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woman. Odin gave them life and souL 
th second god gave them 
underst�c.ting and feeling, and the 
third gave speech, hearing and sight. 
After the gods had created mankind, 
they gave them a place to live. 

I 



The Vikings perception of the earth was as a flat disc surrounded by a 
vast ocean. The land on the outer shores of this ocean was inhabited 
by the giants and called Utgard. In the centre of the World disc was a 
land called Midgard where mankind would live. Finally the gods built 
their own land, a high citadel set in the centre of Midgard calledAsgard. 
Asgard was fortified by a great wall and connected to the earth by a great 
rainbow bridge calledBifrost. Although the World was perceived as a 
disc, it did have three levels,Asgard at the highest level, Midgard in the 
middle and beneath that, Utgard. 

All three levels of the World were held together by Yggdrasail, the World 
Tree, a great Ash tree. This tree was the centre of the universe, where 
each day the gods sat in council. The branches of the tree reached the 
sky and its roots spread into all of the worlds. At the base of the tree was 
the Well of fate, the source of all wisdom, tended by threeNorns, giant· 
maidens, who lived in the clouds above the rainbow bridge. lt was the 
Norns who decided the fate of all mankind, including the gods. 
Yggdrasail was inhabited by an eagle on its topmost branches, who was 
at war with Nidhogg the serpent who gnawed away at the trees roots. 
The whole fabric of the universe was held together by Yggdrasail, but 
the great tree was under n, despite constant sprinkling of 
the healing water •rr . ...... , .. .,, .. 



Introduction 

In ages past, Odin the 
God King of all Valhalla 
and Asgard created from 
nothing the Viking 
people shaped in the 

form of the Gods (a bit smaller though) he found pleasure 
in their appearance. But looking around he saw that there 
wasn't enough room for them in Valhalla, so . . .  



r::? ... he created the earth. He also 

created an 8th Day, but he found 
that it made Tuesdays too far 

- apart. 

The gods loved their children, and at first contact between the 
two was frequent. The gods would come and talk with men of 

matters that made no sense to them, but they smiled and 
nodded their heads, mainly because the gods were slightly 
bigger. 

However, the gods eventually tired 
of their creations and visited them 
less and less frequently. 





So he stole into Valhalla 
to steal the gods main 
weapons. Odin·s sword, 
Frey's spear and Thor's 

And when they awoke, great was the distress of the gods at the 
theft. They knew who had taken them and that the weapons 
were cast down to earth where they can't walk, during the age 
of Ragnarok lest they become mortal. 



It wasn't until Frey stood up to offer a 
plan that would retrieve the weapons 
that the gods calmed down. Odin was 
pleased . . .  

He travelled 
to the edge 
of Valhalla 
and raised a 
huge storm 
across the 
heavens. 



below in a 
a northern Viking 

village a hut is 
seemingly

,
picked out 

by the storm. 

And the next morning Ingrid, a 
young girl found herself nine , 
months pregnant! Here we join 
the story. 



Loading Instructions 
Commodore Amiga 

HEIMDALL requires an Amiga with at least 1 meg. of RAM. 

1. Turn off your computer. 

2. Plug the mouse into port 1 and a joystick into port 2 . 

.3. Turn on the computer. 

4. Insert the Amiga KICKSTART disk into the disk drive. (Amiga 
1000 only). 

5. When the 'Workbench' icon appears, insert HEIMDALL Disk 0. 
The game will load and.run automatically. Follow the on-screen 
instructions. 

NOTE 
The Amiga version of HEIMDALL can be used with up to three floppy 
disk drives, i.e. an Amiga A500 wUh up to two external drives 
connected. 

1. Turn aff your computer. 

2 . 

.3. 

4. 



IBM PC and 100°/o compatibles 

HEIMDALL requires an IBM compatible computer with at least 640k 
of memory, a disk drive, and an EGA or VGA compatible video card. 

