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WIZARD SPELLS

Level 1

SUMMON DEAD This spell will
gate into our universe a zombie
or skeleton to fight for the party.

REPEL DEAD This spell will do
16 to 80 points of damage to a
group of undead creatures.

Level 2

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

DEMON BANE This spell will do
32 to 128 points of damage to a
single demon. The power 1o
summon is the power to destroy.

Level 3

SUMMON PHANTOM This spell
will bring a medium level undead
creature into the party.

DISPOSSESS This spell will make
any possessed party member
retum to his normal state.

SUDE

Spec

REDE

Group

SUPH
10
Spec
DISP
10
Char

Level 4

PRIME SUMMONING This spell
gates in a medium level elemental
or demon, to fight with the party.

ANIMATE DEAD Gives a dead
character undead strength, making
him attack your enemies as though
he were truly alive.

Level 5

BAYLOR'S SPELL BIND This spell
if successful possesses the mind of
any enemy, forcing him to join your
party and fight in its defense.

DEMON STRIKE This spell works

like Demon Bane, but it will affect
an entire group of demons

20

SPBI

1 Foe

DMST

Group

Level 6

SPELL SPIRIT This spell will gate SPSP
in a higher-level undead creature 18

to fight for the party. Spec
BEYOND DEATH This spell will BEDE
restore life and one hit point to a 18
character. Char
Level 7

GREATER SUMMONING This GRSU
spell will gate a greater demon into 22
our universe and bind him to the Spec
party. Z==
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 sooth your savage foes, making
them do less damage in combat.

4. BADH'R KILNFEST

This is an ancient Eiven melody, which will heal the
Bard's wounds during traveling, and heal the
party's wounds during combat.
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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 KEY GLOSSARY

Range Terms

View -- spell'affects line of sight.
1 Foe - spell affects a single monster,
regardless of how many you face
All Foes — spell affects all monsters you face
Group -- spell affects 1 of 4 monster groups
Self -- spell affects spelicaster only
30 — 3 squares in the direction you face
Char - one of 6 party members or special
Party — spell affects all 6 party members
and special
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 uns away
Short ~ spell lasts only a few minutes
Medium -- spell lasts a little longer
Long — spell lasts twice as long as "Short"
Indef. -- spell lasts until party.enters the
Adventurer's Guild or an anti-magic
z0ne
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TIPS FROM THE
UNDERGROUND

Characters

1. Don't be concerned about losing a Level 1
character. Just make another one. But when your
characters reach the 3rd level, back them up
regularly using your favorite disk copy program.

2. If your favorite character gets killed, there are
several things you can do. You can resurrect him
by magic or in a temple by spending spell points or
gold. You can turn off the computer and reboot,
and your entire party will be restored, but without
the experience, gold and magic items they have
won since the last time you saved game. Or you
can load the character from your back-up disk onto
the main disk, after first deleting the dead character
from your main disk. NOTE: you can only restore a
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 make a big difference, as
follows: Intelligence gives Magic Users bonus
spell points; Dexterity gives fighters (but not
Bards) bonus armor protection and first strike
capability; Strength allows fighters to do extra
damage in combat; Luck allows Rogues to survive
even if they accidentally set off a trap; and
Constitution gives all characters bonus hit points.
4. Most character races have at least one attribute
they are particularly high in. Pay close attention to
starting attributes when designing your party.
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5. Develop a Sorceror fast. They are very useful in
dungeons. Wizards are extremely important in
advanced levels; they can summon demons,
extremely powerful specials. Develop an
Archmage, too. You'll need one; you'll want more.
6. Your pre-built party, excellent for beginning
levels, may not be the best group for advanced
levels. You may want to experiment with a hunter,
because his "critical hit" capability can vanquish
superior monsters, and the monk, who is perhaps
the best fighter of all after he reaches the 6th level.
7. Warriors and other fighters often play less of a
role against higher level, magic-using monsters.
But without the protection of their armor and
strong arms, your Magic Users would not survive
long enough to leam the higher level magic spells.
8. Beware the Doppelganger monster. It enters
your party and looks just like one of your members.

