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‘ 51 A BEGINNING

It E been a long, hot summer, and even an ocean Lreeze can’t curb this
~ summer heat. All it cloes is malze it humld a mad swelter that’ ] a.HovVlng

. 7, “me to see the sweat stain growing on my shlrt as I walk. A fire truck
. passes; there have been a lot of fires lately, SO many fires that one guy on

~ the news wondered if the city’s pyromaniacs were getting bored. Heat, fire,
l)rownou’cs, (logs and cats domg unholy ’chmgs on the sidewalk. It's Leen
; gthat sort of a summer.

But it’s not as bad, though, as the hurricanes that have been hitting down
in Central America. Or all those tornadoes touching down in the Midwest.
Or the eart]aqualaes in Mexico. Or that meteor that crashed down in
Russia. I don’t know what sort of business that the End of the World cults
~ -are doing these clays, but I'll bet it's picleing up. | walk around, 1ooleing for
:} place to rest, noting that the latest brownout’s shut down this district.
Just my luck.

So I walk, thinlzing about disasters, the end of the world, and other cheery
’thoughts, As 1 waHe, [ start to hear a voice in the distance:

“The hour of death was upon the very soul of humanity, a faint l)eating
heart struggling for life in a world grown cold as the ocean’s floor.”

It’s a narrator’s voice; power£u1 and precise. The voice is coming out of a
computer software store down the street. It might be air conditioned and
hasn't been affected l)y the Lrownout, which is goocl enougl'l for me. 1 open
the door and enter a world of 1ig11’t, glass, and plastics. A movie is playing
on a large monitor. [mages with a Vaguely Grecian theme are ﬂoa’cing
across the screen, a tumble of gods, goddesses, heroes, and mythological
beasts. The store is virtuall empty; I can hear the manager in the back,
’caﬂzing on the phone with ﬁ

is girlfriend, completely ignoring his (lu’cy. I
hate Leing ignored.

= V‘IOut of the night that covers me, black as the pit from pole to pole...’7

I’'m drawn to the imagery, and make my way to within ’couc}ung cllstance of

the screen. The twin spealeers rise on either side of the computer like

towers, and su(ldenly I'm as oblivious to the rest of the wor'% as the store

-~ . manager. The tower case of the machine is rising to 1mp0551ble helghts, and

its form is changing as I look at it. Heat exhaustion, I wonder? I consider
'cauing for help, but I don’t — can’t — answer the impulse

~ That's when the splnnlng ]ocglns 'm faHlng into darkness — 1 sudclenly
flncl myse If im oss11) }ngh above the groun(l and the world beneath me is
a ma o})scureg Ly fog I tumble. An owl darts in front of me as | faH its
 eyes Eﬂ‘ger than the exaggerations of a Japanese cartoonist — eyes of

- impossible size. The smell of ozone flares and fails in my nostrils, replacing

- itself with unlileely scents: strong c].ewy grass, an orange grove swollen with
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overripe fruits Laleing in a hot summer sun. I feel the sun on my l)ocly, and —-
the touch of grass rickles my feet. 1 landed without reallzmg it. I'm not
where I'm suffose to be — should be. The astonlshlng thlng is that | don f

care. As in a dream, [ accept the surreal. I'm even enjoying it.

[ feel much stronger than T did before. My legs, walking with purpose and

unguessecl power, cut a swath through tall, wet grass, w ich slices gently
against them as I walk. Loolzing up, there’s a l)right morning sun, cutting
through the veiled branches of a huge olive tree. It's a pleasant sun, a
refreshing, (lry warmth. The owl, ignoring its nocturne call, still
accompanies me, ﬂying from tree to tree. Its motion is a swift swoop; it
does not flit or cry aloud.

The land is hiuy, with unexpected breaks and twists. Even the ﬂatter,

woody sections make for a chaﬂenging hike. I follow the owl, and it leads

me upward. My taciturn gaze lzeeps moving between the uneven ground,
where 'm afraid I'll stumMe, and the slzy, where the owl wants me to look.
The slzy is sweet, pastoral air, a wide heavenly face that is marred with the
gray cloud strokes of an aging cirrus beard. The centerpiece of this wild
land is a great stone mountain, rising into this freclzlecf slzy and ]:)ecoming
lost in an elevated haze. For some reason, I have an urge to worship it.

There is a sound, choir voices echoing from the ascending slope. They
aren’t singing, but there is music in them.

“Invictus.” The owl spealzs one word, and then flies away.

Invictus? What on earth does that mean? I call aloud to question the owl,
but there are only echoes. But my voice is stronger here: even the echoes
have a hidden, unexpec’ced force. I listen care{:uuy, there is no sign of the
owl, but graduaﬂy new voices from above, from the mountain, become
distinct. It is the sound of an argument.

“You were fortunate,” a dark manly tone rumhles, a voice that reminds me
of the roar of an ocean wave strilzing the rocks. “Had I truly cared,

O(lysseus would have drowned. I could have killed the little trickster a

d G ”
ozen times.

“Then why didn’t you?” A confident woman’s voice answers, and I am
sucldenly remindetfl of the best teachers that I had in high school. It is a
voice that spealzs with both a scientist’s precision and a poet’s heart —
whatever forces guide one through difficult times to make wise choices, the
voice resonates with those qualities.

The man’s voice snorts in response. “How many times have we been told
not to interfere in the affairs of mortals? That their storms should be their
own to tame, their trials their own to enclure, their wars their own to ﬁgh’c?
And yet you continue to intencere, Athena.”
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- "Ancl assailing them with disasters is not in’cerference?”,’che wise voice
i r'ephes It is obvious that what she is saying is true and just. “I merely
' _encourage their better nature. For when the herow nature 0£ humanlty is
lzln(ﬂed they are capalnle of undreamed greatness. This was proven with
~Odysseus I would dare sag that any mortal is capal)le of it, provulecl that
; iy t]ney listen to my. counsel.”

=t There is 1aug11’cer some glddy, some moclzlng, some gently reproac}nng the
spealzers, but its impact pa es in comparison to the words of wisdom that [
= "]us’c heard. They £1HPme with i impressions of heroism. In my rnm(l Jchey
take the shape of a bloodied man lymg on a Lattlefleld, outnuml)ered but
not outfougﬁt He is buried under corpses and yet filled with such an
indomitable spirit that he rises to his feet and continues his struggle. A
~ poem comes to mind:

Out o][ the niglzt that covers me,
Black as the pit ][rom po/e to po/e,
I thank whatever goc{s may be,
For my unconquera[a/e soul.

In the ][e// chutch ofcircumstance,

I have not winced nor cried aloud.
Under the Zalualgeonings o][ chance,
My head is bloodied but unbowed.

Beyona’ this p/ace o][ wrath and tears,
Looms but the Zzorror;%tlze shade.

And yet the menace of the years,
- Finds, and ska//][im! me, una][raial

It matters not how strait the gate,

How clzargea’ with punishments the scroll,
I am the master o my ][ate,

I am the captain o][ my soul.

_ “Any mortal can become a Hero?” My thoughts are a]orup‘cly interrupted ljy
 the dark, ruml)ling voice, which echoes down from the mountain. “Your
- success has made you overconfident. Oclysseus ]oarely made it back to

" Tthaca. Your Hero will not be so fortunate a second time.”

: “Perhaps we should make a wager.” There is a sudden halt, an excited

~ silence at the proposition. Games of chance are an anathema to the wise —
W]ay then would the godcless of wisdom suggest one? Her opponent laughs
: ']oit’cerly.

- “Humanity is a nuisance that we no longer need. | say we drown them.
7= Give them to the sea — unless your Hero proves his worth to me, and
~ survives three trials of my clevising."
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“And if my champion is victorious?” Athena counters. “Then you will == =
admit that Man is capable of Leing a heroic and noble species — with the ==
proper guidance, of course?”

“Your purpose is transparent.” The dark voice seems no longer to hold evqn; :
the slightest bit of amusement. “I knew that thy head would swell when the =~
people of Athens chose to patronize you instead of me, but never did 1 =
imagine that you would be smitten so hard! You arrogant sow!” G

I sense amusement from those who are witnessing the quarrel, but
understandable anger from Athena. My emotions are a Caught breath
before the moment of exhalation; 1 exist only to hear what will be spoleen
next. The dark voice continues.

“Behold a goddess struck l)y hul)ris, that overweening pride previously

reserved sofely for Mortals! You play on these mortals for the sake of your— =
own vanity. Wisdom requires ‘chinlzing creatures to practice it - without —
mortals, you would be bereft of purpose, to say nothing of worshippers. But

the Sea — my domain — dwarfs all the world-horn creatures. T do not need
mortals! I do not need to aclznowlec[ge their greatness, for it is no’ching!

Sooner shall the ocean burn and (J,ry into a parched wasteland than I bow
before their lzin(]., before Poseidon aclenowlegges greatness in that breed.”

“Then my wager is Leyoncl hope.” Athena responds. “But still T offer it. I
pleclge that any mortal of m choosing can earn your respect. [ will provide
counsel, but I will not interf;re in their Lattles, save for the normal
Appeals. If they cannot pass your trials, then humanity shall be destroyed.”

“I"accept.” Poseidon says. “But let the champion be a stranger to us, not of
this world. And let us find the proper battlefield. Anyone can be fierce in
the defense of one’s home. But to defend a strange place, an unknown land -
- is that not a truer test of heroism?”

“I concede the point.” Athena replies, her voice suggesting the
concentration of a chessmaster in a difficult game.

Poseidon seemed to enjoy having the advan‘cage. “I know of several
Lenightecl realms, realms in worlds eyoncl our own, that could test the P
stalwart — or punish the 1cooular(1y. Let your champion begin there, while I
repare my tests. Let your champion ga’cher forces to command! Even ’the =
fines’c Heroes and soldiers in history shall not avail him.” 5

“As Poseidon spealzs, so let it be.” Athena states, with an underlying
slyness in her voice, “And as for my champion, I agree to choose someone
from another world. I choose — this one.”

Have you ever had a dream where you were naked in pul)lic? A dream
where the spotlight shone down on you, and you realized just what a useless
creature you were? My life has become that nightmare. The eyes of the :
gods are upon me. For a moment, their scrutiny impales me, and ['am too
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= s_tartlecl even to look for a goocl hole to crawl into. I can’t even move my
- tongue to spealz, let alone open my mouth.

= Then I hear laughter. The laughter of the gods, 1asting for about five slow

- breaths. It's followed ]oy many voices: beautiful and ’cerrifying voices that
~ chatter like old women, wonclering about my lineage, my heroic career.
= They question my looks, my ability to handle a sword — any’ching that could
S be questioned about a person’s character is the su})ject of divine ridicule.

= ;Then an owl, its feathers shining in the sun, wheels and spins down from
the mountain, and lands on my shoulder with a ruffled flourish. Talon-
prlcleecl [ wince, but I no longer feel ashamed. The unspealeing owl prods
me. Slowly, I rise to my feet, and stare up 1nto Ol ympus. From ]oeyoncl the
= cirrus Ve11 there is an 1ncl1st1nct Elow, a veil that l)areli})/ conceals the

,,heavens. Tl’xe voice of Athena is heard again.

“You have accused a god of overweening pride," she says; a break in the

-~ final word is the only indication of her divine anger.” There is a long
silence. “I think you are correct: my choice was greeted with laughter, so
cither you are guilty of hubris, or I. But this is not a comedy. Poseidon’s
storms alreacly bring ruin to the worlcl, and yet you do nothing . I will not

let this happen, even if the rest of you will. Let my champion bear the
burden of this task.”

“So be it.” A new voice speales, a man'’s voice, stron noble and fat]nerly,
almost a perfect blend between Athena’s wisdom anclg Poseidon’s strength.
“Let the greatest Heroes of l'ustory and 1egend be made available to this

mortal. Select two of these Heroes as your cl'xampions. Other Heroes may

join later, when the mortal is proven worthy. Also, let the mortal have
advisors. Muses will suffice, and perhaps even other mortal champions, who
“are experiencecl in the art of quests.”

“You are laeing very generous to this mortal.” Poseidon snorts a retort at
the £a’c11er1y voice.

: “Qiven that the quest is to bend your legen(lary obstinence, what gi{:t could

~ betoo generous?” The response caught Poseidon off guarcl, but he dared

: not ol)ject openly. “By the River Styx, let this mortal be sent now to those
angerous provinces that have been prepare(].. Let Heroes and muses be sent

- out of time to aid the mortal.”

There’s a general consensus with the fa’cher—god’s dictum. Questions start
= - to dart into my mind, but before I can spealz, the world begins to spin. My
~ mind s filled with the images of Heroes, men and women from the myths I
had studie&, and soldiers marching in grim formations over blood-soaked
= ground. I have many battles to fight. I have many choices to make.
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II. GAME BASICS

Invictus is a strategy game with role- playmg overtones that is set in a e
fantastic realm 1nsp1rec1 Ly Greek and Roman my’chology Invictus has two
modes: the smgle player Campaign game and the multi- player Head-to-Head- S

game.

In the campaign mocle, Invictus, the layer must perform a series of Missions S
to complete an olojective. Successfunp acluevlng the ob)ectwes will lead to 7

the salvation of humanity. Failing to achieve the o]ajectives will lead to the
destruction of the human race.

To accomplish these missions, the player commands a War Party, a team
of mili’cary units that will attempt to fulfill the mission ol)jective. The War- &
Party is led by Heroes, champions of humanity who are more powerful than
typical units, and who are capal)le of requesting Appea/s ; Whicﬁ are divinely" =
powered miracles that can give the player an edge in difficult situations.
Adclitionaﬂy, the player can uncover and use OZ)jects of Power, which

provicle additional aid for the player.
As the player explores the lands into which he or she has 1an(1e(1, other

individuals will be encountered. Some will be Creatures, animals native to
the area such as I)ears, and eagles, who may or may not attack the War
Party. Some will be Monsters, such as Cyclops, Harpies, and Gorgons, who
will almost always be hostile to the War Party. Others will be human NPCs
(Non—Player Characters). Many NPCs will be hostile (usuauy Lrigands and
raiclers). Some NPCs, such as the muses Clio, and Utrania, the poetess
Homa}l, and the salesman Eurymachos, will try to }lelp the 1ayer.
Occasionaﬂy, the player will encounter a goa[ . Don’t attack them.

Invictus is a game about heroism and about restoring order to a post-war
world. However, some players will not be able to avoid the temptation to:
kill everytlnng n mgh’c When this occurs, the gods will have to exact some
payment from the player for their unherolc behavior. At a minimum, S =
resource rewards will be reduced, while maximum pumshment (reserved for -
attacks upon the go&s themselves) will result in the palnful termination of
the player's War Party.

Unheroic behavior consists of attacleing Non-hostile NPCs. Attaclzing an
NPC results in any’clling from penal’cy to Experience rewards, to denial of =

O]ojects of Power to the destruction of the War Party (in the case of = -~
a’ctaclzing a gocl.) Pl

In the Head-to-Head game, players compete to complete an olojective. The :
Head-to-Head game does not have NPCs or storylines, and the player will - S
be free to exact whatever level of carnage that he or she desires. .

