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Introduction

Of all the tales and legends, there stands one above all — The Legend of
Stonekeep, mightiest of the human citadels and home to the hero Drake. For
it was Drake who defeated the Shadowking and raised Stonekeep back from
the depths of the earth itself. Unless you help, this happy ending may not
come to pass. Stonekeep is the second part of this legend. Thera’s
Awakening, the novella included in this package, is the first part and you
should read it for background. Reading Thera's Awakening is not necessary to
help Drake in his quest, but Stonekeep will be more enjoyable if you do.

Thank you for purchasing Stonekeep! It's been a long road and we hope
that you enjoy playing it as much as we enjoyed bringing it to you.

Team Stonekeep & Interplay Productions

Stonekeep™

Game
Mechanics
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P lay Stonekeep using the mouse and the keyboard.
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Movement

Walking through Stonekeep is controlled by the arrow keys as shown
above. Unlocked doors open when you move into them. Locked doors open
other ways. Climb stairs and ladders by walking into them.

Your mouse controls the cursor. The cursor icon changes to show you
what action you can take with your hands. The left and right mouse buttons
represent your left and right hands. This is important when you equip an
items in each hand, and may affect other actions as well.

Inventory

You can pick up items you find by moving the cursor until it turns into a
grab hand over the item. When you left click once, the cursor changes into
the active item. You can throw an active item by moving it towards the top of
the screen and clicking a mouse button. The higher up the item when you
click, the harder Drake throws the item. Low to the ground, Drake will place
the active item on the floor instead.

Drake has a Magick Scroll that holds your inventory items. To open the
scroll, move the mouse cursor to the right side of the screen. When the cursor
changes to a scroll, click once with either button to reveal your inventory.
Place the item on the scroll and click again to add it to your inventory. You
can stack identical items on top of each other if you want. The number of
items in that pile will appear next to the cursor when you do so.

You can remove items from the scroll by using the grab hand. As you add
more items to the inventory scroll, it changes length to accommodate the new
items. At some point, you will need to scroll the scroll to see all the items. To
move to the top or bottom of your inventory, use the top or bottom of the
scroll. The inventory will scroll as long as you hold the mouse button down or
until you run out of items. The right mouse button scrolls faster than the left
Mouse button.



Stonekeep

Stonekeep™

When you grab items, the right mouse button will automatically add the
active item to your inventory. It will try to add the item to an appropriate
container (like an arrow to a quiver, or a rock to a bag of rocks); if it cannot do
that, it will search for identical items, and if that fails, it will drop the new item
at the top of your inventory. The left mouse button will just open your
inventory for you. The middle mouse button (or the left and right buttons at
the same time) will make the item active.

Mystic Mirror

The mystic mirror allows you to see Drake and his party of adventuring
friends. Use the mirror to equip and wield items, like armor and weapons, or
to use items on your characters, such as heal roots and scrolls.

To toggle the mirror display, move the cursor to the upper right side of the
screen. When the cursor changes to a mirror, click once. Open the mirror by
clicking on the Direction Gem. The mirror will also open when you open the
inventory scroll.

Move an active item to the character portrait in the mirror and click once
to equip or use the item. If the item needs to be placed into a character’s
hand, like a sword, move the cursor over the desired hand and click.

The small bars under your characters are their vitality meters. Click on the
meter to show the number of Vitality points remaining. When Vitality reaches
0, then that character is unconscious. If Drake loses all his Vitality, the game
is over!

Journal

Finding the journal quickly is essential. It records useful information
along your journey through Stonekeep. When you have the journal, open it
by clicking on the upper left edge of your screen (when the cursor changes to
a little journal). Close the Journal by clicking outside it's pages. The Journal
is divided into six sections.

Character Information

The first section shows your character’s statistics and skills. Refer to these
pages to track your character’s improvement and to check his status. When
others join your party, information about them will be recorded here as well.
The combat page shows what armor and weapons you have equipped. It also
shows how much damage your armor absorbs when you are hit and it shows
how accurate your weapon is and the average damage it delivers.
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Notes
If you ever need to record information about your game, use this section.

The quill cursor shows where you can write — click to start typing and press
when you are done typing.
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Runes
This is where Drake records any runes he finds and where spells are

prepared. You can write your own notes next to the runes. (Refer to Magick
for more information.)

Clues
Many important clues are automatically recorded here for you. Refer here

when you need help.

Items
When you find a new item, a record of the item is added to this section.
You can write your own notes here as well.

Maps

Everywhere you step will be recorded in this section. Use the quill to write
notes in squares you have visited. A red mark on the map will show the
location of a note. Click on the mark to see the note. Click on the number
next to the note to jump back to the map. Erase all the text of a note to
remove the red mark from the map. Use the “TAB” or “6” key to bring up
the current map.

Magick

The world of Stonekeep is filled with magick, but you must find the
necessary items before you can use magick to cast spells. There are two basic
items you need: runecasters and runes. You must also have the journal.
Runecasters are magick staves and runes are written symbols of spells. You
will find runes on scrolls as you explore. When you read a scroll with a new
Tune, that rune is automatically recorded in your journal. You can record notes
and observations next to the rune in the journal.

Runes must be inscribed onto a runecaster before you can cast spells. With
4 Iunecaster equipped in either hand, open the journal to the runes section
and click on the rune you wish to inscribe. You will need to click with the right
Mouse button for the right hand or the left mouse button for the left hand.
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Move the cursor to one of the blank slots on the runecaster and click again to
write the rune.

There is a limited number of slots; the number varies and depends on the
quality of the runecaster. If you want to replace an old rune with a new rune,
simply write the new rune over the old.

There are different types of runes: Mannish, Throggish, Faerie, and Meta
runes. The first three are called basic runes, however, Meta runes can modify
basic runes. Meta runes must be written on top of basic runes, but they will

not erase the basic rune.

To cast a spell, click with the appropriate mouse button and then select the
proper spell by clicking on it. A final click may be necessary if the spell
requires a target. The runecaster will remember the last spell you cast, so if
you wish to cast the same spell, you will not need to select it again.

Spells require a power, called mana. When you cast a spell, the mana to
power the spell comes from the runecaster. Spells use different amounts of
mana: the more powerful the spell, the more mana it costs. Runecasters can
only hold a limited amount of mana. When you use all the mana, you will
need to find a magick source to recharge your runecaster.

Shortcuts ut

-Step Forward
Turn Left

Journal

- First page

Notes (most recent)

Runes (first page)
S

Clues (most recent)
S Items (most recent)

Game controls

Save Game

o@

Subtitling (On/Off)
Load Game
Lower Music Volume

Raise Music Volume

afs]5]w

Lower Sound Volume

Raise Sound Volume

Stonekeep™

Turn Right
gStep Back

Map (current map)

First page, current selection
Last page, current selection

Page back in Journal

Jedaluls

Page forward in Journal

BBn’ghmess control
B Mouse sensitivity
EOptions Screen/Cancel
BGame Options Screen
alnventory scroll

o

Muystic mirror

Journal
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Voices (On/Off)
B Quit

Inventory

gTop of inventory
EBottom of inventory

Cursors
E Write

Attack

32

Grab

Stonekeep™

Pause (speech)
.

Up five items
-

Dol

Down five items
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 Inspect
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Turn Page

Stonekeep™
Character

At the beginning of Stonekeep, Drake is capable but not very
experienced. As progress is made through gameplay, and skills practiced,
Drake will improve his abilities. It's important to improve your characters!

Statistics
Strength, Agility and Health are statistics that define your characters.
There are no intelligence or perception statistics. You'll have to provide those
yourself! .
Strength is raw might. It adds to the damage you do in combat and other
physical tasks you may have to perform. Strength improves by using
heavy weapons.

Agility measures quickness and dexterity. With skills and other factors, it
determines how accurate you are in combat. It also reduces your chance of
being hit. Use lighter weapons to increase Agility.

As Health improves, the more likely you can shrug off the effects of poison
or bad magick. It also determines your Vitality. When your Health
increases, your Vitality also increases. Health increases when Strength and
Agility do. y

There are also Skills, which represent specialized training. Skills also
improve by use.

Archery, Axe, Brawl, Dagger, Hammer, Polearm, and Sword are all combat
skills Each weapon you use falls under a particular combat skill. Combat
skill is used to determine your weapon accuracy and speed.

Defense is how good you are with a shield, and how often that shield
blocks attacks in combat.

Stealth is a measure of how quiet you are when walking slowly and
carefully. The better your Stealth, the more likely you can surprise
monsters from behind.

Magick governs your rune magick skill. The more skilled rune-magickians
can use runecasters more efficiently, using less mana to cast more spells.
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Options

pressing the “O” key during normal play will display the options screen.
The game will pause when you do this.

From the Options screen. you may:
Save the current game
Load a previously saved game
Start a new game from the very beginning
Select Game Options
Quit the game

Save game displays your save game slots. Click on the up/down arrows
to scroll through the list. Click on a slot, and type a name to save your
game under. Press “F2" when you are done to save your game, or press
“SPACE” at any time to cancel the operation. You have 20 save

game slots.

Load game displays the save games, along with the names of the games
and a picture of where you saved them. Click on a save game slot to load
that saved game. Use the up and down arrows to scroll through the list.

Start a new game does exactly that.
Quit game exits Stonekeep. Save your game first!

Game Options allows you to change the volume of the music, the volume
of the sound effects and speech, the sensitivity of the mouse and the
brightness of the display. Click on the left and right arrows of an option to
change it. (See Keyboard for shortcuts.)

Return to game will unpause the game and return you to the action.

Here are some pointers to help you start out....

Stonekeep™
Getting Started
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After Thera brings you to the Ruins of Stonekeep, your quest begins.

Press the spacebar or a movement key to close the mirror and the scroll.

Move the mouse cursor over the pile of bones and click once with either
button to search the bones.

Move the cursor over the skull; when the cursor changes to a hand, click
once with the right mouse button - the skull should disappear.

Press the up arrow to walk forward, press the right arrow to turn right.
Search the rubble by punching it.

When the cursor changes to the grab hand, right click.

Now move the cursor to the right-hand side of the screen until it turns into
a scroll, and click.

You should have a rock and skull in your inventory.

Grab the rock out of your inventory with your mouse. The rock is
now “active.”

Click to close the scroll.

Move the rock cursor over the sparkling thing and click again to throw the
rock. The higher the rock, the farther it flies.

Walk forward to the door.

After Thera speaks, (and thank goodness She isn’t mad at you), pick up the
rock using the middle mouse button (or both the left and right buttons at
the same time).

Open the door by walking forward.
Walk through the door, and follow Thera.
When you see the ant, throw the rock at it.

If the ant lives after you hit it with a rock, punch it a couple of times. The
attack cursor shows when you can attack, when it’s full size, and where
exactly you want to attack.

Walk up to the sign of the wall. Move the cursor over the sign and read it
With the Inspect cursor.

©
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From the sign, turn right, walk forward once, and turn to the left.
Walk up to the door and open it. Walk into the room.

Walk up to the chest, and open it with your hands. Grab all the items out
of the chest!

Equip Drake with the dagger by: opening your inventory, grabbing the
dagger, and then moving the dagger up to Drake’s image in the mirror.
Move the dagger over Drake’s right hand and click once when he reaches
to take the dagger. Remember, this is a mirror.

Read the scroll by dragging the scroll to any part of Drake and
clicking once.

When you are done listening to Drake, and you can bypass speech with the
space bar, drop the scroll.

Turn to the right and search the bed with your newly found dagger.

Walk forward and turn to the right. Examine the ruined table with your
cursor. You found something when the cursor changes into the grab hand.

There is leather chest armor hidden in the ruins of the table. Pick it up
and equip it in the same way as you equipped the dagger.

Exit the room and follow the corridor around to the left.

Congratulations! You're on your way to becoming a hero!
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Uhe dbard's Cale™ —_ The Bard’s Tale
The Manual A Quick Overview

About Fantasy Role Playing Games. The Bard's Tale is a f;.’fntasy'role- Aﬂ orientation for beginners, a quick start guide for experts.
playing game. First in a series of Tales of the unknown, this one is set in the How to Use This Manual

iy city of Skara Brae. g . This manual has three parts. This Overview is designed to give first-time =
© Like other fantasy role-playing games, there are three objectives you will adventure gamers a quick sense of the overall gameplay and give experience [
K21 be trying to accomplish. How you do this is up to you... fantasy role-players all they need to know to start quickly o
% Your most important goal is to complete the quest built ir.lto the game. In The rest of the manual is reference material about how vari ous parts of %
o The Bard's Tale the city of Skara Brae is threatened by an evil mage called The Bard's Tale operate, including character buildin g and development, places =
2 Mangar. You must find Mangar and "persuade” him to release the once- and mapping, the combat system and the magic system. There is also a listing [y
= harmonious city from his evil control. and description of all the magic spells and the beginning items available in The

But Mangar is protected by layers of obstacles, mazes and evil henchmen.  Bard's Tale. Finally, there are hints and clues interspersed throughout the

Your second goal is to develop character; caBpagle '(I?flsur-}ni’]ving t]:ese ba;‘negrst. manual.

These characters are your alter ego in The Bard's Tale. They act according to

your commands, but over the course of the game they change, much as real 1% @m?hndf Sun;]marsfl Card 1b A

people do over a lifetime. They improve their skills in magic, combat, stealth, IHS{de he ront flap of your album cover is a ommand Summgry Card,
Ith and treasured objects. And they worry about dying too which h§ts keystroke commands, dI'Sk utilities and step-by-step m.structlons

o for starting up. If you are an experienced adventurer, this card gives you

most of what you need to know; the rest is covered in this section.

2. Adventurer's Guild

soon.

Your third goal is to explore the entire world of The Bard's Tale. There are
numerous goodies, puzzles and special places in Skara Brae. Part of the fun is

e : ing the layout of this fantasy world. How do you get The ADVENTURER'S GUILD is where you start each. This is the ONLY
ifrl::g“zl?eﬂ\lglrl:; rc;?f <;l:)s\():‘/c;‘:';lr\;\?hat's inythe castle? Where are the legendary Spot a party can be formed, characters created, or characters saved to disk.
catacombs of Skara Brae? 3. Use the Pre-Built Party

For your convenience, you will find a pre-built party already waiting for you
So turn the page and get started. Skara Brae awaits. when you enter the Guild for the first time. The party is called *A Team.

They are even outfitted with weapons and armor affordable to characters of
their humble stations.

4. Use City Map on the Package
On the inside of your album cover is a map of Skara Brae. You'll need it.

Notice:
= 2 walled-off towers (wonder what's in there?).
= A castle protected by Guardian Statues.
= Temples for healing, Equipment Shop for purchasing more weapons,
Taverns for drink and gossip, Roscoe's for more spell energy.
= Youlll have to find the Review Board (where levels are awarded
and magic is taught) on your own.

|
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Mapping the dungeons and mazes is up to you. You even have to figure oyt
how to get into the mazes on your own. One clue: each of the 16 mazes
is set up on a 22 by 22 grid. North is to the top of the screen, East is to
the right. Be sure to go to every square; there are lots of specials.

For more about the City of Skara Brae see "Places"

5. Combat

Only your first 3 characters and the first 2 rows of monsters can attack in
hand-to-hand combat.

There are several new combat commands, including Party Attack, for
fighting between party members; Bard Song, for making magic by playing
music; Hide in Shadows, to avoid combat.

For more information see "The Combat System"

6. Magic

There are 4 classes of Magic Users, each with unique magical capabilities:

Conjurers can create objects and heal adventurers; Magicians can bestow
magical effects on common items; Sorcerers can create illusions and
heighten awareness; Wizards can summon and control supernaturall
creatures.

Sorcerer and Wizard classes are not available to first level adventurers.
To create one of these, you must change class of a Magic User who has
achieved 3rd level magic spells in one (for Sorcerer) or two (for Wizard)
other magical arts. Class change takes place in the Review Board. A
Magic User who successfully learns all 7 levels of spells for each of the 4
Magic Classes is an Archmage, one of the most powerful characters in
The Bard's Tale. Once a Magic User leaves a class, he can never return
to it.

Magic Users qualify to learn next level spells based on their experience
levels, but it takes gold to actually learn the new spells.

Casting spells uses spell points in different amounts depending on the
spell. Spell points are regenerated automatically when a Magic User is in
the city in the daytime, and may also be regenerated in Roscoe's Energy
Emporium, or special Regen squares in some dungeons.

(For more information see "The Magic System")

— The Bard’s Tale™
9. The Bard
The Bard makes magic by playing music. He needs an instrument, of
course. He can play'ln combat or during exploration, with different effect.
Only one tune at a time. And one tune for every experience level. Then
he needs to get a drink from any nearby tavern.
You can listen to his music or not. See the COMMAND SUMMARY card
for details.
By the way, the Bard is not too shabby as a fighter.
8. Time
Time waits for no one. Even without keystrokes, time passes, from day to
night and back again.
Nighttime is especially nasty. The really evil monsters hit the streets at
night, ]C?Oklng for characters just like you. And, what's worse, you use up
spell points faster, because spell points only regenerate in daylight.
Now you know enough to get started, if you are an experienced
adventurgr. By the way, the tavern on Rakhir street is the only tavern that
serves wine. And that wine "goes down" easily. You may wish to drop by
to wet the whistle of your Bard. Good luck!
CHARACTERS
RACES

Humans are not the only race in the world of The Bard's Tale. Others are

ml:re magically inclined, stronger and smarter. Part of the fun of a fantasy role-
Playing game is getting to know these different races, and forming your party
accordingly. The races and their descriptions are:

HUMAN: While possibly being of hardier stock, this character is
nonetheless like you or me.

ELF: Patterned after the Tolkien elf, the elf is slight of build, frequently
taller than a human, and very inclined to magic.

}?WARF: The Dwarven people are short and stout, extremely strong and
ealthy, but not amazingly intelligent (i.e., excellent fighters).

HOBBIT: Hobbits are slightly smaller than Dwarves but are nimble and

dexterous. Just the right make-up for a rogue.

©
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- =
HALF-ELF: These crossbreeds are usually blond and fair-skinned, like abbre"iated and so create different magical effects than the full non-combat
elves, and get some added size and strength from their human ancestry. ons. The shorter combat versions don't endure as long either., only one

HALF-ORC: An orc is a large, goblin-like creature often found working round of fighting.
for evil wizards. The Half-orc, being half human, is not quite as despicable Only one Bard tune can be played at a time. If a second one is played
as his orc parent, but you wouldn't want to date one. while the first is still playing (by the same or a different Bard), the first will end.

GNOME: Gnomes closely resemble dwarves, but have less hair and even A Barfil carfxf;:la;; f;lsvman¥ tuneds ‘aSkeXper.ience leve!s bel.’ore his throat gets dry.
shorter tempers. They are also more magically inclined, as a rule. Then it's ofi fo a tavern lor a drink to rejuvenate his voice. Tough duty, but
' - someone has to do it.

Bard songs vary according to the difficulty of the dungeon. When the

CHARACTER CLASSES
going gets tough, the Bard goes drinking.

In fantasy role-playing games, characters choose different "Classes" or
professions. There is no single best class; each has its own strengths. Your
characters must use teamwork to succeed.
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HUNTER: an assassin, a mercenary, a ninja. The hunter can use most
weapons, and has the ability (which grows with experience) to do critical
hits in combat (i.e., to attack a nerve center or other vital area and

C'Zlass selection is the m(?st important aspect of creating a character in The instantly kill an opponent). A good skill.
Bard's Tale. There are ten different classes of characters, but only 8 can be MONK: e _ "l
selected for a newly generated character. Class types carry with them different fight ‘tiqa rtna 1l artist, an almost inhuman fighting machine trained to
abilities and limitations, as are roughly covered below. without weapons or armor. The monk can use them, but, at higher
levels particularly, often does better without.

WARRIOR: the base fighter-type in The Bard's Tale, warriors can use
nearly every weapon there is. For every 4 levels of experience after the
1st, Warriors get an extra attack ability in combat.

PALADIN: Paladins are fighters who have sworn to abstain from all evil

COIYJURER: one of the 4 classes of Magic Users, Conjurers deal in the
physical creation and manifestation of real things (like fire, light, healing).

MAGICIAN: another of the 4 classes of Magic Users, Magicians deal

and to uphold honor and purity in all places. They can use most weapons with magic as it affects physical objects (i.e., enchanting a sword, making
and some that no other fighters can. They get multiple attacks at higher armor stronger, making a dungeon wall disappear).
levels. They also have a greatly increased resistance to evil magic. SOI?CEI?ER: Sorcerers are Magic Users who deal with the creation and
ROGUE: a professional thief with so-so combat ability, the rogue can manipulation of illusion. Due to the power of sorcerer spells, this class is
hide in shadows, search for traps and disarm them. Without a rogue your not available to newly created characters.

ill dearly for the booty it wins. ! !
party will pay very dearly for oty it wins ’ WIZARD Wizards are Magic Users who are dedicated to the summoning
BARD: The Bard is a wandering minstrel. You'll see him with a tankard of §r.ld binding of various supernatural creatures. These creatures are not

endly to humankind and trying to control them is extremely hazardous.

ale in front of him in the less reputable taverns - the rowdier the better.
The Wizard-class is not available to new characters either.

Bards were once warriors, and can still use most warrior weapons. But

they turned to music instead and now play songs with an almost magical effect CHAR A

on other characters. Bards don't get the warrior's advantage of extra attacks in CTER ATTRIBUTES

combat anymore - but their magic is so unique, it is almost impossible to Phys[i-:aCh character you create has five basic attributes which define his
Wsical and mental prowess. When you create a character each attribute is

survive Skara Brae without one. s
Any true Bard has six songs on his lips, though to play them he must hav capagbﬂitya value from 1 to 18, with the higher number reflecting higher

an instrument equipped. A song played as the party is exploring is long-lasting
and continues even after the party returns from combat mode, even if other
songs were played during combat. Any songs played during combat are

T
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STRENGTH (Shown as "ST" on the screen): Strength is physical EXPERIENCE POINTS: This measures abilities galned by experience. th
power and chiefly affects the amount of damage a cfilara.cter can do to an higher the number, the better the character. Characters got efpeerienc’e e
opponent in hand-to-hand combat. Make sure your fighting characters are points for successful combat, according to the difficulty of the fight and the
strong. number of characters who survive. The amount is indicated after every
INTELLIGENCE ("1Q"): Intelligence is mental power. A high suct:essful_ corpbat. A character's running total of experience points is
% intelligence will enable your Magic Users to get bonus spell points. indicated in view-mode. L
i . : =¥
o DEXTERITY ("DX"): Measures agility & nimbleness. A high score GOLD: Gold is the unit of currency in this world. Your characters start with o
% makes your characters harder to hit and helps them strike the first blow just barely enough gold to buy the armor and weapons they need to g
0 in combat. survive. Tigefre arih two ways to get rich enough to buy better equipment: o
® S _ taking gold from the monsters you defeat in combat or selling items you 4
= CONSTITUTION ("CN"): Measures healthiness. It takes more damage to find in dungeons. The first way is more fun. Y% Q—_);
®

kill a character with a high constitution score. This is reflected in bonus

"hit points,” the character's life span. LEVEL ("LV 1"): Level is a general measure of achievement within a

character's class. Level 1 is a novice, L i :
LUCK ("LK"): Luck is an ambiguous attribute, as it has a number of become a Master of a Magic Us::fcfl’assevel 13, for example, is required to
unseen effects on gameplay. For example, lucky characters are more likely :

to resist evil magic and avoid nasty traps. The Review Board will promote a character to higher levels based on his

experience points, but only upon the character's in-person request. An

OTHER CHARACTER STATISTICS advat'blcie in level is'very' important because it generally means an increase in

ARMOR CLASS ("AC"): This statistic reflects the level of protection a attribute scores, hit points, spell points and other abilities.
character has from physical attack. In classic fantasy role-playing style, the SPELL LEVELS (e.g., "MAGI 1"): This shows the highest group of
armor class starts at 10 for a totally unprotected, unarmored character magic spells a character can use in any of the 4 classes of Magic Users.
with low dexterity, and goes down to -10 (called LO) as his protection There are 7 groups of magic spells for each different class.
improves by armor, spells, or other means. Tol :

earn a new group of magi lIs (@ " g i
HIT POINTS ("HITS"): Hit Points measure the damage a character advance two experie%]ce llaevels. (Igllé;ge ssp(ea}l liseelllsl:’,:il i;(?)el\gzgl:elljes\zlsm aurset
can take before he is killed. The "Hits" statistic shows his potential at not the same thing!) For any of the f . i i
fullest health, rather than current status. as follows: ‘ ¢ four magic classes, a Magic User advances
CONDITION ("COND"): Condition shows the character's present .

Experience Level Spell Level

number of hit points. For example, if a character with 10 Hit Points is 1
wounded for 7 hit points, his Condition will drop to 3. Another wound of 2
3 or more hit points will kill him. If he is fully healed, his Condition will 3
return to the full 10 again. (Even though his Condition score changes, his 5
Hit Points stay at 10.) 7

9

SPELL POINTS ("SP PT"): This shows current spell point status.

Points are used up with each cast of a magic spell. If a Conjurer has 20 11

spell points and casts a Mage Flame spell at a cost of 2 spell points, his 13

new total would be 18. A character's maximum spell points are listed in 14 and up
his view-character mode.

i
il
2
3
4
5
6
7
7 maximum
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To change class to Sorcerer, a Magic User must first have learned Spell
Level 3 (or higher) in at least one magical art. To change to Wizard, a Magic
User must first have learned Spell Level 3 (or higher) in two other magical artg

ITEMS: ltems fall into 10 categories: Weapons, shields, armor, helms,
gloves, musical instruments, figurines, rings, wands, and miscellaneous.
Only one item of each type can be equipped for use at any one time. For
example, two different shields cannot be used at once to protect a
character, though the spare shield could be toted around.

Some items can only be used by specific characters. For example, only

Bards can use musical instruments. An item which can never be used by 3
character is marked with a E when he examines it in his view mode or in t
he Equipment Shoppe. An item which has been equipped is marked with

a ce.

A character may carry up to 8 different items.

How To Create a Character

1. While in the Adventurer's Guild, select a race.

2. Character attribute numbers displayed are a combination of genes and
luck. For each different race there is a lowest possible number for each
attribute (the "genes"). The computer then adds a random number (the
"luck") to each attribute.

3. If you are satisfied with the "roll of the dice", choose a character class,
then name this character. If you aren't satisfied "reroll the dice."

4. After being named, the character will be saved to disk, ready to

adventure.

-_—

The Bard’s Tale™
PLACES
THE CITY MAP

There is a map of Skara Brae on the inside of the album cover your
o disk came in. Notice that there are several important looking places
that are blocked off. Like the castle, and the two towers protected by locked
gates. There must be a way to get in there, wouldn't you think?

Use your map to guide you in Skara Brae. If you ever get lost just press
the "?" key and the program will tell you where you are and what time of day

it is.

UNMARKED BUILDINGS

Most buildings in Skara Brae are unmarked. But some of them are
inhabited by the corrupt creatures who have skulked into Skara Brae. So kick
in a few doors and find them. Remember that fighting is good for you; it's the
only way to build up enough experience to challenge Mangar. You should be
disappointed when you kick in a door, screaming a battle cry, and find it
empty. No fun.

When you exit a building and enter the street, the building will be behind
you, and you will be facing the building or landmark across the street.

THE ADVENTURER'S GUILD

The Gl:lilc! is like a union hall where adventurers "hang out" hoping to join
a party. This is where you form a party, and where all adventures begin.

GARTH'S EQUIPMENT SHOPPE

- Garth is one of yesterday's almost forgotten heroes, now retired from
Ve adventuring to supply tomorrow's would-be greats. At Garth's Shoppe
e cters can buy armor and weapons, sell items, have items identified, or
i all the party's gold for buying expensive items. Due to a deal with the city
ittehn,lstz-:;l;dh?; 1aar[1) ;:2?}11‘(: Sel:;zph'}f of ltzia:ic grmﬁr and supplies. But
‘ e iy e s
wﬂqueuntil iy old to Garth, remain in his inventory

ﬂ,‘atE’:R‘-asionally an item won in combat will remain unidentified. This means
( general type might be apparent (e.g., shield, ring), but not which exact
€.9., Dragon shield, Ring of Power). Garth can identify this item for
- for a price.
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The Bard's Cale”
THE REVIEW BOARD

The Review Board is a group of high level representatives from all ten
different classes. Upon your request in person, the Board will determine
whether a character has accumulated enough experience points for
advancement to higher levels. The Board teaches new spells to Magic Users
who qualify for higher spell levels, too, but charges for this training. It pays

the rent.
You may have to do a bit of exploring to locate the Review Board. And it
closed at night.

TAVERNS

Taverns are the Bard's favorite places for gossip and refreshment. There's
even a tavern named after him. Watch him carefully though; the Bard has a
tendency to overtip the bartender.

DUNGEON DELVING

The term "dungeon" refers to any indoor labyrinth, designed for mapping,
combat and puzzle interaction. They take a variety of forms, from towers to
catacombs, and have a varied number of levels for each. You can go up or
down to levels higher and lower than the one you're on via stairways, portal,

and teleportation.

Stairways are not visible from a distance. But when you move onto one
you will be asked if you wish to ascend or descend.

Portals are holes in the floors and ceilings, and are visible from a distance.
You will not go through a portal merely by standing on it; you must first
command your character to do so. If he jumps down through a portal, he will
be damaged from the fall unless he is using a levitation spell. The only way to
go up through a portal is by levitation.

The locations of dungeon entrances are well-kept secrets, but there are
plenty of hints in Skara Brae.

ROSCOE'S ENERGY EMPORIUM

If your spell points aren't recharging fast enough, go see Roscoe. But be
prepared for electrifyingly high fees.

. Upe bard's Cale™

Temples are divine places of resurrection and complete healing. In fact,
his is the only place to cure characters who have been withered or turned to
_ A resurrected character retains all the items, gold and experience points
he had before dying, but he comes to life with only 1 hit point. When he finds
out how much it costs to be resurrected, he may turn over in his grave.

Tips from the Underground: Places

1. Your first three dungeons should be the sewers, the catacombs and the
castle (in that order). Each is progressively tougher. Don't attempt the
catacombs without a party of level 9 or higher characters.

2. Explore and map every square in every maze. There are "Magic Mouths"
that give hints. There are 1-of-a-kind magic items and spell
regeneration zones. Good maps will show you the logical spots for secret
doors and secret rooms, too.

3. Avoid traps. Higher level rogues are excellent at opening chests, but
when in doubt use the "Trapzap" spell. TRZP is guaranteed to work with
no harm to the party, unless, of course, the trap is protected by even
more powerful magic. In fact, you can use TRZP to disarm any traps
you encounter. Gas Cloud traps have doomed many brave but foolish
adventurers. If you set off a trap and nothing happens, you were lucky
not good. You could have been killed.

4. Be sure that your party is fully healed before entering a new dungeon.

5. When you are finding your bearings in a maze, remember that each
succeeding level goes UP in a tower or castle and DOWN in a dungeon.

THE COMBAT SYSTEM

.The Bard's Tale is a game of fighting. It's the only way to build
:"P.Gl‘ience. Fortunately, Mangar and his gruesome creatures are very evil, so
on't worry about their feelings. Kill them, if you can.

Combat with "monsters" (the generic term for all opponents) occur both
: an.d at §et locations. You can also initiate intra-party combat at
meahm:musehir;y time, in case one of your members is turned to the dark side. At
; of combat a list of foes will be given, broken down into the number

of foes in
*0€S in each group. The maxi i 3
f%“ s group imum is 99 monsters per group, with up to
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Combat is divided into a series of "rounds," like a boxing match. At the
start of each round, each of your characters must decide what action he wil]
undertake in the upcoming melee, unless, of course, your party decides to ryy,
away. A menu of possible selections will appear for each character. These

options are as follows.

Attack foes: To physically assault foes in the first or second group of
monsters.

Party attack: To assault another member of the party, including specig|
members.

Defend: Do not interact this round - reduces chance of being hit.

Use an item: Make use of a magical item held in the character's inventory
and currently equipped. This may require specifying a target for the effect

Bard Song: Bards can play a short tune to affect the party or the
foremost group of monsters in some fashion

Cast a spell: Cast a spell at the party or a group of foes. The spell code
must be entered, and a target identified.

Hide in Shadows: A rogue can try to avoid combat altogether by hiding
and, if successful, will be skipped as a target of attack in the upcoming
combat round.

The first three characters in your party can be attacked physically by
monsters, and can attack back. The last three characters can only be struck by
magical attacks, and can only attack back with magic. This simulates your first
three characters being up on the front line of attack, with the last three
characters acting as backup in case one of the first three is killed. The first two
groups of monsters are in a similar position; they are the only monsters who
can attack or be attacked physically.

Once all the choices for your characters have been entered, the round
begins. The most dexterous characters or monsters usually make the first
strike, but luck, character level and character class also affect this. In evenly
matched fights, the outcome often depends on which side gets in the
first blow.

The rate of scrolling of the combat messages can be speeded or slowed.
See the Command Summary list of keystrokes for details.

At the end of a combat round, dead monsters will be removed from the ’
ranks of your foes, and dead characters will be shuffled back to the end of yoV
party. A fresh group of monsters may also advance into the first two ranks t

®
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" their fellow members a breather.

give
At the end of combat, treasure and experience points will be split among
the pattle's survivors.

GPECIAL MEMBERS

The special slot (marked "S") is for monsters who can become part of your

party. They can join by:

1) Being summoned or created as an illusion, or some other artifice related
to a cast spell, or

2) Introducing themselves to the party and offering their services as a
comrade.

Specials cannot be controlled in battle; they choose their own attack mode
and generally go after the primary group of monsters the party is facing.
Specials are cleared out of the S slot when killed. Illusionary specials (created
by a sorcerer) are cleared out if any foes disbelieve them.

If a non-illusionary special is attacked by another member of the party for
any reason, it will turn immediately hostile and fight until defeated.

Tips from the Underground: Combat

1. Usually the.highest dexterity character attacks first. For particularly nasty
monsters (like blue dragons) attack with your highest dexterity characters
first. Your less dexterous characters may not survive long enough to get
in a first strike.

2. Use your spells and Bard songs to lower the armor class of your entire
party. The lower the better.

3. If you are attacked by more than 2 groups of monsters, concentrate on
Magic Users first. If you cannot kill off all the magic-using monsters, you
May want to cast anti-magic spells to protect you against illusions,
Possessions and other spells.

4. You can minimize damage by killing off all but one monster in either of
the first two attacking groups. As a general rule, attack groups with only
One member last, unless it is a deadly monster.

: 5. Many of the undead monsters are capable of draining experience levels,
ing characters old and gray or even turning characters to stone.
Treat the undead with respect. In other words, kill them quickly.

)
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The Bard's Tale™

6. Be prepared to die a lot with level 1 and 2 characters. Especially at
night. Especially when you don't have any weapons and are just walkiy,
to Garth's Shoppe. It might even be a good idea to stay close to a
Temple at night, so you can quickly heal any wounds.

7. Fill the special slot quickly. Conjure or summon a monster or create gy,
illusion, if necessary. The special member will take a lot of heat off yq,
fighters. Monsters tend to attack special members first.

8. Monsters are smart. They usually attack your most vulnerable charactey
first, unless one of your members represents a significant threat.

THE MAGIC SYSTEM

Magic is power. It can make the difference between success and failure
in The Bard's Tale.

It is not always necessary or wise to rely on magic, though, because magjc
is by no means foolproof. There are some places where magic never
functions, and some monsters who are highly resistant to spells. Sometimes
you just have to wade in with fists flying and get dirty.

The best way to tell that your party has wandered into an anti-magic zone
is that all residual spells except light spells are canceled.

Residual spells are magic spells that keep working for more than just an
instant. Light spells, trap detection, secret door detection and magical armor
are some examples. Most residual spells cause a graphic symbol to appear in
the central blank strip on the screen, to keep the player aware that the
duration hasn't yet expired.

All spells have a point cost. In other words, all spells cost the mage casting
them a bit of his internal energy. This energy is return automatically in direct
sun light, and may be regenerated at Roscoe's Energy Emporium or in special
regeneration zones you have to discover

There are magical items hidden in the dungeons and carried by the
monsters of The Bard's Tale. Magical weapons do extra protection. Other
magical items radiate special energies. There are even magic keys and
talismans necessary to get into certain important parts of the game. The mos!
powerful magic items are secreted in the most challenging dungeons and are
guarded by ferocious monsters. When you win one, you should be very proud
and very happy. They can be the key to success against the wickedest

opponents.

&
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a spell, you type in 4-letter codes which are a rough abbreviation
ell name.

Magic Users, even Level 1 novices, start the game with knowledge of
spells in their magical art. Rather than learning one spell at a time,
Jsers always learn whole groups ("spell levels") of spells at once. It's the

thing to mass production in Skara Brae. Here is a description of the

y

Conijuring deals with the instantaneous creation of objects and effects
gh the channeling of a mage's power. Conjurer spells are potent, but not
ted in effect, since the exercise of creation takes a large amount of
to produce even a moderate effect.

)

A conjurer can also produce effects that distort non-solid things to produce
ects, like the distortion of space and time required to teleport human
0 a new location.

ic (meaning the art practiced by a magician) deals with bestowing
effects on common objects. The items do not become magical, but

el)ds of power for the duration of a spell (which is usually the length
at).

e glst of Magic is that it can increase an item's capability, give it a totally
cap ability, or change its form to something totally different.

> 1 e ex'amples: making a sword do greater damage, making dungeon
glow with a magical light, or causing a wall to totally vanish for 1 move.

Y Ya
R
’ 'AERY
]

byword of sorcery is, "seeing is believing." Sorcery does not deal with
manifestation, but rather a creation of illusion and a tapping into a
ed sense of awareness.

~ An llusion is an image envisioned by the spell caster, which he then lays

@ retinas of all who watch augmenting this with appropriate stimulation
@ endings to fool the other four senses. The human mind, believing an
lary creation to be real, can be hurt or even killed by it, unless it is

ow disbelieved.
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A sorcerer, with the aid of his art, can also perceive certain special thingS
hidden from view.

WIZARDRY

Wizardry deals with the summoning and control of supernatural creatureg,
The wizard has fewer spells than the other three classes, but his are by far th,
most potent.

The creatures he can summon come from another plane of existence,
called the Negative plane. They join the special slot in the party, and will figh;
until defeated.

The wizard has some ability to trap and control normal monsters, as we||

Mages who have learned at least 3 spell levels in an art may elect to
change to another mage class at any time. Thus, a level 5 conjurer could
choose to become a level 1 magician. His experience points would be reset tq
0, but he would retain his previous attributes, hit points, spell points, and all
knowledge of his conjurer spells, however; once a mage leaves a magic art, he
cannot return to it.

A mage can become a conjurer, magician, or sorcerer as a second class. A
mage can become a conjurer, magician, sorcerer, or wizard as a third class. A
mage who has knowledge of all 7 levels of spells in all 4 classes is called an
Archmage, and is one of the most powerful personages in the world of The
Bard's Tale.

The Bard’s Tale™
CONJURER SPELLS

s E, Pt. Cost, Range, Duration
ggEDLL NAME Description

) R SPELLS

el 1
MAFL, 2, View, Medium
MAGE FLAME a small, mobile "torch” will appear, and float above the spell

caster as he travels.

ARFI, 3, 1 Foe, —
ARC FIRE A fan of blue flames will shoot from the caster's fingers, doing hits

of damage to a select opponent, times caster's level.

SOSH, 3, Self, Combat
SORCERER SHIELD The mage is protected by an invisible "shield" of magic,
that turns aside many blows that would otherwise hit him.

TRZP, 2, 30 feet, -
TRAP ZAP This spell will disarm any trap within 30 feet, in the direction the
party is facing. It will also disarm traps on chests.

Level 2

FRFO, 3, Group, Combat
FREEZE FOES This spell binds your enemies with magical force, slowing there
movements and making them easier to hit.

MACO, 3, -, Medium
KIEL'S MAGIC COMPASS a compass of shimmering magelight appears above
party, telling the direction they face.
BASK, 4, Character, Combat
ITLESKILL This spell increases one of your party member's skill with
Weapons, increasing the accuracy and ferocity of his attacks.

‘\:’/0%, 4, Character, —
\D OF HEALING With the utterance of a single word the spell caster can

@ party member of minor wounds, healing 2-8 points of damage.
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The Bard’s Tale™

Level 3

MAST, 5, Group, —

ARCYNE'S MAGESTAR A bright flare will ignite in front of a group of yoy,
enemies, temporarily blinding them and causing them to miss the next COmby
round.

LERE, 5, View, Long

LESSER REVELATION This is an extended "Mage Flame" spell which also
reveals secret doors.

LEVI, 4, Party, Short
LEVITATION Partially negates the effect of gravity on the party, causing thep,
to float over traps or up through portals.

WAST, 5, Group, —
WARSTRIKE Causes a spray of energy to spring from the caster's extended
finger, sizzling a group of opponents for 4-16 hits damage.

Level 4

INWO, 6, Special, -
ELIK'S INSTANT WOLF With this spell the caster can make a real wolf appea
and join the party, fighting in its defense.

FLRE, 6, Character, -—-
FLESH RESTORE This powerful healing spell will restore 6-24 hit points to a
party member and cure poisoning and insanity.

POST, 6, Foe, —
POISON STRIKE This spell hurls porcupine-sharp needles from the mage's
finger into a selected monster, poisoning it.

Level 5

GRRE, 7, View, Long

GREATER REVELATION This spell functions like "Lesser Revelation" spell,
only it illuminates a wider area.

WROV, 7, Character, Combat
WRATH OF VALHALLA Makes a member of your party fight with the
strength and accuracy of ancient Norse heroes for the entire combat.

SHSP, 7, Group, -
SHOCK SPHERE a large globe of intense electrical energy envelops a grouP
of enemies, doing 8-32 hits of damage.

The Bard's Tale™

INO! ,9’ Spe(:la]’_ -
Elﬂ‘s INSTANT OGRE This incantation will cause a real ogre to appear and
pﬁl the party.

MALE' 8, Party, Indefinite
A JOR LEVITATION This will make the party levitate as does the level 3

spiell,’ but its effects will last until dispelled.

Level 7

FLAN, 12, Party, —

FLESH ANEW This spell behaves like the "Flesh Restore" spell, except that it
will affect every member of the party.

APARs 15’ Party, i

APPORT ARCANE Allows the party to teleport anywhere within a dungeon,
except for places protected by teleportation shields.

MAGICIAN SPELLS

CODE, Pt. Cost, Range, Duration
SPELL NAME Description

VOPL, 3, Character, Combat
VORPAL PLATING This spell causes the weapon (or hands) of a party
member to be covered with a magical field, which causes him to do an
additional 2-8 points of damage.
A'AR, 3, Self, Combat
7 ARMOR This spell will make the air around the spell caster to bind itself
4 Weightless suit of "armor."
STLL, 2, View, Short
HIAR'S STEELIGHT SPELL Causes all metal near the party to glow with
" light, illuminating the surrounding area.
&) I‘s 2, Pal’ty —_—
CRY « !
SITE The walls themselves will speak, under direction of this spell,
’ to the spell caster his location in the labyrinth.
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Level 2

HOWA, 4, 1 Foe, —
HOLY WATER A spray of water will emanate from the mage's fingers, doing
6-24 points of damage to any undead foe (e.g. skeleton, zombie, vampire).

WIST, 5, 1 Foe, —
WITHER STRIKE Any foe at whom this spell is cast is likely to be turned olq
thus reducing his ability to attack and defend in combat.

MAGA, 5, Character, Combat
MAGE GAUNTLETS Makes a party member's hands (or weapons) more
deadly, adding 4-16 points of damage to every wound he inflicts.

AREN, 5, 30 Feet, Short
AREA ENCHANT This spell will cause the dungeon walls within 30 feet of 3
stairway to call out, if the party is traveling toward it.

Level 3

MYSH, 6, Party, Medium

YBARRA'S MYSTIC SHIELD The air in front of the party will bind itself into
metallic hardness and will accompany the party when it moves, as a sort of
invisible "shield."

OGST, 6, Character, Combat

OSCON'S OGRESTRENGTH Allows a member of your party to damage
monsters as if he were as incredibly strong as an ogre.

MIMI, 7, Party, Combat
MITHRIL MIGHT Increases the armor protection of each party member by
enhancing their armor's natural strength by magic.

STFL, 6, Group, —

STARFLARE The air surrounding a group of your enemies will instantly ignite.

causing them to be burnt for 6 to 24 damage points.

Level 4

SPTO, 8, 1 Foe, —
SPECTRE TOUCH This spell will drain a single enemy of 12 to 48 points of
damage, as if touched by a spectre.

DRBR, 7, Group, - .
DRAGON BREATH Allows the mage to breathe fire at a group of foes, doin?
8 to 32 points of damage to each.

The Bard’s Tale

; ' View, Medium
SMA’R'S STONELIGHT SPELL Makes all stone and earth within range of
tl'-li rty glow with magical light, revealing even secret doors.

Level 5
ANMA, 8, Party, Combat

JTI-MAGIC Causes the ground to absorb a portion of the magical energies
ol at the party, frequently allowing the members to escape all damage. Also
4s in disbelieving illusions and in turning back magical fire, like a dragon's

breath.

ANSW, 8, Special, Combat
AKER'S ANIMATED SWORD A magical sword will appear and fight like a
summoned monster in defense of the party.

STTO, 8, 1 Foe
STONE TOUCH This spell will often turn an enemy to stone, or a stone
ster from living stone to dead stone. But it doesn't always work.

IDO, 9, 1 Wall, 1 Move

PHASE DOOR This incantation will alter the structure of almost any wall
directly in front of the party, turning it to air for exactly 1 move.

YMCA, 10, Party, Indefinite
YBARRA'S MYSTICAL COAT OF ARMOR causes an effect like "Air Armor"
to q‘mr every member of the party, lasting indefinitely.

REST, 12, Party,

TORATION Makes all wounds disa i i
o ppear as your entire party is reforged
m@iﬂawed bodies. Also cures poisoning and insanity.

Dm;“14’ 1 Foe, ¥

Ormr HS. This incantation is very likely to kill one selected enemy, big
1 "
"
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SORCERER SPELLS

KEY
CODE, Pt. Cost, Range, Duration
SPELL NAME Description

Level 1

MIJA, 3, 1 Foe, —

MANGAR'S MIND JAB The mage casts a concentrated blast of psychic
energy at one opponent doing 2-8 hits of damage for each experience leve]
the mage.

PHBL, 2, Party, Combat
PHASE BLUR The entire party will seem to waver and blur in the sight of the
monsters, making the party very difficult to strike.

LOTR, 2, 30 Feet, Short
LOCATE TRAPS In a state of magically-heightened awareness, the spell caste
will be able to sense a trap within 30 feet, if he faces it.

HYIM, 3, Group, —
HYPNOTIC IMAGE If successfully cast, this spell will make a group of your
enemies miss the following attack round.

Level 2

DISB, 4, Party, —
DISBELIEVE This spell will reveal the true of any illusion attacking the party,
causing it to instantly vanish.

TADU, 4, Special, Combat
TARGET-DUMMY A magical illusion appears in the party's special slot.
Unable too attack, it will serve to draw enemy attacks to himself.

MIFI, 4, 1 Foe, —
MANGAR'S MIND FIST A higher power "Mind Jab," does 3-12 hits of
damage to one foe, times the experience level of the mage.

FEAR, 4, Group, Combat ‘
WORD OF FEAR This incantation will make a group of your enemies shake .
fear, reducing their ability to attack and do damage.

(%)

The Bard’s Tale~

, Special, —

LF This spell creates an illusionary wolf to join the party. This and
ons are only effective as long as an enemy "believes" them.

g on power and location, the monster may see through the illusion,
it to vanish.

Self, Combat

AN'S VANISHING SPELL The mage casting this spell will turn nearly
le in the eyes of his enemies, who will have great difficulty in striking

0 Feet, Medium
) SIGHT The mage will experience heightened awareness and be able
stairways, special encounters, spell negation zones, and other unusual

Group, Combat

auses a group of your enemies to fear you greatly, lessening their
their ability to hit and damage you.

View, Indefinite

| The member's of the mage's party will all receive perfect night-
whi h will last indefinitely.

, Special, —
/ARRIOR This spell will create the illusion of a battle-ready warrior
ur party.

ARAN'S INVISIBILITY SPELL This invocation will perform a Vanishing
on the entire party.

1 =

arty, —
This spell will create the illusion of an ogre, which will
and fight with your party.

' ILLUSION This spell will destroy any illusion fighting the party, and
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any new illusions created later in the combat. It will also point out any
dopplegangers in the party.

MIBL, 8, All Foes, -

MANGAR'S MIND BLADE A sharp explosion of psychic energy that inflict
10-40 hits to each and every enemy you face.

Level 6

WIDR, 10, Special, ---

WIND DRAGON This incantation will create an illusionary red dragon to fight
with your party.

MIWP, 9, Character, ---
MIND WARP This spell will make a member of your party go totally insane,

Useful for possessions.

Level 7

WIGI, 12, Special, -

WIND GIANT This spell will create an illusionary storm giant, to join with, ang
fight for, your party.

SOSI, 11, 30 Feet, Indefinite

SORCERER SIGHT This spell functions the same as the "second sight", but it
will last indefinitely.

The Bard’s Tale

Special, i

SUMMONING This spell will gate into our universe a lower power
or demon, who will (under protest) join the party.

1 Foe, —
ANE This spell will do 32 to 128 points of damage to a single
n. The power to summon is the power to destroy.

L) —
& =33
.(/) (D
5 vy}
g &
5 =
[7)

_QC) i~
< )
()

. 10, Special, -
PHANTOM This spell will bring a medium level undead creature

Character, —
y This spell will make any possessed party member to his normal

Special, ---
UMMONING This spell gates in a medium level elemental or demon,
with the party.

, Character, -
DEAD Gives a dead character undead strength, making him attack
es as though he were truly alive.

WIZARD SPELLS

KEY

CODE, Pt. Cost, Range, Duration |

SPELL NAME Description .

g SPELL BIND This spell if successful possesses the mind of any

rcing him to join your party and fight in its
SUDE, 6, Special, - ,
SUMMON DEAD This will gate into our universe a zombie or skeleton to figh
for the party.

REDE, 4, Group, -
REPEL DEAD This spell will do 16 to 80 points of damage to a group of
undead creatures.

4, Group, —
STRIKE This spell works like Demon Bane, but it will affect an entire
I.,demons.
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Level 6
SPSP, 15, Special, -

The Bard's Tale
SPELL KEY GLOSSARY

SPELL SPIRIT This spell will gate in a higher-level undead creature to fight i, Range Terms

the party.

BEDE, 18, Character, -
BEYOND DEATH This spell will restore life and one hit point to a characte,

Level 7

GRSU, 22, Special, -
GREATER SUMMONING This spell will gate a greater demon into our
universe and bind him to the party.

BARD SONGS

1. FALKENTYNE'S FURY
This tune increases the damage your party will do in combat, by
driving them into a berserker rage.

2. THE SEEKER'S BALLAD
This song will produce light when exploring, and during combat it will

increase the party's chance of hitting a foe with a weapon.

3. WAYLAND'S WATCH
This song will soothe your savage foes, making them do less damage in

combat.

4. BADHR KILNFEST
This is an ancient Elven melody, which will heal the Bard's wounds

during traveling, and heal the party's wounds during combat.

5. THE TRAVELLER'S TUNE
This melody makes the members of your party more dexterous and

agile, and thus more difficult to hit.

6. LUCKLARAN
This song sets up a partial "anti-magic" field, which gives party
members some increased protection against spell casting.

@

spell affects line of sight

1 Foe spell affects a single monster, regardless of how many
; you face.
Group spell affects 1 of 4 monster groups
Self spell affects spellcaster only
30 Feet 3 squares in the direction you face
Character  one of 6 party members or special
Party spell affects all 6 party members
Special spell affects "S" slot only; summoned creature enters
. combat next round
Duration Terms
Combat spell lasts until all monsters or all party members are
\ killed, or until party runs away.
Short spell lasts only a few minutes
Medium spell lasts a little longer
Long spell lasts twice as long as "Short"
Indefinite spell lasts until party enters the Adventurer's Guild or

an anti-magic zone
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The Bard's Tale™
TIPS FROM THE UNDERGROUND

The Bard’s Tale

~ Don't venture too far into any dungeon without your maximum spell
e . ints. A good rule is to leave a dungeon when you are down to one
1. Don't be concerned about losing a Level 1 character. Just make anqy, R rter of your maximum spell points.
one. But when your characters reach the 3rd level, back them up qua L B et
regularly using your favorite disk copy program. 9. Manage your spe points carefully. Don't waste a spell if you can

~ accomplish the same thing without magic. Torches, for example, often
work as well as magic light spells. On the other hand, don't be shy about
using magic in combat. When in doubt, blast 'em with magic.

2. If your favorite character gets killed, there are several things you can d
You can resurrect him by magic or in a temple by spending spell p()ims'
or gold. You can turn off the computer and reboot, and your entire ; ‘ . :
party will be restored, but without the experience, gold and magic iteny 3. Locate traps, second sight and.sorcerer sight spc_zlls. all identify traps
they have won since the last time you saved game. Or you can load the within 30 feet. Trapzap spell disarms all traps within 30 feet.
character from your back-up disk onto the main disk, after first deletip,
the dead character from your main disk. NOTE: you can only restore ;
character by rebooting if you have previously saved your party by exiting
the game when in the Adventurer's Guild.

3. In "rolling" a character's attribute numbers, 17s and 18s can often maj ITEMS
a big difference, as follows: Intelligence gives Magic Users bonus spel iy e ; i
points; Dexterity gives fighters (but not Bards) bonus armor protection 5
and first strike capability; Strength allows fighters to do extra damage Torch
combat; Luck allows Rogues to survive even if they accidentally set off 2 :
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4. Cast a long-lasting Bard spell right before entering a tavern. It's like
~ getting a free spell.

for light in dungeons

Sk Lamp longer duration than a torch

trap; and Constitution gives all characters bonus hit points. Broadsword most damaging non-magic sword, only usable by fighters
4. Most character races have at least one attribute they are particularly hi¢  Short Sword a lighter sword, usable by all but mages

in. Pay close attention to starting attributes when designing your party. Dlm;x us}a:ble by all, not too effective

o . m’f xe i
5. Develop a Sorcerer fast. They are very useful in dungeons,dWmards are Zr ;Z‘;!;»C iasrer:‘:gmg weapon, not usable by bards, rogues,
i i ; summon demons, o

extreme:y 1mportfa Tt " a‘d\l/anézielg/el:,ntgizﬁ;r;ge toer Youll need Halbard a combination battle axe and pike, the most damaging

extremey powerful specials. p , too. B sacical weapon

one; you'll want more. Mace

bt the most powerful weapon a rogue can use; an armor
6. Your pre-built party, excellent for beginning levels, may not be the Echor

group for advanced levels. You may want to experimgnt with a hunte! S ff a simple, non-magical cudgel
because his "critical hit" capability can vanquish superior monsters, aétf Buckler Bviall round shield
the monk, who is perhaps the best fighter of all after he reaches the %" Tower Shielq

il a larger shield
level. Leathe, Armor the lightest armor, wearable by all but magicians and

7. Warriors and other fighters often play less of a role against higher le¥ Chain conjurers
magic-using monsters. But without the protection of their armor and Seqt Mail light metal mesh armor, best against light weapons
strong arms, your Magic Users would not survive long enough to lea™ Plate Armor better still, difficult to pierce
the higher level magic spells. Robe. or st.rongest non-magical. armor

8. Beware the Doppelganger monster. It enters your party and looks U Help, will deflect dull old knives, but that's it

covers the head and saves the adventurer's good looks.
some protection for the hands

like one of your members.




Gauntlets metal gloves
Mandolin,
Harp, Flute musical instruments for use by Bards

Item Abbreviations

FGN is an abbreviation for Figurine, a magical statuette which
can come to life.

MTHR is an abbreviation for Mithril, an elven metal with Magiey
qualities. ‘

ADMT is an abbreviation for Adamant, another magical meta|

DMND is an abbreviation for Diamond, one of the hardest

Tips From the Underground: Items
1k

. There are no cursed or bad items, unlike real life. 1

. Don't be stingy. Equip your fighters with the best armor, weapon, shield

. Experiment with all items you find to determine their capabilities.

. Make sure some of your characters carry less than 8 items, or else thé

. Whenever your party captures an especially interesting or powerful

. This manual is not protected by magic shields or air armor. Don' le!

The Bard’'s Tale~

substances known to man or monster.

Generally, the more expensive the item is, the better it works. Almost
like real life. |

wwwww

helmet and gauntlets money can buy. After all, he can't take it
with him.

Magical items are key to success. Remember that an item may only be
magical for certain characters and classes, so trade items around if you
have to.

party will never be able to pick up new magical items in the dungeor®

magic item, save the party as soon as possible. That way, even if
disaster strikes, you will never lose that powerful armor, weapon,
talisman or whatever.

your dog eat it.
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OBJECTIVE AND OVERVIEW

section contains a description of your objective while playing The
ight, and an overview of the game for players who want to get
okly. The rest of the manual contains reference information on
aspects such as buildings and developing characters, finding and
' the many different locations within the game, and using the combat

systems.

The Bard’'s Tale IT”
GREETINGS HERO!

My name is Saradon, a wizard of some fame and little fortune. Thoy
you know me not, and we have never met, I feel that I have known yoy all
my life. For the story of your deeds, your entanglement with Mangar ang his
evil horde in Skara Brae, flows from the lips of every Bard throughout the
Realm. For this reason, your courage and experience, | have contacted yq,
above all others. For now we face an evil much greater than Mangar's. Ap
that threatens not the safety and tranquillity of but one city, nay ... an evi] ¢
threatens the existence of the entire Realm and all the cities and citizens
within!

Recall now the lessons of your childhood. The story of Turin, the
archmage who forged the Destiny Wand in the molten depths of the holy
mountain Krontor. The Destiny Wand, the uniting force which has rallied
armies to the aid of the Realm, and has maintained peace and prosperity for
the last 700 years. But look around you now, where has the power of the
Destiny Wand gone? Lawless mercenaries from the neighboring kingdom of
Lestradae have invaded the Realm and now run rampant through the streets,
Even in Tangramayne, our capital! It is they who have taken the Destiny
Wand, with the guidance of an evil Archmage known as Lagoth Zanta.

Although Lagoth has thwarted each of my attempts to gain knowledge of
his powers and location, I have been able to discover that the Destiny Wand
lies broken in seven pieces, at seven different locations. Lagoth has placed
each fragment of the scepter within a Snare of Death - a puzzle room that wil
require all the wisdom and cunning at your disposal in order for you to survie

Do you believe in legends? Legend states that, “Unimaginable power is
bestowed upon the one who reforges the Destiny Wand ...” Regardless of
whether or not you hold faith in the stuff of legend, you must defeat - ; o ¢
Lagoth Zanta, regain the seven fragments, and reforge the Destiny Wand — ' T;]:l:sta tl;t;lr’ndm;lge;g s;:;/re:hyour charac;ers socrlne initial SHRenEnce
is the only way to save the Realm. fangrama e’s?ua{]) It e.moritpenfousba \.len'turers that lie

Now st o fon iy it o gt o L QR (= crect o b s o
must has discovered my prying magic and even how his mercenaries likely to survive for very long anywhere else in the game
approach. I care not for my own safety, but I pray that my magic is still stro a
enough to deliver this letter and the accompanying booklet into your hands.
The booklet contains powerful quest knowledge which 1 have gathered using
magic and other, more physical, methods. Use it to help you during your
quest. My only regret is that I cannot personally be there to counsel you du®
your quest. May fate smile upon you...and upon me.

()

Destiny Knight, you must assemble a band of adventurers, track
seven pieces of the Destiny Wand, and defeat the evil Archmage,
Zanta. Once you have defeated the evil Archmage and have managed
seven fragments of the Destiny Wand, you must reforge the

a unified whole, thus reunifying the Realm (and winning

ing and Experienced Players

is your first time in the Realm of the Bard, you should read the

ual carefully, then keep it handy for reference during game play. If
a Bard's Tale veteran, the Command Summary Card probably contains
ormation you'll need to get started, but keep the manual nearby for

Because although The Destiny Knight software operates almost

o the Bard's Tale, the game itself is more complex.

The adventurer starts at the Adventurer’s Guild in the Realm’s
, Tangramayne (see illustration below). If you are using first level
S (as new players probably will) proceed immediately to the starter
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2 If you're an experienced player with a band of strong adventurers
* than level 14) transferred from Bard’s Tale, Wizardry, or Ultima III, you
ot 1n search of the Destiny Wand immediately. The first step for any
er, is to start the game using the instructions on the Command
- Once you have entered the game and have left Tangramayne,
Sage in the wilderness and ask him about the Tombs. (See “The

— Daxadan Ow for more information.)
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Map of Tangramayne

Command Summary Card

Follow the instructions on the Command Summary Card to start The
Destiny Knight on your computer and to learn the keystroke commands for
your machine. The Command Summary Card also contains instructions for
using the disk utilities and for transferring characters from Bard’s Tale, Ultim;
I, and Wizardry (see “Pre-Built Parties” below).

Adventurer’s Guild

This is where you start each time you begin a new game; i.e., the first
time you play or after all the characters in your party have “expired.” The
Adventurer’s Guild is the only place in town where you can create characters,
form a party, and save characters to disk.

Pre-Built Parties

When you enter the Adventurer’s Guild the first time, you'll find an
assembled band of Adventurers already waiting and ready to go. This is the
*ATEAM. They're all first level characters and are equipped with only the bat
essentials in the way of armor and weapons, but they're quite adequate for
getting your feet wet in the “starter” dungeon. Use the instructions on the
Command Summary Card to help you get the *ATEAM moving, and see the
“Character Types” section for more information about characters and party
selection.

The Bard’'s Tale IT”

p that’s included with The Destiny Knight will help you become
the Realm and the important locations within, but you're on your
forests, buildings and dungeons. It's a good idea to keep plenty of
er handy while playing so you can create maps of the places you
s is especially important in the puzzle rooms because you may
urn to these over and over, making a little more progress each time
make it all the way through. Keeping a detailed map of your
makes this process easier. Here's a clue: the mazes are set up on a
grid. North is to the top of the screen, east is to the right, and so
of the more important locations are:

D = Starter Dungeon
B = Bank

C = Casino

E = Energy Emporium
G = Adventurer’s Guild
I = Inn or Tavern

R = Review Board

S = Shoppe

T = Temple

there are six cities in the Realm: Tangramayne, Ephesus,
Philippi, Colosse, Corinth, and Thessalonica.

there are a number of castles you'll need to visit, including:
Fanskar’s Castle, Dargoth’s Tower, and Oscon’s Fortress.

The forests of the Realm hide a variety of interesting
buildings, huts and strongholds (as well as a host of
evildoers). Crypts can also be found in the wilderness. The
Gray Crypt dungeon is one, in particular, that you won't
want to miss.
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for healing wounded party members.
for food, drink, and more importantly, information.
for more spell energy.

for gambling types. Be careful, the dealers have been
reported to cheat...

for storing your gold for indefinite periods. Bedder
doesn’t pay interest, but his banks are never robbed or
go bankrupt. You can make withdrawals at any branch.

for increasing the level of your characters and
learning new magic. This one’s not on the map, you

must find it on your own.
In addition to using the *ATEAM, advanced players can also transfer

parties that have already been assembled in Bard's Tale, Ultima III or leardrt
Many of the party’s attributes, such as experience points, weapons, and Sofor
are transferred to The Destiny Knight. See the Command Summary Card ¥
step-by-step instructions for transferring characters on your computer syst®

(D)

bout mapping and locations in the Realm, see the “Places”
elow.)

(£5)
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Combat

Only the first four characters and monsters within melee
range can engage in hand-to-hand combat. The Destiny Knight uses the
same combat modes as Bard’s Tale, such as Party Attack, Bard Song, ang
Hide in Shadows, but distance now has an effect on combat. Enemies appey
within
a range of 10 to 90 feet from your party. Enemies 10 feet away are in Meleg
range and can attack or be attacked with hand-held weapons. Melee range
always begins at 10’ unless you have any type of elongated weapon.

Weapons that are thrown or shot, such as axes, spears, and arrows, are

known as missile weapons and have a range in which they are effective, Theg

weapons are usually nonrecoverable: they can be used only once. There are,
of course, exceptions to this rule. Some magical missile weapons (such as Zg
arrow) can be reused, and at least one non magical missile weapon (the
boomerang) can be reused because it returns to the one who threw it. To
throw or shoot a weapon, select the “Use” function during combat. And
naturally, to use arrows you must have a bow... See the “Combat System”
section for descriptions of more weapons and ranges.

Spells (including Dragon Breath) also have effectiveness ranges. Shorter
ranges will usually have normal effectiveness, while longer ranges will have
decreased effectiveness; e.g. if a spell range is listed at 30’ and you use it at
60, the spell will not be as effective at the longer range. See the “Magic
System” section for descriptions of all spells and ranges.

Magic

There are five levels of magic user which are described below.

Conjurers: Can create objects such as fireballs or magic compasses outd Tl

thin air, as well as heal wounded party members.

Magicians: Can bestow magical effects on common items. They can make
metal glow, or make the air around an adventurer as strong as a suit of
armor.

Sorcerers: Can create illusions, such as additional party members. O thes

can heighten the party’s awareness by giving the party members such
abilities as better night vision.

Wizards: Can summon and control supernatural forces, such as
summoning elementals or reanimating the dead.

®
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age: These magic users have learned at least three levels for each
ous four magic user classes. The Archmage is one of the most
and important characters in The Destiny Knight because an
e can do almost anything. Remember, Lagoth Zanta is an
age... fight fire with fire.

onjurer and Magician levels are interchangeable; you start at either
or and Wizard classes aren’t available to first level adventurers. To
classes, a magic user must have achieved third level magic spells
magic user class. This means that a Magician who can use third
an spells is eligible to become a Sorcerer. A Sorcerer who is using
Sorcerer Spells is eligible to become a Wizard. But remember, if you
magic user class (e.g., starting at Sorcerer instead of Magician), you

_qo back and master the lower level. And if you are striving for

lom, remember that a character can become an Archmage only by
at least three spell levels for each of the magic user classes, and a
ge has mastered all seven spell levels foreach class — Lagoth

oV10!

A d

 bard’s music is his magic. With the proper instrument he can play
loring or fighting (with different effects.) The Bard has seven tunes to
rom, and can play as many songs as experience levels. But the Bard
only one tune at a time. Because the Bard makes a special kind of
or she can often help when normal magic is ineffective. For

if all your light spells are out and you're in complete darkness

ur party is in an anti-magic zone, try Bard song number seven,
wood Melody.”

2 Sage lives alone in the wilderness and is a treasure trove of useful

. You should return to see the Sage after completing every

or he provides the clues that will guide you in each step of finding
ts, of the Destiny Wand and defeating Lagoth Zanta. But you'll find
e’s knowledge isn't given freely. In fact, it’s not even cheap. To

Ir first adventure, ask the Sage about The Tombs...

3 i
1al Members

ition to the regular characters you create and add to your party,
characters who you will meet, conjure, or summon, and who
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will join your party during the game. Some of these characters are benefici
your party (they will help during combat, or while solving a puzzle), otheyg
hostile to your party (they will join your party in order to start intra-party
combat).

The Bard’s Tale 1T

The people of this race are known for their inventiveness,
aggressiveness, and downright stubbornness in the face of
" A perfect set of traits for survival in the Realm of the Bard.

o fair-haired, fair-skinned people closely resemble humans but are
aller, faster, and more agile. The Elven people are highly skilled in
— especially magic and war.

It is essential that you always have one or two empty character slotg in
your party so you can add special members. While this leaves the door Wide
open for creatures such as the Doppleganger monster to infiltrate your ray
it also gives you the ability to enlist the aid of special characters who may |
you closer to winning the game (or just save your first from a horrendoyg "y
death). See the “Character Types” section for more information on speciy|
characters.

These short, stout people are amazingly strong and healthy, but
s very bright. All very good reasons to make sure you have
n your side in a fight.

These small people are wise, nimble, and usually very patient. It is
be, a hobbit can steal the gold-purse from a shadow.

Time l : These people are living proof of the compatibility between
and elves. They are fair-haired and light-skinned like elves, but
ne bulk and strength through their human ancestry.

Time is definitely not on your side here. It moves inexorably onward ‘
whether or not you touch the computer. And nighttime is not the right time {;
be caught outside. Especially since you’ll use up spell points faster at night —
they only regenerate in daylight. The Adventurer’s Guild is a nice place to
spend your first night in the Realm... it's always daytime when you leave the
Guild.

Other places where time becomes an especially important factor are in th
Snare of Death puzzle rooms. Once you enter a puzzle room, the game
converts to real-time, not game-time. Each puzzle room has its own amount ¢
time in which you must solve the puzzle and get out alive. And remember,
your party cannot leave a puzzle room until the puzzle is solved. (See the
“Places” section for more information about puzzle rooms.)

rc: Orcs are large, semi-intelligent, pig-like creatures that can

) be found in the employ of evil wizards. Half-orcs, because they are
, aren’t quite as despicable as full orcs — but they're

just as dangerous.

These people resemble dwarves, but usually have less hair, shorter
and are always better at using magic.
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the characters in your party of adventurers must belong to a
or profession. There isn'’t a single class that’s the best, your
ust depend on each other and use teamwork to succeed on their

CHARACTER TYPES

Humans are only one of many races that can be found in the Realmd Re
the Bard. Half the fun of exploring the Realm is learning about and getting ¢
know the non-human inhabitants. In this chapter we'll take a look at the ch
different races, classes, and abilities. C

ection is the most important aspect of creating a character in the
Bard. There are ten different classes, but only eight to choose
newly generated character. A character’s class is shown in View
’ de, and onscreen at all times by an abbreviation in the CL (Class)
docr - 20N class has its own set of strengths and limitations, which are

L elly in the following sections.
Races

Including humans, there are a total of seven races that inhabit the Rea!m - wa ved onscreen as WA): Warriors can use nearly every

b 3 ; :ofly i
of the Bar.d. Each. of the races that inhabit the Realm are described brietly r B four levels of experience after the Sl
the following sections. ' attack capability during combat.
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Paladin (PA): Paladins are fighters who have sworn to fight a]| evil
uphold honor and purity in all places and situations. Paladins can Use 1
weapons including many that other fighters can’t. Paladins get Multiple
attacks at higher levels and also have greater resistance to evil mag;.

The Bard's Tale IT”

an (MA): Magicians are the second level of magic users and use
» to change the properties of physical objects; i.e., enchanting a
ing armor stronger, or making a dungeon wall disappear.

: rer (SO): Sorcerers are the third level and deal with the creation and
on of illusions. This level is very powerful and isn't available to
acters.

| (WI): Wizards are the fourth level and can summon and bind

al creatures. These creatures don't like our plane of existence
't very friendly. Trying to control these creatures is extremely

s and therefore the Wizard level isn't available newly created

Rogue (RO): Rogues are professional thieves with mediocre comby; d
However, rogues are experts at skulking in the shadows, as well a5
searching for traps and disarming them. Without a rogue in your rankg
your party’s booty will come at an unusually high price. ;

Bards (BA): Bards are colorful characters. Most Bards are warriorg Wy
have given up the art of war for the art of magical music. This doesnt
mean, however, that they've forgotten how to handle warrior weapong,
because they're not true warriors, Bards don’t get the advantage of extr

attacks during combat ge (AR): Archmages have mastered at least three levels of magic

or the previous four magic user classes. Needless to say an

e can pretty much do as he pleases, and new characters cannot
ately proceed to the Archmage level. If you have an Archmage in
, you probably don’t need to read any further.

Because of their unique form of musical magic, it's nearly impossible t,
survive in the Realm without a Bard in your party. Most Bards always have ;
repertoire of seven songs, but must also have an instrument in order to
perform. A Bard song played while exploring is long lasting and will resume
after combat mode; even if other tunes were played during the fight. Songs -
performed during combat are brief, lasting only one round, and their effects
differ from the noncombat versions.

iformation on the magic classes and using magic, see the
em” section later in this manual.)

1 Members (MN or IL)

embers (generically called “monsters”) are characters who meet
r party during its travels. Special members can be either monster
llusion (IL). There are two ways for special members to join your
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Only one Bard tune can play at a time. If a second tune is started by the
same or a different Bard, the first song will end. A Bard can play as many
tunes as he has experience levels before his throat dries; e.g., if your Bard h#
four experience levels, he'll be able to play four tunes from his repertoire. T
only cure for a Bard's dry throat is a large tankard of ale from the nearest
tavern. This is the source of one of the Realm’s popular sayings, “When the
going gets tough, the Bard goes drinking...”

y being summoned, created as an illusion, or using some other

ical artifice.

troducing themselves to the party and offering their services as a
Hunter (HU): Hunters are often known by other titles; assassin, ade in arms.
mercenary, ninja. Hunters can use most weapons and can often instant
kill an opponent by striking a nerve center or other vital area during al
attack (A handy skill that increases in accuracy as the hunter accrues

experience points).

0
Monk (MO): Monk are inhuman fighting machines trained in all aspec® i3
the martial arts. Monks can use traditional weapons, but usually (eSPeC'$‘!
at the higher experience levels) are most effective using their bare han®:

Conjurer (CO): Conjurers are the first of the five levels of magic use

can have up to six special members. They can even be

saved to disk when you return to the Adventurer’s Guild.

can’t control special members during combat. Special members
forms of attack and usually go after the first group of monsters

is facing. Likewise, special members can carry items for your party,
d or use items — only characters you create can use the items

purchase in the game. Illusionary members disappear from the

When they are killed. An illusionary party member is killed if any

¢ in its existence. Any items that an illusionary special member is

as gold) are lost if the illusionary character is killed.

rs, T o

can heal the wounded and create physical phenomena such as fire and lig i
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If a nonillusionary special member is attacked by another party mep,
for any reason, the special member immediately turns hostile aqd fights ungy
defeated. Dead special members can be resurrected and healed just like Your
regular Destiny Knight characters. You can remove special members frop,

party with the “Drop Character” command (see your Command Summayq'

Card). y
View Character Attributes

Each character possesses six attributes that define the physical and
mental abilities for the character, as well as the character’s race, class, ang
possessions. Each of the character’s attributes is randomly assigned a vale
from 1 to 18 — the higher number, the greater the capability. The following '
five attributes are found in the View Character mode. (see the Command
Summary Card for the key sequence that enters View Character mode.)

Strength (displayed in View Character as ST): Pure, physical power that

determines the amount of damage a character can inflict on an opponent

in hand-to-hand combat. Make sure your fighting characters are strong.

Intelligence (IQ): Mental power. A magic user gets bonus spell points for ¢

a high intelligence score. ,

Dexterity (DX): Agility and nimbleness. A high score in this area.makes
your characters harder to hit and helps them land the first blow during
combat.

Constitution (CN): Healthiness and survivability. It takes more damage to
kill a characters with strong constitution. Strong constitution is usually
reflected with bonus hit points (See “Hit Points” below.)

Luck (LK): As always, luck is ambiguous, unpredictable, and has a
number of unforeseen effects on your characters’ lives. Lucky characters |
are more likely to resist evil magic and avoid traps.

Spell levels (SORC, MAGI, CONJ, WIZD): These four attribuFeS“‘
View Character mode show the spell level for the character. This r'atlrigg
determines the highest group of spells a magic user can use in their C[?@
For instance, a Conjurer with a rating of 3 can only use Conjurer spé tslm
to the third level — higher levels can’t be accessed without a higher ral’s
There are seven spell levels per magic user class. Like other attnbutes;)u

ability to learn new spell levels increases with experience points .(but y l
must pay to learn new spells). The table below lists the progression.

The Bard’'s Tale I1T™
1l Level

NOOTUTD D WWN N -

Acquisitions
, d in the View Character mode are skills or items that your
acquire during the course of the adventure. There are four

altogether.

nce Points (EXPER): Measures the character’s abilities that have
d by experience. The higher the experience points, the greater
er’s abilities. Characters earn experience after every battle,

o the success or failure of the battle (success or failure being
mined by the number of survivors in your party).

Id is as precious in the Realm of the Bard as it is your own world.
acters start with just enough gold to buy them the bare essentials
or and weapons to start the quest. Your party can earn more gold
the monsters they defeat in battle, or by selling the things they find in
— the overall strength and armament of your party should

2 which method you use in the beginning.
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(LVL): Reflects the level of achievement within a character’s class.

mple, Level 1 is a Novice, while Level 13 is needed to become a
of a magic user class.

On experience points, the Review Board promotes characters to

Is within their class — but only if the character requests

N in-person; i.e. you must find the Review Board. Advancing levels

fant because it usually means increases in attribute scores such as

2L, spell points, and so on.
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Items (1-8): Up to eight can be carried at one time. Items.fall into tey
categories; weapons, shields, armor, helms, gloves, music_al instrumey,

figurines, rings, wands, and miscellaneous. You must Equip the Characte'n
with the item in order to use it (see your Command Summary Carq foryg
Equip command). Only one item from each type can be equipped a¢ a
time. This means that your characters can't use two shields at once, gy
though there may be two shown in the inventory. n

i a Character

cide that you want to create your own characters for your quest,
the Create Character mode. Create Character mode only works in
er's Guild. Use the command shown on your Command

d to enter Create Character mode, then use the following

 build your characters one-by-one:

The Bard’s Tale I1T™

power. If the Conjurer casts a Mage Flame spell that costs 2
the PTS column value drops to 16. The character’s maximum
are listed in the SPL column, while the spell points remaining
in the PTS column.

): Shows the character’s class in abbreviated form. See “Classes”
2 onscreen abbreviation for each class.

Certain items can be used only by specific characters. For example,
Bards can use musical instruments. An item that can’t be used by a Charagte, 8
is marked with a I in View Character mode or the Equipment Shoppe. Ay
item that has been equipped (so the character can use it) is marked with 4+
symbol.

Onscreen Statistics

In addition to the ten basic attributes shown in View Character mode,
there are an additional five characteristics that determine your characters’
attributes in other areas such as health, experience, armor class, and so on, =
The next five attributes are listed in onscreen columns at all times.

Armor Class (AC): Reflects the level of protection a character has againg = |
physical attack. Armor class starts at 10 for a totally unprotected chara

with low dexterity. As the character’s protection improves through armor
spells, and other means, the armor class drops to -10, and eventually:all
way to L+ (the equivalent of a -21 armor class). Once your character's =
armor class reaches L+, the display doesn’t change even though the arma
class may continue to go lower than-21.

Hit Points (HIT PTS): The two columns that show hit points reflect
amount of damage a character can take before dying and the characters
current condition. The HIT column shows the character’s total number
hit points, or the character’s potential at full health. The PTS column sh
the actual current condition of the character. For example, if a characte;'
has HIT column that contains 20 and a PTS column that contains 20vm 1
character is at full health. If the character takes 3 points of damage du

battle, however, the HIT column remains at 20 while the PTS. colt{m” J }
drops to 17; thus showing you the character’s total potential hit points:

the current actual status.

