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I. History of
the Five Kingdoms

n the &El}'ﬁ far past. the Argent Kings ruled
the Land. Not much 1s remembered of

those times but the empty EastlE& t}le fallen

temple:at anr.]. the lost grandeur ﬂf their c1ties
haunt our EEg’EHdE.

It 15 said that the Argent Kings ruled with
LLHEUI']JHE-EE& wisdom from their Citadel in Alkatesh.
They were of an old race. with knum*lc&ge and skill in
magic: el desyitc their great power, tl’ley could not
prevent their own (]e-:linc.

To prevent their knﬂwledge from being furgﬂttcn.
the Argfznt King’s established the Order of the Great
W izards: wise men and women from the Five Kingc}nms
of the Land who were chosen for their insight and
putentiai. The ergent Kings taught them much of true
magicu inciuﬁing their greatest achievement: mal(i:ng
Dl)je-:ts that focused their pcwverfui energ;es.

As the:; began to weakem the Argent Kings
announced that one wizard would be chosen to lead the
Ordcr D’E the Great Wizar&s. T}IL} urﬂuld givﬂ t}u'::
wizard. the Archmage. all their l‘:nﬂwrlerjge as well as the
Hanulm an Amulet that was the source and focus for all

magic. W ith this A mulet. the Archmage would juatl}f

rule over the Five Kingclﬂmﬁ.
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All the wise leaders. then. looked to two brothers.
Mobus and Torlok. Tlm:,r were the most puwerlcual of the
Great Wizards. thuug]’l most felt Mobus was the wisest
of the two. No one was more aware of Mobus
reputatiun than Turlr.:ll(, who chafed whenever Mobus
name was spnl:cn before his own.

Brc}ﬂﬂing’ in his prit:luc:.~ Torlok nursed a hateful p]an
on how he could prove he was the Equal of Mobus. If he
could obtain the Amulet. he could be the ngl‘l Council
Archmag’et Ruler of the Five King’dﬂms. Yet. he would
need help. And thus began the downfall of Torlok.

He moved from Alkatesh and carved out the
Caverns of Chaos in Shadoan. near the barren lands.
There he dealt with the dark powers, not realizing that
he sold a part of himself with each bit of evil l{ﬂﬂwle&ge
earned 1n the shadows. He surrendered whatever Good
he had and became all that stood for Evil. His thirst for

the A mulet and the power that came with 1t became

unquenchal}le. AI] }‘IE EDU.lL'.l S€C Was poOwcer, All l']E CﬂU]d

think of was power until 1ts imagﬂ became a chasm of
desire too r:]eap ever to be filled. His brother was a hated

eEnemy. 2 thief. an obstacle 1n the wavy of Torloks pri&e.

No one mattered: family and friends were forsaken in
Torloks quest for power. The Dnij; t}ﬁng that existed
Was t}lE E:{altatimn Df Tﬂrln’.}l{.

In the seventh vear of the season of the west moon.
the Argent Kingﬁ gathered all wizards and all rulers to
hear their decision. As the crowd hushed 1n awed Silf:nce.
1:]15 announcement was IHB.C]E!: H-DI’JI.IS wmﬂcl ru]c as the

Archmage.
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A great shout of praise and relief flooded the
expectant crowd. The tumult shook the towers and doors
of ﬁll(atesh. Everyane Was ]aent on ce]ehratiﬂn,
EveryﬂnE‘ t]'mt 1'5.L except Tur]r:rl(. H1dclen 1n his l'lEElI't l:u:
nurﬁecl ]115 Evil plan. HE fed it w1tl'1 spite and jEHlDHE}T.
He covered it with hate and death. It would be a matter
of days before he would be ready to fulfill his plan

Unaware of his dark plﬂnsﬁ the PEDPiE of the Five
King&ﬂmﬁ took to feasting and street parudes. Over the
next few da}*sq Mobus chose his high council and shared
with Torlok as much information and learning as he
could, trying to ease the agony he saw 1n his brother's coal
black eves. Little did Mobus realize the hatred s'eething
behind Torloks passivﬁ submission.

On the fourth night of the celebration. with Torloks
hatred Enming to full fruition, the dark powers gatl‘lcred
1n Shadﬂan‘ beyﬂnd the ngh Pass. T]:u::rc.t they waited
for Torloks command.

Having exhausted themselves in celebration, the
peﬂple did not place any guards at the gates into Alkatesh.
No one was ready‘ for an:.rt]}ing but peace. And so
Torloks forces swept into the city of Alkatesh
uncontested, &Estrnying evcrything t}'lEE.T saw. W ild
panic ensued with death
and destruction

fnil-:;-wing the shadows
of Torlok. Finally.

TDI‘]D]( gainerl t}le

entrance to t}le dDDr ﬂf

tl‘lE Citadci.

It 15 sa1d that during the I::attlﬁ Df AH{EL'EES}L Mﬂbuﬁ
met his brother 1n the midst of the Broken Domes where
t]‘;e starlight Ehﬂ"ﬂr’ECl ﬁac“:,:r t}u*n:rug}l t}lt‘. l'mles in the
cei]ing. Mobus dark eves seemed darker. 1t 1s said.
clouded b}r the sadness he felt because of his brother's

betra}ral.