IN THE SHADOW OF OLYMPUS




—IH STARTING THE GAME
e 1NSTALL

g To install the game, 1nsert the CD, doul:)le C11012 on ‘My Computer icon,
g ,/ “then double-click your CD-ROM clrlve icon. Double-click the file named
~~  ‘Setupeexe’ to Legin installation.

~ MAIN MENU

~ Whenever you wish to play Invictus click on the shortcut under your start
menu and click on the Invictus Icon. Once you've passe(l ’chrough the 1ogoé
and the title page, you will be l)rough’c to the main menu.

Figure I: MAIN MENU

The Main Menu of the game is divided into seven shields; each shield
triggers an interface option. Left cliclzing on a shield with your mouse
button performs one of the foHowing functions:

1. New Game: This allows you to start a new game of Invictus, in
=5 cither Campaign, Quickstart, Tutorial, or Multi—player mode.
2. Load Game: Allows the player to load a game that’s been

previously saved, so they may resume play.

3. Options: This allows the player to alter the diﬂiculty of the game,
its visual per[ormance, and the sound options of the game.

; 4. Hall of Fame: The best scores that have been achieved l)y your
= game are listed here. Now go beat them.
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7

NEW GAME

Selecting the New Game option will Lring you to fouowing screen:

Rep/ay Intro: This lets you replay our mtrocluctory movie over -
and over and over again.

Credits: A list of the people who worked on this game. =i
Quit: This will take you back to your operating system.

Each of the planlzs on the screen is selectaljle, and Lrings up an option.
1.

2

O
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Figure Il: NEW GAME SCREEN

Campaign Game: This option lets you to play the single player
campaign game.

Quicle Start: This option takes the player into a Tutorial
scenario, and then the Campaign game. Quick Start is the easiest
way to get into a game.

Mu/tip/ayer: This allows the player to start or join a multiplayer : 2
Head-to-Head game. e

Tutorial: This allows the player to hone his or her skills in a
single—player Tutorial game.

Go Back: Takes the player back to the Main Menu.
Continue: Allows the player to go to the next screen.



= LOAD GAME
If you have a saved game, you can load them clurlng play The Load Game

St mferface is as fo”ows

MNAME MoOT SET
lScoTT GAME 2 ARMY STRENGTH| 182
| EAST " [ SCENARIOS COMPLETED: 1
: URRENT SCENARIC MAPO | _RAIDERS.MAP

Figure Ill: LOAD GAME SCREEN

The major sections of this interface are:

Savec] Game List: This has a scrollable list of games that the

player has saved. Left-click with your mouse button to select the
desired saved game, then left-click on the Load button to enter
your game.

P/ayer Name: A re?ister for the player’s name, or whatever he or
she has chosen to call themselves for the game.

Army Strengtll: A numerical value to indicate how strong the
player’s army is. This is useful for comparing sides in multiplayer play.

Scenarios Comp/etec]: This tells you how many scenarios you've
successfuﬂy completed in this game.

Current Scenario: This tells you the name of the current scenario
that you're playing

Heroes: This cllsplays your party’s Heroes, and the items that are
currently in their inventory.

Load: The Load button. Le{'t—cliclzing on this button when a
scenario has been highlig}xted in the Saved Game List will 10;(1 that

scenario.
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8. Cancel: - This button will take you back to the previous sereen.

0. Minimap: Thls displays a miniature map of the chosen scenario.

OPTIONS

Invic’tusrauo,vrvs you to customize the options for your game.

o LeworoEmal e ]

[ ANTRALIASED UNITS B4 SElEcTionEoX

| SHADOWS HIGHRES UNITS
| TERRAIN VOXELS B3 weices
|| MINMAP WYIDE ZOOM RANGE

| | AMBIENT SOUNDS

Flgure IV: OPTIONS SCREEN

Sounal This controls the volume setting for the sounds in the game.”
Music: This controls the volume for the music in the game.
D:ﬁ[mu/ty Level: What it says. If the game’s too hard set the D1f£1culty

to Low; if you want to feel like a Hero who's £1ghtlng overwhelmlng
odds, set the difﬁcul’cy to High.

Level of Detail: This will allow you to tone down the graphics
capa})ilities of the game so you can improve performance. :
_ Anti-Aliased Units: Units without anti- aliasing should run more quiclely, &
but you may experience grapl'uc glltches S
Selection Box: This toggles the selection boxes under the units 0{{ and on.
Slzaclows. When tlus option is achvated units cast shadows undemeath t}lem. =

Color Cursor: Ihere are two types of cursors in the game; color and
black and white. Some video carg have ﬂlcleermg with our color cursor—
if your system is experiencing this, you should set it to black and white.

Teorrain Voxe/s This option reduces the number of terrain voxels (trees, 'i~
Larrels) and other scenery o]o]ec’cs that are drawn onscreen. :
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= V-l‘Vioices: This allows you to toggle the in-game voices on and off.

e = Minimap: This allows you to toggle the mini-map feature on and off.

= Wide Range Zoom: Looking at the game at 1bng distances slows it
S -ﬁdown. This option increases the limit that the gamie is allowecl to zoom
o in and out.

ﬁ 7 Ambient Sound: This allows you to toggle the bacleground sounds on

and OH.

Music: This will allow you to toggle Richard Band’s beautiful music

score on and off.
;‘ Save: This saves your Options settings.

_ Revert: This reverts back to the original Options settings.
',TOLay: This allows you to procee(]. to the next screen.

- Cancel: This cancels the choices made L)y the player and returns to the
previous screen.

MULTIPLAYER
Mul’ciplayer selection and set-up is described in Chapter Nine, Multiplayer.

HERO SELECTION

One of the most important tasks facing the player is the selection of his or
her initial Heroes. There are ten Heroes and Heroines in the game; a
maximum of four Heroes may Lelong to the War Party at any given time.

Figure V: HERO SELECTION SCREEN

INVICTUS"



The player Legins the game with two Heroes of their choosing, who are

selected at the start of the game. The Hero Selection screen allows them "cé' ey

choose their starting complimen’c of Heroes; when new Heroes become

eligilole to join the War Party, they will be selected on this screen.

1. Hero Portrait: A stylizecl, artistic interpretation of the Hero or
Heroine.

2. Hero Figure: A flgure of the Hero as he or she actuaﬂy appears in
the game.

3. Left Arrow: Lelt cliclzing on this arrow will cause the Hero who
precedes the current Hero on the queue to be displayed.

4. Se/ect/ U, nse/ect Button: Left cl1clzlng on th1s Lutton WIH elther
add the Hero to the War Party, or (1£ already selectecl) remove
them from the party. S

5. Right Arrow: Left cllclelng on this arrow will cause the Hero w]no i
foﬁ]ows the current Hero on the queue to be (llsplayed =

0. Portrait Boxes: The portraits of the Heroes who have alrea(].y
joine(l your War Party.

7. Go Back Button: Left cliclzing on this button returns you to the

previous interface screen.

8. Continue: Left Clicleing on this button takes you to the next
interface screen.

WAR PARTY EDITOR

The final task before starting the game is using the War Party editor to
flesh out the War Party. -

1. Information List: This list clisplays the player's name, the number
of units in the War Party, the maximum number of units that the
party can have, and the amount of gold that the player possesses.

2.  Available Units List: This is a 1is’cing of the available units. The
number on the left is how many units are aVailaMe, the number on
the right is the unit cost.

3.  War Party List: A listing of the units that are currently in the ‘ =
War Party. S
4.  Reserve List: A 1is’cing of the units that are currently in the

Reserve.

5. Upgrade Button: This button will l)rlng up the Upgra&e menu - ﬁ -
(see Chapter F‘lve Unit T es an(l allow you to upgra(].e the
selected troops if you can aﬁord it.

0. Load Button: This allows you to load a War Party that you've
prev1ously saved so they can be acl]ustecl 5

7. Save Button: This allows you to save your current War Party to disk.
IN THE SHADOW OF OLYMPUS




S CENTAUR ‘12 SKELETCH
14 SWORDSHMAN . |1 ELECTRA
14 SPEARMAN AT |2 SworDsMAN
14 ARCHER J&

-—;ﬂ“——‘—-
8 HEroES :
| HEALTH: 200 (1) F  STanDaRD

To HIT 60/55/0 -
ATTACK 80,6070 (1)
DeFensE: 40740 (1)

Figure VI: WAR PARTY EDITOR

8. Unit Picture: This is a picture of the 3D model of the character

or unit as it appears in the game, rotating and performing an attack.

0. Unlt Portrait: A representation of the unit. Under the portrait is
a bar the show the units current health rating.

10. Unit Stat Box: This is where the vital stats of a unit are dlsplaye(l:
: Heal’ch A‘ctaqlz Damage, To Hit (Percentlle) and Defense (P ercen’clle).

- 11 Filters: This button allows you to filter characters, units, objects
=] of power, or creature types out of the War P arty list.

12. Go Back Button: This takes you back to the previous menu.
13. Continue: This takes you into the main game.

Once you've chosen your Heroes and put together yaur War Party, you're
ready to start the game.

INVICTUS FACT:
A Fine Day for Battle

In 362 BC, Thebes launched one of its many attacks against Sparta. The young
Spartan warrior Isidas, who had just anointed himself in a pre-battle ritual, found
that he was late for the fight. Seeing that he didn’t have time to don armor, he
grabbed a weapon and ran into the battle naked. He survived the fight without a
scratch, and was given a laurel leaf crown by the city in honor of his courage. He
was then fined one thousand Drachmas by that same city for breaking a law against
fighting unarmored.
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IV. GAME INTERFACE
When the game beglns you will see a 1an01scape where your Heroes and
their associated units are promlnently dlsplayecl This is the Game Screen

Below the main game screen is a panel with a lot of information and — ‘\‘7
control boxes. This is the Interface Panel. e

The main game takes place on the Game Screen. 52 7;1; ’

SELECTING UNITS

The game is primarily controlled ljy the computer’s mouse, which is used to
control movement, issue attack orders, and communicate with game
characters. When the game starts, you will have no selected units. To piclz :
a single character to contro], click on him with the left mouse button. This_ =
will isplay a green box under the unit, which indicates that he is under
your direct control.

To select a group of units, take the mouse, and left-click around the units
that you wish to control. T]ney will be highlighted with yeﬂow boxes that

conform to the terrain, indicating that you've got them under your control.

It’s all possil)le to select all units of one type. First, click on one unit of the
desired type (say, an archer), then click on CTRL-A. This will select all
archers. )Irfyou want to select multiple types of units (say, archers and
amazons), click on one unit of the desired types, then click CTRL-A. This
will cause all archers and amazons to be selected.

If you wish to select all of your units at any time, hit CTRL-Z. This will
select all of your units.

MOVEMENT AND WAYPOINTS

Once you have troops under your control, it's easy to move them. Just click
on the spot where you wish them to move. This will create an “X” on the
spot where you wish them to move, and the War Party will attempt to
move to that location. After a few secon(ls, the X marker will shrink and
finauy disappear. If the War Party reaches the designated without
encountering opposition, then it will stop.

If you wish to run instead of waHz, hit “R”. This togg]es the characters’ ’
movement mode between Walk and Run. Holding down the CTRL 1zey

when you're moving will temporarily change movement modes.

To track a unit, hit “T”; this causes a currently selected unit to be tracked ﬁ»
as it moves across the screen. To stop selected units, press “S”. %
A player can click on multlple destinations and move or attack his or her
War Party in sequence. Just hold down the shift 12ey when issuing

commands. The game will attempt to go to those locations in sequence. 5
These locations are called “waypoints”.
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_ATTACK/TALK

Of course, the heart of any game is interaction. To interact with an NPC
s (N:on Player Character unit), move the cursor over the unit that you intend
== _ to interact with. If the unit is frlencuy, a word balloon will appear over it.

- Left click to start a conversation. If the unit is neu‘cral then the cursor

~does not change If the unit is un{nemﬂy, the cursor turns intoa sword.
Le{:t click on a hostile unit, and all of your selected forces will attempt to
- concentrate their ﬁrepower on that target.

Frlen(ﬂy and neutral units can be attacked 1)y using the attack ho’t-lzey “A”
to create an attack cursor (it looks like a nice, frien(ﬂy swor(l) ; and then
leﬂ—clicking on the target. You can also use the Attack button on the right
= side of the Interface panel to ]oring up the attack cursor.

~ GRABBING OBJECTS
: The my‘chic world contains Ol)jects 0/[ Power, divinely imbued to allow the

players to perform miracles. To gralj an ol)ject, first make certain that a
Hero is selected - only Heroes can gral) O]ojects of Power. Then, move the
cursor over the Ql)ject - the cursor will turn into a clutching hand. Left-
click on the ol)ject, and a Hero will attempt to move toward the object and
gral) it. When the Hero reaches the ol)ject, the ol)ject will ciisappear from
the map and reappear in the Hero’s inventory.

GROUPING AND FORMATIONS

Units can be grouped together and moved in formation. To create a formation,

Figure VII: THE GAME IN PLAY
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first select a group, then press CTRL-# to assign them a number (CTRL- ==
1, CTRL-2, CTRL-3, etc.). These units are now groupe(l together Sy -
Presmng the number attacl'xed to a group will au’comatlcaﬂy select all = :
members of a group. To disassemble the formation, press CTRL-# agam =
This will clear any formation that’s attached to that group. —

Grou s can be ordered into three custom formations automatically: aline
(use the hot-lzey “L” to assemble a group into a 1ine), a box (use the hot- s e
lzey “B” to assemble a group into a ljox) ; and a wedge (use the hot-lzey N :

to assemble a group into a wedge).

In addition, a player can make his own formations Ly assigning his troops a
roup number, laying them out in whatever pattern he wishes, and then
iitting the “F” lzey to lock them in that formation: The “Form” Lut’con on
the nght hand side of the interface will also lock the formation in place. If
units scatter from their a531gned places formations can be reassembled Ly 3
selectlng the units and then lnttmg the hot- leey ‘G” to gather them together. =

Formations figllt more eﬁiciently than units fighting separately, though
they move more slowly than free units (that don’t have to coordinate their
actions).

THE INTERFACE PANEL

The interface panel &isplays the Heroes and units of the War Party, and
allows the player to issue specific commands:

1.  Compass: The compass is a divot around the mini-map panel that
points true north. Pay attention to it when NPCs give you directions.

2. Main Screen: The main game screen. Where the action is.

3. Hero Disp/ay Panel: This is where the Heroes who lead the War
Party are displayed. Up to four Heroes are displayed here. The
green bar under the portrait indicates the current Health
percentage of the Hero.

Using an ol)jec’c, such as a Golden Apple or a Panacea, on a Hero’s
portrait will cause that o})ject to be used on that Hero.

4. Hero Inventory and Appeal Button: This is where the Hero’s
inventory is clisplayed. The Hero has room for up to three items,
with a fourth slot reserved for the Hero’s Appeal.

