war take its cou rse. They had not fores€en tiis winter, yet tiey knew that war was the only
way. for the lands that had teemed with people in tie long moons of Su mmer cou ld not feed such a
throng any longer. Only one ofthe Wise, CMallon the Stargazer, stayed with his Lord and gave
him much counsel concerning warand conquest. CMallon was astute. hisadvice was
well-measured, and soon tie Lord he served Was powerfulthroughout the lands of Midnight, n.r
longera mere Lord but. byconquest.a King.'

''Ufas that Doomdark, tien? asked the boy.
''No,the King was not Doomdark. Lord Ushgarak reigned for but twelve moons before

GMallon had him murdered and took the crown forhims€lf The peopleandthe Lordswere not



disDleased. for thev knew Crvfallon had a&ised wisely and they knew nothing of his crime. They

tolil each other thit GMallon the Wise would s€e them through. So he did. after a fashion. buthe
ruled not th rouoh wMbm but ti muqh fear and slaughter and sorcery' As the yea rs passed. an Ky

chi soread ttrroloh ttre hearts ofth&e not already enslaved to him. No longer did people call him
c*riiro-n tne wisd out insterd Doomdark, witchki-ng of M idnighl Even th is was his or,vn doing. for
it dbased him to know so many trembled in fea r of him."

''So Doomdark is one ofthe Wlse! ' said Morkin' in surprise.
"Who else butthey could wield such power? asked Luxor.
"You could, my Lord," the boy replied' fiercely
Luxorsmiled.
''You r heart speaks louder than you r h€ad. Morkin. I wou ld not seek such pot ver. even if I

couldwield it."
" Brt, my Lord, what of the Solstice? Why is the Solstjce so important?
''The Solstice. Morkin. is the deepesl darkesl day of winter' The Witrhking. bynis sorcery'

draws his Dower from the very wintdr iEelf; he sucks from its hea rt the cold that fills his own and

tu rns its ic! force to his ort n will, For many moons now Midnight has known a false peace while

Doomdar( waits and prepares for the Sol3tice. Doomdark s last fu ll assau lt on the Free was moons

before vou were borri, Mbrkin. and even then we barcly held him at bay. When the Solsuce comes

and wiiter is deeD6t, Doomdark will draw more power tian he has ever known fmm its icy hea ft
Then i€ willunleish allthe hellhounds of Midnightagainst usand I fear we may not withstand
him.

A stricken look pass€d across Morkin s bright face.
''Hovt, so, my Lord?" \/\€ are tie Free and you are tlE mighuestwarrior in all of Midnightl the

boy exclaimed.
Luxor smiled wryly.
''Morkin. voo do me 'rore tian jusuce. but even if I were as you say it will take more than

siwords and st-rono arms to defeat tlle Witchking. In the last war he made against us. I slew score

upon score ofhis foulcreatur€s yet alwalE there lvere rnore to take their place. But worst was the
icb-fear. the cold blast oft€rror he sent creeping over the land to stab at men s hea rts and turn
their blood to watec This Ume it will be as cold as the Frozen llibstes.

"Even they can be cross€d, so the legends say.
''Perhap,s. Morkin. perhaps. '

Morkin was silent for a moment, as though lost in thought. Then' as gravely as one of the
wise. h€ said. "\r!b llwin, my Lord. '

"Hovv so?" said Luxor
The boy grinned, mischievously.
'"This time you've got me to help you l"
Luxor lmked at the youngster, smiled and then roared with laughter' not-at Morkin s

ludicrous reasoning butet thdenormity of his innocent, affectionate conceit Morkin,suddenly
realisino how boastful his words had sounded, burst into laughter too.

''M;rkin. said tie Lord Luxor. still laughing. I doubt tie ice-fear could ever touch you.

There s not a chink it cou ld Dierce.
''It couldn't catch me anJrwayl" said Morkin, suddenly galloping ahead.

Luxorshook his head in disbelief and galloped after his runaway squire

It"



CHAPTER TWO

As da rkness seeped through the trees, the skulkrin shivered and grunted. Stillasleep in a nest
of leaves and bracken. he cowered as he lay there and histiny hands quivered in supplication.

''0 Creatone." he whimpered, "Fawkrin would not failyou. Fawkrin is you r faithfu llest
servant.

The skulkrin's long tongue lolled outto lick an absent hand. A cold, crackling voice rang out in
the creature's dream.

''Wretch! lwould not trustyou turtherthan lcould kickyou!
As if to demonstrate. Doomdark aimed the toe of his boot at the sku lkrin s thin belly. Fawkrin.

half-expecting such a response, darGd away but not swifUy enough. The blow caught him on the
backside and s€nthim sprawling. Doomdark sneered.

''Fool."

The skulkrin picked himselfupand dusted the splinters of ice from his ragged tunic.
You re too kind to Fawkrin, Great One. Fawkrin loves to b€ kicked arou nd. Oh su rely, Fawkrin

loves a sore bacKide, oh surely. too kind!" saidtheskulkrin.adding underhisbreath. Creat
mound offlatulence."

In a withering voice. Doomdark whispered. Go."
Fawkrin cringed as the Wit hking'sfrozen breath rolled towards him,trailinga glittering

cloud of ice as it clawed through the air. Fawkrin shrieked, shmk and woke.
''M ust find Luxor, ' he muttered to himself, "Surely musl"
Shaking himselfas he stood up, the skulkrin pawed at all his bodily parts to make sure they

were stlll tiere. then scuttled off into the murk of the for€st
Fawkrin moved siwiftly. skipping over the crisp sno$/ where the ground was even, drqpping to

all fou rs when fallen tre6 and stray boulders made a mountain rang€ ofthe for6t floor. For a few
moments. he imagined he was a young skulkrin again. dancing aloneand carefree through the -
white wilderness.but presently he r€member€d, stopped and sniffed. The simmering breath of
the trees streamed into his twitching nostrils but then a different warmth mingled with the
resinous gloam of the forest man-warmth. The skulkrin shivered and sniffed again. Th€re was
anotier warmtl there too - boy-warmth!.His long tongue slavered out over his lip6. A bite to eat
wou ld not go amiss.

Fawkrin found his quarry in a clearing. There was no fire. else he would have found them
sooner, and the man and the boy w€r€ huddled under a tnakeshift rmf of branches and ferns.
Quiet as a snoMall, Fawkrin cr€pt into tie bivouac. He pawed around in his tunic and from tie
grubby depths he tugged out a shall pouch of rnatted fur. Fmm it, the skulkrin pou red a heap of
olowing white dust into his palm which he quickly sprinkled over the sleeping faces ofthe humans
Even so, Fawkrin felt a frosty numbness gripping his fingers like a glove of ice.

He muttered to hims€lf. "Rotten Doomdark magic. Could make rnagic that don t hurt
Fawkrin. surelv could." Then he shook his clawed litue hand until he felt the blmd trickle back'
whimpering dfty all thewhile.

Itseemed thatst rs had fallen from the sls| to s€ttle on tie faces of the man and the boy. One

bv one. each olintino sDeck faded and digDgeared as the sleeD'frost melted into their skin
Flwxrin waiftd untll tl\e hst glimmer had died, then edg€d ciser to the man. He sniffed at tie
man s tepid breath. his nose wrinkling and twitrhing as he tested its warmti and t€xture. Then he
giggled in delight.

'' Khlee-khlee-khle€! The grelt Lord Luxor! fihlee-khleel Nor,v He won t kick Fawkrin on his
backside,surely not.

The skulkrin knelt down, brought his mouth close to Luxor's ear and in a mellow soothing
voice that s€emed absurd from such a creature, he whispered. "Lord Luxor. great Lord Luxor,
brave Lord Luxor. why have you corne to the Forest of Shadows. tell me, Oh t€ll me where you a re
boundl

Luxor surred. Eyes still closed, his arm rose mechanically and his hand wavered towards tie
knife in his belt. The skulkrin scu rried awav with a soueak of terror but Luxor's arm fell back,



lifeless. to the oround. Fawkrin crouched in the darkness a full minute before h€ found courage

"noron 
to.r.it Oact toLuxor.lntruth,eventhiswassimplythecourageofnecessityhisfearof

Doomdark reasserting itselfover his fear ofthe warlord.
''Creat Lord Luxorl sang theskulkrin. Tellmewhereyou are bound! '

This time. Luxor did notstir He spoke in a faint. weary murmur
''I have been called by the Wise. he slurred. I have been called to their Council at the Tower of

the Moon. summoned. '
''But why. tell me why? croonedtheskulkrin.
"TheSolstice. Doomdarkgrows strongeryet. We mustact l know no more. The Wise keep

theirown counsel.'
Fawkfln guessed thts was the truth. Though a great warlord ofthe Free even Luxorwould

not be onvv to the secret5 ofthe Wis€.
''Bah! breat wartump Might as well tell Doomdark the sun will rise tomorrow. Sore backside

tor fawKnn_
Then a thought struck the sku lkrin and hegrinned ajagged. t'ivinkling 9rin
''O great lord, how do you think ofthe Witchking? ls he not greater than you? hissed the

skulkrin.
''Doomdark 15 haq-soawn, a foulpestilence. a piece ofscum adrift on the fair waters of

Midnlght. lfhe foughilike a man. lwould slay hlm ln two breaths.