No one recorded what passed in the meeting’ between
brothers; the dark powers g’athering behind the one and
the other stancling alone. Mobus was not heard trom
again. He was not killed. however. tor there came stories
that a W izard. tall. dark and sad. was Euiiding a Castle
hidden in Shadoan. Torlok still was not in pﬁsﬁeﬁﬁiﬂn of
the Amulet for it was said that Mobus parte& the
A mulet in five pieceaﬂ one for each of the Kingdﬂmﬁ.
That was what Torlok wanted most from Mobus, for
with 1t. none could withstand him. To prevent Torloks
dark power from pﬂﬁﬁﬂﬁﬁing it. Mobus struck the Hand
into five relics and had his Lieutenant. A rne. conceal

them.

W ith Mobus gone and the power of the Argent
Kings faded. Torloks vengeance was Hu-ﬂdy. He slew
everyone from the great race ot the ﬂrgent King’s. All.
that 1s. except for one. For among the Argent Kfngs Was
a child not old enﬂugh for battle. T his child was a girl
named Cheron, and she was given to the Sea Dwellers
before the battle that she migl]t live and preserve the
memory m.c t]uz Argent Kings.

Upﬂn hﬂaring of the massacre in Alkatesh. Cheron
fled the Sea Dweller's Pavilion so as not to ];Jring Torloks
wrath upon those tranquil peup]e. For years she

wandered. fin:zllj; re&ting in TJ'.LE Kingclnm ot Wreigard.

Interplay Productions /
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There she met the villager named | heramir Kandor,
who fell in love with her. Ina vear they had a son. and
life 1n Weigard seemed far from Torloks influence.

But anlukis iﬂnging for power still pUE}]Ed him. His
flesh rﬂtted and his l]ﬂd}.f t:lef'ﬂrm r:d. Yetﬁ he lived on,
creating an i“usiunary bnd;«:* HE mugl‘lt cnntrﬂi D'f EVEry

king’dﬂm searching for the HancL [ung’ hidden ]:1}* Mobus.

He Expanded his search to the outermost parts of the

T
*
z- i

King’dﬂmsﬁ Sending the plag’ue Mﬁgician as his em1§sary.

Cheron knew I'lﬂt]‘i:l:ng of thisuntil she heard from
several vi“agﬁrs that the P]ague Magician wanted to
know her whereabouts. She knew of the Hand and of
Torloks l}urning desire for 1t but did not know where the
piecea were hidden. And she knew intuitively the c].anger
to her child. Lathan. But she had one hupe. She had
heard vague rumors of one Great Wizard who had
cscaped the carnage at Alkatesh. Perhaps he was the old
man who lived on the hill south of Giﬂndﬂe; the old man
pet}ple called Daelon.

This happened many vears ago, [t 15 not known 1f
Cheron and Theramir found Daelon. or if indeed Daelon
was the last Great Wizard. pEI'}lElPS.. even now. he 1s

training Lathan. prﬂparing him to find the Relics of
Mobus and break the iron g‘rip of Torlok.

E_‘ﬁ," - __-.. e T e RS
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II. Character Persona
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Lathan
Raised by his parents, Theramir and Cheron, Lathan Kandor

was an eager young man trained 1n the magical arts and
spellcasting ]:ly the last great Wizard, Daelon. Lathan spent
most of his life in the small village of Glendoe and dramatized
the davs of old when the Al G
Argent Kings reigned. During
his apprenticeship under
Daelon, Lathan learned about

Mnbus, anlulc and tl‘lE Five
Relics

Daelon

Daelon 1s the sole surviving member of the Order of the Great
W izards. Using powerful magic. he extended his life span to
train apprﬂntices to reassemble the five relics of the Hand of
Mobus. Over hundreds of years, he prﬂpared dozens of
apprenticﬁs. but all EVEntllﬂ.]l}T died or were -:{}rruptecl ]:-y
Torlok. In his final years, he had all but given up hope until
Theramir and Cheron l}rﬂug'lit voung Lathan to him. In
Lathan, Daelon saw a last chance, a glimmer of hﬂpe. He
trained the bn}r harder than any student in two hundred yvears.
But the outside world intruded upon their lessons and i:lne*_t,r
could wait no lﬂnger. Lathan would have to ]:regin his quest.
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Torlok

The twisted brother of the great Mobus, Torlok searches
ruthlessly for the Five Relics. He knows that by assem]:ling
them he can {inally dominate the Five King’dnms. He sent his

agent, The Plague Magician, to find the Relics and assassinate
the Last of the ,A.rg‘ent K{ng‘s. Now Torlok broods in the

Sealed Castle ancl leaves ﬂniy t0o menace Lathan.