Using Items: To Use an item from Inventory, left-click on the
item. The cursor will turn into a four pomted star. You can use it e
on the portrait of a Hero or a Unit (in the Unit Dlsplay Panel), oy —
drag onto the screen. The cursor will turn into a animated swirl. ;
Left-click on the o]a]ect that you wish to use the Item on.

Dropping ITtems: There are two ways to DrOf) items. Either clrag theicon
onto a blank space on the map or Contro -Click on the ol)jec’cs loon. =
This will remove the item from Inventory and place it on the grouncl.
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Transferring Items: To Transfer items between Heroes, &rag the
objects icon into another Hero’s emg’cy inventory box. This will

remove the item from one Hero, and give it to another.

The bottom right hand corner of each inventory is the Hero's Appeal
icon. Left-click on this bu’cton, and the cursor will transform into a
lightning bolt with a pulsating head. Place the cursor where you
want the miracle to take place, and left-click. If the Hero has
enough god points and is within range, the Appeal will take place.

If the layer does not have enough god points, the Appeal will not
take pf;ce and the cursor will not change; if the Hero is out of
range, the Appeal will take place when the Hero comes within range.

War Party Disp/ay Panel: This is where the War Party is
clisplayecl. Green bars under each portrait indicates the percentage
of Health that the Hero has remaining. Using an item on a
portrait in this panel will use it on them in the main game.

God Point Counter: This is where a player’s God Point total is
clisplayed. God Points affect the success of Appeals; if a player does
not have enough God Points to use an Appeal, that Appeal will not
function.

Gold Counter: This is a (lisplay of your current Gold total.
The Minimap: On the right hand side of the interface is a 1arge

circular display. This is the mini-map, a representation of the
game. Players can direct their selected units to move using the
mini-map }oy le{;t—clicleing on the desired spot on the mini-map.
Righ’c—clicleing on a spot on the mini-map will center the main
game screen on that section.

Bravery: This button allows you to set the ]oravery of your troops.
The lower bottom button tells your troops to be ﬂigh’cy cowards
who run away at the first sign of trouble. The central button tells
your troops to leeep attaclzing unless they’re laaclly injurecl, and the
top button is ‘nos morituri’ — these units fig]at until their demise.

Move: A secondary movement command. Left click on this
l)utton, and the selected units will move to whatever point on the
screen the player chooses.

Attack: A secondary attack command. Left click on this l)utton,
and it Lrings up the attack cursor. Click on any unit on screen, an
the selected units will attack it.

Stop: Are the selected units moving to a place where you don’t
want them to go? Clicleing on the stop command will keep them
from going there.

Patrol: You can set units on patrol. Select units, shift-click on
the desired waypoints, then click Patrol. The units will march back
and forth between those waypoints.
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~ 14. Hide: This aﬂows units to hide from other units unless they s
attaclzlng, moving, or bemg observed.

15. Form: This loclzs the selected unit into their current layout. — -

10. Aggressiveness: This changes the unit’s aggression values: low T
aggresmon is less 1112ely to attack units than }ugh aggression. (Q{ 5
course, a unit set to h1g11 aggressmn/low ljravery will P1C12 a flgl'xt
but run away as soon as possﬂgle. This is known as the * ]ouﬂy
option)

17. Remforcements This Lrlght red button is the Summon Reserves

' Button. It allows you to Lnng units out of the reserves and into the
game. 3

18. Group Selection: Pressing one of these ten leeys will automatlcauy
select all llvmg members of the curren‘cly selected a551gnecl group.. -

IN-GAME OPTIONS

If you press ESC during the game, the game will pause and a list of game‘:"
options will appear on the screen. Left-click on the option to activate it.

OPTIONS

JOURNAL

Load Game Brings up ’che Load game menu.

7 Save Game Brings up the Save game menu. ] /
Options : Brings up the Options screen (see Options). :
]ouma/ This Lrings up a 1og of whatever has been » ,‘; =

said in the scenario. >

Restart 7 Restarts the scenario.
Exit Game Exits the game =
Resume Resumes the game. ¢
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INVICTUS FACT:
Spartan Sayings

=5 Sparta was arguably the most macho culture in the history of mankind, a military

| culture that was devoted solely to military excellence; whose children were
- | deliberately underfed to encourage them to steal food and develop cunning; where
husbands and wives were deliberately kept apart until the age of thirty, to avoid
excessive feminine influence on men. Such a culture produces a lot of bravado:
On Long Beards:

“I wear my beard long so | can see my grey hairs and never do anything unworthy

of them.”
On Democracy:

o When Greek states voted on issues, it was their customs to cast pebbles to
signify their vote. During a meeting with allies on whether or not to retreat from
an advancing Persian army in 479 BC, the Spartan general grabbed a huge rock
and threw it at their allies’ feet.

“This is my vote against retreating from the foreigners.”
The Greeks later won the battle.
On Enemy Archers:

Spartans hated archers, considering them “womanly”. During the battle of
Thermopylae, when 300 Spartans held their own against a force of Persians
many times their number, the Persians issued a boast that their archers “would
fill the sky with enough arrows to blot out the sun”. The King of Sparta replied:

“This is good news. Now we can fight in the shade.”

V UNIT TYPES

There are many units and creatures in Invictus. They advance in levels from
=5, level five units are sul:)stantlaﬂy stronger than level one units. Units in
the game include the {ollowing basic stats: :

Unit Name: What the unit’s called in the game.

Attacle Does the unit have a ranged (attaclz from a J,lstance) attacle or
“a melee (point- blank range) attack?

Attac]e %: What’ s its l)ase chance to hit under normal circumstances?

Evaa[e %;: What's its base chance to avoid })elng hit uncler normal
~ circumstances?

Damage What' s ’ché average da}nage done l)y its attack?
“ Armor: How rnuch damage is su]o’cra.c’ced from an attack when it luts him?
Hea/tlz How much damage can it talze before it dies? :
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Move: What is its rough movement speecl, and does it use feet or is it a
ﬂying unit? =
Specia/ Powers: Does it have any special power?

Command Cost: How many: Command points does it cost to command

this unit at it’s current level? [Note: This is also the point value cost of a
unit in a multiplayer game.|

Cost: How much Gold cloes the unit cost?

Unit Name Attack | Attack | Evade |Damage| Armor | Health | Move | Special | Command | Gold
% % Powers Cost Cost
Amazons Ranged 60 30 60 30 150 | Average | None 20 100
(foot)
Archers Ranged 50 20 50 20 125 | Average | None 17 85
(foot)
Axemen Melee 60 25 70 35 165 | Average | None 15 75
(foot)
Black Bear Melee 60 20 60 30 150 | Average | None 12 60
(foot)
Brown Bear Melee 60 20 80 40 200 | Average | None 17 85
(foot)
Cavalry Melee 60 40 60 40 200 Good None 17 85
(foot)
Centaur Ranged 60 30 60 20 200 Good None 20 100
(foot)
Cerberus Melee 70 60 70 48 500 Good None 43 N/A
(foot)
Cyclops Ranged 70 30 60 40 400 Good Area 39 195
(foot) Effect
Attack
Doppleganger | ~ Varies 70 30 60 40 400 | Average | Imitate 42 210
(foot) | Nearest Unit
Eagle Melee 60 45 50 20 100 Good None 12 60
(flight)
Elemental Melee 50 20 70 45 500 | Average | None 42 210
(foof)
Gorgons Melee 60 30 60 30 300 | Average | Turnto 35 175
(foot) Stone
Harpies Melee 70 40 50 20 200 | Average | Poison 21 105
(air)
Huns Melee 60 40 60 30 200 Good None 16 80
(foot)
Hydra Melee 70 50 80 55 2500 | Average | Poison N/A N/A
(foof)
Minotaur Melee 70 30 70 40 400 | Average | None 33 165
(foot)
Sabertooth Melee 60 30 70 30 150 | Average |- None 16 80
(foot)
Skeletons Melee 70 40 50 30 200 | Average | Immune 15 75
(foot) [to Arrows
Spearmen Melee 60 30 60 30 165 | Average [ None 15 75
(foot)
Swordsmen Melee 70 40 50 20 150 | Average | None 13 65
(foot)
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_ UNIT PROFILES

AMAZONS are ferocious female warriors. Most flock to the
side of their Queen, Hippolyta, who gives them a bonus in
battle. They are skilled archers and tougher than a normal

archer unit.

ARCHERS are the ar’ciHery of the ancient world. Although

some Greeks &espise them as cowarcﬂy, archers are one of the
most effective units in the game. Axrchers have a better range
than any other ranged unit in the game.

AXEMEN are ‘cough fighters with a terrific offensive punch.
Most Greeks dismiss them as l)arl:)arians, but their dismissal
rings hollow when t}ley get into close combat with them.

BLACK BEARS are the smaller of the two bears native to
the mythic lands. In the wilcl, most bears avoid contact with
War Parties, but some are territorial and aggressive. They are
more easily domesticated than their larger cousins.

BROWN BEARS are the 1arger of the two bears native to
the mythic lands. In the wild, most bears avoid contact with
War Parties, but some are territorial and aggressive; they’re
more lilzely to attack than their smaller cousins.

CAVALRY are the best horse unit in the game. Al’chough
the broken lands of this my’chic realms don’t lend themselves
well to cavalry, they're still considered a valuable part of a
mili’cary force.

CENTAURS are rowcly, hedonistic creatures, but become

fierce warriors when provolee(l. T}ley are excellent bowmen.
Older centaurs are very wise, and make excellent teachers.

Most centaurs are goocl friends of Hercules, but enemies of
Atalanta.

CERBERUS is the ultimate bad dog, a three headed mastiff
who is the hound of Hades. He’s {iercely territorial, and
nearly impossil)le to tame - Orpheus did it once 1)y putting

him to sleep with music, but that's not lilzely to happen again.
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CYCLOPSES are the gigantic one-eyecl sons of the titans; the =
ancient enemies of the go&s. Some cyclopses serve Hephaes’cﬁs’f g

the pitiably ugly god of blacksmiths, while others live alone
on islands and eat humans for breakfast... or for lunch... or
dinner... or any time they can get their hands on them. ——

DOPPLEGANGERS are mysterious shapechangers. Not
much is known about them, except that they mimic the
abilities of the closest powerful unit (Heroes excluded) and
hate humanity with a passion.

EAGLES are birds of prey, who like to hunt beside a strong
Hero or Heroine. They can be domesticated. In the wild,
most eagles avoid contact with War Parties, but some are
territorial.

ELEMENTALS are cursed creatures Wl’lO have taken on the
form of rock and earth. The reason for this curse is a mystery,
but it’s believed that Poseidon is responsil)le. Elementals are
incrediloly tough and dangerous.

GORGONS are women who were transformed into monsters
l)y Athena after she caught them cloing unholy ‘chings with
Poseidon in her temple. These women have the torso of a
snalze, snake hair, and their gaze can turn people to stone.

HARPIES are vicious ﬂying women with the bodies of

vultures. They have poisonous claws; their venom can be
extremely cleaclly, especially to low level units.

HUNS are nomadic warriors that are also skilled cavalrymen.
They seem eager to aHy with Poseidon and end up on “the
winning side”, and even the barbarians of the my’chic realm
consider them to be barbarians.

HYDRAS are highly venomous monsters, the ogspring of
the monsters Typhon and Echidna. Hydras are ex’cremely
large and deadly, a test for even a group of experience
Heroes. Hercules is a famous Hy(lra slayer.

MINOTAURS are Princes of Crete who were cursed 1ong ]
ago by Athena. T}xey are among the most terrifying opponents :
in the mythic world. They wield great axes which do horrible
damage to their foes. They like to live in laloyrinths.
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SABERTOOTHS are a nasty breed of pa.nt]ner native to
the my’c})ic lands. In most regions, they are docile, but in
other regions, Jchey’re aggressive hunters that will prey on
humans. They can be domesticated.

SKELETONS are the walleing battlefield dead. Some
sleeletons, such as the Myrmiclons of ‘Cadmus, serve noble
purposes. Other skeletons are enslaved to darker forces.
Skeletons are impervious to arrows.

SPEARMEN are the ancient Greck ideal of a true warrior
(minc], yotu, the ancient Greek ideal of a true warrior wore less
clo’ching than we show in our game). The ancient Greeks were
_expert spearmen, and they’re one of the best offensive units
in the game.

SWORDSMEN are the backbone of the army. They’re
cheap and clirty melee fighters. A callous commander might
consider them to be &isposable.

There may be other units running around the Myt}lic Lands and the
Underworlcl, including titans, gigantic brutes such as Antaeus , son of
Earth, and the Furies Tisiphone, Alecto, and Maegara. Don't be surprised

if you encounter creatures not listed in this section.

UPGRADING UNITS

UFGRADE 3
{COST. 2280

-~ AFFECTS
+

ATTACK % TSR EVADE % HIT POINTS
DAMAGE RATE ARMOR i SPEED
RANGE

Figure VIll: UNIT UPGRADE SCREEN
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Units Legin as basic level one units, but they can be upgraclecl as high ass e _ S
Level Five. Units are upgracled on the War Party editor. To upgrade a unit, =
click on the Upgracle button. The fouowing sub-menu should appear.-< i

Units have three stats that can be upgracled: Oﬁ[ense (Atta}clz percentage,
Damage, and Weapon Range); De]/ense (Evade and Armor); and Plzysica/
Training (Health and Attack Speed). Only one stat is affected at a time l)y =
Upgxades (for a unit to be raised from Level One to Level Two, you must ~
purchase three Upgracles, one per stat. The cost of Upgracles, and the

al)ility improvements produce(lp }Jy Upgrades, are:

N

Level Cost to Attack Evade Damage Armor Health Attack

Advance % % Speed
Level 1 750 x1.0 x1.0 x1.0 x1.0 x1.0 x1.0
Level 2 1125 x1.1 x1.1 x1.1 x1.1 x1.1 ~ x1.0 >
Level 3 1500 x1.3 x1.3 x1.3 x1.3 x1.3 X090 | 3
Level 4 2250 x1.45 x1.45 x1.45 x1.45 x1.45 x08 | -
Level 5 N/A x1.6 x1.6 x1.6 x1.6 x1.6 x.80

INVICTUS FACT:
The Battle of Thermopylae

Ancient Greece was on the western fringe of the greatest superpower of its age —
the Persian Empire. Greek influence in Asia Minor (now Turkey) made it inevitable
that they would clash. In 480 BC, a force estimated between 100,000 and 180,000
Persians invaded Greece, led by King Xerxes.

The Greeks chose to oppose the Persians at Thermopylae, a mountain pass that was
only 60 feet wide. The Greek forces, led by the Spartan King Leonidas, was about
10,000 strong, but held the pass for three days. Finally, learning that a back route
around the pass had been betrayed to the Persians, Leonidas dismissed all but 300
Spartans, 400 Thebans (who were effectively held hostage, due to Thebes’ alleged
pro-Persian sympathies), and 700 Thespians who refused to leave the fight. These
1400 men held off the entire Persian army long enough for the rest of the Greek
forces to escape, and in the ensuing battle, killed two of Xerxes’ brothers. The
Persians were so frustrated by Greek resistance that they finally stepped back and
saturated the pass with arrows until all of the Greeks were killed.