Theskulkrin convulsed in tremendous giggles Though heshrvered at the thoughtofHim
there was nothrnq more deltciousiy excitrng than to hear Htm tnsulted Suddenly. a cold breath

tflckled down Faikrin s neck. H itlaughter stoppedi ust as suddenly and he clenched his hands

togemer.
''lwasn t laughing, O Creat One. oh no!Surely Iwasn t.
Only silence and the gentle whisper of the trees was the reply The skulkrin sighed and smiled

crookedly.
''Silly skulkrin. Can t hurt you here. can He?

Hesu,ivelled roundandturnedtothesleeping boy. Hesnuffled athisface and shouldersand
chest.

''Mmmm. Fresh! And sowarm! he declared.
Morkin was lvino on hrs side. towardsthe skulkrin, with his bare forearm hooked in front of

hrsface. Fawknniuo"oed another pouch from histunic and pouredsome morewhite powderinto
his oalm. SDarrnqlv,"h"e sprinkled tt over the boy s arm. No melting glow could be s€en for this time
tne'white riust w:a! mor; mundane;it was salt. Fawkrin opened hisjaws wide and ducked eagerly

forward.
Just as the skulkrin s fangs were about to sink into the morsel prepared. Morkin opened his

eves. Had the skulkrin been turned to ice, an event notunfamiliar to Doomdark s servants. he

c6uld not have stopped in mid-bit€ moreswiftly. Forhalfa moment' Fawkrin was at a Iossand

could onlv st?re in ahazement and terror. Then, a half-moment more and his gaping bite had

suddenlyiransformed itself into a broad I rin.
''Hello. young sirl the skulkrin gulp€d. He gulped again as a knife point press€d sharply

against histhroat.
''lfyou so much asMitch, Little furry one,you lltwitch no more. What syour business wlth

us?" said Morkin.
''Nothina, vouno srr, notilnq, surely. Fawkrin only s€eks warmth and shelter' Cets fine

hosotilitvtdo. Knrf; at his thro;t. Queationed likea criminal. Fine hospitality. surely.
''Ohl;said Morkin. mockingly, Hospitality in you r country stretches to b€coming a mealfor

your guests. Fine hospitalitythat!- 
bh no. young sir, oh nol Fawkrin is a good skulkrin. He would not eat such a fine, strong.

handsome. krrd boy.
''The salt. then. isforgood luck, lsuppose.
''So clever,young Iord, surely. Yes. good luck. Cou|se!
''louoht to make vour end now but I fear you have worked some doomish spell on my Lord'

Hesleeps-strangelyarid hasnotstlrred.Wakehimand l llspareyouyourskinandbones'
''Onlytie lightofdaycan dothat,young sit whimpered the skulkrin



'You re lying. fur-thing!" said the boy angrily. He prodded the creature's throat with the

knife odint. Fawkrin winced.
''lt s dang€rous,young sir, dangerous. su rely."
''More so ifyou don't." said Morkin, prodding more fl rmly with the knife.
''lthink. perhaps. I should try to wake him young sir" squeaked the skulknn.

With his knife-hand, Morkin waved the creature towards Luxor. Fawkrin took yet another
oouch from his tu nic and waved it to and fro under Luxor's nose. Languidly. the man opened his

bves. For a moment. Morkin s qaze left the sku lkrin. The skulkrin bit savagely at the boy and.

iistinctNelv. tlle bov lashed oui with the skulkrin clamped to his hand. The creature crashed

throuoh thA thin br;nches that sheltered them. Hisjaws dropped open at the shock of impact but
his flioit continued. out into the forest tot/vards a particularly prickly clu mp of brambl6. He

scramibled to his feet and raced off nortiwards' plucking out thorns as he ran.
''Armour, he mutter€d glumly. That's what Fawkin needs. arrmur on hisbum. Rotten

Dmmdark magic. Don't even wort on food. Fah!

Morkin was gently shaking Luxor.
" Luxor. my Lord. are trou hurt?'
''At peace, Morkin; I was only dr€aming. What s amiss?'
''A furry creatu re was about to make a meal of my arm before I stopp€d it at knife-poinl lt

had putyou undera spell. my Lord. '
''Did it soeak? '
''Yes: it said it was a skulkrin.
''A skulkrin ! Th€n Doomdark s€nses something. Th€ sku lkrin rarely come so far south. Did

you tell it anlthing, Morkin?"
'' No my Lord, but it was speaking to Jou when I woke.
Luxor sat up and peered at tie folds of the cloak where his head had lain. A few specks of

glimmering dust lingered on the dark fabric.
''Sleep-frost! Morkin, did yoo kill it?"
Morkin shook his head.
''No, my Lord. lt esca@. '
"Come. we must ride! You did well enough to wake, though how you did that after sleep-frost

I cannot fatiom.
Luxor grasped Morkin's hand firmly. Morkin winced and Luxor felt the warm slick of blood.
''You're hurtMorkin."
''Itsonlya bite. my Lord. '

"Askulkrin bite turns foul in hours," said the man.
'Then must I cut it open and suck out the poison?

Luxor laughed. You listen to tm many ale-tales, Morkin. No, a fe!,\, leaves- of sweemame will
clean the wound. We will ride now and gBther some on tie way, but we must find the skulkrin. lf
we do not. I fear Dmmdark may get untimely warning that the Wise are awake."

!>



IHAPI IH-IHREE

Upon the for6t hung a sparkling fro6l The air was cold and thick. lf a twig snapped it wou ld
crackle for miles around but only the muted whisper ofthe trees cou ld be heard. Above. the Moonstar
hovered bright and clear in a deep dark sl<y. The Mmn ibelf was not even a sliverjust a deeper
darkness blotting out the glistening haze ofthe Roads of Lighl

Near the forest's tangled heart lay a glade where the darkness moved strangely, dancing over the
pale snow like mist in a squall. The skulkrin paused at tl|e clearing s edgei though darkness was his
daylight, this was be),ond his ken. Nameless fears urg€d him to tu m and run but his muscles would not
move nor his eyes unfix tiemselves from the dancing shadotvs.

As he wathed, his fears seemed to drift away as though they werejust brief clouds that had
enshrouded him and were novv passing into the far, far distance. The skulkrin edged forwards into the
glade. He felt a beautjful. glowing glory shiver through him. He was complet€ly bsflildered; never. not
even as a young skulkling. had he been happy like this. Unaccountably. he felt good and kjnd and
genue.

The feeling gnawed at him like an et|ing tooth. In a daze, he wandered to the centre of the glade
and as the shadov,/s danced around him he peered up at the Moonstar. lts bright needles of light
pierced him with wonder. His mind had never before grasped what beauty was and now the strange.
intoxicaung experience oveMhelmd him. ln a genUe. liltjng voice. he began to sing a song he had
never nearo.

The forest filled with the skulkrin s fleetjng song. The srnaller creatu res of the nighL hearing only
the deadly burr of a skulkrin, however well-disguised, fled to the bu rro\,vs and n6b. The la rger
creatures paused, as be\|vildered as tJE skulkrin its€lf, and then quickiy passed on their way. suspecting
some devious Skulkrin trap.

Yet there was one who heard and urderstood. Waking himself easily fmm his walkjng sleep.
Corleth the Fey tumed and made his way towards tie strange singer. H is long. flowing strides c"rried
him siwiftly to tlle glade. There, at the edge ofthe clearing, Corleth stood and watched the tiny
man thing as it sang from the bottom of its illused hearl

In a sofl deep whisper. Corleth added his own voice to the refrain. Then, as if prompted. a breath
of wind murmured through the trees and the whole for€st seemed to hum witijoy.

Oradua lly the skulkrin's song shrivelled to silence. The creatu re stirred from his dream and
looked around himself. The dancing shadows had gone but acrossthe clearing he spotted a tall.
dark figure clad in a cloak that seemed to shimmerwith stars. Corleth stepped forward, laughing
gemy.

''Now little skulkrin. you know what it is to be a child ofthe earth. notjusta spawn ofthe lce
Lord. '

Fawkrin smiled foolishly. N ot knowing what to say in reply. he scampered up to Corleth a nd
stroked his cloakof midnight blue. gazing in wonder astiny pinpricks oflightglinted in the gaps
between his fingers.

''Come, litue skulkrin, tell me on what mischiefyou are bound!"
''None, my Lord, lied the skulkrin automatically. Then. having said so. he suddenly regretted

it. A longing to be truthfulstabbed so fiercely at him tiat he cried outwith a squealof pain. Even
so, his skulkrin ways were not so easily abandoned and the most he could bring hims€lf to say was.
''None of my own, Fey Lord."