Magic

1. Don't venture too far into any dungeon without
your maximum spell points. A good rule is to leave
a dungeon when you are down to one quarter of
your maximum spell points.

2. Manage your spell 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.

3. Locate traps, second sight and sorceror sight
spells all identify traps within 30 feet. Trapzap spell
disarms all traps within 30 feet.

4. Cast a long-lasting Bard spell right before
entering a tavern. It's like getting a free spell.

ITEMS

These are the basic items found in Garth's
Equipment Shoppe in unlimited quantity:

Torch -- for light in dungeons
Lamp -- longer duration than a torch
Broadsword -- most damaging non-magic

sword, only usable by fighters

Short Sword -- a lighter sword, usable by all but
mages

Dagger -- usable by all, not too effective

War Axe -- a heavy, damaging weapon, not
usable by bards, rogues, or
magic users

Halbard - a combination battle axe and
pike, the most damaging
non-magical weapon

Mace -- the most powerful weapon a
rogue can use; an armor crusher

Staff -- a simple, non-magical cudgel

Buckler -- a small round shield

Tower Shield - a larger shield

Leather Armor - the lightest armor, wearable by
all but magicians and conjurers

Chain Mail -- light metal mesh armor, best
against light weapons

Scale Armor -- better still, difficult to pierce

Plate Armor -- strongest non-magical armor

Robes - will dull old knives, but that's it

Helm -- covers the head and saves the

adventurer's good looks
Leather Gloves -- some protection for the hands
Gauntlets - metal gloves
Mandolin, Harp, Flute -- musical instruments for use

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 magical qualities.

ADMT is an abbreviation for Adamant, another
magical metal.

DMND is an abbreviation for Diamond, one of the
hardest substances known to man or monster.

Tips from the Underground: Items

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

2. There are no cursed or bad items, unlike real life.
3. Don't be stingy. Equip your fighters with the
best armor, weapon, shield, helmet and gauntlets
money can buy. After all, he can't take it with him.
4. Experiment with all items you find to determine
their capabilities. 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.

5. Make sure some of your characters carry less
than 8 items, or else the party will never be able to
pick up new magical items in the dungeons.

6. Whenever your party captures an especially
interesting or powerful 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.

7. This manual is not protected by magic shields or
air armor. Don't let your dog eat it.
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COMMAND « SUMMARY

THE BARD'S TALE
COMMODORE 64/128

Getting Started — Note: Make sure your Shift Lock Is OFF, and there are no
Joysticks or cartridges plugged Into your system. If you have a Commodore 64,
insert the Boot disk and type Load "EA",8,1. If you have a Commodore 128, insert Boot disk
and turn on the computer. Press the Spacebar to leave the litle page. When the prompt
"Insert Character Disk" appears, insert Side 2 of the boot disk, and press a key.

Making a Character Disk — Before you begin playing, you will need to create your own
character disk, a disk the computer can write to as you play, to keep track of your fortunes and
misfortunes. Use the following steps to make a copy of the character disk which contains a
completely outfitted and ready-to-go band of adventurers named “ATEAM; that you will find on
the flip side of your boot disk. Get a blank disk, or one which contains information you no
longer need, to use as your character disk. Select M)ake a disk to make a copy of your
Character disk. The entire copy process lakes about 5 disk swaps; follow the onscreen
instructions until you see the message, "Copy Complete.” This process can be lime consuming
and you may want to use another copy utility instead of M)ake a disk. Do not write protect
your copy of the character disk because the program writes information on the disk during
game play. After copying the character disk, rebool the system following the steps outlined
above.

NOTE: The Commodore 64/128 version of Bard's Tale does not accept
characters from Ultima Il

When the prompt appears asking for your characler disk, insert the copy you made, then press
any key. (Again, make sure your joysticks are unplugged). The Ultilities menu which appears
contains 3 choices. To enter the Adventurer's Guild so you can start playing, just press S for
S(tart) game. For information about the other 2 choices, see "Ulilities Menu" inside.