The battle of Thermopylae was a defeat for the Greeks, but their bravery and battle
prowess has elevated the “300 Spartans” into the stuff of legend. ’ =
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| ‘VI HEROES AND APPEALS

. HEROES
The backbone of the War Party are the Heroes, those champions of Man

~ whose deeds inspire the Heroes of 1egen¢1. Heroes are more physicauy
= power{:ul than other units, and Heroes have the al)ihty to perform Appeals,
caHing on the gods to perform special feats in their favor.
The ten Heroes of the game are:

Name Attack | Attack | Evade Damagd Armor | Health| Move |Command| Multi- | Appeal Appeall
% % Points/ | player Cost
Level Cost
Achilles—| Melee | 70 30 90 40 625 | Average 8 78 | Armor 3
(foot)
Arachne | Melee [ 70 30 60 30 375 | Average 10 53 [Transform{ ~ 2
(foot)
Atalanta | Melee | 70 40 80 30 375 | Excellent 10 62 |Speed| 2
(foot)
Cadmus | Melee | 70 30 80 30 500 | Average 10 64 [Summon| 6
(foot) Skeleton
Electra |Ranged| - 80 30 70 30 375 | Average 10 55 |Lightning| - 5
(foot)
Hercules | Melee | 70 20 100 40 625 | Average 8 79 |Eart 2
(foot)
Hippolyta | Melee | - 70 40 80 40 500 | Average 11 83  |Fireball| ~ 4
(foot)
Icarus Ranged| 70 50 80 30 375 | Excellent 9 74 |Tornado| 4
(flight)
Orion Ranged| 80 30 90 30 375 | Average 10 77 |Rainof| 3
(foot) Arrows
Perseus | Melee |~ 80 30 80 30 | 375 | Average 1 60 |Turnto| -3
(foot) Stone

| AGHILLES

ACHILLES, King of Thessaly, is one of the greatest Heroes of ancient
Greece. As an infant, his mother &ip
increased protection to every part of

ed him in the River Styx, giving him
is body except his heel. Achilles can

Ap cal to Athena to further boost this protection
and to extend that protection to (up to) five

other units.

Contrary to reports from that libelous poet
Homer, Achilles is one of the noblest men who
ever lived, a true gentleman whose concern for
innocent lives is the stuff of legend. Achilles is
an honorable opponent and a goocl friend who

will not hesitate to help others.

Achilles gives a defensive bonus to all units that
are grouped with him.
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ARACHNE Queen of Splclers, is a woman of immense prlcle and clarle
nature. She was originally a weaver of i y 2
incredible 512111 SO s i frtha’t she was s
chaﬂengecl loy the goclcless Athena to a WeaVlng =
contest; and won. However, she was so arrogant- -
and graceless in victory that Athena punished o e
her l)y turning her into a spi(],er. e

In Tnvictus, Athena is giving Arachne a chance
to redeem herself, modifying the curse so she
> can serve as a member of Jche War Party.
F\‘T’:E\(’(Lﬂn\ IE Arachne’s Appeal allows her to transform

- - herself into a gijantic spicler, which gives her

grea’cly increased offensive abilities.

ATALANTA's parents reaﬂy wanted a son, so ’they raised Atalanta to be

e e the ultimate toml)oy. Atalanta grew up to be a
pllysical paragon, exceHing at wrestling and
running. She swears she will not marry a man
until he can beat her in a footrace.

Atalanta’s one of the most capaljle Heroes in
the WOI‘ICI, and also one of the most prou(l.
Atalanta was one of the few female Heroes to
become a member of the Argonauts and join
% them on the quest of the Golden Fleece.
\r AN Atalanta’s Appeal is a Speed boost, which she

can extend to five other selected units.

Atalanta has no lenown wealzness, except for her,
gluttonous love of Golden Apples. She gives an offensive bonus to any
swordsman under her command.

CADMUS flrst Klng o{ Thel)es isa 1egendary Hero who summons
skeletal myrml(lons into battle for him l)y thromng dragon s teeth onto the :
— SR grouncl from which the myrm1clons rise. He's
the father of many Heroes and demi- gocls, and
wears that fact with pricle, clelil)erately ignoring
his family’s many scandals. T

Cadmus is a stoic soldier, and bears himself
with mllltary dlgnl’cy n aH ‘clnngs He doesn’t =
show much emotion toward his foes, and tends
to be a little callous toward mllltary losses. He 2
gives an offensive bonus to all units that are
groupec{ with him.

;("/-\D/\/.\rrl,ﬁ |
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ELECTRA is a Heroine w]go’s passionate
about justice and retribution, Her Appeal, a
bolt of 1ightning from the slzy, is very power
'Alas, Electra is rather brittle in combat.

Electra’s main goal in life was to a‘}enge the
murder of her fatl'xer, Agamemnon, at the hands
of her mother, Cly’temnestra and ]aer,lover
Aegisthus. Following the murderers’ deaths,

' Electra decided to go out into the world and see
‘Fé PECTIRIAT what other just causes she could advance, which
' has Lrought her into the quest of Invictus.

Elec’tra isa lovmg, carmg sister to her companions, who wants to take
= —everyone under her wing and protect them. Her keen 1ns1ght inspires people

=1 to be more ﬁercep’cwe, she increases the perception of units that are

1161‘

grouped wit

HERCULES, the clemi-go& son of Zeus, is a
champion of the common man - or a callous
Lmte, (lepencling on who you talk to, and on
Hercules’s mood when he encountered them.
Hercules is an incredibl tough and effective
fighter. His Appeal to the gods is an
earthqualee. Un{ortunately, this earthqualze
does not discriminate between friend and foe —
a quality that Hercules occasionaﬂy shares.

Maleing Hercules’s life even more miserable is
his s’cepmother the godcless Hera, who will take
any opportunity to make him the ol)]ect of her
(11V1ne wrath. She is the cause of Hercules’s {requen’c bouts of madness.

_ Hercules increases the toughness of the units that are grouped with him.

= HIPPOLYTA is Queen of the Amazons; she’s
regal and wise, a diploma’t who can back her
words with steel and flame. Her Appeal, great
balls of fire that are generatecl l)y her sword, can
be an extremely impressive weapon. She is one
of the best all-round Heroes in the game.

Hi polyta is idolized Ly the Amazons, and they
Wilf function with greater eHiEiency if she’s in
the War Party with them. She’s in love with
Hercules, but the ]oig doofus is too ]ousy looleing

at his muscles to notice her. Like Orion, she is

a devoted follower of the go&dess Artemis.
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ICARUS, the ﬂymg fool is the most capricious of the Heroes who ]aave —_;‘ » =
unclerl:aleen the quest of Invictus: His mo]f)lllty makes him the ideal scout,
i R . tl'xough he is not as har(ly as the other Heroes, =
espec1aﬂy against fire (l'lls wax wings make him
rather vulnerable to it). His Appeal the torna(lo% X~ A
is very c].eacﬂy but is also very difficult to controlk 2= w

Icarus is t]ne son of the inventor Daec].alus, and -
was 1mpnsoned with his father on the 1slan(1 of
Crete. They escapeci when he created wings for =
them. Icarus is fascinated with ﬂight and ﬂying
creatures — sometimes too fascinated. £e

lcarus’s spotting abilities increases the ranges o£ e
all archers who are grouped with him. >

ORION, the Hunter, is a son of Poseidon who e
is the world’s greatest huntsman. His Appeal to
the gocls allows him to call a rain of arrows

down on his foes.

Orion has had a hard life. He fell in love with
the beautiful Meriope, but Meriope’s father
clisapproved of the match, so he blinded him

and cast him on a beach. Hep]aaestus restored

S b Qrion’s sight, just in time for him to behold
ﬁl@ﬁ‘(}]@ﬁ\q the gocldess Artemis. He fell in love with her,

. and to the astonishment of Olym us, Artemis
fell in love with Orion too. This doesn’t sit well :
with Artemis’s brother ApoHo.

Qrion is grug, but he’s a romantic at heart. He’s the Romeo of the War
Party. He also gives a bonus to any archer who's groupe& with him.

PERSEUS, the grim Hero, is a son of Zeus 2
and the slayer of the Medusa. Perseus is able to =
use the Medusa’s head to Appeal to the gods to _;-‘»-{.é
transform his enemies to stone. He also %
possesses the cloak of Hermes, which can be

used to give him invisil)ility for a limited time. ==
Perseus is noble but believes the ends justifies e
the means. His motto is “an eye for an eye”. =

\ 3 Perseus’s human father abandoned him after gt
W]—D ﬂf hearing a prophecy that he was destined to :

overthrow him, but Perseus survived. He fell in
love with the princess Andromeda and saved her

1)
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- from Poseidon’s monsters, but An&romeda’s me&dlin mo’cher Cassiopeia
@re{ers that she marry Agenor, a son of Poseidon. Life in the ancient world
reaﬂy could be a soap opera.

‘HERO LEVEL ADVANCEMENT (EXPERIENCE)

~ As the Heroes advance through the scenarios, they get experience. A
successful scenario awards between 150-300 experience points to the
Heroes; Heroes automaticaﬂy advance in levels and gain improvements in
their al)ilities, as follows:

Level Experience | Attack | Evade |Damage| Armor Health Command | Attack
Needed % % Points Speed

Level 1 0 x1.0 x1.0 x1.0 x1.0 x1.0 x1.0 x1.0
Level 2 50 x1.1 x1.1 x1.1 x1.1 x1.1 x2.0 x1.0
Level 3 150 x1.2 x1.2 x1.2 x1.2 x1.2 x3.0 %0.95
Level 4 300 x1.3 x1.3 x1.3 x1.3 x1.3 x4.0 x0.95
Level 5 500 x1.4 x1.4 x1.4 x1.4 x1.4 x5.0 X.9

Level 6 750 x1.5 x1.5 x1.5 x1.5 x1.5 X6.0 X.9

Level 7 1050 x1.6 x1.6 x1.6 x1.6 x1.6 X7.0 X.85
Level 8 1400 x1.7 x1.7 x1.7 x1.7 x1.7 x8.0 X.85
Level 9 1800 x1.8 x1.8 x1.8 x1.8 x1.8 x9.0 X.8

Level 10 2250 x1.9 x1.9 x1.9 x1.9 x1.9 x10 x.8

Level 11 2750 x2.0 x2.0 x2.0 x2.0 x2.0 x11 X.75
Level 12 3300 x2.1 x2.1 x2.1 x2.1 x2.1 x12 X.75
Level 13 3900 X2.2 X2.2 x2.2 x2.2 X2.2 x13 x.70
Level 14 4550 x2.3 x2.3 x2.3 x2.3 x2.3 x14 X.70
Level 15 5250 x2.4 x2.4 x2.4 x2.4 x2.4 x15 X.65
Level 16 6500 x2.5 X2.5 X2.5 X2.5 x2.5 x16 X.65
Level 17 7300 X2.6 X2.6 X2.6 X2.6 X2.6 x17 X.65
Level 18 8150 x2.7 x2.7 x2.7 x2.7 x2.7 x18 X.65
Level 19 9050 x2.8 x2.8 x2.8 x2.8 x2.8 x19 X.65
Level 20 10000 x2.9 x2.9 X2.9 x2.9 x2.9 %20 .65

GAINING NEW HEROES

The War Party ]oegins with two Heroes, but as the game progresses, up to
two additional Heroes may join. When a Hero is eligi]ole to join the War
Party, a special chaﬂenge scenario will be offered. Completing the chauenge
scenario satisfactorily will add that new Hero (at first level) to the War
Party. Failing the chauenge scenario means that the Hero will not join the
War Party. Recruitment scenarios are available when a Hero has earned

0
 APPEALS

The gods of the ancient world loved to have their egos strolzed, and would
occasionaﬂy do good things for their petitioners. In Invictus, these good
things are the Appeals. Appeals must be directed at a target or location on
screen within a certain radius of the Hero; these distances are listed in
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“spans’ (rougllly equal to six fee’c or the helght of a swordsman) Go&s s
don’t like getting isturbed too often so all Appeals have a God Point cost.
H the Hero is out of range, tl'xe Appeal Wlll happen when they close into
range. The ten Appeals are: 2

Armor: Achilles’s Appeal This Appeal increases of Achilles ]oy +20% and

to four acl]acent units (that have been grouped with lnm) loy +10%. =
Tﬁ’us Appea appens au’comatlcally when the player left-clicks on Achilles’ G
Appeal icon, lasts for fifteen seconds, and costs 3 God Points. =

Eartlzqualee: Hercules's Appeal. This Appeal does 100 points of damage
(minus appropriate damage resistance Values) to all units caught within its
radius. Hercules is immune to his own earthqualee. It must be directed

within a single span of the Hero (it'sa very close range effect), and costs 2-
God Points.

Fireballs: Hlppoly’ca s Appea. This Appea I does 150 points of damage
(minus appropriate damage resistance va ﬁues ) against up to five targets; its
amage increases to 200 points against monsters, and 300 points against

Heroes. It will be triggered when the target gets within five spans of

Hippoly’ca. It costs 4 God Points.
Liglttning: Electra’s Appeal. This Appeal does 150 points of (lamage

(minus appropriate damage resistance Values) against up to five targets; its
amage increases to 200 points against monsters, and 300 points against
Heroes. It must be directed at a target within six spans of Hippoly’ca, and

costs 5 God Points.

Rain of Arrows: Orion’s Appeal. This Appeal causes a rain of arrows to
saturate an area with arrows. This Appeal causes 90 points of damage
(minus appropriate damage resistance Values) to all units within a 9 span
radius, and lasts for 20 seconds. It has a range ST spans and costs 3 God
points.

Speed: Atalanta’s Appeal. This Appeal doubles the speed of Atalanta and
up to five acljacent units. [t lasts for fifteen seconds, plus one second per
Atalanta’s level. Just cliclzing on Atalanta’s Appeal icon makes this Appeal
worle; it costs 2 God Points.

Summon Skeletons:  Cadmus’s Ap cal. This Appeals allows Cadmus to Sy
summon four Zero level slzele’cons ese sleeletons do not have a Command 5
point cost (they 1l join the War Party even when its unit count is at maximum)

and will remain in the War Party until slain or until the scenario ends.

This Appeal is tnggere(]. when Cadmus comes within two spans of the target -
point and costs 6 God Points. _._E

Tornado: lcarus’s Appeal. Any unit caught in the whirlwind will take 100

points of damage (minus (lamage resistance values) ,-and be ﬂung 1-3 spans
in a random direction. It must be directed at a point within 8 spans of
lcarus; and costs 4 God Points.
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- 4 - Transform to Spider: Arachne’s Appeal. This Appeals morphs her into a
- venomous monster. This lasts for the remainder of the scenario. It costs 2

:ng Points. In Giant Spider form, she has the {Quo'wing base stats:

= , 1 Name Attack- Attack | Evade |Damage| Armor Health Move Command
% % Points
Arachne Melee 70 45 70 30 ~625 Average 8/level
= (Spider) (foot)

- Turn to Stone:- Perseus’s Appeal. It affects up to eight units in a four
span radius, ’cransforming them to stone for between 21-30 seconds. Units
tﬁa’c have been turned to stone-cannot attacle, but also cannot be hurt. This
Appeal can affect the War Party, except Perseus! This Ap eal has a 1arge

- range: it can affect targets 15 spans away. Its cost is 3 goc}f

points.