''Ineed not ask whos€. smiled Corleth.
The skulkrin shook his head slowlyfrom side to side.
''I havebeen bad. my Lord.lsprinkled sleep-frost on the Lord Luxor and found out where he

was bound. And the boy who s€rved him . . . well,lwashungry. . . even skulkrin haveto eat. my
Lord. He was a nasty boy anyway. He prodded my th roat with his knife.

Corleth s eyes litwith sudden anger The skulkrin realised his mistake and babbled away in
fearfulhaste.

''l only gave him a nipon the hand. I didn'teat him" He was a kind boy. a nice boy. surely he
was. whinedthe skulkrin.



''Beatpeace.littleskulkrin, saidCorleth. To each hjs own way. I know, in truth. you are but a

tooljn the hand that madeyou.
The skulkrin began to fidget nervousl,.
''The Cold one will frostify me for sure. He sees thoughts.you know sees thoughts. Can t

escape him. Make me forget. Fey Lord, surelyyou can make me forget!
The skulkrin looked upatCorleth with wide. pleadingeyes. Corleth shook his head.
''lcannot save you from the beauty ofthe world. I can makeyou forget this forest, this glade.

butyou have tasted the sweetness of life and that is beyond my powers to dispel. Besides. how
could lbring myselfto stealsuch a remembTance from you? Better killyou than crippleyou
again.

''Very kind ofyou,surely, but lwouldn twantto putyou toanytrouble, said the skulkrin.
Corleth laughed.
"You have a wry rongue, skulkrin. lt may save you yet. Here. a smallgiftforyou before I

leave.
lntothe skulkrin s hand. Corleth dropped a smallamber crystal. The sphere lay in Fawkrin s

palm likea tiny sun, glowing with its own soft and soothing light. The skulkrin gazed on itand
smiled; he felt it wasvery precious. A single teartrickled down his cheek. No one had ever given
him a gift before and Fawkrin was sure this was peerless amongst allgiftsthat had ever been
given.

Thank you. my Lord! hegasp€d andtore hisgazefrom thejewelto lookatCorleth. Corleth
was a lready disappearing into the dark of the forest.

''Wait. my Lord. wait! cried the skulkrin.
A deep and distantvoice called in reply. "Farewell little skulkrin, and begone swiftlyi I suspect

the wrath ofthe Lord Luxorwill not be far behindyou.
The skulkrin looked nervously around the glade, as if Luxor might burst out ofthe darkness at

any moment. Then he clenched his fisttightly around the glowing heartstone and scurried to
cover Though he was fearfulofhis return to Ushgarak, return he must. Thistime, he had a
glimmer ofhope to comfort him:the marvellous discoverythattherewas another being in the
world whocared about his fate.

Corleth did not resume his ownjourney but insteadfollowed the skulkrin s old trail
southwards. ltwas a difficult path to follow ifyou were not a skulkrin and Corleth made slow
progress. At length, he emerged onto a forest road. His eyes quickly scoured the width ofthe
pathway for hoofprints and finding none, he smiled to himself. seated himself on a nearby
tree-trunkand waited.

Itwas not long before the riders he expected appeared. Luxor slowed his hors€ to a trot and
aoDroached Corlethwith his siword drawn. Corleth stood and smiled.

''Whatsyourbusiness.tall one? said Luxor
'' I know a skulkrin who shows me more courtesy than that, laughedCorleth.
Morkin reined in beside Luxorand drewhissword swiftlyfrom its scabbard.
''He must be one of Doomdark s, my Lord. hissed the boy, in what he imagined was a whjsper,

''Let meslay him.
Corleth laughedagain. a long langorous laugh that rolled through the nightairlikea gentle

mist.
''You may try Morkin. ifyou wish. said Corleth. He tugged a cord at his neck and the cloak of

midnight blue fellaway from him. revealing a shirt ofmailso finely woven it seemed like a skin of
silver. Corleth rested his hand on the hiltofhissword andwaited. Morkin looked astonished. but
nevertheless he frowned. bared his teeth in an attempt to look grim and fearsome. and urged his
horsetowards Corleth.

As l\4orkin s sword sclthed down. Corleth stepped lightly aside and caughtthe boy s wrist in
his hand. Both l\y'orkin and hisswordtumbled into the snow. At once. Morkin scrambled towards
hisdropped weapon but Corleth was quicker Hetook upthesword and held its pointagainstthe
boy s chest.

"lwill notyield, blurted out Morkin, red and angry "You must kill me firstl
''Then itseems Imustyield. for lwould not killyou, said Corleth. Then he reversed thesword

and handed it. hilt first.tothe boy.



Morkinjumped to his feet and held the sword uncertainly againstCorleth's shining shirtof
mail.

. . Willyou give quarter. young knight? askedCorleth withonlya hintofasmile breaking on
ns ps.

''Only ifyou give your word thatyou will not try to escape, answeredMorkin.
"Luxor,.my friend. you have a bold squire!" laughed Corleth.
"Friend? said Morkin.
''Friend indeed, saidLuxor.stridingupbesideMorkin,'Wefoughtside-by-sideonthePlains

of Blood in the lastwar against Doomdark. I did not recognise him at first. butthis is Corleth the
Fey. This prisoner ofyours willfetch a hefty ransom. Morkin! '

Morkin dropped the point ofhis sword to the ground and turned towards Luxor. his face
ournlng.

" How was I to know that? You let me ma ke a fool of myself."
Luxor placed his hand on the boy sshoulder
''No. Morkin. Corleth was testing yourspiril it is better to knowyourcomrade s mettle

before the real battle begins, is it not?"
''Andyou made no foolofyourself, addedCorleth, You did what any true warrior would.
Morkjn frowned and sheathed his siword.'Iruly? he asked.
''Truly, said Luxor. Morkin beamed with pleasure. He turned to Corleth.
"You fought quite well too, my Lord. he said, magnanimously. Then the man and the boy and

the fey all laughed together
Morkin lent his horse toCorleth and sat afore Luxor as they rode north along the forest road.

Luxor did notwish to lose more time than necessary and didn t mention the matter ofthe skulkrin
untilthey were on their way. When he did relatethetale, Corleth remained silent until Luxor had
flnished. Then. at last. he spoke.

''I met this skulkrin but an hour past. saidCorleth.
''Whydidyounotsay? asked Luxorincredulously.'Wemustfind itandsilenceit.
''At peace. my friend;you must give some quarter even to skulkrin. Are they notcreaturesof

flesh and blood? His only crime is knowledge andyou cannot slay him forthat alone. Who knows?
Perhaps he will lottell Doomdark ofhis knowledge. '

''Perhapssnowisnotcold, said Luxorbitterly.
''Perhaps it is not. 'said Corleth. "Wouldyou believe that lfound this skulkrin in a glade of

shadows. singing his heart out to the Moonstar? Would you believe that he told me truly ofhis
deedsthis night?Wouldyou believe thatwhen I made him a gift ofa heartstone. a tear rolled
down his cheek?'

''lfany butyou had told me. l would not. said Luxor.
''Then b€lieve me when I say we must let him live and find hisown destiny. lf we do not, why

are we fighting Doomdark?'
''Yes, you are dght my triend, said Luxor wearily. Then he added darkly, "The cold wears

me oolrvn
''Your heart is strong enough. Eelieve that too. smiled Corleth.
Luxor fell silent, remembering earlier days when they had ridden together across the lands of

l\,lidnight with cares that s€emed as Iight as falling snow. He hoped his heart wasstrong enough.
Then hearing the gentle snoring ofl/orkinasleep before him, Luxorseemed tohearallthe peoples
of the Free slumbering innocentlywhile incomprehensive dangers gathered about them and knew
he must be strong. He shrugged the coldness from him and rode on towards the Tower of the
Moon a little more oladlv.
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CHAPTER FOUR

ljawn approached stealthily, running swift fingers oflightoverthe Lands of Midnight. Far to
the east. it t6uched the grim Keep of Utarg with a briefgolden haze:the Targ s€ntriesyawned and

looked around onlv to sie lf the next watch approachedto relieve them. The dawn moved on

trembling overth; Downs ofAthoril, cloaking them in scarlet and saffron. The hills which had

s€€med h"unched herds ofvast menacing crealures in the absence of llght. seemed now to draw
apartand unfold.

The davliqht spread further westwards, painting the Plains of Dawn firstcrimson. then
amber then a-deed glowing yellow so tiat they looked. fora fleeting moment. as they did at any

noon of the Lonq Summer. clad in wheaten gold. ln lonely hamlets s(aftered across tne Droao

otains. villaoersitirred and smiled to see the warmth ofdaylight return then benttiemselves to
tneir daily tisks.

