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Arktwend  installation tutorial here: 
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Introductory video: 

For a thousand years pestilence lay sleeping in the waste places of the land. 

Fifty fathers and sons have passed. There has been prosperity, and peace among the folk. 

But this cannot be preserved forever…. 

 

ACT ONE 

 

In the cloister of the Monastery: 

It is morning, in a monastery.  You are a novice monk who has only just woken, 

when you suddenly remember your real name [Name choosing] while staring 

at the shuttered window of your room. 



 

This is a shock, but as you open a window and spy a ship sailing into the 

harbour, you are suddenly called to an urgent meeting with the head of your 

religious Order, Derminus. 

 

As you hurry to him, the other monks are wishing you goodbye.  Goodbye? 

This is odd.  Are you to be expelled?  In shame and confusion, you dare not ask.  



 

 On the way to see Derminus you talk with your fellow scholar and friend Paul. 

Paul will say nothing of your apparent expulsion – but he makes an odd 

request of you.  

 

He would like to meet you at the “The Tavern to the Fur Seal” (Seebaren 

Tavern), that very evening. You agree, although you are puzzled that a scholar 



should wish to meet in so uncouth a place.  You suspect that it is because that 

is the favourite tavern of his new friend Sagrim. 

You continue on your way, downstairs.  You enter the great church, and note 

that those who are there look pensive and shift uneasily on the cold benches. 

 

 



Father Derminus accompanies you to the large holy statue at the far end of the 

church.  You touch it in veneration, as you have many times as a novice monk.   

Father Derminus reminds you that you were found, as a child, on the beach at 

the fishing harbour of Melee.  He has been keeping your special ring for you 

ever since then.  This special ring and thus your true personality are revealed 

to you [character generation] now.  Now you understand why you can no 

longer remain here in safety.  Your true destiny always lay in the larger world. 

Father Derminus and the elder monks have suspected something of your true 

identity for some time, and today have finally decided that you are a danger to 

the monastery if you remain.   

You realise that when you “remembered” your real name, what actually 

happened was that you must have been half-asleep, and groggily heard the 

church fathers whispering it outside your room.   

You are surprised, and saddened, but resigned to your fate because of your 

amazing new self-knowledge.  At last, you know a little of your mysterious 

past.  You put the ring on, and say a silent farewell to your retreat of 

veneration and scholarship at the monastery.  You know you cannot stay. 

 

The fishing harbour of Melee:  

You are able to find a job in the locality with the craftsman master Gredag.  

Everything is arranged, you will work with him in the back alleys of the 

harbour.  It is not much, but it is better than nothing. 

In the evening you visit the tavern, seeking to drown your sorrows and to meet 

Paul and his new drinking friend Sagrim.  Unused to your new freedoms, and 

now of an age to drink beer, you try a few beers.  You like it.  Then, encouraged 

by this scallywag Sagrim, you drink another, and another.   

Soon you are mightily drunk, and you start to feel very strange.   



 

During your increasingly drunken table-talk with Sagrim, a swarthy messenger 

arrives at your table.  In your drunken state, you agree to go with him to a 

room upstairs to “sleep it off”.  He seems to think it’s for your own safety.  Paul 

seems to agree.  You have nowhere else to sleep, and no gold to hire your own 

room.  So you go with the stranger. 

 



You feel tired, wander groggily around the room, and eventually fall into a 

deep sleep on the bed there.  As you sleep, you have a strange dream 

[cutscene]...  

 

Wake up. Gone, long gone, the days when you walked 

under the rooftrees of our deep forest. Do you hear it? 

Is it time that you return, child? 

 

 

When you wake, the mysterious messenger is gone.  The room’s key and a 

written message from this man have appeared on the table – stay away from 

the new Galleon in the harbour, change your clothes, and meet with the 

trusted Samuel the old fisherman. After purloining a few items in the room 

that might come in useful in your strange and dangerous new situation, you 

leave the room by using the key. 

Immediately you meet your drinking-partner of the previous evening, Sagrim, 

who waylays you with unwanted chat about the date of the next beer-drinking 

session.  He seems to have taken a shine to you. 



You go off to find this ‘Samuel the fisherman’, who is meant to be found at the 

local harbour-side inn “The Tavern to the Fur Seal” (Seebaren Tavern) - but the 

idiot innkeeper has lost the door key.  And even if he could open it, the pub 

would not be serving again until sunset.  A very long time to wait. 

 

Very few people want to talk with you, they don’t know you, and they smell 

last night’s sour beer on your breath and on your clothes.  Almost all of the 

doors and gates are locked, probably because people are wary of that 

mysterious new galleon and its mean-looking crew.  Only one merchant is 

open, and he seems to have hidden all his valuable items. You wander around 

and along the harbour, then move toward the mysterious new galleon.   

You decide to risk a visit your new boss Gredag, who has a workshop in the 

narrow alleys just behind this newly-arrived galleon, and ask him if he knows or 

has seen anything.  It might be useful to get a change of clothes from him, and 

even something of a disguise.  But you arrive only to find him... horribly 

murdered.   You take a key from the body, but decide to leave everything else.  