Plague Magician

An evil wizard of amazing power, the Plague Magician 15
Torloks enforcer. Once the Magician apprentice of the Great
Wizard Kaldar. the plague Mag‘ician betrayed his master to
Torlok. Kaldar's last act before ]:)eing killed was to create a
crystal which could destrny his traitorous apprﬂntice. The
Plague Mag‘ician 15 fearful of the Cryatal and will flee when
confronted ]:u}r 1t

Interplay Productions 8

Drakes Blood

Once a favorite of Iscar's Court, Drakesblood was cﬂrrupted
]:J}T Torloks promise of power. For years, he built his spl‘xﬂre of
influence 1n Iscar. sprea(]ing’ false rumors and vicious
innuendos thrﬂug‘hﬂut the court. After ten yvears of plﬂtting‘
ag’ainst the throne, Drakesblood had the King’ and Queen
killed and placecl the Princess under arrest. Now. with the
help of Daelon's corrupt apprenticea, Drakesblood 1s preparing’
to take control of the entire King‘clnm.

Princess Grace Delight

As the daughtﬂr of King Demetre and Quﬁ:ﬂn Alkasha, The
Princess (Grace Dﬂlig'}lt) was raised in the Palace of Iscar.
surrounded l::},r servants and couriers. She was imprisuned
after Drakesblood murdered her parents. As her hnpes for
freedom fade, the once carefree girl has become a sorrowful

yvoung woman.
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III. Loading Kingdom : The Far Reaches
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King’dam: The Far Reaches supports the 3DO mouse. All

references to “pressing the A Button™ can be accnmpliﬁhed by
clic]{ing' on the left-hand mouse button on your 3DO mouse.
References in the manual that refer to “selecting“ mean to
move the cursor so that it 1s pninting to the desired selection
and presaing the A Button or clic]s:ing on the left-hand mouse
button.

Y ou can move the cursor around on the screen with the use of
the mouse or the jﬂypad. If ¥ou use the ju}rpaﬂ.. YOu can press
and hold down the C Button to make the cursor move at a
much faster pace.

Place vour CD into your 3DO CD player as normal. After

the lnading screens appear, you will see several title screens.
You can pass ]:vy these screens quickl}r by pressing the A

Button. After all the luading and title screens have finished.
you will see the Main Menu SCreen.

Main Menu Optiﬂns -

Start Apprentice: Selecting‘ this button will ]Jeg'in the game 1n
the apprentice mode. This 1s the easier version of the game
with many of the more difficult puzilﬂs and traps removed.

Start Wizard: Sﬂlecting this button will i:u:g'in the game 1n
the wizard mode. This 1s the cﬂmplete, advanced version of the

game.

L] R :
Bl R e
g ol o ey o

Histﬂry: Selecting’ this button will show vou a brief histﬂr}r
movie of the last days of the Arg‘ent Kings.

Demo: This will put the game into a demo mode. A short
demo of the Sig'lltﬁ and sounds of Kingdﬂm: The Far Reaches

will pla}'r in a continuous lﬂnp until you press the A Button to
return to the Main Menu.

Quit: This will exit the game and return to the initial
lnading screen. Y ou can then remove your GD.

Load: This button will t}nl}r appear 1f you have saved a game
while pla}:ingi Note that this is the only place where you can

load a saved g'atrnﬂ.“

.....



As Lathan Kandﬂr, apprentice to the great magiﬂian Daelﬂn;
vou have been given the task of reuniting three relics from the
Hand of Mobus. The Hand of Mobus was separatﬂcl during
the cataclysmic fig'ht in Alketesh between the brothers Mobus
and Torlok. The Hand of Mobus represents cumplete rule and
autl'mritj,:r in the land of the Five Kingdoma. Once you have
reunited the Hand of Mobus. yvou will be able to save Princess
Grace Deliglﬂ:, the rightful ruler of Iscar. from the evil
Drakesblood. B}T journeying to three king’&nms to retrieve
each of the relics, you will explure strange worlds, meet
interesting characters and ma}rbe live to tell about 1t. Be
careful. Torlok and his evil emi1ssary., the Plag‘ue Magician,
will attempt to thwart your progress or kill you outright.
Many other characters don't care about your noble adventure
and would kill you because you're in their way. So walk
wise]y and listen to the many friencls you wﬂl find on the
way. |

The apprentice level 15 an introduction to Kingdum and has
many locations (and dﬂaths) removed. It 1s quite pﬂssible to
finish the apprentice level very quickly. The Wizard Level 1s
the completﬁ game with all the puzzles, lucatiﬂnsﬁ and deaths

intact.
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Two main sereens function thruug’hﬂut the game: the action

screen and the map screen. You can change between them ]J}T
moving the cursor over the Eye Icon and presﬁing’ the A
Button or by pressing the B Button,

A. Action Screen

The action screen 1s where you meet characters, collect clues,
get and use items and generally try to stay alive. Below 15a

picture of an action screen:

Main Window

Enjoy an animated sequence of your adventure. Once the
animation 1s over, yvou can choose one of the various options

listed below 1t.

Items/ Exits

On the Main Window 1tself. you can move your cursor
around with the jﬂypad or the mouse. Items that Yyou can take
or exits available will show up as text. Click on them with
the A Button or left mouse button to take the item or to take
the exit. Whenever an animated sequence ends. yvou may want
to move your cursor around the Main W indow to search for

hidden itﬂmSGr paths. %
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T'ree of Dendreon

Located alnng’ the top and right—]ﬁand side of the action screen J
1s the T'ree of Dendreon. Contained within are the Limb of l

Life. the E}IE of Jnurney, the pouch cnntaining‘ an inventory of
yvour 1tems, the fast {Drward/replay button and the help
button.