Overthe Forest ofThrall sped the hand ofthe Sun, shooting brightarrows oflight into the
seoulchral darkness ofthe trees, and then fu rther west to caress the sheerwalls and t?lltowers of
thb Citadel of Shrmeril. As the first blaze ol sunlrght fell into the Courtyard of the Kings' the great

horn sang out over the city. Twelve timesthe great horn bellowed itssimple fanfare' a short' deep

boom fol"lowed by a longei more strident note. A-wake, a wake' it sang and tien fellsilent. The

city roused itselfiireamily. with reakingsofshutters, rattling ofdoors and the growing murmur
of feet on its cobbled stre€ts.

The dawn d id not linger but hu rried on its endlessjou rney. ever westward' ever r\,/estward tjll
the world ceas€d to spin. Acrossthe PIains of Blood it shed its own. brighter blood. What men
moved there shivered in reluctant remembrance and did not pause to gaze upon the colours ofthe
sunrise.Then. at last. the light grazed the edges ofthe Forest of Shadows. rose up and flew over a

sea of m ist-wrapped trees to touch the high stones of the Tower of the Moon.

From itscrowning dome of Looking-C rystal. Rorthron was watching. Through tie mists of
the forest. he saw a wind of light blow away the darkness a nd speed towa rds h im over the leagues

and leaguesoftrees. Andtiough hewould not have cared to count how many dawns he had

watched from his solitary post, he smiled as he always did when tJle sun rose in full glory over the
green rimoftheforest.

Rorth ron turned and looked to tie west where the light still advanced inexorably upon the
dark army oftrees. He sighed. Such a brief su mmer this sta rved Su n brought each d?y- He had_

been not 
-much 

morethan a boy at the height ofthe Long Summer Then. the great disk ofthe Sun

seemed to fillthe sky;a day seemed to strekh forever as the languid hours glided by;and people

sought coolshade. notcrackling fires.ltdid not seem ten tiousand moonsago.
Rorthron shook his head as ifto deny that the Long Summer had ever existed. He roused

himselffrom his memoriesand set his gaze beyond the horizon. He looked first to the north, to
Ushgarak, the eye of his mind not seein-g pictuies but instead absorbing a crowd ofthoughts that
clamoured in the far. far distance.

There was much commotion in the great Citadel. Men. and foulercreatures. were preparing
themselves for war. The captains of Doomdark were tallying supplies. marshalling their
war-bands. bustlino to andfro intheWinter Palace witi last-minute orders and requisitions. Their
thoughts were on liof victory: already they were exultant at tie havoc they would wreak. the vast
slaughter that layattheircommand.

The lesser minions oftheWitchking were less sanguine. Though they too had no doubt of the
finalvictory,they knew equally that they might not be granted the privilege ofe4joJing it' knew
thattheir livesdere the coinage ofwar to be spentwantonly as their cold master decreed. Some
were filled with disgustatthemselves that their weakness and abject fear had broughttiem to
this. fighting in the service of the loathsome Doomdark. Others, more pragmatic, simply co-unted
themselves lucky that they, at least, had a chanceto survivewhilstthe enemies ofthe Cold One

most certainly did not. And there were some. of cou rse. who despite their fears for their own
wretched lives took comfort in the knowledge that soon they wou ld be reaping a rich harvest of
death and painacrossthe battleflelds of Midnight and nou rished their u ncertain couragewith lurid
visions ofrape and pillage.
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Rorthron turned away. He had seen nothing he had not expected to see, yet stjll it filled him
with infinite sadness to see the people and creatures of l\,4idnight used thus. The Wise had failed. So
long ago. in the very dawn ofthe world, his race had been chaiged wtth rt5 guardianship. Now.
theircomplacentfolly had allowed thisto happen anda theycould bring themselves to do was to
lock themselves securely in their towers and choose to forget that the world still existed beyond
the hrgh stones.

At length, Rorthron turnedthis mind gaze south-eastto Coreiay a nd the C itadel of Xaj orkith.
Herewasa different commotion;children playing in the streets. waggoners foddering their
horses. ma rket-sellers calling out to early customers. inn keepers pouring the firstale ofthe
morning into greatjugs. blacksmiths stoking their forges. The citywas at peace, its people
content. And ifthere were vague fears forthe future itching in the depths ofmen s minds, they
were forgotten in the brightness ofmorning, each dawn a new hope, a new beginning.

One day from the Solstice, Corelay stjll had an air ofsummer about rt. The sadness lifted a little
from Rorthron sthoughts. While Corelay was free, there was stillhope and goodness in the world
and he must bend allhis powers to preserve it. Rorthron walked brisklyto the stairway and
descended from his eyrie to greet the riders approaching out ofthe Forest ofShadows.

Luxor. Corlethand [.4orkin were greeted warmly by Rorthron.They bathed first after their
longjourney and thenjoined Rorthron to break fast in the High Hall. A blazing flre was burning in
the great stone flreplace and they sat before it with Rorthron to eat and drink. There were manV
tales to be told butas the day grew older. Luxorturned to more serious matteTs.

''When doesthe Councilbegin, Rorthron? Surely. there is muchtodiscuss.
''My friend, it has already begun. I am guilty ofa ljttle deceit;no others ofthe Wise willstir

themselves. Theythink Iamafoolish old man with a hopeless dream andwillhave no partin the
coming war agarnst Dolmdark. They wait for better times, as if better times wi appear by magic
out or nownere. Sato Hofmron weafllv.

''This cannot be so! cried Luxor, aghast.
''It is so. my friend; I am the Last Councilofthe Wise.
Corleth laughed. Then at least we can hop€ for unanimous decisions. Besides, one ofyou,

Rorthron, is worth a score ofthe rest. We should not be troubled when the hopeless desert us.
Rorthron smiled gratefully, Luxor nodded his reluctant acceptance ofthe truth and theirtalk

turned to Midnight and the realms ofthe Free. In the east. the Targ stillpreserved a fiery
independence. The Utarg of Utarg would suffer none to cross his Iands, Free or Fey or Fouland
though the Witchkingwas known to have sent embassies to him.only one ambassador had been
returned. flayed alive. To the north ofthe Plains ofTarg. Kumar had not been invaded for many
moons. On its northern borders, the Forest ofWhisDers had swallowed manv a doomish war-band
and tothewestthe l\.4arshalof Kumar kepta strondwatch on the N4ountainjof lthril.

West oftheTarg. Marakith remained free.though war bandshad been spotted on the
western plains $urrying for the coverofthe ForestofThrall. Fu rther west. the Plains of Blood
had becomea dangerous place for the lonely trave ller, thoug h still passable bya strong troop. The
Marshal ofShimerilsent frequent raiding parties north into the plains. Many ofthe Foulhad been
slain but with each passing daytheirstrength grew and the Cap ofValethor could no longer b€
reached without an army to clear the way.

Around the Forest ofShadows itself. therewas little to be seen ofMen, Foulor Free. vet
fu rther south on the Plains ofCard. Doomdark kept a strong raiding band that had even ventured
to the walls ofthe CitadelofCard. Ofallthe lands of Midnight, only Corelay remained untouched
by Doomdark s cold hand.

None ofthem doubted that Doomdarkwould deploy his main strength on the plains of
Valethorand once again attempt to force a passage south across the Plains of Blood. To the east
the Mountains of lthrilweretoo formidable a barrier forthe numberless armies of the Witchkino
to be supplied across, let alone to march across. To the west, the bleak oassaae between the "

Mountaiisof Ashrmarand Dodrakwastoo narrow a road for him to risk -
Butcould they hold Doomdarkthistime on the Plains of Blood. as they had done so many

times before? lfnot. Doomdark could choose from many roads aftergaining the Plains;he could
strike out at his leisure in any direction and the armies ofthe Free would be caught running to one
breach after a nothec Luxor was nothopeful.

''Doomdark istoostrong. Howcan we hopeto hold him nowonthe PlainsofBlood whenwe
sobarely succeeded the lasttime?
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''Perhaps we should nottry" said Corleth. lf we lethim move his hordesontothe Plalnsof
Elood and furthersouth if necessary. that would leavetheway open for us to strike at Ushgarak
itself.

''To dothat. wewould needtopassthroughthe oap of Valethor ourselves. said Luxor' We

could notdothatwith Doomdarkcamped on the Plains.'
''Haveyou forgotten lthrorn. my friend? Is not the Citadelof lthrorn stillfree? asked

Corleth.
''Tenuou-., "-, said Rorthron, The Marshal of lthrorn is sorely pressed.
''From lthrorn we could strike north without the l\rountains of lthrilto block our way. then

turn west at Droonhengeand approach Ushgarak by its back door.'
"And what of l\ra ra kith and Shimeriland Corelay? Are we to leave them defenceless in the face

of Doomdark whilst we rideoffona hopelesssortie? No. Corleth, l will not do that. shouted
Luxor

''ls itany less hopefulthan defending the Plains of Blood? Either way. all may be lost. but if we
should take Ushgarak, Doomdarkwould be flnished. '

''At what price? asked Luxot angrily.
Rorthron gotto his feetand stood before them.
"At peace. my friends. Allways are perilous butwe must not exclude any if we are to defeat

Doomdark. His gieatest wea pon is fear and confusion. We must not th in k that any task is hopeless

- and it is notl Even Doomdarkwas once flesh and blood. Now he is more ice and watet how
much easier should it be to defeat him? said Rorthron. smiling benignly.

