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Berserker

Paladin

Class description

Berserkers are the most ferocious of orks. They are bestowed with
phenomenal strength and stamina by their god of war Zhar. They know no fear,
and they revel in combat. Berserkers are always the storm troopers in any
army. They handle two-handed clubs with ease, carving a path for their
teammates. The large hit range allows the Berserkers to attack several targets
with a single swing, which makes them especially efficient in the thick of
combat. In combat, Berserkers put themselves into a trance and rush at the
enemy ranks, oblivious to pain, and butchering everything in their path.
Offensive melee techniques form the mainstay of their arsenal. Berserkers
suffer tremendous damage and, therefore, must be supported by combat
healers to prolong their otherwise short life expectancy.

The members of an ancient orkish clan are called Tanks. Their might is on par
with that of a war machine, and their heavy armor makes them resemble siege
towers. A line of these great warriors can stop even the most relentless attack.
Unlike Berserkers, Tanks rely more on strong defense and tactical movements
on the battlefield rather than on brute force and swiftness. Tanks actively use
shields to drastically decrease the amount of damage they experience.
Advanced shield mastery allows Tanks to use them offensively. Like
Berserkers, Tanks worship the god of war Zhar and he grants them unique
magic abilities. In combat, a Tank can create an enchanted shield to protect
both himself and his comrades from ranged attacks. This allows them to take
and hold the most vantage positions.

This race of men has been renowned for their combat healers from the earliest
times. The sturdiest and bravest of warriors are accepted into the ranks of the
Order of Paladins, where the secrets of life and death are imparted to them.
The teachings of the Order of Paladins rests upon the belief in the Goddess
Chimera i the symbol of evolution and active natural development. Paladins
have perfected the magic art of Life and use it to cure their comrades from
wounds and dispel enemy curses. Experienced Paladins can even resurrect
fallen comrades as long as their soul has not yet escaped the body. Paladins
enhance themselves and their brothers in arms with magical powders made
from herbs with the use of ancient recipes. These powders make Paladins
emit a physically and morally strengthening aura over their allies. Upholding
the life-force of their squad, Paladins find themselves near the line of assault,
supporting it with their vivifying prayer and their battle sceptre.




Inquisitors are peerless assassins among men. With their mastery honed in
thousands of battles, they can pinpoint a weakened fighter from afar and
deliver a sudden, lethal backstab from out of nowhere. However, should an
inquisitor get wind of blood, he is consumed with righteous wrath and storms
like a hurricane into the enemy ranks, whittling them with his terrifying swords.
Devoted followers of the Goddess Chimera, Inquisitors were granted an ability
to inflict plague upon their enemies that decimates whole armies leaving them
no chance of victory. Inquisitors believe that only the blaze of sacred fire can
purge the world of corruption. They fight their endless battles and leave
nothing in their wake but smoldering wasteland strewn with bones of fallen
enemies.

For centuries, Gnomes have been mastering engineering. Eventually two main
engineering schools were singled out: the school of Engineers and the school
of sappers. Sappers dedicate themselves to subversive operations in enemy.
camp. Small and nimble, they easily infiltrate behind the enemy lines to ruin
their day. By setting up teleports, Sappers help their allies to instantly relocate
to crucial strategic points, and the variety of mines that they have in their
arsenal are designed to ward the enemy off the taken ground. Gnomes wield
heavy two-hand hammers that they use to build their intricate devices as well
as in melee to great effect. From the days of yore, Gnomes have been under
the aegis of the god of knowledge Krome. He bestowed outstanding technical
aptitude upon them. This little but proud people compensate for their
disadvantages of height and strength with their marvellous contraptions. Life is
busy under the ponderous stone vaults, where ore is smelted into steel, and
steel is forged into weapons and machines. The most skillful Sappers have
learned how to directly contact Krome, by erecting totems on the battlefields to
channel the godébés energy. This divine
emerge from their vaults and fight their enemies on equal terms.

Engineer

With the outstanding intellectual capacity bestowed upon them by the god of
knowledge Krome, the Gnomes have gradually started to inhabit the surface

world. After many years of researching and developing war machines
underground theybve achieved exquisite
to compensate for their lack of magic power or physical prowess. Engineers
assemble ordnance and traps on the battlefield, which become
indispensable at defending strategic points. Rapid-firing guns can give a

team a significant tactical advantage.




Sorceress

Elves are the most ancient Chaos-born race. Their god Argus, Lord of
Elements, granted them mastery over the Chaos energies. As custom
declares, only female elves may disclose the secrets of battle magic. The most
talented elven maidens are picked out to be taught and then they devote their
life to the service of the House that accepts them. After many years of the
development of elven magic, two of the strongest and most influential Houses
were singled out. The House of Fire tutors Sorceresses, who aspire to become
masters of the destructive arts. Sorceress graduates possess tremendous
offensive power. Area effect spells form the mainstay of their arsenal. When
the very earth beneath their feet is set aflame, even the sturdiest of foes will
back off. Their fragile prevents Sorceresses from wearing heavy armor.
Therefore, their performance relies heavily on choosing the right position
where the enemy cannot reach them easily.