INVICTUS FACT:
“COME BACK CARRYING YOUR SHIELD, OR ON IT”

The shield was the most basic defensive article in the Greek military; the name for
“soldier” hoplite is derived from the Greek word for shield hoplon. Because a shield
could be combined with other shields and used as common defense, it was
considered vastly more important than other forms of armor; when a Spartan king
was asked why those who had lost their shields in battle were dishonored, but those
who lost their helmets and cuirasses were not, he answered: “the latter were used
for their own protection, but the shield was used for the good of the line”. As time
advanced, the need for increased mobility encouraged soldiers to abandon some of
their armor (such as the cuirass), but the shield never went out of fashion.

The Spartan saying: “Come back carrying your shield, or on it”, is derived from the
importance of the shield in Greek warfare. It’s notable that this saying has also been
applied to the Roman military, which also had a history of stoicism, and the use of
phalanx and shield-heavy formations.
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VII. BATTLE TACTICS S
The heart of Invictus is coml)a’c and even the l)raves’c Hero will not be able e

to avoid a l)loody death unless he or she has a goo& understandmg of the : ;
Lasm concepts of l)attle tactics. - e =

HOW COMBAT WORKS

Basics com})a’c in Invictus is 51mp1e One unit attacks another unit. Tt has
an Attack percentage. The opponent has an Bvade percentage. The Evade
percentage is subtracted from the Attack percentage, and the computer rolls
ramlomly against the final percentage. If a unit success{‘uﬂy hl’ts, it does

Damage, from which Armor is subtracted. The net result is subtracted from
a unit’s Health. If a units or a Hero reaches zero Health it cl1es, and only ]
the power of the gods can ]orlng it back to life. = i T

There are a number of factors that affect these numl)ers, and Jche War
Party that best explofcs them will often win the flght. Thesgfactors 1nclucl§:

FORMATIONS

Formations are one of the most effective combat tools in the game. There
- are three basic formations: The Line, the Wedge, and the Box forma’cion,
illustrated below:

Figure IX: THE LINE FORMATION
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Figure XI: THE BOX FORMATION

\  The Line Formation coordinates all units ’together, so all units support
each other. This gives offensive and defensive bonuses to all units.
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The Wea]ge Formation is an offensive formation, used when the War
Party needs to punch a hole against a strong enemy. It offers offensive
bonuses only, but can leave units vulnerable to a strong counterattack.

The Box Formation is a defensive formation. Like the classic Roman
turtle formation, units are Worlzing together to shield each other from
damage.

As mentioned earlier, you can customize formations. To create a
£ormation, select a group, then press CTRL-# to assign them a number =
(CTRL-L CTRL-2, CTRL-3, etc.). These units are now grouped together.
Now lay them out as desire(l, and press “F” to set the formation.

If you wish to create two lines, the front rank ]oeing a line of swordsmen,
and the second rank })eing a line of archers, first create two groups (one

roup l)eing swordsmen, the second grou Leing archers), then form two
ig’ines, position the swordsmen in front of the archers, then hit the “F” lzey.
Now you will have a rank of archers pro’cected l)y a shield wall provi(led Ly
the swordsman. Given that swordsmen are much less {ragile than archers,
this could be a useful formation.

Formations have the advantage of figh’cing more ef{ectively than loose
units. The disaclvantage of formations is that they take time to assemble
and they have to coordinate their movement; Jchey move at about 80% of
the speecl of the slowest unit in the group.

HIDING

Sometimes, it's good when you aren’t noticed. In com]aat, human units
may be set to engage in “stealth” tactics. The player instructs the unit to
Hide ljy moving the unit to “cover” any piece of terrain or ol)ject that
blocks Line of Sight from one or more sides and clicleing on the Hide
button in the main tactical interface. A “hidden” unit is invisible to
opposing units as 1ong as it is not moving or engage& in combat.

All units have a Stealth Factor and a Perception Factor that determine if a
unit can be discovered ]oy an enemy scout. A unit’s Stealth Factor also
determines whether a unit can sneak into enemy territory unnoticed. Stealtll
factors are reduced when a unit is travelmg with other units. A unit is
revealed when an enemy unit approacl'xes its }ndlng spot, prowded the scoutmg
unit has proper Line of Slght to the unit. If an enemy unit has a unit in
Line of Slght when it attempts to lnde, the unit automahcaﬂy is revealed. -

Attaclzing or moving automaticauy negates the effectiveness of hicling.

TERRAIN EFFECTS

Where you £ig}1t is often as important as how you {:ight, and a wise general
is one who uses the lay of the land to his or her advantage.
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~ There are numerous terrain types in the mythic world of Invictus, which
 have varying affects on the creatures, clepending on their movement types:

= Bipea, creatures are humanoid units, such as sworclsmen, amazouns, and
s skeletons.

Hooved creatures are horse and centaur units.

Padded creatures are natural animals, such as bears and sabertooths.

Aerial creatures are winged foﬂz, such as eagles, harpies, and Tcarus.

Biped Hooved | Padded | Aerial | Biped Hooved Padded Aerial
Move Move | Move | Move | Combat| Combat Combat Combat
Road 120% 120% | 120% | 100% | 100% 100% 100% 100%
Easy 95% 95% 95% 100% 95% 95% 95% 100%
Rough 80% 70% 90% 100% 80% 70% 90% 100%
Rugged 65% 50% 80% 100% 60% 30% 70% 100%
Water 60% 70% 60% 100% 70% 80% 70% 100%
Impassable 0% 0% 0% 100% 0% 0% 0% 0%
(flyers only)
Inaccessable 0% 0% 0% 0% 0% 0% 0% 0%
(no flyers)

Terrain Types include:
Roads (Roads): The best way to travel. Sloped roads do not negate hills.
Grass (Easy): Just open spaces. No modifiers.

Bridge (Roug’h): Allows safe passage over water, but slows movement.
Hercules’ Appeal can des’croy Briclges.

Rouglz (Roug’h): Roclzy open spaces, Or open spaces with sligkt vegetation.
Desert (Roug‘h): The desert is pa.rticularly hard on hooved units.

Hills (Rug’g‘e(].): In addition to its movement penalty, hills have an
elevation advantage: attacks into hills is at a disaclvantage; attacks from
hills into lower elevations is at a clisa(lvan’cage.

Forest (Rug’g’ed): In addition to its movement penalty, archers have a
severe penalty firing in woods.

- Mountain Pass (Rug‘g‘ed): While most mountainous terrain is impassal)le,
lower slopes can be climbed with difficulty, and occasionaﬂy you can find
mountainous regions that are accessible on foot.

Snow/Ice (Rugg‘etl): Note that ice over frozen rivers is passable.

- Stream (Water): Note that units ﬁghting in a stream have a serious
defensive penalty.

Ford (Water): Note that units fighting in a stream have a serious
defensive penalty.
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River (Impassa]ole): Requires a Lridge or ford to cross.

Higlz Mountain (Impassalale): Most hig}l mountains cannot be crossed. =
Lake/Ocean (Impassa]ale): Not many people can walk on water. =

Mud Pots (Impassal)le): Boiling mud is not a fun substance to walk
through.

Magma (Inaccessal;le): Bven Icarus isn’t foolish enough to 1qy over this
stuff.

Luring the opposition into terrain types where their movement and
defensive bonuses are nega’cecl is an important strategy in [nvictus. Even the
1argest army will flounder if they’ve been lured into areas where archers can
kill them off before Jtl'xey can advance.

APPEALS =

The tactical importance of Appeals cannot be overstated, especiaﬂy early in
the game when the forces at your command are relatively small. As the
game progresses, a strong, effective army becomes much more important
than the assistance of the go&s, but Appeals are still useful.

Achilles’ Axmor Appeal is excellent at going after any hard points. Take
your best units, harden Jchern, and then send them up against your toughes‘c
enemy troops. Beware - it does not confer extra protection against poison,
or Leing turned to stone, or an eartllqualee.

Arachne’s Spider-form is just plain vicious, especially at higher levels. Use
this Appeal early in a scenario, as it lasts for the duration.

Atalanta’s Speed Appeal offers many tactical aclvantages. It’s ideal for
scouting, as Atalanta can get in and out of enemy territory before she
draws much fire, or for extracting units that have found themselves in a
difficult situation. Combining this Appeal with Achilles’ can create
temporary superunits.

Cadmus’s Summon Skeletons Appeal is very good at Hesl’)ing out (no pun
intendecl), the War Party. Skeletons are immune to arrows, so it’s
especiaﬂy goocl to use this if there are snipers near by. These skeletons also
have the additional aclvantage of not costing Command Points, which
makes it very useful at low levels (1-5). This is an expensive Appeal, soit's
recommended that you know the location of an Icon of Restoration (which
restores god points) before you use it.

Eloctra’s Lightning Appeal is just wiclzecl, especiaﬂy at low levels. Don't
send Electra out alone to do this Appeal; give her some protection as she
advances.

Heroules’ Eart]nqualee Appeal isa ’cwo-eclgecl sword. It's clleap, powerful,
and affects a wide radius. On the other hand, it affects your own troops!
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= - For this reason, it’s recommended that you employ Hercules as a “lone
e ‘Wéll(”, who acts separa’ce]y from the group on frequen’t occasions. Fortunately,

thg l)ig jerlz is tough enough to handle himself.

Hippo/yta s Fireball Appea] is pretty much the same as Electra’ s, except
~ that it’s got less of a range, and Hlppoly‘ca handles herself in a £1g11t better
~ than Electra.

~ ILcarus’s Tornado Appeal is another two-edged sword. It's also easier to

~avoid than a li htning bolt or an earthqualze, but its persistence makes it an
ideal barrier. T you're ljeing chased l)y a large number of forces, placing a
tornado at a choke point offers relief from pursuit. And for those truly
desperate occasions, a tornado may throw enemies a safe distance away
from you.

— Orion’s Rain of Arrows Appeal is more precise than Icarus’s, but that
-~ Pprecision makes it easier to avoid. On the other hand, its initial placement
- can do serious clamage to a lot of enemy troops, and its persistence also
creates a zone where enemy units fear to cross.

Perseus’s Turn to Stone Appeal is more of a defensive weapon, as petrified
units cannot be harmed. On the other hand, it can give you time to set up
a battle on your terms, and its 1ong range makes it a very safe Appeal to
use.

SCOUTS
No one figllts well when they’re figh‘cing blind. Having units scout ahead of

your main force is essential for not stum]oling into armies or traps that are
too difficult to handle. Fast, mobile Heroes, such as Tcarus or Atalanta,
“make the best scouts, or Heroes who are hard to (letect, such as Perseus.

~ Uncover as much of the map as quiclely as possiMe.

Don’t underestimate the usefulness of eagles, with their huge spotting
- range, as scouts.

#  SNIPERS
Given a choice between aml)ushing an enemy, and l)eing the one
aml)ushe(l choose the former. The best position for snipers is on hlgl’l
o ground terrain types that are difficult to move across. Make the enemy take
as much time as possd)le to reach the snipers. Once the snipers have been
- sct in position, attack the enemy, then draw them into a pursuit pattern
; 3 k ’t}la’t taies them close to the snipers.

- RESERVES
< To lormg reinforcements into a scenario takes some preparation and golcl
- While in the War Party e(lltor, the player can send units from his war party

\ into his reserves. Units in reserves do no count against command point
limits but are included in total army strengtb calculations.
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Units in Reserve are able to be ]Jrought into a scenario l)y using the & = o -
Reinforcement button at the bottom of the interface. This summons =
suf‘['icien’c units from reserves to the l)at’tleﬁeld to fill up the availal)le B
command points in the war party in play. The cost to summon a reserve e
unit is equal to that unit’s purchase cost. For example, if a first level =
swordsman is summone&, it reduces current gol& reserves l)y sixty—fivergolcl. s

Reserve units appear next to your }nghest level Hero. They cannot take the o=
War Party over the maximum number o£ Units allowed Ly its Command
Points. =

GENERAL ADVICE - !:

* Know thy ob]ectlves The 12ey to winning scenario-is 12nowing what to =

do. If thlngs are unclear talk to NPCs.

Never attack an NPC unless you've got a reaHy good reason. Non- - >7
hostile NPCs are your friends.

97

The mini- ma]p is your friend, espemaﬂy in scenarios where you have -
to move quick 1y between Lattles on mul’clple fronts.

Inventory slots are limited. Use them w1se1y. Some scenarios require
specific ol)jects to complete, so lzeep room open for them.

Keep units in reserve. If you.run into the wrong army at the wrong
time (example: you have a lot of archers and face archer-proof
slzele’cons), they can be a lifesaver.

If your units 12eep running away when you don’t want them to move,
lower their aggressiveness setting.

In confined spaces, smaﬂer, mobile forces are pre{eral)le toa large ;

army.

Learn how to divide your forces. Sometimes you might be required to
accomplish multiple goals in a short time. In this situation, a l)ig
force won't get the jol) done.

INVICTUS FACT:
The Night Before the Fight

Spartan armies had standard procedures before engaging in battle. Every morning ;‘;TTT_\
and evening during a march (and even before battle), Spartan soldiers competed ;
against each other in athletic contests, and then a singing contest (with the winner
getting extra meat for dinner).

Before a battle, the Spartans sacrificed a female goat to Artemis, put wreaths on
their head, then had the pipers play a battle tune. The king would start singing, and | W =
the soldiers would join him, singing as they advanced on the enemy lines. The noise |~ =
from the song (in combination with the Spartan reputation for battle prowess) was e
sometimes enough to win the battle before it had begun. ~
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- VIII. THE CAMPAIGN
INVICTUS isn’t just a game, it's an epic story filled with brave Heroes,
~vile viHains, and the machinations of the gods. In Invictus, a stranger from
=S “another world finds himself (or herself) appointecl as a divine champion ina
_ contest between the gods Athena and Posei(lon, allied with 1egen(1ary
Heroes and power{:ul armies. [t'’s a saga of great quests and epic battles to
f == ==« prove one’s worth.

In the Leginning of the game, the War Party will be encountering Raiders,
human troops who have recently returned from a great war, and who have
=3 been causing no end of prol)lems to the inhabitants of the my‘chic realm.
As the campaign progresses, the War Party can expect to confront deadlier
creatures, and Poseidon will take a more active role in the War Party’s
~destruction.

Poseidon has three special Trials set in store for the War Party, each of
which marks a milestone in the game. If the War Party success{;uuy
overcomes all three trials, the player will be victorious and the world will be
saved from the threat of Poseidon.

NON-PLAYER CHARACTERS

As noted earlier, not every Hero in the game is out to kill the War Party, and
indeed some NPCs can be extremely helpful. People to look out for include:

Homah. The Wanderer. A {riendly, robed figure who au‘comaticauy greets
the player at the start of each scenario and explains the scenario’s goals.
She’s the poetess of the adventure. She is not mentioned in the mythology,
and although she’s immortal, her origins are a mystery.

