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Medieval villages

Enchanted forests



Viking realms

Nighttime battles

¢ Up to 50 experience levels (on Hard difficulty)
e 25]ocation levels (including some secreft levels)



e Estimated game time, 5 hours 30 minutes (on Hard difficulty, aiming for maximum
experience)
o 978 enemies (on Hard difficulty)

Summary

Control of the game is primarily through keyboard and mouse.

Jillage (Medieval Realm) ',‘L-

Level1

Menus
Click items to select. Depending on the menu item, it may act immediately or require
pressing a “confirm” or “cancel” type button, or it may require entering something in a text
box.



In Game

In game, you see the action bar at the bottom, a row of buttons at the bottom-left corner,
and a minimap at the top-right corner using icons to show the locations of nearby items.

To the left of the Action Bar is the Health indicator. Full red is best. If there is almost no red,
the player is close to death.



To the right of the Action Bar is the Mana indicator. Mana allows a magic boost to
weapons and shields. Full blue is full mana. No blue means the weapons have no magic
boost at all.

If your health gets low, a Panic button appears at the top left corner of the screen. Pressing
that causes the player character to sprint away and fry to find a health pickup.
(Sometimes, it teleports the player to the start of the level or a random portal in the level—
this only happens if pressed right after the scene is loaded, such as when the player saved
the game while in an ambush and at low health, and even then it happens randomly). This
can save the player’s life, but can also panic the player right info an ambush!
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To help you play, some things are highlighted at certain times. Pickups are highlighted in
green (health), blue (mana), or yellow (money). Chests are highlighted in these colors, orin



blue-green to indicate it contains mulfiple items.
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Enemies are highlighted in red when they are aware of the player and ready to attack. This
highlight can only be seen where the enemy is occluded.

The player character is highlighted in blue where it is occluded so you can see where the
character is even if behind something.

Boats are highlighted in red if you are close enough, and are visible even if occluded.

Look Around: hold right mouse button and move mouse

Increase/decrease distance from camera to player: hold right

mouse button and adjust scrollwheel.
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Move: click on ground or floor. Player will move to where the green “movement” cursor
4 t

is. Companion will go where player goes. Sometimes the player will automatically



jump gaps or height-changes to get to the location.
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Go ’rhrough door: click through the door to ground or floor on the other side. Door

will be opened automatically if it is openable. Companion will do the same (and knows
how to open doors when needed).




Climb ladder: ciick the ground or floor at the top of the ladder and player will climb

ladder automatically. Likewise, click the ground or floor at the bottom of the ladder to
descend. Companion is particularly nimble on ladders!
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Ride a boat: click on boat. A “boat” cursor& indicates it is rideable. Player will walk

to boat and get in and the boat will fravel to another location in the scene (level).



Companion will join player in the boat and enjoy the wind.
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Telepor’r: click on a portal to teleport either to another scene (level) or to another
location within the scene. A “steam car” cursor“ indicates the portal is active.

Companion will also teleport.

Attack an €NEemMmy: click on the enemy. A ‘“crossed swords" cursorx indicates it is

aftackable. Player will automatically sprint to within range of the enemy and attack.



Companion will help.

Montgomerv Harvey 4,\
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Hello, yourself!

Goodbye!
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Converse with an NPC.: click a shopkeeper or other NPC to converse. The cursor

looks like “comic speech balloons™ - if the character can be conversed with. From the
NPC, you can receive quests, get information, or buy and sell items. If the NPC offers items
for sale, a shop dialog will open listing the items he or she has that you can afford—clicking
on it gives you some information. The right-side shows items you have that you can sell.

Clicking Buy or Sell completes the transaction. The blue box shows how much money you
have. The Quit button returns you to the game.
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Open A chest: click on the chest. A “gears” cursor indicates the chest can be

opened. Player will walk to the chest where items can be picked up. Companion will
follow player.




Pick up an ifem: A “pouch” cursor indicates the item is a pickup. Click on it

and Player will walk to the item and collect it if able. You can also just walk over the item.
Companion will follow player. A player can pick up an inventory item if there is room in the
inventory. A player can pick up a powerup (money, mana, or health) if not already maxed
out in that power. Different sounds show that the pickup is successful or that it failed.

Note that a red circle cursor with a slash ® indicates what the cursor is on does not do

anything when clicked. An hour glass cursor x means the player must wait for
something before interaction can resume.