Unlike the rash and hot-blooded alumni of the House of Fire, the elves brought
up in the House of Water are renowned for their composure and restraint.
Therefore, al | the spells in Magesb6 a
supposed to help their allies in battles, but they are not duellers, for without a
solid constitution, strong armor, or destructive powers they are an attractive
target in a battle. However, the Ice power applied in the decisive moment can
turn the tides of the battle. Battle-hardened and experienced, they can be just
as formidable as Sorceresses. Dodging theiropponent sd bl ows wi
agility and draining them of magical power, they can sweep past the enemy
ranks and bring eternal rest to all, who lack protection from icy cold and

gushes of wind. After several conflicts instigated by the troublemakers from
the House of Fire, the Matriarch of Water created a spell that protects the Ice
Mage from fire bolts. Confrontation of the opposing elements adds intrigue to
the combat.




Character

Characterodés basic attributes

Health

Defines the amountoft he characterdés health. When t
character dies. Health is affected by the enemy's blows and harmful abilities, allies'
healing abilities, and the unique health-restoring points on the map.
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Defines the amount of the charact er 6 s mana. Mana is needed
crucial to magic users and technology inclined classes. Mana is affected by the mana
burning enemy abilities, and the mana restoring abilities of the character, his/her allies,

and of the unique points on the map.

Defines the amount of the characteroés st a
combat and is required to perform power attacks, run and use ranged weapons.

Stamina is affected by the enemies' draining abilities, and the restoring abilities of the
character, his/her allies, and of the unique points on the map.

Class points

Defi nes t he amount of t he character 6s cl ass
Performance of mana abilities depends on them. The better a character fights the more class points
he/she earns, which in turn allows them to use more powerful abilities.

Acquiring class points
There are several ways to acquire class points.
Melee and ranged attacks

The main source of class points for melee-oriented classes are simple blows and power
attacks as well as ranged attacks. Melee and ranged attacks can bring class points to all
classes.

Abilities

For Paladins, the main source of class points is their main ability i healing.

For Sorceresses, the main source of class points is their main offensive spell i Fire Ball.




Mages can acquire class points by casting Ice Balls, but they can do better by using freeze
spells and helping their allies in the thick of combat.

Gadgets

Gnomes acquire most of their class points by using helpful gadgets. Engineers earn class
points when they fire cannons at the enemy. Sappers earn class points for their totems and
teleporters.

Character s movement

W i Move forward.
ST Move back.
AT Move left.

W i Move right.

To turn around, move the mouse.

To run, press and hold left Shift.

Combat

Attack
Simple armed attack Click LMB to attack.
Attack bonuses

Assaulters gain damage bonus when attacking enemies under the angle of over 80 degrees.
The damage will be the greatest when attacking from the back, twice that of the frontal
assault.

Power attack

Enhanced armed attack. Click PBM to activate. Expends Stamina.

Blocking

Blocking enemy attacks with a weapon or shield. Press Citrl to activate. Block is instant.
Blocking bonuses

Blocking bonus depends on the position of the blocker relative to the assaulter and is
calculated as follows:

When the angle between them is 0 to 10 degrees the blocking character will
receive 10% damage.

When the angle between them is 10 to 20 degrees the blocking character will
receive 20% damage.

When the angle between them is 20 to 40 degrees the blocking character will
receive 40% damage.

When the angle between them is 40 to 90 degrees the blocking character will
receive 80% damage.




Ranged attack
All characters but elves can use ranged weapons.

Click LMB to fire a simple shot.

To make an aimed shot, press and hold PMB, so that the backsight appears. Aiming grants
bonuses to ranged attacks. The longer you aim the more damage the weapon will deal.

Aimed attack bonus
Gnomes
Aimed shots from harguebuses can deal 11 times more damage.

Men
Aimed shots from longbows can deal 2.5 times more damage.
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Experience bar.

Filled from O to the experience amount required for a level up.

Active ability.

All the ability activation requirements are met: enough mana, enough class points, ability to
cooldown has elapsed. The ability icon is fully visible. Press the shortkey shown on the icon,
to activate.

Health bar.

Inactive ability.

Not all the ability activation requirements are met: not enough mana, not enough class
points, ability to cooldown has not elapsed. The ability icon is not fully visible (depressed
relative to the active abilities).

Stamina bar.

Shows whether it is possible to activate a power blow.

Lights up when the character has enough Stamina to use a power blow.

Man bar.

Empty ability slot.

Class points bar.

. Time left until the end of the round.
. Blue team score.

. Capture point seizure bar.

. Red team score.




Orks

Weapons

Melee weapons

Club 7 a weapon made predominantly of wood with metal spikes.
Cleaver 1 alarge broad knife.

Ranged weapons

Kern i orkish ranged weapon consisting of a heavy iron or stone ball and a handle used to
spin and hurl the ball. It deals area damage and can knock foes back. Kern is effective
against groups of enemies or at clearing small locations.

Gnomes

Melee weapons

Hammer i a hand tool that consists of a metal or wooden brick on a handle orthogonally.
Useful to build or smash.