Spell Points (SPL PTS): These two columns show the total posslbl]‘f"’"ed »
current actual spell point status. Spell points are used with each spfi1 3 i
character casts. The amount of spell points used is determined by t '

itself. For instance, if a Conjurer’s SPL and PTS columns both conta " &

© |

' a race for the character.

computer displays a set of attribute values for the character
are like a combination of genes and luck. There is a lowest

e value for each attribute of each race — these are the genes.
computer then “rolls the dice” and adds the random number to

f the attributes — this is the luck. The sum of the gene and luck
are then displayed as the attribute values for the character.
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re satisfied with the computer’s “dice roll”, choose a character
then name the character. If you want to try for a better set of

es, use the command listed on the Command Summary Card to
the computer “reroll the dice.”

the character’s name is assigned, the character is saved to your
er disk.

the character, you must add him or her to your party with the
mmand shown on the Command Summary Card.

m the Adventurer’s Guild: Characters

too concerned about losing a Level 1 character; just make
When your characters reach level 3, however, backup your
disk regularly with your favorite disk copy utility.

several options if your favorite character is killed. You can

Il points to resurrect the character with magic, or gold to

the character in a temple. You can turn off the computer,

9% and reload your party from the point where you last saved them
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to disk (meaning all the characters lose all the gold and experience 3
they may have earned since the last time they were saved). Or yq, 4
delete the dead character from your main character disk, and rebla “
character from your backup disk. :

The Bard’'s Tale IT”

the most effective group leader.

attention to character statistics while exploring. If you see that
acter’s spell or hit point are draining for no apparent reason,
be in a special square — move immediately. There are many
squares in The Destiny Knight that can affect your party in various

16s, 17s and 18s can often make a big difference when “rolling® for, ) ettt
hal) ways — watch out for them.

character’s attributes. For example, Dexterity gives everyone bonys 5
protection and first strike capabilities; Strength enables you to do ¢
damage in combat; Luck often allows you to survive even if you
accidentally spring a trap; and Constitution provides all characters y;
extra hit points. Although it makes no difference in the first allotmepy =
magic users with high intelligence ratings get bonus spell points in late

turns

~rleaVe open slots for new items in your inventory. Some puzzles
u to take or possess a certain item inorder to solve the puzzle.
no room in your inventory prevents you from solving these types

PLACES

cities, 25 dungeon levels, and wilderness that you can fully

2 are a lot of places you can visit in your travels through the
characters with high intelligence attributes are bound to get lost
diligence on your part.

Many races have a specific attribute they excel in. Pay close attentigy
the starting attributes when designing your party.

Develop a Sorcerer fast — they're quite useful in dungeons. Wizards ;
very important at advanced levels because they can summon extremel
powerful special members. Work toward Archmagedom. You'll needa
least one, and wish you had many more.

The *ATEAM, while excellent for the starter dungeon, may not last lox

at the advanced levels. Experiment with a hunter: because of their
“critical hit” capability, a hunter can often vanquish superior monsters.
And don’t overlook monks — after the sixth level they are probably the
best fighters of all.

Warriors and other fighters are often less effective against the highgr .
level, magic-using monsters, but without their protection, your.Maglc
Users won't survive long enough to learn the higher level magic spels =

of the Realm, that shows main routes and general locations, is
‘The Destiny Knight. Use this map to help find your way around

it beware, the Realm is a big place and not all places have been

mapped. If you find that your party is going where no man, or

ne before, make a map. Also, if you ever become lost, press “?” and
Knight displays your location and the time of day.

Buildings

buildings in the Realm are unmarked and can be entered by
Forward (see the Command Summary Card for the Forward
through the building’s door. Often, however, an unmarked building

by a group of the vicious invaders and your party will have to
lives. Other times, an unmarked building may house the entrance

Keep a slot open for special members. There will be times when you =
need to temporarily enlist the services of a special member to help ¥ [
party through certain portions of the game. If all the member slots in S8
your party are filled, you won'’t be able to add a special membgr-
You can save special members with your party, but you must either
rename the party, or save the special members separately.

Beware the Doppelganger monster. It enters your party and looks ) g
like one of your characters. Dealing with one Doppelganger monsltg ¥
so bad, but if you have a number of empty member slots and_mU P

Doppelgangers enter your party, things can get pretty confusing:

that a building houses the enemy, a dungeon entrance, or if
ooking for a good fight, use the Kick command (see the

il ary Card) to kick in the door and get the drop on the cretins.
The first character in your party is the group leader. Having 2 hiQh J T Fighting is good for your party — it builds experience points.
high luck character in that slot can help you avoid a lot of trouble- © 85 ‘
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Adventurer’s Guild

An Adventurer’s Guild is the “union hall” where ungmplgyefi characte
hang out, hoping to join a quest party. The Adventurer’s Guild is the only
place you can create and add new characters to. your
party. There is an Adventurer’s Guild in every city.

The Bard’s Tale IT"

mbling is a favorite way to relax after a hard day of battling orcs
e found in almost all of the Realm’s cities. The casinos play a
losest equivalent is blackjack, and it’s reported (but not

that many of the dealers cheat through their teeth when they're

b

Garth’s Equipment Shoppe for the Bold

an old half-elf who reportedly sold his mother to a band of

order to finance his first branch — will deposit your gold for
any of his bank’s branches throughout the Realm. Although

dder doesn’t pay interest on your deposits, his bank is never

can withdraw your gold at any time, at any branch. When you

r gold, you must withdraw the entire amount. You can, however,

deposits. Another nice feature of Bedder’s Bank is that the gold

will still be there if you quit and restart the game (even if you're
of characters).

Garth is a retired hero whose deeds are recalled in many a Bard song,
his knowledge of weaponry and other artifacts is v'ast. Ygu can bgy, sell, of
identify armor, weapons, and other items at Garth’s chain of equipment
shoppes in almost every city throughout the Realm. You'can. also pool all' of
the party’s gold for purchasing those special (but expensive) items. Garth's
success as a hero and businessman are known through_out the Realm and
blacksmiths of the Realm gladly provide his shoppes with an endless suppjy 4
basic armor and weapons.

Unique items brought back from the dungeons can be sold to Gath, bu W
they won'’t be resupplied if they're sold to othe,r adventurers (othgr residentsg
the Realm do purchase equipment from Garth’s shoppes). Occasionally yoy
may find an object that you suspect is special. Al'Fhough you may be able to
identify the object’s general purpose (i.e. ring, shield, sword), you may nc(;tbfe
able to identify its specific type (i.e. Ring of Power, Dragon Shield, Swo‘r o | =
Zar). Garth can probably identify these objects for you, but Garth doesn't wot
cheap.

Review Board

The Review Board is composed of representatives for the ten different
classes from all over the Realm. Based upon your accumulated expenenc: )
points, the Review Board will consider your in-person request for advair;:;i .
to higher levels. The Review Board also teaches new spells (for a nom
to magic users who qualify for advancement.
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s are favorite places to obtain refreshment and gossip. Watch out
in taverns — he has a tendency to overtip the bartender and tip

 take a variety of forms such as towers, catacombs, or tombs
nave a varied number of levels. You can go up to higher or

levels by using stairways, portals, or teleportation; whichever is
ent or readily available.

are not visible from afar, but you're asked whether you want to

cend when your party steps onto one. Dungeons also contain

Pecial squares that may affect your party in varied, and sometimes
. If you suddenly see that your character’s spell or hit points are

igou may be in a special square. Move your party to safety as
ible.

There is a Review Board in almost every city of the Bealm, but yOltJ ﬂou d
to do a bit of searching in order to find them — and it’s 1m'p.ortant thareysst”
find them. Your success in the Realm depends upon th? ability to pr.ole,1 iy
higher character levels. By the way, the Review Board is closed at nig
on all government proclaimed holidays. Pear as holes in the floor or ceiling and are only visible from a

racter won'’t go through a portal simply by standing on it,

command to do so (see the Command Summary Card). If a
S down a portal, the character will be damaged by the fall unless
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L ding your bearings in a labyrinth, remember that each
level goes up in a tower or castle, and down in a dungeon or

a levitation spell is used. A levitation spell is the only way to travel up thrg
a portal.

e location of dungeon entrances are well-kept secrets, but there : ! . o) )
Plen—tryhof clues throughoit the Realm — if you look hard enough. . ents of the Destiny Wand are hidden \.mthnn real-time puzzle
own as Snares of Death. The game will alert you when your
entered one. Once inside, you have a limited amount of time
e the various tasks, puzzles, and riddles within the room and
he segment. In some rooms the tasks must be completed in a
order, in other rooms the order isn’t important. In any case, if

too long in a puzzle room, your entire party will instantly
There is a Snare of Death in every dungeon with the exception
 starter.

Roscoe’s Energy Emporium

Roscoe’s a cagey old mage who opened his chain of Energy Empoy;
hoping to cash in on the sorceral energy crisis of ‘27. Even after the ey
archdemon was destroyed and the sorceral energy continuum was restoreq
Roscoe found that his Energy Emporiums could still turn a healthy profi
They're still around today, serving the energy needs of all magic users. Spel
points aren’t recharging fast enough? Go see Roscoe... but be sure to bring
plenty of gold. COMBAT SYSTEM

oing to have to fight to become The Destiny Knight. There's
ept temporarily); it's the only way to build experience points
. But don’t worry, most of the monsters you'll meet during
you plenty of incentive to fight — and you won’t always be

Temples

As divine institutions of resurrection and complete healing, temples are s
only places that can cure characters who have been withered or turned to
stone. A resurrected character still has all the same item, gold and experieng
points, but is resurrected with only one hit point. Although a dead character
can be brought back to life, he may have to sell his soul in order to do it.
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ng “monsters” (a generic term for all opponents) occur randomly

ons. You can also use intra-party combat should one of your

) the dark side. A list of foes (broken down by the number of

up) is given at the beginning of the battle. The maximum

is up to four groups of monsters. Any groups of monsters
party is within melee range and can physically attack your

nonsters, however, begin attacking far away and may throw
oned foes into your path to keep your party from

tactic is difficult to defeat, but with the right combination of

Slle weapons, your party can fight back.

Tips from the Adventurer’s Guild: Places

1. Your first adventure should be in the starter dungeon in Tangramayne
The starter dungeon is at the opposite end of town from the
Adventurer’s Guild. Instructions and details about this dungeon are
presented when your party enters. Any party is allowed in the stgrter 7
dungeon, but only characters less than level 12 receive the maximum
reward for completing the starter dungeon.

2. Explore and map every square in every maze. There are Magic Moutf¥ .
that give hints. Mazes also contain one-of-a-kind magic items and §
regeneration zones. In addition to keeping you alive, carefully draw?
maps will show the logical places for secret doors and rooms.

3. Avoid potential traps. High level rogues can easily open chests, bltltﬂ‘ j
the “Trapzap” spell when in doubt. TRZP is guaranteed to pfOteC ol
party from harm. TRZP will disarm any trap you encounter, inclu o
the innocuous Gas Cloud traps — which have doomed many a b/@
(but foolish) hero.

4. Make sure all members of your party are fully healed before
new dungeon.

g match, combat is divided into a series of rounds. You must
Clion each of your characters will take in the upcoming melee at
each round — unless you decide you want to run away. A
- Options appears for each member of your party at the

round. Each menu option is described below.

Foes: Tells the character to physically assault members of any
monsters within 10’

gl
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(P)arty Attack: Tells the character to physically assault another Meny
the party, including special members. (See
“Character Types” section above.)

(D)efend: Tells the character to simply defend during the rounq
reducing the chance of being hit.

thg

(U)se an Item: Tells the character to use a magic item or missile Wos
from the inventory that’s currently equipped for use. You may be r, ),
to specify a target for the effect.

(B)ard Song: Tells the Bard to play a short tune to affect the party jy
some fashion

(C)ast a Spell: Tells a magic user to cast a spell at the party or a group ¢

foes. You must enter the spell code and specify a target.

(H)ide in Shadows: Tells a rogue to try and avoid combat by hiding
the shadows. If successful, the rogue is skipped as a target when the
combat round begins.

Your first four party members (0-3) can be physically attacked by mong
and can also retaliate. The last three characters can be attacked with magjc
only, and can retaliate with magic only. Using this method puts your first fg

characters on the front line of attack, and holds the others in reserve in cas

the front four don't fare to well. Monsters within melee range operate
similarly; they're the only group that can attack or be attacked physically.

When the battle commands for all your party members have been ente

the round begins. The most dexterous and powerful characters and monster

usually strike first, but luck, character level, and character class also play att
in the combat. The outcome of evenly matched battles, however, often
depends on getting in the first blow.

The scrolling speed of the combat messages can be increased or decré®

according to your taste. See the Command Summary Card for details on
option.

Dead monsters are removed from the ranks of your foes, and dead
characters (including non illusionary special members) are moved to the
your party list at the end of every combat round. When combat ends —
either your party or the monsters are destroyed — treasure and experien®
points are distributed among the survivors.

end

@

“Special Members” in t
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n the Adventurer’s Guild: Combat

fearsome creatures such as Dragons. Less dexterous
might not survive long enough to get in the first strike.

and Bard song to lower the armor class of your entire party.
ber, the lower the armor class rating the better.

acked by more than two groups of monsters, concentrate your
on the magic users first. If you can’t kill all the magic-using

ons, and other spells.

eral rule, attack groups containing only one monster last, unless
a particularly deadly monster, then attack it while your party

can drain experience levels, rapidly age characters, critically hit,
1 turn characters to stone. Treat the undead with respect — kill
uickly.

's a good idea to stay close to Temples at night so

. you can heal
quickly.

be that you cannot physically attack a group of monsters that

re than 20’ away. You can't advance up to them either, if there is

group already within melee range. For this reason, keep a well-

supply of missile weapons (i.e., arrows, spears, axes, etc.) —
OW you to attack monsters who hide behind others.

MAGIC SYSTEM

‘;; is power. But although magic often means the difference

fiure in the Realm of the Bard, it isn't always necessary or wise
gic. There are places in the Realm where magic doesn’t work,
ers who are highly resistant to magic. Sometimes your

just have to work up a sweat using good old brute force.

@

‘will

er with the highest dexterity rating and level number usually
(s first. Use the character with the highest dexterity rating to attack

cast magic-repellant spells to protect your party from illusions,

undead monsters (monsters who have returned from the dead; i.e.,
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Residual Spells

The best way to tell if your party is in an anti-magic zone is to watcy, -
residual spells. Residual spells are magic spells that work for long Periodg 4
time, such as light spells, trap detection, secret door detection, and Mag;
armor. Most residual spells display a symbol above the main message b,
onscreen to tell you that the spell is still active. If one symbol disappears,
spell has expired. If all but a magic light spell disappears, you are probgpy, .
an anti-magic zone. All spells except magic light are canceled in anti-magje
zones.

begin the game with the knowledge of all the spells for their
and level. Magic users learn new spells by level (in groups),

e spell at a time. Each level can contain from 2 to 4 spells. For
t level Conjurer will automatically know all the Conjurer spells
(a total of 3 spells.) A third level Conjurer will know the first,
level Conjurer spells (a total of 9 spells.)

1g: Conjurers perform the instantaneous creation of objects and
»u channeling their sorceral energy. Conjurer spells are potent, but
otent because of the enormous amount of energy required to

i ts the casting mage a s 3
Spells have a point cost. Each spell costs the casting mage a small B dlerate effect.

of sorceral energy. A mage can recharge his sorceral energy in three way,

can also affect natural phenomena to produce new effects. One
would be distorting the space-time continuum in order to teleport

1. Enter direct sunlight. Sorceral energy recharges automatically in digey .
reatures to new locations.

sunlight.

2. Regenerate at Roscoe's Energy Emporium. Roscoe has prices that y;
make OPEC blush.

3. Find one of the special regeneration zones scattered throughout the
Realm. Regeneration zones can be anywhere in dungeons.

: Magicians can bestow magical effects on common objects. This is
that the item becomes magical, it doesn’t. But it does radiate
gy for the duration of the spell. Spells usually last as long as

t continues.

in purpose of the magic practiced by Magicians are to increase an
abilities, give the item new capabilities, or to transform the item
1 g completely different. For example, a magician might cast a
at makes a sword inflict more damage, makes dungeon walls glow,
a wall to totally vanish for one move.

Magic Items

Inanimate objects can possess magical power also. Magical weapons, for
instance, inflict extra damage, while magical armor provides extra protection
Other magical items radiate special energy that is beneficial to your party. ¢
may even need to find magic keys or talismans which are necessary an<_i thal
will give you access to secret or protected areas in the Realm. Magical items
are often hidden in dungeons or carried by monsters.

Sorcerers can cast illusions and possess a heightened sense of
ss. The Sorcerer’s motto is, “Seeing is believing.” Sorcerers create
by first envisioning an image, then magically projecting that vision
he retinas of all who watch.

ipplemented with the appropriate stimulus to the victim’s other
illusion is so real it can hurt, even Kkill, the victim. Naturally, the
e only effective as long as the victim believes them to be real. As
the victim stops believing in the illusion, the spell is broken.

their heightened senses and precise control of the mind,

can often see things that aren’t readily apparent.

The general rule is: the more powerful the item, the harder it is to obta
The most powerful magic items are usually found in the most challenging
dungeons, guarded by the fiercest monster. When you obtain one of thése
important items, be sure to guard it well — it may be the key to becoming
Destiny Knight.

Casting Spells

You cast spells by typing a four-letter abbreviation of the spell nam
the computer prompts you to do so. The entire list of spells, codes, an
points required for each begins in the “Conjurer Spells” section later 10
manual.

zspd dry: Wizards can summon and control supernatural creatures and
8. The Wizard has fewer spells to choose from than the other

Wizard spells are by far the most powerful.

es a Wizard summons come from the Negative Plane. As a
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- THE BOOK OF SPELLS

g sections list and describe all of the spells known to Realm
the four mage classes. The sections are organized as follows:

Uhe bard' s Cale 11

special member controlled by your Wizard, these otherworldly Creatypg,
stay in your party and fight until defeated.

In addition to summoning Negative Plane creatures, the Wizard cap, o
trap and control normal monsters, and can harness incredible energy
sources as well.

Jr_.ost Range Duration

\ME — a brief description of the spell’s effect and
| instructions for use.

Archmagedom: Archmages are the wise ones who have Progresseg
through at least three levels for each of the four mage classes. Thjg Qives
the Archmage the ability to pick and choose from up to 75 of the :
spells. The Archmage is one of the most powerful and well-respecteg

characters in the Realm of the Bard.

Moving Up In Rank

Mages who know at least three spell levels in an art (a magic user Class,
can move up to a new mage class with the blessing of the Review Board,
means a level 5 Conjurer can become a level 1 Magician.

effectiveness is measured in number of game squares, with
valent to 10 feet (10’). The range terms are defined below:

~ affects line of sight

 affects a single monster, regardless of the number your party
~ faces.

~ affects a wall in the direction the spellcaster faces.

 affects all the monsters your party faces.

affects 1 of up to 4 monster groups.

 affects the spellcaster only.

 affects anything in the direction the spellcaster is facing for

Moving to the new class resets the character’s experience points to (),
leaves the other attributes such as hit points, spell points, and ggld as they
were. The character also retains knowledge, and can use all the Conjurer spells—
but only through spell level 3.
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Once a character moves to a new magic user class, he or she cannot g

~ number of feet specified with ##.
back and learn the skipped spell levels.

 affects the party member you designate.
- affects the special member you designate.

- signifies a spell that hits with full effectiveness up to the listed
- range, and at reduced effectiveness when it hits at double the
listed range.
provides information, knowledge, or some other effect that
- renders a range measurement Not Applicable.

0 a range, spells have a duration or lifetime. The duration
below:

lasts until combat ends through party victory, monster victory,
Or running away.

lasts for exactly one move.

for the entire round of combat.

~ lasts a few minutes only.

~ lasts several minutes.

lasts twice as long as Short spells.

@
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Indefinite lasts until the party enters the Adventurer’s Guild or ana

The Bard’s Tale IT”
SHORT

magic 200, : nullifies gravity, causing the party to float over traps, or
Misc has multiple or variable ranges. portals. ?
N/A is so short, assigning a duration is Not Applicable. The ,,

GROUP (20) N/A
n energy stream shot from the spellcaster’s finger that sizzles a
5 to 20 hits of damage.

the spell is immediate.

CONJURER SPELLS

Level 1

MAFL 2 VIEW MEDIUM
MAGE FLAME: a small self-propelled “torch™ appears and floats above the
spellcaster as he travels.

ARFl.: 3 1 FOE (10)) N/A
ARC FIRE: a fan of blue flames jets from the spellcaster’s fingers, inflicting}
to 4 hits of damage, which are multiplied by the spellcaster’s level, on the
selected opponent.

TRZP 2 30’ N/A
TRAP ZAP: disarms any trap within 30 feet (3 squares), in the direction the
spellcaster is facing. TRZP also works on chests, but still costs the same
amount of spell points.

Level 2

FRFO 3 GROUP COMBAT
FREEZE FOES: binds your enemies in magical force, slowing them down an
making them easier to hit.

MACO 3 N/A MEDIUM
KIEL'S MAGIC COMPASS: a compass of shimmering magelight appears
above the party and shows the direction they face.

WOHL 4 CHAR N/A
WORD OF HEALING: lets a spellcaster heal a party member who suffers
4 to 16 points of damage by uttering a single word.

PARTY N/A

NT WOLF: summons a giant, extremely fierce wolf to join your

N/A
. a powerful healing spell that restores 10 to 40 hit points
. including those stricken with insanity or poisoning.

LONG
ATION: operates like LESSER REVELATION, but
wider area for a longer period of time.

GROUP (20) N/A
: creates a large globe of intense electrical energy that
of enemies and inflicts 10 to 40 hits of damage.
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:PARTY N/A
T OGRE: materialize the biggest, meanest ogre you've ever
Vith your party.
" PARTY INDEF
/ITATION: operates like LEVI from level 3, but it lasts dispelled
ell is terminated by some event such as activating an anti-

Level 3

LERE 5 VIEW LONG .

LESSER REVELATION: an extended MAGE FLAME spell that also re#% opethY el

secret doors. - L , but affects every member of the party.



The Bard’'s Tale IT”

APAR 15 PARTY N/A

APPORT ARCANE: teleports the party within a dungeon to any locay;
that's not protected by a teleportation shield. Also teleports the party .
cities that are in the range of +1 to 6. Your party always arrives in the . ¢
Adventurer’s Guild. :

FAFO 18 GROUP N/A ‘
FAR FOE: moves a group of foes 40 feet further away from your party
a maximum distance of 90 feet. g

INSL 12  PARTY N/A
ELIK’'S INSTANT SLAYER: materializes a slayer that joins your party,
a slayer? The name speaks for itself...

MAGICIAN SPELLS

: The Bard's Tale I
By SHORT

PARTY MEDIUM

STIC SHIELD: causes the air in front of the party to form an
at's as hard as metal and precedes the party as they move.
AR COMBAT

TRENGTH: endows a specific party member with the
ogre for the duration of the battle.

'GROUP (40) N/A
nites the air around your enemies, scorching them for 10 to

KEY

CODE Pt. Cost Range Duration
SPELL NAME — a brief description of the spell’s effect and
any special instructions for use.

Level 1

VOPL 3 CHAR COMBAT
VORPAL PLATING: causes the weapon (or hands) of a party member toe
a magical field that inflicts, which causes 2 to 8 points of additional damage

QUFI 3 CHAR N/A
QUICK FIX: regenerates a character for precisely 8 hit points up to the
character’s maximum hit point level.

1 FOE (70") N/A
8 : drain a single enemy of 15 to 60 points of damage; like a
ath itself.
- GROUP (30) N/A
ATH: let’s the spellcaster breathe fire at a group of monsters,
0 44 points of damage on each monster.
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I PARTY COMBAT
C: causes the ground to absorb a portion of the spells cast at the
isters. Often allows the party to escape unharmed. This spell also

SCSI 2 PARTY N/A ) ving illusions and shielding against magical fire such as Dragon
SCRY SITE: causes a dungeon or wilderness pathway to reveal the party? ;

location. 4

i 1 FOE (10) N/A

Level 2 CH: usually turns an enemy to stone (except those already made

HOWA 4 1 FOE (10) N/A .
HOLY WATER: holy water sprays from the spellcaster’s fingers, inflicti3
24 points of damage on any foe of evil or supernatural origin.

MAGA 5 CHAR COMBAT
MAGE GAUNTLETS: makes the hands (or weapon) of a party member 2l
deadly by adding 4 to 16 points of damage to every wound it inflicts on

®

1WALL 1 MOVE

turns almost any wall to air for exactly one move.
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YMCA 10 PARTY INDEF
YBARRA'S MYSTICAL COAT OF ARMOR: operates like YBARRA'g
MYSTIC SHIELD, but lasts indefinitely. N/A
the nature of any attacking illusion, causing it to vanish.
Level 7 N/A
REST 12 PARTY N/A creates the illusion of a battle-ready ninja among the ranks

‘ninja will fight until defeated or disbelieved.

OuUP COMBAT
R: an incantation that causes a group of enemies to quake in
their ability to attack and inflict damage.

RESTORATION: regenerates the body of every party members to Perfeg
condition; it even cures insanity or poisoning.

DEST 14 1FOE(10) N/A
DEATHSTRIKE: very likely to kill one selected enemy.

WZWA 11  PARTY N/A
WIZARD WALL: create a wall of force that travels with the party and abgy
many of the enemy’s attacks.

SASP 30 PARTY N/A

SAFETY SPELL.: teleports your entire party to the Adventurer’s Guild in
Tangramayne, minus all gold. Use this spell only in dire emergencies becays
is not 100% reliable.

- PARTY N/A

: similar to ELIK'S OGRE, but the WIOG is an illusion.

3 N/A

: SIBILITY SPELL: an invocation that renders the party
le to the enemy.

MEDIUM

heightens the spellcaster’s awareness in order to detect all
and tricks that lie directly ahead.
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SORCERER SPELLS

KEY

CODE Pt. Cost Range Duration

SPELL NAME — a brief description of the spell’s effect and
any special instructions for use.

INDEF
s the entire party with perfect night vision for an indefinite

PARTY N/A

GON: creates an illusionary red dragon to join the ranks of your
|,

Level 1

MIJA 3 1 FOE (40’) N/A

MANGAR'S MIND JAB: casts a concentrated blast of energy at one
opponent, inflicting 2 to 8 points of damage for each experience level of
spellcaster.

PHBL '+ 2 PARTY COMBAT
PHASE BLUR: causes the entire party to waver and blur in the sight of the
enemy, rendering your party difficult to strike.

LOTR. 2 30 SHORT :
LOCATE TRAPS: heightens the spellcaster’s awareness in order to deté¢
traps within 30’ along the direction the spellcaster is facing.

®

LL FOES COMBAT
ON: destroys any illusions among the ranks of the enemy
/illusions from appearing. This spell also exposes any

Within the party.

s ALL FOES (30 COMBAT
B D BLADE: strikes every opposing group within range
SIon of energy capable of inflicting 25 to 100 points of damage.
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Level 6 GROUP (10) N/A

WIGI 13 PARTY N/A ( FOCUS: lands.a cone of gravitational energy on a group
WIND GIANT: creates an illusionary storm giant that joins and fights forl §125 fo 100 points of damage.

party.

S@SIv: 41 30° INDEF

SORCERER SIGHT: operates like the SECOND SIGHT spell, but |astg 1 N/A. . 41
indefinitely. shadowy wraith to unwillingly join your party.
1 FOE (30) N/A
E: inflicts 100 to 400 points of damage on a single creature of
Level 7 al origin.

WIMA 14  PARTY N/A
WIND MAGE: creates an illusionary Archmage to join your party.

WIHE 16  PARTY N/A
WIND HERO: creates an illusionary hero to join your party.

MAGM 40  ALL FOES (90') N/A
MAGE MAELSTROM: assaults a group of spellcasters and may do one of
follow: inflict 60 to 240 points of damage, turn them to stone, or kill them
outright. However, because the maelstrom is illusionary in nature, a
disbelieving monster can totally disarm it.

7?7?77 100 UNKNOWN UNKNOWN

GROUP (30) N/A
JMN: creates a cyclone of flame that lashes out and delivers 22
lamage to a group of your foes.
CHAR N/A
5; returns a possessed party member to the normal state of
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- PARTY N/A
MIONING: forces a powerful undead creature to join and fight for

speculation and no one knows this spell’s code. Legend has it that thisisa 7
spell of such magnitude that it can actually rip the fabric of reality in half. ~ CHAR COMBAT
\D: reanimates a dead character with living strength so he or

lies as if truly alive — combat only spell.

WIZARD SPELLS

KEY

CODE Pt. Cost Range Duration i
SPELL NAME — a brief description of the spell’s effect an
any special instructions for use.

Level 1

SUEL 10 PARTY N/A »
SUMMON ELEMENTAL: creates a fire-being from the raw elements of
universe to join and fight for your party.

®

S FOE N/A
- BIND If successful, this spell possesses the mind of an
s him to join and fight for your party.
L FOE (70)  N/A
UL WHIP: whips out a tendril of psionic (mind) power to strike
ling 50 to 200 damage points.
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Level 6

GRSU 22  PARTY N/A
GREATER SUMMONING: operates like PRIME SUMMONING by ca
powerful elemental creature to appear and fight for the party. e

OUP (90') N/A
LANCE: launches a chilling missile against a group of
00 to 400 damage points.

BEDE 18 CHAR N/A
BEYOND DEATH: restores life and one hit point to a deceased charaets

9 N/A
Level 7

OND DEATH spell that resurrects every dead member

WIZW 16 GROUP (50) N/A turned to stone), and heals all wounds, paralysis and insanity.

WACUM'’S WIZARD WAR: creates a pyrotechnical storm over a group of
monsters, inflicting 50 to 200 damage points. 3
PARTY N/A

S KRINGLE: the brothers are always ready to help friends in

HERB 25  PARTY N/A
brothers appear to fill the empty slots in your party.

SUMMON HERB: summons Herb to join your party. Herb is really busy, b
he’ll hang out with your party for a while if you need him. ’

ALL FOES (90") N/A
Al : inflicts 200 to 800 bone-crushing damage points
er group you face.
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Archmage Spells
Level 1

HAFO 15 = ALL FOES 1 ROUND
OSCON'’S HALT FOE: if successful, this spell causes every attacking group
do nothing during the next round.

MEME 20 GROUP (50°) N/A
MELEE MEN: pulls an attacking group into melee range (10) regardless of |
how far they were when they began attacking.

Level 2 |

BASP 28  PARTY MISC !
BATCH SPELL.: performs the following multiple spells: GREATER w
REVELATION, YBARRA'S MYSTICAL COAT OF ARMOR, SORCERER

SIGHT, MAJOR LEVITATION, and KIEL'S MAGIC COMPASS.

Level 3

CAMR 26 PARTY N/A ' in g0l
CAMARADERIE: has a 50% chance of calming any or all monsters I”
party that have turned hostile.
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n flashes when your party is teleported. This is handy to know
nany dungeon corridors look alike, and it’s sometimes hard to
. your party has been teleported to a new location.

Bard Songs

The Bard has seven tunes that he can sing one at a time whjle
or during combat.

'\:.

1. The Archer’s Tune: Double the party’s missile damage, ang Cuts
missile damage inflicted by a foe in half. Missile weapons aro th
weapons that are thrown or shot such as arrows, spears, anq a)?:

ITEMS

2. Spellsong: Bonus to saving roll. This means the party is lesg likely ] ng items are found in Garth’s Equipment Shoppe in unlimited

damaged by magic and traps.

3. Sanctuary Score: Lowers the Armor Class for all party Members lights your way in dungeons. Not nearly as precious as

spell points.

4. The Melee March: Increases the party’s hit points for extra Droteg
longer duration than a torch, but more expensive too.

and also increase the damage points inflicted on enemies.

5. Zanduvar Carack: Protection from traps when played under normg|
conditions, but heals during combat.

most damaging nonmagic sword

a lighter sword that can be used by all mages.
6. Rhyme of Duotime: Regenerates spell points at twice the norma| g
when played under normal conditions, and provides extra attacks dy
combat. i

usable by all, not too effective

a heavy, damaging weapon that can’ be used by

7. The Watchwood Melody: Creates light. May work even in anti-magic R ot magic users,
zones. ‘ a combination battle axe and pike. The most damaging

nonmagical weapon.

Tips from the Adventurer’s Guild: Magic

1. Don't venture too far into dungeons without your maximum spell pot
It'’s a good rule is to leave a dungeon when you're down to one qu
of your maximum spell points.

a short, heawy club.
a javelin-like weapon that must be thrown.
a small round shield.

2. Carefully manage your spell points. Don’t use a magic light spell‘ a larger shield.
torch will work just as well. But don’t be shy about using magic it the lightest
combat. If you've got it, flaunt it...rock ‘n’ roll. Rt armor.
light, metal-mesh armor. Protects best against light

3 3 an jde
3. Locate traps. Second Sight and other sorcerer sight spells ¢ weapons.

traps within 30 feet (3 squares). The Trapzap spell disarms all traps
within 30 feet.

4. Play a long-lasting Bard song right before entering a tavern — its
getting a free spell.

stronger than chain mail and difficult to pierce.
strongest nonmagical armor.

N nice around the house but no protection in a dungeon.
5. Try using a light spell or singing bard tune number 7 even in P
zones. Though the spell won't last, it will provide a brief flash O' <3
that may help you get your bearings. This trick occasionally wo
ordinary torches and lanterns.

®

head protection from all but the fiercest attack.
light protection for the hands.
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Gauntlets metal gloves. » can answer questions about the purpose behind some of the

Mandolin M B R oy A O o 'l find in the higher level dungeons, but be prepared to pay a
to | h arrows at your opponents. :

Rong Bow e . PP i and segments contain powerful magic. Each segment contains

Arrows missile weapons that must be launched with th, I creates its own specific effect. You will have to experiment

ment to learn how to use the magic.
Item Abbreviations

y Knight game disks and manual aren’t protected by magic

FGN the abbreviation for figurine; a magical statuette that ; quick fixes. Don't leave them where little monsters can eat
come to life. %
MTHR an abbreviation for Mithril, an elven metal with p.. | ﬂnal clue that may (or may not) help you:
GRRes, ettt
= ADMT abbreviation for Adamant, another magical meta| ettt tteats ||ttt ~
(1) -
k5] DMND abbreviation for Diamond; the hardest substances ip k. :: :- _:-:- ST kb findatiadng . ¢ %
L o A e N S L L R Dy QN 2
M SGMT a segment of the Destiny Wand. ettty it w
Dg R R R R B )
= | the Bard's Tale, as was told, 2

Tips from the Adventurer’s Guild: Items

1. Generally, the more expensive an item is, the better it works. Just like
your own world.

eat will now unfold
quest, before thy sight,
al man becomes the Knight.

ds this many can never die;
never, voice the cry

ed another, ages gone

v is trapped as evil's pawn.

ant might and matchless brawn
's fierce fate is plainly drawn
e tome of life, in fact

 power lies the pact.

2. There are no cursed or bad items, but some may be useless.

3. Don't be stingy. Buy the best equipment you can afford — spend ¢
whole bank roll. After all, if your party is well equipped they'll get m
gold from the monsters they defeat, and if your party is killed, the
gold won'’t do you any good anyway.

4. Experiment with the items you find to determine their capabilitl:es-
Magical items are often the key to success, and remember, an.ltem ‘
be magical for only certain characters or classes, so trade the ite = .
between your characters. ! e wand, and face the snare

) Way can you prepare

wrath and endless guile —

quest, friend... for a while.

5. Make sure that some characters have open space in their inV?”::v'
your party won't be able to pick up new magical items in their ) the

b : t i~
6. Save your party to disk as soon as they capture a particularly ““ .

or powerful magic item. This way, even if disaster strikes, you
the item.

®
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The Bard’s Tale "
INTRODUCTION

As [ lay dying... 1 pray my body does not fail me before | amy 4
complete this most important missive. I pray as well that, somehoy,
heroes who once before saved Skara Brae will find this accounting and
upon it. I leave this record so those who come after will know what hoa‘:t
that the Mad God Tarjan has perpetrated, and so that they will not be Iy
into believing that Skara Brae was his sole target. :

The Bard’s Tale 1T
OBJECTIVES

semble a group of adventurers who will travel to the seven
of the source of Skara Brae’s destruction. Along the
words, spells, and items that will help you in your final battle
ant Evil One. If you successfully destroy the Evil One,
released from the bond ofruin.

s key to surviving in each of the dimensions. Let's say you're
some icy, arctic-like zone and a monstrous snow wolf steps
os its teeth, and then proceeds to chew off your ankle. You
s to choose from, but one type of spell would be especially

rying to freeze the snow wolf in an ice storm is not the best

How can I describe that day. Nay, it did not begin like all others, for
that day we celebrated the victory over Mangar that had so recently liber
our city. Bards from the world over arrived in Skara Brae to play and p,
the brave deeds of those heroes who saved us. The townspeople danceg;
the streets with happiness, and the great festival filled all with an overwhgjy

joy of life and renewed hope for the future. game, you'll need to make important decisions about how

tasks. You won't want to proceed in the usual

Then Mangar’s Master, The Mad God Tarjan, arrived to reduce our :
method. It will pay to think it out.

celebration into a day of mourning. His shadow sank the city into pitiless
black oblivion. Foul creatures that had festered in his flesh like maggots byg
forth to assault fair Skara Brae. People ran, but could not run swiftly enoug
to escape. Tarjan’s minions left none untouched.

- GETTING STARTED
E COMMAND SUMMARY CARD

Forgive the shakiness of my script, for life ebbs painfully from my body
I write. Tarjan, mocking my death curse, told me Skara Brae was merely ox
in a series of conquests he had long contemplated to complete his revenge
He laughed when I said heroes would come to destroy his mad plan, vet| :
sensed fear in his voice when I promised that the legendary Hawkslayer, ai
those who defeated Mangar, would return again to triumph. As payment o
my threat, he gave a swift twist of his jewelled sword into my belly.

hing you need to do is read the Command Summary Card,
to get Thief of Fate running on your computer. It also
the disk utilities and how to transfer characters from The
, Ultima III, IV and Wizardry I, II, IIl (The option to transfer

) not be available on all computers). In addition, it lists the

j ! eads this, you must get word 0 {
Tarjan must be stopped. Whosoever r y g e

heroes. This will be their greatest challenge, for upon their efforts rests th'
fate of more than Skara Brae, more than the Six Cities of the plains.
failure will mean the extinction of all life - save for the wretched Tarjan
servile

parasites. Pray for success... and life renewed.

Thief of Fate and start the game, the first place you'll be is
p (See “Refugee Camp” for more details on this important
you'll create your characters and decide who you want in

ter you select the party members, it’s into the wilderness you go.
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and short, these people are amazingly strong and healthy.
ever, is not a shining attribute of theirs.

The Bard’s Tale 11T
PRE-BUILT PARTIES

When you enter the Refugee Camp, you'll find a group of adye
called *INTERPLAYERS ready to do your bidding. They're not the m Nl
seasoned of adventurers, but they're good enough for you to sample . .
Fate with. Use these characters to find out how commands work, What
different races and classes do, how it feels like to get repeatedly attackeq o
in general, what the Realm is like. When you're ready, you can creatg "
own characters. Refer to the Command Summary Card to find out 1
enlist their services.

CREATING CHARACTERS

Creating characters who can effectively do their jobs is one key to
success. Use the following guidelines to create your character:

1. Select a sex.

 Hobbit is deft and clever, which are ideal traits for thieving.
boast is “A locked door is soon no more.”

> result of an Elf and Human friendship, Half-Elves acquire
and light skin from Elves, and their physical bulk from

Orcs are the henchmen of evil wizards who are capable of little
llowing orders for physical dirty work. Half-Orcs are

h Human blood, so while they're still dangerous, they aren’t

u mindless drones forever in search of necks to wrench.

O\JH°

. Gnomes are much like Dwarfs, but a little more anti-social due to
beauty. Because they've spent so much time studying alone,
we developed a certain flair for magic.

Attributes

ate your characters, these attributes appear above the race

e top of the screen. They're your character’s vital statistics.
determine how successful your character performs in his or
ofession”).

T): Nobody really wishes to be light on might, but strength is
ortant to fighters.

e (IQ): If you don’t have brawn, then you better have brains.
bonus spell points for high intelligence scores.

(DX): This helps determine how fleet of feet and nimble of
be. A high score makes you harder to hit and helps you land
For Rogues, the higher this value, the less likely they’ll get
snapped off in traps.

on (CN): This represents your overall health. The higher this
e damage your opponent must inflict on you before you need to
g about death. Should you be blessed with strong constitution,
- bonus hit points.

2. Select a race.

3. On the next screen, you'll see the attributes. If you're not satisfied y
these attributes, press <ESC> and you’ll return to the screen with the:
races. Start over again.

4. If you're satisfied with the attributes, choose a class.
5. Name the character, and he or she will be saved on your character ds

6. To use the character, you must add him or her to the party with the
“Add a member” command.
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Sex Choose between male or female.

Sex doesn'’t affect your abilities to carry out your tasks; it only affects ¥
you look on your Character Profile screen.

Races
best

Humans: Their strength and inventiveness make them one of the °&
survivors. Never lacking in aggression, they can handle themselves I"
about any adverse setting.

EIf: Fair of hair and skin, the Elves are slightly taller, faster, and more =
than humans. Although weaker, they make up for this by being Mm°
skilled in magical arts and war strategies.

: Luck is ambiguous and unpredictable; you never know what
has made with fate. One thing is known about luck: lucky souls
likely to resist evil magic and avoid traps.

(&9
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e mages weave weighty illusions, ones that a newly-made
couldn’t handle. You must know at least three spell levels
cian and Conjurer classes.

The Bard’s Tale IIT™

Classes

No one class, or profession, is nobler than the next. As the mjy .+
on the Bard’s mandolin makes for a richer sound, so will a mix of ¢y
make for a richer journey. Create a party with no Rogues or Bards, 5
have nobody to steal flowers for your grave and sing at your funera], y,
there are 13 classes to your choosing, only eight are available to the fiI’St'
adventurer. I

or of the Realm is that these mages have the power to
bind creatures of the supernatural, creatures who react foully
ed out of their worlds on someone else’s whim.

Archmages must have mastered all the spells of any three
With this hefty experience requirement, Archmages are

Warrior: It's a rare weapon that this king of fighters can’t hande,
the most auspicious among those who cast spells for a living.

Warriors gain an extra attack capability for every four levels of expgr.

after the first; a reward for becoming more adept in battle. ‘Fighters who want to convert to a life of a magic can

ancers. Once they choose to change, they can still use the
ns, and magic items that the fighter classes use. Beware:
songs, Warriors lose their multiple attacks, Hunters lose
ability, and Monks lose their armor class bonus and multiple
part of the trade off. To become a Geomancer, you must find
cial location that performs the rite of passage to this mage

Paladin: This fighter swears to battle all evil and uphold honor ang,

Due to their virtuous nature, the Paladin can handle some enchanteq -
weapons that others can’t and also have greater resistance to spells Cast o
them. )

Hunter: These are the skilled assassins. Their combat approach is to ;
for the vital organs or nerve center and do away with an opponent wi

little swordplay as possible.
er: Chronomancers are the travel experts of the magic

e becoming one, a magic user must master all the spells of any
je classes. And once you become a Chronomancer, you lose the
all the spells you previously learned. It may sound unfair, but
cer needs to focus all of his or her attention on the

ension teleport spells. Don’t think you can get around
spellcaster, because you just can'’t.

Monk: These are no ordinary, somber, brown-robed, porridge eaters,
Monks are actually adept fighters skilled in the ways of martial arts. Whig
Monks with more experience prefer to fight with their bare hands, theye
also use traditional weapons. A Monk's armor class improves as he or
gains levels.

Bard: Any Bard will tell you that music can do more than soothe the
savage beast. The Bard can do a number of things from creating light &
regenerating spell points with a mere stroke of the strings.

”i‘ Refugee Camp - Characters
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Rogue: This dexterous thief makes a living out of picking locks and

neutralizing traps. If you plan on traveling without a Rogue, prepare 0¥
a high physical price for your spoils. A Rogue also has the ability t
identify mysterious items. And perhaps most important, a Rogue can be
excellent killer due to his or her ability to sneak up close to an opp®

before he or she attacks... and you'll soon find out just how important
thief is to your fate.

Conjurer: Conjurers have the ability to heal wounds and create physii
phenomena like fire and light. .
pys?

Magician: A Magician’s specialty is to change the properties of P i
objects, such as enchanting a sword, turning an enemy to stone, of
a dungeon wall vanish.

worry about losing a level 1 character; just make another one if he
es. However, when your characters reach level 3, regularly back
acter disk with your favorite disk copy utility or prepare to

er a lost character.

te character is killed, you can resurrect him or her with

gold if you can find a shrine that raises the dead. You can
the computer, reboot, and reload your party from the point
saved them to disk (which means all the characters lose any
ence points they may have earned since the last time you
- Or, you can delete the dead character from your main
e and replace that character from your backup disk.
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* When you roll for attributes, shoot for 16’s, 17°s and 18’ since
make a big difference. For example, high dexterity gives yoy bon gy
protection and first-strike capabilities; luck often lets you surviye i ol
accidentally spring a trap; constitution provides all characters with g

The Bard’s Tale 11T

This category only pertains to those who cast spells. It
spell points you can ever have, or your spell point

nare the SpPt value on the Onscreen Statistics against his
're doing. For instance, if you have 20 spell points, and the
18, then you have almost all of your maximum spell points.
're down to 3 SpPt, then you're almost out of power to
ou’ll have to wait until they regenerate. To regenerate spell

e to be under the healing rays of the sun. They don't
night, so cut back on unnecessary spell activity during this
won't regenerate in dungeons unless you stand on a magic
spell-regenerating magic item, or play a spell-regenerating

points; and high intelligence gives mages bonus spell points in lat
* Certain races rely on certain attributes being strong. A mage who w.
strong but not intelligent is at a far greater disadvantage than 3

Mage o
is intelligent but weak. % g

* Develop a Sorcerer quickly to use in dungeons. Wizards, too, ars
important because they can summon extremely powerful special mgmy
Work toward Archmagedom. You'll also need to prepare at least ‘

character for the role of Chronomancer. ‘ The more fights you get into (and live through) the more

'll gain. When you acquire enough experience points, you

ip a level. How many experience points you need depends on
he Old Man in the Review Board will let you know if you have
and if not, how much more you need.

* Experiment with Hunters. They can often kill superior monsters qig
because of their critical hit capabilities. Rogues also have excellent g
hit abilities, but only when they hide in the shadows. And don't dismigg
Monk as a lightweight best left chanting in the monastery; after the s

level, they're probably the best fighters of all the classes. , more the merrier. You acquire gold by killing your enemies

out their pockets. Gold lets you pay the Old Man his fee for
, bribe folks for clues, buy drinks, and do a number of other

Don’t worry about buying equipment - you can’t. (Tarjan

e in free enterprise so he put Garth’s Equipment Shoppe out
 with an awesome incendiary spell.) You'll start out with the

ind armor that you need. Whatever else you want, you'll have to

* You can always enlist the services of special members and save themy
your party.

* Beware of certain magic squares. Keep an eye on your character’s
statistics while exploring. If you see that your character’s spell or hit po :
are dropping for no apparent reason, your character is probably ona
magic square that drains power - jump off the square before he or shek*‘

saged @l shengfly, d: Press P to pool gold, and all the other characters will give this

gold.

VIEWING YOUR CHARACTERS

At almost any time during the game, you can call up a character =
what his or her status is and what he or she possesses. To do this, enter
character’s number. (To view a character’s status without bringing up his
her picture, press <Shift> and the character’s number.) On the first screef
you'll see the following:

Level: The higher the value, the better your character will perfor™ y
or her role. All newly-made characters start out as level 1. As you
more experience, you can advance in levels (see “Moving Up in Lem

Sex, Race, Class, Attribute Values: You learned all about thesé
you created your characters.

: Trade gold lets you trade gold to any other character on the
T, enter the roster number of whom you will give the gold to,

& ter how much.

On the next screen, you'll see the character’s inventory (the
e is carrying). See the “Items and Equipment” section for

ormation: On the third screen, you'll see any special
Pertaining to your character. Rogues can view their ability
for things like disarming traps, identifying chests, hiding in
Bards can view the number of tunes they have left. Magic
a list of their spells. Hunters show critical hit percentages.
will have this third screen of information.
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‘MOVING UP IN LEVELS

1ade characters start out as level one. As you adventure,
erience, you can go up in levels. The higher your level, the
in the profession you choose: magic users cast more
more skillfully, thieves steal more successfully, and so on.
must go to the Review Board where the Old Man will review
ts and let you know if you are fit for advancement. Or

Hit Points (Hits): Hit points represent the amount of damage 5 L QR izard Guilds,

character can take before dying. This number represents the charae. rs need to advance in levels to acquire more spells. What
potential at full health. y d wish to dedicate years of study only to dabble in the same

Condition (Cond): This is the character’s total points for his oy her el ol (?::[h ierirkl;‘\,/els i '[H]e lf:ollqm?g e ?;}PWS dat W: o
current condition. Compare this value to hit points to determine g caguse la i Tlpe ™ oﬂr\ms Ance, 3 Wvizard with. an
condition your character is in. For instance, if hit points is 20, and e Cﬁr}y ulse spells up o the second level. Spellcasters
condition is 17, then you're in good shape because your actual health ! cPel levels.

close to your potential health. However, if your condition is 5, then yy
much closer to death than to life.

The Bard’s Tale IIT™
ON SCREEN STATISTICS

The following information always shows on the screen next to your charyet., s

er ¢

Armor Class (AC): This is the level of protection that a Charactey
against physical attack. For a totally unprotected character whoSeer '
dexterity is low - which is about as bad as it gets - armor class ig aboy,
As a character’s armor class improves, the number gets lower. Ther A
also spells, songs, and items that you can use to lower armor class, '

ience Spell Level

Spell Points (SpPt): This is the number of spell points that a magic
has left. When it's down to zero, the magic user can’t cast any more sy
Pray no monsters come your way...

SPECIAL CHARACTERS

You may meet special characters during your travels, or summon thés
with a spell or magic article (the summoned characters are also known as
illusionary characters). You can invite as many of these special characters®
join your party - granted you have the space in your party. You can save
special characters to disk once you return to the Refugee Camp.
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Special characters choose their own method of attack and usually 30
the first group of monsters. Illusionary characters disappear from the
ranks when they are killed or when a foe disbelieves its existence. Ifa
nonillusionary special character is attacked by another party member for o
reason, the special character immediately turns hostile and fights unﬁl' .
defeated. Dead special characters can be resurrected and healed just like ‘
regular characters.

Ce to a new, more powerful mage class once you learn
enough mage classes. Just how many spells and just

5Ses you must learn depend on which mage class you want to
viien you go to the Review Board, you'll find out exactly which
N advance to at that time.

‘ ing to change classes, your experience points will reset to
ther attributes such as hit points, spell points, and gold remain
Yarning to magic users: once you advance to a new mage

't get the chance to learn the magic classes and spell levels that

Special characters can carry items for your party, but they can't find 92

or use them. Only the characters you made are capable of this.

©
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you skipped. For instance, if you become an Archmage without havin
studied the Sorcerer spells, you can't go back to learn those Sorcergy

The Bard’s Tale 11T

the roads of the Realm before in The Bard’s Tale I or I,
os, Roscoe’s Energy Emporium, Garth’s Equipment

er's Bank for the Bold. During the destruction, all these
out of business, and remain closed to date. This means that

ind alternatives to each institution. In some cases, there are no
, find what you can and prepare to live without.

PLACES

Despite the fact that much of the Realm was crushed, some pla
stand. The Scrapwood Tavern, for one, still does good business.

Refugee Camp housed the representatives from each of the ten different

| over the Realm. They were responsible for advancing

th enough experience points to higher levels. During the dark
erished in the attempt. Now, the Old Man sits on the Board,
answer to your call for advancement.

Once, there was a home to travelers called the Adventurer’s Guilq
Wayfarers stopped there when they wanted to slake a thirst, engage i,
merriment, or just rest their weary feet. Now that the plague has descen
and Skara Brae has been shattered, the Refugee Camp serves as the Gathers
point for travelers.

Although lacking the niceties of the Adventurer’s Guild (tables, heating,
vermin-free bedding), you can still do the same things in the Refugee ‘
Come here to create characters, form a party, and save characters to disk
This is where you will begin every game and where you will be returned
all your party perish during the quest.

he Refugee Camp - Places

dventure should be in the Mad God'’s dungeon in Skara Brae.
d your sawy for fighting, spellcasting, and adventuring.

al traps. Use the Trap Zap spell when in doubt. It will
, including the Gas Cloud trap, famous for its toxic fumes.

re all members of your party are fully healed before entering a
eon. You'll need all your strength for the next onslaught.

Scrapwood Tavern

Drink up! This is the only tavern in the vicinity. You may want to fillp
wineskin here so your Bard will not have to go thirsty in some of the more
inhospitable, tavernless areas. While you're here, ask the barkeep how thing
are going...

COMBAT SYSTEM

2r or not fighting is your fare, prepare to partake in much of it.
means by which you can build experience points. And

e points, you won't advance far. Without advancement, you
than a hapless bunch, doomed to wander the world with a

r unfulfilled.

Physically attack enemies more than 10 feet (10?) away. If you
fight, you'll have to advance. However, you can’t advance
€ is another group already within the 10’ melee range.

in the 10" melee range are the lucky monsters who will get
our party first.

Mapping

So your exploring efforts aren’t wasted, or unnecessarily repeated, ch‘
should map your moves. Each “step” you take equals a graph box (Wh‘ f ‘
ten feet from a character’s point of view). To aid your mapping, Thief 0
has an automap feature (refer to the Command Summary Card for the ol
command). If you're outdoors, you'll see a description of where you afre
the general time of day.. If you're in a dungeon, you'll see a sketch 0
corridors.

Explore and map every square in every maze. There are "M.aglc M
that will give you hints. Mazes also contain one-of-a-kind magic lten:jsra g
spell regeneration zones. In addition to keeping you alive, carefully
maps will show the logical places for secret doors and rooms.

ken down into rounds. In each round, you need to enter a

T each party member.
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Attack Foes: This sends you headlong into battle with Weapyg,
This is only available to the first four characters on the rostey A
foe doesn’t equip a character with a weapon; that must be dq,
combat.

The Bard’s Tale 11T

-, Refugee Camp - Combat

imate the value of dexterity. Use high dexterity and high
s to attack especially fearsome monsters. Less dexterous
u not survive long enough to get in the first strike.

ek
Ne ';"

Defend: This lets you defend yourself during the round. You'll
the opportunity to perform any action, which may be a wise ey, o
injured.

ol r is better when it comes to armor class. Use spells or
ve f Wy Jower it further and give you an advantage during combat.

ed by more than two groups of monsters, focus on the

. If you can't kill all the magic-using monsters, cast magic-

to protect your party from illusions, possessions, and other

Party Attack: You will turn on a member in your party, includip -’
members. Useful if one of your characters has been possessed and W
good beating or if somebody who has joined your party is giving M "
trouble.

| rule, attack groups containing only one monster last, unless
ticularly deadly monster. In that case, get rid of it while

the strength to.

ers such as zombies are especially troublesome. They can
ice points, rapidly age characters, critically hit, or even turn
stone. Kill them quickly or be killed quickly.

Cast a Spell: This lets the magic users cast a spell. Enter the spel ;
and, if necessary, specify your target. 1

Use an Item: You will use a magic item or missile weapon that ygy:
prepared for use. :
Bard Song: Instructs a Bard to play a tune.

Hide in Shadows: Rogues will slip into the shadows to avoid comba
Your presence might go undetected as the combat round commences
you'll get to advance 10 feet. If you attack an enemy in the next roud
who is at your range or less, you have a good chance of getting a criie
hit (one that kills) because you'll be striking at the monster from behind

ocked supply of missile weapons (arrow, spears, etc.) so
to attack monsters who hide behind other monsters.

‘ ITEMS AND EQUIPMENT

The first four characters in your party can be physically attacked by .

monsters and can also retaliate. The last three characters can only be ata can carry up to 12 items. There’s a variety of items you
with magic, and can retaliate only with magic. The most powerful and weapons, shields, armor, helms, gloves, musical

dexterous characters and monsters usually strike first. In evenly matched igurines, rings, and wands. With a few exceptions, you must
battles, the outcome often depends on who lands the first blow (hope you with the item in order for him or her to use it (see your
good dexterity). The monsters that you kill during combat are removed fi® y card for the Equip command). You can equip more than
your foe's ranks so their bodies don't pile up and interfere with battle.' h type, unless they're identical. For instance, you could
anybody dies in your ranks, they are moved to the end of your party lst a knife (two different items) at once, but you can’t equip two
When combat em) at once. Refer to the Command Summary Card to find
ends,treasure and experience points are distributed among the survivor ols in front of certain items mean.
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You can increase or decrease the scrolling speed of the combat M=
See the Command Summary Card for details on how to do this on your
computer.

dreds of items you can find, and you just won't be able to
me items you have to carry to progress in yourquest; if
Uidering a maximum load, be prepared to make critical
‘Who will drop what.

items. You'll find many - and need many - of these items
Some, like the magical weapons, will inflict extra damage

(&)
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on the opponent. Others, like magic keys, will permit passage int,, .
area. Many are necessary for you to complete the game with. (g P@
can only be used by specific characters. For instance, only Bards
magical musical instruments. Someone else can carry it, but only the =
be able to use it.

The PBard’'s Tale 1T

eness is measured in number of game squares, with each
- to 10 feet (10°). The following explains what each range

ne of sight.

thing in the direction the spellcaster is facing for the number
of feet specified by “##”.

A wall in the direction the spellcaster faces.

The entire level that your party is on.

A single object.

A single monster, regardless of the number your party faces.
One of up to four monster groups.

All the monsters your party faces.

The spellcaster only.

- The party member (character) you designate.

[he special character you designate.

Hits with full effectiveness up to the listed range, and at
reduced effectiveness when it hits at double the listed range.
For instance, if your spell has a range of 30’, and you use it
against foes 60’ away, the spell will hit with reduced
ectiveness.

I,’Not applicable; used where range is not a factor in the spell.

Tips from the Refugee Camp - Items
* There are no cursed or bad items, but some may be useless,

* Experiment with anything you find to determine its capabilities_
may only work with a certain class, so be sure to trade something gy
doesn’t seem to work for a certain character. Some items will WOrk ot
in certain areas or under certain conditions. :

* If you can'’t pick something up, it may be because you're carrying 5
load. Make your choice and drop something.

* Save your party to disk when they find something interesting or
powerful. If disaster strikes, you can always reboot with your saved
goodies.

* If you find an item and you can't figure out what it is, give it to the
Rogue in your party to identify, or a mage who has a spell that identifiss
items.

MAGIC USERS

Without magic, the end of your quest will remain forever elusive.
However, magic is not the adventurer’s panacea. There are some places
where magic won't work or you may meet monsters who will, in responset
spell, laugh and then spit fire in your face. In such cases, only the simple#
of knife-to-belly will work. But, when you do need a magic user, you have
several who can answer your call.

Book of Spells

This section lists and describes the spells known to exist for each of thés
mage classes. The section is organized as follows:

pells have a duration. The following explains ho

Until combat ends (when either you run away, you win, or the
- monster wins).

Exactly one move.

~ The entire round of combat.

A few minutes only.

~ Several minutes.

fTWice as long as short spells.

ilonﬁl the party enters the Refugee Camp or an anti-magic
Zone.

~ Has multiple or variable ranges.

- Not applicable; the result of the spell is immediate.
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Mage Class

LEVEL #:

CODE, PT. COST, RANGE, DURATION

Spell Name - A description of what the spell does a
special instructions for use.

nd any
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Conjurer Spells

From fireballs to magic compasses, Conjurers can create objects
effects out of thin air. Conjurer spells take up a lot of energy to ¢ ea )
moderate effects; that’s why these magic users don'’t involve themselv:s
huge magical productions. W

Level 1:

MAFL, 2, View, Medium
Mage flame - A small flame floats above the spellcaster as he moves gy ¢
illuminating the immediate area. '

ARFI, 3, 1 Foe/10’, N/A
Arc Fire - Fiery blue flames spray from the spellcaster’s fingers, inflicting 1, , #
4 damage points, depending on the Conjurer’s level. : W e

Summons a giant and extremely fierce wolf to join your

healing spell that restores 10 to 40 points to a

TRZP, 2, 30’, N/A
Trap Zap - Disarms any trap within 30 feet in the direction that the spe|jes
is facing. Trap Zap also works on chests for the same amount of spell pg

Level 2:

FRFO, 3, Group, Combat
Freeze Foes - Binds your enemies in a magical force, slowing them down ay Jorks like Flesh Restore, but affects every member of the party.
making them an easier target for your itching sword. , Indef

MACO, 3, N/A, Medium Operates. like Levitation, but it lasts until the spell is

Kiel's Magic Compass - A compass of shimmering magelight appears abo ome event like the activation of an anti-magic square.

the party and shows the direction they face.

WOHL, 4, Char, N/A

Word of Healing - With the uttering of a single word, this heals a party
member from 4 to 16 points of damage.

Level 3:

LERE, 5, View, Long i
Lesser Revelation - An extended Mage Flame spell that also reveals secrel
doors.

LEVI, 4, Party, Short )
Levitation - Partially nullifies gravity, letting the party float over traps: o
and down through portals.

WAST, 5, Group/20’, N/A

Warstrike - An electric spell where a stream of energy shoots from the
spellcaster’s finger, frying a group of foes for 5 to 20 damage points-

®

ates a large globe of intense electrical energy that envelops
and inflicts 10 to 40 damage points.

r, N/A
health spell that revives all the hit points for one lucky
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ty, N/A
= Teleports the party within a dungeon to any location that’s
Y a teleportation shield.

N/A

® @ group of foes 40 feet further away from your party, up to
of 90 feet.

, N/A
r - Materializes a slayer who joins your party. What's a

speaks for itself...

®
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Magician Spells
Magicians can bestow magical effects on common objects. This B y. N/A
doesn’t mean that the item becomes magical. It only takes on the ,, % s a single enemy of 15 to 60 hit points as if it were
effects for the duration of the spell. “Qle th.
Level 1: N/A

,the spellcaster belch a breath of fire at a group of

VOPL, 3, Char, Combat 'V_Ai,.‘;,f 8 to 64 points of damage on each monster.

Vorpal Plating - Causes the weapon (or hands) of a party member ol
magical field that inflicts 2 to 8 points of additional damage.

. Combat
uses the ground to absorb a portion of the spells cast at the

giving the party a chance to escape unharmed. This spell
eving illusions and shielding against magical fires such as

QUFI, 3, Char ,N/A .
Quick Fix - Regenerates 8 hit points for a character, up to the characterl
maximum hit point level.

SCS, 2, Party, N/A
Scry Site - Causes a dungeon wall or wilderness pathway to reveal the pa

location. . B bat
Level 2: , . tremendous power in your party, increasing their strike
HOWA, 4, 1 Foe/10’, N/A , "

Holy Water - Holy water sprays from the spellcaster’s fingers, inflicting 61 +
points of damage on any foe of evil or supernatural origin. 1l 1, Move

MAGA, 5, Char, Combat es any wall that’s not protected by an Anti-Phase Door
Mage Gauntlets - Makes the hands (or weapon) of a party member more -
deadly by adding 4 to 16 points of damage to every wound it inflicts onak

AREN, 5, 30’, Short
Area Enchant - Causes the dungeon walls within 30 feet (3 squares) of 2
stairway to call out if the party is headed towards the stairs.

Level 3: ty, N/A
MYSH, 6, Party, Medium ! erates the body of every party member to perfect
Ybarra's Mystic Shield - Causes the air in front of the party to form al insanity or poisoning.

invisible shield that's as hard as metal. The shield moves with the party: 0’, N/A

OGST, 6, Char, Combat 1 kills a selected enemy, which certainly categorizes this

Oscon’s Ogre Strength - Endows a specific party member with the Sréf at doesn't fool around.
Elik’s Ogre for the duration of the battle. p/50°, N/A

STFL, 6, Group/40’, N/A a group of monsters with chunks of ice, causing 20 to

Star Flare - An electrical spell that ignites the air around your enemiés:
scorching them for 10 to 40 damage points. A real hair curler.

air.
, Indef
Coat of Armor +Works just like Ybarra's Mystic Shield, but
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STON, 20, Char, N/A
Stone to Flesh - Takes a character who has been turned to stone and
him to his natural flesh state. St

nbat
Spell - Invoke this spell to render the entire party nearly

tens awareness so the spellcaster can detect all traps and

Sorcerer Spells
ly ahead.

Sorcerers rely on illusions in their magical repertoire. A neat and iy
mage class, Sorcerers prefer to work on peoples’ minds than with tang;
(and dirty) objects or monsters. .

Level 1:

MIJA, 3, 1 Foe/40’, N/A

Mangar’s Mind Jab - Casts a concentrated blast of electrical energy 4t
opponent, inflicting 2 to 8 points of damage for each experience leve] of
spellcaster.

PHBL, 2, Party, Combat
Phase Blur - Causes the entire party to become blurry in the eyes of the
enemy, making your party tougher to strike.

LOTR, 2, 30’, Short
Locate Traps - Heightens the spellcaster’s awareness for trap detecting. W
for 30’ in the direction that the spellcaster is facing.

Level 2:

DISB, 4, Party, N/A
Disbelieve - Reveals an attacking illusion for the true nonphysical object tha
is, causing it to vanish.
WIWA, 5, Party, N/A
Wind Warrior - Creates the illusion of a battle-ready ninja in the ranks of ¥
party. The illusionary ninja will fight until defeated or disbelieved.

FEAR, 4, Group, Combat _
Word of Fear - An incantation that causes a group of enemies to quake "
thus reducing their ability to attack and inflict damage.

Level 3:

WIOG, 6, Party, N/A 0
Wind Ogre - Like Elik’s Instant Ogre, it summons a mean, illusionary ogré

join your party.

ows the entire party with perfect night vision for an indefinite

/A
ates an illusionary red dragon to join the ranks of your

_'{ Combat
1 - Destroys any illusions among the ranks of the enemy and
isions from appearing.

/30", N/A
e - An electric spell that strikes every opposing group
ith an explosion of energy capable of inflicting 25 to 100

oyl
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Foes/40", N/A
*8€S enemies with shards of ice, inflicting 50 to 200 points of
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WIHE, 16, Party, N/A
Wind Hero - Creates an illusionary hero with the power of hU"iCane
join your party.

MAGM, 40, Group, N/A

Mage Maelstrom - Assaults a group of opposing spellcasters and may
of the following: inflict 60 to 240 points of damage, turn them tq stona
them outright. However, because the maelstrom is illusionary in e, s if truly alive.
nature, a disbelieving enemy can totally nullify it. ‘ f
PREC, 50, All Foes, N/A

Preclusion - Keeps the enemy from being able to summon any Creaturg

Wizard Spells

Wizards can summon and control supernatural creatures and energies -
Wizard has fewer spells to choose from than the other classes, but thej
potency makes up for it. '

Level 1:

SUEL, 10, Party, N/A ‘
Summon Elemental - Creates a fire-being from the raw elements of the
universe to join and fight for your party. ‘

ons Herb to join your party. Herb is pretty busy, but
jour party for a while if you need him.

d - If successful, this spell possesses the mind of an enemy
or to join and fight for your party.

- 0” N / A

Whips out a tendril of psionic (mind) power to strike a
g 50 to 200 damage points.

; A
ng - Operates like Prime Summoning but causes a powerful
appear and fight for the party.

FOFO, 11, Group/10’, N/A {
Fanskar’s Force Focus - Lands a cone of gravitational energy on a group of
your foes, inflicting 25 to 100 points of damage.

Level 2:

PRSU, 14, Party, N/A
Prime Summoning - Coerces a powerful undead creature to unwillingly jo
your party. .
DEBA, 11, 1 Foe/30’, N/A ‘ 50, N/A

Demon Bane - Inflicts 100 to 400 points of damage on a single creafur¢® 48;"}16‘ terro;'izing power of demons into the enemy
evil or supernatural origin. 0 points of damage.

Level 3:

FLCO, 14, Group/30’, N/A
Flame Column - Creates a cyclone of flame that lashes out and de
88 points of damage to a group of your foes.

DISP, 12, Char, N/A
Dispossess - Returns a possessed party member to the normal staté ©

consciousness.

.gs a dead character back to life and gives him or her one
e back gift.

0, N/A
r - An electric spell that creates a pyrotechnical storm
sters, inflicting 50 to 200 damage points.
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m‘]t ﬁal‘h’ﬂ Qale III™ mbg Earh’g Tale IIT™
Archmage Spells
Archmages are the wise ones who have learned at least all t, o /90', N/A
three of the previous mage classes. This gives the Archmage the ab el s 200 to 800 bone-crushing damage points against
pick and choose from a huge batch of spells. \ » you face.
Level 1: Spells

HAFO, 15, All Foes, 1 Round

Oscon'’s Haltfoe - If successful, this spell causes every attackin
all their attacks during the next round.

MEME, 20, Group, N/A

Melee Men - Pull an attacking group into melee range (10°) regardless ol
far they were when they began attacking.

Level 2:

BASP, 28, Party, Misc
Batch Spell - Executes the following batch of spells: Greater Revelation,
Ybarra's Mystical Coat of Armor, Sorcerer Sight, Major Levitation, and k
Magic Compass.

nt lands, Chronomancers help the party move from
sion with their special teleport spells. They also have a

g group ton
i us offensive spells.

N/A
tes a character by healing 4 to 8 hit points times the

0/20’, N/A
hes a group of enemies under a huge fist of power for 300 to

Level 3: mage.

CAMR, 26, Party, N/A ' 4p/80°, N/A

Camaraderie - Has a 50% chance of calming all monsters in your party Bets the enemy with a deadly frost for 50 to 400 points of

have turned hostile.

Level 4:

NILA, 30, Group/60’, N/A ]
Fanskar’s Night Lance - Launches a chilling ice missile against a group of
inflicting 100 to 400 damage points.

Level 5:

HEAL, 50, Party, N/A
Heal All - A Beyond Death spell that resurrects every dead party m?mw
(except those turned to stone), and heals all wounds, paralysis, and insai®

il B s g e
« es your i i i
BRKR, 60, Party, N/A your chances of hitting or defending by eight points.

The Brothers Kringle - The brothers are always ready to help friends I , e/30°, N/A
trouble. Enough brothers appear to fill the empty slots in your party: '@range spell that drops a distant foe dead in its tracks.

p/80°, N/A
oly spell where blazing red fires are sent from the angry gods to
Y for 60 to 240 damage points.

N/A
fic spell that gives the enemy a high-voltage zap for 50 to 200
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The Bard’s Tale 1T The Bard’s Tale IIT™

Level 5:
WHAT, 60, 1 Object, N/A
Identify - Cast this spell on something to find out just what the heck it

OLAY, 60, 1 Char, N/A
Youth - Coats a character with a light, fragrant lotion to cure Oldnegg

Level 6:

GRRO, 65, 1 Char, Misc
Grave Robber - Casts Beyond Death and Regeneration for a life
combination of spells.

FOTA, 70, Group, Misc
Force of Tarjan - Casts Witherfist and Sandstorm for a double offensiye

Level 7: i a N/A
SHSH, 60, Party, Indef

Shadow Shield - Casts a gray shadow around the party, and lowers thej
armor class by 4

FAFI, 100, All Foes, N/A
Fatal Fist - Crushes the enemy under an unearthly gravitational force for 4
to 1500 points of damage.

os, N/A
foes with wickedly hot flames for 150 to 600 points.

/A
] - Summons an Earth Elemental, which is a creature created
ements of the earth.

k rks like Phase Door until the party leaves.
-giVing

ve/60', N/A
to the party where the anti-magic areas are.

el, N/A

Shows all heal-party squares, so your party can put an end to
up, N/A

Geomancer Spells ith a violent swirl of sand, all foes are whipped back 60 feet.

The most physically adept of all the spell casters, Geomancers can ha
most weapons that fighters can. Their combative nature shows in their
repertoire of predominantly offensive spells. To become a Geomancer, ¥
must find the one special location that performs the rite of passage to th
mage class.

el, N/A

ws all mage regeneration squares, so your spellcasters can be

=
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Level 1: Impales the enemy with an icy stalagmite, causing 400 to

EADA, 5, Group/40’, N/A )
Earth Dagger - Cuts down the enemy with holy daggers for 200 to 800P
of damage. '

EASO, 5, Level, N/A
Earth Song - Reveals all booby-trapped areas that can injure the party:

EAWA, 8, Level, N/A
Earth Ward - Casts the Trap Zap spell on the entire level.

t map, this shows the entire maze that the party’s in.

p/50°, N/A
_ a group of foes with a blast of hot, fiery magma for 300
of damage.
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e waro s date 111 The Bard’s Tale IIT"

during combat last only one round. Only one song can play
laying an exploration song, but suddenly need to play a
nloration tune will stop playing for the duration of the battle,

 js over. On the other hand, if you're playing an
d start another one, the first song will end and the second

Level 7:

JOBO, 60, All Foes, N/A

Jolt Bolt - Wrenches the earth below the enemy, smashing ther, to
and gives them a jolting electrical shock to cause 400 to 1600 Point 3
damage. of

EAMA, 80, Group/50’, N/A
Earth Maw - Commands the ground beneath the enemy’s feet tq Open us
and drop the foes in, so they're never seen again. g

y as many tunes as he has experience levels before his

ers stiffen. For instance, if your Bard has five experience
y up to five tunes. To rejuvenate your Bard, give him or her
er from a wineskin or ale from a tankard. Never forget,

Miscellaneous Spells
gets tough, the Bard goes drinking...”

These spells are available to all magic users. The catch is that you've
to find them before you can use them. E
GILL, 10, Party, Medium
Gilles Gills - This survival spell lets your party breathe under water. |t s
cumulative in effect; casting it more than once will extend the amount of g ng: Sets up an an anti-monster aura, so foes won'’t randomly
you can spend underwater.

DIVA, 250, All Foes/Party, Misc
Divine Intervention - This powerful spell earns its name by doing the fo
1) Turns illusionary characters into real characters;
2) Cures characters of all illnesses but age; and
3) Restores all hit points to the party.
ints. During combeat, this song will affect everyone in your
g the Bard.

uotime: In non-combat situations, this regenerates the
points. During combat, it gives the party an extra attack.

If you're in combat, it als s the following: ‘
1) Lowers your armor class, saving throw, to hit, and damage by 20 po#
2) Increases your attack by eight points; and
3) Casts Mangar’s Mallet.
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Melody: This creates light so you can find your way

NUKE, 150, All Foes, N/A even work in anti-magic zones.

Gotterdamurung - The finest in offensive obliteration, this spell annihilatés
opponent for 2000 damage points.

The Bard Songs

The Bard has eight songs to sing. He or she starts the journey kno ‘
six, and must find the other two. Since Bards can’t make music without -
instrument, and since whistling doesn’t count, make sure they don't droP
trade away their livelihood. ‘

tion o

ferture: In non-combat situations, this calls up a compass so
8et your bearings. During combat, this casts the monster-frying
t spell for one round.

eld: In non-combat situations, this lowers your armor class.
bat, it also partially shields your party so they only take half
monster attacks.

There are two categories of songs: those played during explord g
those played during combat. Songs played during exploration aré lon

© ®



The Bard’s Tale IIT"
Tips from the Refugee Camp - Magic

* Spell points are the life blood of the magic user. Don't Ventyy,
into dungeons without full spell points. When you're down t, ae tog
your maximum spell points, you should leave the dungeon pe
bled dry of your remaining spell points.

fOl’e

* Spell points don’t regenerate that fast, so don’t squander them
Don't use a magic light spell when lighting a torch will do. Use ull
when you need them, like when that bad-breathed miasmal ¢y ta.kgi
interest in clawing your face off. i

* Find those nasty traps. Second Sight and other Sorcerer sight spalk.
identify traps within 30 feet (3 squares). The Trap Zap spell dj :
traps within 30 feet. ~

* Play a long-lasting Bard's song before entering a tavern. It's like gt
free spell. ’

* In darkness zones, try using a light spell or the Bard's Watchwood M,
song. Though the spells won't last, it gives a brief flash of light which;
you get your bearings. This trick occasionally works with ordinary tg
and lanterns.

* The screen flashes when your party gets teleported. Keep this in mi : ‘\ 214
because many dungeon corridors look alike and unless you catch the R T T

you'll never know you were teleported.
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The Bard’s Tale Construction Set
GETTING STARTED

The Bard’s Tale Construction Set requires 640K of free Mem
requires about 1.2 MB of hard disk space. When you create a dungeow
the Set, you will need blank disks to hold the data or hard disk Spac, e°n \
The amount will vary greatly upon the size of your dungeon that you . -

Bard's Tale Construction Set”

wo selected which one you will be working with, a separate
taining all the editing information. Each item on the list

with the mouse,
 highlight bar up and down and pressing <enter> to select, or
first letter of the desired selection.

MENUS AND WINDOWS

Hions contain choices in “<>" brackets. These can be

e or by pressing the first letter of that choice. For

map> simply press “D” or click on the <draw map> with
" and “dn” in the lower left corner represent “Page Up”
You can page up and down through these menus by

- pressing the “Page Up/Down” keys. Some also have a
corners signifying left and right arrows to scroll the text in

Loading Instructions
1. Boot your computer with DOS. If you have a mouse, make
connected and the driver is installed.
Insert the disk marked STARTUP into your disk drive.

Change the disk prompt to the drive that your STARTUP gjg sH
typing A: <enter> (or B:) depending on where your STARTUP pyg

4. First you should read the README file for any additional informs '
not included in this manual. Type README <enter>.

5. After reading the README file, you will want to install The Bardi}
Construction Set to either your hard disk or to floppies. Type
INSTALL <enter>.

Follow the instructions there to install The Bard’s Tale Construction$
When finished installing, type BTCS <enter> to load the program

The Main Menu

After the title screens appear, the Main Menu will appear on your mo
The options at the Main Menu are as follows:

Sure (‘,

ITEM EDITOR

r contains the following options:

‘name for your weapon. The name can be up to 24
nly the first 12 letters will appear on item lists during

our choices are as follows:

1. Iltem Editor - create your own items
Spell Editor - create your own magic spells
Monster editor - create creatures to inhabit your world

Map Editor - design your own cities, dungeons, and specials

Ot s 0o 00

Utilities - save information to disk, test a dungeon level, print o
lists, import your own pictures, and Build Your Dungeon!

; be
If you select any of the Editors from the Main Menu, you will the? 5
shown a selection of the currently available items, spells, monsters or
previously created - or you can create a new one altogether.
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The Bard’s Tale Construction Set~

User Class - Select which class can equip the item. You cap, sel
o . ect o
classs, all classes, or any combination of the classes below:

¢ Bard’s Tale Construction Set™

o from any spell off the spell list (that you create).
occurs when the weapon attacks (eg. “swings at”, “aims

1. Warrior

2. Paladin "

3. Rogue t occurs when the

4. Bard Lits for”, “punches

5. Hunter .) So that a combat @

6. Monk k like “Rusty slices Au

7. Conjurer »r 10 points of )

8. Magician )’ AN

9. Sorceror &J—
10. Wizard

11. Archmage

%

SPELL EDITOR

number of definable spells is 100. Maximum number of
unning spells is 100.
ing qualities for you to define:

Price - From 1 to 32,000 gold pieces or sell to Garth for half price.

Armor Plus - From 1 to 15 points to lower a character’'s AC if equipped
Any item type can have an armor plus.

Hit Plus - From 1 to 15 points to increase a character’s chance of kit
an opponent. The Hit Plus makes a difference for only hand weapons, by
arrows, or thrown weapons. 1

Damage Dice - How much damage the item will do if equipped and us

attack (only true for hand weapons, arrows, or thrown weapons). Binc you have chosen to give your magic spell. Your spell name

X-Special - An item that does damage can do one of the following typesd 4 characters long.
damage in addition to its normal damage: ur letter code that the mage uses to cast the spell.