On emerging from the back-alleys you see a contingent of armed men waiting.  

You are “arrested”, although you are unsure if these men have official 

warrants.  The idea of finding Samuel the fisherman is now a fading memory. 



 

[It may be possible to jump up the crates and over the roof, and thus evade 

these armed men for a time?  That is suggested by the German walkthrough] 

On the galleon:  

You find yourself shoved into a noisy wooden cell onboard a ship at sea. The 

guard says that you are being taken to a prison island.  Surely they cannot think 

that you are guilty of the murder of master Gredag?  But is seems they do.  

They are taking you to a foul hellhole of a prison, from which none have ever 

escaped. 

You speak with the messenger ... who you find is locked in the opposite cell.  

Just below the bars lies a note, which you read.  It seems an escape is planned, 

but not yet. 

You check your pockets.  It seems the guards have not taken your money or 

other items.  How odd.  Perhaps they have orders not to interfere with 

prisoners, and the captain is a fearsome one whose orders are not to be 

disobeyed.  Probably the captain has an arrangement to split the loot with the 

prison governor, rather than with his scumbag crew. 

The noise of the creaking wooden ship is intolerable, so you sleep on the damp 

straw, exhausted. 



 

You have another strange dream.  You are on a mountainside at night, looking 

down on besieged town as it burns... 

 

Something wakes you and the cell door is open. Freedom calls.  The dead 

guard lies in the hall.  In a hurry, you take only his cheap sword [Main weapon 

acquisition] .  His armour is ridiculously expensive - it must be trapped with 



magic.  Besides, you may have to swim for your life in a moment, and heavy 

armour is not ideal for that.  Best to leave it. 

 

The ship is sinking and the water rising!  Fast!  No time to read your journal!  

Time is precious, and you must reach the next deck very quickly.   

So you struggle through a maze of fire and smoke and crazed escaped 

prisoners of the lowest and most villainous sort, and must find and go through 

several hatches. 

A crazed Admiral Smilias is blocking your final escape route, and he raves that 

the ship was attacked by a sea-monster.  Is he crazy, or is he right?  He is not 

even sure himself.  You don’t have time to discuss the finer points of the 

matter.  He bars the way out – and so you must fight him and kill him to reach 

the outer deck.  It’s just as well that you took that guard’s sword. 

With the aid of your new sword, you are victorious.  You snatch a few useful 

potions nearby and take Admiral Smilias’ fine clothes.  They are better than 

your old clothes. 

 Finally out on deck, the fire is raging and the ship can’t last much longer.  You 

must find a method of escape! 



 

You reach a small boat [Jumping is needed here. Keyboard mapping of the 

jump command may not be accurate?  For me jump works with “#” but is set 

as “\” in the game control options], and push off from the blazing hulk.   

 

 



As you pass under an enormous statue of a sea-god, you look up in awe.  To 

bless you for your awe and for having survived shipwreck, this enchanted  

statue grants you four magic spells [Main permanent spell acquisition] . 

 

 

ACT TWO 

 

You arrive safely at a small town.  But what has happened to this place? It has 

long-since been devastated.   Ghosts haunt it. 

 

You find a skeleton with a wooden bow, and a few old arrows.  [Secondary 

weapon acquisition]. 

You walk through the settlement, shivering, and walk out the other side. 

At last!  Land, and what looks like a rough track.  You will be glad to find shelter 

and perhaps even an inn.  But as you progress inland you continue to find more 

corpses.  They have attracted large vicious rats.  Still, they make for good 

sword practice!   



 

 

You find a silver bowl, on the bottom of which is marked “Made in Gron”.  

Gron, where is Gron?  You realise that you don’t yet even know the name of 

this place you have landed at.  

 You find an entrance to a cave, the Alte Lagerhole.  You decided not to 

venture in, as you are in no fit state for a battle with whatever lurks within 

[entering the cave may mean you don’t find your main NPC companion, as 

the cave has an exit that lies beyond the NPC].    

You continue down the rough track.  Suddenly you are confronted by a 

fearsome apparition, a Dunkle Gestalt!  You have heard such things whispered 

about, in the monastery. 

You ready your weapon, but... suddenly this evil-looking warrior has swept 

past you, and when you turn... and he is gone! 



 

 

 

Was that fearsome thing the devastator of this poor village?  You do not care 

to chase after it.  You continue onwards down the path.  You find a washed-up 

barrel from the shipwreck, with 50 gold in it, and some raw ebony - which 

makes you feel a little better. 



Further on down the path you find a skeleton and several notes.  At the 

skeleton’s feet are a Wetrim-Rune [Time-limited skill increase: running] and a 

Lorum-Rune [Disease healing].  You pick them up and try them out. 

 

You spy a rough fisherman’s cottage in the distance.  There is a man standing 

out in front of it. 

 



Perhaps he can tell you what happened here, and where you are.   As you 

approach him, you feel yourself strengthened by your recent strange 

experiences, and better able to face both him and the world in general...  

[Reach Level 2] 

 

But it seems Herbert is just a trader, and was passing through in the night.  He 

sheltered in the cottage and didn’t see much until the dawn.  