Luxor was stillbitter "l know you are notsenileyet. Rorthron. lfyour words are meant to
comfortus, they are ill chosen.'

'Perhaps vou need more than words. said Rorthron calmly. He reached out his hand towards
Luxor and ope'ned it oLt. palm upwards. Perhaps you need this. '

There, in the palm ofthe Wise,lay a ring of red gold into which was set a singlej€wel. as round
and smooth as a pearl but ofa clear, sparkling blue that flashed and flickered like lightning.

''I have ringsalready, Rorthron.
''Not one like this, my friend, laughed Corleth, Luxor looked curiously at Corleth. wondering

whatjoke this could possibly b€.
'' 

I never thought to see it. I tl wager no Man or Fey has se€n it in our lifetimes Luxot this is the
Moon Ring, the last oftheCreat War Rings of Midnightl '

Luxor turned his gaze again to Rorthron s palm and looked in wonder at the legendary rlng
that lav there. The miats ofdespairtirat had clung to histhoughts for many moons seemed to clear
and faae awavas he watched. Beside him,l,4orkin wascraning his necksofarforwardto geta
better view that he almost felloffhis seat. Luxor looked up at Rorthron.

''You know I cannot take this, Rorthron. it is not my right.
"Forgive me. Luxor,"said Rorthron. lhave kept tiis from you too long, butwithgood

reason. You are notsimply Lord Luxor ofthe Free.you are the last heir ofthe House ofthe l\roon.
You, my Lord Luxor. are the Moonpflnce and this ring isyours by right, to be worn only 

'ncircumitances of gravest peril. Once slipped onyour finger. itcannot be removed untilyou are
dead orthe peril hls passed. lt willgiveyou the Power ofCommand and the Power ofVision over
those lords and subjects loyaltoyou, even at greatdistances. With the Power ofVision you will be

able to see througfitheir eyes what they see. With the Power ofCommand you will b€ ableto urge
them to undertake any task they wou ld willingly perform foryou. And morethan this, it willecho
the warmth and strength ofyour mind and send forth a tide ofhope across the cold lands of
i.4idnight. lt isyours. Take it, and use it with care.

Borthron the Wise stepped iorward and dropped the Moon Ring jnto Luxor's hand. Luxorwas
quite speechlessfor a while. Then. at length, he spoke.

''Thankyou. Rorthron the Wise;tiis is a gift beyond gitu. Yet. I do not understand whyyou
have kept alithis from me so long. Surely, in the last war against Doomdark. this ring would have

been a helpbeyond price?
''Yes, Luxor it surely would but the Wise have their reasons. The Solstice isthe peak of

Doomdark s oower. Defeat hrm before thatand he will return as surely as the snow willfall. Defeat
hrm at the prinacle of hrs power and he wtll never return. never blightthe lands of lvlidnightagain
with his foulschemes. Nor could Itellany ofyour true ancestry for fear that Doomdark would gain



the knowledgetooand huntyou down ltkevermin Even now' hesuspects nothina and when the
morrow comes, the Solstice itseif, hewiltexpect allitsqtory for hrmsblf From Usioarak willissue
forthanicefearthelikeofwhichhasneverbeenseen,rollingrtsterroracrossl\,4rd-nigh|ikea
plague.Tomorrow at dawn.you must don the [,4oon Rlng and send a blaze ofhope wtngtng across
the land. melting his ice-fear stabbling him wrth shock that a warmth sttll exists that can resist him
and fllling htm wrth doubl. Then you must ridp swttily lo Cor elay ano ratty all rhe peoptes ot I he
I fee ro your oannet you must (na enge uoonldark everywhor ei leave one Darhwav unguarded.
onechinkop€n and a flood will pour through. The Moon Rrng rtsetf wr tend you the power to
guide the forcesofthe Free and unoeryoLr gutdance they wiil march agatnsf Doomdark ds one.
I ne Lapulns ot Lotd wl be btrnd compared to those whose way is lit by the War Ring ofthe House
ofthe l\.4oon '

''And a plan?" asked Luxor, Are we not to have a batfle plan?
Corleth grasped Luxor's arm flrmly.
''Ofcourse. Luxot hesaid. Butdon t you see? This time. this wat the Moon Ring lendsus

the powertochange ourplansata moment s notice. No longer mustwe stake all upon a single
tnrow

''Yes, ofcours€, mused Luxor. still dazed at his new,found inheritance.
'There isone marterwe have not yet consrdered. sald Ron hron, a note ol warnlng

mrummrn0 In nt5 votce.
''Whaais that. Wise One? oromoted Corteth.
''The lceCrown.'
Even Corleth seemedto paleat its mention. Morkin tugged genfly at Luxor's sleeve and

whispered a questionto him. Rorthron smiledand turnedtothe boy.
''Fashioned ofthe purest. coldest crystals ofice, forged in the Frozen Wastes on the bteakest

of nrg-hts by Doomdark himself.the lce Crown isthesouice ofallhis power for it enables him to
suck from the heart ofthe Winter allthe bitterforces ofcold and berid them to his will. He keeps it
in the Tower of Doom, north ofUshgarak across the PIains of Despair Few have seen it and livbd.
yetallhave felt its bitter touch. '

''Doyou thinkwecould seize it? asked Luxoc New hope had dawned in him now and he coutd
almost begin to believe that even such a desperate folly as this mightsucceed.

''Ithinkwe must try" said Rorthron. lfwesucceed and destroy it, Doomdark spowerwillbe
shattered. Even if we fail. the attempt will distract him and thus help ourarmies to pievail.

'We cannot spare more than a few for such a penlous task. said LJXor
''No, indeed.And no morethan oneforthe finaljourneyto theTowerofDoom. one whocan

resistthe ice-fea r that streams from it as sunlight streams from the sun. lt isyourchorce.
[,4oonprince.

''lcannot laysuch a task on another's shoulders.l mustgo myself.
''Bravely said, said Rorthron. But that cannot be: the Moon Rinq throws forth mindwarmth

that is its boon and its bane. Doomdarkwould senseyour p resence-before you gotwithin fifty
leagues ofthe lce Crown. You mustchoose another lwould qo myselfbut the Wise have roo mucn
knowledge ofeach other: I could not hide myselffrom Doomdar( any more than he can hide
himselffrom me. '

''Then there isonlyCorleth. said Luxor reluctantly. "Noother than he can resistthe ice fearat
its coldest, no other that lknow of.

Luxorturned to Corleth. The Fey looked troubled. He turned his eyes away from Luxor, then
ros€ silently and wandered towards the colonade that circled the High Hall. He stopped by a
slender column and gazed out through the Looking-Crystal over the Forest ofShadows. ihe
others remainedsilent. waiting for him todecide. Aftera long while. Corleth returned and stood
beforethemallin frontofthe greatfire. His eyes were heavyand his facedrawn.

''There isanother, he said. "One strongerthan lcould ever be in the face ofthe ice fear. '
''Thenwho? asked Luxor, puzzled and frustrated by the riddles ofthe Fey.
''lf I corJld ke€p thisfrom you. my friend Luxor, I would, but in truth I cannot. The otd songs say

that one will be born, half-fey, half-human. whom the ice fear cannot touch: armoured with the
la-ughterand lightnessofthe Feyand thewild fireofMen,the ice fear will roll from him like drops
ofrain in a summershower.

Corleth paused and his eyes glazed overas hetried to imagine what such a summer. what such



a shower would be like.Then he blinked and forced hims€lfto continue.
"My Lord. my friend. Luxor. Moonprince - he sits beside you! '

T Fey b€nt his head and gazed at the floor: he could not bring hims€lfto look Luxor in tie
eye. The silence was profound.

''Me? whisDered Morkin, " How can it be me?"
Corleth lifted his head and tu rned his deep eyes towards the boy.
''Tell me what you know of you r fatier and mother' Morkin." said the Fey gendy. The boy

looked startled.
''I know nothing, my Lord. lwas only a babe when my Lord Luxorfound me, while hunting

boar in the Forest of Thimrath. He gathared me u p and took me home and c2 r€d for me' as he has

cared for me ever since;he has been likea father to meallmy life.

