


INTRODUCTION

In ages past the lands were riddled with war and evil magic, and
the people were enslaved by the unscrupulous Mages. So awesome was
their power that thev could destroy or enslave entire armies.
But the Mages didn't stop at that. Once they had enslaved the entire
populace of their kingdoms, they would conscript them into an army,
and then set out to steal the lands of other Mages.

The Mage Wars were the bloodiest in the historv of warfare. It was

AB] F OF L ONTFNT5 a common practice among the more powerful Mages to create
INTROIRITION man beasts from their armies. This resulted in legions of powerful
GETTING STARTED creatures that had no desire other than to kill. _

After many centuries of slavery, there arose five heroes who

sydem Hequremments unearthed the secrets that could destroy the Mages. The five came from
different backgrounds, but they all belonged to a resistance that had
unsuccessfully fought the Mages. The demon had been created by the
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darkest of magical rites to fight in the armies of the Mages. The dwarf
was from a race of men who had spent centuries hiding in the mines.
The remaining three were human, but verv different from those that
14 the Mages so easily controlled. One had found refuge in belief of the
Gods, one had embraced the ways of chaos, and the third was a keeper
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imbued with sentience. It passed on to them the wisdom that had been




magically invested into it. The wisdom that thev would need to defeat
the Mages.

Together the five fought back, and for the first time in hundreds
of vears the Mages sampled the taste of defeat. The five gathered forces
behind them as they went, and taught their new disciples everything
they knew. Eventually theyv realized that only a few possessed the power
to use the Relics or to control the MoonStones. These few became elite
among the clans, and became known as MageSlayers.

For several decades there was peace. The Oracle was placed in a Vault
in the verv heart of the lands, where all five of the clans could
gain access to its wisdom. The MageSlayer clans drifted apart, each
adopting the name of its founder, creating the clans of Diabolism,
Redemption, The Earth, Chaos, and Knowledge. The outstanding
warriors of each clan were given their own titles signifying their
superioritv: Arch-Demon, Inquisitor, Earthlord, Warlock, and Lore
Thane. These revered names were bestowed on a verv few,

Eventually, the Mages regrouped and struck back at the Mage-
Slavers, striking what thev deemed the weakest of the MageSlayer clans,
The Clan of Knowledge. Alone against the combined might of the
Mages the Lore Thane and his followers were hopelessly
outclassed. Thev pleaded to the other clans for help, but in vain, for
the remaining clans knew that if thev did not first combine
their resources, each of them in turn would be annihilated by the
marauding Mages. The Clan of Knowledge held out as long as it could,
but in the end they fell.

The Mages knew that by separating the MageSlayer clans they could
defeat them. But their plan was flawed in two ways. First, they
expected the other clans to support their comrades, and because
thev were spread out they would arrive one at a time. This,
thev speculated, would make their task verv easv. Second, they under-
estimated the power of the Clan of Knowledge. They had picked not

the weakest of the clans, but quite easily the strongest. The Clan of
Knowledge inflicted heavy casualties before they were vanquished.

The remaining clans united and devised a plan. Thev brought the
StarStone and the Relics to the battlefield and released their full
power. But although the Mages were destroved, the StarStone shat-
tered into millions of fragments, and the Relics disappeared. Most
assumed that thev had been destroved in the massive release of power.
The MageSlavers suffered heavyv losses as well, but were ultimately
victorious.

For a millennium there was peace in the lands, until the Mage-
Slayers began to realize that they had a new enemy to contend with.
For a thousand vears, the sole survivor and founder of the Clan of
Knowledge, the Lore Thane, had seethed and plotted. He blamed the other
clan's initial inaction for the annihilation of his clan. For what
seemed to him an eternity, he unearthed the hidden secrets of the Mages
and watched the MageSlavers to learn their weaknesses. He collected
all of the knowledge of both, mastering magic and the power of the
MoonStone. The Lore Thane discovered that the Relics had not been
destroved; thev had been thrown out into the lands during the release
of the StarStone. He gathered all five of the Helics, and gave them
to his ever increasing minions to guard.

Vith his power at its peak, the Lore Thane finally made his pres-
ence known. Thinking himself invulnerable, he sat back and watched
the clans. He planned to destroy each of them, but not until he had
cut down their strongest MageSlavers, one at a time.