. Poison

. Level Drain
. Insanity

. Aging

. Possession
. Stoned

. Paralyze

. Critical Hit

Likelihood of X-Special - The percentage chance of doing the XAra
Damage above if the weapons hits.

Times Usable - If the item casts a spell when Used, this will determin® g
many charges it has before it cannot be Used anymore. Set from

with 255 meaning that its Uses are unlimited. This number is also U
thrown weapons and bows.

ONOO A WN =

evel of the particular mage class can use this spell (1 through
A 8 makes the spell one that mage’s cannot cast.

2d - How many points are drained from the mage when he/she

far the spell will work for (10 to 90 feet).

fige - Normal or Double. If Double is selected, then the spell
€e the -ange but at half the damage.

®

=
=3
o
vy
2
Q
wn
)
(0]
O
o
=)
2d
c
Q
é,
=3
)]
24



@
w
c
o
S
o
%)
=
O
(@)
o
)
'_
1%
©
=
©
m
(O]
it
}_

The Bard's Tale Construction Set

Tupe - Select one effect from the list below:

1. Heal

2. Resurrect

3. Cure Poison

4. Cure Insanity

5. Youth

6. Dispossess

7. Stone to Flesh

8. Cure Paralysis

9. Restore Lost Levels
10. Damage

11. Kill

12. Poison

13. Cause Insanity

14. Age

15. Possess

16. Flesh to Stone

17. Paralyze

18. Summon Monster
19. Summon Illusion
20. Dispel Illusion

21. Scry Sight

22. Light

23. Armor Class Bonus
24. Hit Bonus

25. Trap Destruction
26. Secret Door Detection
27. Phase Door

28. Dispel Magic

29. Regenerate Bard Song

Area/Target - NA Not applicable; no target is need or used

SINGLE
is affected

GROUP An entire group, the party or a mons
affected

ALL MONSTER  All of the monster groups are affected

GROUPS

®

A single target, in either the party or a monstés:

ter grouP: 3

pe Bard’'s Tale Construction Set™

g - How much damage the spell does or how many points
. »mined by a dice roll. (eg. 4 6-sided dice).

one round (6 seconds or 1 combat round)

2-4 minutes (or 20-40 rounds, since there are 10
rounds in a minute)

3-6 minutes

4-8 minutes

run until combat is over (cannot be cast outside of
combat

start only (i.e. effect is permanent)

run until dispelled, then just stop (don't end effect)
run until dispelled, then end effect

ent permutations of these options will create vastly different

, a spell that does Continuous Damage on your Party will
your party every round or movement turn until it is

make for some pretty nasty spells. See the Spell Effects

ical information section page number)) in the Technical

ast at a magic resistant monster, it gets to use its magic

he spell is cast and each subsequent round (if any) that the
oup of monsters gets one roll for the entire group. If all

 are affected, the group with the highest magic resistance rolls.
esisted spell shatters and ends immediately.

MONSTER EDITOR

your wonderful creation a name.

nce - If encountered randomly, what is the maximum
nster can appear at? (from 10’ to 90’)

— how many attacks per round this monster gets.
/No toggle to detemine if this creature is real or illusion

Per - Select what the monster looks like (from our list of about
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Combat Options - Choose from the list below what the Mongt
4 rounds (after the 4 rounds are finished, the monster repeats the 103
starting at 1): © list 3

1. Attack

2. Move and Attack (if possible to move)
8.
4. Special Attack (do monster’s special attack)
5,
6.

Extra Damage — Select one from the list below if you want
to do X-tra Damage:

VCONOUTTA,WN—=O

Upper Limit Appearing - In random encounters, what is the maximus
can find in a group (1-99).

Hit Points - Dice range to determine how many points of damage the
monster can take before getting killed.

Damage Dice - Dice range that determines how many points of damé
monster does.

Attack Msg. - Text that describes what the monster does in comb;t
“attacks”, “bites at”, “whips”, etc.) To create a combat message Suc
“Monster whips Hayato for 10 points of damage.”

Level - What level the monster is. Used for determining which m@
appear randomly on which dungeon levels (ie. if a monster is level 9
monster difficulty is defined as 3, then this creature may randomly P
that level).

. None

. Poison

. Level Drain
. Insanity

. Aging

. Possession
. Stoned

. Paralysis

. Critical Hit
. Item-Zot
10.

Base AC - What the monster’s armor class is.

The Bard’s Tale Construction Spp

ZBard’s Tale Construction Set™

Resistance - Percentage that the monster will resist any

Dependent Attack (attack if close enough)

Random Attack (monsters chooses best option or random)
Nothing (do absolutely nothing)

YOur gy

gold for killing monster multiplied by the number in the

MAP EDITOR

me of the dungeon (or city)
Point Phaze (take spell points) on - Select from from types of walls for this dungeon
vel of the dungeon the party is on.

idering Monster - Percentage that a wandering monster
ecur after each action.

ter Difficulty -

nstef®

®

_{
=
o)
93]
)
a
&
)
%)
O
&)
-
A
=
)
&
= |
w
L)



The Bard's Tale Construction Sepn
DRAW MAP

When you select draw map, you will be shown a large 29
which you can draw your map (representing a dungeon level, ¢ :
default map is blank with walls all around it. If you remove the " ’ fselected-
the edges, a “wraparound” effect will occur such that characterg yp 8
the edge will reappear on the other side of the map. Remembey ., 8
wall off sections of the map creating many “levels” on just one map

, Bard’'s Tale Construction Set™

» the last special placed on
location of the arrow
been placed yet, the

shed with your map, press

To move around the map you can use the mouse or the arroy, keys,
MOUSE: First select the wall type. Your choices are:

SPECIALS

Clear
Wall/Tree different specials are allowed per map. You can place as
Door/Hut s of these thirty anywhere on the map.

Invisible Door/Secret Trail
(The secondary choices are for the Wilderness Wall Set)

3 to 20 lines long. Each line can be an Action or

Click on the word until the wall type you desire is showing. f DO followed by one of the following:

Then move the arrow cursor on to the map and click the left mouse
button to drop the wall type. Press the right mouse button to change the
facing of the arrow.

KEYBOARD: Select from the various wall types listed above with the
<SPACE BAR>.

Move the arrow cursor with the arrow keys or the keys on the numet
keypad. The numeric keypad arrows will move the cursor around without
changing direction. The standard arrow keys will change the pointer Gifé
and move the cursor forward. Press <enter> to drop the selected wall ¥
where desired.

ag #F (where F is 0-15)
>, (from ITEM LIST)

Dropping Specials

Press “S” to drop a special on the square where the arrow cursor L
located. The list of available specials will appear in a window. Selected ¥ | points
desired one and press <enter> or click with the mouse. Points

Press “C” to clear a special located on the square where the
is located.
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23.
24.
25,
26.
27.
28.
29,
30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.

41.

42.
43.
44.
45.
46.
47.
48.
49.
50.

Conditionals consist of IF followed b

The Bard's Tale Construction Spp

Teleport to X:<#>, Y:<#> in <DUNGEON FILE NAMEs
Exit to Guild

Exit to Review Board

Exit to Garth’s Shoppe

Trap Flag (required for Trap detection and disarming)
Draw Picture <P#>

Clear Special Square at X:<#>, Y<#>

Make <SPECIAL NAME> at X:<#>, Y<#>

Print “ " under picture

Have <MONSTER NAME> join party

Have all monsters leave party

Turn monsters in party HOSTILE

Play sound <#S>

Set Counter to <#> (from 1 to 255)

Add <#> to Counter (from 1 to 255)

Set Encounter: (MONSTER NAME>

Set Encounter: <#> <MONSTER NAME>

combat to have up to gour groups involved in the encounter,)
Chest containing <item>, <DAMAGE DICE> + <X-TRA DA
TYPE>

Set Global Flag #F (where F is 0-15)

Clear Global Flag #F (where F is 0-15)

Give <#> gold

Give <#> experience

“Press Any Key” to continue

Have monster named <MONSTER NAME> leave party
Turn party in direction

Clear this special

Change this special to <special name>

THEN DO <ACTION>, ELSE DO <ACTION>:

NO U W

. Anyone is carrying <item>.
Everyone is carrying <item>.
Last inputis “___ ",
Answer to “____ " is YES.
Local Flag <F> is set
Local Flag <F> is clear

Group is facing <DIRECTION>

©

Begin Combat (Must have to start combat encounter, this allows for

onditional listed below. follo

Bard’s Tale Construction Set™

” is in party

ve fallen into a pit!”
) 3
kel hit points

AGE

Nhat is light as a feather but cannot be held for long?”

one - see if you can figure it out.

#56
Oswald” Under Picture
5 set THEN Print “King Oswald wishes you well on your
Nothing
THEN Stop ELSE Nothing
amed “Leigh-Ann” is in party THEN Print “Thank you for
hter, Princess Leigh-Ann.” ELSE Print “Help me, oh
Il orcs have kidnapped my daughter, the Princess Leigh-
to me and you will be greatly rewarded.”

Yord of Manliness

{

is “BREATH” THEN Move One Square Forward ELSE Move

d “Leigh-Ann” is in party THEN Give 5000 gold ELSE
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The Bard’s Tale Construction Spp , Bard’s Tale Construction Set”
8. DO Have Monster named “Leigh-Ann” leave party. " ICTURE
9. DO Set Flag #2 o L

10. DO Stop

at you have drawn
-nced™ or Deluxe
included in the

be about 30 slots
iting existing ones.
on screen.

»u may overwrite a

> already imported. It is
of which monster

»d and with what pictures.
sature, type import T
)OS prompt while in your BTCS directory or the STARTUP
I drive and you are at the appropriate prompt.

Editing Specials

All Specials are created through the use of the norma] windo
However, if you would like to insert a line to your special, move t‘}:’
bar to the number where you would like your new line an 9

d press <ot
can delete lines with <delete> in the same manner. <inser

UTILITIES

The utilities for The Bard’s Tale Construction Set are as follows.
1-6. LOAD/SAVE ITEMS, SPELLS and MONSTERS - when finish.q[
creating a list of the above, you will need to come to the Utilities to

the list to disk. You will also need to go to the Utilities for | oadjm L
existing file. ‘

7. PRINT SPELLS to Printer or Disk File - Print all the spells by classg
printer or disk (for editing).

8. TEST MAP - Test a level that you are currently working to test fwl
monsters, spells, or specials.

9. BUILD GAME - puts all the files on a separate disk (or to a separaié
path) that you specify for your dungeon. This will include markinga
starting location (Guild) for all parties in the game. Since a level can
be accessed through teleports, you can change the file name of @
dungeon level and put with the old dungeon, thus creating a differ .
level. However, all teleports from that dungeon and to that dungest
have to be synchronized. (For example, I have a city that, when yo4&
this one building, teleports you to the catacombs level one. If ] deck®
a later date that I want this building to teleport you to a castle, 1 ¥
just have to change the file name of the castle to match that Of_ ’
catacombs level one.) This would also apply to item lists, spell list
monster lists.

Q. QUIT — Quits the Construction Set to DOS. Make sure that ¥
saved all items, spells, and monsters before quitting.

" TIPS FOR CREATING
A BARD'S TALE WORLD

you a lot of power and flexibility to design your own
power comes responsibility for game balance. You can
of the game, but you should try to maintain a reasonable

Jery monster special attack damage or ranged attacks, and
have a spell it can cast. You *can* make an Axe of the
oes 10d100 damage, but that doesn’t mean you *should*.
items in the game, balance them somehow (perhaps the
ce it's so big, or maybe local shops won't let you come in

could put in a room with 99 Mega-Orcs with 20d100 hit
le game becomes an “arms race” of who can build the better

K at the ten default items and use them as a guide for creating

;}" -items you are going to have in your dungeon and enter
y. One way to organize your items is by type. First do all your
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The Bard’s Tale Construction Spp

hand weapons, then armor, etc. Once you have a list compjj,, 4

it easier to enter in the items. You may want to save the Misceli it
category for last as these types of items may be determi Aneg,
maps.

¢ Barv's Tale Construction Set”

pells that comes up while playing the game. This way
spells” or make your dungeon such that the only way
is if you give them the codes through specials.

to include a spell just because it is possible to make it.

lls to summon monsters in your game. It's your game; if
something, don’t put it in the game.

Keep in mind extra damage and damage dice when detey
You don't want characters to be able to buy a powerful weap

Mining ..
on i 3

Remember that Garth’s sells only the first ten items on your figg y
normally be the ten default one. However, you can overwrite one of I
default items with your own if you want Garth's to carry it. Alsg kage ©
that Garth will not sell items he buys from you. Once you sel| to {'1
gone for good.

hat creating a well-balanced scenario resides in the creation
undoubtedly find that you will need to change monster
jer again as you test out your dungeon levels.

up spell damage values and item damage values with
s, Obviously a monster with 200 hit points will not stand a
ns and spells doing 1,000 points of damage every time they

You do not have to assign values to every category. If a sworq
nothing more than damage, then ignore the other categories. The defa
all set to the minimums. In fact, an item that uses every category il ot

powerful, so be careful.
at characters’ hit points are raised as they gain levels, so

Remember that if an item is set to O (ZERO) times usable, then it ca ncrease in difficulty as your dungeon progresses

cast a spell. If you want an item to cast a spell, then change the times ys
category first. You may want to create your spells first, since your ite
cast them.

mosnters some intelligence with the combat options
you could create a monster that would attack every
t, even if out of range, or you could have your monster

Use the monk damage chart as a basis for item and spell damage. I » B vou wanted

words, don't let a sword for a 1st level fighter do 13d8 damage; that's
equivalent to a monk’s damage at 32nd level.

SPELLS -

You can print out the codes for the game player(s) or you can reveas aster difficulty according to when the players will reach this
through specials. You can make the four letter codes as intuitive or aost level dungeon represents the sewers, then all three levels
you like. me moster difficulty as they may have the same monsters. But
2r dungeon level called a castle may have an entirely different

ost appropriate type of wall from the ones available.

If you want to create spell that a magician cannot cast (this would be*
monster-only or item-only spells), set the mage level to 9. It does not M
what mage class you set the spell for. Remember that *really” powé
monster, and trap spells should be level 8, so that party members i

them. 1

stly diffefa*
cluge® 2
an ¢

is not the only way (nor the BEST way) to make levels
ifficult. Special encoutners, specials, and level design are all

ontrol difficulty.

1d specials according to the spells you have allowed. For
your dungeons have areas you don’t want players to get
StWant to create a phase door spell.

Be careful when setting the Duration. You can create vastly
simply by changing the Duration. Refer to the Duration charts I
manual to determine what effects different durations have. You ¢

some devastating spells, such as a Continuous Kill spell. don't BP0 flat on a special square trap. There shoukl
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The Bard’s Tale Construction Spp~

be a few traps that can evade spell and thief detection.

The special square “cast $X for @#godl” there $# equals () is

setting traps that fire a spell at the whole party.

SPECIALS -

What follows is a more detailed description of what each ACTION o
CONDITIONAL does: ‘

A special square line is either of the form
DO action
which performs the action, or

IF <condition>
THEN <action1>
ELSE <action2>

which tests the condition. If it returns TRUE, then action1 is performed,

otherwise, action2 is performed.

Input flags are set when the special is defined:
$I - pick a defined item

$$ - type a string up to 25 characters long

$F - select one of 16 flags number 0-15

$# - pick a number from 0-32000

$N - select the name of a defined map

$P - select a picture

$S - select a defined special square

$M - select a defined monster

$A - select a defined monster’'s name

$C - select one of the 13 classes

$X - select a defined spell

$T - select a trap type

$L - give X and Y coordinates, both ranging from 0-21
$D - select one of the four compass directions

Conditions:

‘anyone is carrying $I” -
return TRUE if at least one party member has the item

“everyone is carrying $1” -
return TRUE only if all of the party members have the item

> Bard’s Tale Congtruction Set™

ast input received by the Get Input action is equal to $3.
<0 are NOT considered different!

”

from the party. Return TRUE if this input is “yes” or
lower case letters are considered to be the same. Note
,s NOT change the last input stored from the Get Input

e ‘party is facing in the specified direction
is in party" .

» member is a monster and is named $A
party member is in the specified class

is between 6 am and 6 pm, inclusive.

frcgunter’s value is greater than $#

bat” -
. party won the last combat initiated by the combat action

dom dice roll from 1 to 100 falls on or below the number

00.
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The Bard’s Tale Construction Spp

“Race $R is in party” -

return TRUE if any party member is the specified race
Actions:

“nothing”- do nothing

“stop”- stop executing the special square

“spin party”- face the party in a random direction

“darkness zone”- all light is extinguished and cannot be activateq
“silence zone™- all sounds cease and no sound can be made
“anti-magic zone- all running spells are dispelled and no magjc may be "
“get input”- the party can type in any input, up to 14 characters b
“set local flag $F”- set the local flag 1

“clear local flag $F"- clear the local flag ‘

“take $I”- take the item from a party member. If no party member has :

item, then nothing happens.

give $1"- give the item to the first party member who can carry it. If all
members have a full inventory, nothing happens. )

“sell $I for $# gold”- any party member can buy item, if the member has
enough gold

“cast $X for $# gold” - if $# >0, then any member can have the spell cast

with that member as target, if the member has enough gold. If $#=0, thes
spell is cast automatically, targeting the party’s leader. In either case, the
is cast at O range.

“print $$”- print $$ in the upper right hand scroll

“regenerate $# spell points™- add $# spell points to all mages in the party:

subject to their maximum allowable manna

“take $# spell points™- subtract $# spell points from all mages in the P2
a minimum of 0

“heal $# hit points”- heal everyone in the party by $#, up to their M@
hit points

“damage $# hit points with $T”- damage everyone in the party b
with each person getting a saving throw for half damage and addi

tion

y $% PR

3ard’s Tale Construction Set™

“age (such as Paralyzation, Flesh to Stone, etc.) to the party

: ngs - add $# bard songs to all bards in the party,
maximum.
subtract $# bard songs from all bards in the party, to a

"_ move a party backwards without changing their
ible (ie. no wall behind them), and stop execution of

» forward- move party forward, if possible (ie. no wall ahead
cution of this special square

in $N"- teleport the party to a particular location and

ie specified map, and stop execution of this special square
-4

'hese three actions all perform similar functions. The party
ara and performs their transactions. When they leave
turned around and moved one square forward, and

al square stops.

has a trap zap spell running, a bard is playing
a thief makes his disarm trap roll, then an appropriate
nd execution of this special square stops.

"~ draw picture in the upper left hand window

p - clear the special at the location. If no special square at
g happens. If the location is the party’s current location,

are will continue running, but be erased with completes.

ace the special square at the specified location, overwriting
if any. If the location is the party’s current location, then

re will finish running before the new one begins

[ picture”- $$ is printed below the upper left hand window.
darty”- the monster asks to join the party

leave party”- all monsters in the party leave
.

‘H0stile” - all monsters in the party attack

”E':,., sound $# is played

©

e
-d
o
o
QO
a
=
)
%)
(@)
©
=5 |
)
=
o
=
o
=)
W
@




©
0p)
=
Q
2!
-
@
o)
O
@
©
}__
)
©
©
m
o)
i
}_

The Bard’s Tale Construction S

“set counter to $#”- counter is set to equal $#

“add$# to counter’- $# is added to counter’s current value

¢ Bard's Tale Construction Set”

CHNICAL INFORMATION

“set encounter:$M”- a monster encounter is generated. Uptoq a
can be generated for one combat. Extra encounters cause an error -0
and are ignored.

"

“set encounter: $#:$M"- as above, but the number of monsterg is ol .

“begin combat”- combat is initiated, if any encounters have beep ¢ -
result remembered (whether party won or not. If no encountersg have i
an error message is printed and this action is ignored. 3

“chest holding $1,trap$T,damage$#, message $$”- a chest is createq
containing the item and a trap of type $T causing $# points of damass
the trap is not disabled (by spell, song, or thief), then a trap Message js
printed, following the message $$, and the party suffers damage, '

“set global flag $F"- global flag is set. Global flags are saved when “Say

Party” option is selected at the guild. |
“clear global flag $F"- global flag is cleared |
“give $# experience”- give the amount of experience specified to be divig

among everybody in the party. !

“give $# gold”- give amount of gold specified to be divided among everyba
in the party

“Press Any Key”- Prompts the player to press any key and waits for anj"
keypress or mouse click before advancing further. A

“have monster named $M leave party”- If there is a monster with the sp
name in the party, one will leave the party immediately

“turn party in direction $D”- turn the party in the direction specified.
“clear this special”- clears the special where the party is standing.

“change this special to $S”- Changes the special where party is C““;";" ;
location to the one mentioned, so that the next time the party com
square, they will get the new special.

Spell Effects Chart

Start

Heal damage
raise the dead
cure poison

cure insanity
cure age

cure possession
cure petrification
cure paralysis
restore max level
do damage

kill

poison

drive insane

age (-1 each stat)

drain 1 level
monster joins party
illusion joins party
target dispelled
display map of area
turn magic light on
AC changes

To hit changed
Trap destroyed
find # secret doors
wall removed

magic on target ended

bard songs changed

Run
same
same
same
same
same
same
same
same
same
same
same
same
same
same
same
same
same
same
nothing
nothing
same
nothing
same
nothing
nothing
same
same
nothing
same
same

Il has three effects - its start effect (occurs immediately), its run-
s each round of the spell duration), and its ending effect

e spell ends). Depending on the duration of the spell, the run-
d the end effect may not ever occur!

End

nothing

nothing

nothing

nothing

nothing

nothing

nothing

nothing

nothing

nothing

nothing

cure poison
cure insanity
nothing

cure possession
cure petrification
cure paralyzation
nothing
monster leaves
illusion dispelled
nothin

nothing

turn magic light off
AC restored

To hit restored
nothing

nothing

wall replaced
nothing

nothing

d with an asterisk (*) , allow the target to save vs magic to

(or in the case of Damage, to take only half damage). If thrown
on a monster in the party, the spell will cause the monster to
, regardless of whether it saves or not.
ecification is ignored
et is given, ALL magic currently running is dispelled!
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The Bard's Tale Construction Sep

Class Names:

Warrior, Paladin, Rogue,
Bard, Hunter, Monk,
Conjurer, Magician,
Sorceror, Wizard, Archmage,
Monster, Illusion

2 letter class abbre-
viations:

Wa, Pa, Ro, Ba, Hu, Mo,
Co, Ma. So, Wi, Am, Mn, Il

Names of the races:
Human, Elf, Dwarf, Hobbit,
Half-Elf, Half-Orc, Gnome

Number of sides on
available dice:
2.4, 6,8,10,12, 20,100

Maximum number of
items a member can carry:
Eight

Maximum possible gold
a member can carry:
4,000,000,000

Experience Value for
a monster:

experience = (number of
attacks x max damage)

+
(10-monster[mon].base ac)
+
max hit points

i Bard's Tale Construction Set™

Jevels to improve

Racial Starting Attry, ] by 1, by class:

ST 1IQ m Cﬂ 1 Ba Hu Mo
Human 10 8 § ‘ s 2
Elf 8 9 ¢ Wi Am Mn I
Dwarf 12 7 10 e 2 3

Half-Elf 9
Half-Orc 11
Gnome 9

6
9
6 |
Hobbit 4 6 12 5 of
¢ ‘
3
1

What each class nm\
armor class 0 at leve] 1.

Wa Pa Ro Ba Hu Mo
Q20822 20 21 9%
Co Ma So Wi Am Mp |
24 24 24 24 24 20 9|

N

How many levels to improve
chance to hit armor class 0 by

-"uperience needed
h class and level:

Minimum Experience

0

2000
4000
7000
10000
15000
20000
30000
50000
80000
110000
150000
200000
400000
200000 per level

used for Paladins, Rogues,

nters as well.

any hit points (max) a

when advancing a
on class:

B
3

-]
< ®©
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16 16
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Damage done by a
monk’s bare hands

(by level):

Level Damage Dice
1 1d2
2 2d2
3 3d2
4 4d2
5 5d2
6 4d4
7 4d4
8 5d4
9 5d4
10 6d4
il 6d4
12 6d4
13 6d4
14 7d4
15 7d4
16 7d4
17 5d8
18 5d8
19 5d8
20 5d8
21 6d8
22 6d8
23 6d8
24 6d8
25 7d8
26 7d8
27 7d8
28 9d8
29 9d8
30 9d8
31 11d8
32 13d8

NOTE: after level 32,
there’s no more damage
increase for monks
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Minimum experience needed | | Minimum eXperien,
for each class and level: for each clasg a':::l ceq
Class Level Minimum Experience S%m Lgliel Minimyp g
Mo 1 0 o h 0
Mo 2 1800 So 3 oo
Mo 3 4000 So 4 2500008
Mo 4 6000 . . 4000
Mo 5 10000 14 g 60000
Mo 6 14000 So 8 b
Mo 7 19000 o 9 130000
Mo 8 29000 4 = 170009
Mo 9 50000 So 12 gggooo
Mo 10 90000 So 13 100008
Mo 11 120000 So 14 800000
Mo 12 170000 o g 400000
Mo 14! 230000 Wi 1 0
Mo 14 460000 4 < 20000
Mo 15+ 230000 per level | | wi 4 o
**above scale is used for Conjurers and Wi 5 120000
Magicians as well w' > 160000 :
i 7 200000
Wi 8 250000
Minimum experience needed w 190 200000
for each class and level: o 11 688%
Class Level Minimum Experi Wi 12 900000
e 1 pulififle o= O
Wi 14
IB\:IIE § Zggg Wi 15+ 1300000 per leh
Mn 4 7000 o : Lol
Mn 5 10000 Am 3 220000
Mn 6 15000 Qm tsl gggggg
Mn 7 20000 i
Mn 8 30000 NN o000
Mn 9 50000 A 8 1400000
Mn 10 80000 Am 9 1800%8
Mn 11 110000 Am 10 00000 8
Mn 12 150000 o TT R 3000000
Mn 13 200000 i 3 4000000
Mn 14 400000 Abs 14 80000°% i
Mn 15+ 200000 per level Am 15+  4000000F Sy
lllusions cannot go up levels! .

NOTE: maximum possible experience a member can g¢

4,000,000,000

- [arge

:; ard’s Tale Construction Set™
effects:

+ loses 1 point of damage per round

arget loses 1 level, eperience set to minimum for that level,
is reduced (if necessary)
ot will attack members of same group in combat

, members, each stat is reduced by 1 to a minimum of 1 for
acts as a level drain

get’s mind is controlled. If target is a party member: target

or party members monster: party can direct target’s attack
rget is petrified. No actions possible
ot is paralyzed. No actions possible

is slain

e of target’s carried items loses 5 charges, to a minimum of

randomly.

- target loses 5 magic points, to a minimum of 0.

eration:

ate at the rate of 1 point every 5 minutes (50 rounds),
in daylight.

SDE 3
spells:

s are running at once and attempting to affect the same

predicatable and can change from round to round! (Ah...
long running Age spell and long running Youth spell
ber. Nothing may happen for a while, then his stats

e from age, then they may suddenly go back to normal.
not fully predictable. Otherwise, it would be science!

imoned monsters/illusions:

Dat, summoned monsters or illusions disappear only at the end
d, even if they are dispelled in the middle of the round. It
ients for the ethereal link to dissolve. ..

'ty members:

a I’?al‘ty members, canrying items and fighting, except that they
option in combat and will never use their ranged attacks
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The Bard's Tale Construction o

for the party. Remember, if another party member attacks a Mongt,
immediately become hostile and attack, entering intra-party Combatei;

Bard’s Tale Construction Set™

. Playing Your Game

_ve created your game, you mant to actually play it. The
eates a file called BARDGAME.EXE. You can rename it
ROS REName command. To start your game, simply go
installed your game and type BARDGAME <enter>.

Starting character info:

Starting gold is 110-170 coins.
Spell casters start with 10-17 spell points, +1 per point of IQ ol

Rogues start with a 15% chance of disarming traps and a 109, cle1r
hiding in shadows, +1 per point of DX over 14. nce ¢
Hunters start with a 5% chance of dealing a critical hit, +1 Per point
over 14. nt of|
Bards start ready to sing 1 song (assuming they find an instmmem)

some configuration questions, you will find yourself in the
will need to create your characters and send them on

yns are made by typing their first letter or by clicking on them
When anyone goes up a level: :
rer’s Guild

Hit points go up based on class.
u have the following options:

Extra hit points: +1 per point of constitution over 14.

One attribute whose value is less than 18 is increased by 1. Add a member to join the quest

When spell casters go up a level: : ' mber - Remove a member from the quest and save him to
Extra spell points: 1-4 +1 per point of IQ over 14. B 2 rcw member for the guild

When rogues go up a level: ave the current quest members as a party with all global

Disarm traps: improves 1-3% +1% per point of DX over 14 (maximus
Hide in shadows: improves 1-3% +1% per point of DX over 14
99%)

When hunters go up a level:
Critical hit: improves 1-3% +1% per point of DX over 14 (maximum?

game
ave the guild to the map where it is located

- Delete member permanently from guild
er - Rename a guild member

ent Shoppe

When warriors, monks, and paladins go up a level:

Number of attacks goes up by 1 EVERY OTHER LEVEL, to a maximui ! ’ﬁrst ten items in your saved item list.
attacks per round at 15th level , you who wants to enter. After you select a party member,

lowing choices:
of the items Garth has for sale

from your inventory for half of what it's worth to Garth,
lit to somebody else for double its value. Once you sell to
is gone for good.

How much a spell level costs to buy in the review board, by 5
level:

Level Cost
1000
2000
4000
7000
10000
20000
40000

4Ve an item in your inventory identified for a price. Tells
fation about the item.

NOO A W=

=
-
o
o
D
Q
pr
)
O
O
o
- )
[}
=
c
Q
5
-
w
L]

@




@
w
=
9O
I3
=
%)
=
O
(5,
@
©
}__
»
©
b
o
om
()
P
}—

The Bard’s Tale Construction Sppv

Review Board

At the Review Board, you can have each party membey revi
advancement is appropriate. You will first be asked to see whg,
reviewed. After selecting a character, you have the following choie ts tq

es:

(A)dvancement - if the character has gained enough ex
will be raised a level.

(S)pell Acquiring - Magic-Users can check to see if they are able ta
to the next magic level, and, if allowed, can pay a large syn, of goly

that level.

(Cllass Change - Magic-Users can change classes. However, once
a magic-user type, you will not be allowed to return to that type '

Outside

Outside of the Guild, you can move around with the arrow keys or the

To move...
up arrow - go forward
down arrow - turn around
left arrow - turn counter-clockwise
right arrow-turn clockwise

Other commands outside of the Guild are as follows:

(B)ard Song - Have a bard play a bard song
(C)ast Spell - Have a magic-user cast a spell
(N)ew Party Order-Rearrange the party’s marching order
(P)arty attack - Initiate intra-party combat
(Q)uit - Leave the game without saving at a guild
(U)se item - Have any party use an item from inventory
(V)olume on/off-Toggle to turn the music on and off
(?) - Print current time
HOME - Pause the game
Keys 1-7 will initiate view-mode on that character

During viewmode:

d - drop item (not available during combat)

e - equip item/unequip item

p - pool gold (not available during combat)

n - new order (not available during combat)

t - trade item (not available during combat)
<space bar> or <esc> — will quit viewmode

e g

Perience .-

¢ Bard’s Tale Construction Set™

—'1 or has taken place you have the option to attempt to
_~nster(s) are farther than 10 feet away), (R)Jun Away, or
nsters (if they are within 10 feet).

sur party leader will be checked, and if he passes, the
inated.

e, you have the following options:
four party members only use equipped hand weapons or

- Attack a member in the party

d from monster’s attacks at improved rating

c-users can attempt to cast a spell

an item from inventory

rds only can sing a bard song

- thieves only can attempt to hide from combat and
ve a critical hit.

t time

ates bard's hit points
L, rejuvenates everyone’s hit points in the party (from 1 to 5 *

mages’ spell points
L gives the party an extra attack
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The Bard’s Tale Construction S

5. Marcela’s Melody
— Creates light to walk around... even in anti-magic Zones
— in combat, brings all monsters to within melee range

6. Kiel's Overture

— Lets the party know what direction they are travelling
— in combat, casts a monster damage spell (from 1 to 5 *
points)

7. Cain’s Carrack
— Adds to character saving throws
— in combat, prevents all monster spell attacks for one royng

¢ Bard's Tale Construction Set™

background of the scenario. When creating your own
ant to use this scenario as a guide for your own world.

down village of Isil Thania is the setting for our story. Your
has travelled from afar to witness the annual Star Light

eerie light comes down from a star for one night only

day.

t the RAINBOW BAR waiting for the day of the Festival, a

proaches saying, “There’s more adventure here for the

eets the eye. If you want a real challenge ask the

INE.” With that he giggles and disappears down a sewage

leve] of b

SAMPLE SCENARIO

Included in this Construction Set is a sample scenario for yoy tg
examine. [

The game has been saved off in the GAME directory created from the
INSTALL procedure. To load the game, enter the GAME directory and

BARDGAME<enter>
You will be asked some general SETUP questions, and then enter the GU

Note that there is one item list called “ISIL.ITM” which contains all the
items included in the sample game, one spell list called “ISIL.SPL", and o
monster list called “ISIL.MON”. There are fourteen levels included which:
contain their own set of specials. The levels are as follows:

ISIL.MAP - the map of the city of Isil Thania
SEWONE.MAP - level one of the sewers
SEWTWO.MAP - level two of the sewers
SEWTHR.MAP - level three of the sewers
TOWONE.MAP - level one of the tower
TOWTWO.MAP - level two of the tower
TOWTHR.MAP - level three of the tower
FRED.MAP - Castle Fred

DUNONE.MAP - level one of the dungeon
DUNTWO.MAP - level two of the dungeon
CASTLE.MAP - Interconnecting castle UN-
DRCT.MAP - Map of the undercity
CRYPT.MAP - The Crypt

SURPRS.MAP - the FINAL Level

®

vill be to locate the RAINBOW BAR to the south of the
sewers below the city. Those of you familiar with The
recognize these levels as the exact onces found in Bard’s

e Unknown.

will engage upon a quest that takes you from one location
eventually to find the secret truths behind the Star Cult
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166
174
176
176
178
178
178
180
181
183

186
188
189
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193
195
198
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TROUBLESHOOTING total of 1,024,000 bytes of extended memory on your
shor or both of these games. However, this memory must
Memory Requirements aj[qh memory by using an expanded memory manager in
. The two most common expanded mem

There are three types of RAM referred to in this manual, DOS 386.SYS or Microsoft’s gMMSS&EXEZZVr:iIa;)Tgei;S
(conventional base RAM), extended, and expanded. UW1 anq Uws higher, or Microsoft Windows 3.1) f you are unsure h
specific minimum requirements for each of these types of memgy, 10 ¥ memor;l manager from DOS refer t oyO tirmizi ;f i
unsure about these different types of memory, consult your DOg with QEMM, consult your d,ocumentatign e

Altima Anderworld™

3
4]
G
o
Q
)
o
Q
o

To find out how much DOS, extended, and expanded memq
computer has available, type MEM at the DOS prompt. When the
information is printed on the screen, look for the following listing:
Largest Executable Program Size (This number indicates how muygch p 08
memory is available.) 1

Total Extended or XMS or Total Contiguous Extended (this is the g

of extended memory in your computer.)
Bytes Free of EMS or Free Expanded (EMS) (This is the amount of expg
memory available to the program.) ’

System

eriencing problems running the Underworld/Underworld II
t might help to create a separate boot disk or decrease the
esident programs (TSRs) you have loaded with the
rations listed below.

ir AUTOEXEC.BAT or CONFIG.SYS files completely -
omputer will not function.

ga boot disk, we recommend that you generate a hard copy
drive CONFIG.SYS and AUTOEXEC.BAT start-up files.

If any of the numbers listed on your screen are less than the reg ]
)OS prompt, type:

listed below, refer to Optimizing Your System (page 167).

y]yngna Underworld 1 Memory Reqml‘emen_tfm - CREEN key to generate a printout of this startup file. At the
to run game without sound to run game with Internal 2

to run game with speech, effects, music, or speech
(PC) speaker (sound effects only) music, and sound effects
(sound card only)

key t i ; :
DOS (Conventional) y to generate a printout of this startup file.

Base RAM 527,360 bytes 535,360 bytes 565,248 -
*Extended 1,024,000 bytes 1,024,000 bytes 1,024,000 ot Disk
Expanded 492,000 bytes 492,000 bytes 492,000

parate boot disk, insert a blank high density disk in your A:

Ultima Underworld 2 Memory Requirements )OS prompt, type:
Requirements W“ »

Type of memory Minimum Requirements ~ Minimum Minimum
to run game without sound  to run game with speech.
effects, music, or speech music, and sound
(sound card oni9) INFIG. SYS
DOS (Conventional) pt returns and the format is complete, type:
Base RAM 544,768 bytes 544,668 bytes 4

*Extended 1,024,000 bytes 1,024,000 bytes
Expanded 671,744 bytes 671,744 bytes appears, type the commands shown below. This
€ and may require additional drivers. Consult your CD-

rintouts for more information.
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‘ o

CONFIG.SYS using DOS’s EMM386.EXE Je by typing: -
Files=20 3 3
Buffers=20 D
Device=C:\DOS\HIMEM.SYS 5
Device=C:\DOS\EMM386.EXE 1024 RAM v =
DOS-UMB | New Boot Disk =
DOS=HIGH 2

~uter off, insert your new boot disk in the A drive and turn
. (If your CD drive is external, turn it on.)

M disk (label side up) into your CD-ROM drive. (Some
that you put the disk into a CD caddy before inserting it

SHELL=C:\DOS\COMMAND.COM /P
DEVICEHIGH=C:\ <path>\CDROM DRIVER><all Parametepg ¢
original CONFIG.SYS> .

(Refer to your hard drive CONFIG.SY'S printout to fill in the blang ol
line above.) '

After typing the CONFIG.SYS Commands

Acrobat Note: If you receive any “ACROBAT.INI" error messages frgn
DOS Acrobat document reader program, add or modify the following i
the CONFIG.SYS file on your boot disk: 3

ur CD-ROM drive by typing its drive letter followed by a
nd pressing Enter.

in playing Underworld, type: UW ENTER

in playing Underworld 11, type: UW2 ENTER

Files=30 nderworld I fails to load or run and generates an error
Buffers=30 ith my game?
g . : ; can easily be interpreted and remedied:

Afte;\ Ezgmg these lines, you should exit and save your file. Do so by typis BN i by three numbers) usually means a low

X -

Y G.SYS may need to be modified. If you get a message that
Next you need an AUTOEXEC.BAT file on your boot disk. Type: rygrﬁleU? : ihr\;/c;irrllc; ‘;::d?: l?rgfésﬁ#gnordcogglfgf 26”

EDIT A:\AUTOEXEC.BAT ENTER ’ e i e

10uld allow you to play the game. (Consult Optimizing Your

When the new screen appears, type:

II:I;?I_I\I/LP(’:T \$]I))C$§ . (base) memory.

C. ] program included with DOS to check your computer’s

do this, type MEM after the prompt for the drive in which
: game. Consult the “Largest executable program size”
565,248 bytes for all options and UW2 requires 581,632
: Free up RAM if needed or make a new floppy boot disk.
g Your System)

LH C:\ <path>\mscdex.exe <all parameters from the original
AUTOEXEC.BAT with the following exceptions>
delete the /E parameter
Change /M::## to /M:5
LH C:\MOUSE\MOUSE.COM
(Your mouse driver may need to be loaded differently. Refer
your original AUTOEXEC.BAT)

o the P
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C### means a problem with expanded (EMS) memory. ] nd card is not one of the cards listed on the box or in the

You may be using a non-compatible memory manager. UW1am am, but is 100% compatible with one of the cards listed, it
a LIM4.0 EMS or 100% compatible driver. Compatible mern, V : ed for Sound Blaster emulation mode. Consult your
include DOS’s EMM386.EXE and QEMM386.SYS. This eryqy ‘< Ay
indicate that you do not have enough expanded memory allocat o
game. Consult Memory Requirements and Optimizing Your System._

yv'y I select PC Speaker sound effects all I get are “Beeps”
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g wrong with your speaker or your game. The PC speaker

not intended to be realistic. They do, however, provide
(whether you hit a creature in combat, for example.) The
grade your system with a sound card. (The installation
supported by Underworld.) If a system upgrade is

would rather play without sound, select the OPTIONS icon
screen, followed by the SOUND option. Turn the sound
the game.

o play different characters in different games?

ows you to save up to four different games at once. For each
four different points in a single adventure. You can also
adventure in the first saved game slot, another character’s
d slot, and so on. Any combination of characters and

possible (up to the maximum of four per game). Note that
a UW1 character into UW2, or vice versa.

E### means that you do not have enough hard disk space.
You must have at least 2 megs free on your hard disk tq insta]] and

either game, even if you are playing it directly from the CD. |
You may have chosen an invalid configuration during the instal] pra

Check your configuration and if necessary, re-install the game.

You may have filled all free space on the active hard drive, Use the [
DIR command to check available hard drive space. You need at leagt 2
megabytes for saved games and temporary files.

Q: My mouse is not working UW/UW2 CD-ROM. My mouse works it
my other software applications - why not with UW/UW2? ‘4
A: If your mouse is not working with UW/UW2, you should first check
if your mouse has been loaded in DOS (in your AUTOEXEC.BAT file) g
the boot disk you are using to play the game. Windows and many other
“multitasking” environments load their own built-in mouse drivers. Thes
mouse drivers will not operate outside of their shell environment. oadin 00 slowly. :
mouse driver into the DOS environment can be as simple as typing MOU ay not be fast enough to run the game efficiently. The
ENTER at the command prompt. For example, { ation is a 386SX with a 16MHz processor - but movement
ster and smoother on a faster computer. From the main
C:\MOUSE ENTER _ the OPTIONS icon, followed by DETAIL. Experiment with
This command can differ depending on which mouse driver so

sl ils Is until you find a balance between speed and detail that
are using. Please consult your mouse user’s guide for further details.

Some rare combinations of hardware and software cause mouse &% ave my game, but | keep getting a me ssage that says “SAVED
that freeze the on-screen pointer. If your mouse pointer ever stops M¥ 2
press Alt F4 to free the mouse and allow the pointer to move norimass

jame can take up to 500K of hard disk space. If you don't
a Microsoft mouse driver version 7.0 or higher. y .

ble, you can’t save. To get around this, you can save

M over an existing saved game. Select the OPTIONS icon

*he screen, followed by the SAVE GAME option. Then,
game slot you've already used. When you are asked to
the game, press Enter to use the same name as the old
€W one. In addition, you must have 700K (UW1) or

e hard disk space available when you begin a mission.

Q: When I try to run the game, I get a message that says, “Sound
Initialization Failed.”

A: You probably have enough memory to run the game, but
load the sound drivers you selected during installation. You W Sste
increase the amount of free DOS memory (see Optimizing Your
play without sound.

not eno
i1l either 8

@



Ultima Underworld | & |

Altima Underworld™

Q: When I start, the music sounds very odd on my Sound Blaste p
A: Early versions of the Sound Blaster Pro require different COnfir Prg,
later versions. To correct this, run the SET-ENV program that CaQ At
Sound Blaster Pro. This will automatically set the environmen van? .
properly. If this doesn’t work, this variable can be set manually, Cnable 1

Ongyy,
tion, -

Altima UAndertword™

,.; have finished copying, change to your newly created

5 and type UINSTALL ENTER. This will begin the Underworld
" ~ess. (For UW1 only, at the option for SELECTING CUT

C OR ANIMATING, select ANIMATING. STATIC will not

Sound Blaster Pro docs or your hardware dealer for more informg o the configuration, type UW ENTER to begin playing.

Q: (UW2 only) [ am having trouble using my joystick.
A: Your joystick may be set to “auto fire”. If this is the case, yo ha

moving your character and the buttons may not function as yoy i Ve diff
correct the problem, turn auto fire off. If your joystick doesn't ajqy,
turn auto fire off, unplug it and play with a mouse or use the keVbOard .
controls.

) version of Underworld II onto your hard drive, follow these steps:

1 have at least 13 megabytes of hard drive space available.
\UW2 C:\UW2 /E/S ENTER. This will copy all of the

5 a \UW2 directory on your hard drive. (This assumes your

ind your hard drive is C: — if not, substitute the appropriate
e above entry.)

have finished copying, change to your newly created
 and type UINSTALL ENTER. This will begin the
guration process.

Q: (UW2 only) I seem to spin around even when I am not touching the
mouse, joystick, or keyboard controls.
A: This can be caused by a miscalibrated joystick. Press Ctrl J and follous
instructions on screen to calibrate and center your joystick. If you canpegg
the joystick properly calibrated, you will have to unplug it and play with g ng the configuration, type UW2 ENTER to begin playing.
mouse or the keyboard controls. ?

Il program will ask if you want to delete or leave extra

Q: Why does my computer crash when I try to play UW/UW?2 throug
Microsoft Windows (or OS/2, Desqview, or DOS 5.0 Task Swapper)? -
A: “Multi-tasking” environments - Windows, Desquiew, Software Carous
DOS 5.0 Task Swapper, and so forth - often conflict in their use of mems
and other system resources with the UW/UW2 CD-ROM. We do not =
recommend playing UW/UW2 under these circumstances. Even if you o8
the game under a multi-tasker, do not swap to another application while
playing. Your system will crash if you try to suspend UW/UW2 to run @&
program. In general, we recommend that you log out of Windows (or sim
applications) and play from the DOS prompt.

Q: My CD drive is too slow to play the game from. Can I play either game =
from my hard drive?

A: To copy the CD version of Underworld onto your hard
steps:

Make sure you have at least 13 megabytes of hard drive space el
Type XCOPY D:\UW C:\UW /E/S ENTER. This will copy all of the d
necessary files to a \UW directory on your hard drive. (This assumes.a o

drive is D: and your hard drive is C: — if not, substitute the approP™
letter in the above entry.)

re running without digitized speech or no sound. You can
save space, but (contrary to what the install program

y ahle - 1 1 ;
ible to add them later without recopying the game to

ster beeps before playing digital effects.
ld Sound Blaster ROM (1.5) will cause this. Reinstalling
ts will fix this, though you will lose digital effects. We
erating under a DOS 5.0 or higher environment.

drive, follow#
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THE STYGIAN ABYSS
REFERENCE CARD

BEGINNING PLAY - el 2 p il
panel. Three panels share this position, and you can switc
Install the game, following the directions above. Change ¢ the ¢ ‘o:h b . willl.) P Y
DA

drive and type UW ENTER to begin play. If you used our default et
you would type:

D: ENTER
UW: ENTER

The first time you play, typing UW takes you to the title screeng, fu
by the introduction. Press ESC to bypass the titles and/or introdyeien
to the Main Menu.

@ltima Andertworld™

straight ahead, but you can look up and down:
1 repeatedly.

oss 3 repeatedly.

e “straight ahead” position, press 2.
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el shows all items you are carrying and wearing. From
el:

bag in your inventory to flip to the rune display.
1l chain to flip to the statistics panel.

yanel displays detailed information about your character’s
ent condition. Click on the pull chain to return to the

If you have played (and saved) the game, typing UW takes youy g ks :

Menu. ;

MAIN MENU

To select an option with the mouse, click on it. With the keyboard,,
arrow keys to highlight it, then press ENTER to select it.

shows all of the runes you own. Click on the pull chain to
ntory panel.

the right mouse-button triggers the action specified by the
on selected; the left button selects, moves, or uses an object.
: i Mana Flasks. Shows your current Vitality or Mana as
Create Character. Choose pefo.re you begin a new game. Usg them B 1f the Vitality flask is green, you are

or arrow keys and follow the directions on-screen to make selections. 2

Introduction. Allows you to watch the introduction. . i
(Press ESC to exit at any time.)

Acknowledgments. Lists the people who created ULTIMA Underwork

Journey Onward. If you have saved games, a list appears when
Journey Onward. Move the pointer to the game you wish to play
either button. (With the keyboard, use the arrow keys to highlight your€
and press ENTER.)

MAIN GAME SCREEN

When you Journey Onward, the main game screen appears.

3-D View Window. The view window shows what you see:
As you move, the view changes to reflect your new position:
When you take damage in combat, the window shakes.
When you are critically wounded, the screen flashes red.
When you are drowning, the screen flashes blue.

©

ck on runes in your rune display and they appear here.
 here to cast the spell represented by the runes on the shelf.

ates the direction you are facing. The red dot always
arrows on the base of the compass allows you to use
. Clicking the compass itself gives you an indication of
condition and overall situation.

2roll. Displays messages and results of commands.

. In combat, the gem glows red, then yellow, then green,
S You put more power into an attack.

ells. Icons represent active duration spells.

S. Access the game option panel, and determine
At mouse-button allows you to Look, Get, Use, Fight, or

@
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Gargoyle. Above the view window is a gargoyle. During ¢4
in its eyes changes as the condition of your foe changes. mbatr'

Altima Undertworld™

e cursor on the object, press and hold the right mouse-
~biect is “get-able” it will be put in-hand when you drag the
shere on the screen. Release the button to drop the item.

Green eyes mean your foe is still strong.
Yellow means the foe is hurt.
Red means the foe is severely injured.

MOVEMENT

Walking, Running, Swimming. Press and hold the left mq ,
while the cursor is in the 3-D view window. The further from the :.| Iy
window your cursor is, the faster you move. The shape of the cursor ]
determines direction:

+ click on the creature or item you want to examine.

' the cursor to your inventory and click on the weapon in your
Click on the weapon again to exit fight mode.
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object in your inventory, left-click it. To use an object in
indow, position the cursor on the object, and briefly right-drag it.

cess the game options menu you must click on
n or press the appropriate keys on the keyboard.

* Move forward
‘ ’ Turn right or left while moving forward
P M Turn right or left with no forward movement
&= = Siiestep left or right

Move backwards

e. Use the right mouse-button to interact with things in the
The command icons determine what the right button does.

con. Click on this to bring up a list of game-related functions
use the game. Click on the function you wish to access:

pe. Preserves your current game state. You can have up to four
es at once. Each saved game requires about 300K of hard disk

Jumping. Press the right mouse-button while the left button is down! ys save before ending a game session.
fight mode, press J or SHIFT J on your keyboard.) Your speed determ

: .y A Gl .
e et e. Begins the game at a point you saved. Click on this

n on the roman numeral that matches the name of the saved
Standing still, you jump straight up.

Walking or running, you jump in the direction of your movement; @8 " e music on or off.

jumped increases with speed. B cficcts on or off.

Flying. Cast a Fly or Levitate spell, or use an appropriate magig itm j es or decreases the level of graphic detail.

. . . ds to e el
dEirt:c:':Zfl ]:ft?li;hlft all?s gae tt:elor\l(/)errn;zur?sz\l/femem camma ® Game. Resumes play when you're done selecting options.
ne. Returns you to DOS. (This does not save the game.)

. Left-click this icon, then right-click the character you want to

INTERACTING WITH THE WORLD

efault Mod®

Default Mode. If no icons are highlighted, you are in D * Leit-click this icon, then right-click the object you want to

“un-select” a highlighted icon, click on it.)

Talk. Put the cursor on the person or creature and briefly right Left-click this icon, then right-click the object or area you want

mouse.

¥
b

@
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ells. Some spells must be targeted. When you left-click the

such a spell, a targeting cursor appears on screen. For

targeting cursor is a red circle. For non-combat spells,
Cross.

Altima Undertworld™

Fight Icon. Left-click this icon. To attack, right-click a,
ready to attack, then release the right button.

d holg .
Use Icon. Left-click this icon, then right-click the object YOU ym.
For actions that require a target, left-click this icon, then Tightenks

object you wish to use (putting it “in-hand”.) Move the object i
the target object and right-click again. N-hap,

HEALING

To regain lost Vitality (or shake off the effects of poison), you

cursor appears, position it on the person, creature, or
target, then right-click to unleash the spell. (You may or
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cles of Runic Magic

™

and sleep, or cast healing magic. Fifth Circle
The healing spells are Lesser Heal, Heal, and Greater Heal, i, oyia. g Cyre Polson gy
the Vitality they restore. These do not restore Mana. - y Fireball B
22 Missile Protection XUK
To regain Vitality and Mana, you must sleep. Press F10 or use 3 ber BI4 Name Enchantment FNR
When you awaken, you gain some percentage of lost Vitality and Mana up Open MR
are hungry, sleep does less to revitalize you. : x
Sixth Circle
PA Daylight Alr
PAUSING THE GAME nA Gate Travel ARK
18P Greater Heal AIPY
With a mouse, click on the Options Icon. This pauses the game and 1’ Paralyze MK
RMK Telekinesis FRR

brings up a menu of options. To unpause, click on “Return to Game". On

keyboard, press F1 to pause, ESC to unpause. Sataaits Crolo

B4t Ally 1PAR
MAGIC FX Confusion ARN
s Fly APK
Magic requires three things: ::" };Wisiblilitv ;‘:P'
evea
Mana. The Mana point cost of a spell is triple the Circle of the SP&
4 Eighth Circle

Character Level. Your character level, halved and rounded up; " Flame Wind ve

equal or exceed the Circle of the spell. 3 pK Eroesé Time o
Rune Stones. The rune stones required to cast each spell e =52 b Iron Flesh IA4
below. Roaming Sight FKN
ar Tremor AKR

Casting Spells. If the three conditions above are met, you s
to cast a spell. To do so, click on the runebag in your inventorys ;
on each rune required to cast the spell, in order. When the runés

the rune shelf, left-click anywhere on the rune shelf.
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COMBAT

Using a Hand Weapon.

Altima Underworld™
CONVERSATION

acter or creature:

Click on a weapon in your weapon hand (or on the Fj

ght icon)
fight mode. N3

sor over the character you wish to talk to, then press the
. to bring up the conversation screen. The other person'’s
the large scroll in the center of the screen. Your
ar on your message scroll.
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Position the cursor on your target.

Hold down the right button until the weapon is drawn back (You.

continue to move by pressing the left button while the right butte ;s' oss onto the option you want and click either button (or

] statement you want to make).
With the weapon drawn back, the power gem begins to by the 4 )

ght
indicating how much power you are putting into the attack. .-

erson’s response and pick one of your own. If you see
the end of a comment, click either mouse-button or

e the rest of what the other person has to say. If you see

your list of choices, you have the option of typing in

t on your list.

Release the mouse-button to attack. (If the gem is still red whep g
release the button, your attack is aborted.)

Types of Attack.

e, TP t word in a conversation, i
Bash. Press the right button when the cursor is high in the viey wi ! you return to the main game

ly. Otherwise, click either mouse-button or press any key.
Slash. Press the right button when the cursor is in the middle of ty

window.

Thrust. Press the right button when the cursor is low in the

ion on your conversation option list that says you want to
view window.

Missile Weapons e willing to trade and put them in your barter area.

Ready a missile weapon by placing it in your hand on ‘fhe Inventory|
Make sure you have ammunition in your inventory. Enter fight mode.

S in either barter area to select or deselect them for the

I by clicking on the appropriate menu line, or click on “I must

i -button to initiate an attack (screen
Press and hold the right mouse-button al” to use your appraise skill

doesn’t matter).

OF Creature with whom you are dealing accepts the deal, any
ippear into your trading partner’s inventory. Now, you
s from his barter area into your inventory.

When the jewel is green, you weapon is ready to shoot an a red, o
cursor appears.

t to aim your weapon.
et AR DO L o ' accepted, you can change the highlighted items in either
Release the mouse-button to unleash the attack. 'Y again.
barfering session, any items that now belong to you
Or in front of you.
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Giving and Getting Items

Place the item you wish to give or show in your barter area

_ Altima Undertworld™
: BOARD CONTROLS

. a keyboard, note that the game is case-sensitive - SHIFT A

Also , there are some keyboard commands for which
valents - even mouse users must use these. These

d below in italics.

Select a conversation option like “I wish to give you thjs gift »
character takes the item from your barter area, or simply looks

depending on the circumstances. atigy
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If a character gives you something, it appears on your cursor, af :
to place it in your inventory. T
Repairing Items Top of List or
Some characters in the Abyss offer to repair items. To have 3 ey
repaired, place it in your barter area before you select the option reond

the repair.

Tome of List
To repair damaged weapons or armor yourself:

4

Use an anvil as you would any item. ' le column
‘ n Bottom of List or
When your cursor turns into an anvil, click on the broken item, n lists only)

A message appears telling you how difficult the repair will be and ag
you want to continue. ,

Select “Yes” or “No”.

i Bottom of List or
j

Move Left a Easy Move Backwards

ix. Forward Turn Right
Zasy Move m Easy Move Right
Run Forward
'{.alk Forward ﬂ Slide Left
Move ﬂ Slide Right
Forward
Left B Walk Backwards
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Le D
] Other Movement E -
= = 3
'@ ‘ L
2 B ﬂ o Game Change Detail Level [
? Fly Up Look Up ' E '
E 3 f tore Game Return to Game =
A= Flv D | d Log Qo
o y Down Standing b & E o

ﬂ ] ‘ hange Music Quit Game

Look Down Jump I
g B Sound Effects
Center View -
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Labyrinth of Worlds
Reference Card

BEGINNING PLAY
:

Install the game, following the directions above. Change t, the Ol
drive and type UW2 ENTER to begin play. If you used our defg ult ,.J‘}";
you would type:

D: ENTER

UW2: ENTER

The first time you play, typing UW2 takes you to the title sy,
followed by the introduction. Press ESC to bypass the titles and /oy
introduction and go to the Main Menu.

Altima Undertworlb™

. or use a cursed item or a spell backfires, the screen

look straight ahead, but you can look up and down:
1 repeatedly.
: repeatedly.

e “straight ahead” position, press 2.
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2l. Three panels share this position, and you can switch
other at will.

unebag in your inventory to flip to the rune display.
If you have played (and saved) the game, typing UW2 takes yoy tof chain to flip to the statistics panel.
screens and then the Main Menu.

MAIN MENU

To select an option with the mouse, click on it. With the keyboard, [
arrow keys to highlight it, then press ENTER to select it. :

shows all of the runes you own. Click on the pull chain to
tory panel.

sanel displays detailed information about your character’s
nt condition. Click on the pull chain to return to the

the right mouse-button triggers the action specified by the
lected, and, when used to drag, moves an item; the left

Create Character. Choose before you begin a new game. Use th
mouse or arrow keys and follow the directions on-screen to make

selections.  or uses an object.
Introt(.iuctn;)n. Allows you to watch the introduction. (Press ESC to IR EG o ks. Shows your current Vitality or Mana as
any time.

maximums. If the Vitality flask is green, you are
Acknowledgments. Lists the people who created ULTIMA Unde!

J. Click on runes in your rune display and they appear here.

Journey Onward. Journey Onward. If you have saved games, @
 here to cast the spell represented by the runes on the shelf.

appears when you select Journey Onward. Move the pointer to ﬁ;
you wish to play and click either button. (With the keyboard, use &S
keys to highlight your choice and press ENTER.)

MAIN GAME SCREEN

When you Journey Onward, the main game screen appears.

3-D View Window. The view window shows what you see:
As you move, the view changes to reflect your new position.
When you take damage in combat, the window shakes.
When you are critically wounded, the screen flashes red.
When you are drowning, the screen flashes blue.

ates the direction you are facing. The silver arrow-tip
orth. Clicking on the compass itself gives you an indication
icter’s condition and overall situation.

roll. Displays messages and results of commands.
combat, the gem starts red, turns green, then sparkles
CK is at maximum power.

ells. Icons represent active duration spells.

©
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Command Icons. Accesses the game option pane], and g
whether the right mouse-button allows you to Look, Get, ;
Talk.

AUltima Endertworld™
:RACT ING WITH THE WORLD

2. If no icons are highlighted, you are in Default Mode. (To
“highlighted icon, click on it.)

Use’ -‘.

Gargovyle. Above the view window is a gargoyle. During

Sl ok COm 1
in its eyes changes as the condition of your foe changes. bat, : cursor on the person or creature and briefly right-drag the
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Green eyes mean your foe is still strong.
Yellow means the foe is hurt.
Red means the foe is severely injured.

'me.cursor on the object, press and hold the right mouse-
ject is “get-able”, it will be put in-hand when you drag the
e on the screen. Release the button to drop the item.

MOVEMENT

Walking, Running, Swimming. Press and hold the left mq
while the cursor is in the 3-D view window. The further from the
window your cursor is, the faster you move. The shape of the curser
determines direction:

Q Move forward
‘ ’ Turn right or left while moving forward
P PR Turn right or left with no forward movement

&= wp Sidestep right or left
Move backwards

on the creature or item you want to examine.

e the cursor to your inventory and click on the weapon in your
Click on the weapon again to exit Fight mode.

2 an object in your inventory, left-click it. To use an object in
, position the cursor on the object, and briefly right-drag it.

the game options menu you must click on the Options

propriate keys on the keyboard.

. Use the right mouse-button to interact with things in the
and icons determine what the right button does.

. Click on this to bring up a list of game-related functions

Swift-moving water and slick ice may make movement difficult and mé e game. Click on the function you wish to access:

even cause you to move in a direction you didn’t want to go!
Preserves your current game state. You can have up to four

once. Each saved game requires about 500K of hard disk
save before ending a game session.

Jumping. Press the right mouse-button while the left buﬁon is down.§
fight mode, press J on your keyboard.) Your speed determines how far!
jump- SHIE nme : . . %
Standing still, you jump straight up. You jump forward if you préss =02 o Begins the game at a point you saved. Click on this
Walking or running, you jump in the direction of your movement; 655 on the roman numeral that matches the name of the saved
jumped increases with speed. '

Flying. Cast a Fly or Levitate spell, or use an appropriate mtag‘ . - music on or off.
E to rise into the air. Use the normal movement commands 10

direction of flight. Use Q to lower yourself.

°8gles sound effects on or off.

or decreases the level of graphic detail.
Resumes play when you're done selecting options.

2. Returns you to DOS. (This does not save the game.)
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cles of Runic Magic

Altima Anderworld™

Talk Icon. Left-click this icon, then right-click the charg

Cti
talk to. €T Yoy

Get Icon. Left-click this icon, then right-click and drag the ob
to pick up. Ject

HEALING

st Vitality (or shake off the effects of poison), you must eat
' healing magic. No healing magic restores Mana. The spells

' are Lesser Heal, Heal, and Greater Heal (in order of the

g). Cure Poison has no effect on Vitality, but reverses the

s in your character’s system. Restoration restores all

 negates poison, hunger, paralysis, and fatigue.
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Look Icon. Left-click this icon, then right-click the object or ar
to look at. €a
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Fight Icon. Left-click this icon. To attack, right-click ang hold
ready to attack, then release the right button. unti

Use Icon. Left-click this icon, then right-click the object ygy, want g}
For actions that require a target, left-click this icon, then right-clck to|,
object you wish to Use (putting it “in-hand”.) Move the object in-hang e
the “target” object and right-click again. :

MAGIC

Magic requires three things:

lity and Mana, you must sleep. Press F10 or Use a bed or
awaken, you regain a percentage of lost Vitality and Mana.
vy, or you have slept very recently, sleep does less to revitalize

PAUSING THE GAME

e, click on the Options Icon. This pauses the game and
of options. To unpause, click on “Return to Game”. On the
) to pause and F6 again to unpause.

THE AUTO-MAP

o-map parchment to bring up a full-screen map. Your
d by a small pushpin. Usually, the map updates itself
u explore, but it is possible to get lost.

Mana. The Mana point cost of a spell is triple the Circle of the spell

Character Level. Your character level, halved and rounded up, must
or exceed the Circle of the spell.

Rune Stones. The rune stones required to cast each spell are listed
below.

Casting Spells. If the three conditions above are met, you can afiems
to cast a spell. To do so, click on the runebag in your inventory, thené
on each rune required to cast the spell, in order. When the runes appes
the rune shelf, left-click anywhere on the rune shelf.

Targeting Spells. Some spells must be targeted. When you left<ick :
rune shelf to cast such a spell, a targeting cursor appears on Sflfee"'
missile spells, the targeting cursor is a red circle. For non-missile
cursor is a blue cross.

} Views. Click either mouse-button on a facet of the gem on the
de of the map to bring up an image of the world represented

L. Click on the castle in the center of the gem to bring up the

| British's castle.

aps of different levels in a given world, click either mouse-button

S in the upper- and lower-right corners of the map until the

When a targeting cursor appears, position it on the person, crea ” v .
1 ant is displayed.

object you wish to target, then right-click to unleash the spell.
may not succeed.)

1 note, move the quill-shaped cursor until it is pointing

our note to appear, click either mouse-button and begin
€ note, click again, press ENTER or press ESC.
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Wltima Underworld™ @ltima Undertworld
To erase a note, move the cursor over the eraser, click eithey CONVERSATION
move the erase over the note you want to erase and click gy, U8
button. ither M haracter or creature:
Exiting the map. To return to the game from the auto-p, ! , : o
mouse-button on the “Close” scroll or press ESC. P click BRI ovick Mode, sidp this step.)

-ursor over the character you wish to talk to, then press the

2 to bring up the conversation screen (or, in Quick Mode,

»r on the character, then right-click and drag the mouse). The
smments appear on the large scroll in the center of the

COMBAT
Using a Hand Weapon.

Click on a weapon in your weapon hand (or click on the Fight jennt
COn) |

enter fight mode. e options appear on your message scroll.

or onto the option you want and click either button (or

Position the mouse cursor in the view window to select an attack ko)
: . of the statement you want to make).

(See “Types of Attack” below.)

Hold down the right button until the weapon is drawn back (Yoy ean
continue to move by pressing the left button while the right button i

er person’s response and pick one of your own. If you see
at the end of a comment, click either mouse-button or
the rest of what the other person has to say. If you see
your list of choices, you have the option of typing in
n't on your list.

With the weapon drawn back, the power gem begins to brighten,
indicating how much power you are putting into the attack. ;

Release the mouse-button to attack. (If the gem is still dark green w

last word in a conversation, you return to the main game
you release the button, your attack is aborted.) i <

. Otherwise, click either mouse-button or press any key.

Types of Attack.

Bash. Press the right button at the beginning of each attack when

oy ; ; n on your conversation option list that says you want to
cursor is high in the view window. .

Slash. Press the right button when the cursor is in the middle of thet

: are willing to trade and put them in your barter area.
window.

1 either barter area to select or deselect them for the current
Thrust. Press the right button when the cursor is low in the view

L clicking on the appropriate menu line, or click on “I must
Missile Weapons. eal” to use your appraise skill.

Ready a missile weapon by placing it in your hand on the Invento® 1
Make sure you have ammunition in your inventory. Enter Fight

Press and hold the right mouse-button to initiate an attack (screen &5
doesn’t matter). !

Sappear into your trading partner’s inventory. Now, you
from his barter area into your inventory.

v 't accepted, you can change the highlighted items in either
When the jewel is green, you weapon is ready to shoot an @ ==
cursor appears.

Move the cursor where you want to aim your weapon.
Release the mouse-button to unleash the attack.
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BOARD CONTROLS

reuboard, note that the game is case-sensitive - SHIFT A is

Altima BUndertword™
Giving and Getting Items

Place the item you wish to give or show in your barter area.

Select a conversation option like “I wish to give you this qift.»
character takes the item from your barter area, or simply looks
depending on the circumstances.

at i, o some keyboard commands for which there are no mouse

. mouse users must use these. These commands are listed
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If a character gives you something, it appears on your CUrsor, allouss
to place it in your inventory.

ceyboard-only commands require additional explanation: The
Repairing Items d and the Save to .GIF command.
To repair damaged weapons or armor: 5. Some players find it easier to click and drag with the left-
an with the right. The game allows you to do this with the
Pressing Alt H reverses the functionality of each mouse

- example, you could press Alt H and use the right mouse

e. All functions normally associated with the right mouse-

n be controlled by the left.

Press Alt Q to save any game screen (including your

.GIF file. With appropriate software, you can then view
henever you wish. Many .GIF viewers and conversion
vailable as shareware and can be downloaded from

board systems. Note that you cannot save introduction or
in this manner.

Use an anvil as you would any item.
When your cursor turns into an anvil, click on the broken item,

A message appears telling you how difficult the repair will be and ad
you want to continue.
Select “Yes” or “No”.

Top of List or

Tome of List

lists only) Bottom of List or

DR DM@

it one column

lists only) Bottom of List
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Bash ffects Save Game
a Slash
a Thrust - joystick Return to Game
ecial Function Keys ap)Ke S
gl Mot Game Options/Pause Move cursor one hot area right
el e Se Character Py Move cursor one hot area left
Get Mode  * ﬂ Cast Spell
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Altima Undertworld™

Numeric Pad

a ] Cursor Direction
a Right Mouse Button

JOYSTICK CONTROLS

In addition to mouse and keyboard control, you can play ULTWA
Underworld II with a joystick.

Movement
To move, push or pull the joystick in the direction you wish tq g0-
forward to move forward, pull back to move back, and so on. ‘

Your speed is determined by how far you push or pull the joystick "
farther you move the stick, the faster you move.

(Note that you can't sidestep when using the joystick - you must use the keyboard co

Selecting Options

To control cursor movement (to select one of the game icons, for
example), press joystick button #1 and move the joystick. Moving the stick
while button #1 is pressed moves the cursor, not your character. :

(Since buttons vary from joystick to joystick, a bit of experimentation®
be necessary in order to determine which button is #1 on your stick.)

Actions normally accomplished with the right mouse-button are
accomplished by selecting an icon, moving the cursor, and pressing joystiek
button #2 when the cursor is over the person or object with which you
interact.

Some actions may require you to keep both joystick buttons Pfessed '
simultaneously. For example, to pick up and move an object from pe
window into your inventory, you would first press button #1 to move
cursor over the Get icon. Press button #2 to select this icon. Then P
button #1 again and move the cursor over the object you want t0 P!
Now, press button #2 while keeping button #1 pressed to pick uP
the object.

Il into place.

@ltima Undertworld™
he appropriate circle in your inventory, release both buttons.
n combine joystick and keyboard controls to increase
cample above, you could simply press 3 to select Get

elf time and effort.)

tton, move joystick.
sr: Button #1, move joystick
t mouse-button: Button #2
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Dragon WWars™

sun'’s rapidly growing navy - a navy that will one day sally
< of Oceana, at long last bringing her beneath the heel of a
the Beast From The Pit.

Bragon Warg™
Introduction

Orbiting the star Sirius, millions of miles away from any
life, a tiny ball of hot water is home to amazing adventure 3
the mass of our own star, and sixty times brighter; its huge
the entire horizon of the humid world of Oceana.

i 1 one of the most dangerous neighborhoods anywhere, you
n had. A well-intentioned traveler, you've been treated
tar, and consigned to a life of perpetual poverty in

e escapes Purgatory alive, and few know the luxury to die in
. Starting hip-deep in mud, you must use every trick just to

less worry about sticking it to The Beast From The Pit.

Sirius jg g
bloateq 3
Oceana is a world of 85% water and getting wetter, as the :
Sirius erodes her diminutive polar ice caps year by year. Oceany is T
younger that our own, wedded to a star with but a fraction of the [i, '
expectancy of Sol. It is a world burning the candle at both engs 4 1 4
the light in half the time, and spinning all the faster toward ann', o
the Void.

Her surface is dotted with ten thousand islands. Some are home tq 4
civilizations, while others are all that remain of greater achievements jon
sunk beneath the waves. Oceana is a violent world of capricious storme
natural geographic barriers and hostile sea-life hold people and emp; f‘:",
In no time of her history has Oceana known unified rule. -

Objective

our party are adventurers in the magical land of Dilmun, an
perverted into a world of horror by Namtar. You begin the
with your wits in the savage streets of Purgatory. You must

e in Oceana’s most dangerous slum, locate a way out of
ept the impossible task of toppling Namtar. Vengeance must

allon ;
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Of all the islands of Oceana, the most fabled by far is Dilmun, “The
Where The Sun Sets.” Located on a score of nautical charts, each time
different place, Dilmun is always just over the horizon. It is the home to:
is best of Oceana - the home of her eldest empire; the seat of her finest
culture; the lair of the most terrible beasts. It is an isle of dragops a{'\d the adventure in the middle of the stinking city of
destination of pilgrims. Beneath Nisir, “The Mountain of Salvation,” is you to watch your purse - but you don't have one! Nor do

secret heart of Magan, the Underworld. \ which to hang a purse, or pants from which to hang a
As your adventure begins, you find yourself aboard an armored pilgnf t the idea.
i

barge, nosing through the still waters of a silent fjord, nearing the momes
will drop the plank on an isle you believe to be Dilmun. Perhaps you @€
pilgrim in search of peace and enlightenment, or an adventurer on the‘ .
fabled treasure, or a weary mercenary seeking retirement and eter
in vaults held high above the waves. Hopes are high as the incfedlbiy
architecture of this isle’s lone port swims into view. Rapture is just il

As it turns out, Purgatory is just off the bow ... rapture may of

beyond the walls of the port city. No sooner does the pilgrim's i .u] o
harbor than she is boarded by city officials, who quickly put all crer‘:"e i ,gs a beginning batch of characters for your use_should you
passengers under arrest. Stripped of all possessions and wealth, © . Y into the adventure. All characters are able-bodied and

Ya’ g - 2 H
every ten is separated from the pack for sacrifice to the Drado"™  Tg ge - use them, or create your own. If you'd like to create
among the fortunate remainder dropped naked and defenseless o el » read the “Creating Characters” section.
of Purgatory, there to fare as you will. The armored barge is coff

O

reference card to determine how your mundane computer
the mystic world of Oceana. The card will show you both
game and what keys to press to exeucte game commands
menus. Once the game is up and running, you’ll find a

The Party

an have up to four characters, plus up to three non-player
layer characters are summoned creatures or heroic
1ay meet in your travels. Everyone else is one of your own

%€ possible to transfer characters from other computer games



Bragon Wars™
Character Profile

Dragon Warg™

into Dragon Wars - check the reference card for details. Be war
translation is inexact... characters arriving in this game from, othey « A
will find none of their magic objects and few of their spells makeer

with them. the jou

oference card on how to view a character’s profile. After a
up, you can perform a variety of functions, such as viewing
g your inventory of gold and items. As with character

w the prompts. A few minutes of hands-on experimenting
ing you need to know about the character profile.

Creating Characters
When the game fires up, you'll see the names of the defaylt E
displayed on the screen. If you want to create your own characterg
to delete those already present to make room. Type the numbey of o
character you want to delete and follow the screen prompts - whep o
a space in the party, the computer will offer you the chance tq Creat?: e
character. a

:;:, represented by a series of words and numbers, the
which are illuminated below.

J (STR): The most immediate effect of great strength is the
‘additional damage to foes. Strength is also useful for

ags, lifting heavy objects, and opening stubborn pop bottles.

s required to use certain weapons; strength in excess of what
provides additional damage. Inquiring at a weapons shop
tell you the strength requiring to use certain weapons.

'Y (DEX): A high dexterity makes you light on your feet,
chance of hitting the bad guys, and diminishes the chance of

ourself. Dexterity also determines the order in which a

in combat, starting with the highest dexterity and moving

est. Consider designing some magic-users with low

they can cast healing spells at the end of a combat round.
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There’s also an option to rename the default characters, which allows
to personalize your party without having to create a whole new batch of -
heroes. ‘

The process of character creation requires you to spend points to cysten
design your character. You are provided fifty character points to spend on
attributes and skills. Characters will begin with a default value of ten in all
attributes, and have no skills. By following the prompts, you can page thr
the character creation menus to modify attributes and purchase skills,

Character creation is an art, and you'll have to experiment if you want &
arrive at the “perfect” design (if such a thing exists). To get you started in the
right direction, consider the following design guidelines.

|

 No one character can do it all... nor should they. While everyone Wil
benefit from weapon and magic skills, it helps if your characters =
specialize. It's better to have a character who is very good at so -, :
and useless in other fields than to have one who can do a little bit ot
everything. '

¢ This is a game of slow character growth. Don't expect your characté '|
change very much, even if they earn vast amounts of experience.

e When buying skills for beginning characters, it is rarely wise t° ’
more than one level. Situations requiring skill levels of two or If you! n
rare in the game, and you'll know them when you find them: i
an instance where your skills are insufficient, you can alwaysew 7
another path, then return later when you've improved that r
through experience.

¢ Finally, be aware that a character must master Low Magic
other variety of magic can be learned.

ENCE (INT): Ultimately, your characters are only as intelligent
This statistic measures a character’s abstract intelligence; it is

earning spells and solving puzzles. Intelligence also affects
successfully hitting an opponent with a spell.

On Oceana, the mundane realm is just one part of life.
e strength of a person’s soul, and is important for casting
g evil spirits. Spirit also determines the number of power
by magic users.

: Power is derived from spirit, and represents spell points
izing magic spells. Once spent on a spell, power points do not
erate... you will need to use a Dragonstone or find some

I regenerating Power. For this reason, power points should be
Cretion. Power is twice your Spirit.

pefore 3% alth is terrifically important, for when health is reduced to

er dies. Health can be restored only by certain spells,
Services of a healer, or through the use of the BANDAGE skill.

s ©
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t for magical combat and weapon combat, depending on
s and weapon skills. These skills do improve your AV but

+ is not shown on the AV gauge. For example, Raggletok
of 16 and a crossbow skill of 1, and no other weapon skills.
. that’s his Dexterity divided by four. When using a mace in
ok's AV is 4, since he has no weapon skills to increase his

: cy. However, when using a crossbow, his AV is 5 because
of the crossbow skill. Remember, whichever skills he may be
Dragon Wars will display only his base AV without skill
modifications for actual weapons or armor will be reflected.

SKILLS

Dragon WWars™

Death is usually permanent on Oceana, but legend holds that !
the depths of the Magan Underworld can be found the Well f
which resurrection is possible. S

STUN: Stun is derived from health, and represents the ability

damage before a character falls unconscious at a stun value oft esiy
Characters generally run out of stun before they run out of j, ol 0,
regenerates following every melee - you'll find yourself taking t}l]
damage in the game, but it isn't really serious unless the Whol: Ot of
stunned all at once. Party o

SEX: Male, female, sometimes, or never.

EXPERIENCE: Experience points are an abstract measure of a
activity. The more things a character does - the more monsters he
more secrets he discovers - the more experience points will be g
Experience points translate into levels.
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+ a character’s areas of expertise. Correct selection and use of
o completing the Dragon Wars adventure.

d by type and level. In most cases a skill need not exceed

, but to complete the game certain skills will have to be

e, a single level of skill is perfectly adequate for most of the
ally attaining two or three levels of skill in LOCKPICK,

B, and the weapons and magic skills is recommended. Skills
el one, but can be initially purchased at higher levels, or

lay by the accumulation of experience points.

LEVEL: Levels are gained automatically as a character earns experiere
points. The computer will let you know when a character attains 3 pey
level. Initially your characters will rapidly gain levels, but after the fourth
fifth level you'll notice character growth is considerably slowed. This {g‘
because it requires progressively greater and greater amounts of experia
to reach the higher levels. When your character reaches a new level, he
receives two new character points that can either be saved or spent on &

and attributes.