Sledgehammer i a heavy two-handed hammer.

Ranged weapons

Harguebus i one of the latest gnomish inventions in warfare. A vintage matchlock muzzle-
loader. The weapon with the longest range in the game. Effective against Sorceresses,
Mages, and Engineers.

Melee weapons
Sceptre i a mace decorated with gems and carvings. It is one of the tokens of power.

Paired swords i thrust and slash weapon, a double-edged straight blade with a handle.

Ranged weapons

Longbow i a hand-held arrow-thrower shaped like an arc with its end tied together with
bowstring.

Melee weapons

Staff i A long pole or a cane with a curved upper end or knob.




Stage 1

Stage description

Stage duration: 1-2 days.

Player level: 1 level.

Game Maps: Arena of Fire. Ring. Cutthroat Village.
Stage objectives:

I Game introduction.
9 Character control tutorial.
1 Simple attack and defense actions tutorial.

For the stage 1 player is given a 1 level character.
The following abilities are available to all the classes:

Each class gets their basic abilities on this stage:

Class abilities description
Berserker

Club mastery
Using a two-handed club in melee. It is large enough to strike several

foes with a single swing.
Adds: 2 class points for every non-blocked blow.
Power attack

Power attack - requires lots of energy, but deals much more damage
than a simple one.

Expends: 200 Stamina
Adds: 5 class points for every non-blocked blow.

Master of club

With this skill each power attack knocks back and temporarily stuns
the enemy, as well as deals damage.




Tank

Sword mastery

Magical shield

Engineer

Hammer mastery

Allows the holding of a sword in the right hand 1 left hand is meant to
hold a shield.

Adds: 1 class points for every non-blocked blow.
Power attack

Power attack - requires lots of energy, but deals much more damage
than a simple one.

Expends: 200 Stamina
Adds: 5 class points for every non-blocked blow.

Creates a magical shield in front of the character covering both him
and nearby allies from all ranged attacks. The shield doesn't hinder
the attacks of its protectees. Sustaining the shield costs mana and
slows down Tank's movement.

Hint: Use the magical shield on every possible occasion. Protect
yourself and your allies from magical attacks and ranged attacks. This
will increase the efficiency of your allies and ensure victory for your
team.

Expends: constantly expends mana.
Adds: class points when repelling damage.

Allows using the hammer in melee - usually Engineers assemble their
intricate structures with them.

Adds: 1 class points for every non-blocked blow.
Power attack

Power attack - requires lots of energy, but deals much more damage
than a simple one.

Expends: 200 Stamina
Adds: 5 class points for every non-blocked blow.




Cannon

Sapper

Sledgehammer

mastery

Sets up a template for the stationary cannon. A finished cannon is a
powerful war asset 1 it can deal lots of damage in a short time.

Hint: The cannon is the Engineers' main weapon. Place it where it will
cover the most approaches to the capture point that you are
protecting. When assaulting a capture point, place the cannon
so that the enemy cannot see it, yet it has a nice view over the
target location and can support the advancing allies” with a
barrage of fire.

Expends: mana at set-up.
Adds: class points when dealing damage.

Sappers use sledgehammers in melee and to erect buildings.
Adds: 1 class points for every non-blocked blow.
Power attack

Power attack - requires lots of energy, but deals much more damage
than a simple one.

Expends: 200 Stamina
Adds: 5 class points for every non-blocked blow.

Sets up a template for a totem. An assembled totem channels energy
form the god Krom to the Sapper and his allies, enhancing their
strength recovery.

Hint: Do not hesitate to place totems. They often play an important
role in both defense and seizure of capture points and aid Tanks and
Berserkers greatly, in turn restoring their Stamina. Build a totem in the
thick of the fight, where it will affect the most allies.

Expends: mana at set-up.
Adds: class points when restoring Stamina to allies.




Paladin

Scepter mastery

Healing

Inquisitor

Pair swords

Invisibility

Allows holding a scepter in the right hand to use in melee.
Adds: 1 class points for every non-blocked blow.
Power attack

Power attack - requires lots of energy, but deals much more damage
than a simple one.

Expends: 200 Stamina
Adds: 5 class points for every non-blocked blow.

Restores a portion of health to the selected ally. In healing mode, you
can see the health of all allies within the area of the ability effect.

Hint: Constantly use Healing zthis is the main task of the Paladin. IT
is a quick way to earn class points for other abilities.

Expends: mana for each use.

Adds: class points when successfully healing.

Inquisitor's pair swords deal tremendous damage and effectively block
enemy blows.

Adds: 1 class points for every non-blocked blow.
Power attack

Power attack - requires lots of energy, but deals much more damage
than a simple one.

Expends: 200 Stamina
Adds: 5 class points for every non-blocked blow.

Ability to become temporarily invisible T a useful trick to strike the foe
where it hurts. Sustaining invisibility constantly drains mana.

Hint: Use invisibility to sneak up to enemy elves or gnomish gadgets.
Remember that any taken hit, even an accidental one, will dispel the
invisibility xbe careful.

Expends: mana.