Limb of Life

The status of vour health 1s indicated E}r the color of the
branch al-:mg the top of the map screen. There are three health

conditions you can experience:

Good : Your are ready to Hg}lt mages, mist monsters and
other creatures that inhabit each of the l{ingﬂnms. Please keep

1n mind. huwever, that vou are not immortal.

Pﬂﬂr : Should you challengc the will of various ill-
mannered creatures. you may end up on the worse end of the

encounter. ©'he branch of the Dendreon Tree a]{mg the top of
the Map Window will fade to gray. There are healing

locations within some of the l(ingdﬂms that will restore your
health status. 1f vou get in another scuffle before I:veing healed,

you will experience the final condition.

Dead :Things can t get much worse. Should you wander
into an encounter which results 1n your demiseﬁ vou will be

entertained ]33? vour own death scene,

Ll € Statuﬂ : You are gfven t]ﬂf&a chances to reunite the
Hand of Mobus. The branch alung the top of the map window
indicates the number of lives you have left ({:nr that ynutve
wastcd) . Atter each &eathﬁ the branch will shorten and you
will be transpﬂrted to a safe place within the kingdﬂm where
yvou met your unfortunate end. After viewing vour death
scene for the third time., you will be transpurted to the
bﬂginning of the game to start all over again.

E}TE Df J ourncy

Selecting the Eye of Jnurney allows vou to access the map
screen. (SEE the section under Map Screen). Y ou can access the
Map Screen any time the eve 1s open.

Pouch Icon
Hanging on the Tree of Dendreon will be a pnuch that

contains the various g’ifts and weapons that you have acquired
in yvour efforts to reunite the Hand of Mobus and save
Princess Grace Delig’ht. Seleeting the puuch will reveal all of
the 1tems in the pﬂuc'h. Sﬂiecting one of the individual items
disp]ayﬂc[ in the pﬂ‘llﬂl’l will prnvicle vou with a more detailed
picture of that item. Move the cursor an}rw}mre on the screen

and press the A Button to exit and return to the action screen.

Fast Forward/ Replay Button

During the animation sequence, the fast forward E}T]ﬂl}DI (}:})
15 displayed. Prﬂssing the A Button during’ animations will
freeze the frame and allow yvou to Ekip past animation you
may have already seen. Don't be too bast};, ‘tl’lﬂllg']‘l. A visit to
the same characters later in the game may yield new
information. Once the animation has finished. the fast
forward 1con will be replaced by the repla}r 1con (<_‘J) If you
missed anything during the animation. select this icon to

I‘EIJ].EI}.F' the scene, %
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Help

Y ou can access the help menu anytime during the game,

Tl’iE LE]P menu EDHSiStS -DII.::

Resume Gamﬂ - Sﬂlecting this Dpticm returns yvou to yvour

previous position.

NEW Game . If your current adventure 1s g‘c}ing nuwhere,

selecting this uptiun allows you to start over.

Music 011/0{{ : Taggle this switch to turn on or off the

music that pla};s between the movies.

Demu . FGI‘ a demunﬁtratiﬂn ﬂf thﬂ Far RE&EI‘LEE, select

this Dpti{m and watch a movie preview for the game,. Lt hc]ps

you realize there 15 a purpose to your wandermgs.

Credits : This selection will l‘):ring’ up an animated

sequence Ehﬂwing those who ljrcmght you this game.

Save Gamﬂ : This will save yvour game at this puint S0
that you can continue 1ater. At the Main Menu screen, a

LOAD hitton woill dunear ohehisll oo o, 00 d

your game from your last saved pnsitiﬂm Saving your game

will delete any previc}uﬁly saved pﬂsitiﬂn,

Quit: It's late. yuuﬁre tired and your 3DO 15 crying for a
break. Selecting this Dptiﬂn will allow return vou to the

lcrac]:[ng’ screen w]nere VOu can remove your Cj and t:ll(E a

muc}l—needed .IZII'EEI]Q

Also within the llElP sereen are illustrations of Lathan that
represent the number of lives you have left to combat Torlok
and Drakesblood. The illustrations chang’e clapending’ on your

status.

Log of Kirkwood

The Lag of Kirkwood appears at the bottom of the action
screen and shows your available weaponry or speila. As you
acquire more 1tems, your inventory will grow: however. you
can only s€e seven pieces af this inventury at a time. The Lng
of Kirkwood will ﬂnly display items that can be used at that
time. If an 1tem 1s unusable. 1t won 't be clisplay&cl. After the
animation sequence has finished. the items of use wall appear 1n
the Lﬂg’ and you can select any of these. If the item 1s useful, 1t
will cause the animation to continue. If 1t 1s not helpful

either nnthlng of consequence will happem you 1l waste a
valuable spell, or you will be dead. A list of all the 1cons 1s
prﬂvided in the Appendix,

Tide Cﬂntrn].