ARMOR CLASS (AC): This rating indicates the quality of your armer
The more (and better) armor you wear, the more damage it can absord
before it starts counting against your health and stun. Armor does not mé
it harder for opponents to hit you. It does increase your life expectancy
taking damage that would otherwise be taken by your skull, ribs, etc.
Remember, armor does not contribute to your DV - it may actually redie
AV. But your AC will rise if you wear armor, and it will help you SUFEEE

ATTACK VALUE (AV) & DEFENSE VALUE (DV): These factoﬂ
based on your dexterity value divided by four, and are the basic '~‘"'
influencing combat. You'll want these numbers to be as high as PO2=
they determine how often you will hit your enemies with weap?ns
spells, and how often you will be hit by the same. Some items I act
decrease AV and/or DV. Weapons usually improve AV, while armo ol
decreases your combat values - armor will encumber you and may

your performance slightly.

for every character to have every skill. You can divide the
tage if you decide to have one LOCKPICK specialist, for
of characters with BANDAGE skill, and a CLIMBer. As long

@ team, specialization will help you survive.

- SKILL DESCRIPTIONS

: A very important skill, as healing services are scarce in
th greater skill, more health can be restored to an injured

Many of Dimun’s dangerous and exciting places are found
and having this skill may yield important information at
© Moments.

this skill to climb over rocks, up into trees, and down to
M. Some obstacles require high levels of skill to overcome.

O
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E: You will visit many of the towns of Dilmun in the course of
res - this skill will provide you with local legends and history.

Dragon WWars™

FOREST LORE: Dilmun is largely a wild place, and thig skill
knowledge on how to operate in a wooded environment Ty.. @
important to the Druids, who inhabit the forest lands of Dﬂmun’ '

ET: Times are hard in Dilmun, but there may still be a few
HIDING: If you can't kill something, and you can’t oyt yat you can practice this age-old skill on.

Tt . OUtrun jEEs
hope is to hide. Note that once you're in combat, it’s t

00 late, : You need not have the relevant skill to use a weapon,
"will improve your performance with the weapon in question.
‘weapon skill adds 1 to your AV when you use that type of

e that the effects of weapon skills are not shown on the display
rest assured the additional effects of your weapons skills are
ed by the computer.

TRACKER: While your characters’ mundane eating and sleeping w
are invisibly maintained by the game, you might find it usefyl
now and then. Using this skill allows you to track varioyg Creatyre X
men or beasts. :

LOCKPICK: Valuable objects are usually locked within chests or ok
doors. Seeing as how Namtar robbed you of all your worldly g _
doubtless want to engage in a little first hand social reform by robbine
the rich (everyone else) to give to the poor (yourself). Knowin
lock is important to resolving your quest.

MAGIC SKILLS: The skills of LOW MAGIC, HIGH MAGIC, DRy
MAGIC, & SUN MAGIC are required to learn spells of a specific fyne.
Furthermore, you must have the LOW MAGIC skill before you can leay
any of the others. High levels of magic skill are useful, as they determin
maximum number of power points you can invest when casting a spell
higher your applicable magic skill level, the greater the potential of yo
spells. A higher level of magic skill also increases the chance your spe
accurately hit their targets.

MOUNTAIN LORE: Fabulous treasures and fearsome beasts reside
Oceana’s mountainous climes. Knowledge of the world’s high mount
places might save your life.

FISTFIGHTING: Adds to your ability to hit when using fists.

ARCANE LORE: Dilmun is a magical place, and it’s important
about the world’s magic, mysticism, and gods. A well-rounded sorcet |
combine magical might with arcane lore.

BUREAUCRACY: To liberate Dilmun from Namar's foul grip: S8
need to sway hearts and minds. To this end, skill in pL{bllC S
important, as represented by the BUREAUCRACY skill Yo
have success using this skill on stubborn guards and petty

. if Muskels the Barbarian has a 20 Dexterity, he’ll have a base
ned with a flail and a Flail skill of 1, his AV with the flail will be
sn Wars will only display his AV as 5, because the effects of

9 how tg s are not shown on the display.

characters, there are several ways to get your AV up. You
/e a high Dexterity, which will increase both your AV and DV,
se to add to your weapon skills, which will increase only

| cheaper cost. Adding to weapon skills also restricts you to a
on if you want the additional AV.

&

SKILL USE

ses, merely knowing a skill will be enough to benefit from it.
es the case with the Lore skills, which vield useful bits of
appropriate time if a sufficient level of Lore knowledge is
your characters suddenly notes an odd detail and you didn’t
command, then a Lore skill has kicked in.

equire that you actually use them to be effective. If you're
2zle or obstacle which you think can be solved by skill use,
| want (see the reference card) and follow the prompts. You
ttributes using the same prompts. If you fail, but are still
@ used the proper skill, you probably need a higher proficiency
i in question - come back and try again after you've learned a
SWIM: While it is generally not possible to swim between the ctedy
Dilmun, this skill with help you should you find yourself unex Pe p W
underwater. A character who can’t swim could find himse m

© ()
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MAGIC

Namtar, the Beast From the Pit, is the mightiest sorcere, of
Smart boy that he is, Namtar has manipulated King Drake of D
declaring a general ban on magic, thus giving Namtar a mop,

Dragon WWars™

e Displaced, of which the current whereabouts are unknown.
- cult has been driven underground by Namtar’s persecution,
e cult’s patron deity, the beast-man Enkidu, continues at the
Ki Iy es.
Ngshorm. “ » a el &
m er “class” of magic in Dragon Wars: that which is called

0 B
world’s true power. The City States of Dilmun, none too closei,ogl.on i gic.” These three spells are usable by anyone who has skill
with, did not take kindly to this decree, and open warfare resulted lgd to standard classes of magic.

legions were chewed up in the opening weeks of the war, whijje convail
forces continue the struggle to this day. Namtar’s Stosstrupen, 5 SOrt tior
magical secret police, eliminated most of Dilmun’s top individya| sor

before an effective resistance could be organized. TS

a spell, the computer always deducts a certain number of
the caster. In some cases, you'll be prompted to indicate
ts you want to invest in a spell. In such cases, the extra

e the duration of the spell or its damage or effectiveness.
points you can invest in these spells is limited to twice your
o] in that area of magic.

ng few pages contain descriptions of all the world’s known

h many spells are well-documented through centuries of use,

ons are incomplete because of the spells’ experimental or

d, perhaps, because some spellcasters have placed

t peril by playing with forces they do not know... Because of

Namtar has all but won the war, and the formal practice of magic hag by
outlawed in Dilmun. Rumors persist that magic is still taught in secref pu.s
the-way places, and it is one of your tasks to recover the world’s lost mame:
knowledge.
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Learning a spell always entails using magic scrolls. After a scroll is ysed
vanishes forever, although the player reading the scroll will remember fhe s
for the rest of his life. Using scrolls is easy - finding them is the difficult part
but no one said the life of a hero was simple. R to experiement with spell use to learn the best application

There are four branches of magic in Dragon Wars. All wizards must bes tuation. In fact, creative use of spells may be a vital element
with Low Magic. There is no established school of Low Magic; teaching che lve the game.
are handled by assorted bush wizards and holy men. Because teaching of L
Magic is so widespread - and because Low Magic is relatively mundane -
Namtar has done little to shut it down. There’s actually a functioning Low
Magic shop in Purgatory.

The acknowledged master of High Magic was Lanac'toor, a dangerou
unstable being formerly in residence in the City of the Yellow Mud Toad.
Lanac'toor was the Stosstrupen’s first target - he was ambushed while torpX
following an excessive feast of lampreys. Lanac’toor’s body was first turnecs
stone and then smashed to pieces. With Lanac’toor’s demise, the pracis
High Magic all but vanished from Dilmun, but rumors persist Lanac toor.
himself had a teacher, and that the teacher resides somewhere in the Eastern

Oddly, Sun Magic remains public and legal. The Master of Sun Magi;
Muystalvision, a great public hero in residence at the Temple of the Surtl dar
Phoebus. Sun Magic has gained popularity in recent years as the gred o
Sirius gradually drowns the planet by melting the polar icecaps- Sun

combat spells are the most potent in the game.

Druid Magic is the way of the elements and the beasts,
all magic, although not nearly so powerful as High Magic.

©

ic Spells

he spell, miscellaneous notes, and tips on casting.
r other effects

the spell can be cast

fected by spell

of spell

ints taken.

cter

of monsters

aracter in your party

. The more points you expend, the more damage or

time. Maximum equals 2 times your skill in that magic class.
shown multiplied by power points expended.

in the game (not real time)

Fon of entire encounter. Once one side or the other is

ated or flees, the spell ends.

O
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Low Magic

Bragon IWars™

restoring up to four points of health. Heal spells are very
you can't use the Bandage skill in combat. Learn a heal

to survive!

MAGE FIRE

The beginning zap spell, and always worth falling back on if nothj
powerful is at hand. Ing
Effect: 1-8 points.

Range: 30’

Target: 1 foe
Time: — @)
Power: 2 =
Q
! S
DISARM ing dark places when a mundane source of light is not s
This incantation disarms one foe - that is, if it carries a weapon, p ch” icon will appear for the duration of the spell. =
. ',n (ﬁ

claws not affected.
Effect: Disarm
Range: 30’
Target: 1 foe
Time: —
Power: 4

High Magic
CHARM

This simple enchantment offers a small bonus to a character’s ability in
combat, and will heal 1-2 points of damage. I
Effect: +1 AV
Range: Heal
Target: Char
Time: Combat
Power: 3

d spell. The greater the power of the caster, the more damage

LUCK .
If you'd rather be lucky than good, cast this spell on yourself or a friend. &
improves your DV for the duration of the combat..

Effect: +2 DV 0or’s favorite method of dispersing autograph seekers. While

Range: — 't pack much punch, it is an area effect weapon, and can
Target: Char whole groups of lesser foes.

Time: Combat

Power: 3
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POOG’S VORTEX
An improved version of Elvar’s Fire, created by the arCh‘WiZard P
away the life force of his foes. 90g
Effect: 4-24 pts

Range: 20’

Target: Group

Time: —

Power: 11

usually results in a frigid death for the victim. Like the Fire
js power-based, and while not so potent as Fire Light for
s at greater range.

REVEAL GLAMOUR

A very important spell that will (usually) dispel illusions. All is not
especially in the Eastern Isles.

Effect: Dispel

Range: 40’

Target: Group

Time: —

Power: 2

as it s
it segy the friend of your choice, lasting for the entire combat.
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BIG CHILL
An area-effect version of Ice Chill that will inflict up to 24 points of dama
all opponents within range.
Effect: 4-24 pts

Range: 30’

Target: All

Time: —

Power: 15

enly fear you. They will either run away, or continue to
[ they resist the spell. Works best against weaker opponents.

VORN’S GUARD .
Originally developed to protect a king and his entourage, this spell is e¢%
for parties desiring a blanket of magical protection. Improves armor G
damage absorbed), but has no effect on DV.
Effect: +2 AC

Range: —

Target: Party

Time: Combat

Power: 6

ty of a single character, for the duration of an entire
prove the target’s AV and DV.
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DAZZLE

Use this spell to befuddle simple foes, but make sure somegy, ot
exploit your enemy’s hesitation. 1S on |
Effect: Miss Turn
Range: 30’
Target: 1 foe
Time: —
Power: 3

ature from stone and soil, under your command. The
somewhat stronger and more durable than the air elemental.

VION
water for a time. Water elementals are a bit more
-onger than the air elementals.

HEALING SPELLS

HEALING
More potent than the Low Magic ‘Lesser Heal spell, this enchantmen e
broken bones and stop internal bleeding.
Effect: 1-6 pts
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Range: — .

Target: Char L

Time: — ON

Power: 3 ental. Guaranteed to brighten up a party. The fire
most powerful elemental known.

GROUP HEAL it

A group medical plan the entire party will appreciate. Restores up to sixp
of health to each character
Effect: 1-6 points
Range: —

Target: Party

Time: —

dan . L5
Power: 6 past dangerous deadfalls without tripping the traps.

OTHER SPELLS
AIR SUMMON

Conjures an air elemental for whatever lofty goal you pursue. See the
‘Summoning’ notes after the spell listing for further information-
Effect: Summon

Range: —

Target: —

Time: Var

Power: 1=4 hr

Aty partially invisible, diverting both the light around you and
Ur opponents’ blows.
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Sun Magic

hideous spell known to man.

COMBAT SPELLS
SUN STROKE

The Sun Magic version of ‘Fire Light'. Subtle distinctions are claim
familiar with both spells. ed by,
Effect: 1-8 x P

Range: 20’ @)
Target: 1 foe d version of Fire Storm. In the hands of an experienced ®
Time: — tually cause more damage while using less power. “5
Power: Var 2

5
EXORCISM @

The undead cannot abide the light of the sun. Usually. Not effective again
the living. 9
Effect: 6-36 pts
Range: 50’
Target: Group
Time: —
Power: 5

RAGE OF MITHRAS
A hideously powerful spell thankfully restricted in that it can only harm on
victim at a time. Can hit an enemy up to 70 feet away.
Effect: 1-6 x P

Range: 70’

Target: 1 foe

Time: —

Power: Var

WRATH OF MITHRAS ] J
An ever more hideously powerful spell, featuring a small blast radius. Dam
is lower than the Rage of Mithras, but affects a group.
Effect: 1-4 x P

Range: 90’

Target: Group

Time: —

Power: Var

t on a melee, and guides a righteous group in smiting their foes.

proves the muscle ability of any band of heroes.

from the heavens, preventing a group of opponents from
g their turn in combat.
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MITHRA'’S BLESS

Shields a group from harm with a blanket blessing, courtesy of
Effect: +3 DV -5
Range: —

Target: Party

Time: Combat

Power: 5

LIGHT FLASH

Producing a blinding flash that might disorient foes. Especially usefy]
underground enemies and creatures unaccustomed to the light,
Effect: Lose Turn

Range: 50’

Target: Group

Time: —

Power: 6

ARMOR OF LIGHT
Cloaks a character in gleaming magic armor proof against most attacks,
Effect: +2 AC )
Range: —
Target: Char
Time: Combat
Power: 6

, n Magic heal spells when more than one character is
s one ‘Sun Light” spell on each party member.

me-up for depleted magic items. Non-addictive.

o
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¢ trap. All you have to do is walk into a trap, and it'll safely

HEALING SPELLS
SUN LIGHT

Improves the health of any one character. A little sunlight never hurt an
Effect: 1-6 pts

Range: — you the direction you face. Very useful underground, where
Target: Char 'ection gauge is useless.

Time: —

Power: 3

HEAL

A potent heal spell which affects one character.
Effect: 2-8 pts

Range: —

Target: Char

Time: —

Power: 4

e
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RADIANCE

The best light spell known to wizardkind.
Effect: Light

Range: 40’

Target: Party

Time: Var

Power: 1=2 hr

SUMMON SALAMANDER
Either this spell conjures a potent magical creature, or it blows the catl
skull off. Give us a call and let us know. b
Effect: Summon

Range: —

Target: —

Time: Var

Power: 1=4 hr

0
(5

v to weaken some monsters’ defenses, and a real drag at
.a group’s AV and DV, making them vulnerable.

srts one or more foes away from you on a twisting cone of
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Druid Magic

ht time, can improve your party’s ability in the eyes of your foes.

COMBAT SPELLS

DEATH CURSE
A savage spell left over from the bad old days, designed to punch the tick
someone you hate. Causes up to 18 points of damage to the target.
Effect: 3-18 pts

Range: 40’

Target: 1 foe

Time: —

Power: 6

FIRE BLAST

This potent spell unleashed a minor fire storm on one group of foes.
discretion.

Effect: 4-24 pts

Range: 30’

Target: Group

Time: —

Power: 12

rary barrier of thorns between your party and a group of
e time thus gained to plan an effective attack.
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OTHER SPELLS
CREATE WALL

Erects a barrier of stone before the party. Also of use in re
buildings.

Effect: Create

Range: —

Target: —

Time: —

Power: 5

SOFTEN STONE
A very powerful spell popular with civil engineers. Useful for undergraa
construction and removing certain walls. :
Effect: Remove

Range: —

Target: —

Time: —

Power: 6

BEAST CALL

This holy spell of Enkidu is used in secret Druid rituals.
Effect: Summon

Range: —

Target: —

Time: Var

Power: 1=4 hr

WOOD SPIRIT

Creates a helpful ally from wood and bramble.
Effect: Summon

Range: —

Target: —

Time: Var

Power: 1=4 hr

INVOKE SPIRIT and feat
Summons a friendly spirit to aid you in battle. See the restrictions '
described in the ‘Summoning Spells’ section.
Effect: Summon

Range: —

Target: —

Time: Var
Power: 1=4 hr

Pairing gjq to rejuvenate and heal the wounds of any one character.

ul and efficient healing spell that ancient Druid learning has

Miscellaneous Magic

er of long ago, a nifty spell that improves the Dexterity of
party.

ented Czar Strahkenhorc out of centuries past, this deadly
nything it strikes. Beware the terrible cost of this spell, as it
1 a weak or weary wizard.
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PRISON

Pins a group of foes beneath the weight of a magical barrier.
from advancing or running away.

Effect: Halt

Range: 60’

Target: Group

Time: Combat

Power: 8

Preyg, ting

A note on spell icons: The computer shows you that certajn
notably the light spells) are active by displaying an appropriate icop & "
screen. When the icon vanishes, the spell has run out of juice and js o -
active. In the case of light spells, this usually results in the sudden onsd :
darkness. For the detect spells, it means you're no longer likely to detect
danger at a distance.

Monster Summoning: A word is warranted on the subject of conjuring:
creatures from other locales or dimensions for use in combat. Several High
Magic and Druid Magic incantations bring forth creatures of this sort to dg

your bidding. All of these spells have some things in common: You must

an open character slot in your party to accommodate the summoned creat
You should also be aware that summoned creatures do not last forever, and
eventually return to the magic worlds from which they came, leaving a lifele
husk behind. The more Power points you invest in summoning a creature,

longer you can expect it to stick around. Finally, the lengthy and precise
summoning spells cannot be cast in combat. Although summoned creat

come complete with their own armor and weaponry, you may be able to &

them with any items you choose.

COMBAT

Unless you're willing to roll over and die, you're . ~hibi
Fortunately, you have lots of options during combat, and lf. you e :now
proper mix of prudence and courage you should emerge victorious

than not.

You'll know a fight is brewing when a picture of some nasty bein ..
on the screen. The computer will tell you what you've encounter:ﬁ' in
the range at which the encounter begins. You'll have to close to s
of the enemy before you can enter hand to hand combat, but spe
weapons can be used at varying ranges.

When facing a battle you can always run away, but it’s

o

going to have to Mgt

;r':;

more fun to %

Bragon Wars™

ou two types of combat: Quick Fight, and Fight.

Fight, instead of Quick Fight, you have a few more options.
o the option of striking a normal blow (just like the Quick

or a disarm blow (try to know your opponent’s weapon

four characters in the party order can actually fight in

ck of a single foe.

e of combat, you always have the option use an item, run
), dodge, or cast a spell. Dodging is similar to blocking, but it
Il enemies in the combat and is less effective.

run from an encounter, the computer will actually run you
are on for several moves... if you return to the scene of
be surprised if you run into the same enemies again. Just
tail doesn’t mean the bad guys are going to pack it in!

n

GETTING AROUND

simulates the perspective view available to your
f the computer as a window to the world of Dragon Wars.
rence card for specifics on how to navigate around the world.

k of where you are, or start to develop a dangerous case of
Y using the automap feature. (See your reference card for how
ap.) You'll call up a town-down view of your character’s

:

) e map represent areas you haven't explored yet--you must
. gh a square with your party to fill it in on the automap.
- You cannot reach may indicate secret adventure areas worthy

gation. Then again, they may be solid rock.

secret stuff, you'll find plenty of it in the game. Secret doors
e from normal walls... until you walk through them. Clever
may reveal where secret doors “should” be. You'll know a
#ll you bump into it - try battering the door down with

©

g gives you more limited combat options to speed encounters

nighty blow (reduced chanced of hitting, but improves damage

much damage). You also have a chance to rearrange your
nportant if one or more characters have been incapacitated or

at. Finally, you can attempt to block, which improves your

owing exactly where you are in relation to the local terrain.

o
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strength, or maybe use your lockpick skill. The game also fe;

tures ~us. The secret to item use is to consider all the things an item
rare one-way doors, teleporters, spinners, and... well, find ¢ “XQ

Ut for o o8 i a key, it is probably used to open a lock. If you haven’t
Olrsg . remember you have a key, and keep your eyes open for

PARAGRAPH EXPLAINED - chests as you explore. No character can carry more than

Frequently you will be instructed by the computer to read 5 cert
numbered paragraph. The paragraphs are printed in the Paragraph sum
this manual (See page 232), and supplement the briefer online ool .:..1
the program. Paragraphs frequently elaborate on the informatioy, Pro 3
the computer, but are an important source of clues and are not tg e '
overlooked.

NT: If you “discard” an item, it is gone forever... and along
our only hope of solving the game, so manage your

res in Dilmun can only keep certain mundane, plentiful

e is high demand for the unusual. If you find unique items
ture and sell them to a store, they will be sold to other

nd you cannot buy them back.

You'll greatly increase your enjoyment of the game by only reading fhe.
paragraphs to which you are specifically referred by the game. “R .
ahead” could spoil some of the surprises that await you in Dragon Wars -
try to read the paragraphs consecutively, as they are printed out of Order ars
will prove confusing.
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item, follow your reference card’s instructions on the “Use”

d follow the menus. Select the item you want to use and give it a
that will happen is you'll look silly, and most of the time no one
Actually, that's not exactly true. Some magic items have
you've shot up an item’s charges it usually cannot be

a certain amount of resource management should be applied to
!

Ultimately, you put down your hard earned cash for this game, and yoy
can of course do what you damn well please with the paragraphs. Howeger
should you use the paragraphs as a free “cheat book,” beware the wrath of
Namtar... and be advised certain paragraphs are pure ya-ya that will do
nothing to improve your performance in the game. In fact, acting on ill-got
information could prove hazardous to your health. You have been warned IOTE

ITEMS

Almost as important as your attributes, spells, and skills are the items
will discover during your quest. An item is anything you can pick up. A ves
few items are worthless, but everything else you find, buy, or steal in Drag
Wars could be important to completing the game.

is as much a story as a game. To complete your quest you
attention to your environment, and realize you are in the
Iy-developed fantasy world. Very little happens in this game
on. Take note of details, consider what motivates your enemy,
Feyes open. Finally, don’t be afraid to take control of your own

Simple items are things like weapons (used to do mayhem to the bad he hero of this saga, and without you there is no adventure.

and armor (used to prevent the bad guys from doing the same to you). Mgt
armor and weapons can also be found in Dilmun - and there are no ©
magic items. Certain weapons could actually decrease your AV, but
they're harder to use, not that they're imbued with evil magic. As
Barbarian said of his Crush Mace, “Yeah, it was harder to swing.
crack skulls!”

put boy &

. imes 9’ b
The use of many items may not be immediately obvious. Sohr;lte?o do

will need to discover secret knowledge or clues to determine W t word®
an item. Other times an item may be useful only in some Paf’t & ok fry 0%
have not discovered. Keep track of the items your party carries;

®
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HOLIDAY GUIDE TO OCEANA AND DJ
THE LAND WHERE THE SUN SET§

“Dilmun” is the name used to refer to the group of islands wher

Dragon Wars adventure is set. Collectively, Dilmun is viewed i thee thi‘
of the planet Oceana as a place of salvation and retirement. Under eside,
foul rule, this formerly fair land has been twisted into a place of ry
death. In better time, the Navigational Guild compiled this map of p and

the benefit of pilgrims. j

away when the guard lays a heavy hand on your shoulder
your choice of arms...and if you defeat your foe, which I
Papers of Citizenship. Namtar help me - heathen dogs
Dilmun! I don't like it, but the law is the law.”

u discover the source of the foul odor. Before you is a low
ch a building as an odd series of stone slabs leaning

er. Some ancient stonemason identified this place with a
tothe rock: “Morgue”. A more recent hand has added its own

humps!”. The stench of the dead is overpowering, but sensing
 important about this place you hang around onthe fringes
outine. Sallow work gangs of malnourished slaves, themselves
alive, slowly carry corpses from the building and stack them in
u dimly wonder what crime or heresy landed these poor souls

n a city of criminals. From time to time additional corpses are
the more tidy citizens of Purgatory. These are deposited in

ed in the piles without seeming purpose. After a time,
bundle one or more corpses into a crude canvas sack and
the wall. Distantly, you think you hear a splash. You judge
or wall. Are the dead of Purgatory hurled into the waters
or? It occurs to you a living man could lay with the dead, and
em in a sack over the wall and to freedom in the harbor

ar do the sacks of corpses fall? Are they really tossed in the
tumble into a well? Could you escape from a bag of

DRAGON WARS PARAGRAPHS

1) In this dark chamber are warehoused several sculptures of decidedly jnfe
quality. Mostly they are crude attempts at busts, or full-figure nudes of
decidedly pornographic intent. Whoever produced these disasters, it could ng
have been the same artist that created the rest of the artwork you've seen
the estate.

2) Renewed by the fruit of your sacrifice, the vampire lord emerges from the
tomb. “You have awakened me, and for this I am in your debt,” he lisps,
not presume to command me, however. You have not obtained the Silver
Wheel, and until you do, my soul is my own!” The Lord of the Undead
vanishes, leaving behind only an oily cloud of smoke, and the bucket of deep

fried jumbo shrimp. Back to the drawing board. sank to the bottom of the sea, maybe forever mired in muck
3) This is a shrine to the dark lady Irkalla, queen of Magan, the underwori ps .the overpowering smell of this place is starting to get to
Oceana. Of all the structures in this area, this is the best preserved_. Snmp; ps this is your ticket out.

offerings of weeds and rocks lay before Irkalla, indicating some re51denlf; ! a simple wilderness shrine, tended by a lonely druid. He
worldworship the dark queen. Irkalla’s image is blasted from b.ron;e. S ¥ his temple, saying the place of worship is open to all.

seems serene and confident, with a terrible sort of beauty lurking in her = y and natural. The walls seem rooted in the depths of the
countenance. The black pits of her eyes stare at you without emotion. alive with animal spirit, the very air is crisp and sweet.

a deity to be feared - perhaps also to be loved. @ patron deity of this shrine is the man-animal Enkidu. “He is

4) You stand before the gate to Purgatory’s great public arena. Blood et

tmen and man-beasts,” the druid explains. “He respects only
i out
residents of the Dilmun interior come here to enjoy the spedadea?fena-
scum such as yourselves fighting to the death on the floor of the )

e, to whom he will grant a powerful boon Before Namtar’s
A guard swaggers up to you. He is clad in the trappings of author!

in residence in this forest, where he presided over a vast
ty tthy Enkidu is gone, the brotherhood is broken, and knowledge
« u 2 e
armor, a weather-beaten harness well-oiled weapons. “Oy there v ‘ 3

n.
street scum,” the guard growis. “you look fit enougi}'l to fhcl)id zv‘gjafg;-,tfof “ elf in a bag full of only slightly stinking corpses and wait
not haul your butt into the arena and make yourself userul: (o @ sews the bag up as you lie motionless. After some
another man’s pleasure when life in Purgatory is a daily struggle 1ear a throaty voice call, ““Oy, yvew! Run ver sword throo them

© 5
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bogs, thar! You'membar wot hopp’nd last week! We don't

he streets are unpaved and evidently double as an open-air
escayps now, do we?” You are bound and helpless! :

u of the city’s structures are buildings only in the loosest

several have holes in the roof (or no roof at all), others

8) A great cry of joy goes up as you debase yourself. In 5 City of AN S et ;
. g . 3 3 e. Everything is damp, showing this city is little different
what shame is there in going native? Just to make you fee| at U8 ana...the rising sea level is eroding the land upon which

i e . e, th

beggars.beat you steadily for a week. Properly initiated into th, Worid it is slowly sinking. Doubtless those buildings that have
mendacity, you eventually are §et free to wander‘ tl}e streets of Pyy, " K least hip-deep in water. Graffiti is scrawled on walls
better understanding if not entirely fond of the city’s lowest class gl ally curses directed at Namtar and crude pornographic

species of Oceana. In all, Purgatory is an ugly place you
e as soon as possible.

ont any

9) A statue of Namtar, the Beast From the Pit, dominates thjg dirty
square. You carefully examine the statue, trying to memorize the fo :
the villain who exiled you to Purgatory. You struggle in vain. The itioal

Purgatory, themselves no less fond of Namtar, have taken it oyt on “ ]
the nose is broken, limbs are chipped, and the mouth is deformed b o
recognition. As you watch, a wild beggar spits on the statue, “Filthy facg
stone!,” she mumbles. “Layed down with lizards he did,that stone face g
much as he!” The poor mad creature wanders off, still spitting and my
leading you to wonder if a similar fate awaits you in the months to come

e a few steps and converse in low tones when you show
of them approaches nervously. “We're King’s men, you
any trouble.” He shuffles his feet and won't look you in
t along with...with everyone else. You have seen the

en you answer. “That ring means you're on King’s

can pass...but if anyone asks, we never saw you.

10) This back-alley building is in remarkably good repair. Curious, yoy g
and recognize the interior of a modestly-appointed magic shop. A wizened
gnome of a man springs from behind the counter and scurries up to you.
“Mercy, mercy me...customers! Bless me, customers at last!” The old mas
insane but friendly. He explains all high magic has been outlawed by orda
Namtar, but instruction in the low arts is still permitted in isolated regions.
is eager to teach you what he knows, and will in fact refuse a fee, prefer
teach for the simple joy of it. Unfortunately, the old man knows little usei
magic.

. The guards still won't look you in the eye.

tumble-down collection of huts. A group of ill-clad

ered around a fire. They see you approach and rush to
you swim across the bay”, says a toothless man who

up. “Any enemy of Purgatory is a friend of ours. C’'mon

emple of the Yellow Mud Toad, dedicated to the patron beast
emple is a run down and depressing as the rest of the city.
ple is dominated by a huge statue of the Yellow Mud
third of its height into the muddy floor of the building.

these days,” a priest of the temple complains. “This whole
lake. We'll all sink away to nothing if this keeps up!”

11) Try as you might, you just can’t get your nose to remain on your i
That Namtar sure has an odd sense of humor.

12) Just ahead you see a bridge. The bridge is covered and armored '
the way across. The bridge appears to be the only way to cross the wa
reach the land beyond. A pack of guards lounge before the entrance m)
bridge. As you appear, they snap to attention. A guard with a narrow i
and small eyes approaches you.

13) You're in the middle of the bridge. Although the bridge is Coveﬁr:g"
can hear water rushing beneath you. It is astonishingly loud. Thet 2
longer than it appeared from the outside. You recognize now tha
swimmer would find itimpossible to swim from one island to the n
bridge is the only way across.

14) Your knowledge of city lore serves you well. This plac

2

erted. Apparently everyone who lived here was slain in
fou notice signs of habitation, but whoever lived here was
Y you'll find anything of worth in the camp. Glancing

ies left in your wake, and then at the bucolic scene of the
e was probably a better way of handling this situation.
onted you seemed a lot like yourself. Maybe he mistook

fom Purgatory, and only sought to defend himself. This was
Or words, rather than swords.

ch an hour, the sick man’s fever breaks. He props himself up on
llles. “] was dreaming, "he says in a weak voice. “I imagined I

2

e isn't 59
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floated on a vast black pool far beneath the earth. I think jt was §
Underworld. I saw a goddess bound in chains. She was Strandeq o %
guarded by monsters.” He laughs. “I guess I had a fever,” The On ap
stand up but finds he’s still weak. You help him sit up. “My name i N
says. ‘I guess I have you to thank for breaking my fever. The € is
bridge beat me up, and [ just can’t seem to bounce back.” Inty;
encourage Ulm to continue. “I escaped from Purgatory through 3 <4 0
in the wall. I tried to cross thebridge north of the city, but | didn’t eCret
right papers, and the guards beat me. I've been coughing bloog R
Ulm’s eyelids begin to droop, and in minutes he’s asleep again A ma
later his body stiffens, and Ulm dies. At least his final moments Were
ones. .

ony being used to pacify the dragon. In one of the

ot is depicted aiming a short metal rod at a dragon,

beast under his sway. There is no rendering of the
seems the dragon demanded a terrible price for a purely
urthermore, the ruins surrounding this square offer mute
tiveness of a dragon for city defense.

ship as soon as the last of the pirates drops dead, eager to
e thieves were so determined to defend. You see the ship’s
MADNESS, and that it seems to be fitted out for fast

ere isn’t much of a cargo hold, so the ship won't serve for
t it looks very fast and dangerous.

oebus, City of the Sun!” chirps an odd mechanical voice.
, trying to identify the source of the voice. After a few
ar the message again, and determine it is coming from a
plaque directly in your path. Evidently the message is
ence. “Welcome to Phoebus, City of the Sun!” the voice
a little slower than before. You examine the plaque and

e city. “Welllcoooome tooo Phoeeeeebussss, Ciiiityyy offff
... the voice intones, now perilously slow. Something’s

‘ ce. A mechanical hand protrudes from the dais, frantically
ourhand, but there’s no way you're getting near it. Two stern
n dressed all in black stare at you, making you nervous.

etails of the map to memory, you hurry away from the silly
0000OOOOOOMMMMMeeeeee. . . !”

20) In the center of the ruined tower that occupies the heart of this ol
find a dais and what's left of a statue. The dais stands about foyr feet k.
and, from the looks of things, appears to have been placed here since th
tower was destroyed. A plaque on the dais reads, “This plaque marks the
original location of Lanac’toor’s Tower and Magic Academy. This statye
commemorates his feats.” There used to be a statue atop the dais, but i
been removed, leaving only Lanac'toor’s swollen feet behind. The stafye
appears to have broken off clean at the ankles.
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21) You pick your way through the ruins and come upon a spy post
maintained by the defenders of Byzanople. Several soldiers are gathered
They are gaunt from months of isolation - you surmise that if the city da
fall by assault it will soon succumb from hunger. The soldiers are led bya

. - . . t, remain unobserved . . . |
woman warrior dressed in white and red. As yet, you city are of bright marble that seem to glow with an inner

re paved and clean, and there is no sign of poverty or
2 carts run on time. You can’t shake the feeling something is

i
22) This shack has been set up as a universal shrine for Dilmunjs many
religions. A priest welcomes you and escorts you around the shrine. Thﬂ
majority of the shrine is devoted to Irkalla, the Queen of the ]:;ljn?:is o wrong.
her consort Nergal. The priest explains worship of Underworid gods € _
spreads during times of strife, perhaps because people come to VieW "t before the SWO;dhOf lfreedom. Thet;lult of th;a liabled
world as an extension of hell. Also represented is the man-animal ENSIEES om your grasp. A hush comes over the city of Freeport.
patron of the Druids, and the obscene Refeek, god of things better . waters previously surrounding this isle have subsided. You
left unsaid. The prieét lets you worship or observe as you see fit, NES Citlzer}s of Freeport have gathel"e.d all around the harbor,
condemning nor encouraging your actions. “These are hardtimes: L8 L e will do ne;(lt. Skome of the cTzens appear hapPy’

“you had better pray to them all. We can use all the help we can 8¢ 2 ‘many just wear blank stares. One large man stands silent,

: M his cheeks. You smell a faint scent of ozone. Somewhere, a
23) You intently scrutinize the murals for several minutes, and are &0 g . ’

arrive at a few broad conclusions. It seems this city square W?lids_ng drago™:
a dragon. You remember a legend of the cities of Dilmun ho l; ood 20
captive as defense against their neighbors. The murals depict

e

 Occupy this building, evidently associated with the military
@ parade grounds outside. The officers quickly shuffle aside

ere playing when you entered, and snap to attention.

©
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turned to stone.

s killed, the enemy army withdrew, apparently

e fate of the City of the YellowMud Toad. The citizens of

sed the worst is yet to come, and thus maintain a feeble city
jt seems unlikely the city has anything worth defending. The
mutter to themselves as you leave.

1e walled city of Byzanople. The tattered banner of

ove the city’s unbreached walls. The approaches to the
the army of Kingshome. The besieging army is spread

, indicating it has been several months since Byzanople
approach, several heavily armored soldiers launch an
They scramble over rubble and rush the city’s gate, waving
 shouting war cries. A hail of arrows, stones, and boiling oil
attackers wherever they stray too near the wall. The

work of the Kingshomer assault, and fewer than one in
ching the assault make it back to their camp.

They relax when they see who you are, and you sense a chap, .
attitude. The elder of the two officers gives you a close inSpeCtionn..( :
fine lot of patriotic types,” he says. “It's about time someone f"On;
little burg enlisted in the army! Welcome to the service of King '_'
Namtar!” -k

29) Perilously weakened from your long journey through the sw
last enter the City of the Yellow Mud Toad. The walls here are saggi » Yoy
brown with grime. The city smells almost as bad as the swamp that r
it. Stillpools of foul water and puddles of bubbling mud clog the st g
people of this city shuffle about on their tasks, letting your greet;

2 ngs go
unheeded and refusing to look you in the eye.

30) Sheltered at the base of the ruined city wall you find a funky little <.
shop. A sign in the window identifies the place as “Your Lanac'togy
memorabilia shop!” Intrigued, you enter. An unseen bell chimes an gffen
sour note as you swing open the door to the shop. Inside you findg
remarkable selection of Lanac’toor souvenirs. Images of the madsorcerer 5
inscribed on mugs, bowls, plates, bookends, trophies, boxes, candles, as d
lanterns. Lanac'toor grinning face or family crest is embroidered on ha #
underwear capes, and belts...a store clerk even offers to personalize any e
you select, sewing or engraving your name on your purchase. A very smal
portion of the shop is given over to items unrelated to Lanac'toor. Most:
seems like junk - bits of masonry from the city wall, tiny images of the Yelk
MudToad, and odd scraps of metal. You are amazed by the single-minded
devotion this shop shows to an historical figure so insignificant outside the
walls of the City of the Yellow Mud Toad. 1
31) On the far distant horizon you spot the menacing shape of a black .
seems these sea lanes are patrolled by pirates and other scurvy beasts. .
enemy ship is down-wind from you - it is only a matter of time before e |
caught ! , ; ,
e p ) itia of ome for all of that. A plaque explains the dragon is

32131 Huccildled in ‘:[]het}f:e\gae: gi;:}f, ?X:g}tﬁi}fgiﬁ;ﬂg:j: lt;:li:'t ! as its primary means of defense. Should disaster ever
wild-eyed men. “Is ? 3 -

; - of the 0 ﬁ.‘.-" U read, the dragon will be set free, destroying both the city
wonders another. You are able to piece together something 0 - two uld conquer it. The dragon is maintained by expensive

this place. The patron of the City of the Yellow Mud Toag “f::n?er of towt BRI h.iriing criminals into the dragon bunker, The
Lanac'toor. He occupied a tower that formerly stood in t ?n agic weS_ 1% » but you feel vaguely disappointed. This isn't a fearsome
Lanac’toor quarreled with Namtar when a gen.eral ban on ol Toad an overfed monster sitting in a cage.
announced, and war broke out between the City of the YellOW ver. |

Namtar’s city of Kingshome. As soon as the war began it Wash(;ttef
Kingshome legions summoned a dragon from the swamp t0 (sjestroyed an®
of the City of the Yellow Mud Toad. Lanac’toor’s tower was

rubble marks the perimeter of the Kingshome advance
pean walls of Byzanople are just a few yards away. A
gh the rubble toward the gates of the city. The path
of the city, forming a savage killing ground. The path
arrow shafts, debris, and the bodies of others who have
y by storm.

' central structure dominates the city of Lansk. Unlike the
this city, this structure is fortified and prepared for war.
ds patrol the battlements, looking stern and ill humored.
a variety of languages advise passers-by to keep their
ithout reason, for within the structure, visible through a
U see a dragon. The beast is huge, completely filling the
me. It must weigh at least eighty tons. The dragon is

Warriors to your presence. The soldiers are startled when
fien they turn you see they are pale with fright. They realize
ed them before they knew you were there. The soldiers

©
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, friendly enough when you pay them their gold. They offer
u a brutal meal of calamari and grog. “My name’s

o leader identifies himself. “And this

q.” Ugly's girl has two peg legs and no teeth, but she’s by

regard you nervously as the woman in red and white aPProaches
infiltrators the Kingshomers sent from their camp,” she says. “198.
surprised - my city might be losing this war, but we're not withogg 3
resources.” The woman shakes your hand as she introduces he . . :
is Princess Muyrilla,” she says. “If you meant us harm yoy would hae ¥ able member of this motley crew. Yf)u converse with Ugly
us from behind. You don’t look like Kingshomers; I choose t, t l al hours. pgly used jco be a sailor in the TarS}an navy.
Muyrilla barks someorders to her men in a language you don’t unden s a minor city on the isle qf For‘lorn, and Ehat it was
Turning back to you, she continues, “Follow me. My brothey will wadl 3 ih‘acial early dﬁyskof t{}e lwar wltlh lglngshpmg. Thesg alm t

a sailor, me bucko, Ugly growls, becoming increasingly

speak with you.” Nt C : o

Myrilla leads you through a secret passage into the heart of Byzanople does its work.”Namtar don’t want folks sailing about from
this girl has so abruptly taken you into herconfidence. You decide {0 nia
along...if she can’t make you a better offer than the KinQShOmers,

certainly an easier way into the city than storming the gate.

rd to keep people in their place that way!”. You learn Ugly's
d out a living raiding along the coast, but pickings are slim.

: do a bit of smuggling. Ugly is hesitant to take you out in
37) Several squat figures surround the entrance to a tunnel leading weather is wrong and the seas are too dangerous lately.

walls of Byzanople. A wooden palisade shields the tunnel entrance from 1 E p . :
eyes and weapons of the city’s defenders. You recognize the figures as [ gold you paid, Ugly smiles and Peg shrieks with

engineers, and surmise they are attempting to undermine Byzanople's y
short and powerful man covered with mud and sweat emerges from the
tunnel. “I think we're through,” he says. We had to find our way throug
patch of granite, but I think we've come up against a cistern or basemen
He looks at you expectantly. “All we need now is a pack of brave idiots
the tunnel, find their way into the city, and open the gate for us.”

at gold covered the cost of a passage, mate!” Ugly laughs.

fee for this fine repast and fornot gettin’ yer throats slit.” Peg
ng in Ugly’s ear. “But Peg likes ya, and I'm in a charitable

1 a favor. Seein’ as how ya should be dead anyway, I'm

r to the Necropolis. There's plenty of loot to be had in
uld suit you folks just fine.” Ugly gestures over his
toward the south wall. “The dock’s on the other side of
meet ya out there in a minute.” Ugly looks you straightin
cludes, “And I do mean the south door. You'll do as yer told

»
ense.

38) Using your magic spell, you watch in wonder as color flows back i to
frozen dwarves. The chamber is filled witha noise uncomfortably like the:
popping of popcorn as the dwarves return to life, their joints made stiff
ages of disuse. Before long, the entire clan is restored to life. The dwam
you the once-over.

39) You find a hidden cove. There’s a dock house by the water, and besk
you can sec several small ships tied up to the dock. You must pass |D
dock house to get to the boats. To your right is a small waysid? shrine 10
divinity or another. The cove is very quiet, aside from the laI_)PmQ o
waves and the rhythmic creaking of the boat stugging at their ropes-
to tell if this place is inhabited or not.

40) A wave of fetid humidity strikes you like a slap in the face Whe_n y;:; .
door to this room. This place must be under an enchantment. Within of Q-
exactly reproduced a hot and swampy environment not unlike ﬂ‘ealrsﬁ here, 8
floor is a deep and bubbling mud bog, wide-leaf palms grow here hot e
the underbrush you think you see small reptiles warming themselVeSifo o al
most unusual sight to find in a dungeon....all the comforts of homeé (

O

'and disused chamber you find what was formerly the throne
Kingshome, the mightiest ruler of Dilmun. The throne is
and in poor repair. Carelessly tossed behind the throne
onial crown. Maybe it will be worth something, if there
Kingshome.

most of a day and night through thick fog. There is no
is slow and treacherous. Several times you think you

18 in the fog, or hear strange beasts bumping against the hull
St when you think you may never reach your destination, an
f the murk. The island is an irregular mass of black stone,
"i. green slime. Ruins of impossibly ancient design arejust

ter of the island. Luminous eyes peer at you from dark
didding bogs nestled along the coastline.
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of cautious work, you're able to lash an appropriate
ick handle with the laces you received from the dying
serviceable if makeshift hammer. The hammer probably
a weapon, but it might hold up long enough to break the

44) The magic paint works as advertised. Now covered wijth, th

the formerly ruined walls of the City of the Yellow Mud Toag St:n stig
strong. You hope strong walls will be enough to hold off the aro d all
you know lurks in the swamps, just a few feet away. Wing tg,

45) The sail to Freeport is a long one, and your supplies are barely o

last the voyage. You sail east and away from the majority of the ‘;. ind ith il sl Soaviry e st &
ind you with an omin nd evoking the finality o

i3 and wall from the bridge must have been sound proofed,

u emerge from the bridge than a mad chorus of howls

_ Insane screaming seems to spring from every direction,

anot see the source of the noise. It's enough to drive a person

islands, headed into previously unknown waters. Once free from
islands of the Dilmun interior, you are able to enjoy the naturg bea
maritime world of Oceana. Presently you come in sight of g dlistening o1
harbor sheltered in a strange coast. Your charts indicate this g Free g
anchor your ship at a dock. port,

46) Your journey takes you to the frontier known as the Eastern Isles, 0
area is unclaimed by any nation, and you experience no encounters ys -
hostile maritime forces. The Eastern Isles have a rustic quality lacking in g
Dilmun Interior. Here things are unfinished and wild, and seem untoyched
the corruption of the Interior. This region is the closest thing you've seen4
the paradise you expected to find when you arrived in Purgatory,
months ago. Presently you spot what seems to be a ruined city, half-
submerged in the sea. You find a place to land your craft on a stretch of
southeast of the ruins.
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eside a clean and stylish harbor. Although you are near the

none of the stink associated with Oceana’s coastal

ort is not sinking, or the port is engineered such that

‘problem here that it is elsewhere in the world. The

is simple but attractive. There’s rustic feeling associated with

yood railings foliage, and crisp scent to the air. The people of

d in effective leather and cloth, and seem healthy and

is armed, and you judge the citizens of this place know

elves. You are greeted warmly as you approach, but the

ort do not tarry to speak. Everyone seems engaged in a

industry.

h is a little island in the harbor. Standing in the center of the

, plunged to the hilt within the anvil is a brilliantly gleaming

e seems no way to the island...the water here seethes and

energy. It doesn’t take much imagination to surmise a swim

be fatal. A Freeport citizen notices your interest in the

Sword of Freedom,” he says. “Many years ago, the great

d it from the Underworld. After many years of adventuring,

@ and founded our city. Shortly before his death, Roba built

d to protect his sword.”

ent for a moment before continuing. “Legend says that so long

in the anvil, noharm can come to Freeport, “ he says.

ne, Roba warned a time would come of great strife on

'@ champion would appear one day to claim the sword. He

:f" vord of Freedom will quell the strife in Oceana, but at the

00m our city. Such is the sacrifice we must someday make.”
you well and leaves. The Sword of Freedom is just out of

2ms to taunt you. How toget it? How to get it...?

%)

47) Near the bridge you find a run-down building. A sign above the dog
identifies the place as the ‘Official Quag Visitors Information Bureau'. The
building is every bit as run-down on the inside as out. An ugly little woman
with a cluster of purple eyes enthusiastically greets you. “Welcome to @

Isle of Luxury!” she says. “I'm so glad you're here. We don't get so much
business since the war.” You learn that Quag’s only city - the City of the -
Yellow Mud Toad - is sinking into the swamp and the priests of the Yem
Toad are powerless to stop it. "But it’s really quite safe for travelers, the
woman is hasty to add. “Quag remains an isle of wonders, and many S¥ ;
dream of taking the vapors!” You judge the woman quite mad. Saying 85
bye, you depart.

48) A wall of rock stands athwart your path. Massive bronze doors Qm'd
way through the rock; fearsome beasts guard the way to the door. .
Two creatures guard the way through the rock. They are half SCOYP:Vi
half dragon, but in some ways they look like men. Their eyes glow f
balesome fury. They glow with an inner light, bathing the grounl a ngerd
in glory. They appear to be a man and a woman, and thus doubly

for the bond they must share.

2
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53) In this cell you find a weak young man dressed in soileq moti
evening ladies and germs, it's good to be back at the palace,” he Y. 4
enter his cell. “A funny thing happened to me on the way tq the ;aVl
The poorman was obviously a court jester. “I ran into Sir [ojy, of pr3es
afternoon - he said he was about to become Baron of Greymattey Ork ¢
really stinks. If wiser men than you consigned this man to the dun. is
are you to set himfree. “I got a million of ‘em,” the jester says, see ~ons, 4
notice you for the first time and perking up considerably. Thjs con
worst fears, and you slam and lock the cell door. “Cancel the Renaice
looks like a reign of terror!"comes the muffled voice from behing g g ¢
Even Namtar has a good idea now and then. "

- he excitedly flails his arms. “I tell you, Namtar found a way
dragon! Since Namtar rose Kingshome against all of

all but vanished! Namtar controls them somehow...but
saurians without paying a terrible price. If someone
o's done with the dragons - and leam how to wrest their
tar...then Kingshome would learn a thing or two!!”

- ‘serves as the community meeting place for the citizens of
qh  greeted by minor city officials who welcome you to their

: you for information of the war in Dilmun. “These are

l says. “Soon Kingshome will control all of Dilmun, then

is evil gaze toward the Eastern Isle and our fair city.” The

his head. “It’s odd,” he says. “My father was an advisor to the

ke at Kingshome. He said Drake was a peaceful old man.

anople was a regular firebrand...but not Drake. Why

on his neighbors? It doesn’t make any sense...Namtar must

The official shrugs.”l wonder if something’s happened to

't been seen in public for over a year when [ was last in

some time ago. Maybe something happened to him.”

54) “Thanks for putting me back together - I feel swell!” Lanac'toor g I
was a little nervous when you put my arms on backwards, but | qued

used to it. Having my elbows bend the wrong way will make it easjer forg
scratch my back!” L
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55) A yawning chasm stretches before you. A violent gust of hot wind ,‘
from the chasm...the void must reach to the very roots of the world, bejog
even the Underworld. Out of the chasm, starting an unknowable distance
beneath you and stretching as far as the eye can see, you view a vomitoy
mass of irregular black stone. The tower stands piled atop itself and is at o
designed and chaotic...from one angle it looks like a sorcerer’s stronghold,
while from another it seems like the exposed spine of a fantastic beast.
Perhaps it is not really there at all. More likely it exists in more than one
dimension at the same time, and is thus difficult to see in its entirety. Oni ‘
thing is certain...this tower has nothing to do with god, or salvation, or
pilgrims. This is a tower of Evil. This is theTower of Namtar!

, you shuffle onto the block with a host of other

e in better shape than the poor wretches that surround

up is instantly the subject of spirited bidding. You shudder as
man with a fat neck for more gold than you are likely to see
are led away from the slave auction and linked one to

inuous sequence of chains and collars. Presently your new
introduces himself. “I am Master Mog,” he says. “From

1 your mother, I am your father, I am your God, I am your
og is All. Abandon all hope of freedom. You are my

as | please.” Mog leaves you to the hands of his slave

e next several weeks attempting to break your spirit.

Ou are loaded aboard a painfully slow cog and sail to Master

e afforded a brief glimpse of Mog’s luxurious palace

eath the earth and introduced to Mog'’s salt mines. Then
g series of repetitious chores. You are not permitted to

! work, sleep, and eat in the same series of identical

“We were betrayeds ™ ' ed to see the sun.

oLl

56) A tall and powerfully built man with a greenish complexion greets Yo
when you enter the building. “I am Tarkas, first citizen of Tars,” he‘ says. 10
learn that he and his fellow officers fled here to Freeport when the.u' oS
of Tars was destroyed by the legions of Kingshome. Tars was preVl
foremost city of the Isle of Forelorn. Now Tars is a sad ruin, while g
passes for the isle’s only city. If you explore the ruins of Tars, Tar?(as .
sure to seek the hidden chambers beneath the city - they might still cORSy
fabulous treasures.

Tarkas is bitter when he recalls the ruin of his city. ,
says. “We relied on our dragon to defend us. We didn’t dream Kingd titted to the camp and immediately pressed into service. The
would be so bold to assault us when our dragon was healthy and av othi tempt to provision or train you - it's evident they consider
they lay siege to our city, we released our dragon...and the beast tl good firoats, and that they like you just the way you are.

A hundred years of blood sacrifice to that terrible dragon,and wha a siege camp located a few miles south of the walled city of

do us in our hour of need?” Tarkas grows animated as he speaks, 27 for months has stubbornly resisted the enlightenment of

O
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wus incredible Temple of the Sun, renown all across the
The sun’s warm rays shine into an open atrium, bathing the
sariety of exotic heliotropic plants. Acolytes of the temple
ysterious tasks. The floor is inscribed with a gold design
of Oceana and her sister planets. From some unseen

e soothing sound of running water.

aside and a short, swarthy man enters the chamber. He
inscribed with stars and moons, and wears a pointed

an very much wants to look like a wizard, but has no idea
ctually look like. “I am Mystalvision, High Priest of the

n,” says the wizard in a comically high and wet voice. “You
ed for making it this far. [ don't care that you cracked out
behavior since entering my city has been intolerable.”
his fingers, and several cruel gentlemen dressed all in black
ore. “Namtar’s Stosstrupen would like to ask you some

on sneers. “I should ask you to come along quietly, but it
to do this the hard way “

sen-air slave market, filled with the cry of fleshmongers and
 perfumed crowd. Here men and women are for sale - people
s - to the jaded residents of the Dilmun interior. From the
ket you watch as several young men are auctioned off.
y than yourselves - maybe they've been in the city longer
sad way out of this place, to make yourself a slave...but

er than a life of misery and slow death in the streets of

joining the unified Kingshomer Empire under Namtar and King B
besieging Kingshomer army is preparing to take the city by sto
to be among the waves of unfortunates they wish to send gye, _
may not take kindly to this idea, but there are many more of the
are of you,and this is no opportunity to desert. ™ thyy
60) These cramped quarters serve as home for Mog's unfomlnate 3
sleep fitfully on the cold rock floor, encumbered by the stoyt chaing
them one to another. An examination of your companions Proves ha
will never be removed - some of the sleeping men are still chajp, " v
companions who have long since passed away.

61) The dying man gratefully gulps water from your cup. “Yoy are o
says. “I want to die, but not alone, and certainly not thirsty!” The "
his mouth with his wrist. His parched lips crack and smear his wrist i
blood. "Not much longer,” he says with a wan smile. “When I'm gone 1
you to have these.” The dying man shows you his boots. The soles g ,,
worn away, but the tops are still secured by stout leather laces. “The bg
aren’t much good, but the laces are strong - maybe you can do somethjs
them.” The old man is abruptly seized with a coughing fit. You know the
is near. “I hope you fare better then me,” he croaks.
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62) The last of the guards drops dead and silence claims the mines, Ala
leads up out of the salt mines. In the dim distance you can see sunlightfo
first time in uncountable hours, days, or months. Freedom is at hand. Bé
awaits you at the top of the shaft?

63) Several people are huddled around a fire. One of them offers you
stew which you eagerly accept - it's bland and watery, but it's the first
you've had in days and you eat every drop. After your meal you doze ol
the fire, grateful to at last be in the company of charity and good will i
you awaken, you feel as if you've been reborn. ]
64) You stand before the gleaming city of Lansk. The streets are B i o the auction block. Nothing will sto vou
people are orderly, and while the city is walled, there is no gate. Pﬁ 2 B oin them.

busy citizens you spy carries a weapon. The city shows no sign o can 08 3 _ . 4
occupation. However, it does seem like a very rich place, and you ! -‘M' hut is open, and from W.lthln you hear someone singing.
faint smell of dragon in the air.... ' ?a:e : 3 snlzntp;letroomma 13’1€t C;)f] Stfgwh§e;vcte§ as al?ed, while
G5 T o i b sl erscirg e 0 el ey i
you enter. “Well..._look at this,” one of them sneers. “Our P"ison?rs ’ Y, 0C. 4 P

! d’. We have to ‘recapture’ them - perhaps several times.” oo JE e wrist. ‘Yo.u yonder vghy a 'blind oy e N anc'iles
bf;;pteo élosz in “Remembzr men, these prisoners were trying o S “ ’oﬁ gant s;oli; smg;n% ARl ings }}15 sl l? gloug dltrcicgon
{ ; ) il ~ ust be the outsiders everyone’s so excited about,” he
: ; : g [ .
won't be accused of beating prisoners in their cells again - Voice. “I can smell Purgatory on you. Please come in. I'd

5

wd, anxious to measure the character of citizens of the

ir faces seem cruel and aristocratic, with a faint hint of the
. Here and there you spot a face that seems kinder than

e on the block, what guarantee would you have of

er? Could you truly live with yourself as a slave? There is
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on’s dismay, the gates of Byzanople prove little obstacle
yomer army streams through the open gate and makes
umbered city garrison. Byzanople has fallen. After

to the sword, the victorious Kingshomer soldiers gleefully

, serious pillaging. Buck Ironhead, the commander of the

e camp, appears from the chaos. “I've got to hand it to you,”
llu did a job on these Byzanople jerks! Now Namtar’s control
e. I'm sure the BeastFrom The Pit will want to thank you
d smiles when you remind him of your bargain. “I haven't
you...but seeing as how you threw in with me so easily, I
any real sense of honor. [ wouldn't trust you clowns as far as |
1" Buck stands back as several of his soldiers gather around.

rs in irons!” he snarls. The guards close in. It's an epic fight,
1 long withstand sheer weight of numbers. Everything goes
of your party falls to the dust.

ormed from rocks and wood and moss - it seems a

thing, more an outgrowth of this enchanted wood than a
The divinity worshiped here is none you recognize, but the
is one of harmony with nature. Upon closer inspection,

s on the rock. The stains are not large - this shrine is
rifice - but perhaps its resident god is awakened by a token gift

like to see some new faces...provided I could see.” You learp, th
is Carson. He was a sorcerer at the Temple of the Sun, in PhOei an
before Namtar rose from the Pit,” says Carson, pausing to spit ..~
Underworld types should stay in their own world.”You talk Wlth AMmp
into the evening, pumping him for information. You learn that N rson,
either a demon or a man - Carson seems to use the terms intey, i
About a year ago Namtar appeared at the court of King Drake in -
and was welcomed as the court magician. Within a year, KinQShome .
mobilized and began making war on its neighbors. At the same i, x
announced a general ban on magic, using his secret police - the Stadl '
to enforce the ban. A great magical war ensued, which Namtar ap d Uup
Stosstrupen won handily. “Now sorcery is all but dead in Dilmun ¢,
continues. “Take a look at me. Ten years learning Sun Magic and i W 3
this! All the old Masters are gone...Lanac’toor was finally driven oyer ghy.
and shattered into a score of pieces; Zaton exiled to the deep wilderngee.
Mystalvision...” Carson is silent for a long time, then says, “I can't prove.
I always thought Mystalvision was wrapped up with Namtar. He’s the High
Priest at the Temple of the Sun. Our Order fell to Namtar so quickly,, ye;
have been betrayed. Beware of Mystalvision!” £
You talk with Carson late into the night, but learn little else of value, He s
either unwilling or unable to teach you any magic. Heeding his advice, you
take your leave of the old man.

69) When no one is looking, you crawl into an open sack filled with N
disgustingly fresh corpses. You lay still as the sack is crudely sewed shut Th
darkness of the tomb descends upon you as the bag is closed. None too
gently, the entire sack is heaved onto the backs of the slaves. Dead arms -
embrace you, long fingernails claw at your hair, rotting grave mold seelm
penetrate your body. There is a lurch and a rasp as the bag clears the wall,
and then you fall. K.
Your flesh crawls with anticipation. Will you meet your end, smashed t0 ;
with a host of corpses on some unseen rocky spire? Or will you
warm waters of Oceana, at long last free from the stinking hell of U like an honored guest, forgiving all your misdeeds in the forest.
You splash. You sink. You struggle. At last you win free of the SE}Ck' g e Got ta believe that,” he says. “I love me King an’ I never
dead hands that drag at you seemingly resentful of the life you dlSplay' ok I never like the looks o’ that Namtar - he’s a very devil, he
bursting, you break from the water at the base of the harbor ‘-Naué;ut . | B killed old Drake.” Ol dack pauses to spit.
clamber aboard some debris you find floating close by and strike B t2 o, and clear the way for young Pririce

i 9 3 ) 3
70) Mighty oaks intertwine above your head to form a living Qateway di @ throne. You've got the ring, so you're it!” Old Jack
enchanted forest. A fresh coat of sparking dew lays over eve '

de is charged with magical energy. The rocks marking this
of deliberately-placed standing stones, the focus of which
here you now stand. You feel power rushing from the roots
to your soul. Enkidu himself stands and regards you.

grow bright when you show him the signet ring. “His
spers. You sadly shake your head, indicating Drake is

m in Jack’s eyes as he sighs. “Me poor, poor king...I knew ye'd
d with that demon Namtar! “After showing him your ring,

fyﬂ'fif‘g‘ :‘ ket his bow. “This here’s me bow, I call her Nevermiss! Drake
fantastic quality to the scene. The ground is covered with an inwt::%l L en we were both boys, and she’s never failed me. Now I
greenmoss. Faerie lights glimmer from within the boles of dark ¥ hoot down that foul Namtar!” Jack is hesitant to release

trees. This is a magical place. ¥eN as you hold it his eyes linger on the weapon. “She’s like a

(2]



Dragon Warg™

lady, she is...you treat her kind. You treat her kind.”Jack is abry
leave. He refuses to leave the forest, saying it’s his only home. }f’lﬂv 0z
all good luck and melts into the woods. He will never be see e

Bragon Warg™

o take such care of us! What have we to want for?” A one-
Ibows vou in the ribs, and says with a sidelong wink, “Quite
¢ here, wouldn't you say? Boy, that Namtar sure is a swell

. place - nothing less than a king retired here!” cackles
sents come at every turn. You find this place is called

e poor lunatics think it's some sort of beach resort to

t as reward for faithful service to Namtar. A few bloated
up on the bleached coastline. An odd tumble of rocks

f the shore. The rocks are covered with debris, as if the
have washed

n agaj :
75) After what seems an eternity, you locate the source of the . 7
Nearly mad yourselves, you find a city of the mad squatting o, 4 d “Mip
shore. Feeble huts made of driftwood and debris huddle together 1 )
pile. White-haired loons with wild eyes stumble to and fro, mumbli?] e
themselves or shrieking like cats. Crazed citizens of the place S =
another, seeming like writhing human serpents. It's a madhouse
inmates are running the asylum.

W
vand the

76) A mad artist inscribes designs on the sandy floor of his hyt, | dont
to do this, you know,” he says as you enter. It's uncertain if he's talkmg
you, or if you walk in on him while he was talking to himself. “| ca 3
good living as a tattoo artist!” he continues. “But I will draw on You, mof
earth, because everyone else draws from you. You.Who. Moo. Mgg?*
The artist jumps up and bounds about the hut. “Moo! Moo!” he howls %
you see? It’s all so clear. At last! Atlast! The poor man rushes past yoy a
quickly lost in the village of the lost.

»p rumbling as storm clouds gather. Abruptly rain begins to
, threatening to flood the stone, the forest, the entire
hush falls over the glade. Even the pelting rain seems to
u are surrounded by animals - bears, dogs, deer, ducks,
. You turn and see still more animals crowding outside the
u see a lion lay down beside a lamb. The animals are
.Above the stone appears the ghost of Zaton. The ghost
am forever in your debt for liberating mysoul. By

1e world, the world restores itself. The natural order is

d beast may again live in harmony.” The animals begin
, and bray. “My time in this world is done,” Zaton says.
enturers the task is just beginning. Namtar is evil! He

I To you I grant the boon of knowledge...use it well!”
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77) Amid the ruins you come upon a remarkable sight. A bonfire illumi
shattered city square. Scores of people cavort about the fire. This is the
greatest gathering of people you've seen since arriving in Purgatory. =
The occupants of the square constitute a cross-section of Purgatory’s ciize
Blind beggars, mad poets, dog-faced children, and drunken priests
about the fire like moths to a flame; drinking, singing, loving, bleeding,
brawling. Above them all, seated on a rude throne of stacked masonry, ¥
see the man you surmise to be the king of this place. If he is a king, he is:
king of thieves. v
Astounded by this strange sight, you do not notice until it is too late a S&
scoundrels sneaking up on you. Surrounded by rogues, you are urged ol
the fire, where you come under the gaze of the figure on the throne. ==
“Outlanders!,” the king roars, teetering atop his perilous perch. “You'veiy

strayed far from your homes, little does and kittens. This is the Court 0%

. d it smells and...well, no matter, Josephina is probably just
Miracles, gathered to pay homage to the King of Purgatory... t}(ﬁopiﬂ i€ else in this silly town. “The kingdom is broken,” cries

pauses, awaiting the proper moment before continuing, "...me. | clan hall is sealed, and all the dwarves slumber in
Trouillefou!” le the eyes from our icon and hurled them into the sea.
L the coast, but never do I find the eyes.” Josephina

), hardly aware of your presence.

t of these communal huts shelters a secret chamber. A
the royal colors of Kingshome sits on a makeshift throne.
e’s been dead a long time. A royal signet ring gleams on
e ring seems both valuable and important.

p as you enter the room. He eagerly scans your party,
appointment. “No dwarves,” he weeps. “Never are there
)r Josephina is all alone.” The dwarf has a woman's name,

78) A group of ragged unfortunates sun themselves on this dismal '_ h
They sit in folding beach chairs, some beneath the shade of COlorte o
parasols. All the men and women are dressed in rags. Few hav'ti 2 worm?
still have a proper tan. The day is cold and grey. “Hail Namtar*

2 @
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82) Nisir, the Mountain of Salvation, rises above you to an impossibly
height, seeming to rip the sky. Although it is daytime, when you log) ugr%t
can see stars near where you guess the summit of the mighty Mountajy, Yoy
be. It seems to you the mountain must push through the very atmosphg,
Oceana to produce such a sight. Ahead of you, a long line of pilgrimg sle of
files past the sole gate leading from the harbor.

Dragon WWars™

with a measure of protection against raiders from the south. There is
ce of an enemy army anywhere in the area. From the looks of the

s likely this is a base from which the Kingshomer army is

an enemy fortress or city. Several guards lounge before the entrance
np. They eye you with suspicion.

in this building you find a group of old men gathered around a table.
laying dice and speaking rapidlyto each other in a dialect you can
aderstand. You are noticed and welcomed into the game. The men

he joy of it. There’s a complicated wagering scheme involved, but no
yer changes hands, and the men don’t seem to care if you're rich or
After a while, you begin to make sense of their speech.

e men are residents of the Dilmun interior, displaced to this island
by war and oppression. From them you learn a little of recent
un. The Dilmun interior consists of several large islands, each of
dominated by an autonomous city-state. Warfare has been frequent
the rival cities, but no single nation has ever been able to rule all the
ach city keeps a dragon captive somewhere within its walls - if total

ver threatens, the dragon will be let loose. This would almost certainly
e destruction of both sides, but itserves as a deterrent to conquest.
 the city of Kingshome launched a bid for empire. Kingshome’s

sm was aided by a sorcerer - Namtar the Beast From the Pit. Thanks
ar, all magical opposition was quickly overwhelmed, and Kingshome

oid gains. For some unknown reason, the conquered cities never

| their dragons against Kingshome. The youngest of the men arrived at
) just a few months ago. So far as he knows, nearly all of Dilmun’s

/e been conquered or lay in ruins. The city of Byzanople on the King's
ins free, although it has been under siege for several months. He also
S a city called Freeport in the Eastern Isles, but his companions scoff

83) A prisoner lies babbling in the corner . “A secret tunnel connects thig
prison to the Nisir”, he says. “When you find the swamp within the Mouny
know you are near Namtar!” faip,

84) The pilgrims stop one-by-one to kneel before this elaborate shrine bef,
continuing. The shrine depicts the image ofthe Universal God, a facelegs d:r;
that looks in all directions at once, and raises its arms to encompass both,
earth, heaven, and underworld. You note with relief that not even Namty, hag
dared to undermine the basic faith of Oceana. The pilgrims evidently expeq
enlightenment and salvation to result from their visit to Nisir. You expect
salvation of a different kind - the sort that can come only from sending Namz
to his doom.

85) It is several days’ sail to Nisir, the Mountain of Salvation, but the route js
easy to follow. The great mountain Nisir seems to rise from the roots of
Oceana and reach to the heavens - it is easily the tallest mountain on the
planet, and you are in sight of your destination for most of the journey.
The harbor at Nisir is clogged with pilgrim'’s vessels. Several hundred robed
figures crowd the docks, slowly passing through the harbor’s only exit into the
interior. The great mountain of Nisir looms above you, stem and forbidding.
You sense a moment of destiny is at hand.

86) You are pressed into service and sent directly to the front. The army
makes no attempt to provision or train you - it's evident they consider youa
band of cutthroats, and that they like you just the way you are. A troop ship 2 does, saying Freeport is more myth than reality. Nevertheless, the
conveys you to King's Island, where the walled city of Byzanople stubbornly an asserts he'll find Freeport someday - as soon ashe can find a ship
resists the enlightenment of joining the unified Kingshomer Empire under ” the Eastern Isles. Since the war, very few ships travel the interior
Namtar and King Drake. Byzanople has been under siege for several months L
and the besieging Kingshomer army is preparing to take the city by storm:
You are to be among the waves of unfortunates they wish to send over the | restrain the hunchback and prevent him from hurling the prisoner

wall. You may not take kindly to this idea, but there are many more of ther pit. Tears flow from the hunchback’salready swollen eyes. “Buth
than there are of you, and this is no opportunity to desert. r I

You are billeted in a siege camp located a few miles south of the actual si¢8" f ast begins beating its head against the side of its pit, setting up a great
g through the dungeon. “Now thuh manue hath hit thuth windmill!”
chback howls, trying to flee down the narrow causeway to the edge of

e doesn’t make it...with a great booming, the dragon lurches from

%)

87) Directly ahead you see the semi-permanent camp of the Kingshomer
campaign army. The army occupies a valley between two mountain peélfs‘
wooden palisade has been erected across the mouth of the valley, pro\’ld1ng

©
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from his chains, bumping against the platform on which yq, stan,
hunchback is hurled screaming into the maw of the dragon
beast is free of its chains, no mere morsel can satisfy it!

You flee the scene as the dragon smashes at the supports of the ¢

in so doing at the foundation of the entire city of Phoebus, Youl fin e
path to the surface uncovered by the dragon’s rage. You flee the vi a e
city and watch from a nearby hill as the dragon claws its way tq m. ity
Before long, Phoebus is a flaming ruin as the dragon takes its teppy.
city destroyed, the dragon slowly rises into the sky, and flaps off

2'." He glances over your party before continuing. “These
[ imagine ve gots to eat...but that was a prize animal ye just
to do me job.” The man keeps his bow half-cocked and
He seems to be waiting for you to make the first move.
be worth winning his trust.

7 Nergal is crude. “That was delicious...l will hallucinate
kalla working for a living.” Nergal shifts his ponderous
, leans forward, and leers. “And now you will serve Nergal!”
speed, Nergal grabs the volunteer with both slimy hands. His
down to his belt as the black maw of his mouth is exposed.
volunteer’s head into his mouth, and clenches his jaw with
The volunteer’s body stiffens, then goes limp, collapsing to
a head. All is silent. Nergal smiles.

rible g
o the
90) This is the office of the supreme commander of the campaign ; k
Kingshome. General Buck Ironhead regards you from behind his 4 -
Ironhead is a frightening sight. His arms are a mass of scar tissye from ;

sequence of wounds too tedious to list. His face shows no mirth, Hig
continually clench and unclench. His head is completely flat - you coyjq -
balance an egg on it. “It's about time ya goldbricks showed up!” Byck ¢
“What do va think this is - a soggin’ country club?? Ain’t ya ever heard of
reporting to yer commandin’ officer??” Buck doesn’t wait for a reply, “Ng
know you clowns are a pack of liberal adventurers. You don't like Nam _,:'“
don't like the army - kid's today!! Ungrateful whelps! Well, I don tcare abg
any of that. I'm here to give you a second chance.” Buck comes out from
behind his desk and hobbles around his office as he continues. “You're in
army whether you like it or not, so you might as well do this the easy way
You may think you’ve got this thing licked, but I know damn well you cant
your elbow from a dragon’s blowhole. You keep your nose clean and sen
with some distinction at the front, and I'll do what I can about gettin’ ou
pardon. Namtar’s a megalomaniac, but he’s also a businessman, andhe ne
creeps like you!” Buck dismisses you. “This is yer only chance. Namtai"i! ,
gonna control everything sooner or later, so you might as well jOIr_l the'
side. Namtar’s promised a kinder and gentler Oceana, but he can t get on’
it until guys like you toe the line. “Get outta here!!”

91) Some bandits were evidently holed up here. Their campfire is fﬁ“
Evidently they were eating a meal when you showed up, as half-flnl " 5
of gruel stand all around the fire. They weren’t very good bandlt_S- or y
they hadn’t been at it for long. There isn’t much loot to be hgd n
Maybe they were adventurers such as yourselves, turned to crime 1f
times.

92) The magnificent stag lays dead. As you kneel beside your kill, ﬁ:‘ 0
an arrow buries itself to the feathers in the sod between your feet-r JrroW!
and see an old but very dangerous-looking man aiming yet ano es “An ¥
you.“This is the private preserve of King Drake,” the old man sa%>
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arning of waters like this during your mystic studies. The pool
the description of Aspu Waters...waters of the world ocean
rface of Oceana. Apsu Waters are coterminous with the

e mystical Magan Underworld, and dark dimensions where
ae.

is relentless. He offers you not a moment’s rest, nor a

en a scrap of bread. All that matters is that the tunnel be
le man or beast may stand in the way of the project. Night
en to finish your task, with the sharp lash of the whip on
laughter of the cruel slave boss ringing in your ears.

-j"zfs to his feet and lunges for his bow when you enter the
- Ve got past me snare!“, he exclaims. “That’s quite a feat,
0 to go bargin’ in on honest folks without so much as a

ack,” he continues. “I'm the game warden here abouts.”
half-cocked and watches you closely. He seems to be
t0 make the first move. Maybe it would be worth winning his

e of white-robed pilgrims ends at this rocky shrine. One by
before a huge and powerful image of the Universal God.
e here. None are required. The God keeps its own order

faceless face of the god, you feel the hand of destiny upon
t yet attempted to supplant Oceana’s primary religion...but
away? The gods risk disaster when they come to the world

Must work through champions to see their will is done. The

7
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Universal God seems to need a champion, a legendary her,
of Freedom. Roba of Freeport was such a hero. Will yoy 1
The God requires a sign.

O to .
¢ aNothery

98) You climb the Mountain of Salvation for several hours, P 1
seems to draw no closer. Several pilgrims drop from exhaustion ale ump
path...the road to salvation is not for the weak of heart. Ong
But a fraction of the way up the mountain, the path abruptly cuts ingg
rock. A level plain has been cleared in the side of the mountajy, -
evidently the place to which the pilgrims travel. Turning around,

at the world of Oceana from your lofty perch on the world’s highest
To your alarm, you see you have long since risen above even the h

clouds. The sky is purple and strange stars twinkle - the huge bloateg —..71

the sun fully fills half the sky. Truly, this place is close to God.

99) In this stuffy bedroom you find a journal. From it you determine the

master of this house was a man named Mog, arich aristocrat who made ki

fortune in the mining business. By all accounts he was a crude man -

but uncultured - who fancied himself an artist. The journal is largely g
to a remarkably frank account of Mog's failure as an artist. Mog admits tg

experimenting with alchemy in pursuit of his art. At one point he confess

not satisfactory. -
Near the end of the journal Mog mentions “acquiring an apprentice” by

supernatural means. It seems this apprentice was originally supposed to a
Mog in his art. Toward the end of the journal, Mog admits the apprentice|

begun producing incredible works of art which Mog displays in his garden:

calls his own. Mog hints that the apprentice demands a terrible price for ‘z
art, and that he fears him. It is possible the apprentice might not be hu

100) Off the beaten path you find this is a temple to the Magan U “'
This seems a considerably older place than the other structur'es ('mstt:]llls 3
The Underworld was before there was a was, and doubtless it will e

when all of Oceana has long since burned off into the void.

101) You receive a note with your feeble meal for the day:. o
‘l am Berengaria, Acolyte of the Temple of the Sun. Mystalvision
gonemad. He punishes me and the others for no reason. He has
corrupted by Namtar. »
‘We of the Sun serve justice; you must believe that. Mystalv151onfairly
dishonor to our Order. These are dark times. You have been un
imprisoned. ¥, I you®
‘I have unlocked your door, and made certain the jailor is drunk:

2

NOUR

using a potion to transform living flesh into stone, but the artistic results

has brot

4
i
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d be able to sneak past him and escape. The jailor’s room
Look for the secret door in the south wall of the jailor’s
A ?I,assage that leads to people who will help you. I regret
‘weapon...just doing this much has placed me in great

I meet me at the Icarian Triumph tavern in the northeast
;. I'll have something for you.
he Sun, | remain your friend - - Berengaria’

's room. The fat jailor snores in a drunken slumber. He's
le, but there is a ropetied to his hand, and a bell tied to

he stir, the bell will ring, possibly summoning guards. The

;,,;s oubtless very drunk, but turn-keys are notoriously light

the private chambers of the master of the house. The curtains
e windows permittinglittle light to enter the room. In the

t this room, like the others in the house, is strangely
gs...and that no mirrors are present.

sitting in his favorite chair. He wears the garb of an artist -
sulptor...and he wants you to be his next masterpiece!

adows of the dungeon you find a pit, at the bottom of
dragon. The beast is constrained by a series of chains, but
saurian could hardly be bound by such puny restraints.

e center of the pit is a wooden platform, on which a
struggles with a bound prisoner. The hunchback is about
into the pit, evidently intending him as a sacrifice to the
r struggles as best as he is able, but his hands are tied

he is weakened from long captivity. The dragon thrashes
tient to receive its meal.

ent signs this chamber was formerly the lair of a beast or
of straw in the corner indicates where a large creature
walls scraped with claw marks, and the room is pervaded
odor. The room makes you feel instinctively uneasy.

' € Chamber is a vision of misery. The walls are lined with

g prisoners in place; the center of the room is occupied by
a fire pit, and other horrible instruments.

Ole into which are hurled the grisly remains of stubborn

ched on the rack. You have rescued him from his
Me time, it is evident he will soon die. There is nothing you

©
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can do to save his life, but perhaps you can ease his fina|
moments?

Bragon Wars™

e is no reason for the King to make war on me. It must be

ect, but it was never his way to imprison Outlanders for
far has stolen my father from me; he has robbed you of your
r common enemy. | make you an offer - reject Kingshome

ny struggle against Namtar. When my father is restored to the

, you are richly rewarded.”

107) This tower chamber is in very ill repair. The supports are'’l
half the floor is flooded with inky blackwater. The contents of
and potions are emptied on the floor alongside the smasheq vials r
contained them. What was once a great magical library has been ."'
fire and water damage. “Stroy
Amid a pile of debris you find the fragments of a journal. Much of il
magic language you can’t understand, but a small part is legible,
dated prior to the destruction of the City of the Yellow Mud Toad, yor &
thejournal was maintained by Lanac’toor. 5
‘The chicken remains animate, not that it matters any longer. That ping
Mystalvision has changed the rules again. Where will I find a yole in thill
weather?...Have resumed expansion of my tower’s basement, using 3
Stone and Create Wall spells to clear rock, but this whole damn bygldin.
sinking. | keep running into pockets of water. Furthermore, | uncoye
entrance to Magan, and all manner of berserk Underworld denizens
running amok in my tunnels...The hell of it is that I've lost my spe, acles
Utnapishtim the Faraway gave me. I'll never see the entrance to the ol
Magic without them. They're buried somewhere in the rock. I don't knog
can locate them at this late date, with Namtar’s thugs loose and my name
the hit list. I should prepare the city for defense, but I haven't done myl
in weeks, and it's beginning to smell.’
Such are the concerns of sorcerers.