Corleth smiled and looked up towards the distant ceiling ofthe High Hall.
''Itwas manv mmns aqo, hesaid. We had prevailed overthe foulhordes ofDoomdarkon

the Plains of Bb6d, but tie-price was heavy. Many were slain. more were shattered in mind by the
last tide of ice-fear he sent dgainst us. Aftei the battle, a host of ou r faitifu I wa rriors wandered
lost and demented across th; bloody fields, their hearts empty' their minds full of horror' There

were so manv tiat those who had su rvived unscathed could not hope to flnd them all before they

took their own path to peace or simply wasted away in the cold, bitter nights.
''Such a man. wounded to the quick in body and mind, found hisway into the depths ofthe

Forest of Th rall. lt was there, exhausted and close to deatJr' that one of the Fey. the fair Aleisha'

found him. She draooed him on a tresUe of branches to hertree-home and there she nursed him to
health again. As his-s[rength gre{. sodid hisenchantment with Aleisha and so did her
enchantmentwith him. '

''When he was fullv strono aqain, his mind healed W hercomfortand words of peace. his body

mended by her subtle.ieyish s-kilE, they made their lova complete. Y€t Aleisha was troubled She

knew theii love. howeve; strong. could not last. for he was a mortal Man and she a Fey. She said

nothino to him but let the davs and nights of their love linger on untilshe could bear it no longer
Then. q'atherinq a ll her cou r;ge. she freed his mind of every memory of her not wish ing-!im to
bea r ttie oain oftheir impossi6le love. She led him to the southern edge of tie Forest of Thrall and

watched him dwindle inio the distance as he wa lked out across the Plains of lserath towards the
MountainsofMorning and his distant home.

''Some moons later Aleisha bore a child' a rare child' his child aswellas hers. Her delight
almojt overwhelmed the pain of pa rting but even in this moment-ofjoy she thought onlyof him '
Outoflove had she made him forget yet she knew she would not forego her own memones.

however painfu l. She was determineij that he too should keep something of tie harvest of their
iove.lno'so. oarety a moon later, sheiourneyed south with her babe across lserath and Rorath to
the borders ofCorelay.

''How manv times had he told her of hunts he rode in the Forest of Thimrath, how many times

had he pictured-in her mind its winding paths and gentleglades. She knewwhere he would b€ As
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dawn aDDroached.she listened for the hoofbeats of his horse and when she was sure. she bundled

the ba#in warm tursand laid hrm by tie path She dared not lingerforfeartJEtshe wouldcryout
ii treiooroacne.O anO run to hisarm;. So, with a parting krss for her child she turned backto the

north, hever to see her son or her lover again. '

''That son wasyou, Morkin. Your father is my friend, Luxor"
Rorth ron the Wise sniffed loud ly and dabbed at his eyes with the long sle€ves of hisgown'

Luxor, for the second time that morning. was dumbfounded But Morkin. brimming withjoy.leapt
to his feet and flung his arms around the Moonprince.

''You always have been and now ifs true," hesaid. In some confusion. Luxorsmiled and

retumed his son's embrace.
"l!is all lcould wish, Morkin." he said. then added"'Save that all s€crets were as happy as this

when revealed - and revealed sooner.
Suddenlv. Morkinwhirled round on Corleti.
'iVes! Why did you keep this secret from . . . from my father? You are his friend.
''And vours too. Morkin. The Fey have long suspected that tie House of the Moon still

su rvived. ihe Wise a re not t}|e only 6ua rdians of knor /ledge. I cou ld not b€ sure u ntil today when

Rorthron held forth the Moon Ring, but since I have known him. I have harboured a secret hop€

that vou r father was th€ Moonprinte. I did know, as Rorthron did, that Doomdark suspected

nothino. To have revealed vouikinship would have placedyou both in doublejeopardy as it does

even n5w. My words may iet be your death. Morkin. I pray you will forgive me Thes€ are dark

times.
Morkin lookedsubdued.
''lsupposeyou did right" my Lord Corleth.lt is Iwho should be sorry, notyou" hesaid

grudgingly. Itate Dmmdark. Hespoils everything '
- -Hedoesindeed,Morkin.rhywelfnamedson."saidLuxor.'CorleththeFey'youhavegiven

me a hard choice. How can I senri a boy. even if he is my own son' on such a perilous quest? He may

be able to scorn ttre ice-fear - that I c;n well believe - but tlere are many other dangeB on the
road to the Tower of Dmm.

Itwas Morkin whoanswered first.
''You mustsend me. Father.lfyou do not' Midnightmightbe lostanyway and then what

would become of me?
''Theboyis right," said Rorthron, We must take every chance. It has come to that

Luxor nodded slowly. He clasped Morkin shand.
''lf vonwish it Morkin. seek tie lce Crown and attempt its destrudion. Iwill not send you' but

you ma! go ifyouwish.'
There was fire in the boy s voice and a gladness shining in hiseyes.
"Ofcourse lwillgo. Father! Don t wish me luck it s Doomdark who willneed itl



CHAPTER FIVE

Itwasa strange dawn, The Sun s€emed reluctant to shake oft the shackles of n ig ht and soar
over the rim oftheworld. When it did. the raJ6 it sent spinning across Midnight seemed cold and
pallid. From the north a frozen mistwasseeping over the hills and forests and plains and the dawn
was silent. the air empty of birds. the ea rth untrodden by the chattering creatu res of day. Even to
Corelay the coldnessspread and a nameless chill gripped men s hearts as they rose to gre€t the
new day. Old warriors. in dread. whispered of Doomdark. for they had b€en touched like this
before, but the rest simply shivered and tried, witi small success, to shrug off their u n reasoning
fear

This was only the vanguard ofthe ice-fear that gathered in the north. Around Ushgarak. the
mist was so thick and high that the citystilllay in darkness. though the rest of Midnight was
bathed in light. Then, like a storm drjven by the winds of the tall sky. the great m ist began to roll
souti over the Plains of Despair Even Doomdark s creatures quailed and shivered as it passed. The
mist fanned out as it moved ever southwa rds but it did not seem to thin or diminish; rather, it grew
thicker and taller as it devoured the waking landscape.

From the Tower oft}le Moon. Luxor tie Moonorince rode out to meetthe dawn. At one side of
him rode Morkin, his faceeagerand shining with the fire the dawn seemed to lack. At tie other
side rode Corleth the Fey. a hintofunbidden laughter playing round his lips. Luxorturned first to
Corleth.

''My friend, we must part now but lwillbe with you. I know your people are loathe to fight but
this is more than a war of Men. Ride north to tie forests of the Fey and gather those you can to ou r
banner:we willhave ne€d ofyou and allyour kin before this war isdone.

'The Fey willfiqht, my Lord Moonprince. though at times you may not notice how. I will raise
more than a war band, I promis€ you. Fare thee well. my friend. '

Then the Moonprince turned to his son. He placed his hand on the boy s shoulder
"This parting has come too soon. lfearyourtask may be the hardest ofall, Morkin;take no

risk witiout need. You risk enough already.
''Have no fear, Father. lwill return. You risk more tian land it is vou who should take care;do

notorphan meagain.
Luxorsmiled.
''I willtry not to! Farewell, my son. '

The Mmnprince turned to tire south-east, towards Corelay. He took the Moon Ring and
slipped it on his finger ln his mind, the distant murmurofbattle seemed to grow and a warm fire
burned in hisblood. Suddenly. the horizon seemed to expand and fly away into the distance as into
his mind flooded a ll the hooes and fea rs of the peoples of the Free. He drew his sword frorn its
scabbard and held italoft. then sourred his white stallion towards the ForestofShadowsand
distantCorelay.

''Arise. l,lidnight! he called as he rode, Arise the Free! Peril and doom lie at our gates. Waken
your valour, armyourselveswiti courage!We ride to conquer Doomdark forever!Arise lvlidnight,
arisel

His war cry rang out across the Still dawn, flying over the forests and hills, whispering over
the plains. In tie distantcitadels ofthe free, in lthrorn. in Marakith, in Shimeril. in Kumar and in
Oard and in Xajorkith. men paused and looked about themselves, imagining they heard a faint echo
whose wordsthey couldn t quite catch yetwhich quickened their hearts and madetheir blood
race.

Then, as if swept away bya sudden wind, though the air stayed as stillas the mountains, the
dour mistthat lay over Midnightvanished northwards, shrinking back towars Ushgarak. Thefull
dawn broke suddenly over tire land, showering it in a blaze ofwarmth and light. A wave ofhope
rippled outwards from the Forest ofShadows across the country of the Free, to fa r Corelay, to the
Plains ofDawn, to the Mountainsof Morning. warming chill hearts and bringing a glimmer of
gladness to Midnightthat had too long been absent.
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In the Winter Palace ofUshgarak, the frozen mistthat should have been flowing out in an
endless stream was rushing back in. Doomdarkflailed his armstirough it as itthickened about
ntm.

''Backl 'he cried. Back! Fly out. outf
It was to no avail. The ice-fear rushed homewards and sank back into hiscold flesh. When all

had return€d and the air cleared. tiere was worse:a warmth, an exexplicable warmth seemed to
touch his mind. The Witchking grimaced. He had almost forgotten what pain was like. A spore of
dou bt buried its€lf in his thoughts and like a canker. bega n to grow

"A Mmnprince?" he mused. "No! lt cannot be."
But far to the south, already Luxorthe Moonprince sped through the Forest of Shadows to

rally Corelay and the Free. The War of the Solstice had begu n.