At any time, press the F12 key to save a screenshot. A popup (which is also in the Event
Log; see below) shows the directory it is saved to. By default, it is in your Pictures folder
under Screenshots/Wonderful Realm:s.

Inventory

@
Click the Inventory icon (brown pouch, bottom-left of game screen) ’ro show or hide
the inventory. The hotkey “I" will also work.

Weapon Shield

Legs

( Iv INVENTORY )

I STAFF OF
WALKING

\ 17.0 Damage

3.3 range

1.5 attack speed
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@ 2.0 mana cost

When in the inventory, items can be dragged and dropped between slots.



There are three groups of slotfs: the inventory itself on the left, the active equipment
(including weapon and shield) on the right, and the action bar at the bottom.

Delayed action items, such as inventory health, mana, or money, can be dragged to the
action bar. Then while playing the game, clicking the action bar slot, or hitting the top-row
keyboard number corresponding to the slot, will activate the item (for example, increasing
your health, mana, or money).

Equipable items, like weapons, shields, and clothing, can be dragged to the equipment
section. Various items can only be equipped to specific locations (head, hand, Weapon
slot, Shield slot, etc.). The one you will use most is the Weapon slot. When you receive your
first weapon, you will probably want to use it, and must drag it from the inventory to the
Weapon equip slot.

There is also a “Drop” slot allowing you to discard an inventory item by dragging it to that
slot. It can be picked up again by clicking on it in the world (or walking over it) if you
change your mind.

Event Log

Click the Event Log icon (looks like a calendar) To show or hide the log of events. The
hotkey “E" will also work. All events that show a popup at the top of the screen are put in
the event log so you can reread them if you missed them. The event log is reset every time
you quit the game or go through a teleporter or reload a saved game.
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Volume % % SAVETO:MYGAME

Master Volume > o <X < 5 Medieval:Rocky Hills Village  3/20/2026 4:46 PM

SFX Volume e s @ Normal  0:02:08.745

Music Volume
RESTORE FROM: MY GAME
Medieval:Rocky Hills Village  3/20/2026 4:44 PM

Normal 0:01:13.397

Rocky Hills Village (Medievat)
Player level is1

Enemies remaining: 11
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Pause Menu

Click the Pause Menu icon, which looks like a banner with a cross on it D to pause the
game and open the pause menu. The hotkey “Escape” will also work. From the pause
menu, you can do things like save the game, reload the last-saved game, quit the game
and return fo the ftitle screen, and adjust sound volumes. Hit Escape again or click

return to game” to return to the game.

Quest Log

Click the Quest icon (a lion) to show a list of active quests. Click the Quest icon again

to close the list. The hotkey “Q" will also work.

Stats

Click the Stats icon (looks like a bar chart with a line graph superimposed) D’ro show or
hide player stats. The hotkey “S” will also work.

Main Menu
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Continue to Main Menu
=




When Wonderful Realms is started, you see a fitle screen. Click "Continue to Main Menu” to
go to the main menu, or click the “Quit” button to exit.

b
Continue ']

New Game

Load Game

Settings

Credits

Exit to Title Screen

v2026-3

The main menu has choices for continuing the last game (grayed out if there is no previous
game), starting a new game, Loading a saved game (grayed out if there are no saved
games), adjusting settings, viewing the credits, or exiting back to the title screen.



Load Game

LOAD GAME

HARD

Medieval:Dreary Lane 3/20/2026 3:41pm

Hard 2:04:01.769

Select Delete Save

The Load Game menu lets you select one of the previously-saved games to reopen. After
selecting a game slot, you can click “Select” to open that game, or “Delete Save” to
delete that saved game, or you can click “Back” to return to the main menu.

Start New Game

calmsi y
[
v

CREATE NEW SAVE

Enter a name for your Save

# Confirm
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From here, you type the name you want to save the game under, then click Confirm (or
cancel to go back to the main menu).

SELECT DIFFICULTY

&

N A
)

f‘\

EASY NORMAL HARD

For the novice in the Point-to-move Action RPG. Most players will want to start here. For the player who has played through the game
and wants a challenge. No checkpoints, fewer
pickups, more enemies, no tips.