Clio. The muse of History. The Nine Muses are the servants of Apoﬂo,
~ Athena’s half—bro’cher, who wander the world inspiring people to greatness.
Clio has learned from the past and helps the player with her wisdom, telling
 the history of a character or region. Clio is Immortal, and cannot be
harmed Ly mortals.

: Urania. The muse of Astrology. She can see into the future ]3y reading the
- stars, and vnH sometimes o{fer hints 01( ’chings to come. She's a bit of a
= ﬂalze, though. She’s also immortal.

. Eurymaiellos. Not only was ancient Greece the Lir’chplace of democracy, it
was a great place for capitalism. Eurymalellos isa traveling salesman who's
hustllng for every deal. He's useful in that he sells Golden App/es, but he’s

grlul)e a chariot wheel with the palm of his hand.

Castor and Pollux. Twin brothers. They are 100121ng for their wild sister,
- Helen. Castorisa great horse tamer and olcller but a little too s’cralgh’c-
* laced. Pollux is a very skilled boxer but likes to malee love not war. Castor

hopes that Helen will marry Menelaos, but Pollux opposes the marriage on
the grouncls “that old fuclcly cludcly will bore my sister to death”.
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Menelaos. O(iysseus' old army ]ou(iciy from the Ociyssey. He's & - o
Agammenom'’s i)ro’cher and wants to marry Heien Castor and Pollux’s
sister. He’s a great soi(iier but ativancmg in years; i'le d proi)ai)iy join tile
War Party if he were a ii’ctie younger. Menelaos offers tactical advice.

Dryope A Liotty old iaciy who oi)sessweiy collects sticks and knows her way
around the country because of that. It's been propiiemze(i that one (i.ay e
she’ll die from a stapii 1niec’c10n, until that day, she can’t be harmed. She i =
offers useful iniormation, with a lot of local color. &

Wuss/ey. This kid is the annoying twerp nephew of one of the evil miiitary
leaders. He'’s thrown out of the Raiders’ camp and provi(ies information for
the piayer, provi(ie(i tiiey don’t kill him first. Did I mention he was annoying?

The Nereids. These water spirits are usuaily the servants of Poseidon, but ‘
tiley love mortals and view Poseidon’s pians to (ies’croy iiumanity with horror. = :

Hades. King of the Underworld, Hades is as manipulative as a god can get,
tilougil he’s not zin(iiy disposed toward his brother Poseidon at the moment.
He might prove a useful i)] , if you can get around his dark moods.

During the game, the piayer encounters a host of villains as well, who lead
the enemy armies. These villains include:

Nestor. This man is the poweriui leader of the invaciing army which has
taken control of the capitoi city of the Myti'iic Realm. Nestor pri(ies
himself on being a miii’cary man, but he’s also sometiiing of a politician -

he likes lzissing babies after a bloodbath.

Antaeus. The son of Earth, this giant is the terror of the southern land of
Libya. Antaeus is a physically powerful man who can create earthquakes =
he’s a rival of Herculi)es Antaeus is vulnerable if he’s piciee(i off the groun(i

otherwise he regenerates the (iamage that’s been done to him.

Cassius. This Prince of the Minotaurs is a nasty opponent. He's a
descendent of Cretian Kings who have harbored a grudge against Ati'iena,
because the godciess denied her wisdom to them iong ago.

Hesterus. This Cyciops was one of Hephaestus’s finest workers (1i rather
(iim-witte(i) until Poseidon persua(ie(i him to steal Hepiiaestusys sacred e
hammer and iorge. Hesterus dreams of ruiing the other Cyciopses, but the T-=5
others just iaugii at him and use him in their schemes. iSh

Shopkeepers. In some villages, there are tradesmen who can iieip your o
War Party. These include the Siiopiaeeper who sells various useful oi)jects, =
the Armorer who will upgra(ie a units Defensive Ratings, a Weaponsmitii u_—:__‘
who will upgra(ie a units Offensive ratings and a Piiysicai Trainer who will

upgrade a units physicai statistics. All of the shopieeepers charge less for v
their services than you pay in the War Party Editor screen, =~
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The my’chlc realm t]aat has been chosen Ly Poselclon for t}us contest is
]Jeyond the normal circles of the world, and as a result, very little is known

aI)out it. However, a rough maf and a bit of information is available. Here

tlle places where the War Party mlght lz>e

s what is lznown a]oout some O
*a,(lventunng

The Raiders’ Wood. Also known as the Peaceful Wood before the Raiders
showe(l up. This charrmng little hamlet put up a valiant struggle at flrst -
Lu’c continued raids have demoralized the province, even with a nearl)y
Nereid promdlng counsel. They need a true leader to Ilelp them regain their
spirits and drive the Raiders from thelr land.

~ The Seacli ﬁ[e Plains. This town has been under : siege from the Raiders for
weelzs, as has the near})y town of Whytecllffe There is a major temple to
A’chena in this province.

*Tzze Gorgon's Isle. This island is where Athena has 1mpns0ne(1 the

;,_M Gorgons as-a punlshment for their crimes against her. The Gorgons dwell:c o=
" at a great temple at the center of the island. They like visitors, who they '
o ac],d to their roclz garden
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Island of the Eye. This island is the clweﬂlniplace ofa /ot of Cyclopses

These cyc]opses get very }mngry It's one of deadliest pl places in the ~ Sie =
mythlc realm. =

Tzze Hya[ra S BOg was once lenown as the Green Dales, 1)6{01‘6 a horrlble e

monster came to visit. There are rumors of other strange creatures in the
region.

The Winter’s Ea’ge. Magical forces from the age of the titans are rumored
to be hidden in this mountainous land. Amazon villages are scattered in the -
north of this region.

The Undead Ravine. This Vauey was once an ancient ]Ja’ctlelfield, where =

many thousands died and were left unburied. Now, it’s called the Undead :
Ravine. You figure it out. Miraculously, people still live here.

Ca/aplzon is the largest city of the my’cllic realm, and believed to be a
stronghold for the Raiders. Calaphonians may be the most evil people in
the entire world.

The Underworld, is also known as Hell, and also known as “The Last
Place You Want To Visit”. The Underworld is where the dead go before
they drink from the River Lethe, water of forget{'ulness, and get sent to
their next life. The Underworld is comprisecl of several realms. Its motto is

“A})anclon All Hope Aﬂ Ye WI’IO Enter Here".
OBJECTS OF POWER

There are many (livinely imbued items in the game which give the Heroes
access to a number of special abilities. Some of the items in Invictus
include:

Apples: Found in assorted places or sold Ly the craﬂ:y apple

salesman Eurymachos, Golden Apples heal a character for up to
150 Health damage.

Ambrosia: This rare Qlympian food can heal a character
comple‘cely. This is especiauy useful at high levels when Heroes
have a lot of Health.

Banner ofAna[romaclze: This banner is the symbol of Amazon jifif‘ |

rulership. [t increases an Amazon unit’s eﬂiciency.

The Crysta/ Skull: The Crystal Skull can raise a Hero from ﬁ =
the clead, and recluces the god point cost of an Appeal lay one. ,4 =%

Gold Bars: Gold. Eurymalehos’s favorite thing. The my’chic lands v' ==

are rich in this commoclity. Gold allows you to purchase and up-

grade units, and move units from the reserves into your main army. —

BEEEDQ
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The Hand of Ena’ymion: The Hero Enclymion was the epitome
of grace, ]oeauty, and serenity. This O];)ject is said to contain his
essence, and heal madness on touch.

The Horn of P/enty.' This allows you to heal a unit for up. to
150 Health clamage. It is usable three times.

Icon of Power: This small red owl icon is the sym]:-ol of
Athena. When couected, it increases a Hero's maximum go&
points ljy one (and adds one god point).

Icon o][ Restoration: This mysterious blue whale icon appears
in ]nelpful locations. It restores up to ten lost goc], points.

Panacea: This o]oject allows you to cure Poisoned units. It is

often guarded l)y Harpies.

Scroll of Valor: This item is droppecl when a Hero dies. As long
as it is carried, the memory of the Hero’s valor will inspire other
surviving Heroes, increasing their experience awards })y 50%.

Shield 0][ Athena: This powerful defensive item raises the
defense value of the weakest units in the War Party.

THE BOOK OF POSEIDON
Poseidon has a large cult in the Mythic Lands, and where his cult is strong,

one can occasionaﬂy find the Book of Poseidon resting on a podium on the
seashore shore. This book contains Poseidon’s thoughts to his followers

althou tl'xey re often just Poseidon’s musings to hlmself) If the Hero can
get to this })0012, it can provule valuable 1n51g11t into the mind of the enemy.

MISSION OBJECTIVES

Athena is the goddess of Warfare, and given the infestation of Raiders and
- monsters in the mytllic realm, one might think that her missions would be
; Vexclusively combat oriented.

S You'd be wrong. While Invictus has more than its share of combat, there
~ are missions that can only be solved Ly tallzing to NPCs, ljy solving

= puules and ]oy understandmg hidden agendas and backstories. Everyt}ung

will not be presented to you openly Investigate the situation thoroughly

~ and look for hidden o}) ectives. In short tlnnla, then use your sword.

- The scenarios should tell you your basic ioals: what you need to do to solve
the scenario; How to do it, on the other ancl, is for you to find out.
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INVICTUS FACT:
Let the Games Not Begin

Tradition tells us that wars stopped for the celebration of the Olympic Games, but
: this was not always the case. In 364 BC, the Arcadian League, disputing Elis and its
~_ | traditional stewardship of the Olympics, marched an army into the actual Games
themselves. A battle took place on the stadium grounds, while wreathe-wearing
athletes calmly stood on the side of the field and cheered on the soldiers’ bravery.
The fight went into the sacred temple areas, where the Arcadians climbed to the
| rooftops and began pelting the Eleian defenders with roof tiles. The Eleians
| withdrew.

The Eleians tried to recapture the games on the next day, only to find that the
= Arcadians had dismantled the merchants’ booths around the sacred precinct, and
~ | used them to build a stockade. Realizing they couldn’t win, the Eleians departed
from Olympia and declared the Games “Anolympiad” (meaning “no Olympiad).”

IX. MULTIPLAYER

~ MULTIPLAYER

Beating a campaign is {:un, but us1ng the power of the gocls to smite your
friends is more fun. Invictus allows u IE to Eour p ayers to compete agamst
each other on sixteen dlﬁerent ]oattle elcls =

Flgure XII MULTIPLAYER SETUP
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Moc[em 1 on 1 multlplayer game.

~ Serial Port: Direct connection between 2 éorﬁpu’cers. :
- IPX: Network Play (LAN). :

= IiltérNet Play: Hosted by the friendly people at Mplay. =

~ Direct IP: Connection allows two- -computers with Network or Internet
access to 1:11rect1y connect to one another without going througlﬁ a service._
This requires- knowledge of the TCP/ IP Address of the machine that is
hosting the game. ’

Once you've decided on'a me’c}lod of play, you will procee(l to Jche LoM)y, g
5 Wl'lert.kyou will choose el’ther to host a game; or join a game.

Figure XIll: MULTIPLAYER LOBBY

THE LOBBY
- Form A New Game: This allows you ’co host a game

2 ]0"‘1 Game Thls aHOWS you toj ]om someone else S game Z

~ Main Lo[)l?y Chat: This is a chat window where people can talk
Wlth each other prior to starting a game.

War Party Thls takes you to the War P arty edltor
-~ Options: This takes you to the Multlplayer Options screen.

4
85
o Launch: This starts your gamewhen you're ready to play :
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HOSTING A GAME =
When you wish to start a game, you need to decide on a number of :
protocols. These are set on the Multiplayer Options screeen: _——

| CHF "THE SFLEENT]

|| GAME TYPE:

- i TIME LIMIT:

i DIFFICULTY:

; PLAYERS!
| COMBAT PTs:

| GOD POINTS:

Figure XIV: MULTIPLAYER OPTIONS

N

Name: Whatever you wish to be known as in ’ghe game.

Game Type: There are three basic multiplayer games in [nuictus.
Free For All: Players fight freely They're born free, live ﬁee, die

free. Last person standmg wins, or (1f more than one person is
stan(llng at the end of the allotted time), whoever has taken the
fewest losses wins.

Capture The F/ag: There’s an ol)ject on the map that must be
captured 1()1)/ the War Party’s Hero, then returned to their base.
Whoever does this, wins.

King o][ The Hill: You see, there’s the hill. And there’s this kxng
And that lemg mlght even be you, if you can capture the hlﬂ and
hold it longer than anyone dunng that time penod

3. Time Limit: You can set a base time limit of 5 minutes to 30
minutes, or unlimited (1£ you want a real multiplayer blood Lath). 5

4. Dlﬁ[iculty Level: Easy, medium, or hard.
5. P/ayers: Up to four players can join a game.

IN THE SHADOW OF OLYMPUS



é -~ Combat Points: Evegf unit in the game has a command cost;
b these command costs determine how many units you can ]jrlng into
the game.

=7 kGoa[ Points: This determlnes how many God pom’ts you re
; aHow1ng into the game.

INVICTUS FACT:
Marathon Men

If Thermopylae was the finest hour of the Spartan army in the Classical era,
Marathon was Athens’s. In 490 BC, a large Persian force of 15,000 men and cavalry
landed on the beach at Marathon and set up in formation. Athens had 10,000 men.

Athenian general Militades, recognizing weakness in the Persian wings, ordered a
pincer assault against the wings. The Persians, not expecting to be attacked on what
they viewed as favorable ground, were caught off guard. Archers drew a bead on
the oncoming Athenians, but despite their heavy armor, the well trained Greeks
sprinted past the swarm of arrows into the side of the enemy. The troops crumbled,
and soon the center gave way. 6400 Persians died, compared to less than 200
Greeks.

However, this was not the only challenge facing the Athenians; a second Persian
force menaced Athens. Pheidippides, an errand runner, ran back to Athens, delivered
word of the Athenian victory, and (allegedly) died of exhaustion. This run was the
inspiration of the modern Marathon race. The Athenian army were not far behind
him, and managed to quickly return to Athens in time to defend it successfully.
Militades was a Hero.

But not for long. The Persians came back in 489 BC, overwhelmed the Athenian
naval defense, and sacked the city. Militades was blamed for the defeat and
imprisoned, where he died soon after from an untreated war wound.
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X. TUTORIAL - RAIDERS’ WOOD
So you want to be a Hero? Weu let’s get started. First, load the game. =

When you come to the Game Options Screen, press Qulclz Start. This wiﬂ ;
take you dlrec’cly into the game with Hercules an(l Electra as your Heroes. — \ =

GoD FoINTS INENEEY) GoLD,

The first t}ling that you’H see is a message from Athena’s representative,
Homah. This tells you the ob]ect of the scenario - clear the Ralders from
this land. Now let’s head west (to the top of the screen).