THE LORDS OF MIDNICHT

Loadlng lnstructions
Reset the computer by holding down [CTnql t$llm and IESCI keys together in tiat

order. lf using a cassette version place cassette into the datacorder and rewind tape to the
beginning. Press ICITII and small [E TES keF simultaneously then press IPIAYJ
followed by any key. lf using a disc version place disc into the disc drive and then typel

run dis€

the program should now load.

Ihc Ka0Do|Irl Cornrn ds

Numb€r Pad

Z : NortFEast
4 : SouthEast
6 : South-west8: Northwest

t : North
3 : East
5 : South
7 : West

Keyboard

Q : Morr'e
R : Think
U : Night

S : Save
C:Yes
C : Luxor
B : Corleth
M : Select

Lmk
Choose
New Game

old Game
No
Morkin
Rorthron

E:

Saving a Game In Progress

The data for the Lords of Midnight can be saved at any stage of the game To save a game
in progress, you must f,rst press tne [4 key at a time when the computer is waiting for you
to press an option key, if it is doing something else' it will simply ignore your keysfoks

Having chosen this option a screen will appear instruding you what to do nexl Place a
blank cassette into the datacorder, depress the IRECI and [PlIYl keys then press [EltTEn
start saving the gEme. The data for the Lords of Midnight is saved without a header so don't
forget to label the cass€tte you are saving it on We recommend that you ke€p separate saved
games on separate cassettes Having loaded the main Lords of Midnight pmgrarn your saved
game can be loaded at any time by pressing the [4 key (old game).

We hope that you will never ne€d to abandon a game of the Lords of Midnight, but if it
should come to pass that your situation is beyond all hope you can abandon the game and
start a new game by pressing the [{ key.

lfyou feelyou are going to need a lot of fresh starts, we recommend that you make a copy
of the early stages of the Lords of Midnight by pressing lrl at the very start of the game or
during your flrst few moves

The Role You Play
You the player, take the mle of Luxor tJ|e Moonprince. Lord of the Free By virtue of the

Moon Ring, which lends you the Power of Vision and the Por,/er of Command, you can control
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other characters that are loyal to you move them through the landscape of Midnight and
look through their eyes. Some of these characters are simply individuali others are
commanders at the head of whole armies: when you move a commande( hts aTmy moves
with him.

The computer plays the part of Doomdark. tie Witchking of t\ridnight and controls the charactem
and armies loyalto him. In addition, the computeralso governs the actjons of the independent
characters and forces in the land of Midnight.

A cho rce of qames
There are two distinct ways of winning a victory over Doomdark. The first is by war, by sending

armies north to the Plainsof Despair and s€izing the Citadelof Ushgarak from whence Doomdark
commands his foul hordes. In such a strategy. Luxor himself willplay a major part as a commander in
thefield.

The second way of winning is by quest. by gu iding i,ll orkin, Luxor's son. to tie Tower of Doom to
destroy the lce C rown. the sou rce of Doomdark s power Morkin can have no army to help him on his

Jou rney, for the lce Crown sends forth the ice fear which withers men s minds. 8y virtue of his birth,
half-hu man. half'fey. only Morkin can resist the utter coldness of the lce Cro\,vn s power.

lfyou prefer a pure adventu re,just concentrate on the quest of Morkin. The armies of Doomdark
will still march south to conquer Midnight but the armies of the Free will defend themrlves without
your guidance. even though they will not make any counter moves.

lfyou prefer a pure war game, ignore the questofMorkn and concentrate on the assault of
Ushgarak.

To play the complete epic. howevel you shou ld place equal importance on the wa r that Luxor
direcG and the quest tiat Morkinjourneys on. Naturally enough. the complete epic takes the longest
to play. Of the other options. you will fr nd the quest tie quicker game.

There are no keys to press to choose which sort of game you play - you simply choose.
move by-move, which charactersyou want to guide. At any stage. you can alter the balance at will,
abandon the ouest and take uo wa n or admit defeat on the battlefleld and turn to s€ek tlre lce Crown.

lfyou want to play the Lords of Midnight with your family or friends, we sugg€st tlEt each player
isgiven controlovera particular character or group ofcharacteE. and that you play as a team against
the evil Doomdark.

Victory for Doomdark
To win, Doomdark (or" the computen ifyou prefer) must achieve two objectives. First he must

eliminate Morkin;as long as l\4orkin is alive, the gEme will continue. Second, he mustsubdue the
armies of the Free. This can be done in tvvo wa!s, either by eliminating Luxor the Moonprince who is

their commander or by taking the Citadel of Xqjorkjth in the land of Corelay, the home of all their
hoDes.

lf Luxor is killed. you. tie player. los€ all control over the other chaEcters in t€ game except for
Morkin, hisson. ll by anychance. Morkjn managestofind the Moon Ringthat Luxor wore and which
was tie source ofLuxor's Powers of Vision and Command. hecan put iton and you will regain control
over tirose cha racters stjll loyal to tt|e Fre€. However, once he does this, Morkin will immediately
become known to Doomdark and his quest to seize the lce Cmwn will becorne almost impossible.

lfXajorkith is taken by Doomdark but Morkin is stillalive. Luxor c"n continue the armed stmggle
against the Witchking. For Doomdark to win, Xqjortith must be Doomdark s and Morkin must be
dead,OR both Luxorand lrorkin must be dead.

The lce-Fear and the Moon Ring
The ice-fear is Doomdark s greatest weapon, sapping men s cou rage and reducing armies to

rabble. lf strong enough, it may even cause characteE once loyal to Luxor and the Free to des€rt to
Doomdark s contml. He can use it either as a general effect. spread equally over the lands of M idnight
or concentrate it in oarticular Dlaces.

The only shield against it is the Moon Ring tiat Luxor wears; this radiates the strength and
warmth of his mind. The closer a character or army is to Luxor. the less will be tie demora lising effect
of tie ice fear. The same applies if Morkin is the wearer ofthe l\,loon Ring. There is one drawback the
Witchking can sense the warmth ofthe Moon Bing and so. at any stage oftie game, he knows the
precise whereabouts of its wea rer

21



The strength of the icefear also depends on DoomdarKs confidence. As the Witchking
takes citadel;fter citadel of the Free so does the icefear grow, but where he suffers defeat or
doubt, the icefear dwindles The lce Crown has a cold intelligence of its own and as N4orkin
comes closer towards il it wjll feel the approaching danger and bend a greater and greater
part of its force towards its own protection. So, as Mo*in approaches the lc€ Crown. more
and more of the icefear will be directed at him alone but it will not affect him instead, the
burden of its tenor will begin to lift from the armies and commanders of the Free.

As stated in the introduction. the Lords of Midnight is not a standard adventure game and
controlling the characters does not require you to guess at the right phrase of command.
lnstead. you have four basic options. each available at the press of a srngle key:

( Press the lel key)
On screen will appear a landscape conesponding to the view that the character s€es in the

direction he is looking at the time. There are also a few lines of text, gtving details of where
he stands as wetl as an heraldic shield which identifies him. During the LOOK option, you can
turn the character to look at another direction by pressing one of the following compass keys
on the number Dad:

Iil: North
[3] : East
[5] : South
[7] : West

[2] : North
[4] : South East
[6] : South-West
[8I: Noth-West

(Press the tql key)
The character will move forward in the same direction he was looking. When he reaches his

next location, he will continue looking in that direction and the LOOK option will reappear
with a new landscape.

( Press the lrl key)
When the character is told to THINK the screen becomes largely text and you are

given more details regarding the charader, any army he controls and the place he is in,
than could be included in the short text of the LOOK screen.

( Press the ltl key
The CHOOSE screen presents you with a list of special options not covered by the basic

LoOK and MOVE options lt aiso lists the key you must press for each of these options
What special options are open will depend upon the situation the character finds

himself in but will inciude such choices as searching. hiding, attacking the enemy, repairing
defences and so on.

The CHOOSE screen will also refiect the personaiity of the particular character All the
choices you are presented with are only those the character would be likely to choose by
himselt So. the choices open to a cowardly character will seldom include brave deeds, the
choices open to a greedy character wilt seldom include acts of generosity.

You can press the LOOK MOVE, THINK and CHOOSE kels at any stage during any of
the four basic options and the new screen wll appear at once.

At the beginning of the game, you have four characters under youf control. These are
LUXOR the N.4oonprince MoRKIN his son. CORLETH the Fey and RORTHRON the Wise You
can select any of these by pressing the following keys:

lcl : Luxor
lrl: Corleth

lvl : Morkin
lnl : Rorthron

When selected. the display will switch immediately to the LOOK option for that character.
To select other characters (which you must recruit to your cause during the course of the



game), you must press the [m] key for SELECI When you do this. a list of the other
aharactem you control will appeat together with a list of the keys that will select them. Press
one of these selection keys and the display will switch immediately to the LOOK option for
that character.