= Choose Character

Next you will be asked to select Easy, Normal, or Hard level. Most players who have played
ARPGs but not Wonderful Realms wiill probably want Normal. Click Choose Character to
continue, or Back to go back to the main menu.

DIFFICULTY: NORMAL

\_PLAYER
y .
[ [ vioLeT
. | YouNe
Previous

Next Character
Character

Previous
Companion

Next Companion

Start Game

CURRENT PLAYER CHARACTER: VIOLET YOUNG (2/16)
CURRENT COMPANION: SCHULTZ (GERMAN SHEPHERD) (4/10)




Then you can choose your character or companion. Harder game difficulties offer more
choices. When ready, click the Start Game button that looks like a banner with a cross on
it.

Settings

Volume
Master Volume Adjust the overall volume
SFX Volume
Music Volume

Dialogue Volume 4>

— o ———————————————
Path

SCREENSHOT PATH

D:\Pictures\Screenshots\Wonderful Realms

The Settings menu lets you adjust the master volume, or the volume of certain components
separately. You can also set the path where screenshots are saved to. (In game, press the
F12 key to take a screenshot.)



Credits

ALL CREDITS FOUND ON UNITY ASSET STORE EXCEPT WHERE NOTED.

PROGAMMING AND DESIGN
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ANIMATIONS
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“ Speed Up Slow Down

Click this to show credits. Credits are also shown when the entire game is completed.
Buttons allow you to speed up or slow down the credits. Continuing to press Slow Down will
run them in reverse. Press Speed Up to go back to scrolling them forward.

Playing the Game

Movement is mostly automatic: walking or sprinting, and where the landscape requires it,
jumping or falling, climbing a ladder, waiting for a door to open, and so on, all to get to



where the green “Move" cursor points.
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To aftack, click the enemy. You can cancel by clicking about anything else clickable, such
as the ground to move on. The companion will continue to aftack that enemy even if you
cancel, and will attack enemies you don't click if the enemy begins coming to you to
atftack. If the enemy hits you and you are not already attacking another enemy, the player
character will automatically attack. All these things can be used as strategy for different
sifuations, such as clicking the enemy then cancelling to send the companion out to keep
from walking into an ambush. (The companion is immortal in this game).
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The Grim Reaper cleans up the bodies on the level.

There are hazards and fraps. Poisons, moving blades, flames and so on will (sometimes)
take your health a little at a time. Watch for the red indicators showing health being taken.

There are also healing volumes that restore health and/or mana.

There are secret areas with bonuses, like more enemies to fight, or pickups or healing
volumes, or even portals to secret levels.

On Easy and Normal difficulty modes, popup tips are given from time to time.
On Easy and Normal modes, passing certain areas automatically saves for you.

There are many weapons. Some are picked up (and may have been dropped by a
defeated enemy), some can be bought, and some are rewards for completing a quest.
Use the Inventory menu to choose your weapon. Hovering over a weapon shows some
statfs to help you decide.

Shields also help by reducing incoming damage. Some wearable items, like some helmets,
will also provide some additional shielding. These are equipped to an appropriate place
(like a helmet on the head) rather than the “Shield” slot which is for handheld shields.
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If you have no weapons, you can still punch.

Hints

1. Divide and conquer! It is better to fight enemies one at a time, or a few at a time,
than many at once.

a. Fighting two enemies at the same time costs you about 1.5x damage as
fighting them one at a time.

b. Fighting three enemies at the same time costs you about twice the damage
as fighting them one at a time, or 20% more damage than fighting 1, then
fighting the other two together.

c. Fighting four enemies at the same time costs you about 2.5x the damage as
fighting them one at a time, or 33% more damage than fighting them two at
a time.

d. Fighting five enemies at the same time costs you about 3x the damage as
fighting them one at a time, or 40% more than fighting 3 then 2.

e. In general, fighting n enemies at a time costs you about (n+1)/2 times the
damage as fighting them one at a time.

2. Click on a distant enemy to let the dog get there first and help.

3. Do not click on a distant enemy or you will pass other enemies and have to fight
them all at once.

4. Beware of following a fleeing enemies. They may lead you into an ambush.



5. Chests sometimes have treasures in them. Click to open.

6. Panicking can save your life, but you can also panic-run info an ambush!

7. Enemies can move around. Even though you cleared an area, when you come
back to it, some enemies may have moved in.

8. Pickups and secrets can be hidden anywhere. Explore!

9. Build up your experience (XP) by defeating foes, completing quests, and finding
secret levels. This will give you an advantage over enemies in later levels.

