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IN MEMORIAM TO MIKE SINGLETON (1951-2012)

This game is based on the strategy and adventure epic fantasy game
The Lords of Midnight by Mike Singleton, first released for the

ZX Spectrum in 1984. The Lords of Midnight is often listed among the top
role-playing and strategy games of the 1980s.

In The Lords of Midnight, the player must defeat
Watchking who has trapped the Land of Midnightin p er.
There are multiple ways to achieve this. O
straightforward adventure game, where the s for in to destroy
the Ice Crown, the source of Doomdark’s pow is the
can experience in this print-and-play game.

nture you

ting multiplayer browser experience
hitps:/lwww.midnightmu.com
he game at frozenempire.net

NCES FROM THE COMPUTER GAME

e computer game focuses primarily on the strategic elements
arfare, and this instalment follows only Morkin’s adventure, it was
ecessary to introduce elements typical of a solo role-playing game.

These include events, new enemies, side quests, minor map alterations,
an extended number of days required to reach the Plains of Despair,
and the ability to explore ruins and caverns.

Another significant change is the removal of armies, replaced by

non-player characters and individual enemies. Additionally, only the
westernmost region of Midnight is used, rather than the entire map.
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INTRODUCTION

“The Solstice War has begun.”
Doomdark

rose to power by serving Lord Ush
become a King. Driven by ambition,

N7
S
Zz

timate plan is to unleash

strength from the deep
i he longest night of winter, and

this power du

mission is to undertake a perilous quest to find and
omdark’s source of power, the Ice Crown. As

Morkin, being half-human and half-Fey, is uniquely resistant
to Doomdark’s Ice-Fear. Though Luxor the Moonprince, the
leader of the Free, was initially reluctant to send his young son
on such a perilous journey, Morkin’s mixed heritage makes
him the only one capable of resisting the Ice Crown’s dark
magic. His mission is clear: reach the Tower of Doom, seize
the Ice Crown, and destroy it to shatter Doomdark’s power,
giving hope to the Free in their struggle against the Witchking.
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The (and Of Midnight ¢

The Land of Midnight is a frozen realm where the icy ft Crown holds
dominion over the landscape. From the northern strongh € so territories,
the land is shrouded in perpetual winter—a direct conse ce of Doomdark’s

and drawing power from the Ice
e south, the Free resist, determined
g thieir lands. Luxor the Moonprince must
ppose Doomdark’s invasion. Among these
sts of Midnight. Though they do not actively
Doomdark threatens to consume their realm.

rally allies to amass the strengt
allies are the Fey, who d i
Luxor’s close frie
Targ, fierce barbari iors who might be swayed to join the war effort—yet they

ou

is a e designed for solo play, where you must guide a hero, Morkin, on an
possible mission: to destroy the Ice Crown.

e computer game, you will begin at the Tower of the Moon, within the Forest
of Shadows, alongside Luxor the Moonprince, Corleth the Fey, and Rorthron the Wise.
However, unlike the computer game, you will only control Morkin. Luxor, Corleth, and
Rorthron will head east to rally the forces of the Iree and the Fey, and even attempt to
convince the Targ to join the war against Doomdark.
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Your task, however, is to travel north alone, to seek out and destroy the Ice Crown,
which holds all of Midnight in the grip of eternal winter. Along your journey, you will
traverse forests, downs, and mountains, pass through villages, explore forgotten ruins
and caverns filled with unexpected foes and side quests, recruit companions, discover
towers that echo with voices offering guidance, and encounter characters who may aid
you... or hinder you.

Dhat Do You Jleed To Play PY

* This book: This will guide you through the game.

* Pencil and eraser: For writing and making changes to yt
and notes.

* Sheets of paper: You will need the Character Sheet, Adventu
Map, and Ruins and Caverns Sheet, all of which can be photocop

rac eet

eet,
rom

the book or downloaded from the game’s website, es Reference PDE
containing a summary of the rules, is also availa ownload

* Dice: These will be used to resolve ac such as.ombaf and skill checks.

¢ Journal (optional): A place to record y dve . portant details as
you play.

MORKIN’S CHARACTER

roughout the game. You'll create Morkin’s
e as you play, reflecting Morkin’s progress,

throughout the game, as it is on the map that you will move your character during their
challenging journey. Plan your route carefully, as this will be crucial to the success of
your adventure.
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RUINS AND CAVERNS SHEET

We’ll also cover how to explore Ruins and Caverns later, but this grid sheet will be useful
for drawing the various rooms you discover as you explore the Ruin or Cavern. Around
the grid, you’ll find different tables to help bring this exploration to life, as explained
later in the rules.