We recommend that you have a Microsoft'" compatible mouse or an 
analogue joystick, a RolandT", AdlibT", or Soundblaster soundcard. 

Playing from floppy disk 

1. Turn off the computer. 

2. Plug in your mouse or joystick . 

.3. Insert your DOS disk (if you are booting from flopp� disk). 

4. Turn on the computer. 

5. When the cursor appears place HEIMDALL Disk 0 into drive A or 
B. 

6. Type 'A:' or 'B:' (whichever drive you put your disk it,t) and press 
Return. 

Installifig onto a hard disk 

1. Boot �our computer with DOS. 

2. Insert HEIMDALL Disk 0 into drive A or B . 

.3. Type 'A:' or 'B:' (whichever drive"' you put your disk in 
RETURN. 

4. 

5. Follow the on-screen instructions. 

Playing HEIMDALE from a hard disk 

1. Boot your computer with DOS. 

2. Type 'C:' (if your hard disk isn't C:, enter the correct letter) . 

.3. Type \HEIMDALL and press Return. 

Disk Protection 

Always keep your HEIMDALL disks write-protected. This will prevent 
accidental loss of data and prevent viruses from infecting your 
disks. 



Manual Protection System 

After the game has loaded, you will be required to consult the manual 
for the purpose of a protection check. You will be asked to input a word 
from the manual which will be referenced by page number, line number, 
word number, e.g.: 

Please input the word at: PAGE 12 
LINE 1 
WORD 1 

the word is: AFTER 

N.B. 
Titles and headings are not included as lines. 

Playing HEIMDALL 



HEIMDALL is divided into two distinct parts. The first part centres 
around Heimdall as a young boy and the tests he must take to gain 
respect as a Viking warrior from his fellow villagers ... 

Part 1 



ErtTwo­

The Main Game 

After gaining your attribute scores in Part 1 you will now begin Part 2,  
the main game where you control Heimdall in his quest. The age of 
Ragnarok is almost here, as the chosen one it is up to you to explore the 
World of the Vikings looking, exploring, fighting and solving puzzles 
in search for the God's weapons. 

The weapons in question are: 

1) Thor's Hammer 

2) Frey's Spear 

3) Odin's Sword. 

These form the major quests of the game. However, several sub-quests 
along the way will need to be solved before you reach each end of level 
item. 

Selecting your crew 

Before your quest begins, you wiii be asked to select your crew from a 
number of characters determined by your success in Stage 1. Among 
these people will be members of various professions - warriors, wizards, 
thieves, shipwrights, rangers etc. However, on screen all characters who 
have the ability to fight wiii be represented by the warrior graphic ie. 

� 
warrior, ranger, thief. The rest will be represented by the wizards 

� graphic ie, wizard, shipwright, navigator. 



The 
World 
Maps 

World Two­
Utgard -



CHOOSING PARTY TO TAKE TO AN ISLAND 
When you travel to an island only 3 people can go, whilst the remaining 
3 (or dead characters) stay on the boat. To select the three characters 
that you wish to take simply click on the character's picture with the 
left mouse button. This will highlight his 'items' box indicating that he 
ha

'
s been chosen. If you select more than three characters, one of the 

selected ones will be cleared, leaving only three highlighted. If less than 
3 are selected the computer will automatically pick the first available 
characters to make.._UP):our full compleme·nt. To un-select a character 
click on his portrait witH the,)ight mouse button. 

The Items Screen 

If you access the Items Screen from your boat i.e. from the orld map) 
any dead characters will have their pictures and names shaded out. You 
will still be able to take and give items to the bu1 you will not be-ab e 
to take them'tp an island with you untiflhey-have:been resurrected. 

If you access the Items Screen from an island, any cHaracters t at have 
been left on the boat will be totally shaded out, preventing y:Qu.l rom 
giving/ taking objects from fhem. If a character that is witti the party 
has been killed during your trip to t!Je islan<J he will be showncas half 
shaded, as above, and you will still be1lble-to give/take items fro him. 