He’s a jumpy fellow – who wouldn’t be! – but this handsome trader looks as 

though he can handle a sword. He needs to go to a place called Gron, and so 

you agree to go with him.  [Pick up your main NPC companion, Herbert].   

He tells you that this continent is called Arktwend.    Ah yes - you had vaguely 

heard of such a land, but it was far off from the monastery.  The map room at 

the monastery was a place that only the elders were allowed into, so you know 

little of such matters. 

You take some nearby potions, and inspect the fisherman’s cottage.  There is a 

note inside that sheds a little light on the recent events in this settlement.   

You can explore the places east of the cottage, but eventually you will end up 

on the road to Stormwend 



In the distance on the other side of the cottage you see a raving corpse, still 

alive.  Is he one of the infected villagers, or one of those who devastated the 

village?  You decide it is best not to attract his attention. 

You have now completed the opening game activations:  

Name  / Character generation / Main Weapon acquisition / 

Main permanent spell acquisition / Learning to jump / 

Secondary Weapon acquisition / Found main NPC 

companion ‘Herbert’ / Reached Level 2 /  

Together, you and Herbert set off for Gron... but where is Gron?  Perhaps you 

should go to Gon, which is perhaps the same place – you inspect the signpost 

next to the cottage. 

You decide to set out for Gon or Gron, which also happens to be on the road to 

a place called Stormwend, and see if you can get there without too many 

problems. 

 

You quickly come to appreciate Herbert’s ability to swiftly despatch rats. 

 



 

Unfortunately Gon is... gone.  The town in an even worse state than the fishing 

village you’ve just come from.  It seems to have been hit by an earthquake. 

But Herbert had some kit hidden here.   He needs to get it back. 

Back on the road again, you hope that you are leaving this pestilence-ridden 

region behind, and that Stormwend might be a better place.  But new horrors 

lurk in the narrow rocky passes on the road to Stormwend... 

 



ACT THREE 

 

After several perilous adventures, you eventually arrive by various routes 

(including chimneys!) at the small fishing hamlet of Gron, the last uninfected 

place before the infected lands you’ve just come through. 

 

This is Herbert’s home village, in the region of Hrothgar, and he shows you to a 

room in the Inn and then departs for some well-earned rest.   

Before you rest here, you might go out for a stroll.  But there are many savage 

wolves roaming around near the hamlet [ quest: collect 10 wolf pelts ] which is 

why the locals have planted Wolfsbane around the village.  There’s a nasty  

infestation of imps a nearby ravine [ prize: good broadsword to be found by 

the river ] and a deserted village, and some very odd people roaming the 

footpaths in the vicinity.  

When you get back to Gron, not everyone is as friendly as they seem.  Take 

special care when sleeping at the Inn. 

Voice and threats may arouse you from your sleep one night.  Someone has 

betrayed you?  Was it Herbert?  But there’s no time to think of that.  Find a 



quick escape route.  That hatch in the ceiling.  With the broom handle, open it 

and jump up into the loft.  The loft window leads out onto the roof.  Either leap 

onto the ledge and then right over the roof to escape them, and then run for 

your life [ some of them may follow ]  Or use your invisibility spell if you have 

one.  Or just fight it out, which is not advised.  These are tough opponents, and 

will chase you a long way if you give them a chance! 

You escape Gron and its surroundings with or without being betrayed, and  you  

take a small detour to the more peaceful Ion Monastery, set high on a perilous 

crag amid even higher mountains... 

 

You find Ion on the narrow road that runs through the mountains to the city of 

Stormwend. 

You will be allowed to stay overnight if you partake of the daily tasks, such as 

harvesting corn, putting logs on the fire, and collecting chicken eggs. 

If you take on a quest to find a missing monk, you may even get a key to a 

room here. 

You can also join this contemplative religious order. 



 

Eventually you leave the dry high places in the Great Mountains, full of gold 

miners, imps, goblins, lawless outlaws, mountain Ogrims, perilous bridges, and 

old mines.  You then start coming down into greener clefts among lower hills. 

 

The rocky ravines are not so high here, but the wider rivers here can form 

impassable barriers, with the bridges over them closely guarded.   



 

Crossing the river to Fort Ronan, and thus to the continuing road to 

Stormwend, is impossible.  There’s no way the soldiers will let a dusty 

vagabond like you even get across the river.  Those who live here fear the wild 

places you are coming out of, and after days of scrabbling around the 

mountains you look and smell like a rough sort of scoundrel. 

 



Luckily there’s a friendly fisherman nearby, who might take you across in his 

little boat, if you get his fishing rod back from a nearby cave full of unholy 

things.  And take a bath at the same time... 

Once across the river, you might or might not be able to get inside Fort Ronan, 

where you’ll find town merchants and even a change of clothes. 

Several more adventures should eventually see you before the gates of the 

mighty city of Stormwend.  But, as you heard in rumours along the route, the 

city is closed for some mysterious unknown reason.   

 

ACT FOUR: STORMWEND 

 

There seems to be no way into this closed city.  Unless, perhaps you could get 

someone outside to hire you... 