He leads you to the map he and his men were

| recognize it as a plan of the Kingshomer siege camp. Jordan
information concerning the camp and the size of the force

m tonight,” Jordan decides. “There is a secret way from the
emy camp - we will take them by surprise.” Jordan looks at
s, “Feel free to explore the city until we are ready to leave.
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 has come,” Prince Jordan says as he meets you on the stairs.
al of Prince Jordan’s best fighters, you sneak away from

a secret passage. Only a skeleton garrison is left behind -
is throwing everything into this attack.

, you pick your way through the mountains surrounding the
camp. The guide seems to lead you through solid rock at

n have little idea of where you are. Suddenly, from ahead,
thead bellow orders to a pack of new “recruits”. The battle

‘the dusty and perhaps forgotten ancestral crypt of Byzanople.
stretches off into the darkness, harboring the remains of

ons of rovalty. Perhaps they were buried with treasure...?
think you can hear a faint rattle of chains, and the raspy
drawing breath.

108) You are led to a secret throne room beneath the city of Byzanopk .
There Prince Jordan and several advisors huddle around a map in a cou
war. Jordan is stunned when he sees his sister has brought you into the b
of his defenses. Jordan’s private guards tense as they lock eyes with yok
Prince Jordan recovers his composure and listens with interest to his sis
story. He is very interested to learn you are infiltrators recently pr y th the live volcano, you find the dragon hatchery. Here
service with the Kingshomer army. “You are not native to Dilmun, .'f free for the taking. Your perilous journey across the

that, “Jordan says. “This isn't your war. No Outlander reaches the inféf S0 terrible in its undertaking, at last seems worthwhile.

without going through Purgatory...and Purgatory is administere? 1 . {
Kingshome. I know because my sister was formerly Governor 0 :

Jordan invites you to sit and offers you wine. “My father is Kingear - 4

s gratefully accept your knowledge and help in restoring the
are people of the Toad,"says a priest. “Please accept these

: 4 ” ; Per in over al it~ You are provided with several sets of oversized golden
Emgihome, fJOYdatE ST)V: Ni h?Vtin t_seenpgi:?& re;;r? Zn | he loves 8 > are fashioned so as to resemble the flipper feet of a toad. It
amtar rose from the Pit. My father is a ;

Dy (rGas walkw i h th : “Th fM i G ld T d
children...but he has recently dismissed my sister from her post a B the s T RO

t Qreat distances!” the priest says with pride.
and then layed siege to me here at Byzanople. My fathgr IO\c/ie-S [mianrg S: the priest say p
succession is not disputed. I want to see my father die in be

©
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114) In the darkest heart of this palace of the dead you fing an 7_
sight...the court of Nergal, consort to Irkalla and King of the Undl Cred
bloated white mass of Nergal slouches on a throne of skulls, attendeq X
score of pallid goblins. Worms squirm in his hair, bats nestle i, his |
rodents peer at you from within Nergal's mouth. Abouthis neck, m. ﬁ.
chain, you see a large and ornate key. a s,
“Topsiders...in my Court!” Nergal roars. “Bad enough I am in exile
fool clodhoppers barging in on me. Goblins! Ghoulies! Bring them u' o

Dragon TWars™

seterical laughter assail your ears. You've discovered the secret
& and where the city above is staid and conservative, this
y town. Citizens stagger about in drunken stupors, angry
with one another, women and animals run through the streets.

o represents Irkalla the reigning deity of the Magan
to her you must appeal if you will long survive in the
e frequently wars with her consort Nergal, sometime King of

115) “Haw! Most entertaining,” Nergal laughs. The hideous god pa:
fist and his court of freaks - though you just hacked them to pieceg 3"
their feet like puppets on invisible strings. The goblins and ghouljes _‘
to fight again...it's evident the undead monsters will eventually weay You d
“You have entertained me...but you must also feed Nergal and serye Nen
before you can ask a boon of Nergal. That is the law!”
Negal looks at you expectantly. A ghoul titters.

statue of Nergal the cowardly King of the Underworld. When

q along with Irkalla, Nergal is exiled to his palace in the

y of the dead hidden on one of Dilmun’s many isles. Nergal is
diculous creature, but from the look in his eye you surmise he

1se of humor.

O
)
Q
o
>
=
)
w

e honors the Universal God, the most popular deity of the

of Oceana. The Universal God is a faceless deity with multiple

'Each hand is posed in a different signal, sending messages of

the faithful. The Universal God is said to offer power to those

1 - it was a patron of the legendary Roba of Freeport. An
the Universal God on the mountain of Nisir attracts millions

116) Just as advertised by the blind juggler, there was indeed a secret fypy
out of Purgatory. Beneath the rock marked with the secret sign you -‘..
armor and weapons...thus armed, you are ready to seek revenge for yg
imprisonment.

117) Here in the open garden you find an unusual statue. It is of an
apparently wealthy man, if the quality of his garments is any clue. He isin:
poor shape, and appears to be afraid of something. The quality of the woe
excellent, but the statue is very unflattering.

ind an image of Enkidu the beastman, patron deity of animals
rship is strong in the wild places, but has declined in cities

. tar and the destruction of the Druid sect.
118) A massive mechanical brass automaton stands at silent attention in f
chamber. It is a flawless piece of engineering, massive yet agile, and. eavily
armed and armored from head to toe. It would not do to run into this thing
a darkhallway.

119) This vault is filled with slumbering dwarves...but if they sleelf%d‘t is “‘j"
sleep of the dead, for the dwarves have been turned to stone. The f al
frozen in all variety of poses - sleeping, eating, working, and jU.St a t::: "
fighting.It seems the dwarves were surprised by something terrible

them to stone.

120) The Dragon Queen recoils when you show the Dragon Ge";'s
you!” she hisses. “The Dragon Gem marks you as friend of dTagf;m )
me to your will.” The Dragon Queen looms above you, seeming

large. “I grant you your life, and I dismiss you from my.presencef-fer .
you use the Dragon Gem, I will respond...but the sacrifice yOlf 9 :
sweet, or | will turn on you, and the Dragon Gem be damned!!

With a beat of her wings the Dragon Queen is gone.

2

Lansk’s dragon, perhaps first glimpsed from the city
close the dragon is not nearly so impressive. It is an old
one out, and its teeth have been pulled. It is still a

age or drugs seem to have robbed the beast of its fighting

'fmething close to sadness in its eyes.

is much larger on the inside than without. The interior of the
1 thousands of natural crystals that crazily reflect the light.
“Curse k journey through the Underworld, you are dazzled by the
and become disoriented.

h Your ears. “You are the heroes of Oceana, and to you has

: 1 of this adventure. Listenclosely, for this is what you must

f Oceana is sinking as the seas swell ever larger - there is little
iS. The world has its span of life like any man or beast. The

o
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ver would have started. Or maybe I never had a choice. No
talk.

. It is my destiny to rule men such as yourselves. You

I sense you do not - but that is the way of things. I have

I can’t begin until this futile resistance is quelled. It’s just

u know that as well as I. Why don’t you pack it off to the

- it worked for oldDrake. You're not even native to

reason for you to oppose me. Granted, that episode in

y, but into everyone’s life a little reign must

as a pun.”

tar sighs. “Ah well, I suppose we'll have to do this the

g now. If you're very dedicated, and very lucky, we may

n the Mountain of Salvation. I will kill you then. In the mean

elves to be living on borrowed time. It’s the least I can give

the entertainment you've provided thus far.

‘ou can move again.” Namtar’s sorcery was so complete,

e you were under his compulsion until he brought it up. “I

5t of luck, my friends.” Suddenly Namtar is gone - no flash of

hunder - just gone.

pilgrim Isles of Dilmun have been usurped by Namtar, a renegaq

the realm of this Underworld. He has disposed of King Drake ofe dem
and rules in the late King's name, using the King’s legions tq purge
of conquest. Ue hig
“Namtar must be destroyed. He has isolated his enemies, disperseq g
magical brotherhood of the world and taken control of the dragons the
“The Sword of Freedom must be found and reborn in its forge. o
reconciliation of sorts must be set between Irkalla andNergal, o, with
accord in the Underworld, there can be no peace on the surface yu. *
ready, seek the Mountain of Salvation - Namtar must be returneq to g
hell from which he came.” 3
The voice fades...

128) You sprinkle the ashes on the dark waters of the well, which g
begin to swirl. Although the night of theUnderworld is absolute, you thi 3
see a reflection of stars in the swirling black waters. The motion of the yy
intensifies and the ashes are sucked into the depths. ]
You stand back as a ghostly apparition rises from the well. At first the fom
a shade, then a ghost, then a spectre, thena living corpse. Gradually the &
takes corporeal form...blood, bone, muscle, teeth, hair is restored. ‘
The ashes are restored to life! creams as the first pint of blood is pumped from his body. This

129) The meeting of the Dilmun Underground is called to order. Al thos ong night - a single pint will never satisfy the Vampire Lord,

. : e of the blood is going to come easy. You check the machines
attendgnce A rpeetmg i cloakeq ¥ Seifiab0es, and altholtuum tion as advertised, but it still seems your volunteer is
recognize a few voices, no faces are visible.

pain.

130) Formerly the imperial court of King Drake, this hall retains none of
splendor of ages past. Where once hung brilliant tapestries, the walls aret
bare. Empty pedestals mark where renowned sculptures formerly stood.‘r
of marble are missing in several places where materials have been removs
construct fortresses for Kingshome’s campaign army. This is not the couft€
king in residence.

131) This is a private bedchamber. A man wearing a simple robe lays J
divan. He seems neither old nor young. He has no distinguishing marks 2
characteristics...there is no evil air to him, his eyes do not piece 10
his brow has no spark of mad genius. He sits up lazily as you enter,
feet to the floor, walks across the room, and shakes your hand. ;
“I'm Namtar,” he says. “I suppose you guessed that. You've given M !
lot of trouble.” Namtar smiles. “Disappointed? Expecting something ir
Later - I promise you. Won't you sit down?” Namtar offers you 3 ce cond
Namtar looks sleepy. He keeps rubbing his eyes. “Administering ©

of the world is a bitch,” he says. “If I'd known how much work this

©

t,” the troll laughs, wiping the froth from his lips. “We
ge and wonderful customs of which you should partake.

sed oaks when the moon is full, and you will have your
th the king.”

art of the valley you find the sacred hive of the Dragon
sits atop a mountain of eggs, some of which hatch young
watch. The Dragon Queen is colossal - easily ten times
€ast you've confronted thus far. She fixes you with a fierce
fWay through my valley,” she hisses, “destroying my creatures,
€ presence of the Mother Dragon. You will die for what you
will die slowly...as food for my brood.”
€N rears up and prepares to breathe a blast of poisonous fire.
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Jamber, you see fires identical to the first. “Very good,” the
have potential, but I detected a flaw in your form. Please
all of fire for me, that I might study your finer points.”

135) “I trust you have read Poe “ Namtar laughs. “The best ol

something is in plain sight. You paranoid doltswould neyey COnsai:j:e o
would you?” Namtar slides another rod into his arcane boy_ er hat
“Soon my work will be complete...soon I will fulfill my destiy,

el the it yont denghed sk reli? learning. Not everything is as it seems,” says the voice.

occupied by a stone gargoyle. The gargoyle’s gaze is
#hrough which you must exit the room. “To be seen by the

Y - and ¢

136) The galleries are crammed with fools, each exiled heye for
to follow directions. The fantasy is only so real as you allow it 4, X death,” says the voice. “Yet the gargoyle sees the exit.
at times life may seem a fool’s errand, it is only what you mak d o0 do...?”

- - : o 2 e of ii‘ 5
little sense in cheating yourself at solitaire. ' ve learned to listen. Excellent...you are half-way home,”

detect genuine admiration in its tone. “This college exists

137) Bound in chains upon this lonely Isle of Woe you find the dark g
. sphere of the true academic, but not everyone you will

Irkalla, Mistress of Magan. The chains are made of enchanted silvey 2
unable to move. “Topsiders!” she snarls when she sees you. “It's ajuam o es the Art. You must learn to deal with such ruffians.” Out
same. The water level rises, your toilets back up and everyone rushes warrior appears, wielding a sword in both hands. “I'm
Underworld for help! Well, I have problems of my own, as you can see, e, highbrow!” he snarls.

filthy half-breed Namtar chained me here, and gave the key to the one BR< <o brutal, but 1 had to prove a point,” the voice
creature who owes me no favors.” : i

- " ' seople can’t appreciate Art...in such times, you must rely on
Irkalla regards you. “Perhaps you could be of some use,” she says, her tg -~ ?,, Bt yourseli'in a chanibér ober usllhich " Y
suddenly becoming incredibly seductive.”Find the Silver Key and set me "

: ; : lock of granite. The block is hung by a cable...the cable
free...you will be richly rewarded. Namtar is our mutual enemy. Serve e, B n tog i t5or vwheve it stretcg}jl e: e —
[ shall serve you to defeat him!” y

: take much intelligence to figure it would be unhealthful to
138) You stand at the edge of the Isle of Woe looking out across the dark . The voice is strangely silent.

waters, and are convinced nothing is going to happen when a sudden flight
bats overhead heralds the arrival of momentous events. An ominous ringis
fills the air. A few yards offshore the dark waters part, and offered up from
depths you see the legendary Sword of Freedom. Forged from dwarven st
in the fires of hell, powered by the essence of the legendary hero Roba,
tempered in the Apsu waters that underlie creation, the most powerful arti
Oceana has ever known has been reborn!

139) The dwarf has the engine running in no time. With a shudderaﬂd?‘
cough, the ancient airship lumbers aloft, and for the first time in cen
something other than a dragon plies the airways of Oceana.
After several days journey to the west, you spot an uncharted island. At
center of the island is an odd ring of standingstones, and in the center O
ring you see...
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s novel. [ don't think I've seen that solution before.” Across the
r mysterious host. “I am Utnapishtim, also called the

en your teacher, now you must teach me something. I want
ovel and new. Give me your best shot...you go first.” The
Jou to act.

it is Utnapishtim in the flesh who greets you. “Well done!” he
ned to listen to me, you've learned you don’t have to listen
could not have done better.” The old wizard shows no

U tell him Lanac'toor is dead. “There’s death, and then
uldn’t worry about Toor.”

NS you to a cabinet, within which are three magic items. “For
tlet, you may select one item. I offer the Soul Bowl, the
the Sing Ring. Which will it be, my friends?” The wizard looks
int of impatience. From the way he introduced the items, you
0t want you to select the Soul Bowl.

140) You are up to see the dawn as the sun’s rays brilliantly spread acroy: d

waters of Oceana. Nights on the trail have their own sort of beauty: bbe anob
hope helping it won't always be like this. Someday you will no 1onge" ™ * g
Someday you will sleep beneath a roof like other people, and at last be

a true citizen of Dilmun. You won't always be poor - this is just @ phaseé:
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147) You emerge from a narrow pass and look out on a hidden

valley is narrow and wet and confined on three sides by Mounta
sea on the fourth. The swampy mass of the valley floor at firg ann

moving...until you look closer, when you realize the valley flo, is
a mass of living creatures, crawling one atop another as far 55
To venture into the Dragon Valley is to invite certain death.
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Command Summary
UTILITIES

Laracters from Bard’s Tale: I or II, use the following steps:

e

disk:

a blank disk.

e files Datal and dwtran from Disk One onto the blank disk.
ow from your Bard's Tale Character disk and *.tw from your Bard'’s
“haracter disk.

program from your newly created disk and follow the
1s on screen.

jatal from your new disk onto your backup Disk One.

d disk:

, your DW subdirectory, copy *.tpw from your Bard’s Tale |

er disk and *.tw from your Bard’s Tale Il Character Disk.

tran from the DW subdirectory and follow the directions on screen.
n transferring characters will destroy any existing characters and

. Your characters will not be transferred perfectly, either; expect
 all of their magic items and most of their power and spells.

characters get 12 character points. Once your party has started
e, press “X” to distribute the points.

2 ( LId

wing for the first time, the computer will list the four starting
if you want to begin. You may press “B” to begin a game
this party, or you may delete some or all of the

e your own. (See “Creating Characters.”) To delete a
character’s number and then press “D” to delete. From
rename and view characters with the “R” and “V” keys.
ghout Dragon Wars: Whenever you're prompted to hit
press the space bar.)

A game in progress that you have saved before, the computer
to Begin a new game, or Continue your old game.

| resume the game where you left off; pressing “B” will destroy
@ and start your characters from scratch with a new game. Any
2rience will be retained, but all items will be lost.
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CREATING CHARACTERS
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 keys shown to the left will take you where you want to go
d the Dragon Wars world. If there is a door in front of

Table 1: the up arrow key will make your party try to open it. If
Bonehead has 50 left. - concealed door in the wall in front of you, “K” will try to
Skill Amount Cost 2y also use the arrow keys to navigate around. The left and

A) Strength :10 ol jou to the left and right; the up arrow does a “Kick forward”,
B) Dexterity :10 12 yw makes you do a 180 degree about-face.

C) Intell :10 :1

D) Spirit :10 :2 KEYS

+ add 1 and keys in this table correspond to these actions:

- subtract 1 i

z next menu Effect Key Effect

- Cast Spell S Save game

" Dismiss character U Use item or skill
Order X Experience screen
Quit game ? Automap
Combat sound on/off <AlT><F1>.. <F10> Create macro
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Stun :10
Power :10

You can create a character if there are 3 or fewer characters in your
current party (You can make room by deleting some characters). Press * :
from the character list at the start of the game to create a character. New ’5- program will prompt you for who should cast the spell,
characters cannot be created in a continued game. After deciding on a name c you wish to cast, what type of spell (Combat, Heal, or
and sex for your character, you'll be presented with a list of skills, as shown d finally the spell name. Type the first letter of the
the right. Use the keys A through E, your mouse, or the up and down ama h. If the spell lets you invest variable amounts of power in
keys to select an ability, and then use the +/- keys or the left and right am 'y 'l also be prompted for a number of power points.
keys to spend points to increase your skills. The number under Amount'
shows your current level of that skill, and the number under “Cost” shows k
many points it will cost to increase that skill by one level. The other skil 'J'
shown on the other two skill screens, which you can reach by pressing the
key. The same keys are used to select your skills on the other two skill sc
too.

aracter: If you want to get rid of a character from your party,
t will work on both player characters (Those you create)
you recruit in your journeys). Warning: If you dismiss a
acter is gone forever, along with all items, spells, and

Option lets you pick a new marching order for your characters.
P the characters with the best AV, DV, and AC in the first
‘ slots, because only the first four slots can hit opponents with
| 2 hit by opponents. Magic and missile weapons can be used

When you have adjusted your character to your satisfaction, press ESC,'
the space bar to return to the initial character menu. i

PLAYING DRAGON WARS

n Wars, abandoning the present game to DOS. Be sure

Forward e before quitting if you want to save your progress!
;:m léf; ;lt 1 ' Ves your current characters and position so you can

Kick Forward Y one game can be saved on the Dragon Wars disk.

(through door)

O
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's attributes and equipment, and it’s on this screen that

Use: This multipurpose command lets you use an item, skill
, equip items for use.

After pressing “U” for “Use”, you will be prompted for Whicor atty
(type a number) and whether an item, skill, or attribute g bein ary
S, or A). If you pick “S” for Skill, you'll further be askeq Whetgh
a Lore skill, a Knowledge skill (including the Magic skills ang Ber he
or an Ability (most other skills). Then you'll be asked what Vel reay
from a final list of skills or items. After picking what yoy want to g
may be asked for a target; for instance, with Bandage ski|| youf;].j
which character you want to bandage. When you find a spe| scroll 1
scroll to read it. If you have the appropriate magic skill, yoy WmOII,W ’
remember that spell forever. then

I

the right is an example of a General Overview for
top of the screen are his attributes. “Attack”™ shows his AV
DV. Note that a “12/14” Health means that Kreeplowe
points of Health. If he’s hit for 12 more points of damage,
press any letter that’s next to a carried item if you want
-~ to another character, Drop the item for good, or Equip the
ready for use instead of just toting it around.’

Experience: This command brings up the character point afjges
screens (see Creating Characters on page 268). If you're notifieq
character gains a level, you may wish to go to the Experience
can use the newly gained character points to learn some skills immede

tion Il party members give all their gold to one characer
that hat character’s gold is divwied up equally to all party
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jve any amount of gold to one other character
Automap: This brings up the overhead view that shows where you
traveled on the present map. In Automap, you may use the [-J-K-_

arrow keys to move up, left, down, and right on the overhead view, Bk
areas are places you have not entered. You must walk through an area
place it on the automap.

n next to Kreeplowe's battle axe means that he cannot equip
e, its because you need a 17 Strength or higher to use a
sign next to the gauntlets meant that Kreeplowe has

ped the gauntlets - he’s wearing them so they protect him in
0" next to the “Bolts” means that Kreeplowe is carrying 10
Number keys and arrow keys: You may press any number key o '
up the View screens for a character. The left and right arrow keys adjus
speed of message display during combat. You may also advance to thel
message simply by pressing any key.

can equip one each of armor, shield, gauntlets, boots,

n, and that you can equip as many miscellaneous items as

lip @ weapon that launches missiles, like a bow and arrows or
Creating macros: Type <ALT>-<F1>...<F10> to begin creatingais olts, you must first equip the weapon, then the missile.

for that function key (eg, type <ALT>-<F3> to begin a macro for <&  about viewing characters: At almost any time, you can press
The macro may contain up to 32 keystrokes, but may not include an i S !

, umber to jump to that character, even when you're
existing macro. When finished, type <ALT>-<F1>...<F10> _tr% .sa R or your gold.
using the same function key you used to start the macro. NOTE: Mé&& j
not be saved when you save your game. \CREEN

1aracter's name will be two or three colored bars. The first
the character’s current health, the second (green) indicates
Ird (blue) indicates power and will only be listed if the character
- If the bar is all the way to the right, that skill is at 100% of

=)

To use your macro, simply press the appropriate functiqn key (<AL
<F1>...<F10>) to play it back exactly as you recorded it.

VIEWING CHARACTERS

. or

When viewing a character, either by typing the character s number the

clicking on the character with the mouse, you'll first be presente cter's %

choices at left. Choosing “Abilities” will give you a list of the ?har

and levels; choosing one of the magic classes will give you a ,I‘St 3p a list®
spells in that magic class. Picking “General Overview” will bring

%) @
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f Ranger Center, after first believing that they were the only
e nuclear maelstrom, soon realized that communities
grip had also survived. Because they had such success in
community, they felt compelled to help other survivors
ace.

Wasteland™
INTRODUCTION

The following is an excerpt from The History of the
Early Years, by Karl Allard, 2087, Allard Press, Ranger Cent
pp. 293, $20 gold

Tensions grew with the coming of 1998. The United States’ Qjp.s ;

Starstation was slated to be fully operational by March. Soyiet Charltadd ;
space station was merely a military launching platform alarmeq a nges that
non-aligned nations. The right wing governments in the South and .
Americas, many of them set up by the U.S. during the Drug Wars . b
1993), pledged their support to the U.S.. The NATO nations, incl"
new African members, also declared their alliance with the U S_ That ol
forced most of the remaining neutral powers to join the Soviet pr°t%t‘,
short weeks, only Switzerland, Sweden, and Ireland continued to declam'
themselves neutral nations. ‘

esert Ry
er. Harghe
1 the Desert Rangers, in the great tradition of the Texas
a century before, were born.

OBJECTIVE

d is a post-nuclear holocaust adventure. Your party, the famed
ave been assigned to investigate a series of disturbances in
eral strategy meetings, you've decided to search for clues
icultural Center, and the Rail Nomads’ Camp, all of which
vest of Ranger Center.

: ' ' you need to do is read the Command Summary section
Two weeks before Citadel was due for full operation, the station 32“ how to get Wasteland up and running on your computer.

transmitted a distress signal. Immediately after the message was N0t ‘ : :
the satellites orbiting the planet were svjlept clean from thge sky, ls;r\u";)g 8 j eexry g&tl}'lfeinl;eyast;:ii f:l);;ir:ar;)d; tt}l::tngiu grbgef,::rg'
great powers blind. In military panic, each sent 90% of their nuclear arsens i 2 g :
skyward. Although the destruction was tremendous, it was not complete. "
Pockets of civilization remained, some even oblivious to the military exch X THE PARTY

an have up to seven characters, four of whom you can create.
U can create are called Player Characters (PCs). The other

On the same day that the U.S. and Soviet Union were attempting o -
extinguish each other, a company of U.S. Army Engineers were in the
southwestern deserts building transportation bridges over dry riverbeds. Thé reserved for Non-Player characters (NPCs), whom you’ll meet
worked deep in the inhospitable desert valleys, surrounded by a number @ 2 of your adventure (see “Recruiting Allies” for more details on
survivalist communities. Located directly south of their position on that n't use all of the four slots for your player characters, you can
was a newly-constructed federal prison. In addition to housing the natio
criminals condemned to death, the prison contained light industrial 3 ur awaits your command: Hell Razor, Angela Deth, Thrasher,
manufacturing facilities. This is a well-balanced party quite capable of seeing you

Shortly after the nuclear attack began, the Engineers, seeking shelter. ¥ @i, You can use them or create your own characters.

over the federal prison and expelled the prisoners into the desert t.O oo
their sentences. As the weeks passed, they invited the nearby surV!
communities to join them and to help them build a new society- & " atfi
each community’s suspicions toward one another, times were difficul - ;
But as time nurtured trust, this settlement - which came to be knowgw .
Ranger Center - grew to be one of the strongest outposts. Rangé’

proved powerful enough to repel the bands of rancorous criminals <4 ] j ‘ )
repeatedly attacked in attempts to claim what was once “rightfully A €iring the journey you can view your party roster by pressing

@ | ©

) special advantages to the characters in the original party - no
O super luck, no outrageous skills. You could easily create

just as - or even more - effective. If you prefer to make
enter the Ranger Center to do this. You'll have to delete
@ existing characters to create your own. But before you

1g party, take a look at their profiles first by pressing keys
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CREATING CHARACTERS

Follow these steps to create a Desert Rangey.
Enter the Ranger Center. If this is your first time in the game |
the Ranger Center. :

Tlagteland™

e (IQ): How well a character thinks and solves problems. This
most important attribute because it determines which and
s a character may master. Certain skills can only be mastered
with an IQ of a certain level or above. Characters start with
qual to their IQ. During the course of the game, you'll definitely

s Lucky characters tend to find more things and avoid more
n unlucky ones. Luck also improves your odds in hand-to-hand

You're g

If the current party already contains four PCs, press D to delet,

€ o
room for your new character. e ang I

Press C to create a character. At the top of the screen you'll see “C
character.” Below are the character’s attributes - the higher thege ya . ©8
the better (see “Attributes and Personal Statistics™ for details). I
satisfied with these values, press the spacebar to “reroll” the va|
you're satisfied, press <RETURN>.

4 an "How quickly you move, which helps you escape tight
OU're neg b

ues. When i

GL): How deftly you move. High agility enhances your

, 50 you can do things like dodge blows and jump on tables.

Name your character (up to 13 letters).
y p ! value, the better you'll perform in hand-to-hand combat.

Choose a sex.
EX): Ability to master fine movements like picking locks or

Dexterity is very important in combat, and extremely
Select the skills you want your character to have (see “Skills” for complete: g the “thiefly” arts.
details).. Press <RETURN> when you're done. If you make a mistake whi ] ! 'HR): This attribute lets you know how likable or persuasive

e between life and death as you try to convince someone that
y. Charisma also affects how an NPC will react to you
t to hire him or trade equipment.

Select a nationality.

©

S =
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Press Y if you want to keep this character. Press N if you don't want to kees
him or her. '

Press S to leave the Ranger Center and start the game.
(SKP): When you first create a character, this value is

The more skill points you have, the more skills you can
can acquire more skill points during the game (see “Skills” for
S).

CHARACTER PROFILE

To view any character’s profile - personal statistics, possessions, &%
skills - enter the character’s roster number. When you're done viewing
screen, press the spacebar or <RETURN> to go to the next screen, OF S5
to return to the previous screen. s

h character starts out as a private. As you acquire experience
radio back to Ranger Center for a field promotion. Each
omoted, your rank changes, your maximum constitution goes
ints, and you get an additional two points to invest in any
does not affect how orders are given or taken since your
equal members of a team. A high rank, however, could
enough so you can get into places where regular folks

Attributes and Personal Statistics ‘ ;
The first screen lists your character’s attributes and other miscef&== lia
personal statistics.

Strength (ST): The ability to overpower enemies or to ]iﬁ, rn: ;
break items. This is important in hand-to-hand combat and in P
such as breaking down doors.

'Constitution (MAXCON): The higher this is, the more of
U can take before you die. This value is the same as MAX on

statistics.
e ©
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S: The total cash this character is carrying.
Sex: Sex only affects what bathroom he or she has acces ta
Nationality: Choose from U.S., Russian, Mexican, Indian, or Ch

P)ool: Press P to command all the party members to pog) thes :
give it to this character. CIr cagh o

D)iv: Press D to have this character evenly distribute his cash
the party members. If you have disbanded into several groups, g Ong 3
the same group as the character who is dividing his cash will|
wealth.

share in ; ,.

Items

The second screen lists what items your character owns. You cap
to 30 items that you find or buy during your travels. Don't immediate]yto. '
away items that seem useless. It can actually be an important fragment
greater, more powerful item. Many items can be sold for cash at varioys
stores.

A precaution about picking up items: once you pick something up, yoy
have to keep it or drop it. If you drop it, it will vanish into the depths of
Wasteland, never to be seen again. If you have no intention of picking upay
item to keep (maybe because you're already carrying the maximum amount
and you don’t want to drop anything), you should leave it where it is. That
way, you can come back for it later (and you better remember, too, or you
may miss out on some loot hidden beneath the item).

To give or show something to someone who is not a party member, us&
the item on the space that you're on by pressing the spacebar.

Press the number that represents the item you'd like to use, and you'll g&
the following choices:

Reload: If you select an ammo clip that fits your currently-eqUipped
weapon, you're asked if you want to reload.

Unjam: If you choose a jammed weapon, you'll be asked if you _“ “

unjam it. If you successfully unjam the weapon, you'll lose the clip ol
in it, leaving you with an unloaded weapon. Don't forget to reload 558
you're ambushed by a bunch of bikers.

Drop: Drop removes something from your list forever. You'l p;;ba
use this command if you're carrying a full load, and need to dr

something

Tasteland™

up another item. You can also use this command to drop
's broken (but keep in mind that broken items can be

d).
lets you give items to another character. Enter the number of

d recipient and the trade will be made. NPCs have a mind of
and may not always want to give their items away.

‘To equip an item so it's ready to use, press E. If you use this
eady equipped, the chosen item will replace the previously-
>m. You can only have one type of armor and one type of
uinped at any given time. The weapon you equip shows up in
on statistics below WEAPON. When a piece of armor is properly
your armor class reflects the change.

sreen shows the character’s skills and skill levels. The skills you
wily in your success. Each character should have a slightly
re, so the whole party benefits from a greater variety of skills.
d specialize in gambling, lockpicking, and forgery, whle

in demolition, brawling, and climbing.

s are something that more than one character should possess.
world don't amount to anything if a character’s flat on his
use them. The more characters who possess medical savwy,
y is.

mus have a minimum IQ to be able to learn certain skills, the

e more skills you get to choose from. You simply can'’t learn
skills if you're not smart enough.

level of your skill. The higher this is, the better you are. You can
oints into any skill as many times as you like; each time you

skill, the skill level goes up. Skills also improve as you use them.

of each successive skill level rises dramatically, improving a
19 it is a cheap, effective method of gaining skill levels.

ating a character or when visiting a library, you'll see the
Il points at the top of the screen. (Your skill point value is
r initial IQ value.) To select a skill, enter its number. If you
vou can start your selecting over again by pressing
R. Press <ESC> to exit this character profile entirely.

D)
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.'e desert sands don'’t blanket the entire earth. This will come
hose Spots where you have to swim.

TWasteland™

IQ: The minimum IQ you must have to use this skill.

PTS: How many skill points it will cost to acquire this Skill, e 1
can select a skill more than once; in fact, this is how yoy, b'ecn‘tlalb
adept (or advance in levels) at this skill. Once you select 5 Skil(l) "&:

cost doubles as each successive skill level becomes more costly - PO wing (1): A tricky skill that comes in handy when fighting

use up all your ammo and resort to throwing knives.
Don'’t be stingy with your skill points when you’re creating yoy,
You'll have the chance to acquire more skill points as yoy Move el
ranks (see “Getting Promoted” for details on how yoy can q n
skill points). You can save a few, if you'd like, since there are _" My
special places outside of the Ranger Center where you can learn eral
skills. But keep in mind that picking skills at the Ranger Cengey - e
deal; once you leave, you can’t come back to pick more. .

1): Helps the character find concealed items and notice
e out of the ordinary. No one should be without it.

2ifle (1): If you're using an AK-97 or M1989A1 assaullt rifle,
s you fire, load, and unjam it quickly. A skill that ranks up
sortance with walking and breathing.

Below arg descriptions of tha il igrotined according to the S 1 n (1): Helps you recognize and use anti-tank weapons like

handy skill to have should you encounter something far

requirement. After each skill name is a number in parentheses; this your Ranger instructors ever told you about

number of skill points needed to buy the first level for that skill. Each
successive level doubles in cost. "

1Q 3
Brawling (1): Any fighter who can wander through a full-fledged bar fi
without getting much more than a scratch is either very lucky or highly"
skilled in brawling. The higher your skill in brawling, the more attacks
get per round in hand-to-hand combat. '

Climb (1): Gives you the ability to climb over fences, up sheer cliff fa
and out of pits.

Clip Pistol (1): A must-have skill since your initial weapon issue will :
either the M1911A1 .45 caliber or a VP91Z 9 mm automatic clip psi&
Without this skill, you won't be very accurate with the weapon or have '
much luck fixing it if it breaks.

Knife Fighting (1): When fighting with knives, this gives an advantad®
a skilled fighter over an unskilled one.
Pugilism (1): One of the oldest forms of fighting, it teaches Y4 '

dish out punches as well as avoid them. Handy for those closeUP -
where the fists start flying.

sl
Rifle (1): A good basic skill to have since many of the W?aﬁ‘t’nsi P
raiders are serviceable M19 rifles. You'll rue the day you didn lp
skill as you look helplessly at the rifle you can’t shoot accurately:

©

ets a character control basic submachine guns like the Uzi or
' make a big difference when you're outnumbered three to one
ho've decided that they want the gold from your teeth.

- @]
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1): This skill for the agile can get you out of a tough situation -
of bar counters while you're surrounded by a hostile crowd.

1
): The skill that built Vegas, you’ll do well in all games of
d you'll also be able to spot a crooked game from a mile away.

This can get you into places where you want to go, but
on't want you to go.

vement (1): This helps you move unnoticed past a guard post,
dugh for enemies to catch up with you.

’ 2 (1): For an already charismatic person, good confidence can
10 talk a miser out of his fortune. It's particularly useful for
Imation from people who are suspicious of you.

O
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'ONSCREEN STATISTICS

o the information that you can call up by entering the
the following character statistics are always displayed on

TWlasteland™

IQ 12
Sleight of Hand (1): A thieving skill that lets you Perform v
hand tricks - perfect when you need to amaze those yoy, meet Cight,

IQ 13
Demolition (1): Teaches you how much of an explosjye

SUbstar -
can use without blowing yourself up. bstang

ass (AC): The level of protection a character has against
sical attack, and other forms of damage. The higher the

e better.

jon (AMM): The amount of ammunition you have left in your
eapon. When it's down to zero, it's time to reload. Reloading
mbat round, so establish a healthy habit of reloading after

Forgery (1): Helps you recognize or create a forged document g
you may just need to whip up security pass to get by some "igila'm omg

IQ 14
Alarm Disarm (1): Trains you to recognize and disable alarms_ [f yu
want to get into a place without getting caught, this is a good skili o

‘ n Constitution (MAX): The maximum “health” points that

can have (see “Constitution” below for more details). This is

CON. If this number is highlighted, then your character

 a life-threatening illness, like radiation poisoning. This illness

with the passing of time, so get this character medical help
can.

(CON): This shows the character’s current condition.
value to MAX to determine your character’s relative health.
value is to MAX, the closer your character is to full strength.
N drops below 1, the character becomes UNConscious. If the
 condition becomes SERious, constitution continues to drop and
er will die unless he gets medical assistance soon.

Bureaucracy (1): Even though most of civilization ended with the b R
an inordinate amount of petty bureaucrats managed to survive. This ¥
you deal with them so you can get what you want.

IQ 15
Bomb Disarm (2): Allows you to defuse most explosive devices,

Medic (2): A vital skill that lets a character stabilize a badly-wounded‘ ’
comrade so he or she has a chance to recover.

2 =
© »
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Safecrack (2): An experienced practitioner of this art can open safés
sealed even before the holocaust.

IQ 16
Cryptology (2): Gives you the talent to encode and decode messa
Useful in helping you determine what a password might be.

IQ 17 ol
Metallurgy (2): Increases your ability to spot, identify, and work !
some basic metals.

To reorder your skills, view them and press <CONTROL>R. Enter
number of the skill that you want to be at the top of the list, the -
you want second, and so on until you've selected all the skills. The

won't appear until you've selected all the skills.

¢ : shows the weapon that your character is currently armed
ans the character is unarmed.

. GETTING PROMOTED

varded experience points each time you accomplish a difficult
ticult battle. When you think you've accumulated enough

to warrant a promotion, you should radio back to Ranger
instructors review your accomplishments. Since it doesn’t
to radio in, you can do it as often as you like. If you've
(and only your instructors know when this is), you're given

© (2
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As a promotion reward, two points are automatically added s
maximum constitution (MAX, MAXCON). You're also awarded g, oyy
two points that you can add to any attribute you choose. Pyt both adljli- ‘
the same attribute. If you'd like, add them to maximum Constitutioy, o
that value even higher. If you wish to use these two points to ¢, Uir b b°°'
skill, you must apply them to Q. Remember, IQ points trans|ate intg :
points. If you don't increase your skill points via IQ points, yo won't
to add new skills. beﬂ

RECRUITING ALLIES

Wasteland is populated with people who have, like youy, surviveq
nuclear holocaust. From time to time you’ll run into non-player characters
(NPCs) whom you can hire. You may wish to enlist their services tq add
strength, or intelligence to your party. Refer to the Encounter command hek
on how to hire an NPC. NPCs are not robots who obey your every comman ou select Order, you're shown the current marching order.
They don'’t always do as told in combat. They don’t always trade somethina nber of the character you want in front, then second, then
when you ask them to. While you may not like their autonomy, and think n until the whole party has been reordered. Being placed in
they're more trouble than they're worth, remember that they may be able ranks does not shield a character from combat.
get you things that you can’t get for yourself or get you into places wherey
can't normally go.

TWasteland™

inter calls up the same commands that are available to the party
':'}_;; You may want to use Encounter to attract someone’s
A you can get information or try to hire them.

eo use this command as a short cut to perform certain actions on
cters. For instance, you could have a couple characters reload,
uses an item. In this case, using Encounter would be faster

2 each character individually.

this changes the marching order of your party. There are times
bl want to change the order to maximize your party’s talents. For
‘wou're traveling through a dangerous area, a character with high
or silent movement would make an excellent point man. In
ation, a character carrying an item that could forestall an attack
in the lead.

=
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: Disband lets you break your party into separate, smaller parties
This enables each party to travel independently of the other
parties can be spread apart as far as you'd like. Disband also
tactical advantages in combat.

To dismiss an NPC, use the Disband command.

COMMANDS

During normal play, a menu of commands are listed across the bottom
of the screen:

Use: This lets a character use an Item, Skill, or Attribute. Enter a chalfad'!r
number and select an Item, Skill, or Attribute. Then, enter a direction i ‘
the character will use the Item, Skill, or Attribute (press the spacebar if you IN: Before you can disband NPCs, you're asked if you want
want to use something right where you're standing). Certain skills Offef ‘ itly dismissed. If you answer “ves”, then they are gone
additional prompts. For example, when you use a medical skill, you ' ever, ever see them again. If you want them disbanded
asked which character you want to heal. , | - answer “no”.

at doesn't 560““ ‘ ]

a number of important uses. If you have dead party members,
[ o bury them. You could also use disband when you'’re under
person could split off to distract the attackers. Some places can
d through by one character at a time, so each person will

off into their own party.

After you use something, you may get the message “That ¢
work.” This suggests that this particular item or method doesn t work,
another might. Also, if you use a skill or attribute and it doesn't see™ a8
but you're really sure it should - keep trying. Sometimes persistence P

Disband, enter the numbers for those characters who wish
fom the main party, and press <RETURN>. Next, indicate the
the disbanded party will move. Use View to shift control

©
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enter the Encounter mode. An encounter is frequently the precursor to ai§
Your party roster and a text window will appear. The text window will coniz#
a short description of the encounter; press <KRETURN> when you're

reading it. (If you want to temporarily remove the party roster and text W
to see where the encounter is located, press the spacebar. To return to
party roster and text window, press any key.)

TWasteland™

To reunite separate parties into a single band, move them
spot and they will automatically regroup.

TWasteland™

body you meet has turned hostile under the hot desert sun.
pleasant, and may even offer you valuable services. If you
that you would like to try to hire, enter the number of the

Ontg

View: View lets you shift control between parties. You hay,
parties and you're not in control of the party you want, kee
until you reach the right one. If the other party is on anothey
asked to confirm if you want to shift to them. map' Yoy

e m()re

‘makes you much harder to hit in combat. Use this command
ades initiate a firefight, and you don’t have a missile
Save: Saves the game. en you're injured and wish to minimize the risk of further
Use this command anytime you find something you don’t
ant tg |, o s I y

Evn befre he et nuclar v, compuers e Ko MR e bt rr, osicnds e commond v e e
inopportune moments. See the Command Summary sect; ey select 1t, .

. W Seciai on capable of selective fire, you're asked if you want to fire

details on the Save command.
or Autofire. If the encounter is at an extended range, and you
weapons, you're told that there are no attackers within your

Radio: Contacts your instructors at Ranger Center so they can ¢ :
re's only one group of attackers, they're targeted automatically.

your performance. If you've done well, you're given a field prom tion,
When you select Radio, you're asked to confirm your choice, If You chg
to continue, all your characters are evaluated at the same time and ;
apprised of any changes in rank. Because a Ranger once slept throy
promotion, the instructors now require that all characters be conscigus
this procedure; consequently, any injured, unconscious Rangers will be.
passed over. Promoted characters get a chance to modify attributes at
point (see “Getting Promoted” for more details).

COMBAT

Often when somebody or something comes into your range, yous

ets you ready a new weapon, which is useful when your gun
of the battle and you don’t want to fix it. Or, once you
rent battle situation, you may want to use a weapon that’s

=
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: Loads or unjams a weapon. This command takes a full

d, so it's a good idea to keep your weapon loaded at all times,
ou'll have to reload in the first round of a firefight. (You can load
y time by selecting the Enc from the Main Menu, or by

e weapon or appropriate ammo.) When a weapon jams, you
mo that was in the weapon at the time. Unjamming a weapon
automatically reloads it.

if you wish to return to a previous character’s options. Once
I your combat selections you're asked if you want to execute
5 you chose. Press N to abandon your choices and start the
Ver again. Press Y if you're satisfied. You'll then see a rundown
of the encounter in the text window. Use <CONTROL> K or
¥ to speed up text scrolling. Use <CONTROL>J or the down

ur options during an encounter are: 3
)W down text scrolling.

or a
Run: This lets the entire party or a single character run towards ,

from an encounter. Enter the direction that you want the party OJ otk
to move. If a single character successfully runs away, then he's
from the party. (This is impossible if there are four separate P

0
Use: This lets a character use an Item, Skill, or Attribute arcC \
task. Depending on which you choose, a list will appear. Yollljbe exectt®
to enter a direction in which the Item, Skill, or Attribute W!

2

S can disband and move to different maps, there will be times

arty is locked in combat while another party is on an entirely

ln these instances, the game asks xf you want the other
into an encounter. If you answer “yes,” you'll get one

for each disbanded party. This is a slow and time consuming

You should only run combats on multiple maps in emergencies.

©
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If you decline the invitation to have combat on multiple s,
are currently viewing will execute their combat round befoy, . ¢ Pa
the other parties. You g

Hand-to-Hand Combat

Because the Rangers are trained soldiers, they have an adVanta
citizens in hand-to-hand combat. In general, hand-to-hand comby; lsg er
deadly as a firefight, but you can still easily die from a good throttlip, ing o

a dead-on punch. Hand-to-hand combat can only take place a

t a dj I
14 feet or less. lStanOe )

Missile Weapon Combat

Missile weapon combat is combat that takes place with weapong i
of ranged fire. From guns to grenades, there are numerous missile Weanor l
your disposal. Area-effect weapons, like TNT, plastic explosives, and 4 ena
are auto-loading, which means that each time you use one, you autg

atica

get another until your supply runs out, so you won'’t be unarmed in the .,"

of a fight. Anti-tank weapons such as LAW rockets must be re-equipped af

firing. Automatic weapons - assault rifles and submachine guns - can shoot

Single, Burst, or Autofire. All guns are clip fed and come in .45, 9mm, or
7.62mm calibers. Always carry the proper ammo unless you want to pistol
whip your enemies.

Keep in mind that all missile combat is simultaneous. Sure, it’s exciting
when you burn a clip of AK-97 ammo into an onrushing horde of mutant
bikers, but your excitement may diminish somewhat when you find that the
mutants are returning fire with equal fervor. You shoot, they shoot.

Selective Fire

Single, Burst, and Autofire have different effects. Single uses oné bullt

per round, which is great if you're low on ammo, but not so great if Vor:d
to hit your target with the first shot. Burst consumes three bullets Pef
and gives the shooter a slight advantage in hitting and killing his target.
Autofire uses up all the bullets in the clip, which greatly increases the
of hitting a particular target and others in close proximity. A g0 of
if you really need to kill somebody, but not so good if you're lOOkmg

last clip.

=)
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o do a great deal of damage over a wide area, go with

ot more impact per target area, which can be a lifesaver
ungrily by a pack of nuke pooches. Remember, ammo

the heavens. Running your gun on full auto all the time may
a hurry, but you're likely to run out of ammo just as the last
for your throat.

WEAPONS LIST

weapons come in three range varieties: short, medium, and

t using a clip pistol to hit a target 80 feet away is not too

e to choose the appropriate weapon for the appropriate

some of the more common weapons and their

e Weapons
sault Rifle: Created in the image of the legendary AK-47, the

test in the assault rifle line. It was created for the Comintern

ations of Europe and Africa, but saw large distribution
the world before the war. It is chambered for 7.62mm ammo
om a 30-bullet clip. This highly-respected weapon is fairly

JATO Assault Rifle: The M1989A1 is big brother to the
1. It was rechambered to accept the same 7.62mm ammo
ies of rifles uses so troops could use captured Soviet ammo.
ault rifle users greatly preferred the American ammo for its
abilities, the military implemented this change in anticipation of
no shortages. With this arrangement, a soldier could kill an

| replenish his supply at the same time.

e: The M19 rifle is a single-shot weapon firing an 8-shot clip of

0. When rumors of a Soviet invasion of the U.S. spread
tes, survivalists demanded a weapon that could use Soviet
, said the survivalists, if Americans were to be ale to use
Ir 0). The invasion never too place, but the M19 remains a

€ Weapon. Though it can't fire more than one bullet at a time, it
reater range than pistols.

©
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M17 Carbine: The M17 carbine is a lighter, short-barre]ed '
M19 rifle. Its 10-shot clip of 7.62mm ammo gives it a fagt versio
its big brother, but the barrel length makes it slightly less 5
maximum range.

TWasteland™
INJURIES AND DEATH

permanent. If your characters get seriously injured, get them
h quickly or kiss them goodbye.

o
er firg .
CCurate

LAW Rocket: The LAW rocket is a small, armor-piercing gy l
contained in a disposable firing tube. It was first developed t, g Osive 0
The mass of the top (made from depleted uranium) enabes th:%y 3
blast through the armor so the explosive shell can burst onee in.: et

o is lightly wounded, they've taken a few hits, but are still wide
al. A few points have been knocked off his constitution.

ome unconscious when their constitution dips below 1.
knowledge or skill in anti-tank weaponry is useful when empjoyie. X they are unable to move. Over time, an unconscious
Poying g ciousness and heal to full health. An alternative to
X cons :

Medium Range Weapons a hospital and pay for a quick heal.

MAC 17 SMG: The Mac 17 is the sturdiest of the compact subtl
guns developed in the early 1990s. It shoots .45 caliber slugs from -
shot clip and is known for its man-stopping capabilities. This small "
is well-suited for close-up firefights. :

UZI 27 SMG: The Uzi comes from the highly-skilled gunsmiths of 1
Palestine. Its magazine holds 40 9mm bullets and is capable of b ,,‘,‘v‘
full clip in five seconds. This weapon was built specifically for fighting‘
terrorists and has proven very effective on mutant bikers or religious -
fanatics.

ded characters are in a whole different class of medical
onscious characters, they can do nothing, but unlike

acters, they don'’t heal with time - they worsen. Without
usly-wounded characters deteriorate to critical, to mortal, to
hen to dead. Another character with medical skills may be able
younded character enough so that he can improve to the
category. If this happens, the character will recover with time.

2 =
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time waits for no one. Disbanding one character and

oss the desert to find a doctor will not freeze time for a
character. When that character finally returns with a doctor,
in time to bury the body. (This is why your party should
preferably two - with medical skills.) Should the worst

n bury a dead character by using the Disband command.

TIME AND DISTANCE

s in Wasteland vary in scale. The large desert map contains the
which, in turn, contain building maps or whole underground
hideouts. In combat, distances may seem a bit off for the
these are tactical distances and are valid for combat only.

Short Range Weapons

1911A1 .45 Pistol: The 1911A1 was the standard sidearm of the
previous two world wars. The .45 slug, held in an 8-shot clip, was fist
developed to stop Moro rebels in the Philippines. In its current role, %
no trouble slowing down desert raiders or the occasional mutant cacts
Many Desert Rangers find this a perfect weapon to take with them Wi
they first head into the wastelands.

VP91Z 9mm Pistol: As well liked as the .45 pistol by Desert Rang®”
the VP91Z is a variation on the West German design, featuring am *=2
clip. A reliable weapon, it's widely available due to its popularity aMF
survivalists. While the 9mm bullet is not as powerful as the .45,_ the 1955
capacity of this weapon reduces the need to reload, making it ¥ ‘
extended firefights.

I the difference in scale of the maps, time passes differently on

¥ single keystroke on the computer will move you one space

) ge desert and in a building, the amount of time that each move
evices usef '
Grenades :
hrowing €

Grenades: Grenades are small, hand-tossed explosive d
inflicting damage on an entire group of foes at one time.
wide area of effect, so be sure your character has a good t

e {0 pass without moving, press <ESC>.
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SPECIAL PLACES se!

L

st as formidable as it was before the holocaust. In addition
or and the fierce heat, there are reports of radiation zones

 the flesh off of unwary travelers. Along with the irradiated
eft-over biker gangs, rabid survivalists, crazed religious

- of mutant animals make their home in the desert. Some say

the desert nowadays without an experienced guide is plain

TWasteland™

You begin your adventure in the desert along the California A
border. The area you'll cover extends from the Ranger Centey it ~Aripe
to the Grand Canyon in the north. The towns of Quartz, Needjeg ¢ Soyg
Vegas are three places you'll surely want to visit. » and [,

Little Old Quartz

Quartz is a small town that suffered extensive damage from the reull
attacks, yet managed to survive. Although located far from the large e
targets, this tiny community was affected by earthquakes and lOW-leve|‘-
fallout. But in its feisty, small town way, Quartz quickly resumed nonnal'
About the only trouble Quartz has these days is with bandits, '

PARAGRAPHS

su're playing Wasteland, you'll be referring to paragraphs in

1ow that as a Desert Ranger who enjoys the best of

wouldn't randomly read these paragraphs in search of clues.
tion, coupled with the blazing sun, can impair your good

ing you totally unable to resist. Fight your best fight here - try
] ph until you're instructed to. You'll get a lot more out of
. Once you successfully complete Wasteland, you can then
lounge chair under a shady cactus and read the rest of

Xenophobic Needles

Needles is bigger than Quartz. Aside from the flood that resulted
Hoover Dam was hit, life has not changed much in Needles. Needles is bjg
enough to defend itself from roving bandits. However, it has become hony
to couple of odd cults. The folks in Needles don't really like strangers that
much, but they've welcomed Desert Rangers in the past and are alwaysy
to trade goods with them.
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nettes.

> up to the window and, in the soft, muted lights, you see a tall
long, blond hair. She sits before a mirror and brushes her hair,
walks over to the sunken tub off to her left. She kneels and
robe drops to the floor. She turns the water on and steam

Lovely Vegas

Vegas is the city of Las Vegas. No one is quite sure how the Soviet
missiles managed to miss the city, but most folks figure it was because i
“house” was betting against a missile landing - and no one wins again:*‘at ne
house. There was an international rumor about some Russian generals =
markers being torn up after the attack, but that has yet to be confirmed.

Undaunted by its brush with perdition, Vegas is still open for bus‘
does very well for itself. The city is large enough to avoid conquest, 3
elements of the desert rabble have even found gainful employment a3
enforcers or casino employees. Despite the relative success of the cit¥:
however, there are dark rumors about horrors descending from the_“ '
take up residence in the city sewers. All may not be extremely well if
Jewel of the Desert.

ination as she reaches down into the tub, whirls, and
your direction. “Stop reading paragraphs you're not
ad, creep.” She sighs deeply. “Next time I'm going to

Y put me in a Bard’s Tale game; this Wasteland duty is

2 come upon the rail-nomad’s camp. Ornery looking longhorn
among dusty tents, from which sullen faces peer. In the

y @ ramshackle collection of railroad cars patched with wood,
10dd piece of corrugated aluminum sits on a rail siding. Two of
- locomotive at the front end and the caboose at the rear,
better condition than the others. As you approach, a

ce falls over the camp and you grow uncomfortable under the
of the assembled nomads. Finally, one of the nomads steps

(%) ] O
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- back, the whole town will probably be overrun by these damn

. s that have started to appear, because he's the only one in

e scientific know-how to fight them. He’s the one who thought
es, and they've destroyed more robots than anything else in

TWlasteland™

forward. “Welcome, Rangers. I am the Brakeman of thjg trai

honored if you would visit with me in the caboose before lea“'].
In the meantime, please accept our hospitality.” The Brakep, 9oy,
strides back into the camp. AN iy

3) The Hobo nods to you, and then drains the bottle of Shak
“Twins born by the same hands,” he intones solemnly, “are '- 2
Wake the sleeper to cure the sick.” Nop

o5 into his desk and brings out a drawing of a rather ordinary
This is Max,” he explains. “He came to us about a year ago
eland to the east. He was the greatest hand-to-hand fighter
and he also seemed to know a lot about the science from

. He didn’t remember where he came from - at least, that’s
d us. I quickly made him my right hand man.”

4) “We have four clans here: the Chattanoogas, the Amtraks th
and the Hiders. You may acquire provisions for your party at’ Ou:
car or amuse yourselves in the casino car. You may, of course p ¥
yourselves of the services of our Hobo oracle. If you dare, yoy can
reason with the Hiders, though trying to reason with them is g try
told that you have already met our Brakeman.” At the mentiop, of § 3
Brakeman, a brief scowl crosses the Engineer’s face, but his smjje
returns and he adds, “We feel safer with Rangers here, so stay as ,l“_

you like!”

jan to hear rumors of death machines coming out of the
jally when the first of them reached the Vegas borders

ago, Max grew frantic. He began to talk crazy, about how all

, and how only he could save us. He said he needed special

d that someone near Vegas should have it. | should have put

then, but instead, I decided to send Ace out to look for

t Max disappeared. We've been looking for him ever since

. Now ['ve lost my best man, and things are getting worse.

onger robotic death machines are appearing all the time. If

5) You study the torn piece of paper in your hand. Originally written 4
ink, the text has turn into large fuzzy blotches of pink. Though mos{yx
unreadable, you make out the word MORTAL followed by HIDEOUT:
TYRANNOSAURUS, ,bUt TYRANNOSAURUS has been scratched o Max soon, even a fortress like this may not be able to hold
AZRAEL has been written under it. death machines. Go see Charmaine in the Mushroom

6) The diary talks about the last days during which the satellite facility® | her [ sent you and she may be able to help.”

operating. “‘Las Vegas is still intact. ‘Needles wasn't damaged by bomb ur head.” Yeah. We've tangled with some of these death
some flooding oc'curred.when the river level rose. Quartz s'uffereda ot efore, and we gotta stop whoever’s making them. Any clues?”
damage.” In hurried script, the last diary entry reads, “We're abandonis
the satellite installation so we can join the farmer out at the Ag Stafiof
We've deactivated the alarms and electronic countermeasures that P
this place.” '

7) Once the introductions have been made, the Big Boss pulls out@ 3
cigars and passes them around, explaining that it is his special ’
somewhere further north. When everyone is comfortable, and the 7
bodyguards have taken up unobtrusive positions behind you, he |
talk.

“You must be the Rangers sent to help.”
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two other power groups here in Vegas that we know of. Fat
S the criminal element. He'd like to take over my position.

) the Servants of the Mushroom Cloud - religious fanatics who
Y until every person in Vegas has been converted to their
religion. There may be others. Vegas is a big town. But
nes we suspect most. I need you to go find Max. What do
vill you do it?”

‘Rangers huddle for a few minutes. You decide that taking on

 could be quite an adventure and decide to go for it. Besides,

ty has been aroused. You are sure that Max knows a lot more

“What do you mean?” you cautiously ask. | S told Brygo. If you want explanations, he’s the man you'll need
1%

“One of my men is missing. We don't think he’s dead, because h;im. -

valuable to kill. We think some other group in town has gr@

093
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“All right,” you tell the Boss, “we’ll find him if he’s fing
meantime, you try to hold out here.”

TWasteland™

1 not vet finished chewing the leather to make soft moccasins
1 has needs.”

shame. “Forgive me, beloved Red Hawk, but [ am the

- 3() wives. How can you even think of me when you have so
more beautiful than me?”

ab]e. In &
The Big Boss stands up, shakes your hands, and wishe

s
he shows you the way out. You alj |

8) Fat Freddy has long since forgotten the concept of Perso

dirty black hair clings to his face like dead ebony vines, A thin & “Yes, | have 30 wives, each more beautiful than the last,
beard barely conceals deep red pock marks. Effluvium that .b is insatiable. If I could find other men to help me take
nasal passages raw seeps from every one of the fat man’s ' [ would, but no one except for the bravest warriors of

DOres. .
“I'am so glad to meet you. I've always admired the Rangers and il satisfy them. You, my newest wife, are the only comfort I

you the only people I can trust with some secret informatiop »
man's yellow eyes slip side to side in his obese face. “Farap, B -
to get $100,000,000 in diamonds to York Isle on the east coast of g
continent, and he needs someone like you to make the journey .;'
succeeds, he will destroy the economy of the world and we wj all ";
in his new empire.” 1

abruptly here, the last few pages of the book torn out by

a handsome slender man, waves you to chairs that face

d his desk you see a window into an alien landscape.

ow you see a red world with strangely-shaped plants. You

ing through the shadows and crawling across massive rock
You shudder. It just doesn't feel right.

Freddy produces a handkerchief and wipes the sweat from his brow
let you keep the diamonds if you can stop his mad plan. Find him, ki
and you will save the world.”
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John Finster, notices your stare and smiles like a snake
9) The battered pewter ID bracelet on Dewey’s wrist has had several see you've noticed my pet project. This is how the world will
legends engraved and scratched out, but one remains clear. It reads 1 are gone. It will once again return to the pristine paradise
and, judging from the lack of corrosion on the number, it was recentk man rose up and destroved it.”

inscribed.

from the window and smiles at you. “By the very fact that
I know that you have recovered certain items of a technical
prompted you to violate this base’s security, I do not

m willing to forgive it.” He sits, leans back and steeples his

ause of the delicate nature of our work here - all very hush-
oW - | must ask you to leave.”

10) “Everyone is worried about Mayor Pedros but others are held i
too. Felicia Pedros, his wife, is our friend. We think she has been
the outlaw hideout. We hope you will try to rescue her. And re -
what Ellen said when you go to the Stagecoach Inn.” They smile and
11) “Yeah, some of the guys working in the base took sick. Maq DogF
and Metal Maniac are still in the back rooms, sicker than dogs. ‘ ans forward and scowls. “If you do not want to go, well, we
12) A man sits up in his cell and stretches. “Rangers - great.lll 08 ut means to deal with even the likes of dreaded Desert

" He Siéi= !

help. 1%

\ &

known. I need you guys here like I need a hole in the head.
you for a second, then sighs. “Look, I guess I could use your ¥,
some capable fighters in Las Vegas to help me with a shipment =

Are you guys up for it?”

nes up and gives his head a bit of a twist. You hear a click and
les. “] came down here to negotiate a peace with the
Vhat do they do? They rip me up and start using me for spare

13) The book you find is a slim volume written in a light, delicat®
The work is titled, “Love Slave in Santa Fe.” It reads: i

I recall the first time the invader chieftain called my name: “Diané:

Ind stands. “I have to get back up to Vegas and help prepare
Ssault, but I've got a mission of great importance for you.
st from here and, across the bridge, you'll find a hidden base.

©
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]t records all human history in one vast display of gaudy

2 beginning of the display you see the image of Charles

g arm-in-arm with an ape in a wedding dress. Next to that
uthful Egyptian pharaoh in mummy wrappings and a gold
on the stage of a place called (according to the neon lights
Radio City Museum of Unnatural History. Proceeding along,
man brandishing silver six-shooters on the back of a
aurus, hot on the trail of a mustachioed man wearing a
man in a red uniform with white trim flies through the sky in
by eight F-19 Stealth bombers. He has bags full of guns,
bs, which he is freely dropping down to King Arthur and
» they can battle Genghis Khan and the Yellow Peril. Yet

2 in a green and gold uniform (with the number 12

it and a G on the helmet) has just thrown a missile to a

in the white glow of an atomic mushroom cloud. Finally, at

TWasteland™

It is a journey you must succeed at. There, you will find lost te
information that you can use to stop Cochise before it's 00 late
L

A secret passage slides open in the room’s south wall. At the
blast-proof security door slides down in front of the entran,, ot AMe
short-circuits, preventing exit. “Go through the secret passage { .
here. One thing,” Max adds, “It is possible you'll need tq recoo Qot
equipment from Project Darwin before you can complete the < S
the sleeper base. Be careful, though, and rebuild as much of the
you can before you venture off to Darwin. | don't like the things ' e

about it at all.”

16) The old man stands in the shadow of the satellite dish anq ggpy
“Rangers, thank the gods that you have come here.” He thryss A f :
finger at the red planet hanging over the horizon. “The Space p 'W-
Phobos come daily to steal our food. They carry it off to thejr ..,:
harsh, cruel woman who has no appreciation for artwork and wjl gl e wall, you see the ape in its tattered wedding dress,
no illumination or visual symbols in her edicts to her subjects. Yoy mue studying the fire-blackened helmet.

the rocket ship and travel to that malevolent start. Trail the death s i oy ;
its lair and you will save the earth from this horrid invasion.” i B e iighimare cia aquarnous mass of eliry flesh

and twitching before you like some animated blob of flesh-
17) We have three clans here: the Atchisons, the Topekas, and the §

Je smells like a swamp, a foul, choking miasma of rotting
Fes. You may acquire provisions for your party at our trading car or h left to putrefy. His presence is overwhelming - perhaps
yourselves in the casino car. You may, of course, avail yourselves of the

utant ability to control men’s minds. While in his presence,
services of our Hobo oracle. | am told that you have already met our control an urge to salute or kneel. There is no doubt
Brakeman.” At the mention of the Brakeman a brief scowl crosses the eader of men.

Engineer’s face, but his smile quickly returns and he adds, “We feel sa

with Rangers here, so stay as long as you like.”
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, his voice sounds like bubbles of carbon dioxide burbling
rass. It is difficult to understand him, but after the first few
duction, you begin to get the hang of it. Fat Freddy is a
ambition, and he has an offer to make.

ks he controls Vegas,” burbles Freddy, “but he isn’t half the

| Haw! Haw! This should be my town, and it will be. I've
en watched since you got to Vegas. They tell me your are the
er seen in these parts. Well, then, it shouldn’t be too tough
e a favor. Kill Faran Brygo, and bring me the onyx ring he
When you do that I'll give you $25,000 and anything else

18) Faran must have sent you to look for Max. Last I knew he was
for the sewers. He built a special key to get down there. It's called a3
Key. Max made a few of them and told me that he was hiding oné =
somewhere in the old golf course. Didn't tell me where, though.
him any good, either. The Newmen grabbed him before he could y
anything. If you return to me the Bloodstaff from the Mushroom oL
Needles, I can show you the way. Tell the bishop BUZZARD. _
19) The screen flashes to life with Capt. Phil Thomas’s persorll"‘?l il

from test scores and other nonsense, you read, “Capt. Th0m35f6 03
performance in the village strafing runs was admirable. The 0
attack helicopter performed at the height of technical specs &
two small Mexican villages before having to return to base an
AH-6503 is the ultimate weapon.”

20) The Premacorin Mural is a work of art which yo

nd de'= t you need a few minutes to think things over, and go into a
elo?™ among yourselves. You have a very strong feeling that
Want to hear any negatives out of you.

()

u have only 155
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on her neck. She said once, when she was little, a priest

TWasteland™

22) If you read any further, Wasteland Thought Police y,

il » : ; A :
door within three hours to conduct you to a cell in NeedlelS 3Ppe ar ; dstaff on her after s‘l,le got snakebit. I think the Bloodstaff is
fingernails will be systematically removed. You have not p, e\:- Y d that means trouble.

read this paragraph anywhere, hence so dire a Punishment Ul -k Master speaks and tells you how to find Base Cochise, home

23) “Things have been rather nasty in Quartz,” you are t d Robots. He sniffs and takes a pull on a small bottle of Snake

larger desert bands, led by a guy called Ugly, has taken ap, int One 0
in, ah, civic affairs. Normally a town of our size could driye therm o8
because the bandits don't try all that hard when attacking, ™ off
hit us with a vengeance. It's almost like they don’t want tq
desert.”

24) The bartender smiles at you. “Which one,” he asks,
Falstaff?”

25) Charmaine takes the Bloodstaff and smiles. She begins tq twirl #t
you hear the acolytes hidden in the shadows behind her begin to s
Wisconsin” as she marches back and forth. “Now we’ll win the big gam
you help Faran Brygo get his diamonds to Yorktown back east, we'llj
to place some big bets there on the next World Series. We have a fou
armed pitcher who's guaranteed to win for us.” Charmaine smiles and
points back the way you came. “You must travel back to Cooperstoun:
get us the blessed Bat of the Sultan of Swat. Then you will be ready for:
trip with Faran.”

N in the middle of nowhere, that’s where it is. Way up in the
e tried to scavenge things out there, but the robots are

backed off.” He looks at you rather strangely. “If you want to
to those mountains up there, fine, but don't expect any of our

50 with you. We got more sense than you Rangers.”

e

remain &

“H ¢
Otspur or dians, as you have heard, are very friendly people who are

of the Rangers. They have planted fluorescent orange flags
uter edges of their mine fields. You've been told by a

that only safe passage is to walk with feet straight and breath
n the flags and the Citadel wall.

artender smiles at your question. “Which one, Cretian or

call me Crumb,” he purrs as he moves close to you and

e your nametag. You jerk him violently by the collars, and he
ght at your show of might. “See Faran Brygo! He’s my
throw him down onto a table and head for the door, he vells,
ord PHOENIX.” Before you can get out the door, he

s lips and blows a kiss your way.

26) Ugly’s smile makes you uneasy, as uneasy as staring down the bo
his weapon. “It’s really very simple,” he laugh. “The bomb's disarm co
11-27-57-04-30.”

27) You unsnap the ID bracelet from Louie’s limp wrist and run your &
over the worn silver surface. The number “99” is etched into its farmss
face.

in was a science base a long time ago. Supposed to be hush-
ew up in its shadow, so...”

ts up in the cell and stretches his arms. He squints at you as if
than the desert sun, and then allows a small smile to grace
ered face. “Rangers. I should have known. Listen, I've been
Vegas to recruit folks who know the right end of a gun from
ndits ain’t the only thing crawling out of the desert, and

ar on our hands. Interested in heading back with me?”

28) As you board the locomotive you are met by a short, but oI
fellow. He is dressed in garishly striped overalls and wears a rather 08
and much patched engineer’s cap. “Greetings, I am the Enginee’ ‘
train.” The Engineer makes a sweeping gesture that encor'ﬂloavs‘s‘"5

whole camp. “I hope your stay with us will be a pleasant one-

29) Going back to his work, Sam says, “I suppose you wanna “k“wft Andrea Mill's personnel file flashes up onto the screen. Aside

the Bloodstaff.” He wipes his hands on a greasy rag and sighs. e amount of test scores and other data, an occasional paragraph
telling you the murders have lots of folks worried. People just qu ood”

: lides by. One that catches your eye reads, in part, “Despite her
vanish. Then, when we find them again, they’ve been drain® “‘: hlﬂ"" L the Nobel last year, Andrea’s been unable to finish work on the
every drop.” He squints at you and his voice drops to a tens

She is unsure they are safe, and the chances of a clone
seen one of the bodies and it had a cut in the neck, just like @ Uction are not thought to be that great.”
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37) You appear on what seems to be the lower half of ,
A booming voice echoes through the game grid. “Do p
path if you value your health.” Spectators fill the dark
derisive jeers at you and wager against your success,

Tasteland™

2ss the open doorway of this car, you are almost overcome by
r of fermented cactus fruit. As your eyes become accustomed
s of the car you can make out a straw-covered floor littered
bottles of Dr. B. Bilious Balfour's Snake Squeezins. At the

- Jolls a rotund bearded figure rocking back and forth as if the
ing offered a difficult feat of balance. Finally, seeming to
you, the shadowy figure issues an invitation: “Welcome to my
entlefolk. Step on in.”

large 4
tstray ¢
galleﬁes to ‘,;

38) “Everyone is worried about Mayor Pedros but otherg
too. Felicia Pedros, his wife, is our friend. We think she hg
the Temple of Blood in Needles. We hope you will try to rescug po X
Remember what Matilda said when you go to the Whip|agh Ing }\er.

smile and leave laughing. - hey

are heu‘a !
S been .;—'

usky scent of a dead animal oozed from the car in a

ud. Within, mummified by the overpowering heat, you see the
of a flower-strewn old bum. This is the oracle the railroaders
o0, and he’s obviously long been dead. You notice a large
pty Snake Squeezins bottles, and you suspect that the vile
or of many of the oracle’s pronouncements.

39) The guard looks you over closely and then tells you tq wailt ol
he disappears into the tent. You hear a brief muffled conversation
guard returns with another man. The newcomer introduces hi :
headman of the Atchison clan. He understands that you haye done » ;
favor for his brother. He dismisses the guard and motions yoy ¢
explains that they keep no treasure here, but he will give you direeti
secret cache. “Here, take this shovel,” he instructs you. “Stand op he
south rail, west end. Take twelve paces to the south. Dig and yoy shaf
rewarded.” The guard returns and the headman bids you good day.

map on the wall shows the world well before the war. You
at roughly corresponds to your current location. On a long
onal you see another star. A third star, to the west and out
forms a shallow triangle out of the three stars. Obviously

e hidden at these sites.

re with utter disbelief as the Snake Squeezins disappears down
Hobo smiles, his eyes glaze over, and he burps, “Beware

as lived longer than the Wasteland.” Your oracle’s eyes clear
drunkenly.

over the large, messy room you think to yourself, “Early
y.” Piles of dirt cover the long-lost floor. The earthen smell
gs heawy in the air. In the far corner of this indoor barnyard
square-shaped room.
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40) Maj. Harrison Edsel’s personnel file flashes up onto the screen. As
from a large amount of test scores and other data, an occasional parage
of interest slides by. One that catches your eye reads, in part, “The dis
problem with Edsel has resolved itself. Once he learned that he wouldh
transferred to Base Cochise to program that computer with his new
artificial intelligence routines, he stopped complaining about the prim

rules restricting his creativity on this project.”

41) “I think Finster has something to do with the strange creatures
hereabouts.”

sel Heller’s personnel file flashes up onto the screen. Aside from
t of test scores and other data, an occasional paragraph of
Y. One that catches your eye reads, in part, “I thought

42) The Director, a slender, handsome man, stands as you enter the 1o
“Rangers, thank the heavens.” He follows your gaze as you staré 052
window behind his desk and study the alien landscape below. The VIS8
smiles. “As you can see, that lurid, red landscape is the closeSF g a discipline problem, but I grossly underestimated the
approximation we have to the surface of Mars. We have Martian * Oes not get along with the other workers and considers the
coming to our world here and stealing animals and slaves. We hope, _ done in Project Haskell the ultimate work. He even
breeding hunter-killer animals we can take the Martian starships il e move to Needles to finish Haskell a blessing.”

a counter offensive against the extra-terrestrial raiders.” He 1 .

the torn piece of paper in your hand. Originally written in
Rangers join our effort?”

has turned into large fuzzy blotches of pink. Though
ble, you make out the word MUERTE followed by
ANATOS, but THANATOS has been scratched out and
Written under it.

S
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50) Carved into the weathered hardwood you see, “The laun
MORTAR.” ch g

51) The game High/Low is played with two nuclear Warheg
players toss a nuclear warhead into the air, and the one Whoge 1.2

TWasteland™

Martian atmosphere saps your strength, but you dash across
ndscape and dive at the Slavemaster. He raises a pseudo-pod
wn upon your head. A sucker tears into your flesh, but you
ash his writing purple lips into his needle-sharp teeth. The
 reels back, but you give him no pause, no chance to recover.
sur hands around a rock and, as your tortured lungs labor to

h of the oxygen-poor air to keep you conscious, you crush the
s head.

n, gore-spattered rock aside and look at the other slaves.
breathlessly, “Now we fight for our freedom and for our

explodes higher in the air wins. This game is usually playeq by bory
low intelligence, hence the name High/Low. Peor

52) Col. John Smith’s personnel file flashes up onto the SCreen. Aa
a large amount of test scores and other data, an occasiong| p'
interest slides by. One that catches your eye reads, in part, “ag.
confrontation with Finster concerning the shift of Darwin’s focus
requested and got a transfer to the Base 2 operation. He remain'ed’
commander until the project’s completion in 1995.” i

78
.

might expect from his surroundings, the demon-priest is an

ot individual. A flowing blue robe covers his diseased body, and
twists his face askew. He smiles and teeth blacker than ebony
Hlight. Palsy-wracked hands grasp the Bloodstaff tightly and
it. “You will not have it,” he whispers harshly. “You
life!”

ve reminds you of Humphrey Bogart. As you approach, he
. th his thumbnail and lights a cigarette. An overflowing

n his desk beside an open bottle of Scotch. His eyes are cold
he watches you. You note the lump of a roscoe in a shoulder

gray suit coat. He introduces himself as Spam Shade and
e will not play the sap for you or anybody else. That

what you want.

53) “Finster forced all the sick ones out, to prevent the spread he
it just leaves them to die without help.” \

54) The Brakeman tells you, “Take this visa card and give it to Hey
Crusher in Quartz.” As the Brakeman passes you the card, the sunljg
catches the dove hologram and glints brightly. You slide it into your by
pocket as he turns and leaves without another word. i
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55) After years of searching you've finally found it. You unfold the pies
parchment paper and read, “When you reach the Martian Base, quickk
access the Navigational Laser Center on the left of the entryway and!
GWCD.”

56) Closer now, you can hear the conversation of the men you
you came in. There is a short silence after each man voices his thoudt
They speak of varmints who are impossible to kill. The varmints areé -
stealing their food faster than ever before and they seem to be
a major attack. The simple weapons of the farms are not enough 10
them. They have no idea what to do. One of them jumps as he notic=:
and they all turn to face you. A stocky man they call Miguel appro®s

57) Head Crusher says, “Thank you. Go to the Atchison’s tent and
them CATERPILLAR.”

58) The Martian Commander slithers forward on his coppe_fy’
stomach. “So, Rangers, you have found our secret starport.
hissed quietly and malevolently, crackles through the speaker ©
“It matters not. Our robot warriors have conquered your WO
now come and be our slaves...”

you fal

d battered, your party drags itself through the subterranean
lium mines. Your lungs burn from the thin air, and you'd give
s to be back on earth. Then, suddenly, a vision of female

pears to you.

with golden hair cascading down over her diaphanous
ering green and gray, she smiles and your heart quickens.
the Serpioids are the Martians because they are not. They
S a century ago to turn our beloved world into a staging are for
st of your home. Please join with us and help repulse these

n his
S and a secret opening appears in the south wall of the tunnel.

\VThomas’s personnel file flashes up onto the screen. Aside
ount of test scores and other data, an occasional paragraph
des by. One that catches your eye reads, in part, “Thomas, a

©

You smell the sweet odor of flowers as your sight dims and
unconscious.
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4t my words in this book and I am proud. I dint no I cud rite so
ide it. I will rite again later.”

TWasteland™

recent transfer from Project Darwin, has expressed reservag

Finster’s experiments. He voiced some of the same ObiGCtio:

prompted me to leave Darwin. I don't know if he’s on the levzl the
] w ‘

some trap set up by Finster....” i

riting breaks off. From what you know of the Vegas situation,
f{, be more than a week or two old, but Dave apparently didn’t

64) Your Martian guide leads you through a twisting Pathway
abandoned tunnels that finally leads into a beautifully-sculpt,, d of Ong.
artistry, though alien, makes harmonious symbols that giye yol? - The
feeling when you look at the buildings. The architecture almost a gy
you hear a pleasant symphony of echoes as your booted feet CIi :
the city streets. G

th you do not recognize it at first, the object before you is
ends shivers up your spine. You study it, splitting up to
sides at the same time. From the other side someone vells,
le - but the insides have been removed!”

looks you over briefly, and then disappears into the tent.
ef muffled conversation and the guard returns with another
omer introduces himself as the headman of the Atchison
and that you have done a great favor for his brother. He
ard and motions you closer. He explains that they keep no
but he will give you directions to a secret cache. “Here, take

e instructs you. “Stand on the north rail, west end. Take four
he east and seven south. Dig and you shall be rewarded.” The

s and the headman bids you good day.

Your guide, her golden hair riding unfelt breezes, leads yoy tq 8
door. You feel the power and you could swear the patterns change
cannot put your finger on any particular change at any one time. . %
the time it hits you, the door speaks - it's alive!

“Welcome, Earthmen,” it booms, “Speak the name of your beloved ar
enter as friends.”

pue|aIsep
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65) The binding threatens to splinter apart as you take the book i
hands. The pages have warped into stiff yellow curves through contacty f now, you can hear the conversation of the men you saw when
liquids. Some pages at the beginning have been torn out. Where they There is a short silence after each man voices his thoughts.
begins, it is a crude scrawl, with some of the letters written backwards Martians who are impossible to kill. The Martians are
Deciphering it is no easy task. Luckily it is fairly short, so you perse ood faster than ever before and they seem to be massing for
“The Secrits of Las Vegas. The simple weapons of the farmers are not enough to stop

' ; _ 4 we no idea what to do about it. One of them jumps as he
My name is Dave Dawkins. I found this old empty book, and I'm gonn& d they all turn to face you. A stocky man they call Miguel
down all my secrits in case I fegit them.