Here is a summary of the commands available 

USE 
To use an item simply select it by clicking on it and then click on the 
'USE' icon. You will then be told whether or not the item is usable. If it 
is a usable item but you are at the incorrect location for it's use then 
you will be informed as such. lf you are at the correct location then you 
will return to the game and see the affects of your command. An example 
of the use command is· unlocking doors. Simply stand in front of a locked 
door, go into the Items Screen, select 'USE'. It will then return to the game 
and if it is the con:,ect key it will unlock the door or alternatively it will 
inform you that the key is incorrect. 



E AT 
To eat or drink an item repeat the proceoure'as above. If the item is 
inedible (i.e. an Axe) you will be told that the item cannot be eaten. If 
it is edible the bonuses will be added to your stats and the item will be 
removed from the list. 

GIVE 
The process for giving an item is exactly the same as USING an item. 

USE SPELL 
If you try to use a combat only spell from the Items Screen you will be 
informed that you cannot do so. If the spell that you cast is one that 
needs to be cast on a character simply select the spelL click on 'USE 
SPELL' and then click on the character that you wish to cast it upon. If 
the spell is one used for getting past obstacles and solving puzzles, you 
will return to the game and the affects of the spell will be executed. 



SAVE /LOAD GAME 
To save the game you first need a blank formatted disk. Put this disk 
into the drive as prompted and then click on OK. You will not be asked 
for a filename and if the disk is one that has already been used before 
for saving a game then the previously saved game will be destroyed. If 
you wish to have more than one game saved then you must use a 
separate disk for each one. To load the game click on the icon and then 
follow the prompts. The game will then be restored to the saved point. 

IY.B. Save/Load game can only be done from your boat (i.e. World map). 

TE XT STATS 
This will display the characters' attributes in text form. The attributes 
displayed are: 

1. Level............. The character's current level (max 8) 

2. Hit ................ current health/maximum health 

3. Str ................ Strength (max 99) 

4. Dex .............•. 

5. 

6. 

7. 

BARS :4TS 

E XIT 



The Combat Screen 
When combat is initiated, i.e. when you 
walk to within the vicinity of one of the 
many guards, a screen will come up 
showing your opponent and 
information relating to your opponent 
i.e. his health, strength etc., the 
characters in your party, their health 
and the weapons that they are 
carrying. 

HEA LTH 
The health of your opponent is shown as a bar of blood on the left hand 
side next to his picture. The health of the characters in your party is 
shown above their name panel. When the bar reaches the bottom, that 
person is dead, if it is your opponent who dies then combat is over and 
you can search for treasure. If it is one of your party who dies his panel 
will be shaded over and he can take no further part in the game until 
resurrected. Combat continues until either your opponent is dead, all 
your party is dead or you have run away. 

· 

ITEMS/WE APOIYS 



3. ATTACK 

4. SPELL 

If all of your party is wiped out, then th'e game is over. If you are 
successful in defeating your opponent you"will be able to search his 
remains for treasure, and will be notified of each item that is found and 
given the option to take it or leave it. You may then return to the main 
game. 



Using Spells 
A character's magic ability is determined by his RUNELORE rating. This 

is a value from 0 to 99 (0 being no magic ability, 99 being maximum) 
and each character can increase this score by special potions, level 
advancement etc. Each spell has it's own )'Unelore rating which 
determines the runelore a character needs to be able to decipher and 
cast it. for example tbe spell 'Detect Traps' requires a runelore of 10 to 
decipher /cast it, so 'if a character with a runelore less than 10 tries to 
decipher the scroll containing the spell he will only be shown the runes; 
If his runelore is sufficient the scroll will be translated and you will be 
able to cast it. Once a scroll has been translated it still may only be cast 
by somebody with sufficient runelore ability. 