Tﬂ travel to the Sea Dweﬂer51 Pavﬂlic}nﬂ ynu‘ll IIEEl:l cc}ntrﬂl
of the tides. W hen you get CDHtI‘ﬂl.. a T'ide Control rock will
appear under the tree. Select the rock to access T'ide Control.

Sﬂﬂd& -Df Time

W henever you are ]neing timed for SGmet}ling. a timer will
appear under t]‘lE tree. Prepare for the worst if vou let time

run {lutT
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When vou select the E}re n{: Jﬂurney‘ at 1:]'1& Actinn Screenﬁ
vou are transferred to the map screen. An illustration of the
map screen 18 shown below. It represents your current
lncation and allows vou to
travel within the
Kingdﬂms. Note that you
can travel via the Map
Screen any time the eve 18
open. This includes

DHEIDH*S Mﬂ.nﬁiﬂﬂ.

The Main Window

The main window 1s a snapshﬂt of the area you happen to be
lost within the realm of the Five King‘dﬂms.

Thisis a picturﬁ: of the Travel Map used when a Travel ﬁpt‘:" has been cast. It allows vou to
travel any*w]‘tere n We;gard. Illes. or Iscar.... but not when vou are in poor health.

Cursur
The cursor points out locations on the screen that can be

accessed from your current pﬂsitiﬂn. If a location 1s identified
next to the cursor. you can jou

W g e e . ;:_ i _-_.- e 5, : i : =' -: s R
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rney there. W hen you move the
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cursor over your current location, it will show vour name.
Latllan. W hen VOu move 1:116 CUrsor over vour current
location. it will show yvour name.

TI‘EE {Jf DEl‘ldI"EOn ¥

The Tree of Dendreon cljanges slig‘htl}r from 1ts function 1n
the Action Sereen.

Limb of Lafe
The function of the Limb of Life does not chang‘e in the Map

SEI‘EED*

E}re Df Actiﬂn

Selecting the Eye of Action allows you to access the previous
Actinn Screan*

PD]J. E}l Iﬂ'ﬂll

Althuugh the pﬂuc]a continues to hang’ on the Tree of
Dendreon. 1t does you no guud. It 1s deactivated while you are
in the Map Dcreen.

Zoom In/ Zoom QOut

The map screen 15 cumpused of eig']‘nt layers of maps. When vou
arrived in the map screen from the action sCreen, you entered
in on level 2. You can zoom in to level 1 or zoom out to level 8.
Travelling’ about in the king&nms 1s done 1n levels 1 and 2.
After level 2. you can no lnng’er travel. Y ou can zoom 1n and
out 133.? selacting‘ the buttons on the tree or ]:-},r using the L and
R buttons on vour game p&&.

Lﬂg‘ of Kirkwood

The Log of Kirkwood appears at the bottom of the map screen.
It's a nice place to s1t and rest, but it 1s inactive while you are

in the map screen.
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VI Playmg the Game
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playing Kingdﬂm: The Far Reaches 15 a matter of wt}rlcing’
back and forth between the animation sequences within t]’lE
action screen and the map screen. Not fﬂrgetting that the life
of Princess Grace Delight lies 1in your eager but young hands.
you juurney tbrnugl‘mut the three kingdﬂms. Wiegard, Illes,
and Iscar, attempting to reunite the Hand of Mobus and free

the princesa.

King’dnm: The Far Reaches can be playﬂd on two different
levels: the Apprentice* or Beginning Level: and the Wizard.
or Advanced Level. Once you have chosen your difficulty
level, yvou will erther ]:hi:g’l-n at Daelon’'s Mansion 1n Apprentice

m{}::le or 1n f]’lE Center of GIEIICIDE 1n W£zarc1 Mud&

In the Apprenticﬂ mode. Daelon will commissions vou to
reassemble the Hand of Mobus and provides you with serolls
to begin vour quest. Daelon then asks vou to choose a location
within the Kingdom of Wiegard to travel. INote that in
Apprantice I‘HDE]E.., you will not need to find the Hunting Horn
or the Or]:l Df Mubus as they are Dnly n t}le advanced game.

In Wizard mode, yvou will start with nﬂthing and will have

to find Daelunqs

mansion on your owil.

After the first action
screen ends, you can

either rEplay the scene
to Ic}c}l{ fﬂr more c]uesi
select one of the places

g I
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D&elﬁ suggdests (in Apprentic:ﬁﬁéﬁ::r select the Eye of
Jﬂurney to travel on your own. W}len Yvou select tl‘lE Eye Df
Jnurney, the map screen will appear. Move the cursor on the
map window to access any of the locations high]ighted I:r}r the

Cursor.

Getting and Using’ Items

During’ the course of the game,
you will exther be given 1tems
to add to yvour inventﬂry {Euch
as the serolls in Daelon's
manainn}. or an 1tem 1s shown

'EDI‘ vou to accept. In 50MmMe cases,

you get an item by uﬁing‘
another 1tem 1n your inventory. Upnn retrieving an 1tem. 1t
will autﬂmaticall}? be placﬂd In your pﬂucl‘t on the Tree of
Dendreon. Guard these items well! Thieves pruwl the
various king’dﬂmﬁ and are more than wiuing‘ to heip themselves
to your hard-won prizes. Aisn. vour Scrolls can Unl}r be used
a limited numb&r of times. T}]E number of uses left appears i:.-}r
the seroll when YOu access your Pouch Icon.