First Level Walkthrough

After this, you are on your own! You can also see the first level played (on Hard difficulty
mode) here: https://youtu.be/5Jc8XtgLMVA

1. We assume you start the game in Normal difficulty mode. The character and
companion choice have no effect, but the screenshots assume the following
choices:

PLAYER
{ o 1 vioLer
\ YOUNG
. -y
Previous

Character Next Character

Previous
Companion

Next Companion

Start Came

CURRENT PLAYER CHARACTER: VIOLET YOUNG (2/16)
CURRENT COMPANION: IDITAROD (HUSKY) (7/10)

2. We begin in a cabin on a hill overlooking Rocky Hills Village.


https://youtu.be/5Jc8XtqLMVA?fbclid=IwZXh0bgNhZW0CMTAAYnJpZBExQ3N5dnZIS2JaeDQxOGY4WXNydGMGYXBwX2lkEDIyMjAzOTE3ODgyMDA4OTIAAR6Nu0euhdLoYcFIHHQkyp2sBKKOwzK_R48mY5XEFFZ0P_TEDk8Ud2kSzmTluw_aem_TSSp0bFwyAHzuEqrhJSuUw

- - =  — — )
coneo ®@E0000

I ESC Q

-
A

Note the chest, but as your health and mana are full, it is not needed yet. If you ever
come back for a powerup, click on the chest to open it, then click on the pickups to

refrieve them.
. Ensure the green 3d cursor is on the ground just outside the door (click through the
door). When you click, the door will open and the player character will go outside,

with the companion dog following.




4. Start walking down the path by clicking ahead on the path.
:

Click on enemy to attack.
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Note the fip. These are not shown on Hard mode. Also notice the minimap, with the
red chevron showing the location of the enemy. The white wedge is the player, and
the blue chevron is the companion. These three icons point in the directions the
characters are facing The map itself is a photograph of the area centered at the
player, and oriented so the top of the map is where the follow camera is aimed.

5. You can test a few things: hold the right mouse button down and move the mouse
or adjust the scrolliwheel to alter the view. You can also hold Z to zoom in the
direction of the cursor (e.g., look at buildings in the village in the distance). Or you
can hold X to temporarily tighten the camera on the player---this is helpful if the
player is inside a small space and the camera “wants” to stay outside.

6. Click the enemy to attack. The companion will help. This early in the game, the
enemy should be very easily defeated. In fact, the companion might do the job
before you even arrive!



Roger Beckett: A peasant of the
middle ages. A beligerant fist-fighter.

Violet Young killed Roger Beckett

with significant help from Iditarod

7. The enemy may drop a pickup. Click on it to pick it up, or just walk over it. If you are
full on the item it provides, you will get a "denied” sound. Otherwise, it will add to
whatever the item provides (usually health, but it is randomized). If you can't pick it

up how, you might come back later when you need it and try again.
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The screenshot shows a red bottle of health potion outlined in green. The player
character is full on health and cannot pick it up yet.



8. Continue walking down the path. You will encounter a second enemy. Attack it
and if you need i, pick up what is dropped.

4/29
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Confinue down the path. In this level there may be enemies to the left in the
screenshot below (they move around, so they might have left the area). Walk

around these buildings and clear the area out and take any needed pickups. If you
have more pickup needs, go inside the buildings and search; sometimes there are
chests and pickups hidden in buildings.

8/29
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10. Return to the path and walk to the bridge. The medieval stone-and-wood floppy
diskette indicates a checkpoint. Walking through it will automatically save the game
for you.
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Depending on how the enemies have moved, you might have a few more to fight
first. In the screenshot you can just see the blacksmith enemy.
Click the NPC to start a conversation.




12. You are offered some choices: Hello, to continue the conversation, or Goodbye to
end it. Note the NPC's name is given. He has just said “Hello” to you. The game is
paused while in conversation mode.

Montgomerv Harvey 4\

Hello!

Hello, yourself!

Goodbye!

s 12, | 29
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r\ \\ Montgomery Harvey 4,\

J What can I do for you?

I'd like to buy some items for an adventure.

Oh, nothing, just passing through. Goodbye!
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The shopkeeper offers assistance. You can continue or quit again. Go ahead and
continue by clicking “I'd like to buy some items for an adventure.”