I'm a gard for Fat Freddy. He is #2 is Vegas and he wants to be #1- ‘
is a big reward for anywun who can kill Faran Brygo, the Big Boss. &8
stays hidden most of the time.

My hare is starting to fall out. I wunner if its becuz I joind the Se
the Mushrum Cloud. It gives me a good feelin to be with my new
the Temple. They tole me the secrit password. It is 3 letters - N
A lot of the Servants are bald. Maybe I will be 2.

Lately there has bin a lot of fitin. I try to hide, but ware is it safe? 87
Deth Masheens are the wurst. Are guns don’t always kill thef“
Freddy sex we need better wepuns and thats why we gotta fin
guy. I dint say nothin. Im afraid to tell him that the Servants 5 Y
kapchurd by the Siborgs.

an inhuman monster. Just cuz he don'’t get sick he figures no one

drea Mills’s personnel file flashes up onto the screen. Aside
‘amount of test scores and other data, an occasional paragraph
es by. One that catches your eye reads, in part, “Despite her
e Nobel last year, Andrea’s relationships with the other

rs have not changed. She’s still her affable self, and she's
eel, through their work on the clone pods, they've each

of that Nobel themselves.”

call me Crumb,” he says with a nod of his head. After he
dshakes with everybody, he tells you, “See Faran Brygo.
Be sure to use the password KESTREL.” As you leave, he

m [ sent you!”
©
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o Bloodstaff into a secret compartment and turns it. You hear
some new doors were opening up. “The way is now clear

harmaine. “If you survive your encounter with the

Jk me up in a couple of months. I might have another mission

TWasteland™

72) You bow deeply out of respect for the Martian Emperoy
graciously. He nods toward your guide and looks upon he it by
eyes. “I thank you, Alandriana. Once again, my beloved d, l:lh l
served me well.” Shter

o
+ M0

{

He turns back to you. “I need your help to rid our world of the .
D  and take your leave.

We need to destroy their base on Phobos and can only dg with R
you call a “plasma decoupler.” Your scientists developed it af; 3 tha;

them telepathic transmissions that instructed them in its cons QR v #v flais 2. complex, conival panel, th it

s o ion , not seen before in the Wasteland. One of the guards looks at
neetc)il i gett;: 1tnto e }fleartlv([) ; the Serplolc_i E ase, then detonate it. Oy -him mutter “infidels” under his breath. Beyond them you see
problem is that none of us Martians can withstand the radiation the painted floor that looks very much like a giant chessboard,

Serpioids need to live.” His voice drops. “You, on the other j, , ot e doino
for a while in that radiation bath. Will you help us?” M, \tem;l)eguess P A R s

73) “Faran must have sent you to look for Max. Last [ knew he Was hes
for the sewers. He built a special key to get down there. It's called ’ :
Key. Max made a couple of them and told me he was hiding ope
somewhere near the old golf course. Didn't tell me where, though, py
do him any good, either. The Newmen grabbed him before he could da
anything. If your return to me the Bloodstaff from the Mushroom Chus
Needles I can show you the way. Tell the bishop PASTEL.” j

74) The Martian Warlord hands you a Firelance and some Verchitin as
“I realize this is not as good as having a Red Ryder Ranger Model Al
with a compass in the stock, but it’s the best we can do.” He leads you:
to the Ornijetcopter and you board the strange craft. “Good luck," hes
“Alwa nasci korliri das.”

Warlord hands you a Firelance and some Verchitin armor.
much prefer a Red Ryder Ranger Model Air Rifle with a
stock, but this is the best we can do.” He waves you toward
er and says. “Wodpre rashi Karna das.”

t?n
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ple. “It’s an old Martian wish from one warrior to another. It
your powder dry.’

ered a room where dozens of drills and saws are singing an
g. Blue and white sparks jump from welders and cutters,
ground to bounce out their brief lives. A robot torso passes
lumbers its way across the room on one of the countless
Even the robot repair area looks in need of repair, with the
ipports laying exposed. In the far corner you notice a

You frown and ask him what that last bit means.
He smiles. “It's an old Martian warning. It means, ‘Keep your lf

75) Head Crusher says, “Thank you. Go to the Atchison’s tent and tel
them LADYBUG.”

76) Charmaine takes the Bloodstaff from you and her face lights U
You clear your throat. “We’ve done our part,” you say, “now do yours nijetCopter takes off on an azure tongue of flame and shoots
need to find this character Max before all of Vegas is overrun by these® - Suddenly, out of the brown shadow of Deimos, three
tobots.” stoop on your craft and fire their missiles. You crafter
¥ ” ’ You the impact. The blast rips the cockpit away and shreds the
Al yes, Ma?<, BB crons, .that stran"ge flunky for Faran BYS2 any chance of repair. WIiDth black, choking smoke pouring
probably don’t know that he is a robot. " yol Kpit, the OrnijetCopter spirals into the dense Phobosian jungle!
The news hits you hard. “Things keep going from bad to worse: 7 of craft hitting planet jars everyone aboard and, if not for
mutter. “Outlaws, Blood Cultists, Killer Robots, Bomb WOfSh‘ppers' ] armor, all of you would surely have perished. Suddenly the
now Cyborg Robotnappers! What next?” opens. Standing there, dressed in a spotless while suit, is

)

Finster, he runs Project Darwin. He still thinks the world’s
re, you know?”
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! ed all the sick ones out, to prevent the spread he said, but
tig Lem to die without help,” grumbles the bartender.

down on a Phobosian tree. “At birth the Serpioids captured
d me to be a spy against my fellow humans. I rebelled, but I
them directly.” His hands shake. “You have to understand.

my sister!”

dAagteland™

Irwin John Finster. “I suppose,” he says, “I owe you an exp|
Plan;

83) The pit boss sends a stream of brown saliva from -
teeth to the tip of your boots. He slowly sucks on the toztwee“ his.
between his cheek and gum as he continues to eye you \:}c Poc
into his mouth, he scoots the chew around and finally b're o ing gy
“See Crumb, the manager,” he says with a long draw], =3 the g

visible, you see a map tacked on the wall of the area before
e a small star that roughly corresponds, as nearly as you can
you now stand inside. Almost directly south you see a

and directly west, at the map’s far edge, you see a third star.

84) In the shadow of an enormous satellite tracking dish gt
man. Over 100 years old, he is still vigorous and bright of s e
rambles incoherently at times. The farmers remove their heye' “Hoy
approach and wait for him to speak. Frowning, deep in th(a)ts o they
at what appear to be the remains of a 15-foot tall carrot Hught' %
shaft of broken metal in one hand and mumbles somethi.n ¥ 2k
wabbits that he had beat away with his best rake. 9 2bout g

Beams’s personnel file flashes up onto the screen. Aside
ount of test scores and other data, an occasional paragraph
; . by. One that catches your eye reads, in part, “Dr. Beams’s
Miguel explains that you have come to help. The old man studies yas f Edsel’s obsessive behavior concerning the computer and Al
weapons, and tells you that he doesn’t think your peashooters wil s another nail in Edsel’s coffin. The faster I can get him out
good against your armored varmints, but that you're welcome to :' better. Let Cochise’s boss deal with a fully-aware computer.”
succeed, he wants you to come back and see him. There is somethim . « ison’

would like to show you. i er says, “Thank you. Go to the Atchison’s tent and tell

.

F.ree to roam the veggie field, you head towards the carrot patch,
;l/llstance, you hear the old man warn you, “Watch out for Harry, the B
aster!” ,

talks about the last days during which the satellite facility was
Vegas is still intact. Needles wasn’t damage by bombs, but
occurred when the river level rose. Quartz suffered some
ied script, the last diary entry reads, “We’re abandoning
allation so we can join the farmers out at the Ag Station

the world against the newest threat ... the invasion from Mars!”

85) You know the Guardians to be strange collectors of old items and
xeqophobic fools who would not hesitate to kill strangers without ever
seeing the whites of their eyes. You've learned that the flags are in -I"

mark the closest an outsider may approach the walls without being | . B i - i o et i Kar: i v
Ker cral . rum :
I

an audience with His Brightness, the Supreme Commander
om Forces, Western Sector. Unfortunately, our Great Leader
nt business. Aware that you will require aid in your holy

e infidel Temple of Blood to steal the Blood Staff, he has
armory for your use. Take all you need. If you fail in your

may return here to commit ritual suicide.

attacked.

86) “The Head Crusher likes visa cards.” The man smiles. “He slathé®
peanut butter on them and eats them.” He shakes his head. “Weirdh y
then most everything is weird out here - present company excepted: 3
course.”

87) The room is empty except for a small, square room in the €@ W
There is an oval pattern on the floor that reminds you of alien egg’ﬁ 8 have been rather nasty in Quartz,” you are told. “One of the
waiting for you to examine them too closely so they could exp ' tbands, led by a guy called Pedros has taken an intense interest
face. You hesitate, but then get on all fours to study the patterfi &85 fairs. He even calls himself ‘Mayor’. Normally a town of our
closely. them off because the bandits don’t try all that hard when
Ut this time they hit us with a vengeance. It's almost like they
0 remain in the desert.”

@ )
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.room Bishop explains to you, “I sent out my second-in-
~ok into a series of murders.” You notice the bishop
ting a ruby ring around his finger.

W asteland™

96) Three Card Monty is played with three cards; one is
others are 10’s. The dealer shuffles the cards and places t?l
e

on the table. The player then has one guess to pick
is $10. . Aueen 5

97) You leave the weeping Finster behind at the crash site

sympathize with him, and would have preferred to haye hin X Can
but you can understand his reluctance to face his own fleshm ~ Ping
his heart is in the right place. Onward you trek to destroy t}a]nd Yoo
base, and try to redeem Finster's soul. € Sem

.‘--, et contains two tips for the wise: “(1) Buy an AK-97
If there’s someone hanging around your neighborhood you

inster shouts. “We can’t take any more time to skulk around.
go straight in. Don’t worry, I know the password. It is

98) The Brakeman tells you, “Take this visa card and give it '
Crusher in Quartz.” As the Brakeman passes you the card tho -
catches the skull and crossbone hologram and glints brightiy $ -
into your breast pockets as he turns and leaves without anot},e,?u -

attack blasts away the enemy pillbox and you pour into
Phobos defense. Finster blasts a control panel. “Perhaps,
system down, the Emperor can aid us.”

up Louie’s lifeless wrist to look at his gold ID bracelet.

99) Faran Brygo's office is modest, yet clean and Pleasant. Two qu ‘
: jer to view the underbelly, you see “27" etched on the dulled

one tall, blond, and stern looking, the other shorter and stockier, flan
desk. Brygo, a dark, handsome man, smiles at you. “I understand' 3
to speak with me, gentlemen?” |

100) Maj. Peregrine Cite’s personnel file flashes up onto the screen, A
from a large amount of test scores and other data, an occasional paras
of interest slides by. One that catches your eye reads, in part, Pe
accurately assessed the security problems with the storage area, While
base is not meant to be an armed camp, his precautions are well noted
shoulgi provide a surprise for unauthorized personnel operating in th
base. ! 2 voice fills the corridor. “Leave now, earthmen. You cannot
our planet. At least save yourselves.”

‘panels in the walls drop away and Serpioid snipers open up
lances rake the ambush ports with murderous sheet after
es and you hear the screams of Serpioids as they reel away in

@
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out!” one of you screams, but it is in vain. A pit opens
et, and he vanishes.

101) Lt. Russell Heller’s personnel file flashes up onto the screen. A8
from a large amount of test scores and other data, an occasional parag
of interest slides by. One that catches your eye reads, in part, ‘I thous
Heller would be a discipline problem, but he’s not. His jokes relieve %
tension as we work to finish this base. Others worry about the news#s
Edsel's new computer helping to finish Cochise all by itself, but Heles
shrugs it off. ‘Who wants to work with someone who won't sit doWi™
cold beer after the work’s done anyway?’ Perhaps mankind does S&&
chance against superior machines.”

102) The Serpioid ambush almost takes you by surprise. The Serploty
up from the underbrush, which you ignite with your Flamelancés:

tactical advantage spells doom for you. Their advantage evaporé id I
however, when Finster appears and launches himself at the Serpi€ ﬁ
Finster’s kick snaps the Serpioid’s head back and drops him W nd yo¥
stands. The battle begins and energy weapons burn to life arou

all map is covered with scribbled remarks that are virtually

\ star over one building in the southeastern section of town
d “Bar - trouble spot” scrawled over it. A skull decorates

Ing in the central-eastern portion of the town. The word

it. An arrow leading from the word draws attention to
diagonally to the southwest, though it has the word
ingly written beside it.

0bo guzzles Snake Squeezins the way an assault rifle gobbles
glaze over and his voice deepens. “Those who guard the
> secret to immortality.”

get your hopes up. We have to deal with the Bloodstaff

What murders?”

D)
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h to kill him.” He stares at you with piggish eyes. “You are
dangerous to live.”

Wastelamd™

The robot clerk squints at you. “You mean you're not here

murders? People are found dead, drained of blood. We thini oyt 4
mutant vampire or something from the desert.” He looks at its, "{
“How do I know you're really Rangers? Just you keep your 5
my town, hear?” foses g

112) The glowing torchlight flickers across a horrid scene, Men :
blood-spattered robes struggle against the ropes binding the o i o
steel tables. The tables slope down at the head and a catchbm jto M3
lowest corner is used to collect the dark flow of blood drippi:s y
small wounds cut into each writhing victim. i

yoints out the window. “Dive for cover!” he screams. You look
“tile as a kamikaze Serpioid in a fighter corkscrews down into
shere you have taken cover!

der frowns. “Now much news since the plague forced

the base.”

Monty is played with three WWII generals. One pretends
ry, while the other two are Bradley and Patton. A German
to figure out which one will lead the invasion. If he guesses

Priests rush from one table to another, gathering buckets the Reich gets to start with bases in Germany, France, and

farmer gathers the bucket of milk from his cows. They Pour the gmu
quantities of blood into a hole in the floor, but you cannot tell :

dark fluid drains away to in this dim chamber of horrors. er at him over the top of your sunglasses. As you cock your fist

on the error of his reticent ways, he blurts, “The password
/ ISM!”

ﬁmtten here: “The launch code is MOTEKIM.”

on rips the hangar apart, but a force shield projected from
olds off the ocean of fire washing through the hangar.
sells, “get to the fighter over there. We've got no time to

113) “Where did you find that? Oh my god, you've found the thief. |
is he? Tell me, I must know!” 8

114) “Well, victims get red-faced and all delirious.” The bartender s
his head. “It's really odd.”

115) Without Finster and his knowledge of the Phobosian Citadel O
only stumble around blindly. You slink through corridors and around
corners, easily avoiding the inattentive Serpioid sentries. Then you cal

flash of white from a window and, for a half second, you see Finster. smiles as you cut her bonds. She nearly falls as she makes her

stand up. “Don’t worry about me,” she says. “Ace is being

-

You blanch. The building he’s in bears the legend “Ministry of Genefit
Rehabilitation.”

116) Gunfire rips the Master Geneticist in half. You slit Finster's bor
“We must hurry,” he urges. “The final invasion begins in an hour!

117) The Hobo quickly drains the bottle of Snake Squeezins and dr®
a trance. Then, uttering each word metronomically, he says, “A stediss
threatens the City of Gold.”

118) You see an empty room with a small square room in the €0

ravel the message from the leg of this massively strong pigeon.
begins, “I've tracked the bum to Needles. There’s lots of

doned buildings here, so the search is not easy. | know he’s
them and I hope I can find him before someone else does.
we want his information to fall into the wrong hands. Oh

) Rangers about, so it looks like things actually can go from bad

- bo finishes the Snake Squeezins in record time and smiles
the floor is an intricate diamond pattern. You remove a magnifyind = He burps. “One man’s dream is another’s nightmare, but a
from you back pocket, get down on all fours, and begin to caré 2am is everyone's nightmare.”
the pattern of dots. must have sent you to look for Max. Last I knew he was

119) Fat Freddy turns the ring over in his thick hands. A smile ; > Sewers. He built a special key to get down there. It's called a
his face like scum over stagnant water. “I don’t believe it. You @ Jon't confuse it with the four keys of the Citadel. Max made a
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couple of them and told me that he was hiding one some
golf course. Didn'’t tell me where, though. Didn't do him ,
The Newmen grabbed him before he could do anything Ifa ™ Gogg
the Bloodstaff from the Mushroom Church in Needles | c YU refy
way. Tell the bishop DIPSTICK.” 1 shoy g

130) You're drawn into a large room filled from floor to ceils

countless computers. The flashing lights and video SCreeng G}!)lh'n "
to an eerie life. Through the glow of colors, you spot a sm aﬂ“ng the,
in the far corner. Huarg.

TWasteland™

head.” Yeah. We've tangled with some of these death
fore, and whoever’s making them has gotta be stopped. Got

Where +

wo other power groups that we know of here in Vegas. Fat
the criminal element. He'd like to take over my position.

o Servants of the Mushroom Cloud - religious fanatics who
until every person in Vegas has been converted to their

>us religion. There may be others. Vegas is a big town. But

; es we most suspect. | need you to go find Finster. What do

131) Once the introductions have been made, the Big Boss pulls iyou do it?”

of gr_enades and passes them around, all the while explaining that » angers huddle for a few minutes. From the veiled looks and
special blend, made somewhere further north. When everyone i you've intercepted between Brygo and his men, it's obvious
con}fortable, and thg bodyguards have taken up unobtrusive Ositione ou'll get out of this room without a fight is to take the
behind you, he begins to talk. 3 ides, your curiosity has been aroused. You are sure that

5 a lot more than he has told Brygo. If you want explanations,
1 you'll need to see.

ou tell the Boss, “we’ll find him if he’s findable. We may have
gas to do it. In the meantime, you try to hold out here.”

“One of my men is missing. We don't think he’s dead. because he's g
valuable to kill. We think some other group in town has grabbed hin b
we don'’t get him back, the whole town will probably be overrun a
damn death machines that have started to appear. He’s the only o e
town with the scientific know-how to fight them. For example, he's th
who thought of the landmines, and they’ve destroyed more robots tha
anything else in town.” J

s stands up, shakes your hands, and wishes you all luck. Then
u the way out.

rumbles from the bartender’s throat. “The Martians forced all
, to prevent the spread they said, but it just leaves them to

Brygo reaches into his desk and brings out a drawing of a rather ord
looking man. “This is Finster,” he explains. “He came to us abouta$
ago from the Wasteland to the east. He was the greatest hand-to-hané p-

fighter we'd ever seen and he also seemed to know a lot about the s of you mans a gun station as the fighter bursts from the flaming
from before the War. He didn’t remember where he came from - at & tighten on triggers and massive energy pulses coax sour,
that's what he told us. I quickly made him my right hand man.” ‘ om the atmosphere. You blaze away at the swarm of enemy
around you. Your shots blast the Serpioid ships apart, but

“When we began to hear rumors of death machines coming out of .
looks too great for even you to defeat.

west, and especially when the first of them reached the Vegas bordé®
several weeks ago, Finster grew frantic. He began to talk crazy, 3%
all life was in peril, and how only he could save us. He said he nee&
special equipment, and that someone near Vegas should have it: £2
have put a guard on him then, but instead, I decided to send “i‘oe ¥
look for help. One night Finster disappeared. We've been |oolfm9 “ ’
ever since without success. Now I've lost my best man, and thing®“
getting worse. Newer and stronger robotic death machines aré "','
all the time. If we don't find Finster soon, even a fortress like this in
be able to hold out against the death machines. Go see Char™®’ &
Mushroom Church. Tell her I sent you and she may be able to

hter lurches to a stop as a blue-green light bathes it. The
grate and Finster screams, “Tractor beam. Their command

t's a brilliant plan!” Finster exclaims. “You'll get a promotion for

with your plan, he cuts the engine back and the tractor beam
ICkly toward the floating Citadel that is the Serpioid flagship.

4 grow close, Finster punches the afterburners and your ship, a
Ombs, dives in at the flagship.
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I sraph can be reached from no place in the whole adventure.
ou are, and we will get you for reading this paragraph.
vhen you expect it least.

TWasteland™

“Hope your force field holds, Irwin,” you laugh.

He swallows hard. “My power level is too low. We’re 90ing ¢
0 di -

135) Finster huddles with the rest of you in the corridors of
not for your quick thinking and linking my power belt intq the
on the ship, we would have died. Now we've crippled the flager:
won!” *9ship,

ender leans forward. “Darwin was a science base a long time
d to be hush-hush, but I grew up in its shadow, so...”

 the lifeless Hewey onto his back with the toe of your boot.
e through his pockets, you start removing his jewelry,
arly hard time working the ID bracelet over his swollen

136) The da.zrkened cell rgeks of decay. You take a step inside ana g separate it from the dearly departed that pops the bracelet
something slick on the cell’s floor. You stoop and touch it. thenand b the bracelet, you read only the etching of “11”.
burned. The empty cell is full of blood! - :

bo lowers the now empty bottle of Snake Squeezins and stares

]-113’7) T]he‘ bl?r'tender sighs. “He was working in the base as aja y eyes. “Destroy the wombs and destroy the threat.” He
e’s real sick.

“No,” you remind him. “It won’t be over until your sister is d

ad”

lo %

|
138) A squad of Serpioids fills the hallway. “Come, Rangers,” the i
invites. “Come and die.” 3

hey call me Crumb,” he says with a nod of his head. After he
akes with everybody, he tells you, “See Faran Brygo.

. Be sure to use the password CLOVER.” As you leave, he

n | sent you!”

e did you find that? Oh my god, he must be dead. The

s stolen from here and I'll generously reward you if you find it
ack. Last I knew he was going back to downtown Needles.”

139) High/Low is a game played with two dice. The player rolls a dis
the dealer rolls a die. If the player rolled higher than the dealer, he win
The bet is $10 per roll.

140) “He wandered in from the desert to study here. He talked with
but got sick before he got a job.”

141) Snake Squeezins drip off the Hobo's chin as he drains the bottle
eyes grow distant and his voice drops an octave. “To the mother who
speaks in riddles comes a child of promise. Aid her and aid justice.”
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dries instantly. Perched within a weightless bubble of
r's sister laughs derisively. “Come so far just to die. Poor little
orld is lost.”

inhaled Snake Squeezins dull the Hobo's eyes and deepen

142) You stoop and recover your African Throwing Knives from , WL
you, “A body is only a box to keep your mind in.

Serpioid bodies. You grin at Finster. “I'm going to skin one of these

someday, and make me a pair of boots.” Y a long shot,” you scream at her. You flick the charging level

les you found earlier. “Eat hot slivers of death, witch.” The
ir of your assault swallows any comment she tries to offer.

1 gently thumb through the brittle pages of the little black book,
of names and phone numbers, some of which have four

. At the bottom of the last page you notice some unusual
code is ATOM.”

Iceremoniously rip the bracelet from Dewey’s limp wrist.
t your chest several times to remove the blood, you see
ed on it.

|
143) You unceremoniously rip the bracelet from Hewey's limp wiist
Rubbing it against your chest several times to remove the blood, YoUs=
“13” engraved on it. 1

144) You can hardly believe your eyes. Here, in the middle of the O X
Citadel's fourth level, you stand before the object of five yeal"-‘j e
remove your gloves and gently run your hand over her belly. figh
temptation to throw yourself entirely against her. Slowly, you y he
steps back. Unable to resist it any longer, you blurt triumphantly 3 |
crew, “The Titanic! What a find!”

®
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156) The Snake Squeezins vanish into the Hobo fas
evaporates in the desert. The Hobo smiles quizzically,

ter than
hiS e

Alp;

look, and he burps. “Trust the one born beneath the batt] ©S Get 3 . : : 47 :
) efiglq » & 1. Wasteland is a dynamic game and it's very important
157) Fm.ster ‘and his sister stand over your dead bodies. « .nd how it saves and keeps track of the game. The
have realized,” she says, “those were my weapons. HaVing t}? fool you play and updates changes to the disk
e

when used against me is easy. ou take an item, it won't be resurrected just because

Finster smiles. “They were more foolish than that, Lucretiy eHEl

trusted me.” The twins’ laught i i
ghter echoes in your dying ears for an place in many locations. As you explore, you'll often be

Location (Y/N)?" If you answer “yes” the game will save
location, your party’s status, and become your new saved
ou switch to another location to view a disbanded party,
Il parties are saved. You should Save the game before ending
lay. Then when you go to play again you can pick up where
er, if your computer has somehow shut down before you

158) “Where'd you get that ring?” the detective dema 1
! nds, “J {Ara.
Holiness is looking for that thing.” | think i

159) She beckons you to come closer, the shining three-inch y,

her index finger mesmerizing you closer and closer. Pushing theed :

from your ear, she whispers, “Ugly’s bomb disarm code is 31-17-540
I

99
\ : . !

160) Snake Squeezins lubricate the Hobo's throat and loosen hi ) mputer v.vdl pearch forithe fast p!a_ce s hus ke, .
e e Ml ces hiBc 5 the Sane. “Man ot ; N his ming o lose any important recent acquisitions. What can you do if a

- n before wife, save a life* 'DO NOT ENTER A NEW LOCATION OR SAVE THE GAME!
161) You study the torn piece of paper in your hand. Originally writtes iputer and reboot, and your character will live again, but
red ink, the text has turned into large fuzzy blotches of pink. Though they acquired since you last saved. If all the characters die in
mostly unreadable, you make out the word MUERTE followed by carnage and mayhem, your computer will state the
HIDEOUT:THANATOS, but THANATOS has been scratched out and ife in Wasteland is over.” Don't get depressed. Just reboot and
MORS has been written under it. | efurn your characters to either the last time you saved or the
: me map changed. (This assumes, of course, that there’s

162) The coppery-skinned youth smiles. “I come from the Junkyard to.)

My father is the Junkmaster and he'd be very grateful if you would rei
me to my home.” He looks down at his feet. “I understand, though. if§
do not want to take me home. You are the mighty Desert Rangers Wi
have destroyed the Guardians of the Old Order, so you don't need a¥ |
help. Still, my father knows where your enemy lairs.”

Jistance

» maps vary in scale. The desert map contains the city maps
maps of buildings and underground locations. In combat,
a bit off for the map you're n, but these are tactical

Ior combat only.

€ maps differ in scale, time passes differently on them. A single
e you one space both in the desert and in a building, but the
h move takes is different. Time passes more quickly during
» Which the game takes into account for healing and

poses. And remember that time passes for both the main
alided characters. If you send a disbanded character off to find a
ilired comrade, that comrade will keep on bleeding.

O
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Wagteland™
If you want time to pass without i
the mouse icon directly gn your pc;ttyrr;?q‘gnr_)gr:;u:hzagy‘ Presg Co mmands
time to pass m ickly, h . butt(,n . the followi ds b i

p ore quickly, hold down the <ESC> key or ke, - liy mbat, you can use the following commands by pressing
button depressed. P the command or clicking on it with your mouse.

(0

tem, or attribute

cimulate an encounter. This calls up combat commands,

Reviewing Messages

Wasteland involves a great deal of text. This text includes tf,
of your surroundings, descriptions of non-player characters, Clu; -esarj
references to the Wasteland paragraph section included in this ma . QR i =t copbat oulke the Hiré command lo
wish to refer back to or review a previous message, press the Py 1k hire a non-player character into your party.
keep it depressed until the desired message appears. To retyrp, tg Upl
recent message, press the Pg Down key and keep it depresse 1
message reappears.

‘ blish a new party marching Order.

d until g ? Disband the party into two or more groups. This command
be used to permanently dismiss a Non-Player Character
m your party.

Alternate the View between two or more groups.

Selecting Options

Whenever you need to select an option, press the first letter jn that
(unEquip is the exception; in this case, press E) or click on it with your
' the game. When you use the Save command, the
computer will ask “Save Game (Y/N)?” If you answer “yes”

e
=
©
L
w
©
=

Whenever you need to select an item, skill, or attribute from a list, p
number or click on it with your mouse. To scroll through a list, use the yp
down arrows, the left or right arrow, the I key to scroll up or the K key
scroll down, or use the mouse to click on the next option or click on the
down arrows on the right side of the option window.
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computer will save the game at that point and ask “Quit

)?” If you answer “yes” the computer will return you to
DOS screen, and if you answer “no” the computer will
inue the game. If you answer “no” to “Save Game

?”, the computer will still ask “Quit Game (Y/N)?” If you
swer “no” the computer will continue the game. If you

er “yes” the computer will return you to the DOS screen,
and the next time you reboot the game, it will start at the last
int you saved.

Movement Commands

There are three ways to move your party: Use the cursor keys, theme
or type I to move up, J to move left, K to move down, or L to move gt t
When you use a mouse, a directional arrow will appear on the screen po
forward, left, right, or backward. Move the mouse in the direction you W
go until the directional arrow points in that direction. Then hold down thé
mouse button to move in that direction. The Spacebar toggles the view %
Bante rosicr ofy snd off. Radio Ranger Center to see if any party members have
Ranger Center otion.

The following options appear at the bottom of the screen when you' ts party information when the roster is displayed.

Ranger Center. Call up the Use command for a specific character.

order items and skills for a selected character when those
us are displayed.

Create Creates a character
Delete Deletes a character
Play Begins play outside Ranger Center

(%)

3crolls through the messages at the bottom of the screen.

&
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ond screen
_ows what items the character has. Enter an item number
_~tions will appear:

TWlasteland™

Combat Commands

Note: Some weapons have a limited range in combat st
weapons, such as knives, axes, fists, etc., are ineffective aatl-o gV
more than 14 feet away. Attacking opponents more thap, gla ;‘ p '

requires projectile weapons, such as throwing knives, pisto|s ﬁeet' 2oload weapon. (Only appears if you choose an ammo clip

When you engage in battle, choose from the following Option,
S

the command’s first letter or clicking on the command with your : qcurrenﬂy favinsns seapon
m

Run Move party or individual character one Spa% :,iigr?m%égr)l i it
Use Use a skill, item, or attribute. . Jrop an item.

Hire Hire a Non-Player Character to join your party, 2 an item

Evade Evade an enemy. n or unequip an item.

Attack Attack an enemy. eorder items.

Weapon Change Weapons : |s commands

Load/Unjam Load and/or Unjam a weapon. /N, press Y or <enter> to accept the option.

<SPACEBAR> Show map of immediate area during combat. o the next screen.)

<CONTROL> A Shgw list of enemy groups and their distance from the p
This will only work with player characters, not hired NPGs
only when your foes are within range of your weapons.

<ESC> Cancels commands.

screen
e character’s skills.

Reorder skills
~ancel commands.
To speed the combat scrolling rate, press the up arrow key on the
keyboard or click on the “fast” command on the screen with the mouse. ¥
make it slow, press the down arrow key on the keyboard or click on the
“slow” command on the screen with the mouse.

s condense the several key strokes needed to give certain
 key stroke. To create a macro function, press <control>
function keys, F1 to F10, simultaneously. A message,
number 01 to 10 corresponding to the number of the

> pressing), will appear in the upper left corner of the

oes, release the <control> and the function key again; the
left corner of the screen will vanish and the macro

n created. Pressing the appropriate function key

at the entire command or series of commands. (Example: If
ass more quickly, press <control> and F1 and then release
AC.01 appears in the upper left corner of the screen. Now
times, and then press <control> and F1. Every

i press F1, time will pass as if you had pressed <ESC>

o function can be erased by pressing and holding down
g the appropriate function key twice.

Viewing Characters

Enter a character’s number to view their statistics. The options YO4&
use in this mode are:

From the first screen

Pool Ppol all the party’s cash and give it to the ¢
viewing.

haracter Y4

Div Cash Divide cash evenly among party

<ESC> Cancels commands
(Press <enter> to go to the next screen.)

(2
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ﬁligbt & Magic Wlorld of Xeen
UCTION TO THE WORLD OF XEEN

o for purchasing World of Xeen. This special CD-ROM version
3 y two games (Clouds of Xeen and Darkside of Xeen) rolled
differences: One, your characters are able to travel from
ther, doubling the size of the world available for exploration.
chnology has made possible the use of digitized speech in all
| for it.

e of the World of Xeen is a flat square. Travel between the

ke world is easy: The small pyramids scattered about Clouds of

' of the world your characters will start on) can be used to travel
i in Castleview on the Darkside, and the Castleview pyramid will
: id outside Vertigo in Clouds of Xeen. Rumor has it there
methods of traveling between the two sides.

e become a flip side explorer, you will be able to complete
quire you to visit both sides of the world. The main quest in
les can be completed without a trip to the other, but there is
uest and ending that will require multiple trips between the two
'New World Computing invites anyone who completes any of

r quests to send us your score. All who complete a quest will
ficate of congratulations for their achievement.

THE SIXTH MIRROR

id a small circle of friends have gathered at a local Tavern in

s the events of the last several months. You conversation bobs
mong subjects in between draughts of ale, but the central topic is
Urring dreams you all shared starting eight months ago.
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am arrived as a nightmare, frightening in its clarity and
al dreamt that you were listening to King Burlock’s adviser,

1O you . It was as though he was talking from a great distance,
i8€ seemed to have been addressed to someone else.

4ge is not a dream. | am sorry to trouble your sleep in this

“aVe no other way to communicate with you. A few months
#ining to be King Burlock’s lost brother, Roland, arrived in court
d himself to the King. Roland had left on a mission into Mount

®
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Might & Magic World of Xepyn

Firestone, many years ago, looking for the passage to the
the Land.” That Roland should return home after all thege ve 2
good news for the king, but I had my reservations. Where ha;\rﬁ Was y,
time, and why hadn’'t he come home sooner? © begy,

dight & Magic World of Xeen~

—od to face Roland and raised my magical defenses,
stronger than 1. Roland came charging around the corner
he saw that I was cornered. Raising his hands above
tion of a sorcerous strike, Roland smiled and said, “What’s
) Are you afraid of what you saw?” Roland continued to
“Feeble old man, your fear of magic you don't

it to our profession.”

Fabled 4

Suspicious of him from the first, [ watched him tell taeg of

treasures and works of power. The artifact that Roland talkeg 2 Cieng
the Sixth Mirror. The Sixth Mirror was the only magic mirroy th Ut mg
be portable, and because of this it had no name. The owney of :: Was m
able to step through it just like the other five Mirrors, but he Coulde Rl
one with him. take

That Roland was obsessed with the Mirror became increasing}
time, but the King did not seem to notice. Rather, King Burlock b:g -
finance expeditions to find the lost mirror. Many brave and pOWerfman
adventurers answered the call, but none succeeded. In spite of repeated ard. Roland failed to deflect the spell. The blades flew out
failures, Roland urged the King to continue the search. ! ipping the flesh from his body. Hope rose within me when I
to him, then despair when he still stood after the attack.
to his grinning skull, and his one remaining eye glared at
Roland was Undead, and that I could not defeat him.

‘ evil magic well, Roland,” I said hopelessly, slumping my
'my head. “I can’t hope to win against such strength.”
thering my energies for one good blast. I looked and

g and advancing, sighed again, and threw my spell.
ancing blades spell flying from me pushed me back against

As the search grew more feverish, King Burlock began to neglect jj
management of the realm. The King's health deteriorated, the servants an
lax in their duties, and the treasury ran dangerously low. I felt that | had g
something and do it soon. I resolved to sleep on it and speak to the Kina

the morning. ed, staring at the figure before me.

nster said. “Call me Lord Xeen, King of the World, for
in a very short time!”

," I began.
told,” Xeen finished for me. “Especially if he doesn’t have
him bad advice.”

sthing more to be said. Xeen made a peculiar gesture with his
n clenched his fist. I felt a pressure on my defenses and on
ly grew intolerable. The blackness took me and I knew no

That very night I awoke to the chill kiss of dark magic being worked
nearby. Rising to my feet, I gathered my robe about me and walked into §
hallway. From there [ was able to hear muffled sounds coming from Rolané
room. Cautiously, I crept up to Roland’s room and looked through the
keyhole.
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To my horror, [ saw Roland sitting cross-legged, holding a black tomes
one hand. From a charcoal diagram on the floor arose the image of @ 0%
spirit in the shape of a knight with horns cresting his helm. Roland was
conversing with it in a harsh tongue I did not recognize.

I must have made some sound then, for Roland abruptly turned a"d :
hard at the door. I backed away from the keyhold immediately, and if B
that I did, for the door suddenly blew off its hinges and slammed @
opposite wall. Fearing for my life, I ran. I ran as fast my old bones WO
me, ran as though the forces of Hell were at my heels. b

They were. as I rounded the first corner of the hallway, SCTea"aIneg ol
help, the chill blast of Roland’s winter magic narrowly missed me- with 0%
through the twisting halls of Burlock’s castle, through rooms dusty ]

and through armories filled with rusting war tools. I took a furi and 1055
myself cornered at the end of a hallway with no means of escaP®

©

2, | found myself in a tower on an island surrounded by

ow [ am able to see King Burlock’s castle across the

e the search parties leaving the castle to look for the

the King knows what ‘Roland’ is, or where [ am. There is
the world with a view like | had, and that is Baron Darzog’s

Mmaterials used to construct the room I am in, I am unable
O escape. The only thing I can do is send these dreams to
5"° will hear and respond. I don't know what Lord Xeen

®



Might & Magic World of Xepyn Might & Magic World of Xeen~

wants the mirror for, but it can’t be good. I fear the ruin of the 250
succeeds. You are the only people in the world with the poisel realy «
to make a weapon capable of slaying Lord Xeen in your laboratel
Newcastle. You must make haste. If Lord Xeen discovers wha . = i

he will destroy you. Yoy are ¢
With that, the dream ends.

The dream had been repeated several times for about tyqg Monthe o
never again. The day after you had your last dream, Newcast|e was dol
by a bolt from the sky, and all its inhabitants were killed. Each ond
realized you may be the only person left alive who received the megea:
you didn’t do anything, nobody would. So you quit your jobs and 4, K '
Vertigo with your life savings. Here you were able to find training in snalk

weapons, and here you met one another.

d since [ last saw Wolrow. He should be back by
safety. I will send a search party for him if he is not

s. | have had positive responses from several volunteers
Prophecy, and they have all indicated that they will arrive
in a few days.

teers continue to pour in. The response is more than
2s and omens continue to point to successful completion of

ing. | sent a search party out to find him today. The
to arrive, and I have been dispatching them to their
a sent word of her willingness to participate in the
tioned that she had taken in a mysterious but chaming
She also said that the emissary from the other side of the
ved.

0
 signs today showed a drop in confidence for the
e Prophecy by 10%! Something is amiss and I cannot read
2nough to tell what it is. I am very worried about Wolrow, and
party discovers him soon.

You talk late into the night, excitement and nervousness in your yoje
the conversation winds down and you are all getting ready to retire for th
night, you agree that tomorrow is the day you will start your adventures,

LOG OF THE DRAGON PHARAOH

Log entry: 3/3/850 F
Last night two meteors impacted Darkside within seconds of each ot

Judging from their trajectory, they must have landed near the volcano7 l h
sent Wolrow to investigate the impact site. The time of the Prophecy dra
near, and I suspect these meteors are a good omen.

Log entry: 3/4/850

Crindr Amn has announced the hatching of 18 healthy childrerg!.l am
happy for her! Not a single one had to be eaten because of deformlt.lﬁ- A
Everything in the world seems to be going right. The initial preparation &
the Prophecy have been flawless, and I anxiously await Queen Kalindras -
response to my request for her aid in the final Prophecy ceremony: 50

Log entry: 3/5/850 il "
I have issued a proclamation requesting volunteers to help fac

final stages of the Prophecy. Responses should be coming in so00n ! ;
! 2
culmination of the Prophecy is so near I can taste it. my servants? On t°P_ of tbxs bad news, c9nf1dence fell to
n as not sent her confirmation of her readiness to complete
: i “s l A 1 . .
Log entry: 3/6/850 ' on of him ¥ E the first day the Ceremony could begin is tomorrow.
Wolrow was expected to return today, but there is no sig 0
probably took some extra time to study the meteor phenomeno™
yet received a response from Queen Kalindra or any volunteers:

®

ed another 3% this morning, but returned to its previous
. There is some chaotic factor in the equation now, and

n confidence makes my tail twitch nervously. The

ped arriving, and I sent the last one to his post today. All
the Queen to complete her task, the emissary to arrive, and
to arrive.

=
5
=3
Qo
<
jab)
(@]
=

O
e))
©

=

o3

=

o2

=

returned with bad news today. They reported that they
oach the meteor impact site because a rebel army was
ebel army!? Led by who? Who would dare challenge my
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3/850
4 /ﬁsrst day the Prophecy can be completed. I have not heard
Scouts report that the revel army is both growing in number
ard the royal pyramid. Confidence has fallen to 40% and
the hour. I have sent messages to my monstrous allies
o the situation and asking them to muster their armies and
se. My tail lashes in agitation.

/850

M y Queen has not responded to my attempts to contact her

2 Orcs sent a message stating that they were involved in religious
id were, sadly, unable to come to my aid at this time. As soon as
‘a're over in a month, however, they will be happy to come.

ot a simple refusal. I have not heard from any of my other allies.

t the rebel army’s arrival tomorrow. Since confidence fell to 20%
ded to recall the volunteers and shore up my defenses.

cate the sudden building of a dungeon on the Isle of Lost

e near the meteor impact site.

/850

y besieged the pyramid today. I can see from the window
members of the army are my former allies. There have been
from the Sprites and the Gremlins, the last delivered with insults
ary from the rebel army demands my surrender to his

I refused, of course. He cannot possibly have the key to the
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88 the key. He must have taken it from Queen Kalindra. His

the pyramid and has been battling my forces all day. The
lost, and my forces seem unable to hold the rest. Elinger,
advisor, reports that Castle Kalindra has been “moved out of
est of the world, and is impossible to enter. He also reports

, Elves, Dwarves, and Gnomes have been confined to a small
iew town.

850

d my forces to surrender to save their lives. I have set the
level of the pyramid to prevent unauthorized entry, and I am
i work. Unfortunately, I am now virtually powerless. While the
Siter here, | cannot leave. Elinger informs me that he has taken
. €nsure his safety in his tower in Castleview. Confidence has
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Log entry: 5/7/850 I
Nothing has changed in a month. Alamar’s army is unable 4 : _ A Je A 9
final seal. His emissary demands my surrender every day - | WOn(c)i Pasg the b )
will grow tired of asking. To deepen my troubles, Alamar hag B d.er Whep f ey
has captured the emissary from the other side of the world. princlcated thayy
and has sent his own ambassador there. Alamar seems firmly i ce Ro
Darkside now, and it doesn'’t look like he is going to rule very we||0 MMang
be something I can do to influence events. I will try to contact the Q.Il: ;

tomorrow.

Might & Magic TWorld of Xeen~

A BEGINNER’S GUIDE
TO COMPUTER ROLE-PLAYING

Congratulations on your purchase of World of Xeen. Refer to the
Reference Card for instructions on installing the game. When yoy begin, ual
will be presented with a choice of playing the game in Warrior mode gp .
Adventuring mode. The game will be less combat intensive in Adven
mode. Once you make this decision you will be unable to change it until yoy
start a completely new game.

If you are new to the world of computer role-playing game (CPRG), you
want to read the rest of this section before you get started. If you just can't
wait, you can jump right into the game and use the reference card to help y
along.

In Might and Magic: World of Xeen, you (the player) will be represented
six characters in a party. You will begin the game with a set of default
characters just outside of the Tavern. The Tavern is the place you go to Wi
you want to rearrange your party, create new characters, get rumor and
advice, and buy food. If you want to make your own characters, go to
Tavern. If you are on Darkside, you will find a staircase that leads to the
Tavern check-in. If you are on the Clouds side, you will check-in ata d '
Tavern will tell you what your choices are once you check in. If you ‘f’am
information on using the Tavern or creating a character, see the section on
character creation. t

Each character will have a name, profession, and statistics aSSlgned':;‘
that represent its capabilities, such as strength and intelligence. Pefhag;ﬁ
most important statistic for all characters is hit points. Hit points repr
how much personal damage a character can withstand before f;lhng
unconscious. If your character’s hit points fall below zero, he V‘{’” g0 3 aract®
unconscious. If the character is hit while unconscious, he will die- orade
can start with anywhere from 1 to about 40 hit points. Since the av‘th o
sword blow will do about 6 hit points, a weak character could fall Wi
one or two blows.
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s a prime statistic for Ninjas and Rangers. Everyone, including
a speed rating. If your character’s speed is higher than the
get the first action in combat.

Might & Magic World of Xepyn \

The next most important statistic is your character’s leve]
game, your characters will gain experience points through def > Yoy
and completing quests. When you have enough experience poe.ah’lsi \
become eligible to advance to the next level. When your leve] ilnts,
hit points and fighting ability will improve. Ncrey

g is a prime statistic for Archers and Ninjas. Accuracy helps
other or not you hit a monster with a weapon or spell when

While you will spend a lot of time fighting monsters, YOU Will alen s
time when you are free to explore the land of Xeen. There are rl 0
places to visit, but the places you will frequent the most wi| be th
the towns you will be able to find shops and services where ® toung
equipment, learn spells, and get healed.

the prime statistic for Robbers. Luck improves you chances of
stile spell or avoiding a trap.

YOU can s, ,

can by 1 left corner of the screen you will see a portrait of your
P : it a different portrait, use the UP/DOWN arrow keys to
For the befiinning player, Samputer rolerplaying games i t you choosz determines the race and sex of youry
confusing at first. We've done our best to make sure World of Xeen is gy E
learn and fun to play. Once you get the hang of it, we're sure you s

lot of fun.

Ethe numbers is a list of the ten classes of characters. If the
or one of the classes is high enough, that class will be
ing that you could pick that class if you wanted.

CREATING YOUR CHARACTERS

WOrld of Xeen starts you off with a set of six pre-made character
These characters have all the equipment and abilities necessary to begin
game, and are just fine to use if you don’t want to create your own chara

u want isn't highlighted, you can either reroll the character
around until you get the class you want. To reroll, type R
| icon. To swap statistics, type the first letters of the
exchange or click on their icons.

Creating a character is easy. Whenever you want to make a characte
go to any Tavern and check in. Once you have checked in, select (C)reate
character to get to the character creation screen.

 satisfied with your statistics and the class you want is
LEFT/RIGHT arrows and press ENTER, or click on your
r class. Now click on the create icon, or press C on your

The character creation screen is where you will make your characls : er will now ask you to name your character. Press the
don’t want to make this character, otherwise get creative

There are seven numbers in a column next to some mysterious letters. I ,
letters are the statistics for your character, and this is what they mean: 1e. That's all there is to making a character.

Magt: Might is a prime statistic for Knights and Paladins. Might @
damage your character does when you hit a monster. Might also is US
break down doors and lift or destroy certain objects.

Int: Intellect is a prime statistic for Archers, Sorcerors, Dn:xidS, and ,
Rangers. This statistic helps determine how many spell points yous
character will get if you are one of these classes. i
Per: Personality is a prime statistic for Clerics, Druids, Raf_‘ge’s’
Paladins. This statistic helps determine how many spell points
character will get if you are one of these classes. R g

End: Endurance is a prime statistic for Paladins, Barbarians: o b
Endurance helps determine how many hit points your chara
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Portrait: Shows the character’s portrait, race, sex, and class.
ow buttons scroll through the list of available portraits.

Statistics: Displays statistics. To change them, press R or click
icon. To swap statistics, select the icon of the statistics you want

Classes: Displays the ten character classes. If your statistics
ur character to be a particular class, that class will be

O
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5t: Displays a list of skills that this character would start with if
‘-,f'? ed it.

CTER CLASSES AND RACES

facters have a class and a race. Here is an explanation of the ten classes.

PTime statistic (15 or greater): Might

- is the best fighter in the game. Able to use any kind of weapon
the Knight will dish out more damage than any other character.
Starts out with the Arms Master skill and gets more hit points

but the Barbarian. The Knight cannot cast any spells.

©
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Paladin: Prime statistic (13 or greater): Might, Personalig,
The Paladin is a good fighter, but not as good as the Knitsi’]' g
can use any kind of weapon or armor, but his hit Points tge LT
than the Knight’s. The Paladin starts with the Crusadey skil ot
to cast Cleric spells. and {

4‘-;; ht & Magic Wlorld of Xeen™

e statistic (12 or greater): Intellect, Personality, Endurance,

' qood fighter. Rangers are able to use most weapons and
both Cleric and Sorcerer spells to a limited degree.

e game with the Pathfinder skill.

Archer: Prime statistic (13 or greater): Intellect, ACCUTaCy
The Archer is as good a fighter as the Paladin. The Archer &,

ability to cast Sorcerer spells, but is unable to wear armqy hag s

* at shows the specific advantages and disadvantages of

chain mail or use a shielf. The Archer starts with no secondary g Attacks** Skill Spells
Cleric: Prime statistic (13 or greater): Personality 5 Arms Master No
The Cleric is a fair fighter, but is not allowed to use edgegd weaill 6 Crusader Yes
missile weapons. On the bright side, the Cleric can use splint ma e 6 None Yes
lighter and has twice as many spell points available for casting Cler 7 None Yes
as the Paladin. The Cleric starts with no secondary skills, i 8 Cartography Yes
Sorcerer: Prime statistic (13 or greater): Intellect g %;E:zry :g
The Sorcerer is a poor fighter. Sorcerers are only able to wear rok 4 Hone ry No
use staves and daggers. Sorcerer spells are the most destructive jn i 7 i aciionSonie e
game, and they have twice as many spell points as the Archer. 6 Pathfindin oo
Sorcerer starts with the Cartography skill g

Robber: Prime statistic (13 or greater): Luck

The Robber is a fair fighter, but is unable to use any armor heavier |  to gain an attack.

chain mail. Robbers can use any one-handed weapon and shield, but

cannot cast spells. The Robber begins the game with the Thievery s et the races:

lumans are is pretty obvious. All Humans start with the

Ninja: Prime statistic (13 or greater): Speed, Accuracy B 1avc 2 small resistance to spells

The Ninja is a good fighter, but is limited to ring mail or lighter arme
cannot use a shield. Ninjas can use most, but not all, weapons. 1WS&
weapons are limited to staff and naginata. The Ninja starts with the
Thievery skill and is unable to cast spells.
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e tall, slender people that are unusually well adapted to
ves are slightly resistant to some spells and make very good

rcerers. They aren’t as tough as the other races, however,

Barbarian: Prime statistic (15 or greater): Endurance " less hit points.

The Barbarian is almost as good a fight as the Knight, bu : 3
armor heavier than scale mail. Barbarians can use most shie
weapons. The Barbarian cannot cast spells and starts with no 5€

skills.

Druid: Prime statistic (15 or greater): Intellect, Personalllty i
The Druid is a poor fighter. Druids are only able to use light al
weapons, but they can cast both Cleric and Sorcerer spells to
degree. Druids start the game with the Direction Sense ski
many spell points as Rangers

are short and stocky and tough. Dwarves are slightly
spells, but they are especially resistant to poison. They
and good Knights. Dwarves begin the game with the
skill.

mes are smaller than dwarves and not near as tough.
- 800d spell casters, but they tend to have less hit points than
except Elves. Gnomes begin the game with the Direction

©
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Half-Orcs: Half-Orcs are a cross between a Human gy, q
are the toughest of the races players can choose, byt the
stupidest. Half-Orcs make excellent Knights and Barbaﬁay are gg,
the worst spell casters and Robbers. 1S, byt s

flight & Magic World of Xeen~

> look at a character in your party before you leave the

i the function number of the character you wish to view. The
s F1, the second is F2, and so on. Doing this uwll bring up a
character’s abilities and equipment.

! 4 . )
ake a mistake and create a character you don’t want, you

3_, the D key and the number (1-4) of the character that you

r click on the delete icon and the portrait of the character you
i Remember that any character deleted like this is gone

yany equipment the character had in his pack as well.

Below is a chart that explains the advantages and disaq
five races.

Vantages d|

|
Race HP Mod Thievery SP/Lvl Mod Skills 1
Human 0 0 None

Elf ) 10 Sre +.2 il‘::\e atisfied with your party, hit the ESC key to begin your
Dwarf 1 5 Src/Clrc -1 Spot Se ‘

Gnome -1 10 Src/Clrc +1 Dan S -

Half-Orc 2 -10 Src/Clrc -2 None @8

The information listed above will be very helpful in creating charas
determining which Races and Classes will make the most effective ad
Robbers initially have a Thievery base of 30 plus 2 points per leyel. N
initially have a Thievery base of 15 and gain 2 points per level, |

REVIEWING AND
ASSEMBLING YOUR PARTY

Once you have created your character, you have to put them i
party. If you are just starting the game and have created a custom seté
characters, you will need to remove the old characters. Just hit the R ki
type the function key of the character you want to remove (the first c8
on the left is number one) or click on the remove icon and click on thes
of the character you want to remove.
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You can only have six characters in your party at any time. You can %
some, none, or all the default characters in the party. It's up to Yo ° ‘
character to your party, click on the face of the character or press a ' -
key (1-4). The character will take the next available slot in your i
don’t see the portrait of the character that you wish to add, use the wrond
UP/DOWN ARROW KEYS to find it. Don't worry if you select €

character - just remove that character as directed above.

vtow: This is where the action of the game takes place. All
Objects, and scenery appear here.

_}}-“ : Displays the overhead view of the area you are in if you
Wizard Eye spell or the Cartography skill. Click on the View
OF press the = key to switch between the View Window and the

cons: Clicking on these icons or pressing their keyboard
S Will activate them. For a complete description, see the

ng topic.
o ©
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4 Character Portraits: Displays the portraits of your ¢},
a character portrait or pressing a function key wj|
character screen.

aracte: ]
bring Up ‘ i

5 Direction Icons: Click on these icons to move aroypq
- Yoy
the arrow keys on your keyboard to move. Can sy,

ADVENTURING

The game screen has five parts to it. They are the Display w;
View Window, the Option icons, the Character Portraits, and the Dirpepe
icons. here is an explanation of each: Tection

Display Window: The Display window is where you see all of the
the game take place. At the edges of the screen are several “party’s litle
helpers”. Each of these gargoyles will move in some way when activated g
you know that something is happening. The gargoyle with the wings on the ‘
left side of the screen flaps when the Levitate spell is on. The gargoyle on fe
right side of the screen waves its arm when you are in front of a thin wall and
have the Secret Doors skill. The bat on top of the screen will move its mogh
when monsters can see you and one of your characters has the Danger Sense
skill.

The two gargoyle heads on the left and right of the Display window wil
shake and nod their head every time you are confronted with a yes/no of
“who will” question and you have the Clairvoyance spell active. If answer i
yes/no question will get you treasure and there is no trap, both of the heads
will nod. If there is treasure and there is a trap, one of the heads will nod and
the other will shake its head. If there is no trap with no treasure, both
shake their heads.

There are also four small gems in the corners of the Display window 2 y
large gem on the bottom of the display. The corner gems will turn green gt
have certain protection spells active. The upper left is for fire, th? upper
is for electricity, the bottom left is for cold, and the bottom right i5 for
The center gem can be clicked on to bring up the control pan?l- .
section on the control panel for more information on that subject:

, izard EV€ , % N
View Window: If you don't have the Cartography skill or the W;Z?he v % \ :
spell, the Might and Magic logo will be displayed here. If yo-ut:rzvveﬁi of 7 / 7 Ny f : ?
Cartography skill, and click on the logo, you will see a minia o vi / 7 0 5 N
full automap displayed. If you have the Wizard Eye spell active, Y90 : » : : /,//4 (///////A’ﬂ/f/ Shidity \\ )

: to ye-
map of the area around you, including places you haven t been

®
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You will be able to toggle between your automap (showip, .
have been to) and the Wizard Eue spell by clicking on the aut e
the = key. Omap.

Option Icons: These are nine icons just below the Viey, wingd
will be available for you to click on during normal adventuﬁng 8
their keyboard equivalents. Here is a list of what they can do: or yo

Shoot (S): All party members equipped with a missjje Weatl
the direction the party is facing. Pon

Cast (C): Brings up the Cast Spell window. Click on this i
.type C to cast the readied spell of the spell caster selecteq '“ !
change the selected character by clicking on the portrait of the 6 I
or selecting his function key. You can change the readied spel| by
the ‘new’ button or pressing the N key. This will bring up a list of ene
available to the selected character. Click on the spell you want to cagt o
the arrow keys to select it and press ENTER. The spell is now ready ¥
be cast. ’

Rest (R): Restores the party’s hit points and spell points provid
- is at least one unit of food for every member of the party. Res
turn off most active spells and advance the time by eight hours. Resting;
monsters can see you is hazardous to your health.

Bash (B): This command is used when you want to try to breal
locked door or break through a thin wall. The Might of your first#
conscious characters is combined and tested against the strength of the@
or wall. If yours is higher, the obstacle will bash in. Your characters Wil
small amount of damage for doing this. j,

Dismiss (D): Sends a party member back to the Tavern in (e
-or Vertigo. At least one character must remain in the party. |

View Quests (V): Displays the Quest window. See the section€ |
Quests, Items, and Notes for more information. ]
urrently in- £

gotﬂ’lﬂ i

1 Cha

Automap (M): Displays the map of the area you are €
-automap records all the places you have been since you

Cartography skill. ol
Information (I): Displays the Game Information windo\*;S- hoW
.windows lists the tame, date, year, and day of the week. e

which spells the party has active, such as Light or Protection 1e

t. THE
Quick Reference (Q): Displays the Quick Reference cha \
-lists the party’s vital statistics, gold, gems, and food. |

%)

Right & Magic TWorld of Xeen™

traits: The character portraits show pictures of all the

. You can tell at a glance the current condition of

If they look like they are asleep, they are probably

p. If they look sick, they are probably poisoned or
acter has a gem below his portrait. This gem will be

acter is at full hit points. Them gem will be yellow if the

maximum, red if the character has 25% or less of his hit
e if the character has zero or less. If the character’s hit
increased beyond his maximum, the gem will be

acter portrait or select a character’s function key (the
e left uses function key F1), you will see a detailed list of
tics. You can find more information about this screen in
en section.

s: The direction icons are in the bottom right corner of the

using the mouse to get around, click on these to move.
will make your party stand still and turn 90° in the

The side arrows will make you slide left or right without
g. The direction arrows on the keyboard work the same

or right with the keyboard, you must hold the CONTROL

 you press the LEFT or RIGHT arrow.
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Might & Magic THorld of Xepy ,
CHARACTER SCREEN

CONTROL PANEL

Control Ponel

L O o

SOUEs

lood LRt s DO

Mr [ izord: Help

Covrrent Come = The Hermig

Control Panel
| a character portrait or select the function key of a character,
elf in the Character Screen. Here you will see an icon for
er’s statistics. Might, Endurance, Speed, Accuracy,

e, and Luck have already been explained. Clicking on

you what your current and maximum scores are as well as

) your statistic. The other statistics are listed below:

acter begins the game at age 18. Clicking on this icon
ur character’s birthday, his natural age, and his current
for a character to be older than his natural age through
character grows older, some of his statistics will

)

If you press the TAB key or click on the big gem in the middle of th
Display Window, you will bring up the Control Panel window. Here is 3
the functions available in the Control Panel: 1

Effects (E): Turns the sounds effects on and off.
Music (M): Turns the music on and off.
Load (L): Allows you to load a previously saved game.

Save (S): Allows you to save the game in its current location. Your
is also automatically saved whenever you enter a tavern.

L2
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Save As (A): Allows you to save the current game in its presenti
in a different name.

Quit (Q): Quits the game and exits to DOS. 7
Help (W): This lets you beg Mr. Wizard to teleport your party to j u‘t;echatl:lac;(]er‘s cu}'rgnt anq maximum armor class. The
will take all the gems the party has on hand and return the 1|’ 1, the harder it is to hit your character.

Castleview or Vertigo. Think carefully before you use this.

our character’s current level, maximum level, and the
acks per round your character receives.

Your character’s current and maximum hit points.

character’s current and maximum spell points.

your character’s current resistances to spells and

. The higher the number, the better the protection. A

&N immunity from an attack, but will reduce the damage your
Om that attack considerably.

%)
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se: Shows your current experience points and the number of
points your character will need for the next level.

1d: Shows how much gold your party has on hand and how
as in the bank.

3s: Shows how many gems your party has on hand and how

the bank.

pd: Shows how many units of food your characters have and

Jays that it will last.

Tm active protection spells.

lecting this option brings up the Inventory screen.

ference (Q): Displays the Quick Reference chart. This chart
's vital statistics, gold, gems, and food.

: Selecting this option exchanges the position of the
are viewing with the position of the character you

)2 Brings you back to the Adventure screen.
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Might & Magic World of Xepyn
QUESTS, ITEMS, AND NOTEg

lf you select the View Quests window from the adventuﬁ
will be presented with 3 choices: Quests, Notes, and Itemng Se?g Cregy,
will display all of the quests the party is currently involved i, Szl Qe
will display all the significant messages the party has enCOUntere:cﬁm b
items will display all of the items the party has that are Necessapy 1o 8 %
the game. ™ 10 copy

INVENTORY SCREEN

MWeopons for Sir Conegn the |
21 1) Cutlos= ﬁ
. 2) Short bouw
3) Cudgel
4) Pegger
5) Short sword
6) Hond oxe

leap (rmor R ces | isc [quip (em Wige fwest [0

Inventory Screen

If you select the inventory screen a list of all the weapons the charw
has in his backpack will appear. Here is a list of your option in the

screen:
Equip (E): Readies a weapon, item, or armor for use. You mgt“;:‘

item before it will work. You will not be able to equip an item
character’s class cannot use. You also cannot equip three sWO
rings, eftc.

rds or €

Remove (R): Unequips an item from your character. ‘

this
Discard (D): Eliminates an item from your inventory. If you useé
command, you will lose this item for good.

Weapon (W): Presents the weapons inventory.

Armor (A): Presents the armor inventory.

Accessories (C): Presents the accessories inventory-
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IHONTITE — ous (M): Presents the miscellaneous items inventory.
H” "(?(",u . S, A,.‘/ . kB ): Presents the quest items inventory.

"

~n item has some sort of special use or can cast a spell, you
i#h this command.

SECONDARY SKILLS

y skills are additional abilities your characters learn during the
¢ do mnay different things ranging from improving your ability
Wou detect secret doors. Not all of your characters will start
skills, but any character can learn as many as they can find
'(Except Thievery - only Ninjas and Thieves may ever have

of the skills you can find:

This skill lets you pick locks on chests and doors. This is the
at has a rating. The higher the skill, the better your chance of

This skill allows your character to swim in water as long as you

A\ and. All characters in the party must have this skill for it to
W'

| . : i This skill allows you to move through a dense forest. At least
. 2rs must have this skill for it to work.

Allows you to move over mountains. At least two characters
kill for it to work.
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her: Enables the automapping feature. Only one character
e this skill before it will work.

e: This skill makes the large gem in the center of the
en display your facing. It will also print an arrow that points
1 the party is facing in the automap.

®t Doors: Causes a gargoyle on the adventuring screen to
MWhen the party approaches a thin wall.

€: This skill causes the bat at the top of the adventuring
ate when monsters can see your party.

*€r: This skill increases your chance to hit during combat. The

= INCrease is directly related to the level of the character.

i WS entrance to certain areas of the game. All party
S0 Wish to enter these areas must possess this skill.
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e than one monster, you can choose which monster you
o to fight by pressing 1, 2, or 3. This will highlight the name of
#ing you know which monster is targeted.

Might & Magic World of Xepyn
COMBAT

A you adventure, you will encounter lots of Monsterg
need to defeat. If you begin fighting with some monsters_ ¢ Who
replace the normal adventuring icons. Here is a list of theg
reading from top left to bottom right:

Quick Fight (F): Battles the opponent (s) using the Curre
option settings. Holding down the mouse button whjle thent * R
the Quick Fight icon will rapidly run through the party's attap:kl:t 2

possible to trade and equip weapons and armor during
onally the need to exchange items between players will arise

b adversaries who cannot be harmed by the weapons they are
with. To accomplish this during combat, simply press the
etion key or click on the character’s portrait to call up the

ben. Then select the Items option to bring up the Inventory
sesible to have both a missile weapon and a melee weapon

e same time.

he COm

bat o
€ New j ~Ong,

- Cast (C): Same as in adventuring mode.

' Attack (A): Attacks the targeted opponent with whateyer

v I
character has equipped. €apon

.Use (U): Brings up the character’s inventory window, where he
equip, remove, or use an item.

Run (R ): If successful, the character will run to a safe location ne
and rejoin the party after the battle.
Block (B): Directs your character to try to block the next attack ag
him.
Quick Fight Option (O): Sets your quick fight option. You can di
a party member to attack, cast a readied spell, block, or run when
quick fight option is selected.
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- Information (I): Same as in adventuring mode.

821 Quick Reference Mode (Q): Same as in adventuring iodé

When the fight begins, your fastest character will be highlightefi- ,Yw-
have the opportunity to select any of the options listed above by lem r
their icons or pressing their keyboard equivalents. After you have fi wil
selecting the option for the highlighted character, a different charactef
become highlight. the @

Whenever you hit a monster, a red splat will appear briefly Of” v sl
The bigger the splat, the more damage you did to the monster. It ¥ 3
spell or an item that does a different kind of damage, the splat ma
a fire burst, or an electrical charge, or something else.

uox ,

\\

fill
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Might & Magic TWorld of Xepyn
SPELLS

Clerics, Druids, Sorcerers, Paladins, Rangers, and Arche
cast spells. The most powerful spell casters are Sorcerers and Crls an
are next, then Paladins, Archers, and Rangers. erics,

All spell require spell points to cast, and some require gems
character’s spell points are partly determined by one of thejy Stat?:t;
for Sorcerers and Archers, Personality for Clerics and Palading. D Cs: I
Rangers use both Intellect and Personality to determine spe]| p°int:uds
factor that determines spell points is the level of the character. '

There are two kinds of spells: Cleric and Sorcerer. Most Clerie spells
involve healing and protection. Most Sorcerer spells are offensive g
Sorcerers and Archers may only cast Sorcerer spells. Clerics and p.
only cast Cleric spells. Druids and Rangers may cast both to a limited dea

Many spells that increase statistics or change your environment, such a
Bless or Light, have a limited duration. Such spells will expire when your s
rests or with the coming of dawn. You can get the most out of these spells by
casting them just after dawn, thus maximizing their duration.
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Might & Magic World of Xeen~
CLERIC SPELLS :

Y=

=

Acid Spray

Cost: 8 Spell Points

Object:  All Visible Monsters

Caster sprays a fine acid mist on all the monsters in front of him_ inflic

: ti
Poison damage on each monster. g 15 popss

Awaken
Cost: 1 Spell Point
Object:  Party

Pulls all sleeping party members from their slumber, canceling the S| Egp ]

Beast Master

Cost: 5 Spell Points and 2 Gems

Object: 1 Group of Animals

Hypnotizes a group of animals into stillness until they overcome the spel],

Bless
Cost: 2 Spell Points per Level & 1 Gem
Object: 1 Party Member

Improves the armor class of a character by 1 per level of the caster.

Cold Ray

Cost: 2 Spell Points per Level & 4 Gems
Object:  All visible monsters

A cone of absolute zero springs from the caster's hand momentarily, inflicting 24
points of Cold damage per level of the caster on all visible monsters.

Create Food
Cost: 20 Spell Points and 5 Gems
Object: Party

Creates one unit of food for each living party member.

Cure Disease

Cost: 10 Spell Points

Object: 1 Party Member

Removes the DISEASED condition from a character.

Cure Paralysis

Cost: 12 Spell Points

Object: 1 Party Member

Removes the PARALYZED condition from a character.
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,|| Points
Member

ONED condition from a character.

ell Points
Member
e character of 15 points of damage.

ction
Points and 10 Gems

sts Light, Protection from all elements, Heroism, Holy Bonus, and
qain basement price of 75 spell points.
|| Points

of monsters with biting, stinging, burrowing, gouging, and chewing
points of Physical damage on each monster.

tion
ell Points and 20 Gems

of all damage short of ERADICATION.

, Il Points and 5 Gems

O ;
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flame at one monster, inflicting 100 points of Fire damage

ell Point
Member
battle wounds and scrapes, restoring 6 hit points to an injured

‘ Points

to a monster, inflicting 6 points of Physical Damage.
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Frostbite

Cost: 7 Spell Points

Object: 1 Monster

Draws the body heat out of a monster, inflicting 35 points of Co|q damage

Heroism
Cost: 2 Spell Points per Level & 3 Gems
Object: 1 Party Member

Increases the temporary level of a character by 1 per level of the caster

Holy Bonus

Cost: 2 Spell Points per Level & 1 Gem
Object: 1 Party Member

Increases the damage inflicted by a character when fighting by 1 point per level
caster.

Holy Word

Cost: 100 Spell Points and 20 Gems
Object: 1 Group of Undead

Completely removes the animating magic of the Undead, returning them to the dugt
from whence they came.

of the

Hypnotize

Cost: 15 Spell Points and 4 Gems
Object:  Group

Like Beast Master, this spell hypnotizes a group of monsters into stillness until they
overcome the spell, except that it works on monsters rather than animals.

Light

Cost: 1 Spell Point

Object:  Party

Fills a dungeon with a steady, soft light until the party rests.

Mass Distortion
Cost: 75 Spell Points and 10 Gems
Object:  Group

. ik ool
Increases the weight of your opponents, effectively removing half their hit poif

Moon Ray
Cost: 60 Spell Points and 10 Gems
Object:  All Visible Monsters and Party +ch par¥

Inflicts 30 points of Energy damage to each monster in sight and cures €
member of 30 points of damage.
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Nature’s Cure

Cost: 6 Spell Points

Object: 1 Party Member

Heals a character of 25 points of damage.

Pain

Cost: 4 Spell Points

Object:  Group

Stimulates the pain centers of your opponent’s brains, inflicting 8 Points

damage. o th

Power Cure

Cost: 2 Spell Points per Level & 3 Gems

Object: 1 Party Member

Heals a character of 2-12 points of damage per level of the caster,

Protection From Elements

Cost: 1 Spell Point per Level & 1 Gem
Object:  Party

Reduces the damage the party receives from the elements. The caster can chogse
which element this applies to when the spell is cast.

Raise Dead
Cost: 50 Spell Points and 10 Gems
Object: 1 Party Member

Removes the DEAD condition from a character

SN e PP
T a3 L X7 e
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Resurrection

Cost: 125 Spell Points and 20 Gems

Object: 1 Party Member

Removes the ERADICATED condition from a character.

Revitalize
Cost: 2 Spell Points
Object: 1 Party Member

Removes the WEAK condition from a character.

Sparks

Cost: 1 Spell Point per Level & 1 Gem

Object:  Group 3
Envelops the monsters in an electrically charged gas cloud, inflicting 2 POIR
Electrical damage per level of the caster.
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Stone to Flesh
Cost: 35 Spell Points and 5 Gems
Object: Removes the STONED condition from a character

 Might & Magic World of Xeen~

Sun Ray

Cost: 150 Spell Points and 20 Gems

Object:  All Visible Monsters

Shines the intensified light of the sun into all monsters in front of the

c :
200 points of Energy damage on each monster. aster, infly

Suppress Disease

Cost: 5 Spell Points

Object: 1 Party Member

Slows the effect of disease on a character, but does not remove the DISEASED
condition.

Suppress Poison

Cost: 4 Spell Points

Object: 1 Party Member

Slows the effect of poison on a character, but does not remove the POISONED
condition.

Town Portal

Cost: 30 Spell Points and 5 Gems
Object:  Party

Teleports the party to the town of your choice.

Turn Undead

Cost: 5 Spell Points and 2 Gems

Object: 1 Group of Undead

Weakens the evil magic that animates the Undead, inflicting 25 points of damage.

Walk on Water
Cost: 7 Spell Points
Object:  Party

Allows the party to walk over both shallow and deep water.
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SORCERER SPELLS

-_;, per level & 1 Gem

Awaken }
Cost: 1 Spell Point d from the caster’s clenched fist, inflicting 2-6 points of Energy
Object:  Party o caster.

Pulls all sleeping party members from their slumber, canceling the gj EE
|l Points and 10 Gems

Clairvoyance
Cost: 5 Spell Points and 2 Gems
Object:  Party e square forward, regardless of barriers. This spell may succeed in

Causes the two gargoyle heads on the screen to animate and give aq

sport spell fails.
yes/no decisions, usually chests. ]

Vice for pam.

Dancing Sword

Cost: 3 Spell Points per Level & 10 Gems
Object:  Group

Similar to Shrapmetal, the dancing sword spell creates hundreds of razoy sharp b
that strip the flesh from your foes. Dancing Sword inflicts 6-14 points of Phucie
damage per level of the caster,

ell Points and 5 Gems

ature of the air around a group of monsters to absolute zero for a
) 0 points of Cold damage on each monster.

Day of Sorcery

Cost: 40 Spell Points and 10 Gems
Object:  Party

This spell is a super saver plan that simultaneously casts Light, Levitate, Wizard By
Clairvoyance, and Power Shield on all party members. )

e opponents the caster points to.

Detect Monster
Cost: 6 Spell Points losion within a group of monsters, inflicting 3-7 points of Fire
Object:  Party th

Shows the location of all the monsters near the party.
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Dragon Sleep ell Points and 10 Gems
Cost: 10 Spell Points and 4 Gems T

Object: 1 dragon

Puts a dragon to sleep, much the same way a sleep spell puts humans to sleep-

Elemental Storm

Cost: 100 Spell Points and 10 Gems
Object: ~ All Visible Monsters ,
Pounds all the monsters in front of the party with a storm of magical enerdys

150 points of a random damage type to each monster. N of the monsters the party is fighting.

Enchant Item

Cost: 30 Spell Points and 20 Gems

Object: 1 Item

Bestows magical power to an item that has none. The more power
better the chance for a powerful item.

ful the cat#¢
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Implosion

Cost: 100 Spell Points and 20 Gems

Object: 1 Monster

The ultimate in monster killing, Implosion concentrates loca] gravi
monster, annihilating all but the most powerful opponents. Implo

Points per Level & 2 Gems

Y inside gh , f the caster.

sion j
points of Energy Damage. O inflicts § 0
Incinerate oints & 2 Gems
i i gk g 1 to magically return to a place you have already been. Cast the

Object: 1 Monster
Shoots a stream of fire at one monster, inflicting 250 points of Fire damag,

» beacon, and again when you wish to return. Each party member
7 beacon.

Inferno !
Cost: 75 Spell Points and 10 Gems | Points
Object:  Group
Engulfs one group of monsters in magical fire, inflicting 250 points of Fire s
one group.

one opponent, inflicting 8 points of Magical damage.

Insect Spray

Cost: 5 Spell Points and 1 Gem

Object:  Group

Coats a group of monsters with a poison specially designed to kill insects,

Item to Gold

Cost: 20 Spell Points and 10 Gems
Object: 1 Item

Converts an item into an amount of gold pieces equal to the value of the item
(Merchant skill not included).

ell Points and 10 Gems

proved version of Lightning Bolt, inflicting 150 points of Electrical
of monsters.

Il Points and 10 Gems
monsters
into each square in front of the party. The arrows do 10 points
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Jump

Cost: 4 Spell Points

Object:  Party )
Puts enough strength into the legs of the party to jump over one square, provided
are no walls of matter or magic. This spell cannot be used in combat.

Points per Level & 2 Gems
lember

cted on a party member by a number equal to the level of the

Il Points and 10 Gems

Levitate
Cost: 5 Spell Points Monsters ’
Object: Party s from the caster’s palm, inflicting 80 points of a random

g into P y
Imparts weightlessness to the party members, preventing them from falling

traps, quagmires, through the clouds, etc.
2ll Points and 10 Gems

Light
CO#! 1 Spell Point €S t0 an item that has at least one charge remaining. There is a
Object:  Party Will destroy the item.

Fills a dungeon with a steady, soft light until the party rests.
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THE LEGEND OF
THE UNIFICATION

“turies ago, the Ancients created Xeen and a thousand worlds
ents scattered these worlds like seeds among the stars,

ple across the universe. Though the depth of variety among
astonishing, each one had a common goal: to reach and

art and achieve its full destiny. This process is called the

Shrapmetal

Cost: 1 Spell Point per Level & 1 Gem

Object:  Group

Sprays a group of monsters with sharp metal fragments, inflicting 2

damage per level of the caster. Points of py

Sleep
Cost: 3 Spell Points and 1 Gem
Object:  Group

Puts a group of monsters to sleep until they overcome the spell or ae d

Star Burst

Cost: 200 Spell Points and 20 Gems
Object:  All Visible Monsters

Includes all monsters in front of the party in a massive explosion, inflicting 500
of Physical damage on each monster. :

; worlds has its own Guardian to watch over it and ensure the
orld’s destiny. The journey of a world through the jungle of
and dangerous, and a world without a Guardian is a

1e is right and the moons are aligned, the Guardian of Xeen

Super Shelter . s throughout both Lands to announce the upcoming
Co§t: 15 Spell Points and 5 Gems ardian will open the pyramids to travelers who wish to
Object:  Party e of the world to the other. The peoples of Xeen, long

Hides the party from the monsters in unsafe places, permitting them to rest with
incident.

another by the impenetrable barriers of the natural world,
o meet and trade. Preparations for the upcoming Unification
‘the people will feast and dance with joy. The Guardian will
 the chance to awaken the Four Slumbering Servants for the
is one servant of Fire, one of Air, one of Water, and one of

Teleport

Cost: 10 Spell Points
Object:  Party 7
Moves the party up to 9 squares in the direction the party is facing, regardless of |
obstacles. ' the
Time Distortion t time ever. When the time is right, Darkstone Tower will be
Cost: 8 Spell Points eal to its Cloud breached. There, in a beautiful ceremony in
Object:  Party top the Cloud, the rulers will lay the Scepter and the Cube
Warps time, giving the party just enough time to run away from a combat. ining. A great magic shall take hold of Xeen then, and
Toxic Cloud d light the two sides will join together as one, and never

Cost: 4 Spell Points and 1 Gem
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Object:  Group cisotl
Surrounds a group of monsters with noxious gases, inflicting 10 points of P
damage.

Wizard Eve

Cost: 5 Spell Points and 2 Gems

Object:  Party

. The view Wl
Wizard Eye gives the party a bird’s-eye view of their surroundings.
in the upper right corner of the game screen.

®
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TOWN OF VERTIGO

Might & Magic World of Xepyn

IMPORTANT PLACES
IN CLOUDS OF XEEN

Throughout the Clouds of Xeen, you will come acrosg
you need to know about. This map of Vertigo is marked with
look for:

SOme
areag

Places

1. Taverns: You can create, delete, add, and remove cha

A Tacters iy
party here. You can also pick up rumors and buy foo Your

2. Temples: Your characters may be healed here of Whatever ajls
a price. You can also receive blessings from the Clerics if you “hy
enough money to the temple. donate

3. Banks: You can safely store your money and gems here. You will
interest on both money and gems that you deposit. gt

4. Blacksmith: Here is where you can buy and sell equipment. Yoy can
get equipment fixed or uncursed.

5. Training Grounds: This is where you pay to increase levels, provided w
have enough experience.

6. Guilds: If you are a member of the guild, you may buy spells and redee
information about them here.

Open Doors

Grates =
Walls .
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TOWN OF CASTLEVIEW

Might & Magic World of Xepyn

IMPORTANT PLACES
IN DARKSIDE OF XEEN

Throughout the Darkside of Xeen, you will come across
that you need to know about. This map of Castleview is markegorr.]e Place
you should look for: With

1. Taverns: You can create, delete, add, and remove chay

a g
party here. You can also pick up rumors and buy food. Clers jn Your

2. Temples: Your characters may be healed here of whateyey ails
a price. You can also receive blessings from the Clerics i Yo :
enough money to the temple. U donage

3. Banks: You can safely store your money and gems here, Yoy wil
interest on both money and gems that you deposit. o

4. Blacksmith: Here is where you can buy and sell equipment. You ean
get equipment fixed or uncursed.

5. Training Grounds: This is where you pay to increase levels, provided
have enough experience.

»»»»»

6. Guilds: If you are a member of the guild, you may buy spells and s
information about them here.

7. Travel Pyramid: These Pyramids are scattered through the Worldof
Xeen, permitting travel between the two sides of the world.