TD use t[w items 1n vour inventnry. pnint to ‘i:he &esirec‘n item
with the cursor and press the A button. In the L-‘Jg’ of
Kirkwood., if an 1tem 1s cnmpletely inappropriate. then 1t
won t show up and you cannot use 1t at that location. A word
mt a::::;'UI.:ltit:mn thuug‘h: lf YVOu use an item 1n an area WIlEI'E 1t may
be considered rude or thrﬂatening. you may end up using the
1tem with pﬂtentiall}: disastrous results.

Healing’

Note that there are locations in the game where {:riendly
characters or magical auras can restore your health. It 1s said
that the Haunted W aterfalls 1s one such place, but the patl: to
the waterfal;ls 15 guarded and gerous.

- ;Eh'.tﬁ



e
Interplay Productions

EE

8 ol o, R e, e
e e -
R

e

i

VIL List of Icons

T-:: identif}*f anr:l icnnﬁ select the P-::mch Icﬂn on the Trﬂe Df
Dendreon. An illustration of the items vou have in your
P{}uﬂl’l will be shown. Select the desired item and a descriptic}n
of the item will appear. The £nlluwing 15 a list and more
detailed descript_inn of the Icons you will use in p]a}ring'

King’dﬂm:

Scrolls
Scroll of Seeing

Bringﬁ sight to the blind and shows those with vision tlﬁngs
that are hidden.

SCI‘D].]. Df RE].EE.EE

Disarms traps and separates thing’s that are bound tngether*

Scroll of Understanding

Gives un&erstanding to strange runes and fﬂrﬂign Ianguagcs. It

can also aid relations with pﬂtentiau}r hostile humans.

Scroll of Traveling

Transpnrtﬁ Lathan to other locations in the lcingdumﬁﬁ The
ph}rsical exertion needed to use this seroll causes Lathan's
condition to weaken. Y ou cannot use the scroll of travﬂling

Wllllf.' Lﬂt}lﬂﬂﬁﬁ }lﬂﬂ.ltl}. iS in 411 é]'.].I‘EEI.d}T WEEI](EIIEC]. Eﬂndit.‘:ﬂn.
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Items

Crystal of Kaldar

Fnrg’ed 133.7 the Wizard Kaldar, 1t pr{}vides prﬂtectinn from
the Plag'u:: Magician.

Cold Fire

Not a fire at all.‘ but highiy phospharescent magical rock.
The light 1t gives off looks like a slﬂw]}r burning fire.

A strong impact will cause a cold fire to exp]m‘le:.

Great On};x Seal

Created b}r the fnrmer ruler Df Illesﬁ the Great Onyx Sea] is a
Eymbnl of strengtl‘x and can open doors to great t]ﬁng’s.

Wnnd Elf Staff

The sta{:f is made D{ Dendrﬁ'ﬂn. a magical Tree t]‘nat is

1mpervious to magical spe“s.

Blood Sword of Argent Kings

Thia weapon was carried ]33: t}xe leader of the Arg‘ent Kings
cluring his last battle against Torlok. Some believe that the

plaguﬁ Magician took 1t from the dead lil-ng'ﬁﬁ ]:mdy and hid the
sword 1n his Black Keep.

Talisman Sceptre
A symbol of great majesty and honor 1n [lles, the Talisman

Sceptre was stolen lj}r a group of monks who await one

wnrthy n{: it.

Enchanted Bow

Also created out of Dendreon, the bow is a puwerful aid 1n

ﬂverthrnwing Torlok and Drakesblood.

e S e
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Pentacle Coins
Magical g’nlclen coins from the Kingdﬂm of Iscar,
They are irresistible to the greed};.

Golden Chalice

This pﬂwerfu] item of elemental control belnnged to Sl{}r[ar of

Cloud Keep. It was stolen from him l:ry Drakesblood’s

“Wizaras, ]Jl‘!t.. 1n turn, was stﬂlen 'EI“GII'L t]‘lem I:v}r someone Elﬁe.

Silver Wheat
Wherever an Argent King’ 15 buried, Silver W heat grows.
A beautiful but dangerﬂus p]:.?n:rn‘l:.~ 1t had great value to the

ancients.

R‘llnEE ﬂf Iscar
The juclg’:::s of Iscar carried their rig}lt of law above them in
gluwing runes for all to see. These runes are still rﬂspected 1n

that king&ﬂmn althnug’h the Plague Mag’ician killed the last

judge yvears ago.

Relics

Black Mace

As Turluk and Mobus stood 1n the midst of the Broken
Domes. 1t was said that the Black Mace was the -::nnly thing’
that saved Mobus.

Huntfng‘ Horn
Its loud, distinctive sound can be heard thruug‘hnut the land.
I+ 15 said that 1ts sound may be able to unlock doors.