Once you have selected a character, your confiol will remain with that character until you
select anbther selection can be done at anv staae of the LooK Move THINK and cHoosE
options.

The game begins on the day of the Winter Sotstice. Initially. you control Luxor the
Moonprince, Morkin. Corleth the Fey and Rorthron the Wise These characte$ all start the
game at the Tower of the Moon in the Forest of Shadows The game proceeds by day and by
nrgnL

During the day, you can move any or atl of the characters you control and any armres that
are with them. The distance a character can move in one day depends on the dilficulty of the
terrain and whether he is walking or riding as well as his state of healt[ You must learn by
experience precisely how far you can travel under given circumstances Howevec there is one
important thing to remember: when you favel directly north. south, east or west you are
movingjust one league at a time; when you move north-east north'wesL south-east or
south-west you are moving along the diagonal of a square one league by one league a
distance of approximately 1.4 leagues.

Therefore this will take you longer and leave less hours of daylight for the rest of your
journey.

When a character has exhausted his hours of daylight, night wili fall for him. and unless
there are exceptional circumstances (the THINK screen will tell you if there are), he will not be
able to do any more until the following day. You can still. however. move other characters
under your control.

Once you have moved all the characters you wish to. you must press the [u] key. this is

the NIoHT key. This lets night fall everywhere and signals the start of activities for the forces
of Doomdark During the night Doomdark will move his characters and armies across
Midnight and there will be a pause as he thinks. Soon. however. a new day will dawn and you
can command your characters afresh

Do not forget to press the NICHT key (the [ul key) when you have finished your days
movement and action lf you do not press the night key nothing further will happen at all!

Minor skirmishes involving individual characters and small warbands are quick affaiB and
can take place at any stage throughout the day. Battles between armies, however. that will
not be decided until the day is over.

Because a battle between armies is such a maior evenl vou will not be able to move an
army to the same .ocalron as an enemy a-my Dy-usrng the -srmple MovE opflon (the [q] key).
sucn a move s always one o' tne specral acnons you can opt ror ouflng tne L HUU5L opl lon
(the [tl key). Some of the commanders you confol may be so afraid that the choice to move
them Into banle does not even appear as one of the possibilities

During the course ofthe day, you can move as manyarmies into battle as you wish. lfyou
move more than one army into the same battle. the program will ke€p track oftheir times of
arrival (which may influence the outcome of the contest). Howevet once an army or a character
has been moved intoa battle, itwillnot beableto moveagain untilthe following day.

At dawn on the following day, the outcome willbe known toyourcommanders. Ifthe enemy
has lost. his armies will have b€en destroyed in the night or have fled,leavingyour armies and
characters free to move. lfthe enemy has not lost, you have the choice ofretreating with what is

left ofyourarmiesorcontinuing the struggle for another day. possibly throwing in more forces. lf.
however, the enemy has won a decisive victory when dawn breaksyou will find your armies
destroyed andyoursurviving commanders s{attered;the enemy forces nlay have advanced far
beyond the battlefreld.

Many things will influence the outcome ofa battle:the number oftroops. the type ofterrain.
the quality ofthe commanders and. ofcourse. the strength ofthe ice fear But, as anywarrior
Inust.you must learn by experience.



l he rrrap of M idntqht
' The mao of Mrdnroht (see back) reproduced in this booklet depicts the mqjor features ofthe

qeoqraphy 6r Mrdnrgni. oit trt<e any mip it does not show every single detail You will find
iuro"risbs 

-wherever -vou 
roam. lt will serve well howevec as a guide to youriourneys through

Midnight and be a g6ocl helper when you become lost But do not forget that the landscape has its

own secrets!

The free and the foul
On the dav of the Solstice, at the start ofthe game. Doomdark s forces hold the north whilst

the Free hold [heSouth. FewofDoomdark s armies will be found south ofthe [,'tountainsof lthril
and the Plains ofValethor. Of the major citadels. Doomdark holds Ushgarak.0rarg, Vorgath and
Kor The onlv armies ofthe Free to be found north oftie [,lountains of lthriland the Plains of
Valethor are in lthrorn and the Plains of lthril. Of the major citadels, the Free still hold lthrorn'
Kumar. Marakith. Shimeril.0ard and Xqjorkith. In the east. the barbarian tribes ofthe Targ remain
independent of both Doomdarkand thsMoonprince. ln the west. save for the CitadelofGard. the
landslie mostly empty and under no one s sway.

The Fev are in loose alliancewith the Free. They do not seek war but neither do they relish the
thouoht of-Doomdark overrunnrnQ Midniqht. Their part in tie War of the Solstrce wlllbe mostly
oassive. Therr homes are the forestsofMidnightand Doomdark s armies willnotwillingly b€

;llowed passaqe through these. Corleth the Fey. howevec should be able to rally enough ofhis
people to his ban ner to form one a rmy.

The Wise have isolated thems€lves from the world and Iive like hermits in their talltoweB
Doomdark willnot bother them so long as they remain withdrawn from the affairs of Men and
most c€rtainly, tiey will notaid him. In the rightcircumstances, it may be possible to seek their
helpand be granted it. Rorthron theWisecould provea us€fulally inthis.

The Utarg of Utarg may be persuaded to bring the Targ into tie war against Doomdark'
especially if the armies of the Witchking are tempted orforced to trespass on his lands. lf tie
ice-fear Orows too strong, howevec he may lend h is loyalty to Doomdark.

0fthe Free themselves, there are many Lords. Luxor should first set himselfthe task of
seeking their loyalty, thus gaining controlof many armtes. Most powerfulare the Lord Marshals of
the gre;t Citad6ls but the [,loonp;rince witlfind ofher Lords who willalso bow to hrs command. He
shoald not. however waste too much time seekinq outallies; there are otheB who willmake fine
amDassaoo|"S.
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Lookinq around' 
Durino vou r travels throuqh Mrdnight.you willsee many different st€nes This isa traveller's

quioe io;rie orin" thingsyoi witt seeiatt 6t these featurei of [,1idnight s geography may offer

coverto an army.
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CITADEL--

Movinq across a mount?in willtake many hours of
travel ;nd leave you exhausted at tie end of you r
JOurney.

13-

A stronqlv fortified citywhich may harbour enemy
forces oi offer shelterio a friend t army. Storming a

citadel will be a ha rd task.

#

Movementthrouqh a forestwillnot be swift. The
minions of DoomAark. hor /ever, will find it doubly
difficult for forests are the homes of the magical Fey

who hold no love for tie foul creatures of the
Wikhking.

-FOREST-

_TOWER-
The refug6 of the Wise. the Tot vers of M idnight are
alnnst impregnable from attack but help rnay be
sought at one of these. lt may not alwaJrs be granted.
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HENCE-

_vt LLAGE_

-[AKF

-FROZEN 

WASTF

._RUtN-

Ririlritl*iir

Built in the dawn ofthe world. these ancienttemples
have strange powers, not always benign.

4c-----..+]--.*---r

The fortress of a minor Lord. a keeD will offer
protection against occasional raids butwill not
withstand a determined assaultfor long.

Euiltbythe wandering peoples of Midnightduring
the long winter. snowhallsare quite large strudures
which can offer shelter to many hundreds if need be.

The remaining lakesofMidnight are fed by warm
springs. They have powefs to reviveand healthose
who oppose Doomdark and the forces ofcold.

Cently rolling hills.the downs slow a traveller only
slightly but they may hide unseen dangeB.

rE==]i..q-:::'

_st{owHALL_

IE-=

irti,l,i-1.r,,,1,t*

S-r#

Surrounding the land of Midnightarethe Frozen
Wastes. They can not be entered by a ny, Free. Foul
or Fev

Abandoned fortr6ses of former wars, ruins may
harbour darkand dangerous things but may. in Umes
of need, offer some protection against attack.

*,-

A villagecan offer warmth and shelter to the lonely
traveller if its people prove friendly.
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___-L|TH _,-_

Theseancient standing stones often have magical
powers.

Acavern can provide shelterand a hiding place but it
mayalready have done so for fouler creatures!

Aswellasthese features, you willalso see the flat expanses ofthe Plains of Midnighl lt is only on
the plains thatyou willactually see the banners and ranks ofthe armies that march across the land.

__ARMY_
A friendly army offers no hindranceto the traveller.
but an attempt to gothrough the midst ofan enemy
a rmy offers the gravest of peril. by day or by night.
Armies in mountains. forests oranyofthe other
olacesto b€ found will hide thems€lves welland not
beseen.

As you lookaround during your travels, large figures mayappear in the foreground ofeach
panorama you s€e. These a re the warriors, characters or creatu res that lie immediately ahead of
vou on the borders ofthe next domain. You do not alwavs. however. see a/that lies ahead. The-wise 

travellers must be both boldand wary
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