Now, the clans have joined together to combat the Lore Thane.
After weeks of debate, study, meditation, and consultation with the
Oracle they discover that the Relics of the StarStone have survived.
The strongest MageSlaver from each clan is chosen, and they now set
out to gather the five Relics, under the watchful eve of the Oracle,
in the hope of destroving the Lore Thane.
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THE SPAWN OF 1LORE THANE

The monsters you will encounter in MageSlayer are a testament to
the evil and the awesome power of the Lore Thane. Every new
region brings with it a hellish gallery of creatures
destined to do only one thing - to cause you grievous harm. Few
have survived the nightmarish ordeal to find the Lore Thane, and
those who did were unable to articulate the horror they had
experienced. But some reports did filter through of giant worms
that spit fire and Zombie Lords who can reanimate the dead. Some
of the creatures with magical abilities can cast spells on other
creatures and change them, enhancing their capacity for evil. One
Sslayer reported a Ratmage turning common rats into
Wererats, and a Snow Witch turning Ice Toads into Barbarian Toads.
In addition to the creatures forged from flesh and blood and teeth
and claws, the Lore Thane has created other hazards which the
MageSlayer must be wary of. These include the mindless Sentinels.
The Sentinels are said to be very strong, able to fly and able to
suck the life and Mana right out of a Slayer. Finally, the Lore
Thane has placed portals throughout his domain. With these he can
conjure a never ending army of minions and deliver them to select
locations. The portals have glass walls and should be destroyed
quickly when found. Beware...

While no complete report exists of the evil creatures that exist
in the Lore Thane’'s domain, this much you can know for sure - from
the moment you set foot in the stronghold until you meet the
Lore Thane himself, it will be all you can do to survive your
nightmarish ordeal.
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7. Complete Agreement. This license constitutes the entire agreement between the
parties with respect to the use of the Software and the related documentation.
8. Editor and End-user Variations.
(a) The Software may include an “Editor”” An “Editor™ is a feature which allows you to modify the Soft-
ware or [0 construct new variations for use with it. These modifications and variations can be both
playable and non-playable. An Editor includes its associated tools and utilities. An Editor is NOT
shareware. You may not freely distribute it to any BBS. CD, floppy or any other media. You may not sell
it or repackage it for sale.
(b) Using the Editor, you may create modifications or enhancements to the Software, including the con-
struction of new levels (collectively referred to as “Variations™), subject to the following restrictions:
i. Your Variations must only work with the full, registered copy of the Software,
not independently or with any other software
il. Your Variations must not contain modifications to any executable file.
iii. Your Variations must not contain any libelous, defamatory, or other illegal material,
material that is scandalous or invades the rights of privacy or publicity of any third party, or
contains any trademarks, copyright-protected work, or other recognizable property of third
parties.
iv. At least once in every online description and with reasonable duration on the opening screen,
your Variations must prominently identify (i) the names and email addresses of its creators,
and (ii) the words “THIS LEVEL IS NOT MADE BY OR SUPPORTED BY GT Interactive Sofe-
ware, The WizardWorks Group, or any of their affiliates and subsidiaries.
v. Your Variations must be distributed solely for free. Neither you nor any other person or
party may sell them to anyone, commercially exploit them in any way, or charge anyone for
using them. You may exchange them at no charge among other end-users.
vi. By distributing or permitting the distribution of any of your Variations,
you hereby grant back to us an irrevocable royalty-free right to use and
distribute them by any means.
vil. The prohibitions and restrictions in this section apply to anyone in
possession of the Software or any of your Variations.
Please do not make unauthorized copies The program you've purchased was produced through the efforts
of many people who earn their livelihood from its lawful use. Don't make copies for others who have not
paid for the right to use it. To report copyright violations to the Software Publishers Association, call 1-800-
388-PIRB or write: Software Publishers Association
1101 Connecticut Ave., Suite 901
NW Washington, DC 20036
This program is protected by United States federal and international copyright laws.
All trademarks mentioned in this manual are the property of their respective owners.

YOU MAY NOT DISTRIBUTE THIS VERSION OF THE SOFTWARE




At

i

Need a hint?

1-900-CALL-2GT

19002255248
(g5 c per minute. S1.95 for lax back maps.)
must be 18 years or older, or have parent's permission
to call. touch tone phones only.

f.'r Interactive
ftware

www. glinleractive com

04-12524)CB




	Image1
	Image2
	Image3
	Image4
	Image5
	Image6
	Image7
	Image8
	Image9
	Image10
	Image11
	Image12
	Image13
	Image14
	Image15
	Image16
	Image17