Orb of Mobus

Cnntaining some of Mobus’ power, the Orb can CHEPEI

magical auras.
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Virtual Imag‘e Productions Staff
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Original Musie Score by Brianand Dﬂug’ Bcstcrman and Martin Erskine
Voice Recnrding’ ]::}.r Martin Lapez
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Stnrylmarcl direction ]D}T Michael Hack
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Lead Artist: Scott Mathews
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Producer: Thomas R. Decker
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Customer Support

If you have any questions about this. or any other Interplay product, you can reach our
Customer Service/Technical Support Group at:

Interplay 17922 Fitch Avenue Irvine, CA 92714 Autn: Customer Service, Customer
Service is available 24 hours a day through our Automated Customer Service system,
with a Customer Service representative available during normal business hours at (714)
553-6678.

Please have yvour system information available, or better yet, try to be at your
computer. The more detailed information you can provide our support personnel, the
better service we can provide you.

[f you have a modem, you can reach us at the following:

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for
customer questions, support and fixes. The number is 714-252-2822. Modem settings
are 300-28.8k Baud, V.32bis, V.42bis, 8-N-1. This is a free service.

America Online: You can E-mail Interplay Customer Support at IPTECH. To reach
our Customer Support board in the Industry Connection, press CTRL-K for “Go To
Keywaord.” Then type INTERPLAY in the Keyword window. In addition to reading
and leaving messages, you can download fixes and demos from the Software
Libraries.”

CompuServe: We are available for IBM and compatible on-line support. We are
located in the Game Publishers B Forum, type GO GAMBPUB at any *!”" prompt.
Then select “Section 4 for Interplay Productions. You can leave technical support
questions there. You can also download fixes and demos from Library 4 in
GAMBPUB. The best place for game play hints about our games is in the GAMERS
forum. If you are not already a CompuServe member, you can call CompuServe toll-
free at 1-800-524-3388 and ask Representative #354 for a free introductory
membership and a $15 usage credit. For game play hints look in the Gamer’s Forum
(GO GAMERS). Besides technical support for Interplay products, CompuServe offers
many other services, including communications, reference libraries, hardware and
software support, travel, games and much more.

[T r}l 5

GEnie: We are located in the Games RoundTable by Scorpia, type ME05:1 at any ™
prompt. Then select “Category 137 for Interplay Productions. Fixes and demos are
available in the libraries.

PRODIGY® Interactive Personal Service: You may send mail directly to us. Our ID
1s “PLAY99B",

Internet: You can reach Interplay with “support@interplay.com:” Many Interplay
demos and patches are available at Internet FTP sites. To visit our World Wide Web
site, point your browser to: “http://www.interplaycom”

(see page 28 for more Web information.)
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LLimited Warranty
INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the original consumer purchaser of this computer software product that
the recordimg medium on which the software programs are recorded will be free from
defects momaterial and workmanship for 90 days from the date of purchase. If the recording
medium is found defective within 90 days of original purchase, Interplay agrees to replace,
tree of charge, any product discovered to be defective within such period upon receipt at its
Factory Service Center of the product, postage paid. with proof of date of purchase. This
warranty 15 lmited to the recording medium containing the software program originally
provided by Interplay and 15 not applicable to normal wear and tear. This warranty shall not
be applicable and shall be void if the defect has arisen through abuse, mistreatment, or
neglect. Any implicd warranties applicable to this product, including warranties of
merchantability and Biness for o particular purpose are disclaimed, Interplay disclaims all
responsibility for incidental or consequential damages

Some states do not allow limitations as o how long an implied warranty lasts and/or exclusions or
limitations of meidental or consequential dimages so the above limitations andfor exclusions of liability
may not apply 10 you, This warranty gives you specific rights, and you may alse have other rights which
vary from state to stute

Lifetime Warranty

It the recording medivm should fail after the original 90-day warranty period has expired,
you may return the soltware program to Interplay at the address noted below with a check or
money order for $5 00 (LS currency), which includes postage and handling, and Interplay
will mail a replacement o you, To receive a replacement, you should enclose the defective
medium (ineludimg the ovginal product label) in protective packaging accompanied by: (1) a
$5.00 check, (2) a briel statement describing the defect, and (3) your return address. If you
have a problem with your soltware, you may wish to call us first at (714) 553-6678. If your
media is defective and o replacement 1s necessary, ULP.S, or registered mail is recommended
for returns. Please send the defective dise(s) only (not the box) with a description of the
problem and 55,000 1o

WARRANTY REPLACEMENTS
Interplay 17922 Fitch Ave., lrvine, CA 92714

System Upgrades

Interplay has a system upgrade policy, Atany time after purchasing any Interplay product,
you may send vs your original CLD and a check for $25.00 (U.S. funds) and we will replace
your CD with the version for another computer system that you specify. (This price is
subject to change, )

Copying Prohibited

This software product and the manual are copyrighted and all rights are reserved by
Interplay and are protected by the copyright laws that pertain to computer software. The CD-
ROM is not copy-protected. This does not mean you may make unlimited copies. Copyright
1995, All rights reserved. Kingdom: The Far Reaches is a trademark of Virtual Image
Productions,

NOTICE: Interplay reserves the right to make modifications or improvements to
the product described in this manual at any time and without notice.
i
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INTERPLAY'S wun”r.:: WIDE WEB SITE

“Welcome to the Interplay Web! As a company dedicated to providing
innovative, high-quality interactive entertainment software, we are always
striving to stay as close as possible to the leading edge of technology.
This Web site is the latest example of our ongoing effort to provide a
wealth of information and opportunities to you.