14. So, now we see the shop is actually closed for now.

\\ Montgomery Harvey ‘{/\

J ! Well...my shop is closed. It's not safe to open
A toduy

e

Is there anything I can do about it?

Oh, that's too bad. Goodbye!
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But...again you can choose to continue or exit. Choose “Is there anything | can do

about it2” to continue.
15. Now, you have the option of helping the shopkeeper by making it safe to open the

shop.

'

them, I could open the shop and give you a good solid staff at no
charge.

/ r\ \\\ Montgomery Harvey 4\
j Most thugs in the village are unarmed. If you could deal with

I'monit!

I'll pass; too risky.

00000

You are offered a reward of your first weapon if you agree. Click “I'm on it!” to
confinue.




16. You are immediately given a quest.

New Quest: Eliminate thugs
maurading the village.
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you can click the lion icon (or the hotkey Q) to see the quest in the quest list. Click
the icon or tap Q to close the list. So, it appears you are asked to eliminate all foes in
the scene. When done, you will receive a wooden staff that is a better weapon
than your bare fists. You will need it for the second level!

17. Having exhausted your current opportunities with the shopkeeper, you can confinue.
(If you don’t believe you have exhausted everything, try clicking him again. You will
get a short conversation but nothing really new). So, you can do several things now.




For example, we will go right.
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HEALTH

MANA

MONEY

LEVEL

STRENGTH

SPEED

STAMINA

MAGIC

WISDOM

KILLS
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18. As soon as you get close to the tavern (you may have to actually enter it), the
bartender shows his belligerence by attacking! Defeat the foe and take a pickup if

needed. Not inside the bar are gold pickups (two at the normal or easy level, only
one atf the hard level).

HEALTH

MANA

MONEY

LEVEL

STRENGTH

SPEED

STAMINA

MAGIC

WISDOM

KILLS
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You can try to pick them up, but you can’t since you are maxed out on money and




haven't spent any yet. Don't forget about them, because once you buy something,
you will want to replenish your funds!

19. Exit the tavern and continue to the right. Circle the village counterclockwise and
fight all foes you encounter and collect pickups. If needed, look inside buildings to
find more pickups. Continue until every foe is defeated. You may have fo visit some
areas multiple times because the enemies move.
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And...af some point you will level up. You need to be at (experience) level 2 to go
to the next (game) level or scene.
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And finally, you have completed your quest. (note, the Stats icon (barchart) had
been clicked (or the hotkey S tapped) to open the stats list. Click the icon ortap S
again to close it).
20. Hit the inventory icon (pouch or briefcase) or tap | to open the inventory.
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Weapon Shield

Legs
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\ 17.0 Damage

3.3 range

7 1.5 attack speed
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21. Note the staff in the inventory slot at the top left. Drag it to the weapon slot at the
top right and drop it in the slot. Now, the player character is wielding the staff as a
weapon!




22.

Weapon Shield
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You can also experiment: the staff cannot be added to the action bar, but it can be
dragged to the Drop slot at the bottom left (drag it back to inventory firstl You are
prevented from droping items in use). This will drop it in the world. After exiting the
inventory by clicking the pouch icon or tapping | again, click the staff pickup (or
walk over it) to pick it up again, and then equip it.

Now you are ready to go back to the shopkeeper. This time, there is more o the
conversation.
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J . Hello!
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Hello, yourself! MANA
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23. Click "Hello, yourself!” to continue.
24. Already there is a new item: "I am looking for odven’rure What should | do nexte”
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/{ﬂes not show items

\\ Montgomery Harvey 4>
you cannct ufford

What can I do for you?
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I'd like to buy some items for an adventure. HEALTH
MANA
MONEY

I'm looking for adventure. What should I do next? T

STRENGTH

SPEED

Oh, nothing, just passing through. Goodbye!

STAMINA
MAGIC
WISDOM

KILLS
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Click on it.




25. An offer of another quest.

r\ \\ Montgomerv Harvey Z\

There is an arch house, not far from the windmill, along the river. Thereisa
boat there. Take the boat to the portal to the Enchanted Forest. Something dark

& ) ishidden there...You can also find a good sword and shield for your adventure.

Sounds like a challenge! I'll do it!

Can't someone else do it?