8. Ellinger’s Tower: The Tower of Ellinger, the Queen’s Aduvisor, rises
gracefully above Castleview. The Tower requires a key to enter, and
rumored to be full of traps and tricks to snare the unwary infruces

* Doors

Open Doors

Grates

miHH

Walls
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Aiardry Gold™

a Player Character

Your Character

3 a Character’s Race, Gender, & Profession

a Portrait, Skills, & Distributing Bonus Points
Spells, Casting Karma

‘our Character

aracter Possessions

| & Wearing Items, Using Items

in the Swag Bag, Dropping Items
Between Characters

acter Menu Options

r Editing Options

CxXperience Levels

yer Characters

e to the Lost Planet

i, T'Rang, Munk, Dane

Rattkin, Helazoid

NPCs, Pause - Slowing Things Down
of Negotiation, Stepping to the Table
he Odds

Ver Character Options

©

392
393
395
397
397
399
401
402
404
404
405
406
407
407
408
408
409
410
411
411
412
413
414
414
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TApiardry Gold

Talk, Lore

Use, Trade

Spell, Pool, Steal, Fight, Leave

Adventuring

Where to Begin

Ordering a Party For Adventure

The Terrain, Gates, Buttons, Levers

Climbing Ladders & Stairs, Locked Doors
Treasure Chests, Abandoned Items, & Water
Adventuring Options

Character Menu & Add Character

Load Savegame, Review Member, Dismiss Member
Start New Game, Configuration, Import Characters
Character Icons

Movement

Party Options, Use

Spellbook, Search

Open, Rest, Moving Characters

Disk Options

Locked Doors & Treasure Chests

Locked Doors, Keys, & Other Goodies

Forcing a Door Open, Knock-Knockin® on the Door
Treasure Chests, The Nature of a Trap

Combat

Identifying Your Opponent, The Course of Action
Selecting Your Opponent

Fight

Ranged Weapons, Multiple Attacks, and Strikes
Parry

Hide, Spell

Use, Breath, Run

Move, Equip

Cancel & Backup, Terminate Game

Combat Modifiers

Illnesses, Encumbrance, Statistical Bonuses
Magical Modifiers

Magic Spells

Realms, Spellbooks

®

Wizardry Gold™
g Spells Levels, Casting Power Level

418 or Costs, Affects & Effects
419 ing Spells, Oratory, Casting a Spell
420
422
423
423
424
424
425 B pellbook
426
4 ellbook
2 k
427 oo
pellbook

A: Character Races
B: Character Professions
lix C: Character Skills

451
452
452
454
455
458
461
463
467
470
471
472
473
474
474
478
484
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MEMORY LANE

Celebrating the release of Wizardry Gold, the new vers; o
of the Dark Savant, as well as the 15th anniversary of the WiZardOf %
computer software products - and only a handful of compuytey il Serigs.
compare themselves to the success and longevity of the Wiz, €S - can
this and more, we owe a debt of gratitude to you.

INTRODUCTION FOR
NEW PLAYERS

What is Fantasy Role
_Playing?

Role playing is just as it sounds. You
¥ play the role of something someone
other than yourself. Just like
professional actors and actresses, you
pretend to be a character, acting and
reacting to situations as he or she
would.

0 series

It was over 15 years ago, in September 1981, that Proving Grg

the Mad Overlord, the first scenario, introduced the gaming world to .
fantasy role playing and to the first-person perspective view, [t e ~? m

to say the least. Players felt - and saw - for the first time the fantasy
through their characters’ eyes, heading down a hallway, kicking open a

or descending stairs to yet another level. It was a radical and impq e door,
departure from the handful of “top down” view and text-based games of the
day, and one which would have a lasting effect on the industry as a whole.

Proving Grounds of the Mad Overlord also introduced computer
enthusiasts to phased (as opposed to “real-time”) combat. While real-time
games and their passing flash tested players with their requirements of arcade
like dexterity, the Wizardry series instead sought to challenge the mind -
allowing players time to consider their moves, weigh the alternatives, and
prepare a plan that will lead them to victory. And, while a phased system
empbhasized strategy, it also opened the imagination’s wonder to an
adventure’s potential and the intricacies of its story.

role playing (FRP), you also pretend to be another, but you can
tasy world of magic, myth, and medieval customs. In this fantasy
e characters to role play called Player Characters. Just like
ers have their own individual strengths, weaknesses,
and goals. You guide them through this fantasy world watching
tter enchanting creatures, mythical monsters, diabolical traps,
g riddles. And, of course, as in any situation, your actions in
ind even your past) will ultimately affect your future.

The Wizardry series would go on to inspire a movie, a television show:
classical and modern music, and its own line of books, both comic and drams
The series would be translated into Japanese, German, Chinese, French, and
Italian. It would move from the Apple Computer to embrace MS-DOS,
Macintosh, and Amiga platforms. The Wizardry series has won dozens
national and international awards - including admittance to the hallowed h2
of Computer Gaming World's Hall of Fame - for its complexity, rich story
lines, and player involvement. , 3t you can achieve a delicate balance of power that one person,

Proving Grounds of the Mad Overlord set the precedent for Comgar“t: tpossib}y develop. You'll have spell casters, warriors, and
playing in 1981. Crusaders of the Dark Savant, and its predecessor et for (;’e SP?CIahStS in the ancient arts of thagmaturgy., alchemy, and
the Cosmic Forge, have raised and redefined those standards & not J you'll watch a8 Jotr character.s Srw R eRPeTiEiGe and
series, but for computer gaming as a whole. It is this combinafion 0 portantly, you will enjoy the excitement of seeing the world

experience, technology, and above all, dedication to role playing: s of an Elf, a Gnome, a Mook, or a Faerie.
made all Wizardry games an adventure second to none.

And it is to you that we owe our thanks - for this ad
been on. Thank you for your continued devotion and support:

2

aracters are created with the abilities and skills necessary to deal
situations. For example, in Crusaders of the Dark Savant,
an Alchemist who has the power to conjure spells that charm
ay create Samurai, Fighters, and Ninja with weapons sturdy
el the most powerful dragons.

€ a group, or party, of six characters in Crusaders of the Dark
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asy role playing. It's a story you join at the beginning with your
Cters, write as you progress through the adventure, and, as you
Page, savor at the end.

ve
venture We ha
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Making Friends

Take time to walk with the many creatures in Wizardry, Even ;
talk with you the first time you meet, consider accepting thej, trg if 4
entering negotiations. Successful negotiations through youyyr di -
about a heap of knowledge to you and your party. You may |
location or hear tales of a rumored treasure.

If All Seems Lost...
... don’t despair. Thankfully, there are two different ways for
The Crusaders of the Dark Savant Playmaster’s Compendiy

Dlomat

m wil|

complete answers to the most challenging puzzles. The staff of the ,

Hotline is also on hand to answer any gaming questions. Their hours
phone number are listed inside the front cover of this manual.

earn of an i,

You to get

Wizardry Gold™

INTRODUCTION FOR
EXPERIENCED PLAYERS

More importantly, thank you for coming
back. Since you last played Bane of the
Cosmic Forge, a lot has changed to make this
adventure, Crusaders of the Dark Savant.
Some of the changes, like the new graphics
and the user interface, are obvious. Other new
features aren’t as apparent and are
summarized below. For further information on
any feature listed here, reference its section of
the manual.

Multiple Beginnings

Just how did you end Bane of the Cosmic
wer you provide to that question will affect the whole of your
of the Dark Savant. In total, there were three distinct
's story. In Dark Savant, there are three beginnings linked to
, and an additional fourth is reserved for those who did not
re starting newly created parties.

the Player Character
cters have always been a fascinating group, and now there are
ts that go into their making.

omacy (Academia), Swimming, Mapping, and Climbing (all
are available to and needed by player characters on Lost

Skills: Firearms, Reflexions, Snake Speed, Eagle Eye, Power
Mind Control may be learned and practiced by individual
'.mplete information on new skills and personal skills may be
)pendix C: Character Skills.

OUr characters may also be affected by a new illness. Remember
M terrain brings about new and interesting afflictions. Complete
10N all illnesses is in the Player Character section of this manual.
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Changes to Non-Player Characters

Just as your party has its goals, knowledge, and secretg SO t
many Non-Player Characters on Lost Guardia. When you first 2090 fhe
NPCs, you will likely see one or both of the new NPC Options 'T_lr mc: e
Lore. ]

. THE PLAYER
y CHARACTER
k7

Your player characters are the essence of
fantasy role playing. Through their eyes and
actions, you will discover corridors, creatures, and
lands long since forgotten by all but time. And
you will delight in their achievements as they
uncover the secrets of Lost Guardia and advance
from novices to masters of their trade.

BASE STATISTICS

have a certain level of strength and intelligence, so too do
cters. Each player character is composed of eight base
t secondary statistics.

TRUCE: This option is the pathway to negotiations bety,
diplomat and the other party’s leader. Peaceful negotiationg gene
from “I wouldn’t talk to you if you paid me” to complete friendshes
the NPC will talk to you freely. Successful negotiations can alsis’:g
and bribed. ‘

LORE: NPCs may offer this option to your party when they have haut
somewhat familiar with you or are looking for some informatiop,
the Lore option, the NPCs may reveal certain information to yo{l ;
reveal your information as well. '

een I
i

Since NPCs are so important in Crusaders of the Dark Savant, it is ki
recommended that you read the NPC section of this manual, 1

Locked Doors & Treasure Chests

The first time you come across a locked door or happen upon a treasus
chest, you'll notice something different right away. Instead of disarming traps
“globally”, your thief will individually deactivate each part of the trap. For
locked doors, the thief will also perform his surgery, methodically idling one
tumbler at a time. On your Quick Reference Card, you will find a “QuickSieg
for both locked doors and treasure chests. Detailed information can also b
found in this manual.

generally influence the way a character acts and reacts
An intelligence of 17, for example, would indicate an

art character. If that number were 3, the character may have
ing between a door and a fountain.

(STR): Affects any maneuver which requires physical
ing from hurting an opponent to forcing a door off its
uires strength. Strength also affects carrying capacity and

IGENCE (INT): Affects a character’s ability to cast and learn
P e traps on treasure chests, and try any other task which
nental mettle. Intelligence also affects a character’s ability to learn

Magic Spells |
Of course, all the spells you have come to know and rely on are still "
you in Crusaders of the Dark Savant. However, now you can pack a few @
points for the new spells such as Crush and Find Person by usiﬂg‘the
extended, seventh power level. All the spells are listed in the Magic

‘ ‘ PIE): The character’s overall devotion to a subject or field of
section of this manual. :,

ects the ability to develop skills and to learn new spells. Piety
S the amount of spell power a character gets when he or she
erience levels, and further affects how quickly spell power is
Sometimes, in spite of a low intelligence, an extremely devoted
g character can learn subjects just as quickly as his or her

It friends.’
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' SECONDARY STATISTICS

2 character’s base statistics, many other facets weave together
jaracter whole. Determining how far she can travel before
nuch damage he can endure before death, your character’s
Jutes are directly related to and affected by your character’s

Wizardry Gold~

VITALITY (VIT): A character’s life force, it affects the a

points and stamina a character receives. Vitality also affect
heal and be resurrected, and helps to protect characters from . ity
poison, disease, paralysis, and death. Some of these maladieg ; © effy,
vitality. For example, each time your character is cured of P N turp
he or she loses a point of vitality. When a character’s vitalitymng or gg
he or she cannot be resurrected at all. Teaches,

DEXTERITY (DEX): The ability to dod issi V]
¢ e o, POP a trap ong an endure before death. For example, let’s say your character

treasure chest, and avoid a lance. Overall, it is the ability to
) ) m k i
hands, and feet in response to any situation. Since dexterity isogf the‘» IR full lzealth, In comtbat, 2 monster heshes the

to movement, it is directly related to the character’s natura] armor
ability to dodge a monster’s hit). In combat, dexterity affects the
times a character can hit a monster within a single attack. '

SPEED (SPD): Is the length of time a character needs to perform by the red bar in your character’s icon.
given action. The higher the speed, the faster he or she moves g 9
accomplishes a task. In combat, speed determines how many times a
character can attack a monster in one round. Because speed is importang,
movement, like dexterity, it also directly affects the character’s natura| -
armor class.

PERSONALITY (PER): The friendliness of a character, it affects the
he or she interacts with NPCs. Characters with high personality tend fo%
extroverted and charismatic. Low personality characters are more
introverted, laid back, and shy. A good blend of personalities will help ¥
party to get along with the many different creatures within Wizardry; Wi
some NPCs are candid and prone to shaking hands, others are more
reserved and will appreciate those with similar attitudes.

KARMA (KAR): Affects everything your character does and acts as 58
of ethical meter. While its effects are somewhat mysterious, Karma is,
general, the belief that what goes around comes around (or follows yo&
around). Characters with high karma are generally happy-go-lucky: o

Characters with low karma tend to be less carefree, through no |
their own. In fact, a blend of karmas is useful for a party. NPCS_
karmas tend to like characters also highly inclined. Characters wi
karma tend to appreciate their low-karma kin, and might even 99
to help them.

‘They can only walk so far or fight so much before they fall flat
es from exhaustion - and that’s what happens if stamina reaches
rested character can fight harder and hit for more damage

character. When any character’s stamina becomes low, it’s time
ina is represented by the yellow bar in your character’s icon.

NCE POINTS (EXP): As your characters slay monsters and
ial tasks, they become more experienced in their trade and
eflect this experience, Wizardry awards experience points. As
ce points build up, your characters will gain experience

): Learning the ways of Wizardry, your character becomes
rienced. To reflect this experience, the character earns
levels which in turn give him or her greater powers and abilities.

INK): As your character becomes more experienced, he or she
within his or her profession. The rank serves as a title of
oW Relps to identify the character as an outstanding member of the
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R KILL STATISTIC (MKS): For the hack-slasher, this is the
Nt statistic. The number you see represents the number of
Jou have sent to the Grim Reaper.
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licking on the Candle of Life also shows you three additional, secondan

ddizardry Gold .

GOLD PIECES (GP): Gold is the medium of exchap,
Lost Guardia and allows you to trade with NPCs, buyir,
treasure, or information.

THE CANDLE OF LIFE: The sun sets and the moop, risod
characters grow a day older. When they first begin Wizardry S; Your
characters will be young and full of vigor, and the candje By ihyour
your character’s portrait will burn bright and its wick will be 3

Wizardry Gold~
ARMOR CLASS

of armor on the right side of a character’s review screen shows
otected or she is against a physical or magical attack. This
own generally as armor class (AC)

ge for thy o0
g or Seuing

ree different armor classes: Body, Natural, and Modifier.

long, ange from a +10 (naked and vulnerable to attack) to a -10

each outasion g cbaracters “Rest”, they get a bit older (only by ‘ H e sough plate mail to cover a small building). The lower your
Eventually, their vitality may lessen and they may, in generg| B ihe better

signs of their age. Death will also affect a character’s candle-' wh ‘ 2 1 :

character dies, he or she loses a point of vitality. However, ; ne % Each part of a character’s body has its own armor class: head

in
characters begin their adventure young, they typically have 3 Iorc1e ‘
of them. T

s, legs, and feet. These armor classes show you how well a
5dy is protected against penetration by a monster’s weapon
aracter has already been hit. Even if a monster hits your

s weapon might not penetrate the armor on that body part.

. NATURAL AC: Shows the character’s ability to avoid being
| hit by a monster. Races such as the Faerie, whose small size
| and lightning movements make it difficult to target, have a
naturally low armor class. Other races who are fast and

| dexterous share a similar ability. Characters who are skilled

| in Ninjutsu also have a naturally low armor class

Slalistie

AGE: Just like you, your characters age as the days pass. The p 3
shown represents a character’s age in “human” years. '

LIFE: As a result of a monster’s blow or a clumsy walk off a castle toues
you characters may be in need of resurrection. The number you see reffes
the life they are currently enjoying.

NEXT LVL: As characters gain experience points, they also gain levels. 3
This number informs you how many experience points are needed until FIER: Offsets the Natural AC and is consulted by Wizardry
each character reaches his or her next level. our character is hit. There are three parts to the AC modifier.

CARRYING CAPACITY (CC): All characters have a limited amount & fANCE PENALTY: If your character’s carrying capacity (CC)
weight they can successfully carry without encumbrance. If characters cas d from hauling 40 potions, 10 shields, and a pack full of helms
too much weight, they are typically easier for the monsters to hit, wil i s not going to move too well, and therefore he’s easier to hit. In
trouble fighting, and will use lots of stamina just to move their girth arou ou will see a positive number showing an increase in AC.

When your character is encumbered in such a way, Wizardry wil le? yfﬂ
know. In the character’s review screen you will see Carrying Ca
color has changed to:

light blue - 66% to 74% of the total capacity
vellow - 75% to 89% of the total capacity
red - 90% or more of the total capacity

JONUS: When characters protect themselves from a blow by
Id, they are harder for monsters to hit. Characters who use a
tle will see a negative number reflecting a decrease in AC.

. PENALTY/BONUS: Some magical items within Wizardry
dWer to lower a character’s overall armor class. Others can raise
Nodifiers cover the entire body.
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Characters can carry more than their CC, though it’s likely t© result

: f character be both encumbered and wearing a shield, Wizardry
exhaustion.

ay the average of the two. It's a good bet to periodically check
Findividually, just to make certain they aren’t overloaded or
Ncumbered.
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ISONED: As the poison seeps through the bloodstream, a
racter becomes sicker and sicker. Eventually, without an antidote
e rest, the character will die. Sometimes poison is so potent,
na will not cure it quickly enough and the character will die

5 e it clears his or her system. In such situations, an antidote is
slutely necessary.

dizardry Gold

When Wizardry needs information on your charactey’s ove
(natural plus or minus any modifications), it adds the Number o
to the natural armor class to get an overall picture of 1
the character is. In the case of a negative number, it's

OW Wel| gyt
subtracted %
For information on equipping your characters, see the Player .

Possessions section of this manual.
[ED: Since your character is a statue, he or she can’t do

g but stand there and collect bird droppings. Stoned
ers are easy to hit, but it’s difficult to penetrate their stone.

ILLNESSES

Normally, a character will be “OK”, suffering from no illnesses
generally healthy. However, your character may at some point become
than healthy, and fall prey to one or more of the illnesses commgp on Ll::
Guardia.

In general, these illnesses have three effects: the character will nof nere
as well, the character will be easier to hit, and more damage will be done if
character’s armor is penetrated (your health insurance may increase as yelt
Some illnesses, however, have their own special side-effects. For all these "
ilinesses, excepting stoning, disease, and death, resting may eventually rem
the condition. Sometimes, in spite of rest, magical intervention is useful or
required.

AFRAID: Afraid characters will quake with fear at the sight of
monsters, making such characters less capable and confident. Alf
1 ) characters may even try to run away from the party! If a charac

scared enough, a tiny field mouse will start to look like a huge, i

breathing dragon with grimacing teeth.

ASLEEP: Sleeping characters are incredibly easy tf’ hit becausé .
@ they are unable to avoid being struck. If hit, a sleeping character!

ITY: An insane character is, at least for the time being,
ely nuts. For magical reasons, his brain has been scrambled

the character, and may find yourself protecting other members
he party from him!

take up to double damage, but will wake up immediately- “ irrected by magical means, and when death comes a knockin’, a

a sleeping character cannot participate in combat. y Nt of vitality is lost.

BLINDNESS: A blind character can't see what"s going 82 " :

more susceptible to a hit because of this. In physical corz aici8 WUSEA: A nauseated character may (ahem) choke and gag and
likely he or she will hit a monster without some luck, an elpless for the remainder of the round. Should this happen, he

spells could be wildly off target. She will be an exceptionally easy target.
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PARALYZED: Since the character can’t move, even tq SELECTING A
she is very easy to hit and can take up to double damage ight | CHARACTER’S RACE

small chance, however, that the hit might just be enod h. er
character’s system back into action. N to jo

IRRITATION: Like that scratch you can never seepy, to
characters will become preoccupied trying to quell an irrit;%d\' \
and they won't fight as well while trying to reach it ting jg

cter’s race is an all-important selection. It affects the professions
e may pursue, their natural traits, and once selected, it's for
lecting your character’s race, you will see that he or she has

of minimum, base statistics. A complete description of

s is in Appendix A of this manual. Statistics were covered earlier
haracter section.

DISEASE: At first, a diseased character will appear ang o
healthy (you will see they are diseased, however). In fat
general fatigue, he or she will feel just fine. However, as,
passes, disease begins to ravage the character. Paralysis May sey
He or she may become blind or incapacitated. Their energy w
their very life force (vitality) may be drained from them. If dicoa

not cured quickly, the character will soon erode to nothingnesg. "
not cured before death, you will likely resurrect a character who
just die again.

a Character’s Gender

g your character’s race, you will select a male or a female

nd to be stronger than females, but females characters have a
ality and karma. When you choose your character’s gender, you
ification to his or her base statistics.

i

a Character’s Profession
haracter’s race and gender determined, it’s time to determine
path. Fourteen fields of study are available to your character.

CREATING A
PLAYER CHARACTER

With a party plan in hand, it's time to create the adventurous brood
that will lead you into Wizardry and across the planet of Lost Guardia. From
Wizardry's main menu, select Character Menu followed by Create.

2ssions your character qualifies for are determined by the number
he or she is awarded. Bonus points reflect the amount of

f she has had and are balanced against a character’s race to

2 professions available to him or her. Since each profession has
lirements for entrance, you may or may not see every available
ur screen.

U select your character’s profession, you will likely see an increase
our character’s statistics. The points that were added to the base
tomatically taken from your character’s bonus point total to

2r to meet the minimum entrance requirements for their

NAMING YOUR
CHARACTER

The first step in creating characters is naming them. You may namé
your character anything you like, but the name cannot be longer than
letters. Additionally, another character may not share the same name-
you have entered the character’s name, select “OK” to continue, an't
name will appear underneath the character’s soon-to-be-filled portra

S, even after you have met the requirements of the profession,
nus points left over. To distribute your extra bonus points,
and add or subtract points by clicking on the arrows. You can
lics any way you like, but you must use all of the bonus points
i given. Also, you cannot push a statistic below its original value

ke, S
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On occasion, we all make typos. If you accidentally named your

something other than intended, just select the Rename option:

lind that it won't do you much good to have a muscle-bound
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Mage or a weak, but intelligent, Fighter. Add these extra poj;
sure to make a difference.

Wizardry Gold™
SELECTING SPELLS

ding on your character’s profession, you may be able to select

ells for his or her spellbook. There are six realms of spells in
each offers different types of magic to a spellcaster. To view the
e available, select each realm by clicking on it.

nts Where 1

SELECTING A PORTRAIT

Wizardry comes equipped with many different faces for all kins
characters. To view the portraits, simply click on either side of the po, of
you find the right one for you. If your character ever decides to |, iy

av
later on, just choose the Edit and Picture option. € a face ‘

Selecting Skills & Distributing Bonus Points

When you first create a character, his or her skills may be rather
underdeveloped. Typically, they have but a few points in their professiong'
area of expertise. To help you broaden your character, skill bonus points may
be awarded and distributed in any of his or her skill areas: Weaponry, p e
& Academia. Each skill is fully described in Appendix C of this manua],

| see a spell you would like to learn, click on it as well. Then,
and the spell will be written to your character’s spellbook.

ur character may learn more than one spell. If so, just repeat the
plete descriptions of magical spells are in the Magic Spells

Each skill area receives its own share of points that represent his or her
profession’s learning. To distribute your character’s skill bonus points, just
select a category by clicking on it: Weaponry, Physical, or Academia. Then,
select any skill you wish to improve by clicking on its arrows. Remember, yo
cannot adjust the points lower than their original amount or allocate points for
one skill area in another, and you must use all the points you have been given

in creating a player character seals his or her good fortune.

e moment is right, click your fate. No matter what number

e rolls stops, remember than a low karma isn’t necessarily
 Within Wizardry, both high and low karmas are needed. You will
vith both extremes. Since birds of a feather flock together,

of karmas in your party will likely prove beneficial.

SAVING YOUR
CHARACTER

s all said and done, Wizardry will ask you if you would like to
er. Undoubtedly, if you have selected the world’s next

Will select “Yes”. However, if you have created a fighter who
difference between his hands and his feet, select “No”.

©
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PLAYER CHARACTER
POSSESSIONS

Gold coins line the pockets of successful adventurers, and
swords, shields, and other armor adorn their bodies. Freshly ¢ye
characters, on the other hand, are light on gold, and have begy, pn
some elementary armor and weapons by their training masters. ThOVidq‘ "
along with hundreds more you will come to possess, may be examined i
equipped, and used in many ways within Crusaders of the Dark Savam:

@Aizardry Gold™

, click on it. Depending on the item you have selected, Use
f several things. For example, if you're looking at a potion, Use
to drink it. If it's a book, on the other hand, Use allows you to
tem isn't usable while you are reviewing your character, a door
le, Wizardry will chime to let you know.

thebeg

ated

ASSAYING ITEMS

sver 500 items found in Wizardry, you would wear out a hundred
o keep track of all their properties. So, Wizardry tracks them for
ut the features of an item, select the item followed by Assay.

When your characters start Crusaders of the Dark Savant, they are
carrying a few basic items. To make these items useful, you need tq
wear them. After all, that nice set of leather armor won't do yoy much
while it's still in the box.

ghted races [tem Name Class of the item

EQUIPPING & WEARING ITEMS the itcm | & its range

To equip an item, click on it and drag it to the suit of armor on your
character’s review screen. The item’s name will change color to show you it
has been equipped. Depending on the nature of the item, several things ce
happen when you equip it.

Highlighted
genders can
use the item

Items of a protective nature will lower a character’s Natural or Modified

Highlighted
AC when equipped.

professions can
use the item

What part of the
body the item
Highlighted fits or, for
letter shows weapons, 1 or 2

Primary handed.
or Secondary

Items of a magical nature may change your character’s statistics or other

attributes. Wizardry will ask you is you wish to “invoke” such items. ik o

Items of a functional nature, such as weapons, may be equipped as
primary or secondary. When you select a primary weapon, it is ?leld in oné
of the character’s hands, and is the first weapon to be used against @
creature in combat. You may select a secondary weapon, d shield, O'im
another item to fill the secondary spot. If your primary weapon reqt

two hands, you will not be allowed to select a secondary item.

” Ot u
Items that are magically cursed will “stick” to your char.acter. Caf?:cts""
removed without a Remove Curse spell, and have a variety of e

your character.

am above shows you what the various sections of the Assay
Depending on your character’s artifact skill and the general

the item, you may or may not be successful in your attempt to
m's intricacies. As your character becomes more skilled in

ver, he or she will be able to discern more and more about Lost
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S of the level of artifact skill, Assay will not show you the power
except potions and scrolls. Assay also will not show you any

Or curses that might be contained in the item. Cast an Identify
5: ese aspects of the item in question.

race, ge",d“'

) nother (
Items that cannot be equipped for one reason or a haracter$

professional limitations) will “chime” and remain in your c
standard inventory.
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TRADING ITEMS
BETWEEN CHARACTERS

on an expedition, one of your characters may find a neat trinket
ve it to another character. To do so, select the item followed by
de with (left side of the portrait for previous character and the
the next character). When you come to the character of your

it the item in his or her inventory.

CHARACTER MENU OPTIONS

Wizardry Gold~

Merging Items

Items that can be joined or grouped are combined using the
Depending on the items you are trying to join, Merge wil| dq
things:

Merge o

One of se ~'

Grouping - In some cases, you can carry more than one item

slot. Each item slot can hold up to 250 like items. So, if you i in
arrows, 250 would be stored in one slot and 50 would be stored
After you use up some of the arrows in one slot, say yoy now
the 250 arrows left, you could merge it with the group of 5
Joining - Other items, such as a rope and a hook, can be Merged
single item. To Merge an item, select the first item followed by M
select the item you want to merge it with. If the items can be mergl .

will possess a new, single item. er character of your choice.

Loading firearms'- Firearms, such as a musket, need to be loaded
before they may be fired By merging power & shot with a musket, the
weapon will be ready to shoot.

lows you to create up to 16 different characters. However,

ne, you may need to delete a character or two from the roster

| for others. Just select the Delete option to do so. Wizardry will
character in question, and will ask you to confirm your choice so
d your prize-winning warrior packing off to the golf course.

PUTTING ITEMS
IN THE SWAG BAG

Each character carries his or her own swag bag: a place where they
store things. Whenever you review your character, you will see his or her sig
bag resting against the back wall of his or her review screen. To “Swag" an
item, select it and then the swag bag. Each bag holds 10 different items.
Grouped or merged items such as arrows and missiles count as one iteff.

racter you proudly named Genius is acting more like a dolt, you
her name using this option.

s many different portraits for the characters you have created. If
i would like to change your character’s looks later on, select

i
O

Dropping Items

If you would like to drop something, select the item and then the Dl'OP.
option to do so. The item falls to the ground and is available to anyone :
passes by. You may prefer to sell your unwanted items to NPCs or - -
in your swag bag in case you might need them later on. Note: All items;
those essential to your quest, can be dropped.

) a character’s skills, click the shield hanging on the back wall of
iew screen followed by any skill area you'd like to review.

= S
(©) =
O »
> =
e <
© @
N o
= a

findow. You may not cast spells until your expedition begins, but
V¥ what’s available. For further information on magic, see the
ection of the manual.

acter’s review screen, click to the right of the suit of armor -

U see the “Exit” sign.
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CHARACTER
EDITING OPTIONS

Once you and your party begin your adventure, other OPtions aail
available to your characters. To use any of the options below, click ;
character’s nameplate (below his or her portrait) while in his or hey rn Your
screen. Cuiey

@Aizardry Gold™
NING EXPERIENCE LEVELS

few healthy encounters with monsters, your characters will gain
ce points. When they build up enough experience points, they
Jevels.

i el is a joyous occasion. On the screen, you will see your
dow and an announcement that he or she has gained a level.
you will automatically get all the news about changes to your

Change Profession

When your character feels it's time for a change of pace, the Chag
Profession option allows him or her to switch careers mid-life. To sgo Wge
profession the character qualifies for select the Change Profession option
Keep in mind that each profession has its own minimum requirements so
may not see every possible choice in your selection (see Appendix B. "
Character Professions for information on minimum entry requirements), S
one of the professions you see, or none at all. When characters change
profession, several things happen:

may increase (they can decrease, too).

in hit points and stamina.

ional Rank may change.

get a skill bonus to apply in areas of choice (Weaponry,
emia, or Personal). Remember to add points to your magic
roficiency (Alchemy, Theosophy, Theology, Thaumaturgy).
y may never learn any new spells.

learn magical spells and gain additional magic points.
They immediately begin learning the skills of their profession, and stop

learnina th f the f es, your characters may have survived such an amazing
earning those of the former.

 they will gain more than one level at a time.

They drop to experience level 1 in their profession, and their statistics :
drop to meet the minimum entrance requirements. When this happens, it Points Left?
might appear that your dazzling Mage poured his brain on the floor when he
changed profession to a Fighter. However, that’s not the case. When 4
characters begin a profession, they aren’t adept in its way, nor are they sure
what to do. As they learn the ropes, however, they begin to work faster and
better and their statistics will increase to reflect their improvement within the
profession.

e how many experience points your characters need until they
level of experience, review the character and click on his or her
- There you will see the points remaining.

Change Portrait

To change your character’s looks while adventuring, select the Pif?t‘n‘i':a
option. Just like when you created the character, scroll through the pic
until you find the right one.

Change Name '
ename optio™

To rename your character while adventuring, select the R 't ot

You can rename your character anything you like, but the name mame-
exceed seven letters, and no other character can share the same I
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" The Munk are a hefty race trained well in Alchemy and the
Viartial arts. The Munk have diversified into two opposing
ctions: the “good”, which seeks to preserve the holy legends of
sst Guardia - and those of the “Dark Forest”, who have
enerated to little more than bands of roughnecks. All Munk
mently oppose the blasphemous beliefs of the brotherhood
e Dane.

NON-PLAYE
CHARACTERRS

Welcome to the Lost Planet.
As your party travels the wor|g of :
Guardia, they will meet severa| o all of
creatures, known as Non-Player Charact .
inhabit the lands. Some will become the:'!, .
others their adversaries, in a continyg] :
uncover the unknown whereabouts of the aa..
Dominae.

In contrast to the squatty Munk are the mystical druids known
s the Dane. They are slim, almost frail looking, vet their hands
ve such powerful spells that they are avoided by all who travel
lands. To the Dane, the mind has always been more
pportant that the muscle, an endless frontier of magic and
aystical insight. All Dane vehemently oppose the blasphemous
eliefs of the brotherhood of the Munk.

Just like your characters, these NPCs have their own lives, allies, fogs
thoughts, personalities, strengths, and weaknesses. And, just like you, Np'Q
have a good memory. Of course, NPCs also have their own ambitions ang -
goals. NPCs control their own movements, just as you make decisions for yy

Gl Well-muscled and skilled in the arts of melee combat, the

sorn army stands as the greatest native fighting force on Lost
Suardia. The Gorn are known to be radically loyal to their own
ind, and while they mix well with the others who live on and

e come to Guardia, they are intensely secretive about their

te lives. The greatest secret of the Gorn is the location of

leir hidden castle. While it is known to exist, no Gorn will speak
of it, and even the best trackers have failed to uncover its path.
siven the Gorn's militaristic abilities, perhaps it's good they

't. The Gorn inhabit the forest lands separating the Munk and
Dane, and it is the Gorn army’s might that has prevented the
wo from turning the planet into a battlefield.

Umpani

: Throughout the galaxy, the Umpani are considered to be fai
and reliable traders, selling and buying wares acquired in their
extensive galactic travels. Their network of merchants is
monstrously huge, and is said to comprise a large portion of
space trade industry. The Umpani are also a rather militaristie
race, and are considered to have the greatest assemblage of
military power in the galaxy.

The T'Rang are a feared and unscrupulous race of SP' '
I creatures. Quite repulsive to the common eye, the T'Rang

A ; : . : ing if 2
Etrlct c.oml?li'lt]ltgo:(s) \;/;ts tthh: ]gggga&},h gzdthwell'll"'dlga?l;y‘t:g:?‘ ) The Rattkin dwell throughout Lost Guardia’s forests and
uyer is willi :

i | the greatest s, rogues and bandits seeking unwary travellers carrying loot.
fully trust.ed, they still managec? to control the fgthe Umpani The Timarily a race of thieves, they eventually seek buyers for their
network in the galaxy, surpassing even that o and ha*® lundered goods. It is rumored that the Rattkin also dabble in

. | : eek,
T'Rang WI!] stop ajt nothing to procure w};lat ut/h;\;}‘t; e oed. rms of espionage for pay. After all, there is no race, some say,
always fulfilled their contracts, no matter ho ore capable of such an act - their lean styling, great speed, and

Perhaps a decided lack of ethics give them the natural edge in
lis business.
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THE ART OF
NEGOTIATIONS

Helazoid

The Helazoid are the most enigmatic of the

Lost Guardia. The odd flying machine that lifts tnative ‘

hem f,

) ground and allows them t th i : w
g b s;nsp(;csuol:trionro\;%}illetzeo sky t\)lvlth the a8 ) the trust of any creature who isn’t familiar with your party, one
- me beligyg g« ¢ ons of tiati b I I tiations t
: s e it il »ns of negotiations may be necessary. In general, negotiations try
work of magic and illusion, others are assured it i real, is B e “distrust” and “trust” that separates strangers.

wonder just what alliances may have procured them g

unique steed. Being sighted only on rare occasiong thUch 8
knowledge about their origin or how many may stifl a -
has ever reported finding any evidence of a He| f

Meeting NPCs

Wandering through the forest, a creature approaches your party, You
never seen the likes of it before, and engaging it in battle may be 5 l;it hy
After all, it might have some information to offer. The creature appears
reserved and uncertain of your ambitions as well.

to the Table

ongue and a dashing personality might get you on their good side

azoid ,
Municip, er skilled diplomats, negotiations may take a little longer.

ons begin when a character skilled in diplomacy, generally a
y, or Lord, accepts the truce offered, and greets the other party’s
.meeting, your diplomat will have four different options:

UP-ING THE ODDS

Before actual negotiations begin, Bribe puts some cold cash into
t of the other party’s leader in an attempt to up the odds of

| negotiations. Your party’s leader, having had face-to-face contact
ther party, determines the amount of money necessary for a

ribe and removes it from the party’s treasury. Remember,
sometimes it can be very costly to buy friendship. When the bribe
actual negotiations may begin (Peace or Force) or more bribes

When you first encounter an NPC, the creature may be neutral toward ¢
and your party, neither liking nor disliking you. On the hand, it could be wilk
hostile or generously friendly. It relates to your characters individually and ass
group, greeting some members with pleasure, others with arrogant disdain,

Initially, the creature may allow you only three of the available NPC
options: Truce, Fight, and Leave. However, as you get to know one another
and pass through Negotiations using the Truce option, your options and the
NPC'’s confidence in you may increase. Of course, the opposite could be &
as well.
st like Bribe, Give works to increase the chances of successful
Pause - Slowing Things Down . However, Give allows you to pass items and other trinkets

When you meet NPCs, talk to them or listen to their tales; you may want from ylour par.ty .to theirs ig hf)pes ?Df winningFfavors. After
to take notes for future reference. By pressing the [SPACEBAR], the gamé* given, actual negotiations may begin to (Peace or Force)

halt the dialogue to allow you to the time to take notes. Press the
NEGOTIATIONS

[SPACEBAR] again, or click anywhere on the screen to resume the
t The straight line method of negotiations that relies on a

conversation.

s diplomacy to improve relations between the party and the other
e can, of course, be helped along by bribes, gifts, and magical
1as Charm.
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¢ When your diplomat’s throat is sore, and your wallet is thin,
N realize there’s only so much you can do to get the information
. The “tell me or I'll beat it out of you” approach relies wholly on

@
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your party’s strength versus the other party’s. If you succe
them to speak with you, it will generally leave a bad impy
group with them.

Wizardry Gold™

<elect the Talk option, you will be asked to pick a character to
PC. Type in anything you wish to say. “Hello” is a good start.
e finished the conversation, simply type “Goodbye” or “Bye”

ed in os
eSSiOn of

Should negotiations go well, the NPC may befriend your pa
knowledge, lore, and goods. On the other hand, it may ajso W;lk i
from you, or if angered, attack. Away

o)
=

Dy 3

Ideally, it would be nice if your party could truce and make friends il
every creature on this planet. However, the political network that

Lost Guardia makes this an improbable task. If you don't succeed i
best efforts at negotiations, you may force them to talk to yoy of rely on
the words of the network of friends you've built up. on

xchange of Lore reveals all that your party has uncovered, it's
this information with allied NPCs. Otherwise, you may

select this option, the NPC and its group may begin to tell you
and what they've learned along the way. They may offer
item you are desperate to find, or perhaps they'll give you

NON-PLAYER
CHARACTER OPTIONS

Aside from exchanges of information between you and Lost Guardia's
creatures, NPCs offer other options that can benefit your party in its quest,

USE

es you may wish to use a scroll or a certain item while
th an NPC. Wizardry will ask you to select a character followed
she wishes to use. You may use items directly out of the

TALK

Allied NPCs are generally talkative individuals. Some of them may be
willing to aid you in your quest. Others may be looking for information that
you can provide. Whatever their motive, Lost Guardia is filled with such
creatures who are knowledgeable about the area, its lore, and its creatures. =
While they may not necessarily babble off all their knowledge, they may share

needs to make a bit of money, and NPCs are no exception.
some of it provided you know what to ask.

 find them holding some sort of mini garage sale. You may buy

e has collected or sell items you no longer have a need for.

ect Trade, Wizardry will ask you to choose a character to do the
will then have three options.

Who are you?

What do you do?

Ask them about things that interest you. severtl
Have you heard any rumors lately? Often the NPCs may know
interesting tales and you might ask for additional rumors as wert:
Ask about topics they mention. o It g
When talking with an NPC, try speaking in complete sentences:
the NPC a better chance of understanding what the strangé 3
front of it are babbling about. If you ask a question, end it W!
question mark.

you opt to buy, you will see a list of the NPC’s available items.
ong with its general characteristics and price will be shown. If
mething you like, select it. If you have enough gold, the deal is
I you are short on cash, you may use the Pool gold option to
ney you need. Occasionally, an NPC won't sell your character an
ample, if the NPC doesn't like the character doing the dealing,
ply refuse to part with any of his goods. Further, NPCs won’t
acter an item he or she can’t use. This way you won't waste your
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gold or load your characters down with useless items, g,
be forced to steal an item you would like to buy, if the
can buy the item happens to be the one the NPC can’t

Wizardry Gold™

metlmes xd
nly cha soi
stand,
SELL: If you are out to make some money, selling yoyy unw,

one of the best ways to do so. When you select the Sg| optioznted
asked which item you wish to sell. Select the item, and if the Nt
interested, a price will be quoted. If it sounds good, accept the off
course, you can politely decline, too. Before you can sell ap item, yer
unequip it. Like your characters, each NPC has a certain amount’ of
part with, and he or she may not be able to afford all of the itern 3oid
offering. Additionally, some NPCs may decline to buy your items \
because they don't care for the character doing the dealing, .

rd that sword? “No problem,” snickers the character skilled in
the art of the pickpocket. Select Steal and choose a character to
a. The character will attempt to pilfer the NPC of some gold, or
might get that sword you wanted. Of course, you may not get

and the NPC will no doubt think less of your group or possibly

ver reason, your party decides a fight is in order, and selects the
with regular encounters, combat options will appear. If you

e or she will be gone forever, along with any clues he or she
GIVE: When you are feeling generous or sorry for an NPC, you n you.
compelled to give it something. On the other hand, if you facing an ‘
who thinks your party is dungeon slime, you may be able to convinge
look at your group favorably by giving it a few hard-earned gold pieces or
new, shiny shield. Remember, however, an NPC will usually keep the gl
you give, so be careful not to part accidentally with your Turbo-Charaed:
Super-Maximum-Militant-Death Sword.

u defeated the NPC in combat, select Leave to end your

SPELL

Some spells, such as Charm and Mindread, can be particularly useful
when you Truce or Talk with an NPC. During the second stage of l“
negotiations, for example, cast a Charm spell to up the odds. A Mindread spé
helps a magic user to read what’s on an NPC’s mind. To cast a spell, select
Spell, a character to cast the spell followed by the spell and its power level.
For more information on the spells available to you, see the Magic Spells
section of this manual.

Pool

When you are looking to purchase an expensive item or you aré
attempting to bribe an NPC, the Pool option can be used to transfer
party’s gold to one character. Select Pool and designate a character t@
all the party’s gold.
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WHERE TO BEGIN?

you have created a blend of characters that you believe can

- the rigors of the world, it's time to form your party and head off
' ‘Depending on your progress, you will select one of the three

 to get there.

g a New Game with Level 1 Characters. From the
‘main menu, select Add Party Member. From the list of
select six to form a party. Then, select Start New Game. You
his option when you are beginning a new game with new
ADVENTURING rs that you have created in Crusaders of the Dark Savant.
The essence of Wizardry is adventyrine u
T 2 . % time to accept the chqllenge and ventyre o
% SN ; the unsafe, but potentially lucrative, world of
’ Crusaders of the Dark Savant.

i g a Saved Game. If you already have an expedition
, select Load Savegame.

Characters. If you have a party from Bane of the Cosmic
can import them into Dark Savant. See your Quick Reference
er information.

Successful adventures consist of at least eight stages:

1. Preparing a well-balanced party that becomes more experienced and
powerful as they grow.

ORDERING A PARTY
FOR ADVENTURE

your party walks in a parade formation, it's important to

ore you meet any monsters - just what the order of that parade
ally, the strong, fighting characters or those with low armor

be toward the front. Spell casters and weak or injured characters
points should be toward the rear. To move a character, click on his
and select another character to switch places with.

2. Exploring the world and searching for its many secrets.
3. Defeating hostile creatures who would otherwise thwart your quest.

4. Resting your party from time to time to recoup stamina and magic
power.

5. Finding various objects you will need to assist you.

6. Meeting and learning from Non-Player Characters (NPCs) of Lost
Guardia.

7. Making notes about what you see and hear and using this knowledge
along with intuition and logic to help you complete your quest.

only the first three party members will be subject to a physical
monsters. However, some monsters may be equipped with

ons that allow them to attack further into your ranks. Other

N sneak up on your lowly Mage, who cowers in the sixth position,

€ robes right off him. A Giant may step over some of your

! at the weaklings in the rear. Additionally, monsters may cast

Y or all members of your party.
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8. Staying alive!

play; take ®

Each time you resume your expedition and are ready to begin P s of
minute to check out your characters. If anyone is without full hit poil
incapacitated, a spell or a few hours of rest might be advisable.
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THE TERRAIN

A you explore Lost Guardia, you will come across citjeg out
rivers, streams, and forests that are home to Lost Guardia’s deniZenpo )
also find a good many gates, buttons, ladders, and other landmarkg p \:‘Ju Ma

the way (or try to conceal the way) to these locales your party is eagt:rat leag *
0 Vi

Aiardry Gold™

oors are found throughout the Wizardry world. Perhaps the door
) to an alchemist’s chamber or even a king’s cache. Wizardry will
at the door is “Locked”, but don’t be disheartened. It's possible
cters to open such doors. For complete information on locked
e Locked Doors section of this manual.

Gates
TREASURE CHESTS

Whenever you come across a gate, you can be certain it wag

put
a reason - to keep you out or something else inside. Should yoy com:h erefw! ) B chicld 4 oll soiis of vk, B i ¢
gate, and find your party at a standstill, try to use keys or items yoyr 3 U A el ST BRDENES, SR IINGS Compae1o
come across or search the area for possible hidden fixtures. Y has Of course, finding a chest is only the half of it. Creatures

aps on chests so their goods won't be easily lifted. For complete
Buttons n disarming chests, see the Treasure Chest section of this

Your party enters a room, and your Detect Secret spell is in effect, Jts 9&"
starts to blink as you search a wall - and that’s when you notice it. The button d Items
that’s so small it nearly blends into the rock itself. Whenever your party comes
across such a button, you can be certain, in most cases, that it will do |
something when pressed. Just what it will do is anybody’s guess! To press the
button, simply click on it or use the Search option.

spots it almost immediately - a sword resting by a tree. One
hilt and the gleam of its blade draws your party toward it.
me across an abandoned item that you would like to have or
, click on the item and select a character to receive the item.
something your party or another has left behind. On the
uld be a cursed item or a booby trap. Abandoned items
ir in the lowest right-hand corner of your screen.

Levers

Much like buttons, only more visible, levers generally activate something of
another. When your party finds a lever and can't resist the temptation to touch-
it, click on it or select the Search option.

e heat of a day’s adventuring, there’s nothing like wading in one
dia’s streams. Of course, her oceans and rivers are inviting, too.
sets your sights on a dip, however, check your character’s
Characters with less than 10 skill will likely drown from fright

@ even in over their heads!

CLIMBING LADDERS & INTO PITS

Leading the way to an upper floor or into the recesses of a dungeoh

ladders are typically a most welcome find. To climb up or down a ladder,
on it. !
Ambling down a forest’s path, you see a gaping hole in the Qro‘md‘ g:\d
possible, of course, that something or someone could be down thel'e-.ke
you decide to climb into its depth, click on the pit to climb dOWl'L_Unh
climbing ladders, Climbing skill is essential as you scale the pit's sides.
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ADVENTURING OPTIONS

To start Wizardry, follow the directions on your Quick Refe
In no time, you will see Wizardry's title screen, and then yoy will t:erlce Cari
Master Options menu. © at the

@izardry Gold™

bou select the Add Character option, you will see the names, races,
ons of all your characters. To add a character to the party, select
~me and then select “OK”. The member’s icon will appear on the
bring him or her an official party member. You can add up to five
ters. Should accidentally select the wrong character, click Cancel

wsirable character instead.
The Master Options menu is the gateway to all Wizardry e

also the place where all adventures begin. Just click anywhere o, the ffer, Itg h - R CT |2 - AT
view the options available to you and your party. SCreen s, se Add Character only if you are beginning Wizardry or want to
b ith a level 1 party. This option loads characters from a roster of
racters. If you have already begun Wizardry, use the Load
ption instead.

Sto g

LOAD SAVE GAME

f party has already explored some of Wizardry’s world and you
your game, you can resume your adventure where you left off
[;y; Savegame option. When you select this option, Wizardry will
gonfirm the name and location of the save game. For specific
lon loading your save game, refer to your Quick Reference Card.

ould like to spend a little time one-on-one with your characters,
ew Member option; you may also select the character’s portrait.
r's window will appear along with all his or her attributes; these

fe explained fully in the Player Character section of the manual.
have finished reviewing your character, select Exit to return to the

CHARACTER MENU

o
If this is your first stay in Crusaders of the Dark Savant, yoz maytr}l“:ed
visit the Character Menu. Here, you can create characters to lead you ™ - { .
your adventure. The Character Menu, along with all its options, is explain a member from your party, use this option. The character

fully in the Creating a Character section of this manual.

Add Character

From the hopeful roster of characters you have create
pick those who will join you on your journey into Wizardry. The
you select will form a party - a group of up to six adventurers 9@
together to explore the world.

:on 10
d, use this optio”
characté®®

there
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START NEW GAME

Once your party’s ranks are filled, and you are certain th,
see before you is the one for you, it’s time head off into the world of o
Select Start New game to do so. If you already have an expedition unwua'd'ﬁl
use the Load Savegame option instead. de

Aiardry Gold™

sen you see before you is the stage for all the action that takes
) Crusaders of the Dark Savant. Each section of the screen will
sart of this world, from your character’s health to the weapons he

, top of the main play screen, you will see six crystal balls. It

2 touch of magic to make them come alive, remind the party of a
ot or otherwise helping them in their adventure. From left to right,
crystal does the following:

)

Configuration

Using this option, you can customize Wizardry to your Computer's
specifications. You will find complete information for your compuyter &
on the Quick Reference Card. Setup

TED BLADE: Empowers swords with an extra “umph” so that it’s
it the monsters and penetrate their armor.

JATE: Provides magical armor protection to the party by lowering

Import Characters or class.

ICREEN: Gives the party extra resistance to magical spells by

If you have played Bane of the Cosmic Forge, and have a pa )
’ party eagerfg e power or effectiveness of magical spells that come the party’s

continue their adventure, use this option to get them on their way. You will
find complete information on party transfers on your Quick Reference Card.

t, CRET: Magically detects the presence of hidden items, unseen

It's a curious world full of creatures, places, and treasures unlike any yoy P the Lk " “links” wh i h j
ind the like, an inks” when your party passes such mysteries.

have ever seen before. As your party adventures on Lost Guardia, you'll see a

screen similar to the one below. : Gives the direction (north, south, east, west) the party is

ON: Lifts the party several inches off the ground and provides
4O rom falling into things such as pits (every little bit helps when you
face). It also augments a character’s climbing skill. Of course,

> 1 vill not save your party if they wander off the top of a mountain.
EREGON MURARIZ

e your magic user casts an adventuring spell, a crystal ball glows
& jer. There are numerous spells you can cast to achieve this effect,
w described in the Magic Spells section of this manual.

BLACKIE GUDRLN
ing that happens on, in, and around Lost Guardia will
this window.
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CHARACTER ICONS

To the left and right of the action window are your chay.

Wizardry Gold™
MOVEMENT

se through the world of Wizardry, place the mouse cursor in the

actere’ « v y g ;
complete with all their vital statistics. cters’ jg f the Adventuring screen. The cursor will turn into an arrow.
1se to move in the direction of the arrow.
Prim; i
Wcu;(?‘ e three methods of movement in Crusaders of the Dark Savant.

Portrait | —on

p, and Climb. Two of these methods, turn and sidestep, are
he time and directly through the arrows. The third method, climb,

—— Secondapy

|
Name
|

We:
o & ) ‘p_”_" nly when you see a ladder you would like to climb up or a pit you
EREGON o Jimb into.
Prof, s
I B Magic Poien
Stamina A
Right
Hit Points g
First, you will see your character’s portrait and below it, his or her Name
and profession. To the right, Wizardry shows you the primary and secondary
weapons currently equipped; a plain hand indicates the character is using hjs Sidestep
hand as a weapon, has no weapon at all, or is using a weapon that requires Right
both hands.

Backste
Just beneath each character’s weapons is his or her current condition. Y

With any luck, your character will be OK, and therefore have no condition
displayed. However, there are many maladies within Wizardry that can affect
characters in one way or another; each is fully explained in the Player
Character section of the manual. Should one of your characters become so
afflicted, the malady’s icon will appear.

The top three arrows represent Turn movement. Turn allows your
urn in the direction of the arrow pressed or, for the arrow
upward, advances your party one step forward. If you turn to the
eft, you occupy the same space, but face in the corresponding

The most important parts of your character’s icon are the three bars that
indicate his general well being. Each bar represents a percentage of the total
amount of health, stamina, and magic power available to the character.

[EP: The bottom three arrows represent Sidestep movement.

lows your party to move over one space or backward one space
ion of the arrow pressed. Your party will still be facing in the
ection as you were before taking the step. For example, if your
lacing North, and you select the left arrow, your party would move
@ to the left, but still face North. Sidestep is very helpful when you
Ching long walls or dense forests for secret entrances.

The left (or red) bar in your character’s icon shows your character’s cu! qmdl'a‘
health or hit points remaining. If he or she gets hurt, the bar will drop- A
healing spell can restore your condition.
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The middle (or yellow) bar reflects the character’s current stamina: éﬁ;ﬁx

character becomes tired, the bar drops. A few hours of sleep can gener:
him up.

The right (or blue) bar rises and falls to show your character’s ‘CU”ent' o
overall magical power. As each spell is cast, the bar falls. An evening - 3
sleep will rejuvenate his or her spell power. A character who possels‘ie5
magical power will always be at 100% — but that’s 100% of nothing-

®
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CLIMB: A ladder or another object that can be climbed requi
movement. When you come across a pit, for example, clic N
down your party goes. Be warned, however. Before yoy q
that are home to who knows what, save your game.

Wizardry Gold»
SPELLBOOK

g after your party stumbles through a patch of thorny roses, you
5 cast a healing spell or two. Select the spellbook to do so. Of
f; select the spellbook to cast any spell - adventuring, healing,
age spells (if you want to fireball a tree, but it’s not

d). For more information on the spells available and casting of

o Magic Spells section of this manual.

Kon it gpad

0 dow,; ;:

PARTY OPTIONS

A you explore Lost Guardia, you will occasionally need tq
take a nap, or use an item. Within the bar at the bottom of the ¢
will find icons for all these options.

Cast 3 g,

e p
en, Yoy Click on Cast

EReT rEANTEL Choose a
AREESEE s Power
[HEAL _WOUNDS [l Level

Spellbook  Use Open Rest Search

Use

Just like Use in a character’s review screen, this option allows you to put
certain items, like keys and potions, into action. To use an item, select the
option, and a character who has the item you would like to use. Wizardry
then ask you to select the item. If the item you select has no particular use at
that time, then “No Effect” will be displayed. Other items, like books, can be
used only when reviewing your character.

Select a Spell

walking down a pleasant path when you notice what appears to
ation - your Ranger tells you something is buried in the ground
ever you feel so inclined, select Search to check the party’s

a: the wall or tree you are facing, the floor you are standing in,

s you will find your bounty purely by intuition. However, unless
hic (you found Elvis), a character skilled in scouting is a great
Isers also offer assistance in the form of the Detect Secret spell.
al scout, Detect Secret scans the party’s area and looks for

of the ordinary. When your magic user casts Detect Secret, one
balls along the top of your screen will begin to glow with a
When the eye twinkles, search the area right away. Although
Necessarily find an item, a twinkle definitely means something is up.
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DISK OPTIONS

Whenever your characters come across a locked door o 4 ¢, all those non-fantasy activities, select Disk Options from the File

treasure chest, select the Open option to get into its goodies. Depen(iur o] I can save your game, load it, or perform other disk options.
what you are trying to open, your characters will have severa| Opti()nsln on ' PLAY: Takes you back to game play without saving the game or
Locked Doors or Treasure Chests section of this manual. - See 4 other changes.

ME & RESUME: Saves your characters’ progress to disk, and
back to game play. As all Wizardry veterans know, saving your
ential part of a good gaming strategy. Just in case your party

to a deep pit, you will have your save game to rely on. Each

ave your game, Wizardry will allow you to give your save game a file
o keep the same name) and a folder or directory. Refer to your
rence Card for further information.

Rest

After a hard day’s adventuring, there’s nothing quite like a campfire ¢
soothe the soul. Whenever you select the Campfire icon, your Characterso
down for the night. As they rest, they replenish some of their staming cur
their wounds, recoup some from nasty conditions and replenish a D0r£ion§f
their magical power. Each occasion your characters are able to fully rest
receive approximately eight hours of sleep along with all its benefits. Yo;J Mmay

wake your characters early by clicking the mouse. b R B ; , Al
i When Wizardry saves your game, it overwrites a previous save

Of course, resting isn’t always a wonderfully peaceful occasion. | the same name. You may want to use different file names or
Occasionally, just when your characters are getting comfortable, a group of ks to preserve older save games.
monsters may notice them. Before you know it, they’re kicking up the bed
sheets and combat begins. With all the rustle, some members of your party
may wake up to participate in combat. However, the other characters, the
really sound sleepers, may remain asleep. Your magician might be able to help
in such situations by casting the Watchbells spell.

E & QUIT: Saves your characters’ progress and returns you
laster Options menu. From there, you can quit the game or select
Savegame to begin play again. Just like the Save option above, you
Wizardry where to save your game and what to name the file. Refer
Quick Reference Card for further information. If you save your

0 a floppy disk, it must be formatted ahead of time.

= NO SAVE: For those dreaded times when your party meets
ling that's just too much to handle, select this option. Wizardry will
you to the Master Options menu and forget about whatever

Warning: If you have a poisoned, diseased, or cursed character in your
party, try to cure the character before you rest. Some poisons, diseases,
and curses are so strong that they will kill the character before the
neutralizing effects of sleep have a chance to work.

Caution: As your party sleeps and dreams of sugarplums, other c.reatum
may be on the move. Of you are hot on the trail of an important item or
lead, you may want to stay awake. You can do so with food or Stamina
Restfull, Heal Wounds, or Healfull spells.
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Moving Characters

Sometimes, a member of the front line becomes injured or incaPaC':zm.d ‘
and you will want to move him or her to the rear to recuperate. To d(t)h;f' ‘
select the character’s name. Next, Wizardry will ask you to select ano
character. When you do, the two will change places.
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Locked Doors

tumblers.

Percentage Skill r Tumblers
in Skulduggery [ l

2| o | com | oues} e | )

A 0doQno

PR | ] 7 ) ||
| |

o Buttons

As the tumblers shift, the chance boxes below change color to reflect the
current position of each tumbler. When a chance box is green, the tumbler is
in the proper place - press its button to keep it that way! Once you h
successfully calibrated each tumbler, the door will open, allowing your P&

get into the goods.

Occasionally, however, you may flip a tumbler whe

out of whack. In most cases, the tumbler will begin to shift again,
your thief another chance. On the other hand, if the tumbler is red a
out of place, you will likely fail in your attempt; there's also a
tumbler may jam in the lock! If that happens, you won't be a

lock, and without the strength of tyrannosaurus rex, it will be hard to
have learned =

o let you o

open. Of course, magicians can provide assistance if they

Knock-Knock spell, or one of your characters may have a key t

Your thief, or any charact
skulduggery, pulls a bundle of tg,
back pack, sets them beside the
begins to shuffle the lock’s tump
the top of the Pick Lock window, you wij
see these tumblers shifting, falling into and
out of place. Depending on the complexj
of the lock, it may have one or more

Chance
Boxes

n it’s yellow and slightly
allowind
nd tOtB“y
chance
ble to pic

er skilleg
dOOr, and
lers. Acrogs

rty 10
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ther Goodies

os you will need a special item or a key to open a door. If you
ss such a door, and you think you have a key or a special item
’}’,‘  the Use option to open it. Wizardry will ask you to select the
ith the item followed by the item itself. If you are successful, the

FORCING A DOOR OPEN

pping toward the door, your party prepares to smash it from its very
soon as you press against the door, you will see the combined

ur party against that of the door. Green (light) shows the

ur party’s strength. As the party presses against the door, their
ows and occasionally slips as the struggle continues. Red (dark)

e strength of the door, its lock , and the hinges that hold it in place.
arty’s strength exceeds that of the door, click Heave to give it that
You're in! Eventually, if your characters strain long enough, they

o the floor, entirely exhausted.

se, there's always a chance that your final heave may be less that
it to be. Unlike picking locks, if you fail to force the door open,

inockin’ on the Door

an't seem to find the right item, the door is jammed, or your thief
s0 well, there’s still a chance that you can open a locked door.
Spellbook option. Next, choose a character who has the Knock-

l. Cast the spell (remember the power of the lock on the door when
ting your spell), and hopefully, if the spell power is enough, all of

s’ efforts to keep you out will have been in vain.

Anock also works to open jammed doors. When you cast Knock-
| Will see either “Success” or “Failure”. If it’s the latter, try

the power level. However, if you see “Jammed”, it means you

d a magically jammed door, against which Knock-Knock is

You will need a special item to open it - or you may never get in.
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TREASURE CHESTS Step

gll-trained looter, the Disarm option is the gateway to a chest’s
n you select Disarm and a character to do the pilfering, you will
rm box below.

bered step on the picture corresponds with its numbered

The Nature of a Trap
Traps on Lost Guardia are a tricky lot. However, through Magic
these devices can be manipulated allowing the party to get intq the o sk
without pesky complications. Chest

For the most part, traps on treasure chests consist of severg] devi
These devices are rigged in such an order that, well, when an unsus -
creature opens it - BLAM! Those studied in Skulduggery, however, c;lﬂ;lctlnu
recognize the trap, how it's assembled, and ultimately, how to disaSSemble el

e

o Rl sl

[ITSREREET | 9| DAGGERS |

e (271} 5 S o
ke 4 0

1 Skill
Chance

Device Device
Percentage skill ~ Window Buttons
in Skulduggery |

Scroll of
Possible Traps

4.—

pect and hold the mouse button down. While you do, your

Cancel I
Button Chance Device Buttons

Inspect
‘a part in inspection, too. You will see the colored box change
ing a reflection of your thief’s skill:

& YELLOW: You will do as well as your skill level allows.
): You will set the trap off!

Lt i

nspect still down, look at the contents of the device window. It

1%

Means

Part of the trap
- Not part of the trap
May be part of the trap

Each symbol in the Device Window
corresponds o a particular device button.
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With information in hand, scroll through the list of possibje traps
which one is closest to your thief's inspection pattern. For example
thief's Inspect revealed this: A

... it shows that he believed that the first two devices were attached, and

he was certain the rest were not involved. So, scrolling through the |;
for a trap pattern window that matches (or at least comes close). .,

The first two devices are attached

el

4. Using the device window as a guide, follow the numbers to disarm the
trap. For example, if the device window shows a “1” for the second device
in the top row, press that button first, then the button marked “2" and so
on. Of course, just like an inspection, luck and skill play a part. You will see

their combination in the color box:

GREEN: You will deactivate the device successfully.
YELLOW: You will not deactivate the device, but won't set it of
RED: You will set the trap off!

If your character is successful in deactivating each of the trap's d
chest will no longer post a danger and will open.

On the other hand, if your character bungled the disarming,
wasn't what you expected, you may set the trap off. If it doesn't b
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Open

If you suspect there is no trap on a chest, or if you
adventurous, you can just yank it open. If there is a trap present,
will most certainly blow up! So, you should always select Disarm &
chest for traps first.

F youg

or if the traP
low up, ¥

disarming it again or simply leave the chest alone, though you won't get the

ing really
are feehnghowever’ it

nd Ins

dizardry Gold™

y things, magic comes in handy when you are dealing with a
Divine Trap, a magical mental probe of the trap’s gizmos,
nces everyone’s ability to inspect the trap and to determine what’s
. Select the Spellbook, a character with this spell, and then choose
> and its power level. After Divine Trap is cast, subsequent

jill reveal more about the trap.

so allows you to get to the goodies inside a chest, but a bit

han Divine Trap. By magically altering the chest’s lock and

the trap inside, Knock-Knock attempts to open the chest directly.
pven need to know what the trap’s name is! However, there is a
ince that Knock-Knock will fail in its attempt to open the chest and
rap in the process.

st, logk

tems within Wizardry allow you to open a chest without the hassle
al danger of disarming its lock. If you believe have such an item,
Next, select the character with the item followed by the item itself.
s successful in its attempt, the chest will open.

Loot

pu have opened a treasure chest (for better or for worse), each
party may receive a portion of its bounty. Select any item you
ed in, and character to receive the item. If there is more than one
est, simply repeat the process. Of course, if you want to leave an

f, el d, you may select “Leave” at any time to drop the item to the

the

ev‘iCeS»
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ELECTING YOUR OPPONENT

times, you will encounter only a single group of monsters. Other
think you have walked into their family reunion!

COMBAT
Your party leisurely wades at the §, i

river, resting some from the day's acti ok ofg
shortly thereafter that your thief screav't‘e& Itig
he’s pulled deeper and deeper intq thms

| waters. Welcome to combat. % Cloudeﬂ

ou encounter more than one group of monsters, select your

by clicking on their group in the monster listing. Until the

away or dies, the group you select will be your “default” target.
can always select another group. Depending on the character’s
our party and the length of his or her weapon, some monsters

of reach.

Well before your party wandered tq 13
| Guardia, creatures of all kinds calleq thisslt
their home. You will find them waiting behy
doors or see them lurking about dark recQS"s:
As you may have anticipated, a meeting i
between a group of monsters and your party js
frequently without milk and cookies, Hoy,
a combat situation comes with fun and
challenge -- and plenty of it.

FIGHT

ids are drawn and shields are readied. The Fight option pits your
st the monsters in hand to hand, armed combat. Their
frengths, and weaknesses also come into play. Of course, skills and
other factors also play a part in the attack.

our character opts to fight and swing her weapon at a monster,
2nt questions are raised:

IDENTIFYING
YOUR OPPONENT

Most of the time, you will only be told what the monsters look like, not
what they really are. For example, you may encounter an “Unseen Entity" but
you won't know whether it's a ghost or a flying bed sheet. Characters who
have studied mythology have the best chance of identifying the monsters' true
identity.

the monster? Her chances of hitting a monster are known as “To

t the monster, did she penetrate its armor or skin? Her chances of
gh these layers is known as “To Penetrate.”

rated its armor or skin, was any physical damage done? Known as
nage”, it's the bottom line.

ling on your characters’ skills and weapons, you may be able to

1 one of several methods of fighting. The method you choose is
ting mode. (To see which modes your weapons use, Assay them.)
its own strengths and weaknesses, and relies heavily on the
Kill of its user.

The Course of Action

Combat proceeds in rounds. Each round, both you and the monstersbasfl;“'t
a course of action and Wizardry acts as the mediator of the action. Com!
over when either side runs away or is totally defeated.
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ic mode is a Swing, a side-to-side slicing blow. The chart on 444
ires the other available fighting modes to the Swing in three areas:

When you come upon a group of monsters bent on stopping your p,annysh
their tracks, each of your characters will have several options. These optio J
are based on the character’s class, skills, weapons, and position in‘the Pf: tha
So it’s likely that each character’s combat options will be slightly differen
his or her fighting mates.

e likelihood characters will hit a monsters with their weapon. For
' Characters select melee, they swing wildly hoping to hit something.
€ odds to hit are down when you are not really looking where
N is going. Yet, a Swing, covering a wide arc and with direction
Chance of a hit.

2/
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TO PENETRATE: The likelihood your character will penetrate th

armor after a successful hit has connected. For example, a direct S MOngtes
monster’s leather armor has a better chance of penetrating it than 5 inty
Swing. g'andm

DAMAGE: Once a blow has successfully hit the monster and
armor, the damage column compares the actual amount of physical 4
inflicted upon the monster. For example, while odds to hit a monst
with a “Melee” attack, if you connect, Melee does double damage!

As compared To To

to Swing Penetrate  Damage
Thrust -2 +2 )
Bash Same -1 *
Melee -4 -4 Double
Throw -1 +1 Same
Punch +1 -1 Sane
Kick -2 Same +2*
Lash +2 -2 Same
Shoot Same +2 Same

*damage inflicted is directly affected by the character’s strength.

For characters with the Kirijutsu skill, any fighting mode may deliver a
critical kill. For Monks and Ninja fighting with their hands or feet, the Punch
and Kick modes also have a chance of delivering a critical kill.

RANGED WEAPONS

With all said and done, the character is ready for action. pmsadeﬁ of
the Dark Savant, acting as game master, calculates the character's
performance (over one hundred calculations are completed), and reports
damage your character has caused.

Certain weapons allow characters to fight monsters far awa a
other weapons require close contact (short range). Wizardry will 3“0“,/%
select any monster group. However, you will only have the Fight Opt'ol
available if they are within the range of your weapon (see the chart

Monsters’ weapons have their own ranges, too.

o

Denetrated its
i

er are do

y (long rangéh

Aiardry Gold

Members to attack

Short (S) 1-3
Extended (E) All 1-2
Thrown (T) All 1-3
Long (L) All All

Range Allows Groups

e Attacks and Strikes

the fight mode, your character may attack a monster more than
may hit the monster several times in a single attack.

[IPLE ATTACKS: After attacking a monster with a primary weapon
rimary attack), a character with speed or experience and skilled in

onry may have a secondary attack. Your character would have two
ite attacks in a round! Well-trained warriors can have up to four

in a single round, 2 primary and 2 secondary. If characters hold a
anded weapon or a shield, then they can have, at most, 2 primary

: there's no hand left to hold a secondary weapon. Without a

lary weapon, the secondary attack is forfeited.

'IPLE STRIKE: Dexterous characters, or those that are
ed, may be able to swing more than once during an attack. When

ice, testifying to your character’s finesse.

PARRY

‘; allows your character to take a defensive or passive role in
ut remember, they are still quite involved. The characters may be hit,

certain circumstances, they may hit back.

’K: Allows characters to use their shield skill to protect against

8. Block is useful for characters whose weapons are not within a

Br's range. To select this option, the character must have a shield

9ed (without a shield, this option will not appear). The effectiveness

: of a block, however, depends on the character’s shield skill. A
ler who blocks cannot be hit for double damage.

GE: Being extremely watchful of all weapons, spells, and missiles
'en the time comes, moving aside for them. While dodging, the

O

s get a multiple strike, you will hear the swing of the weapon more
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character is harder to hit, and cannot be struck for double damage

vell. The Scribe skill, for instance, comes into play when using
» Artifacts skill is used for invoking the powers of magically charged
, Music skill is used by the Bard whenever he or she plays an

GUARD: Waiting for the monsters to attack, and giving they, a bi of
ol ;
| instrument.

own medicine if they do. If a character is on guard, and a Monstey

attack, he or she will jump out, regardless of the position in the does
attack the monster right back. Guard is useful for flying animgajs il ang
bats, who can attack anyone, or for characters who cannot no";nalcly
the monsters. When a character is on guard, his or her armoy class Teach
the same. Stays

REST: Catching your breath. A resting character will recoup some
stamina, but he or she will be much more vulnerable to attack while reg:
This option is useful if there is little danger or if the character is abgy to
pass out anyway (if your character passes out, it’s typically for a while),
them before they collapse, and they'll definitely have enough stamina to gt
through the next round.

you opt to use an item, a list of your character’s possessions will
the item you wish to use. Depending on your character’s

, or Artifact skill, there is also a chance the item’s power could
r backfire on your party.

ns, because of their genetic makeup, are able to breathe acid upon
nents. Select this option to invoke the Dracon’s inborn ability.
require a lot of stamina, so be careful not to exhaust the

HIDE

Characters with the Ninjutsu skill can attempt to hide from monsters
during combat. If they successfully hide, they can remain hidden or ambush the
monsters. Since the monsters weren't expecting an attack, they are easier to
hit, and if hit, they incur quite a bit of damage. Characters may remain hidden
even after they launch a suprise attack especially if they're able to kill an
opponent before it screams to its companions.

Spell

You are hoping to heal a character of a pesky poison, or perhaps you aré
determined to turn a ferocious giant into dust. When you select Spell, you will
see your character’s spellbooks. Choose the realm, the spell, its power lfavel,
and it will be cast against the party you are currently targeting. For hgahng
spells, you will need to select a character. The spell will be cast sometime .
during the round of combat. Remember, some spells attack only one r‘n0"5t
within a group while others attack several groups. Check out the Magic
section of this manual for further information.

USE

Certain items within Wizardry have the power to cast spells 0
magical feats in other ways. You may use these items in combat 232 3
opponents or for the benefit or your party by selecting the Use optio k;le Jevel
course, a character who decides to use an item should have a reasona

2

casion, you may encounter something that'’s just too tough for your
indle. When you do, the Run option may be your only hope. Your
won't get any experience points for the combat, but they may come
eir lives. Even if one character selects Run, the whole party will
aracters who are running have their backs turned to the monsters,

r for the monsters to hit them, and if hit, characters may take extra
lonsters may also block your characters’ escape route, and the party
ontinue combat or attempt another getaway. Even if your party
e’'s a chance that they may run into another group of monsters.

d strategy for potential sprinters - keep your fighting characters
lile those in the rear run. As they do, the fighters defend their back,
we you and your group lots of potential damage.

MOVE

onally, characters may become hurt or fall asleep , and because
v, they are unable to fight or protect themselves . The Move
you to put a strong and healthy character in front of an injured
tect him or her. You may also move a strong character from the

10 the front to deliver a deadly blow. When characters move, they
1o any position. If they advance, all of the characters behind their
on will retreat one rank. One the other hand, if a character retreats,
Noves ahead by one slot. Moving requires extra stamina, and leaves
ter prone to monster attack.
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Equip

You have accidentally equipped your prize warrior with a toothpick
is his primary weapon. Obviously, you will need to do something - ¢ " 0
better weapon! In cases such as this, select the Equip option, Wizar, dQUJD
you to your character’s review screen where you can change equipmeng
equipment, Assay items, or take something out of, or put SOmething int' dr
Swag Bag. Since you are juggling all your equipment in the heat of COm%a
you are using up valuable stamina and are more susceptible to attack. L,

Equip is also used by characters who need to reload their firearms d
combat. Since the character must first Merge the firearm and its ammunjg
reloading firearms occupies an entire round. on,

While you are equipping, you may view your character’s spells, byt you
may not cast them (use Spell instead). Of course, you can also use Equip to
look over your character’s statistics and other attributes while in combat.

CANCEL & BACKUP

If you are having second thoughts about your selections, the Cancel
option allows you to start all over again, beginning with the first character.
Backup, on the other hand, just takes you back to the previous character’s
selection.

Terminate Game

Strolling down a forest’s path, your level 2 characters are greeted by what
appears to be the compilation of all your worst nightmares. In one round (or
maybe it was one swing, you couldn’t be sure), he knocked out your first three
characters.

At times such as this, the Terminate Game option is your only recgursa
When you select this option, the game ends, and you return to the main
menu. Wizardry forgets whatever has happened, and allows you to pick up
where you last saved your game.

T@Aizardry Gold™
COMBAT MODIFIERS

asionally, your character may become afflicted with one or more
out question, these conditions can affect a character’s

in combat. For example, a sleeping character can't attack

r defend himself - neither can a character who is carrying seven
te mail. These conditions are known as modifiers.

ILLNESSES

performance in combat. Some illnesses can also make them
y and open to attack. All of Wizardry’s maladies and their effects are

s strength and stamina to hold up a 20 pound sword. Add that 200
plate mail, and it'll be a feat if the character moves at all.

e is what your character faces if he or she carries too much. By
character, you can see his or her total carrying capacity along
t he or she currently holds. Encumbrance affects a character’s
it a monster and a character’s armor class in the following ways:

I Icrease in

Natural AC

(‘lumu'
to Hit

ercentage Used of

rrying Capacity

0% to 49% (gray)
50% to 66% (gray

None

-5% None
67% to 75% (It. blue) -10% +1
76% to 90% (vellow)  -20% +2
91% and up (red) -25% to -40% +4

1 in parentheses by the character’s armor class. “Review” the
er to see its effect.
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Bonuses

ding on a character’s statistics, he or she may excel in certain areas
Pared to his or her opponent. For example, suppose your intelligent
ittling a dumb ol’ rat. The Monk, because of its high intelligence,

e to outwit the rat in its every move. Likewise, characters who are
Tonger than their opponents may be able to out-move or overpower

O
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them. Your characters’ strength, intelligence, dexterity, and spee d a8 .
to that of the monsters they're battling, may improve their odds, or o Parg
them which somewhat hinders their success. Wer

Aiardry Gold™

 the six realms of spells, four different schools of magic were formed,
plete with its own spellbook.

Alchemist sought to use the natural powers of the elements, and
5 mix them together for their healing and combat use. Alchemist
not be silenced. The Ninja and Ranger also practice this form of

MAGICAL MODIFIERS

Thanks to genetics, some characters are naturally resistant to ce
types of spells. As characters progress, they develop certain resistancesg
immunities as well. When hit by such a spell, the characer may fully resist
effects or may take less damage than the rest of the party. To see -

which
character races offer such resistances, check Appendix A: Character Races

riest gathered the elemental powers of the divine, and developed
heal his fellow man and protect him from enemies. The Bishop, Lord,
rie also practice this form of magic.

flage channeled the elemental forces for their wrath and collected an
e of spells which brought the fury of the elements upon his

5. The Samurai, Bard, and Bishop also practice this form of magic.
ic fathomed the powers of the mind, and learned to use its wonder
ealing and damaging means. The devout Monk also practices this

MAGIC SPELLS

Within the Wizardry world, there are few who pot
revere the powers of magic. Some are so taken by its
mystery that they devote their lives’ study to its ways: the
» Psionic, Alchemist, Priest, and Mage.

dividual listing of each spellbook follows the realm listing. Each
has been alphabetized for easy lookup and use.