This charming glowing fellow is Eurymaclzhos. He’s here to sell you a
Golden Apple, providec], that you have fi{;ty golcl to pay him. If you have
fi['l:y Gold, click on him a second time, and an Appﬁ)e will appear on the
map. If you have no Gold, don’t click on him again. ;

Let’s continue heacling east.
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L= Battle' There s a pair of axemen 1urlemg on t]ne east en& of town, but not
'{01 long You almost feel sorry for the poox sod that Elec’cra s electrocu’clng

Finish off these two Raiders ljy le{'t—clicleing on them, then left-click on the
Golclen Apple on top of the screen. The cursor will turn into a hancl and
one ot your Heroes (in this case, Hercules) will walk over and gral) it. Once
the Goi:len Apple is in your Hero’s inventory, proceed north to where the

~ real action is.
Now we come to the raider force that laying siege to this town. This battle is

certainly a bloody one. Let’s use Electra’s Appeal to wipe out the opposition.
Click on Electra’s Appeal Icon, place it on a Rai(ler, and click again.

ATTACK
oor
| PatRoC
= = ¥ i e T HiDE

o e ] _ B T

Thls just cost you five God P oints, lmt these Raiders are hlstory One of
{ your three scenario ob]ec’cwes has Leen achlevec], Let's find the rest of the

Ralclers
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~ The Raiders were posﬁloned near a stream, where we were gree’cecl I)y Cllo, =

the Muse of History. After taﬂzmg with CllO, we proceed down the stream.
Here, we find an lcon o£ Power. Thls is a very desn‘able treasure tha’t WIH

increase our maximum God Points; but first we have to do battle with a = ¢

demented eagle It must think the Icon is its egg or somethmg

Once we defeat the eagle, we'll proceecl westward, down the stream.

The nereid pool at the end of the stream l)eclzons, but she’s under siege
from Raiders. We station our archer in the mountains and position a
swordsman near him to cover him. Electra hangs back to a seconda
sniping point, while Hercules and two swordsmen attempt to catch the
raij)"ers as Jchey cross the stream.

Prepare fora laloocly fight....
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;We}i ‘we lost one swordsman. (Alas, poor Stiffiél;zs, we hardly knew ye), but -
ﬂle (iay is ours. We've rescued a Nereid, fulfilled our seconcl ol)]ectlve and

1ave some nice treasure ’to looot

We'll let Electra Clpicle up both the ambrosia and the crystal sleuﬂ, and now

move up the road eastward in search of more Raiders.

- We've now traveled up the road back to the river. This is Menelaos. He’sa
bit of a win(ﬂ)ag, but ie might tell us where the Raiders are lurlzing .50 let’s
click on him and talk.

Eurelza' We now know where the Raiders’ main base is loca’ced We're reacly» — —
to cross the l)ntlge and talze the battle to the marauders.

Z Stdl it would be nice to have an eclge. The crystal skull Lrings c].ov;rn tlle
\ cost of Electra’s Appeal, but she can still only throw it once. Where to find
more God Points? :
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- Here we go. We've traveled east across the ]oriclge and found a coastline.
We've had to fight a few battles along the way (including one against this
axeman whose skull was just broken ﬁy Hercules) but we've found an icon
of restoration. Let’s finish this fight and have one of our Heroes gra]o the s =
blue icon. Athena will be Eleasec]. and our God Points will be restored to

normal. Now we can attack the Ralders main camp. Let’s head sout]n

There shouu lJe a road nearhy

Getting a little more orgamzed we press CTRL-1 to form a group, and
then press “L” to set them into a Line formatlon

We come to a ford guarded by a pair of archers, who see us and
imn"le(liately retreat to warn the main camp. We'll deal with them soon
enough, but first let’s give that nice juicy apple to Hercules. ;
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Ahcl fo”owing this eastern trail, we find the main raider camp. Hercules
marches ahead and creates an earthqualze Sure creates a lot of splas}ung in
‘the water.

- —
= % ikl G285 To Him: 70,/0,/0
Pe DEFENSE: 40,20 (1)

The earthqualze softens up the opposition, but there’s still going to be those
two archers near the chieftain’s tent to deal with. Better be ready to use
those Golden Apples at a moment’s notice.

Notice the Golden Apple at the top of the screen. If we win, we'll only have
a few seconds before Athena whisks us away. It'd be a good idea to get a
Hero close to it so it can be gral)l)ecl before the time runs out.

FALLEN WARRIORS - SPOILS OF WAR
§ UnmsLosT z GOLO GAINED, 1500
HEROCES LOST: =] TOTAL GOLD.

B EXPERIENGE FOINTS

PO et — il HERGULES
el 200/300
[ » 1 Averosia Bl

ELECTRA
-Ex 1 CRYSTAL SKULL 300,7300 1P

YO DEFEATED THE RAIDERS THREATENING THE TOWN
| YOU FREED THE NERIED
YOU DEFEATED THE RAIDERS AT THE ENCAMPMENT

: And thus we end our little jaunt, in victory. In the actuarcampalgn game, - — —
~ we'd be spendlng Gold for new troops, upgracllng unit al)llltles, then
> proceedlng to the next scenario.

There is; of course, more that can be done in this scenario, but we'll éave
that for your adventure.
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XI. THE TALE OF ATHENA AND
'POSEIDON -

Poseidon is Lrother of Zeus and Hades, and one o£ ’the three most powerful

gocls of the Olymp1an pantheon He is the son of Cronos and Rhea, and
like the other goc],s of his generation, he was devoured ]oy his father so he =
couldn’t tl’xreaten his life. = ) 25k

Poseidon didn’t appreciate Leing eaten lay his father. Zeus avoided being
(lev()'ure&, and when he forced his father to vomit his swallowed l)rethren,,
Poseidon ]omed him in rebeulng against the titans T}ley won, and the
victorious gods Zeus, Poseldon, Hades, Hestia, Demeter, Hera, divided Jche
world among them. Poseidon became the King of the Oceans. He wasa
moody gocl capa]ale of creating great storms when he was angry (a frequen’c
event). Mortal sailors constantly prayed to Poseidon for calm seas and safe
voyages. Occasionaﬂy Poseidon answered their rayers, but he'd also '
sometimes forget those prayers and lose himseHP in the joy of creating a
terrible storm or watching a sea monster he spawned terrorize some

defenseless viuage. Poseiclo,n was known for his bad temper and his cold
disdain for mortal lives.

Poseidon was a god who controlled the sea, but ’chat was not enough for P
him. He constan’cly made claims on various cities, towns, and VaHeys, =
claims that put him in conflict with other gods, par’clcularly Demeter and
~— Hera. However, as a new generation of deities emergecl there was one
: go&dess that came into frequent conflict with the King of the sea.

That goddess was Athena. Athena sprang ‘without a mother from the higher ;:_ -

instincts of Zeus's thought, and repxesented reason. She also became the
god&ess of war, focusing on discipline and tactics (ra’cher than the brutish
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e thuggery of Ares, her other life-long enemy). Athena was a me&(ﬂer, even
e J]:)y Olympian standards, and often patronizec[ heroes who epitomized the
= virtues she felt that mortals could ol)’cain. As she tol(l Oclysseus. AT clay can
S préss down all human things, and a c].ay can raise them up. But the gods

= F fmbrace men Of sense and al)l'xor the evil.”

~ Four of Athena’s most no’ceworthy conflicts with Poseidon. The first

= conflict was for the Greek city of Troezen. Athena wanted to be its patron,

~and so did Poseidon. Zeus al)juclicate(l that they should hold the city in

- common, and ’chey did so, although grudgingly, and there was a great deal
of rivalry between their priesthoods.

The second, and most famous conflict, regat&ed which deity would be the
atron deity of Greece’s important Attic Plains region. Poseidon, coming

,firs’t, macle his claim with a Mow 0£ his trident on the Acropolis, which

> created a well of salt water. Athena, coming af‘terward, plante(l an olive tree,

~ a deed witnessed by the king of the region, and staked her claim. Poseidon

= was furious that Athena would ignore his claim, and he came to blows with

the god(less of wisdom. Zeus separa’ced them and settled the (].ispute.

A’thena, because she had been witnessed lanting the olive tree, was awarded

the city, which she named Athens, after E

flooded the Attic plains.

The third conflict involved Medusa. Medusa was a beautiful maiclen, and
she was beloved ]oy many suitors. One of the people who was interested was
Poseidon, whose interest in women sometimes rivaled his brother Zeus.
Athena was already not happy with Meclusa, whose l)eauty was said to rival
her own. But fincling Medusa and Poseidon cloing the dir‘cy deed in her own
temple enragecl Athena, and she transformed Medusa and those women
who had followed her into gorgons, hideous snake-haired monsters. The
amorous Poseidon did not appreciate this at all.

The final divine conflict involved the Greek hero O(lysseus. Nothing
=5 divided the gods like the Trojan War, and the Greeks did not have a fiercer
divine patron than Athena. Oclysseus was a particular favorite of Athena’s.
Posei(lon, however, was not particularly {riendly to the Greeles, and when
Qdysseus blinded Poseidon’s son, the cyclops Polyphemus, Poseidon vowed
¢ that Oclysseus would never make it home to Ithaca. But Athena's
~—_ patronage and Qdysseus’s cleverness managed to prevail, and Poseidon’s
E E_lry at being defeated Ly Athena and a mere mortal is l)eyoncl clescription.

erself. In a fit of anger, Poseidon

~ And these four incidents explain why Athena and Poseidon don’t get along,
~ a feud that has now escalated to threaten the human race itself. It’s also
= _3kpossi1)1e to explain the conflict between Athena and Poseidon I)y examining
- their natures. Poseidon is frustrated that his brother is leing of the gods,
A and takes out his frustration on mortals with acts of extreme violence. He’s
Ea Luﬂy. Athena is increcli]oly wise, and the one ’ching that a wise person

cannot abide is a Luﬂy.
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XII. FUN PLACES AND
INTERESTING READING

WEB SITES =
On the World Wide Web, there are many interesting sites that can be 12
found that pertain to the Greco-Ronian mythology. Here’s a few of the best o
ones we've found at the time this manual was written (given how capricious - -
the web can lje, there’s no guarantee that the site will be available at the

time you read ’chis). To the best of our lznowletlge, none of these sites

violate copyright law.

http://medusa.perseus.tufts.edu/
The Perseus Project is the mother lode of Greek mythology sites, a gran(].

and glonous compilation of art, hnguls’ucs, 11’cerature and encyclopediac
Earacters and concepts in Greek mythology. Highly

information on ¢
recommended.

llttp://Www.loulfinch.org/{:a])les/

One of many sites that reprints Bullfinch’s mythology on-line. Thomas
Bullfinch wrote the definitive collection of Greek my’chology in the 1850s;
it's a must read for anyone who's interested in the classics.

llttp://Www.fermig'as.conl/Mytholog'y.lltml

A site which contains a lot of old and useful texts, inclucling versions of the
ﬂiad, as well as texts on 1(a1)1es, {ouelore, Norse, and Egyptian mythology.
Some goo& links can be found here too.

llttp //www. pantheon org‘/mytlnca/

A pretty good encyclopedla of thlngs my’chlcal 1nclud1ng Greek mythology

llttP :/[www.webaissance.com/ GreelzanthomanMytllolo g‘y.htm
Another gootl encyclopedia site.

http ://hsa.brown.edu/~maicar/

A Brown University educational site, full of useful information and some e

gooc], art references. This site is based on a collection of the Greek myths ’ 5

being written and published on line I)y Carlos Parada, author of the book
enealogical Guiclz to Greek Mythology, pul)lishe(l in 1993. It also =

includes Spanish translations.

llttp://Www.users.(lrew.e(],u/"'jlenz/g’rlzhist.html &__Z_ Tl

A Greek history page with some very goocl links, put up ]oy John R. Lenz.
Highly recommended. If you want to read the constitution of Athens or
the histories of Herodotus, or in—depth articles on the Olympic Games, this - 1
is the place. @
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= http //www.eliki.com/ancient/ mytll/amazons/ explore/

;;“:-— : ti;r fans of Hippolyta -this isa great place to learn about Amazons.
~ http://130.91.81.72/GREEK_WORLD

A souice of material on ancient Greece. Some very good pho’cos of Greek
—':,7:;;7 artifacts.

- USEFUL BOOKS

A complete 1is’cing of useful books on Greek and Roman history and
mytho ogy could easily £l this entire manual. However, cluring the course
- of this project, we found a number of books useful and wish to credit them

in our research:

»»Tvlle Ancient Greeks, text ]oy Nicholas Sekunda, illustrations ]oy Angus
:iiMcBride, Osprey Elite 7, Osprey Publishing Hlus’cra’ce(l, 1986, ISBN 0-
: 85045-686-x

Armies of the Greek and Persian Wars, 500 to 350 BC, Richard
Nelson, War Games Research Group, 1975.

Greece and Rome At War, Peter Connouy, MacDonald-Phoebus Ltd.,
1981, ISBN 0-13-364976-8.

The Greek and Persian Wars, ]acle Cassin-Scott, Osprey Men-At-Arms
Series 69, Osprey Publishing Illustrated, 1977, ISBN 0-85045-271-6

The Spartan Army, text ]oy Nicholas Selzunda, illustrations ]Jy Richard
Hoolz, Osprey Elite Series 66, Osprey Pul)lishing Hlustrated, 1998, ISBN
1-85532-689-0

300, Frank Miller with Lynn Varley, Dark Horse Press (four issues),
1998, Hardcover due Qctober 1999.

- THE LIFE OF HENLEY

The IEoem “Invictus” (Whmh means Uncon uered ) is one of the inspirations
for the game. The text for the poem is avai, ilable in the introduction of this
manual. Its author is William Ernest Henley.

= Henley didn’t just write about determination and overcoming 10ng o&ds, he
~ lived it. Born in Victorian England in 1849, one of six children of a barely
successful l)oolzseller, he was only able to attend grammar school for a few
- years before medical problems and poverty forced him to leave. At age 12
"*:  he was dlagnosed w1tﬁ tubercular arthritis and ljy the time he reached
| sixteen years of age, his left 1eg was amputatecl just below his lenee, and he

~ had to g, ght the (lgoctors to 12eep them from amputating his other foot.
e Henley s wishes even’cuaﬂy prevailed.

 The death of his father in 1867 forced William to care for his family, who
- @ suffered from dire poverty. Despite this, he managed to pass the Oxford
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~local examination as a senior student. In 1869, he moved to London anel? : —_f
found work as a freelance journalist, but another illness in 1872 forced =~
him to retire. He eventuaﬂy ended up-in an Edml)urgh hospfcal where he f :
also wrote his “In Hospltal poetry couectlon, met his future wife Anna

Boyle, and forged frlendslnp with Robert Louis Stevenson (Ireasure Is/ana’}« ~ s
w1’c11 whom he later collaborated to wrlte three plays

In 1875 the same year t]nat Henley wrote Invictus, he was flnaﬂy released

from the hospl’tal He returned to London where he was employecl as the :
editor of The London. In 1878, Henley’ and Anna Boyle got married and in
1888 they had their only child, Margaret. Unfortunately It was only five :
years later that they lost Margaret to-a fatal case of cerebral meningitis. €=

In 1889, Henley was named the editor of the Scots Observer It was = z
t]nrough tl'xe Observer that he befriended Ruclyard Klpllng 53 __;

In 1894, Henley surrendered his editorship of the Observer, and he and lns~ ?"f
wife, Anna, traveled around England while Henley worked as a freelance
editor. In 1902, he fell from a railway carriage, which caused the dormant -
tuberculosis to resurface. He died in 1903 at the age of 53.

