REALMS

of MIDGARD

STORY
Peace has finally been achieved within the land of Malexheim, but the citizens fear that it will not endure unless they can subdue all of the wild and hostile lands of Midgard, from where new enemies may one day set out to attack them. Queen Malexia orders the creation of a colonial force that sets sail in the galleon HMS Mjölnir to construct new cities in these distant realms. The cities must be fortified and protected from enemy aggression until the colony has been established for a year. After that, you will sail to another realm and repeat the process.

INSTRUCTIONS
This is a one-player game. Your main aim is to defend your city from enemy attacks.
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The city has limited energy (which can be replenished by the harvest from farms). If it is demolished, play can continue, but you will not be able to see the true ending. The city is static and unarmed, and relies on the galleon for protection.
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The galleon also has limited energy, and unlike the city cannot replenish its supply. However, it can defend itself (and the city) by firing its cannons. They have a long but limited range. Be careful when you fire them, as friendly fire can destroy your own farms, castles, and temples. If the ship is destroyed, the city will be left defenceless.

The game screen consists of a map of the realm you are currently colonising.
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The energy supply of the galleon is displayed on the left, and that of the city on the right.

Waves of enemies will attempt to converge on your city, or take up positions from which they can threaten it. Destroy the attackers as quickly as possible by firing your cannons. Keep a careful eye on the enemy movements and positions.

Some enemies have low endurance, and even a glancing strike will be enough to eliminate them. Others have more endurance, and must be struck more accurately (or by multiple shots).

FARMS

Since the seas are at their calmest during the spring, You will arrive in each realm at the beginning of summer. The current season is displayed on the map.
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Each season lasts two waves, and in the first five waves you will automatically construct farms. They are at their most fertile in autumn, 25% less in summer, and 50% less during the winter.
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As the end of each wave approaches, the farms will turn into carts and deliver their produce to the city. Try to avoid firing at them, as the more produce you collect the more you can add to your city’s energy supply.
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A graphical representation of food harvested is displayed above your city’s energy supply, and food wasted above that of your galleon.
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CASTLES AND TEMPLES

The longer your colony is established, the more additional structures your settlers will build. The most common one is the castle.
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As only eight units other than the city and galleon can be on the map at any given time, the more defensive structures you have, the smaller a force the enemy can launch against you in the later waves of each realm. By preserving your structures, you can also make sure that the boss will be in a weakened state for the final battle of each realm. Castles are strong, and can withstand three barrages before being demolished.

In later realms, where the opposition is more unholy and demonic in nature, you will also construct temples.
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Each temple consists of two units joined in one, and it can thus repel twice as many enemies as a castle. However, the temple is also less durable, and can only stand two barrages before collapsing.

ENEMIES

There are three types of enemy unit: infantry, cavalry, and siege, with only two units common to all realms (The sapper and the storm elemental). The enemies always attack in varied waves, but you can reduce the size of the waves by preserving your own structures from friendly fire.

ORCS (INFANTRY – LEVEL 1)
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Savage but basic marauding scum, with no ranged attack and little endurance.

WIGHT ARCHERS (INFANTRY – LEVEL 2)
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These eerie reanimates can be quickly blown to bony shrapnel, but beware of their volleys of arrows, which can threaten your galleon as well as your city.

KAOS KNIGHTS (INFANTRY – LEVEL 3)
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Magical protection gives these evil knights increased endurance, so multiple hits are needed to dispose of them. Mercifully, they have no ranged attack.

DREAD WOLVES (CAVALRY – LEVEL 1)
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Raised by the orcs on human flesh, these vicious predators are no match for your cannons but are very fast.

WIGHT KNIGHTS  (CAVALRY – LEVEL 2)
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These phantom riders are not only fast, but are also resistant to your cannons, and will take multiple hits to destroy.

BLACK RIDERS (CAVALRY – LEVEL 3)
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These undead sorcerers are the deadliest troops you will face: fast, resistant, and capable of attacking both your city and galleon with fireballs.

BATTERING RAM (SIEGE – LEVEL 1)
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This orc-constructed engine of war has such a powerful swing that it projects a shockwave which can even sink your galleon. The range is still very short, however.

TREBUCHET (SIEGE – LEVEL 2)
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This long-range catapult is a serious threat to both your city and your galleon.

CANNON (SIEGE – LEVEL 3)
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The range and power of this artillery piece is extremely formidable. Destroy it quickly, before it can line up with your city.

SAPPER (SIEGE – ALL LEVELS)
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This dangerous unit burrows underground to plant a barrel of gunpowder beneath your city. It always attacks in the second and fourth waves of each realm, so be ready for it. As soon as it vanishes underground, you have lost your chance.

STORM ELEMENTAL (ALL LEVELS)

[image: image20.bmp]
The seas of Midgard can be rough during autumn and winter, and enemy magic can make them even deadlier … This spirit-controlled cloud will try to sink your galleon with lightning. It cannot be destroyed, so just make sure to avoid the bolts.

VOLCANOES AT SEA (LEVEL 3)
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As a volcano is erupting, it can be seen beneath the surface of the water, and is not immediately dangerous. In the following wave, however, it will fully erupt, and will be a fatal hazard to your galleon.
BOSSES

LEVIATHAN (LEVEL 1)
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In the aftermath of the wars, real dragons are becoming extremely rare in Midgard, but the evil ingenuity of the orcs is compensating for it with deadly war machines such as this. Each section of this mechanical beast will require multiple hits to destroy. If you have enough structures, you can encounter a weakened version of it.

HEL (LEVEL 2)
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The sorceress Hel was killed in the first war, and her remains were buried in the Realm of Lenge. Now reanimated, she is only a pitiful wreck of her former self, but still dangerous. Look out for the toxic blood that spills from her intestines. In her weakened states, this ability will be reduced or completely gone.

BAPHOMET (LEVEL 3)
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The demonic queen of the accursed Realm of Sheol is fast, evasive, and armed with a dagger and wand that cast fireballs in every direction. In her weakened states, her armaments are either reduced or completely missing.

TRUE ENDING
If you can preserve your city through all three realms, you will receive the combination for the true end sequence (which loads in separately). When you have loaded it, guide the cursor through the correct combination in order to view the epilogue.