As a company of fanatic gamers, we love the idea of gamers all over the
world tapping into cyberspace to see, touch and feel our latest games. No
hype, no marketing campaign; just great games. To make 1t work, our
goal is to keep this site fresh and new, to make it a place to where you can
tell US what you like about our games... and what you don’t like about
them. So use the feedback options on these pages and sound off.

Enjoy your visit in our Web site, explore all the different areas we have to
offer, and come back soon. Check us out in the weeks and months ahead;
we will be introducing new and exciting areas for you to experience.

Once again, Welcome!” G S pm.m.m“m_p. AT ﬁ
Brian Fargo et
R
L
HOW TO
GET THERE
Interplay’'s World wide
VWeb site is an Internet
service designed to give
you the latest information
about Interplay and our
products. :
*8y Gamwrs For Ganwrs”™
] Miw s e (e e ke low |
ThE Slte fEEtUPES our 2maﬁzﬁmm§$mwm Drgiese L4 Qpocrweee YR Prod Dpea. ;
L L
demos, upgrades, 8 et A i !
. . # Gtz s St s |
product information and 4 Bl o i 1
; : - @ b vl bk of 1he W
ordering information. @ chiemens
Cromnrmends o [ ot ks :
FFDm YDUP Ilr-hlter.n Etr ﬂﬁmzﬁmmﬁ;ﬂﬁﬂmﬂﬁﬁﬁﬁfiﬂvﬁfﬂﬁ SGETE
account, point your R ‘
; rwﬂmw,w fm ﬂwgkuciﬂﬂwmwhmm.ﬂ:ﬁ:%@m. ; 5]
favorite browser to: i I —

http: / /www.interplay.com
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 The Far Reaches™ -

A walk-through to get you going on your adventure

How To Heal the Blind Beggar
] 3 Pllt 't]'}.E Klngdum CD into vour 3DO system.

2. Watch the title movies or press the A BUIT[)N to advance past each of
them.

3. At the Main Menu screen. select the box cﬂntaining "START
APPRENTICE" Lj,r muving the cursor to that box and prﬂssing the A
BUTTON. This will start the game in apprent{ce mode, the easier level.

4. Immediately vou will watch a movie that starts vour adventure. It wall

continue as you t]'mn are automatica]ljr taken into Daelor;s mansion. Daelnn

wll gwt' vou three scrolls of seeingﬁ and then wnll ask vou which speﬂs ]'1&
shcruld wnri( on next.

i ] Selen:t the EPEH of release..;..rnu will need those scrolls next.

6. Daelon will then ask Vou where vou want to do. Select the Center of

Glendoe.

7 You will then appear at the Center of Glendoe and watch a movie there.
(Nﬂtﬁ YvOou can fastforward fhrc:-ugh the movie I:n}r prﬁssing the A BUTTON
You can repl&y the movie once 1t 15 finished ij:.r selecting’ the t'eplay I:ruttﬂn
imbedded 1n the tree to the right of the movie screen.)

8. When the movie 1s finished. vou will need to go to the Mﬂp Screen. You
can get there I:)y Eelectl';ng the EYE button 1n the upper rig}zt corner of the
SCreen. or ]::},T pressing’ the B BUTTON.

9 AE Yyou move tlle cursor arﬂun& tl'if: map screen., locations where you can

travel wall appear. When YOou Imove over the "Center of Glendoe. the word



"Lathan wnll appear as that 1s the name of the character you are pla},?ing and
that 15 where you current]y are located.

10. Move just south c:rl: the “Genter Ojr‘ Glendﬂé to whﬂre it Savs .Outs]c[rts of
Glendoe. Press the A BUT—[UI\I on this location and vou will travel there.

11. You then wnll see a movie that contains a blind Begg’ar. ND‘IIE tl‘lat when this
movie stops pla:-.ring, an 1icon 1n the 10g below the screen will appear wihiach rep-
resents vour scrcnliﬂ of seeing. AJI}T time a movie ends and vou have items 1n

your inventﬂrjr which you can use, 1:11&:; wll appear in the lc}g at the I!Jﬂttﬂm of

t]lE SCrecn.

12. In this case, you need to use a Epeﬂ of sccing to heal the blind I:leggar. MﬂVﬁ
the cursor down to the Ecmll 1n tlle lug‘ ancl press 1:11&r A B[HTON

13. Congratulatians! You have just solved the first puzzle 1n the game. From
1131*&, you mig’h’t want to click on the 7" (H:ELP) 1con 1n the tree where vou
will be given a list of crptiuns inciucling’ "Dave Game, Qllm or Resume Game.
Or vOou may just want to continue -:::-nwar& 1n the game. The Treefolk chest
to the north may be an int-:resting‘ placﬁ to go next...

o
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