Henley's volumes of verse include A Book of Verses (1888), The Song of
; the Sword (1892), and For Englancl’s Sake (1900). Henley’s poetry
celebrated city life, nature, and a somewhat jingoistic view of England.
More of Henley’s work can be found on the fouowing web sites:

http A www.library.u‘coronto .calutel/ p/ authors/ henley.html
http://www.bartle]oy.com/l()l/indeXZC.htndl
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[Shift]-[T]
[vl
=1
[
[Tab]
- [Spacel
[Shift]l-[Tabl
[Page Upl

~ [insert]

~ [End]

~ [Homel
*nght arrow
- Leftarrow
~ Up arrow

. XIII. HOT KEYLIST
= BASIC HOT KEYS

VIssue a command for all currently selectecl units to
attack.

Tell all selected and asmgned numbered groups to create
box formations.

Center on currently selected unit.
Rotate unit Direction 45 (legrees clockwise.

Assign a custom formation for the currently selected
group of units.

Group up currently selected units into formation, if they
ave one.

Toggle unit health bars.

Assign a Jine’ formation for the currently selected group
of units.

Toggle movement mode between Walk and Run.
Stop currently selected units.

Track first selected unit.

Track last selected unit.

Tell all selected units to create a we(lge (“V7) formation.
Zoom in on map.

Zoom out on map.

Select and center on next selectable unit.

End any currently playing unit dialog.

Select and center on previous selectable unit.

Rotate map counter-clockwise around center of view.
Rotate map clockwise around center of view.
Decrease pitch of map view.

Increase pitch of map view.

Scroll to the right on the map.

Scroll to the left on the map.

Scroll up on the ﬁlap.

" Down arrow  Scroll down on the map.
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[ctril-IPl
- [ctri]-[s]

otk
[Esc]l

WAYPOINT COMMANDS :
To set up Waypoints, the commands are the foﬂownlg

Select aﬂ units of the types represen%ecl by thﬁ' 5
CURRENT list of selected units. - -

Toggle between 256 aml 2 color cursors. 5

Tell selected unit to perform special Appeal' ata
partlcular map, locahon or unit.

Select all of your unlts
Dlsplay in-game options dialog.

[Shift] - Click

Jona friendly unit

Add the unit to your group of selected units

(Shift] -

area on the map

IC R Oon an

Tell all of your selected units to set a waypoint to the e

specifiecl location

| [Shift] -

on an enemy unit

Tell all of your selected units to set a waypoint to
attack the specified enemy unit

[Shl{'t] Click on an
Object of Power

Tell all of your selected units owned ]oy you to set a
waypoint to picle up the specified o]aject

MOVEMENT MODIEIER COMMANDS

Ctrl is the walk/run modifier for unit movement. The 7R lzey toggles
between Waﬂz and Run mode.

Note: On/y heroes will actua//y respona] to this command.|

[Ctr] - Click on a unit
| portrait in the game Ul

‘Goto’ the unit that the portrait represents

: [Ctrl] - Click on an

area on the map

Tell all of your selected units to run/walk to the
speciﬁed map location. Units will act opposite to
their current selected movement mode: units in Run

mode will Wallz; units in Walk mode will Run.

| [Ctrl] - Click

on an enemy unit

Tell all of your selected units to attack the speciﬁe&

enemy unit

[Ctrl] - Click on an
O];)ject of Power

Tell all of your selected units owned ]Jy you to run
and piclz the specifie& ohject.

Note: On/y heroes will actua//y respona] to this command.
Heroes will use the opposite o][ their current/y selected
movement mode
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o ~~XIV LIMITED WARRANTY
 INTERPLAY LIMITED 00-DAY WARRANTY

3 Interplay warrants to the orrglnal purcllaser of this Interplay Productions product that
== ~the compact disc or tloppy (trsle( ) on_which the software programs are recorded will be
. : ee from defects in material and wor] emanslnp or 90 (lays from the date of purcllase
T the compact disc or tloppy ctlslz( ) is found defective within 90 &ays of orlgmal
ot purcllase, Interplay agrees to replace, free of cllarge, any product discovered to be
~defective within suc period upon receipt at its tactory service center of the procluct

- -postage pal& with proot of the date of purctlase. This warranty is limited to the

compact disc or tloppy ctisle(s) containing the software program originally provide(l l)y
Interplay and is not applical)le to normal wear and tear. This shall be void if the defect
has arisen ttlrougtl al)use, mistreatment, or neglect. Any implie(l warranties applical)le
B4 to this procluct, inclucling warranties of merclrantal)ility and fitness for a particular
% purpose are disclaimed. Interplay disclaims all responsit)ility for incidental or

= ”d6nsequential (lamages.
. Some states do not allow limitations as to how long an impliect warranty lasts and/or
ek exclusions or limitations of incidental or consequential (lamages so the above

limitations and/or exclusions or lialJility may not apply to you. This warranty gives you
specitic rigtlts, and you may also have other rigllts which vary from state to state.

LIFETIME WARRANTY

If the compact disc or tloppy zlisle(s) should fail after the original QO—Ltay warranty
periott has expired, you may return the software program to Interplay at the address
noted below with a check or money order for $5.00 (U.S. currency), which includes
postage and trandling, and Interplay will mail a replacement to you. To receive a
replacement you need to enclose the orlglnal defective compact disc or l‘loppy (lislz(s)
in protective paclzagmg accompamed t)y a $5.00 check or money order, (2 2) a brief
statement (lescnl)rng the (letect and (3 3) your return address. If you have a prol)lern
with your software, you may wisl’r to call us first at (949) 553-6678. If your compact
disc is defective and a replacement is necessary, U.P.S. or registeret‘l mail is

- recommended for returns. Please send the defective [lisc(s) only (not the lJox) with a
ttescription of the prol)lem and $5.00 to:

Warranty Replacements > Interplay Productions
16815 Von Karman Avenue ® Irvine, California 92606

" COPYING PROHIBITED

“This software proctuct and the manual are copyrigl'rtetl and all rigldts are reserved lsy
Interplay Productions and are protected t)y the copyrigtlt laws that pertain to computer
Ay software. You may not copy the software. You may not loan, sell, rent, lease, give, sub
/\v: license, or otherwise transfer the software (or any copy). You may not modity, a(lapt,
s translate, create derivative Worlzs, ctecompile, disassemb e, or otherwise reverse engineer

P " or derive source code trom, all or any portion of the software or anytlaing incorporatetl
therein or permit or encourage any third party to do so.

NOTICE: ]nterp/ay reserves the riglzt to make moa’vﬁcations or improvements to the
kprorjuct described in this manual at any time and without notice.
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XV. TECHNICAL SUPPORT s -
TROUBLESHOOTING DOCUMENTS ONLINE! =

Interpiay Productions Technical Support now offers troubleshooting guicies with ;
complete installation and setup-instructions as well as information- that will tlelp you——~
overcome the most common (tlitticuities. If you have access to the World Wide Wet), e

you can find these at www.interpiay.com/support/ . Here you will find troubleshooting ~
information on as well as information on regular system maintenance and e ~\ .
pertormance. =

DirectX Www.interplay.com/ support/ directx/
Joysticks www.interplay.com/stupport/joystick/
Modems an(i Networizs WWW.interplay.conl/ support/mot].em/ =

(For game-specitic information and additional trout)iestiooting, visit our main page at
WWW.interpiay.corn)

If you have questions about the program, our Technical Support Department can — &
tleip. Our web site contains up-to-ctate information on the most common difficulties
with our products, and this information is the same as that used ]:;y our proctuct
support technicians. We izeep the prottuct support pages up(iatecl ona reguiar basis, so
piease check here first for no-wait solutions:

WWW. interplay. com/support/

If you are unable to find the information you need on our web site, piease feel free to
contact Technical Support via e—mail, pi]one, ta.x, or letter. Please be sure to include
the toiiowing information in your e-mail message, fax, or letter:

o Title of Game ¢ CD-ROM

* Computer manufacturer * Mouse driver and version

* Operating system (W; indows 95, s Joysticlz and game card (1t any)
DOS 6.22, etc.) * A copy of the CONFIG.SYS and

* CPU type and speed in MHz AUTOEXEC.BAT files from your

* Amount of RAM hard drive

» Sound card type and settings e A (lescription of the prot:lcm you're
(address, IRQ, DMA) having

* Video card

If you need to talk to someone immediately, call us at (949) 553-6678 Monclay
tilrougti Fri(i.ay between 8:00AM-5:45PM, Pacific Standard Time with 24 ilours, o= -
Ltays a week support available ttirougtl the use of our automated wizard: - Please have - - S
the above information rea(iy when you call. This will i’ieip us answer your question in

the shortest possii)ie time, When you call you will initiaiiy be connected with our
automated wizard. For information pertaining to your specitic title, press "1" on the -
main menu and listen caretu]_ly to all prompts. All titles are listed aipliiat)eticaiiy. After
you have selected your title, the most common difficulties will be listed. If the T
(iitticuity you are tlaving is not listed or you need additional assistance, you may press : s
"0" on your games main menu, and you will be transferred to a Technical Support : :
epresentative. No hints or codes are available from this line.

interpiay Productions Support Fax: (949) 252-2820 : ﬁ 7 :
interpiay Productions Technical Support e [
16815 Von Karman Avenue * Irvine, CA 92606 A

HOW TO REACH US ONLINE

INTERNET E-MAIL: support@interplay.com FTP: ftp.interplay.com =
WORLD WIDE WEB: www.interp]ay.com
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= XVI CREDITS

~

‘Developed l)y Qulclzsdver

- Software

FAa " P(n Interplay Production

= INTERPLAY

VP of Product Deve/opment
: Trish anht

- 14° East Division Head

s . Bian Christian

5 fPfocZ’u‘c’er 5

e ‘—Chip Bumgardner

~ Line-Producers

Scott McKelvey
Ron Austin

Art Director
Todd Camasta
-. Lead Artist
Glenn Price -
3d Artists

Jaime DiSalvio
Scott Curtin

< Map Art

: Stephen Beam

: ”_Inter](ace Art

‘ "John Dickenson

Hero Portraits

: Vance Kovacs
e = .
- Justin Sweet

7 Marleeting Manager
_‘ Gteg Bauman
‘— ﬁ Isulalic Re/ations
: TA Heather McLaughlin
~ Traffic Manager

’*: Sherry LaVertu

Manual Design & Layout
Michael Quintos

( 2ua1ity Assurance

- QA Director

Jeremy S. Barnes
QA Managers

Greg Baumeister

Milzey Motoda
QA Project Supervisor
Cory Nelson

QA Senior Tester
Eric Fong
QA Testers

Jol’m Hoover
Chuck Salzman
Jetf Husges
Damien Foletto
Brian Mitsoda
James Chew
Donald Ramakers
Jeﬁ Mitchell

QA Compatibility Manager
Darrell Jones
QA Compatibility Technicians

John Parker
Derek Gibbs
Josh Walters

David Parleyn

Audio
Sound Design
Paul Menichini

Gene Semel
Chatles Deenen
David Farmer

Music
Richard Band
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Masteﬁng'aml, VO edliting
F‘ranlg Sziclz, 7 :
Adclitiond/ Mastering
Créig Duman =4
Audio Sdf}#ting

Stephen Miller

Craig Duman

VO Direction/ Casting»
Chris Borders

VO Talent

- Dian Pershing
Eril Boen
Grey Delisle
Amber Hood
Brian George

- Bill Farmer

~ Dee B. Baker

Alan Oppenl’xeimer

Gregg Berger

Charity James

Gail Matthuius

Wayne Grace

Jim Cummings

Virtual Casting

Audio Administrator
Gloria Soto
Mixed at Interp/ay Z)y

Charles Deenen in

001 (otev surmowms

QUICKSILVER
Producer :
William C. Fisher

. Programming Lead

Greg Marsters
Teclmology Programming
Robert Barris

Al Programming
George Shackleford
Game Programming

Jﬁs’ciﬁ Butler

- Vince Tagle
'Engine Programming
~Otmar Schlunk

Tung-Mei (Rita) Liu
Mark Hertogh
Donovan Maﬁdap
Michael “mig” Gerard —
S’cephen Roney

Bill Snyiler

Art Direction

Rantz Hoseley

Concept Design

William C. Fisher
Greg Marsters
Floyd Grubb

- Nancy Berman

Scenario Design
Floyd Geubb
Scenario Scripting

Dennis Volper
Mike Hanson

Movie Writing

Katie Fisher
Darlene Wa&&ing’con
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~

—L striving to stay as close as possible to i e S e B e

Wb sitesis the latest example of our

e computer and go to

Welcome to the Interplay Web! As a
~ company dedicated to provulmg

mnovatlve, hlgll—quallty interactive

“entertainment software, we are a ways

Descent 31393 Champlonship $50.000 Tournamentll

the leading edge of ’cec}mology. This

“Descent3 looks set to mark a truly revolutionary step in 3D
g PC Gamer

ongoing effort to provicle a wealth of
“information and opportunities to Flid
you.

As a company of fanatic gamers, we
ove the idea of gamers all over the
world tapping into cyLerspace to see,
touch and feel our latest games. No
liype, no marlzetmg campaign; just

- great games. To make it wor , our
goal is to lzeep this site fresh and
new,; to make it a place where you
can tell US what you like about our
games... and what you don’t like aloul\ ST "1;’?
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 oger, and come
back soon. Check us out in the weeks and months al'lead; we will be in’troclucing new an
exciting areas for you to experience.

Once again, welcome.

How to Get There

Brian Fargo From your Internet account, point your favorite browser to:

CEO. WWW.INTERPLAY.COM

Interplay's World Wide Web site is an Internet service designed to give you the latest
information about Interplay and our products.

This site features our demos, upgrades, procluct information and ordering information.

: This website is not intended for technical support, but to offer new machines and the latest
produc’t information. For technical support, please contact In’cerplay as described in the
Technical Support section.

INTERPLAY WEB STORE

Loolzing for a quiclz, easy way to get your favorite
'Interpla.y games? Well look no further. .. you can lcon

now order direct]y from Interplay. Just turn on your |ﬂiﬁrﬂfﬂ“3mﬂﬁ

www.interplay-store.com.

This is your one-stop shop for everything Interplay.
Buy the hottest new releases or maybe get a.copy o
that hard-to-find game that you've been loolzing for:

o Purchase some ultra-cool merchanclise; or make a bid on a unique collectible in the Online

Auction. All this, seasonal specials and much more. So don’t delay ...... go to
Www.interplay—s’core.com and get shopping”
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