Spells come in thr:ee categories: 

1. Combat only -can only be when engaged in combat 

2. Rooms only (Via the Items Screen) -can only be used when in one 
of the rooms i.e. Disarm Traps etc . 

.3. Usable in BOTH the above- for example 'Energy Replenish (1)' which 
restores the energy-of one character. 

Chest Traps 
During the game you will encounter a number of chests. These chests 
sometimes contain useful items i.e. gold or scrolls. However, it may be 
a trap. 

When you approach a chest you will be asked if you wish to open it, if 
you select 'Yes' you will then be asked if you wish to cast a 'Disarm Trap' 
spell on it. If you have sufficient RUNELORE and a 'Disarm Trap' spell 
you will be able to cast the spell to disarm any traps related to the chest. 
If you do not have sufficient RUNELORE or are not in possession of a 
'Disarm Trap' spell then you will be told so. 

If there was no trap related to this chest then the 'Disarm Trap' spell will 
have been wasted. 

If the chest does contain a trap and is opened without being disarmed, 
the trap will be activated and the chest will then be opened. 



Controls 
You will need both a joystick and a mouse connected to your computer 
(with the exception of the PC version). 

We recommend that the mouse is used for all controls in the main game 
with the exception of controlling HEIMDALL. 

Axe Throwing Section Controls 
Use the joystick to move the cursor around the screen. Press the fire 
button to release the axe. 

Pig Chasing Controls 
All of your movement is controlled by the joystick. When you think that 
you are in a position to be abl.e to grab the pig, press fire on the joystick 
and you will dive towards it. 

Boat Fightin,JJ Controls 
Use the joystick to point Heimdall in the direction you wish to move or 
hit. If there is a guard in front of you in the direction you are facing you 
will hit him with your sword when you press the fire button. If there is 
not a guard in front of you then you will jump in the direction you are 
facing when you press the fire button. 

Character Selection Screen Controls 
To select between the available characters, using the mouse move the 
pointer over the grey arrow icons and press the left mouse button. 
The available characters wilfl>e shown 
in the box to the right of the arrows, 
along with their name. In the box 
below you are shown how many more 
crew you need to choose to make up 
the full complement of six. The boxes 
at the bottom of the screen show the 
current characters statistics. When 
you have chosen the sixth crew 
member the next part of the game will 
load automatically. 



Map Screen Controls 
All movement on the map screen is controlled by the mouse. To move 
from island to island, move the pointer over the boat icon at the right· 
hand side of the screen, and press the left mouse button. Once you have­
clicked on the boat icon you will be asked to choose the island you wish 
to sail to. Move the pointer over the island you wish to sail to and press 
the left mouse button. If you travel to an island which is further away 
that the number of days food your boat is carrying, you will lose energy 
during the journey. You will not know how much energy you have lost 
until you have arrived at your destination. If you have a navigator 
amongst your crew then he will warn you if you are likely to lose energy 
during the trip. Some islands are simply too far away and if you click on 
one of these you will be told that it is impossible to travel there. When 
you leave an island an icon in the shape of a Viking helmet will be placed 
on the island to indicate that you have been there. 

Items Screen Controls 
All movements around the Items Screen are controlled by the mouse. 
To select an option move the pointer over the required icon and press 
the left mouse button. See tile section headed THE ITEMS SCRE EN' for 
further details of the optioos on this screen. 

The Main Game Controls 
In addition to controlling HeimdalL you can also select one of the other 
five ctiaracters in your crew to control at any time. 

Once you are in the main game, all movement controls of the character 
are made with the joystick. There are a few controls on the keyboard 
which are used: 

li'l 
F2 Select charatlter to c_ontrol. 
F3 

M Sound Effects On /Off. 

Q Quit. 

Go to the Items Screen. 

P Pause OnJOff. 

F 



Combat Screen Controls 

Screen'. 

SELL 

EXAMINE 

POOL GOLD 

EXIT 
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