DICE
Whenever Morkin faces a challenging situation, such as combat or a ck
dice rolls will determine success or failure. The game uses two of a si

sided die (D6) and a ten-sided die (D10). For smoother ‘mepl re
having two D6 and two D10 dice. Here’s what each term nieans:

* D6: Roll a six-sided die.

* 2D6: Roll two six-sided dice and add the results together.

* 2D6+X: Roll two six-sided dice, add them together, and then specific
modifier (X) to the result.

* D6-X: Roll one six-sided die, subtracting a modifier (X) from the result.

¢ D66: Roll two D6 dice—one die d i igit, and the other
determines the units. This results in ex from 11/to 66.

* 2D10: Roll two ten-sided dice and add

* D100: Roll two ten-sided dice i
and the other represents the u
is 100. Alternatively, you ca dedicated tens die and a units die.

If you don’t have physi i always use mobile apps that simulate dice rolls,

making it easy to p al tools.

JOURNAL

I strongl eeping a journal of Morkin’s experiences during his quest.
This will dee mersion in the story and help you track your progress.




THE AP

As you travel through Midnight, you will need the map located at the end of the book,
which can also be downloaded for free from the game’s website. If you prefer a more
dynamic experience, you can explore using a randomly generated map by following the
procedures outlined at the end of the book.

part of the western region of Midnight. Your journey begins at the To
located in the Forest of Shadows.
When you enter Caverns and Ruins, you’ll switch to the Ruin

Morkin has a general sense of his destination’s location, but the t path remains

uncertain. Midnight is a perilous land, and the villages scattered acress it have been

so 1solated that people often don’t know the precis of places only a few days’

journey away.

Types 0f Terrain

During your journey, you will enco
influences the difficulty of move
can occur within a hexagon.
* Plains: The flat expans

di t types of terrain. Each terrain
and affects)the encounters, events, and actions that
idnight allow for normal

movement but leave potential threats.

As you journey through these terrains, you may encounter various structures that could
provide shelter, guidance, or unforeseen dangers.
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Citadel:

A fortified city offering refuge to allies. Some citadels, marked in
dark on the map (Dark Citadels), are controlled by Doomdark and
are inaccessible. Attempting to enter these will lead to your arrest
and the end of the game.

Tower:
Strongholds of the Wise, these nearly 1mpregnable refuge
guidance and temporary aid, enhancing your abiliti

Henge:
Ancient temples from the dawn of the gvorld
powers—some beneficial, others dang

Village:
A village can offer warmth and shelter to the lo traveller if its
people prove friendly.

Keep:
A fortress controlled in ffering protection from

raiders. Some keep in dark on the map (Dark Keeps), are

by warm springs, the lakes of Midnight have healing
s that aid those who resist Doomdark and the forces of cold.

Ancient standing stones with potential magical properties.

Cavern:
These provide shelter or hiding places but may be inhabited by
dangerous creatures.

Ruin:
Abandoned fortresses, manors, or temples that may contain dark
threats, but also incredible treasures and rewards.




Special Sites

Some sites are special, with dedicated events in the Special Sites Table (you can find
the Tables at the end of the book). They are marked with numbers on the map:

1 » Tower of the Moon, in the Forest of Shadows (your adventure begins here).
2« A place in the Forest of Shadows.
3 » Keep of Blood, on the Plains of Blood.
4 » Citadel of Shimeril, on the Plains of Iserath.
5« Village of Thrall, in the Forest of Thrall.
6 ¢ Ruin of Coroth, in the Mountains of Dodrak. 0
7 » Moonhenge, on the Plains of Moon.
8 » Keep of Lothoril, in the Forest of Lothoril.
9 « Lake Mirrow, in the Downs of Mirrow.
10 » Village of Kor, in the Forest of Kor.
11 « Citadel of Gloom, on the Plains of the Lost.
12 » Tower of Doom, in the Forest of Doom, wher
Doomdark.

Ice Crown is kept by

When you reach any of these locations, ¢ It t ites Table to determine

what is happening there. Although visiting a necessary, some are crucial

to your success in the main quest.

TOWER OF D

Doom. Its architecture is a blend of the ancient and the
ed stones that seem to absorb all surrounding light.

Q is encircled by a dense, twisted thicket of frozen trees and jagged

entrance is a massive iron gate, adorned with Doomdark’s emblem.

anked by two ancient, weathered statues of monstrous guardians, their
expressiong locked in eternal snarls.

Inside, the tower is a maze of dark, winding corridors and icy chambers. The air is
frigid, with each breath hanging in the air like a fog. Blue torches line the walls, casting
eerie, flickering shadows. The upper levels of the tower are reached via a grand spiral
staircase that seems to stretch endlessly upward, each step echoing ominously through
the corridors.
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