99 /ne  mw

DDDDDD

Click "Sounds like a challenge! I'll do it!” to accept the quest.
26. Well...make that two quests.

|

New Quest: Findthe S8

and'shield.

New Quest: Eliminate dark beings

in the Forest of Enchantment

gaa il DD"D”'EJ‘DD -

These are for the next level, not this level. The reward this time will be experience
points. Note above the action bar is a blue horizontal bar with the text “99/116". This
means you have 99 experience points (XP), but you need 116 XP to reach level 3,
which will be needed to continue the game. Completing quests and killing all




27.

enemies and completing secret levels will add to your XP and make it possible to
confinue. If you don’t have enough to continue (a portal won't let you through for
example), you can either look for another portal with a lower requirement, or go
back to previous levels and finish eliminating foes.

For now, let’s click on the shopkeeper one more time. This time, after clicking “Hello,
yourselfl” and “I would like to buy some items for an adventure”, the shopkeeper

opens his shop.

Montgomerv Harvey v>

w What can I do for you?

5
5
5
5
5
5
5
5
5
5

99/ 116°

On the left is what the shopkeeper has that you can afford. On the right is what is in
your inventory (the staff is not shown if it is equipped). Note the blue box shows you
have $130.00 to spend.



Drag the scrollbar to see all the items. Click an item to get more information.
\ Montgomery Harvey ’~>>
J What can I do for you? IN SHOP

.
STAFF OF
WALKING IN
THE DARK

“\ 16.0  Damage
3.3 range

7 1.5 attack speed

® 2.0 mana cost

2 $)
G-

5
5
5
5
5
5
5
5
5
5

28. In the example, the shopkeeper has two of the "“Staff of walking in the dark™ at
$52.00 each. The info box shows that it gives 16 damage points per hit (the same as
the staff you already have). Less obvious, this staff provides light for seeing in the
dark.

29. However, instead of buying the staff, we will purchase a Health +35 or $35.00. Click
it, then click “Buy”. Click “Quit" to close the shop and continue the game.

30. Now open your inventory again to see the health. This is not an immediate health
pickup like you have seen before, but an “inventory health” that can be saved for



* Weapon Shield

Legs

4 \
‘\IN INVENTORY |

HEALTH
+35
\ 35.0 Damage

Drop e

99/n6 >

E I ESC

31. Drag it to one of the slots of the action bar. For this example, we use the first slot with
a *1" underit.

° Weapon Shield

-
v

cooen 00000

Exit the inventory.

32. Now, the next time you need a health boost but there are no pickups around, you
can either click the health item in the action bar, or tap the “1" hotkey, and if you
need health, it will be used up.




33. Now that you have spent money, you can return to the Tavern and pick up some
gold!

34. Now, if you remember, you accepted a quest that involved taking a boat to the
portal to the Forest of Enchantment. Let's do that. Find the boat first.

PoEE0 500000

E ESC S 1 2 3 4 5 6

35. And here it is outlined in red. Click it to walk to the boat and getin. You will
automatically be taken by the boat to the place where the portal to the next scene
is.
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36. Walk to the portal.

V).
Click portal to magically transport
to the Forest of Enchantment.

e,

=

¢ \' Je—e— /\«
EOEE0 - 00000 A

I ESC

Note that a sign shows where it goes, as well as the minimum experience level
required to go there. If you hadn't eliminated enough foes to reach level 2, the

portal would deny passage.

37. Since you have the experience, click the portal to walk up to it and transport to the

next scene.

{_Forest of Enchqutment (Elven Realm) }

Level 2
S
4

4 \_ \:\ ' e e ,g? ; .;?
@5 00000

As you can see, if you changed your mind, you can go back through the portal to




the first level. Or you can continue.
This is a harder level with more enemies, and more powerful enemies, than the
previous level. It also has two exit portals (not including the one you just entered
through), one of which requires a higher experience level than the other. You will
not be able to use one (fill you visit other levels and come back, at least), but you
can use the other after eliminating enough enemies.
Another note: notice the “1" in a dark circle on the minimap. This shows you are in
“area 1" of the map. Watching this can help you if you are lost. Also hit ESC (or click
the Pause Menu icon that looks like a banner with a cross) to pause the game and
open the Pause Menu, which has the full map of the level displayed for reference.
38. And now, you are on your own. Enjoy the gamel!
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