REALMS

There is a total of 96 spells, divided into six different realms that
represent the substance of the magical universe: Fire, Water, Air, Earth, J
Mental, and Divine. Each of these realms gets its power from the “element,
such as fire or water, over which it presides. Within the Water realm, for

LEARNING SPELL LEVELS

h realm is broken down into seven spell levels (level 1 Earth spells,
tth spells, and so on). Your spell casters typically learn one level at a
may occasionally learn a level 2 spell before learning all of level 1.
a spell’s level represents its complexity, overall power, and difficulty

=] oxample, you will find a spell to increase a character’s stamina (replenishind e more skilled your magic user in his or her area of interest, the
o : it in a gust > level of spells they can learn.
6] water to the body), and yet another which freezes water and hurls it in
4 at opponents. A listing of spells by realm and power follows this section.
©
S Power Level
= Fire Earth Spell has seven different power levels that are used when casting the
neral, the higher the power level, the more powerful the spell and
Water Mental Kill required to cast it (Oratory). For damage-oriented and healing
' power level will affect the amount of damage or healing done. For
8 Divine S, such as Knock-Knock or Direction, the power level of the spell
ir S

Se its effectiveness or duration.
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SPELL POWER COSTS

For each spell your character learns, he or she will be given, a ol
amount of spell points. These points, in turn, are used to cast the spells
your magic user casts a spell, he or she must have enough spell pojngg - When
available to fire it off. As a spell increases in power, it also increases i, o
and requires more Oratory to intone. For example, if a spell cost 5 pointss;
power level 1, then it would cost 10 points for power level 2, and -

0 on,
Affects & Effects

Some spells attack only one monster or help only one character, Others
can encompass all opponents or affect the entire party. In the list of spells
which follows, the affected person or group(s) are listed. Some monsters may
not be affected or only partially affected by a spell. If it's an “all or nothing”
type spell, there may be no effect at all. Lastly, just like your characters, some
creatures are resistant to certain types of spells. For example, an Ice Giant
probably wouldn't be affected by an Iceball spell (unless the laughing did him i),

of the most important skills of the spell caster, Oratory is the practice
fully reciting a spell while under the duress of combat. A character
oratory should be able to zip off a deadly spell while

usly dodging a sword’s blow.

ver, characters with poor oratory or bad luck may backfire or fumble
Jhen a spell backfires, it attacks the party instead of the monsters! So,

 the “Spellbook” option.
se a realm

he power level
t Cast
SUMMONING SPELLS the spell a target (a character, a monster, a group, an item, etc.)
Your lead fighter has two hit points left, your mage has fallen asleep,

and your priest is too insane to do much about it. With the last bit of power he
can muster, your Psionic fires off an Illusion spell. And ... voila, a Greater
Demon appears - at your service! With a flick of his giant, fiery hand, your
enemies are but a bad memory.

spell casters must study to learn more spells. When your spell casters

as the Samurai, are both warriors and spell casters. Be careful
their fighting skills in lieu of spell power.

For just such reasons, summoning spells are a favorite among Lost
Guardia’s magic users. These spells allow you to summon a monster from
another plane to fight for your party. Once you have summoned one group ©
monsters, however, you may not summon another group until the first grouP
dies or the encounter ends.
etimes,

Summoned monsters can be extremely useful to your party. Som d group

an attack originally meant for your characters will strike the summoneto
of monsters. .. saving you the pain, rest, and healing spells necessary
recover.
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FIRE SPELLS

Wizardry Gold
Cost: 8

3 Creatures plus power level

g:st;. MiGa Qe  electrical energy hurled at the opponents doing 1-10 hit points of

Affects: 1 Creature ‘damage per power level.

A jolting spark of electric energy doing 1-7 hit points of damage pey

POwer . Missile Cost: 9
level. IAG
Blinding Flash Cost: 2 3 Creatures plus power level
Caster: ALC W

wn as Dancing Lights and Rainbow Rays, the various spectrums may
satures in many different ways.

Cost: 12

Affects: 1 Creature plus power level
A giant flash of light that may temporarily blind opponents.

Psionic Fire Cost: 4

Caster: PSI

Affects: 2 Creatures plus power level

A fiery burst of mental power doing 1-8 points of fire damage per power leve].

Fireball Cost: 6
Caster: MAG

Affects: 3 Creatures plus power level v
Blazing fireballs that burn opponents and can do 2-10 hit points of fire All creatures

damage per power level. re fusion bomb. This spell burns all creatures and does 5-25 hit
Fire Shield Cost: 8 fire damage per power level.

Caster: MAG

Affects: Party

Creates a barrier impervious to fire that protects the party from fire-type
spells.

Dazzling Lights Cost: 6
Caster:PSI

Affects: 1 Creature plus power level - tror ol
A spectacular display of various luminous effects causing victims to sufie
or more maladies.

Fire Bomb Cost: 8

Caster: ALC

Affects: 4 Creatures plus power level

An exploding, incendiary spell that does 3-9 points of fire damage P€
level.

,g cloud of fire that lasts for several rounds and burns all creatures
Creatures affected, duration, and damage done all depend on the

Cost: 16

Cost: 2

' blast of cold which does 1-6 hit points of cold damage per power

Cost: 2
RIl, ALC, PSI

L Character
les some of the character’s stamina keeping the character awake or

im or her to go without sleep for a longer period of time. Amount of
2plenished depends on the power level of the spell.
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Terror Cost: 3 Cost: 8

Caster: MAG, PSI

Affects: 1 Group

Evokes fear and terror in creatures and may reduce their ability to f
cause them to flee.

Weaken Cost: 4

Caster: MAG, PSI

Affects: 3 Creatures plus power level

Physically drains the creatures, making them vulnerable to attack, Causing
to fight and react poorly, and lowering their resistance to most spells.

Slow Cost: 4

Caster: PRI, PSI

Affects: 3 Creatures plus power level

Slows creatures down. They can’t move as fast to hit you and are easier t hit OF
themselves. L ——

4 Creatures plus power level
of stinging ice balls which cause 3-12 hit points of ice damage per
AY) l.

ight oy

Cost: 5

s to solidify all water in a creature’s body. Duration and success

‘on the power level of the spell relative to the power and amount of
ter in the creature.

Cost: 7

2rs a party member with a heroic boost of energy allowing him or her
the power and finesse of a hero.

Cost: 6

Haste Cost: 5

Caster: PRI, PSI

Affects: Party

Speeds up characters’ movements by giving them extra energy. Also helpful to
counteract a Slow spell.

Cure Paralysis Cost: 6
Caster: PRI, ALC, PSI

Affects: 1 Character
Attempts to cure one character of paralysis. Success depends on the extent of
paralysis to the character’s system versus the power level of the spell.

_Creature
§ to freeze a creature’s bodily fluids solid doing 3-39 hit points of
2 damage per power level.

Ice Shield Cost: 8 4S Creatures in a mystical cloud that attempts to drain their lifeforce
ES Caster: MAG d they remain inside the cloud. Duration and power of the cloud are [
0] Affects: Party 0 the spell's power level. <
k= A barricade which resists the effects of cold and protects the party from cold Cost: 12 g‘j‘
I and cold-type spells. Strength and duration of the Ice Shield depends on the i a
M power level of the spell. » f_)
= Restfull Cost: 8 I O cure someone of disease %

Caster: PRI tects. Success depends on the [§ L,

Affects: Party of the disease relative to the |

rty- F
A gentle spell that restores a portion of stamina to every member of the P2 fength.
Stamina recouped is relative to the power level of the spell.

(%)
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AIR SPELLS

Poison Cost: 2
Caster: ALC

Affects: 1 Creature

Turns the air poisonous around the creature and causes 1-5 hit pojnts of
damage per power level plus poisoning. Strength of the poison is re|

the power level of the spell.

Missile Shield Cost: 5

Caster: MAG

Affects: Party

Hardens the air around the party forming a shield that protects characters
from missiles, arrows, hurled weapons, etc.

Shrill Sound Cost: 4

Caster: MAG, PSI

Affects: 1 Group

Whips the air creating a high frequency pressure wave the blasts the creatures
with 1-5 damage per power level.

Stink Bomb Cost: 8

Caster: MAG, ALC

Affects: 3 Creatures

An odorous cloud of stinking fumes that can cause 1-6 hit points damage per
power level and may make them feel nauseated.

Air Pocket Cost: 8

Caster: MAG, ALC

Affects: Party .
Protects the party from air spells such as stinking clouds and suffocation by
creating a pocket of fresh air around the party. Strength and Duration of the
pocket are relative to the power level of the spell.

Cost: 4

atiVe to

Silence
Caster: PRI, PSI
Affects: 3 Creatures plus power level i
Causes air around creatures to stop transmitting sounds, thus preventm% %
from casting spells. Strength and duration are relative to the power leve
spell.

@

them

Wisardry Gold™
Cost: 7

ous cloud that lasts several rounds and surrounds the creatures in the
eatures inside the cloud suffer from poisoning and damage. The
gs affected, duration, and damage done all depend on the power level

Cost: 8
PRI, ALC
-1 Character

ts to cure one character of poisoning. Success depends on the strength
joison relative to the strength of the spell.

Cost: 8

Lo tornado whipping around the creatures and blasting them with 1-7
ts damage per power level.

Cost: 10

Cost: 8

1 Creature

a creature outright or does extremely heavy poisoning plus 3-15
 points per power level.

Cost: 12

a 3-inch cushion of air underneath party helping to prevent or reduce
In case they fall. Duration of the spell is relative to the power level of
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Toxic Vapors Cost: 8
Caster: ALC
Affects: Cloud
A giant, stinking cloud of vapors that surrounds the creatures and cgy,
points of damage per power level of the spell.

Noxious Fumes Cost: 10

Caster: MAG, ALC

Affects: 3 Creatures plus power level

Horrid smelling torrents that blast the creatures’ noses and cause 1-6 hjt
damage per power level plus nausea.

Asphvyxiation Cost: 12
Caster: MAG, ALC

Affects: All groups

Swallows air around creatures leaving none to breathe. Chance of creatyres’
death depends on their ability and need to breathe, strength, and susceptibility
relative to the strength of the spell.

Deadly Air Cost: 16
Caster: ALC

Affects: All creatures ; :
Makes air surrounding the creatures entirely unbreathable and causes 4-16 hit
points damage per power level.

Death Cloud Cost: 20

Caster: ALC

Affects: Cloud - .
Black vapors that engulf a group of creatures and attempt to kill thgm qutnght-
Every round creatures remain in the cloud, there is a chance they will die.

S€s2.6

Poins

Wisardry Gold~
EARTH SPELLS

Cost: 2

Cost: 2

;and lessens their ability to attack and defend.
‘ Cost: 2

point per power level.

Cost: 2

ation of the spell is relative to the power level.
Cost: 6

-ocked Doors and Treasure Chests
alters the lock on a door (jammed or not) or a chest in an attempt to
k. When used on a chest, there is a percent chance that it may set the

2 Cost: 6

’RI, PSI

3 Creatures plus power level.
ing razor blades through the air doing 2-8 points of damage per
Vel without providing a nice clean shave.

Cost: 6

& magic armor plating around the party, protecting them and lowering
I0r class. Duration and strength depends on power level.

gle of powder that causes the creatures’ skin to itch. It also irritates the

a magical shield in front of the person, lowering his or her armor class

al compass that shows the direction the party is facing (N, S, E, or W).
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Web Cost: 7
Caster: MAG, PRI
Affects: 1 Creature
Attempts to capture 1 creature in a sticky web slowing or halting its
movements or attacks. Success depends on the strength of the creatyye
relative to the power level of the spell.

Whipping Rocks Cost: 7
Caster: MAG, ALC

Affects: 1 Group .
A vortex of rocks sailing toward a group of creatures doing 1-6 damage per
power level.

Acid Bomb
Caster: ALC
Affects: Cloud
A giant acid cloud that surrounds creatures and causes acid damage. The
creatures affected, duration, and damage done all depend on the power leve]
of the spell.

Cost: 8

Armormelt Cost: 8

Caster: MAG, PSI

Affects: 1 Group

Softens the armor of creatures thus raising their armor class in proportion to
the power level of the spell, making it easier for your weapons to penetrate

their armor.

Crus Cost: 9

Caster: MAG, ALC

Affects: 1 Creature

Creates a gigantic stone that attempts to crush a creature doing up

points of damage! Ouch!

Create Life
Caster: ALC
Affects: Party g
Summons a group of organic creatures to come and fight for the paﬁy~lg‘ he
power and number of creatures summoned is relative to the power leve

spell.

to 200

Cost: 10

Cure Stone Cost: 18

Caster: PRI, ALC

Affects: 1 character

Attempts to restore a stoned character to normal flesh and bo

depends on the strength of the stone relative to the power level of t

ne. Success
he spel-

@iardry Gold™
MENTAL SPELLS

Cost: 3

Creature

ading pressure of thought swirling the creature’s brain and causing 1-7
ts of mental damage per power level and potential insanity.

Cost: 3
G, ALC, PSI
'3 Creatures plus power level
creatures to fall asleep and prevents them from attacking the party
s or defending themselves from attack. Success and duration depends

sower of the creatures relative to the power level of the spell.

Cost: 4
, PSI

i Cost: 5

PRI, ALC, PSI

1 Creature or NPC

s to charm a creature to prevent it from attacking the party. Any
charmed will also be easier to hit. When cast in non-combat

s, the spell attempts to charm an NPC so that it will regard the party
adly or at least neutral manner for the duration of the encounter. The
1e power level, the better the charm.

Cost: 4

, ALC, PSI
1 Character
 to cure a character of one of the lesser conditions: afraid, blindness,
and minor irritations. Success depends on the strength of the malady
O the strength of the spell.

Cost: 4
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ireasure Chest
the inspector of a treasure chest to determine the elements of the trap
t reliability by making the devices attached more readily apparent.
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Wizardry Gold

The trap must, of course, be inspected after Divine Trap is cast for the 3 Cost: 8
be useful. Success of the spell depends on the power and complexity of the to
tra i spell’'s power.
Aieero beldgy - ots to discern what’s on an NPC’s mind. Success depends on the
Detect Secret Cost: 5 ence of the NOC relative to the spell’'s power level.
Caster: MAG, PSI q
Affects: Caster ] Cost: 10
Opens the caster’s mind to anything that may be strange or out of place and « PRI, PSI

allows him or her to detect its presence within the party’s immediate area.
Detect Secret eye will “blink” when the caster detects something. Duration and
success of the spell are relative to the spell's power level.

Identifv Cost: 8
Caster: PRI, PSI

Affects: 1 Creature or Item

Attempts to reveal the true name of a creature or an item. Success depends o
the power of the creature or the cloak of the item relative to the power leye]
of the spell.

ts to restore sanity to an insane character. Success depends on how
e character is versus the spell’s strenght.

Cost: 8

5: 3 Creatures plus power level
reme and powerful jolt of mental energy that scrambles the creatures’

Confusion Cost: 6 Cost: 10

Caster: ALC, PSI

Affects: 1 Group

A blast of mental energy that attempts to scramble the creatures’ thinking, ots to conjure an illusion of a being so real that it can attack creatures
causing them to run away, attack immediately, cower in fear, whip up a batch  attacked back! The creatures’ amount and powers depend on the

of fondue, or otherwise act crazy. power level.

Watchbells Cost: 5 s Eve Cost: 10

Caster: MAG, PSI MAG, PSI

Affects: Party

A psychic bell cast in an attempt to wake other party members if they are
asleep or unconscious when attacked by creatures. Success depends on the
length of time the party has slept, how tired the party members are, and how
solidly they sleep.

Hold Monsters Cost: 6

Caster: PRI, PSI

Affects: 3 Creatures plus power level -
Attempts to confuse the creatures into believing they are paralyzed. Succ .
depends on the power of the creature relative to the power level of the SP

‘the caster to see the surrounding area from an overhead view. The size
ail of the area seen depends on the power level of the spell.

Cost: 7

. MAG, PSI

: All Creatures

s an illusion that is so terrifying it may scare creatures away, causing
O cower in fear, or otherwise reducing their capacity to fight as well.

Cost: 10

PRI, PSI

i 1 Creature
Ots to kill a creature outright. Success depends on the creature’s power
' to the spell's power.

O
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DIVINE SPELLS

Wounds Cost: 4

2 PRI, ALC, PSI

» 1 Character

1-8 hit points per power level. It will not cure lesser conditions, such as
‘f» , or resurrect dead characters.

Cost: 3

Wizardry Gold™

Locate Object Cost: 8
Caster: PRI, PSI

Affects: Caster
Allows the caster to magically determine the location of certain burieq o
hidden items. Success depends on the item'’s location relative to the ¢
how well the item in question is hidden, and the spell's power leve],

ster,

Mind Flay Cost: 18

Caster: PSI

Affects: All creatures

A concentrated tide of mental energy that conjures every fear and devastates
the creatures doing 4-16 points damage per power level plus potential
insanity.

Find Person Cost: 16

Caster: PRI, PSI

Affects: Caster

Tries to locate someone you're looking for, and may reveal all parties within a
certain range. Success depends on the spell’s power level versus the location
and stealth of the one sought.

: 1 Creature
s divine powers to cause bodily harm and inflict 1-8 hit points of
e per power level.

Cost: 4

2 1 Creature plus power level
put powerful missiles of magical energy hurled at an opponent doing 1-7
ats of magic damage per power level.

: 1 creature plus power level
to dispell an animated and undead creature. The success depends on
ature’s power relative to the spell’'s power level.

Cost: 4

enhances members’ weapons and increases the likelihood of a
Sful hit on a creature. It also increases the chance a hit will penetrate the
fe's armor. The duration and power are relative to the spell’s power

Cost: 7

=
N
D
=
2
®
S
Q

Metime during each round. He or she will always reappear to execute
I combat options. The duration of the effect is relative to the spell’s
level.
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Magic Scree Cost: 8
Caster: MAG

Affects: Party

Creates a magical barrier that attempts to protect the party from aj| spells
at them. The strength of the barrier is relative to the power of the Creatyreg'

spells and the level of the screen.

Conjuration Cost: 10

Caster: MAG, PRI

Affects: Party

Summons creatures from the ethereal planes to fight for the party. The Power
and number of creatures summoned is relative to the power level of the spell.

Anti-Magic Cost: 7

Caster: MAG

Affects: 1 Group

Forms a magical barrier around the creatures that may cause their spells to
fizzle out or backfire. The barrier’s strength is relative to the power level of the
spells cast and the power level of the Anti-Magic screen.

Remove Cost: 4

Caster: PRI

Affects: 1 Person

Attempts to lift any magically cursed and stuck items from a character. Success

depends on the strength of the curse relative to the strength of the spell.

Healfull Cost: 12
Caster: PRI

Affects: Party

A super-charged healing spell that attempts to restore hit points and health to
all members of the party. The amount of hit points restored is relative to the
spell's power level.

Lifesteal

Caster: PRI, PSI
Affects: 1 Creature and 1 Caster i
Removes virtually all lifeforce from a creature and attempts to channel some ©
it back into the caster to heal him or her. Does 4-16 points magic damagé pe
power level multiplied by the power level of the spell.

Astral Gate Cost: 8

Caster: MAG, PRI

Affects: 1 Creature per power level i
Attempts to banish a demon-type creature from this world. Success depen
on the power of the creature relative to the power of the spell.

rs

Cost: 12

Wizardry Gold™
Cost: 15

: 1 Creature
e of magical power that tries to destroy one creature of the undead
with up to 1000 points of damage.

Cost: 15

’s possession, and must have at least one charge left to duplicate.
s a chance the item could be destroyed. Success depends on the items

: All Creatures
e word cast so powerfully it smashes the creatures with 4-16 points of
| damage per power level.

ion Cost: 20
- MAG, PRI, PSI
: 1 Character

) revive a dead character. Success depends on the character’s lifeforce
2 to the spell’s power level.

Cost: 20

‘All Creatures
ts to Kill all creatures outright through sheer magical force. Success
s on the power of the creatures relative to the power level of the spell.
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Spell Name

Wizardry Gold™
Alchemist’s Spellbook

Realm Cost

Affects

Description

W=Water
A=Air

E=Earth
M=Metal
D=Devine

Acid Bomb E 8| Cloud Acid damage every round|

Acid Splash E 2| 1 Creature 1-7 hp of acid damage pp]

Air Pocket A 8| Party Protects from air spells/clouds
Asphyxiation A | 12| All Groups Tries to kill breathing creatures
Blinding Flash | F 2| 1Creature +PL Flash that may blind monsters
Charm M 5| 1 Creawre or NPC | Tries to sway creatures' thoughts
Confusion M | 6| 1Group Scrambles brains! Nochﬁ&w
Create Life E 10 | Party Calls elementals to fight for party
Crush E | 9| 1Creature Squish! Up to 200 hp damage!
Cure LesserCnd | M | 4| 1 Character Attempls to cure of lesserills |
Cure Stone E | 18| 1 Character Attempts Lo cure stoning

Cure Disease W | 12 | 1 Character Attempts to cure disease

Cure Paralysis | W | 6| 1 Character Attempts to cure paralysis |
Cure Poison A 8 | 1 Character Attempts to cure poisoning
Deadly Air A | 16 | All Creatures No air! 4-16 hp damage ppl!
Deadly Poison A 8 | 1 Creature Kills! Or 3-15 hp ppl & poisoning
Death Cloud A |20| Cloud Tries to kill outright every round!
Draining Cloud | W 8| Cloud Drains lifeforce from creatures
Fire Bomb F 8 | 4 Creatures + PL | 3-9 hp of fire damage ppl

Heal Wounds D 4| 1 Character Heals 1-8 hp ppl to character.
Tiching Skin E 2| 2Creatures + PL | Irritates creatures/reduces actions
Noxious Fumes | A | 10| 3 Creamres + PL | 1-6 hp ppl & nausea

‘Poison A 2| 1 Creature 1-5 hp ppl & potential poisoning
Poison Gas A 7| Cloud Delivers damage and poisoning! |
Purify Air A |[10| Party Tries to clean air of nasty clouds
Sleep M 3| 3Creatures + PL | Creatures may fall asleep

Stamina W 2 | 1 Character Restores a potion of stamina |
Stink Bomb A 8 | 3 Creatures 1-6 hp ppl & potential nausea
Toxic Vapors A 8| Cloud 2-6 hp of sinking damage ppl
Whipping Rocks | E 7| 1Group 1-6 hp rock damage ppl

ppl = per power level
AC = armor class

hp = hit points

WAiardry Gold™
Mage’s Spellbook

M=Metal
D=Devine

Air Pocket A 8| Party Protects from air spells/clouds
Anti-Magic D 7| 1Group Their spells may fizzle/backfire
Armor Shield E 2| 1 Person Lowers AC by 1 ppl
Armormelt E 8| 1Group Raises creatures' AC by 1 ppl
Asphyxiation A | 12| Al Groups Tries to kill breathing creatures
Astral Gate D 8 | 1 Creature PPL Tries to banish a demon creature
Blink D 7| Caster Allows caster to "blink" out/in
Chilling Touch | W 2| 1 Creature 1-6 hp cold damage ppl
- | Conjuration D | 10| Party Calls creatures to fight for party
- | Crush E 9| 1 Creature Squish! Up to 200 hp damage!
Deep Freeze w 6| 1 Creature 3-30 hp of ice damage ppl
Detect Secret M 5| Caster Caster may see hidden objects
Direction E 3| Party Shows direction (N,S,E,W)
Energy Blast R 2| 1 Creature 1-7 hp electric damage ppl
Fire Shield F 8| Party Protects from fire spells
Fireball F 6| 3 Creatures + PL | 2-10 hp fire damage ppl”
Firestorm F |12| Cloud Lasting, burning cloud
Ice Shield w 8| Party Protects from ice spells and cold.
Iceball W | 8| 4Creatures + PL | 3-12 hp of ice damage ppl
Knock-Knock E 6| Doors & Chests | Attempts to open door or chest
| Levitate A |12| Pany Lifts party inches off floor
Magic Missile D 4| 1 Creature + PL 1-7 hp magic damage ppl
| Magic Screen D 8| Party Protects from magical spells
| Missile Shield A 5| Party Protects from hurled objects
Noxious Fumes | A [ 10| 3 Creatures + PL | 1-6 hp ppl & nausea
Nuclear Blast F |16 All Creatures 5-25 hp bomb damage ppl
Prismic Missile | F 9 | 3Creatures + PL | Random rays causing illness
Recharge D (15| Item Restore charges to an item
Resurrection D |20 | 1 Character Tries to revive dead character
A 4 | 1 Group 1-5 hp of pressure damage ppl
M 3| 3 Creatures + PL | Creatures may fall asleep
M 7| All Creatures Terrifies creatures! May run
A 8 | 3 Creatures 1-6 hp ppl & potential nausea
W 3| 1 Group Easier to hit creatures/may run
M 5| Party May wake sleeping members
w 4 | 3 Creatures + PL | Creatures fight and react poorly
E 7| 1 Creature Tries to halt a creature's actions
E 7| 1 Group 1-6 hp rock damage ppl
M (10| Caster Allows caster to see "map"
D |15 | 1 Creatre

PL=ipo

ppl = per p

Dispell! Up to 1000 hp damage

rl pp! = per po level
rlevel AC = armor class

hp = hit points
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Spell Name

Wizardry Gold™
Psionic’s Spellbook

Description

pell Name

Wisardry Gold~
Priest’s Spellbook

Realm Cost

Description

Armormelt E 8| 1Group Raises creatures AC by 1 pp]
Blades E 6| 3 Creatures + PL | 2-8 hp slicing razor damage pp|
Bless M 4| Party Lowers AC/Enhances hit chance
Blink D 7| Caster Allows caster to "blink" out/in
Charm M 5| 1 Creature or NPC | Tries to sway creatures' thoughts
Confusion M 6| 1 Group Scrambles brains! No control!
Cure LesserCnd | M 4| 1 Character Attempts 1o cure of lesser ills
Cure Paralysis | W | 6| 1 Character Attempts to cure paralysis
Dazzling Lights | F 6| 1 Creatures + PL | Various mental assaults!
Death M | 10| 1 Creature Attempts to kill outright
Detect Secret M 5| Caster Caster may see hidden objects
Divine Trap M 4 | Caster & Chest Makes chest's devices apparent |
Find Person M | 16| Caster Tries to locate someone or party
Haste w 5| Party Speeds up members' movements
Heal Wounds D 4| 1 Character Heals 1-8 hp ppl to character
Hold Monsters | M | 6| 3 Creatures +PL | Creatures think they're paralyzed |
Identify M 8 | 1 Creature/Item Reveals item/creature's true name
[lusion M | 10| Party Calls illusion to fight for party
Knock-Knock E 6 Doors & Chests Attempts to.open door or chest
Lifesteal D | 12| 1 Creamwre/Caster | (4-16 hp ppl) x PL damage/heal
Locate Object M 8| Caster Tries to find location of object
Mental Attack E 3| 1 Creature 1-7 hp ppl & potential insanity
Mind Flay M | 18| All Creatures 4-16 hp ppl & potential insanity
Mindread M 8| Caster Determines what's on NPC's mind
Paralyze W | 5| 1 Creature Try to solidify all liquids in body
Psionic Blast M 8| 3 Creatures + PL | 1-7 hp ppl & potential insanity
Psionic Fire F 4| 2Creatures + PL | 1-8 hp of fire damage ppl
Resurrection D | 20| 1 Character Tries to revive dead character
Sane Mind M | 10| 1 Character Returns sanity to insane member
Shrill Sound A 4| 1 Group | 1-5 hp of pressure damage ppl
Silence A 4| 3 Creatures + PL | Tries to silence monster spells
Sleep M 3| 3 Creatures + PL | Creatures may fall asleep
Slow W | 4| 3Creatures + PL | Slows down creatures movements,
Spooks M 7| All Creatures Terrifies creatures| May run
Stamina W | 2| 1 Character Restores a portion of stamina
Terror w 3| 1Group Easier to hit creatures/may run |
Watchbells M 5| Party May wake sleeping members
Weaken W | 4| 3Creatures + PL | Creatures fight and react poorly
M | 10| Caster Allows caster to see "map"”
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Armorplate E 6| Party Magical armor plating lowers AC
Astral Gate D 8 | 1 Creature ppl Tries to banish a demon creature
Blades E 6| 3 Creatures + PL | 2-8 hp slicing razor damage ppl
Bless M 4| Party Lowers AC/Enhances hit chance
Charm M 5| 1 Creature or NPC | Tries to sway creatures' thoughts
Conjuration D [10]| Party Calls creatures to fight for party |
Cure Discase W | 12| 1 Character Attempts to cure discase
Cure LesserCnd | M 4| 1 Character Auempts to cure of lesser ills
Cure Paralysis W 6 | 1 Character Attempts to cure paralysis
Cure Poison A 8 [ 1 Character Attempts to Cure poisoning
Cure Stone E |18 | 1 Character Attempts to cure stoning
Death M |10/ 1 Creature Attempts to kill outright
Death Wish D (20| All Creatures Attempts to kill all outright
Dispell Undead | D 7| 1 Creature + PL Tries to dispell animated creature
Divine Tra M 4 | Caster & Chest Makes chest's devices apparent
Enchanted Blade| D 4| Party Give weapons extra power
Find Person M |16 | Caster Tries to locate someone or party
Haste W | 5| Party Speeds up members' movements
Heal Wounds D 4 | 1 Character Heals 1-8 hp ppl to character
Healfull D (12| Party Super heal spell for whole party
Hold Monsters | M 6 | 3 Creatures + PL | Creatures think they're paralyzed
Identify M 8 [ 1 Creature/ltem Reveals item/creature's true name
Lifesteal D |12 1 Creature/Caster | (4-16 hp ppl) x PL damage/heal

| Lightning F 8 | 3 Creatures + PL | 1-10 hp electric damage ppl
Locate Object M 8 | Caster Tries to find location of object
Make Wounds D 3| 1 Creature 1-8 hp of magic damage ppl
Paralyze w 5| 1 Creature Try to solidify all liquids in body
Purify Air A | 10| Party Tries to clean air of nasty clouds
Recharge (D |15| Item Restores charges to an item
Remove Curse | D 4| 1 Person Tries to lift cursed item
Restfull w 8 | Party Restores stamina to all members
Resurrection D |20| 1 Character Tries to revive dead character
Sane Mind M |10 | 1 Character Returns sanity to insane member
Silence A 4 | 3 Creatures + PL | Tries to silence monster spells
Slow w 4| 3 Creatures + PL | Slows down creatures movements
Stamina w 2 | 1 Character Restores a portion of stamina
Superman w 7| 1 Character Super boost of power to fight!
Web E 7| 1 Creature Tries to halt a creature's actions
Whirlwind | A 8 | 3 Creatures + PL | 1-7 hp of whipping damage ppl
Word of Death | D | 18 | All Creatures 4-16 hp magic damage ppl

E=Earth PL = power ppl = per power level

W=Water M=Metal ppl = per po el AC = armor class E=Earth PL = power level ppl = per power
A=Air D=Devine hp = hit points M=Metal ppl = per power level AC = armor clz
D=Devine hp = hit points




Wizardry Gold™
APPENDICES

Wizardry Gold™

RESISTANCES: The Dwarves’ robust bodies
S,NT}; él provide poison resistance, while their heredity

PIE 10| provide for magic spell protection.
L e

Appendix A: Character Races

All told, there are eleven different races that yo,
character can choose from. Each race has its oy
advantages and shortcomings. A character’s race
determines his or her base statistics, such as strength
and intelligence, and affects the ability to resist
sickness, magic, or a monster’s attack. Ultimately, 5
character’s race influences which professions he or ghe
may enter. A complete description of all Wizardry's
races follows.

Coming from a long line of forest and cave-
dwelling folk, Dwarves also have a taste for any
adventure. They are small beings, but display a
rkable amount of strength. Their hearty stance and high vitality make
‘a natural for combat-related professions. Also pious creatures, Dwarves

RESISTANCES: Because of their high piety
o 19| and ancestry, Gnomes possess a resistance to

PIE 13 | magic spells.
VIT 10

DEX 2 In the underground caves of Wizardry, one
]S,gg ¢ | might just find whole groups of Gnomes in their

natural habitat. Typically keeping to themselves,

RESISTANCES: Although a Human has no
natural resistances, it has no particular
| shortcomings, either.

Humans are the race to which all others in
Wizardry are compared. Perfectly balanced in its
statistics, having no particular strengths and no decided weakness, the human
serves as a stable and dependable creature regardless of the profession a
Human character eventually enters.

RESISTANCES: The Hobbit has resistance to

% Elf e ;513;1; g | Magic-realm spells. S
0} stk 7| BRESISTANCES: Elves, because of their high - PE 6 N
> INT 10 ‘ intelligence, have a natural resistance to hypnosis VIT 9 A sleek and tiny race, the Hobbit is a g
B PIE 10 and sleep spells. DEX 10 | dexterous and busy type able to maneuver its e
© VIT " SPD 7 ‘ < 3 5 5
N iR . _ o pER 13 | body (and especially its fingers) into and out of 0
= W5 Elves are srr}alllsh creatures, v\.nth POlmel — the tightest situations. The Hobbit is also well =
PER 8 | and a broad smile. They excel at intellectua N as a charming conversationalist and for its amazing friendliness and o

pursuits, loving not only what they learn but the

study that comes with it as well. Armed with these smarts, Elves make
excellent magic users. Elves are also nimble creatures, moving their small
bodies with an above-average ease and speed.

tality. Hobbits with lesser inclinations frequently use their silver tongues
Quick fingers to help themselves to goods and information.

(%) (%
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RESISTANCES: The Faerie’s long kinshj

: i P wi
11 | nature provides resistance to magic spells. th

DEX
SPD
PER

2 The tiniest and most agile race in all of

10 | Wizardry, Faeries are delicate and beautify]

4 ; - : . :

12 . beings. Their small size and lightning speed give

also one of the smartest and friendliest creatures in Wizardry. Although net
much of a fighter, the Faerie can make an excellent magic user or thief,

Lizardman

them a naturally low armor class. The Faerie i

STR

PIE
VIT
DEX
SPD
PER

RESISTANCES: A lack of intelligence provides
resistance to mental spells, while its skin resists
acid.

\ The Lizardman is a serpentine-type creature

DEX
SPD
PER

whose origins are somewhat uncertain. Although

upright, the Lizardman is not intelligent or personable (actually, others tend to
avoid him). Its strengths lie in its natural ability to fight... and win. Strong, fast,
and hearty, with a mind that thinks “kill, kill, kill,” the Lizardman can be the

perfect combatant.

Dracon

it is human-like in its ability to talk and walk

e
f

STR
INT
PIE
VIT
DEX
SPD
PER

0 ’ RESISTANCES: Their dragon ancestry gives

7 | Dracons resistance to acid and mental spells.
6

|
A A mixture of blood between the human and
g | the dragon created this wondrous race with
6 | incredibly unique abilities. While remaining

%)
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RESISTANCES: The Rawulf’s thick hair
provides great cold protection.

Rawulfs are devoted and hearty creatures.
Descending from a race of intelligent, bipedal
canines, they share their ancestors’ caring
personality and thick coat as well as an indication

RESISTANCES: Quick reflexes help it dodge
missiles and spells.

Like their distant relative, the cat, Felpurrs
are fast, smart, and personable. They walk on
their hind feet, and are beautiful creatures with a
full mane of hair covering their bodies. Felpurrs

Iso intelligent and dexterous. Throughout their evolution, they have relied

RESISTANCES: The Mook's magical nature
gives it resistance to magical spells. Its fur
provides resistance to cold.

Very magical in nature, the Mook'’s exact
origins are entirely unknown. Those skilled in the
Wizardry’s mythology have gone so far as to

private, the Dracon occasionally ventures out and ate the Mook may even be of alien origin! Mooks are extremely
will accompany another group for reasons of its own. It is strong, dexterous:
and hearty, and can make a great Ranger, Thief, or Fighter. The Dracon also
has a limited ability to breathe acid upon its opponents!
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 interests, Mages learn them quicker than any other profession in
rdry. They have poor hit points and are very limited in the armor and
yons they can use. However, their powerful spellcasting makes them ideal

A total of fourteen traditional fields of study are available to your chy
and each of these professions follows. By meeting the minimum qualifica
of a profession, characters can begin to train in the profession’s skills, n,
and conduct. Along with a description of the profession, you will see its
spellbooks, primary skills, and basic equipment:

Tactey,
tiOns
agic,

—_____ SPELLBOOKS: Priest
MY | PRIMARY SKILLS: Theology
PIE 12| BASIC EQUIPMENT: Quarterstaff, Robes (U),

I\;g( Robes (L), Sandals, 3 Lt. Heal potions.
SPD
PER 8

_ong known for their healing powers, Priests are useful to any party

ng to live for more than a day in Lost Guardia. Dedicated individuals,

ts give all of their attention to the study of divine Priest spells. Their

ion allows them to learn Priest spells quicker than any other profession.

y

s are also skilled diplomats, able to negotiate with NPCs. Priests have

Spellbooks: If the profession has the ability to learn magic, the spellbook
will be listed here. Further information on magic and the spellbook itself s i,
the Magical Spells section of this manual.
Primary Skills: Fresh out of training, your characters have become somewhat
proficient in certain aspects of their profession. The primary skills reflect thig
training.

Basic Equipment: It would be pretty unkind, not to mention rude, to send
your characters into the world naked, without weapons or shoes on their feet.
Listed here is your character’s basic beginning inventory.

Fighter high hit points, must use specially consecrated weapons, and can wear
e SPELLBOOKS: None
INT PRIMARY SKILLS: None
PIE BASIC EQUIPMENT: Long Sword, Leather
VIT 3 ; Y SPELLBOOKS: None

%) S”,fg Cuirass, Fur Leggings, Sandals, Buckler Shield. ISNTTR PRIMARY SKILLS: Skulduggery
PER PIE BASIC EQUIPMENT: Cutlass, Cloth Shirt,
vit b Cloth Pants, Buskins, 6 Bite Daggers.
The general warrior class is one of the most time-honored professions in ]S)E];( 8
fantasy role-playing. Fighters generally have high hit points, and relish their PER

role as shock-troops. They may specialize in a wide array of weaponry skills,
and often use these talents to dispose of monsters who stand in the way of

% adventure. Fighters mainly concentrate on these combat skills, honing them to rfect iy Thieves are very good at circumveqting the noxious =
[@] a deadly point. Fighters can wear almost all armor and use most weapons. ire traps which often lie between a party and their hard-earned loot. They IS
= have the skill to pick locked doors, and delight in the opportunities to pick g
5] Mage ets. Thieves can hide in combat, and if successfully hidden, they can =
S SPELLBOOKS: Mage h a surprise attack... doing double damage. o
= STR | PRIMARY SKILLS: Thaumaturgy S

PIE BASIC EQUIPMENT: Staff, Robes (U), Robes

vIT & ic Missil 1. ‘

DEX (L), Sandals, 1 Magic Missile scro ISNT¥ 11;0 P B BOOKS: Albbemist

BER PE 8 | PRIMARY SKILLS: Scout, Bow

vIT 1o | BASIC EQUIPMENT: Short Bow, 100 Willow

spD 8 | Arrows, Suede Doublet, Suede Pants, Buskins
PER 8 |

The creators of the power Mage spells continue, to this day, to devote 2
life’s work to their study. Because they practice only Mage spells and seek N0

(%)

(%)
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The nature-lover of Wizardry, the Ranger enjoys a talent for sco
such things as secret passages, trick walls, and other traps of this na

Aizardry Gold™

Uting ou

' : . i ' ture, R SPELLBOOKS: Psionic

like Robin Hood, a classic of this profession, Rangers are excellent archers - it 14| PRIMARY SKILLS: Theosophy

have a deadly accurate aim. They receive a bonus when using all Projectile - PIE ' BASIC EQUIPMENT: Dagger, Robes (U),
weapons, including a chance to score a critical hit. Around the third leve] of gg( 141" Robes (L), Sandals, Shadow Cloak
experience, Rangers slowly begin to learn Alchemists’ spells. They also hav SPD

fairly high hit points, and can hide during combat. i PER 10 |

Concentrating on the wonders of the mind, the Psionic is a magic user

Alchemist 7has developed mental powers to a level no other profession can hope to

SPELLBOOKS: Alchemist Their s ¢ : : e
> ess. pells have the ability to alter the mind, read it, and mess with it
F fg? 13 PRIMARY SKILLS: Alchemy eneral. They are both clairvoyants and divinators, who focus all their
PIE | BASIC EQUIPMENT: Staff, Robes (U), Robes gies on their mental and magical abilities. Through this devotion, Psionics
gg{ » (L), Sandals, 1 Cherry Bomb potion. n the mental spells faster than any other profession.
l
SPD

WS | PER

stk 10| SPELLBOOKS: Priest
INT PRIMARY SKILLS: Pole & Staff

PIE 11| BASIC EQUIPMENT: Spear, Fur Halter,

pex 10| Chamois Skirt, Sandals, Leather Helm
SPD 11
PER 8

The weavers of magical spells, Alchemists aspire to bend the laws of the
universe. Although they are spellcasters, their traditions show them to be the
mixers of potions, and the diviners of spells. Using their high intelligence,
Alchemists concentrate their studies fully to this art, allowing them to learn its
spells faster than any other profession in Wizardry. Additionally, due to the
nature of their spells, they need no oratory and cannot be silenced.

Bard

A profession open only to female characters, the Valkyrie is a first-rate
e warrior. Her knowledge of weapons is vast and precise; her spirit for

SPELLBOOKS: Mage ‘ at is great. She is strong, and has the ability to swing her sword with a

STR | PRIMARY SKILLS: Music A ] : ;
g;lET 10 BASIC EQUIPMENT: Sling, Bullet Stone (25, . eaget%?; g;i tstudy of Priest spells, although she doesn’t learn them as

VIT ' Cloth Shirt, Cloth Pants, Poet’s Lute
DEX 12

SPD

o) 8
3 | PER 12| — SPELLBOOKS: Priest, Mage =
) The silver-tongued adventurer, the Bard enjoys a talent for song, INT 15 ‘ PRIMARY SKILLS: Theology, Thaumaturgy %
ie] entertainment, and conversation. Additionally, their musical talents allow them PIE 15 ’ BASIC EQUIPMEIYT : Quarterstaff, Robes (U), 53
i to play the different enchanted instruments found within Wizardry, casting a b Robes (L), Sandals, Mitre )
= spell with each. Bards also begin to study powerful Mage spells around the SPD %
third level of experience. Bards have been known to pick a pocket or two as RN . B
well, and lea‘rn in the ways of the thief, allowing them to pick locks, disarm Extremely intelligent and pious individuals, Bishops devote a major portion
traps, and hide during combat. heir time to the ancient studies. Pooling the knowledge of the Mage and

Priest, Bishops are well-studied characters who learn the spells of both
I counterparts. However, because of the time required to study both
lbooks, Bishops learn more slowly than the Mage or Priest. Bishops,
ause of their great wisdom, are skilled in the political art of diplomacy.
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e SPELLBOOKS: Priest
INT 9 PRIMARY SKILLS: Diplomacy
SIIET }% - BASIC EQUIPMENT: Broadsword, Quilt
DEX 9 Tunic, Quilt Leggings, Buskins, Steel Helm
SPD 9
PER 14

An excellent fighter, diplomat, and pious spellcaster, Lords are the trye
crusaders knights in Wizardry. While their combat skills are their primary
concern, the Lord’s interest in the Divine Priest spells develops around the
third level of experience, and helps to provide the party with the additiong]
healing power it may need. Whether it be inflicting the damage or healing it o
negotiating it, Lords are a great addition to any party.

Samurai

 SPELLBOOKS: Mage

SR 11| PRIMARY SKILLS: Sword
PIE BASIC EQUIPMENT: Katana, Wakazashi,
A& ng ?2 Robes (U), Robes (L), Sandals
SPD 14
4 . PER 8

The true swordsman of Wizardry, the Samurai has dedicated his or her life
to the study of the sword. Their lightning speed combined with their sword’s
accuracy help them fight their way through most any situation. Samurai can
learn the deadly skill of the critical kill, unleashing upon their opponents in the
heat of battle. Their mystical side allows them to develop mage spells around
the third level of experience.

Monk
B e SPELLBOOKS: Psionic
i it 8 | PRIMARY SKILLS: Hand & Feet, Theosophy
PEE 13| BASIC EQUIPMENT: Bo, 15 Shurikens,
. s Ve 10| Robes (U), Robes (L), Sandals
mrs=y SPD 13
PER 8

A wandering person in search of inner and outer development, the Monk
is a talented warrior, fighting most with the hands and feet, who tops this
ability with a knowledge of self-defense. The Monk also possesses keen insig
into the ways of the mind, and begins to learn the Psionic spells at the third
level of experience. The Monk is also studied in the body, and may critically hit
an opponent. He or she may also hide in combat.

Wizardry Gold™

- SPELLBOOKS: Alchemist
| PRIMARY SKILLS: Hand & Feet, Ninjutsu
1 BASIC EQUIPMENT: 15 Shurikens, Ninja

STR 12
INT 10
PIE 10

gl;:rx g ' Cowl, Ninja Garb (U), Ninja Garb (L), Tabi Boots
SPD 12 |
PER

e ultimate assassin, the Ninja is a silent and devout killer with skills and

ts admired, but little known about, by all. They commonly fight opponents
their hands and feet, wreaking havoc upon their unlucky opponents.

may also deliver a critical blow to whatever stands in their way. Sharing

2 of the Thief’s skills, the Ninja is able to hide in combat, in hopes of

hing a deadly surprise attack. Much later in their careers, Ninja begin to

| Alchemist spells.
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Appendix C: Character Skills

As your characters travel through forests and encounter NPCs and
monsters, they will develop, learn, and hone the skills that are necessary §
survival and success in Wizardry. There are four categories of skills: ng b
Physical, Academia, and Personal. Within each of these categories, they nng
many individual skills, all of which are listed in this section. Depending Oiare
character’s profession, you may not see every possible skill while reviey;
your character. .

Wisardry Gold™
ysical Skills

Physical skills generally affect a character’s ability to do things which

jire talents of the body or voice. For instance, a character skilled in Scout
reenly perceive a piece of straw that looks out of place in a giant hay pile.
‘unskilled scouting character, on the other hand, will blindly walk down the
oblivious to the giant red sign that says, “Secret Door Here!” As with

t skills, Physical skills grow stronger as your characters practice them.

sical skills reach a maximum of 100 points.

SCOUT: The knack of seeing and finding things such as secret door,
idden entrances, or buried items others seem to pass by. You must add
points manually to “Scout” to increase your character’s proficiency.

Weaponry Skills

In general, Weaponry skills affect a character’s ability to handle his or h
weapon. As your character practices these skills (equipping and using a .
weapon in combat, blocking a blow, etc.), points will be added to the skill tq
reflect your training. At their best, all skills reach a maximum of 100 points

WAND & DAGGER: The talent of wielding daggers, wands, and other
small items used as weapons in combat.

MUSIC: The art of playing enchanted musical instruments and bringing
forth from them different magical spells.

ORATORY: The vocal discipline required to properly recite a magical spell
in combat. Without good oratory, spells meant for monsters may fizzle or
‘ckfire on the party.

LEGERDEMAIN: The ability to pickpocket (steal) items or gold from
NPCs without their knowledge or permission.

SKULDUGGERY: The delicate skill of inspecting and disarming traps on
chests and picking locks on doors.

NINJUTSU: The legendary art that allows characters to hide themselves
from their opponents. For the Ninja and Monk, proficiency in Ninjutsu
helps to lower their armor class rating.

SWIMMING: A measurement of your character’s ability to swim across
deep water. Characters with fewer than 10 skill points may drown from
entering deep water.

CLIMBING: The knack of taking falls, climbing into pits, and scaling the
sides of walls without taking damage.

SWORD: Any sword, including the katana, used as a weapon in combat is
covered under this skill.

AXE: This ability covers any axe, such as the battle or hand axe, used as a
weapon in combat.

MACE & FLAIL: The talent needed to use any mace-like item, including
the flail or hammer, as a weapon in combat.

POLE & STAFF: The mastery of any pole & staff, such as the halberd,
bo, or staff, used as a weapon in combat.

THROW: The demonstrated ability to be on target when any weapon is
thrown. This includes such things as shurikens, darts, potions, and weapons
that are thrown accidentally.

SLING: The ability to use any weapon which consists of a leather strap
and two cords which, when whirled and released, hurls stones and other

like objects at an opponent. ademia Skills

cademia skills affect a character’s ability to learn and understand matters

lectual. These skills also affect the magic users’ ability to learn and

erstand spells. While Academia skills may eventually increase automatically,
gical study skills must be advanced manually by adding skill points whenever
\aracter gains a level; these are studied skills, not practiced. Without study,

agician will never learn spells beyond the basic. As with all the skills, the

lest amount a particular skill can reach is 100 points.
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BOW: The flair of handling any bow which fires arrows and is used as @
weapon in combat.

SHIELD: The art of using a shield effectively to block an opponent’s blow
while fighting or parrying.

HANDS & FEET: The talent of using one’s hands and feet as lethal
weapons to strike and hopefully kill an opponent.

o1
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SNAKE SPEED: Allows characters to move with lightning reflexes,
increasing speed in all aspects where it is a factor.

EAGLE EYE: The ability to target a creature with a weapon or spell and
strike with an amazing degree of accuracy.

POWER STRIKE: An ability to strike a blow that does maximum damage
and sometimes yields more than that!

MIND CONTROL: Those adept in this skill can master control of their
own minds. This extra willpower helps them fend off sleep or Psionic spells
d to retain control of their own mind.

TAizardry Gold™

ARTIFACTS: The ability to effectively use and invoke magical iteryg
depends on this skill. Without a developed Artifact skill, there is 5 chane
the item’s power will fizzle or backfire. This skill also affects a Characterve
ability to successfully assay an item to determine its intricacies. 2

MYTHOLOGY: The ability to recognize, while in combat, the trye
identities of monsters.

SCRIBE: The ability to successfully invoke the magical power of a scroll
during combat.

ALCHEMY: The art of learning, practicing, and exercising Alchemjst
spells.

THEOLOGY: The pursuit of the divine interests leading to the study of
Priest spells.

THEOSOPHY: The possession of mental and spiritual insight that alloys
its possessor to study Psionic spells.

THAUMATURGY: The path of study followed by the Mage and those
who follow him to learn Mage spells.

KIRIJUTSU: The deadly skill and knowledge of the body which allows its
possessor to strike a vital blow or critical area, hopefully killing an opponent
with a single blow.

MAPPING: The ability to transcribe an accurate record of the party’s
adventure. The higher the skill, the more detail (doors, stairs, trees, gates,
etc.) included. This skill requires a mapping kit to be effective.

DIPLOMACY: The art of negotiation and creation of mutual pacts and
trust between the party and another group. Allows the neogtiator to truce
well and form alliances with NPCs.

Personal Skills

Lost Guardia is a world unlike any your characters have ever known.
Although they come prepared with a great selection of skills, there still some
things they might pick up along the way.
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FIREARMS: The use of small firearms, like muskets. This skills
determines your character’s ability to load and accurately fire such a
weapon.

REFLEXION: The ability to take small jumps so quickly - faster than th
eye - that a double image is created. This skill's most effective use is in @ -
character’s ability to avoid an attack. The “after image” is usually the targ®"
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Reginald Arnedo
Cheryl Posner

Cinematic Sequence Music
Richard Band

Stonekeep Theme
Brian Luzietti

Faerie Songs
Brian Luzietti
Charles Deenan

Faerie Players Contracting

Marcy Dicterow
Fearie Music Recorded at
The Enterprise

Faerie Music Recording Engineers

Bob Brown
Jeff Griffin




Credits

Post Production & Recording
Charles Deenan

Cinematic Post Production & Sound FX

Soundelux Media Labs
Charles Deenan

Audio Mastering
Craig Duman

Sergio Bustamente

Music FM Conversion
Ron Valdez

Brian Luzietti

Rick Jackson

3D Audio Processing
Spatializer ®

Video Processors
Leonard Boyarsky
Arlene Somers
Floyd Grubb

Jim Bowser

Bill Stoudt

Video Room Supervisor

Jim Bowser

Cinematic Video Technology
Paul Allen Edelstein

Programming Consultants
Tim Cain

Kurt W. Dekker

Scott Campbell

Internal Engine Designer
Peter Oliphant

Translation Support & Such
Chris DeSalvo

Installer Programmers
Gabriel Valencia

Darren Monahan
Parallax Software

Director of MIS Department
Nathan Renich

MIS Manager
Mike Pacholik

Credits

Faerie Songs Production & Mixing Audio

Historian
Eric Ti-Chung Ying

Extra Special Sharga Scripting
Kevin Bass

Quality Assurance
Bill Delk

John Werner
John McGinley
Derek Bullard
Chris Keenan
Tony Picolli
Derek Gibbs
Jason Paul Coggeshall
Darrell Jones
Cory Nelson
Daryl Guetzkow
Dave Hendee
Savina Greene
Larry Smith
Marvic Ambata
Frank Pimentel
Jeff Woods

Quality Assurance Leads

Stacy Patterson
Kyle Shubel
Chad Allison

Assistant Quality Assurance Director
David L. Simon

Quality Assurance Director

Jeremy S. Barnes

Rendering Director
Robert Nesler
Audio Director
Charles Deenan
Art Director
Spencer Kipe

Artist Supervisor
Todd Camasta

Assistant Producers
Floyd Grubb
Eric DeMilt

Simpson

rog Shaman
ke Radanaecher

na Tavizon
2ob R. Buchert III

Credits

Zombie
Bill “Weez” Dugan
Skeleton

Lucy
Spencer Kipe

Lizzy
Tori Andahazy

Mr. McCleary
Hy Terman

Axe-Man

Simon Black

Villager

Lee Trice

Wolf, Drake’s Dog

Julius

Stunt Double for Mr. Julius
Sasha the Wonderdog

Featuring the Voices of
Drake

Tony Oliver
Shadowking

Arthur Burghardt
Thera

Madalyn Rofer
Wahooka

Bill E. Martin

Enigma d
Ardwight Chamberlain
Farli

Richard Epcar

Karzak

Philip Lewis Clarke
Dombur

Milton James

Skuz

Michael Sorich
laenni, Queen of the Fay
Natalie Carter

Lament/Sparkle
Kath Soucie
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Sweetie Surly
E.G. Daily

Chuckle Snort
Rob Paulsen

Giggle Binkie

Steve Mackall
Murph Winkie

Jeff Glenn Bennett
Vermatrix Goldenhide
Louise Chamis

Torin

Simon Prescott
Geldor

Clifton Wells

Sardin
Edward Mannix

Orson
Throg Hermit
Barry Stigler

Thun Brightstone
Throg Shaman
George Ettin
Mike L. Reynolds

Seldin Sharga 2
Mark Vanslow

Gorda Karn
Sarkan

Skrag

Terrece Stone
Ed Ettin

Milton James
Fil Ettin

Nigel Hardstone
Big Sharga
Walter Burr
Stump Ettin
Michael McConnohie
Gargoyle

Simon Prescott

Credits

O

Scourge

Whispering Voices
Jeff Winkless
Melodee M. Spevack
Michael McConnohie

Grug

Ice Sharga Guard
Tiny Sharga
Joshua Seth

Ice Queen
Melodee M. Spevak
Kandoc

Grak the Traitor
Sharga 1

Dan Woren

Rek

Sharga Rebel
Robert Towers
Sharga Advisor
Weak Sharga
Edmund Sorich

Video Director
Michael Quarles

Assistant Director
Chris Taylor
Producers
Michael Conti
Eric DeMilt

Directors of Photography

John Fante
Alan Blazedale

Key Grip
Mark Moore

Gaffers
Dave Watson
Mike Weaver

Craft Services
Eric DeMilt

Tony Bowren

roduction Assistants

2lly Amato
Miller
ake-up
avid Crowther
pstume Supervisors
pencer Kipe
»dd Camasta
pstumer
ie Snead
pstume Designer
pencer Kipe
re Special Effects Coordinator
incent Montefusco
secial Effects Unlimited
1sky Wrangler
ince De Nardo
med at
en Kitay Studios, Stage 14
ollywood, CA
pening/Ending Cinematic Sequences
oving Pixels)
rectors
nthony Smoller
obert Kramer
oving Pixels, Producer
avid Thorne
loving Pixels Director of Photograph
chael La Violette
lotion Control Director
Anderson
otion Control Operator
m Balsam
otion Control Grip
Lesko
timatte/Video
ob Kertesz
und Recordist
iver Haycraft
oom Operator
Mendelssohn

Credits

Gaffer
Richard Cheung

Best Boy Swing
Paul Cheung

Key Grip
Bubba Sheffield

Best Boy Grips

Steve Graves
Huston Beaumont
Robert Leitect

Art Director
Roy Rede

Stylist

Kristine Miller
Make-up/Hair
Terry Aikens

Teacher
Mike Carter

Animal Trainer
Dennis Grisco
Script Supervisor
Rob Howard

Craft Services
Rachel Montoya

Production Assistants
Mark Morris

Max Lamkin

Reggie Blumfield
Kevin Kerr

Storyboard Artists
Anthony Fung

Hugh Kennan

3D Computer Graphics
Moving Pixels

3D Artists

Sean Ro

Aryeh Richmond

3D Animation & Special Effects

Interplay Productions
Leonard Boyarsky

Kevin Beardslee
Dave Mosher
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Manual Writer
Chris Taylor

Manual Design & Production
Jerry Friedman

Manual Editor & Post Production

Bruce Warner

Thanks to

Steve Jackson

David Pulver

Win Craft at Desper Products
SRS Labs

Digidesign

Dave Ball at Waves

Museum Replicas
Dragonmarsh, Riverside CA
Susan & Devin Quarles

For The Bard’s Tale - Tales of the Unknown

Game Concept, Design and Program

Design

Michael Cranford
Scenario Design
Michael Cranford
Brian Fargo

Additional Design
Roe Adams III

Graphics

David Lowery
Music

Lawrence Holland

Producer
Joe Ybarra

Package and Manual Copy
Michael Cranford

Bing Gordon

Author and Screen Photography
Frank Wing

Photography
Kit Morris

Package Design
Michael LaBash

Credits

Cover Painting
Eric Joyner

Map Art
Don Carson

The Bard’s Tale II - Destiny Knigh

Game Concept, Design and Program Desig

Michael Cranford
Scenario Design
Michael Cranford
Brian Fargo
Graphics

Todd Camasta
Music

Dave Warhol

Producer
Joe Ybarra

Technical Support
David Maynard
Assistant Producer
Chris Wilson

Product Manager
Chris Garske

Art Director
Nancy L. Fong

Package Design
Michael LaBash

Cover Painting
Johnny C. Kwan

Map Art
Don Carson

Playtesters
Philip Ybarra
Caren Edelstein
Tom Norwood

Lagoth Zanta's Name by
Scott Smith

The Bard’s Tale III - Thief of Fate

Director
Brian Fargo

rogramming
ill Heineman

roducer
Jave Albert

ssistant Producer

es Bailey

hris Wilson
same Desig
fichael A. Stackpole

rian Fargo
Heineman
ruce Schlickbernd

Ausic Composition
Heiden

dap

fichael A. Stackpole

Heineman

\rtwork
lodd J. Camasta
aytest & Develop
ruce Schlickbernd
ennifer King
Dave Albert
ill Heineman

ian Fargo
Chris Wilson

es Bailey

Art Director
Nancy Fong
‘ront Cover Art
:‘.1 dy Berrett
‘i, ide PC ade Art
isa Berrett
Jackage Design
lichael LaBash
, cen Photograph!
‘rank Wing

rogral ing
imothy Cain
lohn Philip Britt

Sreg Christensen

ent

'he Bard’s Tale Construction Set

Credits

Art
Robert Nesler
Hayato Ochiai

Dave Nelson

Brian Giberson

Tom Tonaka

Cheryl Austin

Todd J. Camasta
Music

Charles Deenan

Jim Sproul

Testing

Jacob “Up all night” Buchert III
Feargus Urquhart
Jim Gardner

Chris Taylor

Isil Thania (sample scenario)
Thomas R. Decker
Jacob R. Buchert Ill
Timothy Cain

Jim Gardner

Chris Taylor
Producer

Thomas R. Decker

Special Th To
Troy Worrell
Michael Quarles
Manual by
Thomas R. Decker
Timothy Cain

Manual Illustrations
Hayato Ochiai

Manual Design
Vince De Nardo

Ultima Underworld -
The Stygian Abyss and
Ultima Underworld II -
Labyrinth of Worlds

Creative Director
Paul Neurath

Producer
Warren Spector

o




Credits

Project Leader
Doug Church
Creature Art
Whitney Caughlin
Karl Dolgener
Carolly Hauksdottir
Bill Narum

Micael Priest

Dan Bourbounnals
Jeff Dee

Robert Frye
James Fleming
Jerry O’Flaherty
Stu Sheppard

Screen Designs, Objects
Doug Wike

Textures
James Dollar
Doug Wike
Manual Art
Glen Johnson

Map Art
Terry Manderfeld

Intro, End Game Cut Scenes
James Dollar

Portraits

James Dollar

Karl Dolgener

Micael Priest

Robert Frye

Doug Wike

3-D Shapes
Josh White

AIL Sound and Music System

John Miles

Music
Jon Blackley
Dan Schmidt

Sound Effects
Rob Wallace

Guardian Voice
Bill Johnson

Credits

Voice Recording
Randy Buck

Design Concept
Doug Church
Paul Neurath

Lead Writer
Austin Grossman

Conversations
Dr. Cat

Austin Grossman
Dorian Hart

Lead Designer
Tim Stellmach

World Construction
Dr. Cat

Doug Church
Dorian Hart

Mark Leblanc

Tim Stellmach

Lead Programmer
Doug Church

Programmers
James Fleming
Mark Leblanc
Fred Lim

Jon Maiara
Dan Schmidt
Tim Stellmach
Greg Travis

Underworld 1 Programmers

Jon Maiara
Doug Church
Jonathan Arnold
Ed Nelson

Dan Schmidt
Carlos Smith

Bug Tracking Database
Brad Goldman

Courtney Moriarta

Onsite Q.A.

Brad Goldman
Courtney Moriarta
Ron Aruta

ey
August Goodman
Ben Potter

“harles Angel
onathan Einsig

av1d Ladyman

Credits

Graphic Design
Jennifer Davis

Dragon Wars

Program
“Burger” Bill Heineman

Designed by
Paul Ryan O’Connor
Brian Fargo

Artwork by
Todd J. Camasta

Produced by

Brian Fargo
Assistant Producer
Bruce Schlickbernd
Music by

Kurt Heiden

Cover Art
Boris Vallejo

Design Consultant

Steve Patterson
Manual by

Paul Ryan O'Connor

Bill “Weezmonster” Dugan
Wasteland

IBM Version
Michael Quarles

Original Program

Alan Pavlish

Design

Brian Fargo

Ken St. Andre

Alan Pavlish

Michael A. Stackpole
Maps

Bruce Balfour
Elizabeth T. Danforth
Chris Christensen
Jeff “T.G.” Berman
Bill “Weez” Dugan
Nishan Hossepian
Stance Nixon

2/




Alan Pavlish

Ken St. Andre
Michael Stackpole
Mike Williams
Daniel Carver

Graphics
Todd J. Camasta

Charles Weidman
Bruce Schlickbernd

Directed by
Troy P. Worrell

Playtest and Development
Bruce Schlickbernd

Thomas R. Decker

Moral Support
Susan Quarles

World of Xeen
Designed and Directed by

Jon Van Caneghem

P_r%rammed by
Mark Caldwell
Dave Hathaway

Computer Graphics
Jonathan P. Gwyn

Bonnie Long-Hemsath
Julia Ulano

Ricardo Barrera
Technical/Creative Writing
Paul Rattner

Debbie Van Caneghem
Jon Van Caneghem

Production
Richard Espy
Scott McDaniel

Manual [llustrations
April Lee

Sound Programming
Mike Heilemann

Music
Tim Tully

Credits

Voices

Robert Axilrod
Catherine Battistone
Alan Bergreen
Steve Bulin
Louise Chamis
Barbara Goodson
Mike Heilemann
Chris Hoff

Bill Kapezi

Tom Keane
Joyce Kurtz
Dave Mallow

Ed Mannix

Kery Mayham
Tim Miller
Debra Packer
Mike Reynolds
Hilary Sax

Doug Stone
Dave Thomas

Crusaders of the Dark Savant
Design, Writing and Programming
D.W. Bradley

Manual, Hint Guide & Other Writing

Brenda Garno

MS-DOS Technical Programming
Gary Speegle

Graphic Director & Lead Artist
Chris Appel

Graphic Artists

Suzanne Snelling

Daniel Mintor

B.J. Barrett

Renata Dolnick

Storyboard Video Art Sequence
Toshi Sato

Title Page Video Sequence
Derek Hardison

Original Music Score & Sound Effects
Steve Miller

Sound Programming
Jeff Noyle

David Triggerson

'Medieval Armament Research
Jeffrey Yette

Documentation Intern
Matthew Koscak

| Playtesters
Mike Anderson

‘Gary Brockelsby
Peter De Jager
Bill Dedi
Lawrence Ellis
Brenda Garno

Carl Dougan
Don Wilkins

Credits

Graphics and Animation
Dana Delalla

Michael Cuevas
Max Loeb
Dave Avina
Don Wilkins

Music Score and Sound Effects
Jim Laurino

Narration
Dr. Jack

NPC Voices
Dave Avina
Michelle Benoit
Carl Dougan
Jim Laurino
Andrea Saiz
Don Wilkins

Reference Card
Charles Miles
Brenda Garno

Produced and Directed b
Don Wilkins

Executive Producer
Robin Matthews

Playtesters
Joseph Alessi

Andy Backer

Nathan Bruyere

Bill Dedi

Pamela Dreizen

Barry Gelfand

Bill Gillette

Steven Al and Megan Hartzell
Don Henson

Charles Klimushyn
Randy Lee

Harold Lehman

John R. Lemis

Phil “Fleshmobile” Lewis
Dave MacWilliams

Joan “Mama” McKeown
William Malecky

Mike Montgomery
Moon Mulligan
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Credits

Tom Needham Kathy Shaw
Adam Newman Quentin Spooner
Steve O'Brien Robert Tenney
Michael Percell Marlyn Wasserman
Bill Peterson Jeffrey Yette
Dave Reichhart Earl Ziegel
lke Sanderson

“FreakSaveBoy” Sherry.

Extra-special thanks to Jamie Leece
Thanks to “the Team” for their unrelenting dedication and determination, and
thanks to Sirtech for their patience and commitment to high-quality entertainment.
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Warranty

Interplay Limited
90-Day Warranty

Interplay warrants to the original purchaser of this Interplay Productions™ product that the compact
disc or floppy disk(s) on which the software programs are recorded will be free from defects in
material and workmanship for 90 days from the date of purchase. If the compact disc or floppy
disk(s) is found defective within 90 days of original purchase, Interplay agrees to replace, free of
charge, any product discovered to be defective within such period upon receipt at its factory service
center of the product, postage paid, with proof of the date of purchase. This warranty is limited to
the compact disc or floppy disk(s) containing the software program originally provided by Interplay
and is not applicable to normal wear and tear. This shall be void if the defect has arisen through
abuse, mistreatment, or neglect. Any implied warranties applicable to this product, including
warranties of merchantability and fitness for a particular purpose are disclaimed. Interplay disclaims
all responsibility for incidental or consequential damages.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or
limitations of incidental or consequential damages so the above limitations and/or exclusions or
liability may not apply to you. This warranty gives you specific rights, and you may also have other

rights which vary from state to state.

Limited Warranty

If the compact disc or floppy disk(s) should fail after the original 90-day warranty period 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 handling, and Interplay will
mail a replacement to you. To receive a replacement, you need to enclose the original defective
compact disc or floppy disk(s) in protective packaging accompanied by: (1) a $5.00 check or money
order, (2) a brief statement describing the defect, and (3) your return address. If you have a problem
with your software, you may wish to call us first at (714) 553-6678. If your compact disc is
defective and a replacement is necessary, U.P.S. or registered mail is recommended for returns.
Please send the defective disc(s) only (not the box) with a description of the problem and $5.00 to:

Warranty Replacements
Interplay Productions
16815 Von Karman Avenue
Irvine, CA 92606

Copying Prohibited

This software product and the manual are copyrighted and all rights are reserved by Interplay
Productions and are protected by the copyright laws that pertain to computer software. You may
not copy the software except that you may make one copy of the software solely for backup or
archival purposes. You may not loan, sell, rent, lease, give, sub license, or otherwise transfer the
software (or any copy). You may not modify, adapt, translate, create derivative works, decompile,
disassemble, or otherwise reverse engineer or derive source code from, all or any portion of the
software or anything incorporated therein or permit or encourage any third party to do so.

NOTICE: Interplay reserves the right to make modifications or improvements to the product
described in this manual at any time and without notice.

(&)

MWarranty
Technical support

ions about this, or any other Interplay product, you can reach our Customer
m}ceh#ec?\nrzcglﬁpon Group at: lnterzlay, 16815 Von Karman Avenue, Irvine, CA 92606 Attn:
Customer Service. Customer Service is available 24 hours a day through our Autqmated Customer
Service system, with a Customer Service representative available during normal business hours at (714)
553-6678.
Please have your system information available, or better yet, try to be at your computer. T}.'ne more
detailed information you can provide our support personnel, the better service we can provide you.

Hintline

Hints are available for Stonekeep. You can reach our hintline at 1-900-370-PLAY (1-900-451-
6869 in Canada). The charge for this service is $1.25 for the first minute and .$.75 for. each )
additional minute. For Canada, these charges will be in Canadian dollars. A}l hllrlt questions must be
directed to this “900” service. No hints will be given on our Customer Service lines. Yqu must have
a touchtone phone to use this service. The hintline is open 24 hours a day. All long dlst:cm.ce
charges are included in these prices. Callers under the age of 18 must get parental pemuss:c;:\ a
before calling the hintline. The hintline is only available in the U.S. and Canada. Charges subject to

change without notice.

If you have a modem, you can reach us at the following:

Internet 0 25

i -mail to * i lay.com”. Many Interplay
You can reach Interplay by sending Internet E-mail to support@interp! . . :
demos and patches are available at Internet FTP sites. To visit our World Wide Web site, point your
browser to: “http://www.interplay.com” or you may ftp to ftp.interplay.com.

e Interplay BBS -
ili i i rt and fixes.

We h 24-hour, 7-day a week multiline BBS available for customer questxgns, Suppo

T:e ::fnl?er is 7014-252-521822. Modem settings are 300-28.8k Baud, V.32b1§, y.42bls. 8-N.-1. You

also may contact our BBS over the Internet. Telnet to bbs.interplay.com. This is a free service.

(Excluding toll charges.)

America Online
You may E-mail Interplay Customer Support at IPTECH.

Compuserve

We are available for IBM and compatible on-line

F . GO GAMBPUB at any “!" prompt. '
Yzll’chr;nt!l}er:/e technical support questions there. You can also download fixes and demos from

Library 4 in GAMBPUB. The best place for game play hints about our games is in the GAMlEsR(?O-
forum. If you are not already a CompuServe member, you can call Compl}Serve toll-free at 1-
524-3388 and ask Representative #354 for a free introductory membershlp and a $1_5 usage S
credit. For game play hints look in the Gamer's Forum (GQ GAMERS).. Besides tecfhm.cal Suppo
for Interplay products, CompuServe offers many other services, including communications,

reference libraries, hardware and software support, travel, games and much more.

support. We are located in the Game Publishers B

%)

Then select “Section 4" for Interplay Productions.
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ddarranty MWarranty
INTERPLAY CUSTOMER SUPPORT INFORMATION (United States) NEW WORLD COMPUTING CUSTOMER SUPPORT

For questions regarding:

The Bard's Tale - Tales of the Unknown For questions regarding:

$:e g:rg:s P{e - Dest_iny Knight World of Xeen
Th: Ba:d: T:I: IC"o;IsThletf of gzte Customer Support by voice: You may call New World Computing's Technical/Customer Support
el ruction Set line at (818) 827-5650 from 9am-Noon and from 2pm-5pm (PST).
Wasteland America Online: You can E-Mail Customer Support at NewWorldCo or 'Go To' and type
Stonekeep NewWorld. For membership information and a free starter kit, you can call America Online toll-
N . . ] free at 1 (800) 827-6364.
it gzctg:ff lhglt;’pgo arltsg 25;3;T;att;ltzzagetﬁ\;a:sa:|e fduring l;lormal dbusiness hours. CompuServe: To reach our Customer Support use '‘Go To' and type "GAMEDPUB". Then select
Telagibions: (714) 553.6678 g of our automated phone system. New World Computing. For membership information and a free starter kit, you can call
. . CompuServe toll-free at 1 (800) 848-8199 and ask for representative #368 which includes an

Fax: (714) 252.2820 Att: Customer Service introductory membership and a $15 usage credit.
Internet E-mail: support@interplay.com GEnie: You can E-Mail Customer Support at "NEW.WORLD". To reach our Customer Support
Web Site: http://www.interplay.com board in the Games RoundTable, Scorpia RT, type m805;1 at any "?" prompt. For membership
Talnet: bbs.interplay.com information, you can call GEnie toll-free at 1 (800) 638-9636.
BBS #: (714) 252 2é22 Update and Software Support: You can find any of our updates in our online libraries provided by

4 . ; i the above services or contact our BBS at (818) 889-5684. The BBS can support up to 28800 baud
American On-line:E-mail IPTECH rates with a modem setting of 8N1. It is operational 24 hours a day and no membership is necessary.
Compuserve: GO GAMBPUB or E-mail 76702,1342
FTP Site: ftp.interplay.com SIRTECH SOFTWARE INC. TECHNICAL SUPPORT

For questions regarding Wizardry Gold:
Call (315) 393-6644, Monday-Friday, 9am to 5pm Eastern. Or, you may write to us at:

INTERP z :
LAY SUPPORT INFORMATION (United Kingdom) Technical Support, Sirtech Software Inc., P.O. Box 245, Ogdensburg, NY 13669.

For questions regarding:
The Bard's Tale - Tales of the Unknown ORIGIN PRODUCT SUPPORT
_IT_Lre garg:s ia}e {]I]— D.f.;m}y lf(night For questions regarding:

e bBards lale III - i Fi e
The Bard's Tale COnStﬂ.ll;.’i c(:n s&extte Ultima Underworld - The Stygian Abyss
Dragon Wars Ultima Underworld II - Labyrinth of Worlds
Wasteland If, after reviewing Troubleshooting, you are still having a problem with your software, please read

this section and call us. We have a staff of product support technicians ready to help you with any

Stonekeep

Write to: Cust S ] problems you may encounter with the game. Today's PCs run with many different hardware and
H:il:;fncf:d ]\l:lzﬁg:t Interplay Productions, Ltd. software combinations, so you may also have to refer to your computer dealer, hardware
Harleyford manufacturer, or system publisher in order to properly configure their products to run with our
Henley Road game. When you do call us, if at all possible, be near your computer. If this is not possible, have
Marlow the following information ready:
Buckinghamshire Contents of CONFIG.SYS
SL7 2DX Contents of AUTOEXEC.BAT
ENGLAND DOS version and manufacturer

Telephone: +44 (0) 1628 The type and version of mouse driver

Fax: - Sines The contents of CHKDSK and MEM /C statement

) +44 (0) 1628 487752 Your CD-ROM drive type and CD-ROM extensions versions

| The error message displayed when the problem occurred (if any)
| The System Summary display from pressing F3 during installation
Brand of sound card, and IRQ, I/O address and DMA setting of that card

Contact Origin Product Support at (512) 434-HELP (4357), Monday through Friday between 9:00
am and 5:00 pm, Central Standard Time. (The phones are shut down from 12:45 pm to 2 pm.)

(3
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TWarranty

Times are subject to change.

The ORIGIN fax number is (512) 795-8014. The Origin BBS can be reached at (512) 346-2BBS
(2227) at 8 bit, no parity, 1 stop bit.

Or write to: Origin Customer Service
5918 West Courtyard Drive

Austin, TX 78730

On-line Services and Bulletin Boards

Many popular online services provide access to ORIGIN company news, product updates, technical
support and game hints. In addition, ORIGIN has established its own electronic bulletin board as a
customer service.

America Online: You can E-Mail Customer Support at ORIGIN CS or Marketing at OSI. To
reach our Customer Support board in the Industry Connection, press CTRL + K for "Go to
Keyword." Then type ORIGIN in the Keyword window. In addition to reading messages, you can
download files from the Origin Software Library. For membership information and a free starter
kit, you can call America Online toll-free at 1-800-827-6364.

CompuServe: To reach our Customer Support board in the Game Publishers Forum, type GO
GAMAPUB at any "!" prompt. Then select the Origin Section (Section 12). In addition to reading
the messages, you can download files from the "Library Files" menu. To reach our Customer
Service department by E-Mail, our address is 76004,2612 (or you can post a message in the Origin
Game Publishers' Section). For membership information and a free starter kit, you can call
CompuServe toll-free at 1-800-848-8199 and ask Representative #361 for your free introductory
membership and $15 usage credit.

ORIGIN BBS: The ORIGIN BBS is located in Austin, Texas and has a modem support of
300/1200/2400/9600/14,000 bauds with N,8,1. It is operational 24 hours a day, 7 days a
week. Full support is provided. Call 1-512-346-2BBS (2227) to contact. No membership is
required and the only cost is any long distance charges that you may incur.

Internet: You can E-Mail technical support and upgrade questions to ORIGIN Customer Support
at support@origin.ea.com. You can reach the ORIGIN Marketing Department at
Marketing@origin.ea.com. You can also retrieve demos, patches, press releases and screen shots
from ORIGIN's anonymous FTP site at ftp.ea.com.

Warranty

Welcome to the Interplay Web! As a company dedicated to providing

innovative, high-quality interactive entertainment software, we are always
striving to stay as close as possible to the leading edge of technology. This Web
site is the latest example of our ongoing effort to provide a wealth of information
and opportunities to you.

A: a company of fanatic gamers, we love the idea of gamers all over the world
apping into cyberspace to see, touch and feel our latest games. No hype, no
marketing campaign; just great games. To make it work, our goal is to keep 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 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 offer,
and come back soon. Check us out in the weeks and months ahead; we will
be introducing new and exciting areas for you to experience.

Once again, welcome.

Brian Fargo
CEQO,

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, product information and ordering
information.

HOW TO GET THERE

From your Internet account, point your

favorite browser to: r. o recie
7‘% Conssis
i = wtorpiay | _Comsals |
www.mterplay.com =
EFERERTT _Brainsterm | _Braguniay |
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BY GAMERS. FOR GAMERS.™

The Bard's Tale © 1985-1998 Interplay Productions. All rights reserved. Wasteland © 1998 Interplay Productions. All rights reserved.
Ultima Underworld © 1998 Origin Systems Inc. All rights reserved. The Bard's Tale, Tales of the Unknown, Destiny Knight, The Thief
of Fate, Wasteland, Electronic Arts, the Electronic Arts logo, Origin, the Origin logo, Ultima, Underworld, Britannia and Stygian Abyss
are trademarks or registered trademarks of Electronic Arts or its wholly-owned subsidiaries in the U.S. and/or other countries, / Might
and Magic World of Xeen ©1993-1994 The 3DO Company. All rights reserved. 3DO, Might and Magic, New World Computing and their
respective logos are trademarks or registered trademarks of The 3DO Company. New World Computing is a division of The 3DO
Company. / Dragon Wars © 1989 Interplay Productions. All rights reserved. Package illustration by Brosi Vallejo. Package design by
Page One/Russell Bostelman. Stonekeep © 1995 Interplay Productions. All rights reserved. Stonekeep programmed by Peter
Oliphant. Dragon Wars, Stonekeep, Interplay, Interplay Productions, the Interplay logo, and "By Gamers. For Gamers" are trademarks
or registered trademarks of Interplay Productions. All rights reserved. / Wizardry Gold application software © 1996 by Sirtech Software
Inc. All rights reserved. Crusaders of the Dark Savant application software © 1992 by Sirtech Software Inc. All rights reserved.
Wizardry is a registered trademark of Sirtech Software Inc. / Windows®95 and Windows NT are trademarks or registered trademarks
of Microsoft Corporation. / All other trademarks and copyrights are properties of their respective owners.
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