The *ATEAM — The character disk you made above already contains a good beginning
party of adventurers who are equipped and ready to go. To use them, just type A to A(dd) a
character, and then type *ATEAM to load the entire party. Type E to E(xit) the Guild and
enter the town of Skara Brae. To learn how to create your own characters, form your own
parties, remove characters or rearrange their order, see the inside of this card. HINT: The first
dungeon is the wine cellar in the only tavern in town which serves wine. It's on Rakhir street.

SAFETY AND DEATH
Face it. The sort of streets where you run into wandering Kobolds, Werewolves and Orcs are
dangerous. And the streets of Skara Brae are especially dangerous at night. Beginning
parties, therefore, should not be shy about spending the night in the Adventurer's Guild. When
you leave the Adventurer's Guild the clock is always set ahead to the next moming.

Don't despair if you lose a favorite *ATEAM member. First delete him from your Character disk
(with the Delete command from the Disk menu in the Adventurer's Guild). Then use the Copy
characters command in the Ulilities menu (described inside) to copy the original from the back
of the Boot disk or the most recently saved version from a backup of your Character disk.
Finally, add him to your party.

MOVING ABOUT
J or Left Arrow—turn left.
L or Right Arrow—tum rigivt.

| or Retum—move forward.
K—kick a door open.

VIEWING CHARACTERS
Press the number (1-6) of the character whose statistics you want to view. In the sub menu,
Press:
E to E(quip) a character with an item. You will be prompted for the item number (1-8). Press @
to unequip all of a character's items.
T to T(rade) an item. Type the item number at the prompt. To trade gold, type G. Then type the
number of the characler you want lo give the item to.
D to D(rop) an item. Type the item number at the prompt.
P to P(ool) all gold. This gives all the party’s gold to the character being viewed.
Press the Spacebar to leave the View Character mode.




COMBAT COMMANDS
If monsters attack, press F to F(ight) or R to R(un). (Note, you don't always get to run just
because you want to.) Or you can press P for P(arty attack) at any time to voluntarily enter
intra-party combat. In combal, press:
A to A(ttack) monsters in the first 2 ranks, hand-fo-hand. Available to the first 3 party
members.
D to D(efend). This lessens the chance of damage from a monster in that round.
U to U(se) a magical item. The character must have been equipped with the item in advance.
B to sing one of the 6 B(ard's) tunes for one combal round. Available only o Bards.
C to C(ast) a spell. Type in the code letters for the spell at the prompt. Available to magic
users only.
H to H(ide) in the shadows. Available only to rogues.
CRSR Left and CRSR Right to speed up or slow down the combat message scrolling rate.

OTHER ADVENTURING COMMANDS
C 1o C(ast) a spell when not in combat. At the prompt, type the number of the character who will
cast the spell, then type the code letters for the spell.
P 1o start intra-party combat at any time with a P(arty attack).
B to sing one of the 6 B(ard's) tunes while wandering. Availabie only to Bards.
E 1o go up a portal. The party must have a levitation spell in operation. Works in dungeons
only.
D to go down a portal. Works in dungeons only.
? to learn the name of the street your party is on, and the time of day.
N to establish a N(ew order) for the party members. Al the prompt, type the numbers of the
members in the order you want them lo march.
U to U(se) an item. Some items, like lorches, must be activaled with this command in order to
work. Type the character number who has the item at the prompt, then pick the item (by typing
its number) from the list which will appear. Some items run out of power after only one use.
V to turn sound on/off.
Use the Left-arrow key in the upper-left comer of the keyboard lo pause, and the
Spacebar to resume.

HOW TO FORM PARTIES AND CREATE NEW CHARACTERS
Characters can be created and parties formed only in the Adventurer's Guild. When you're
ready o leave the Guild, type E for E(xit). Here are the other commands available to you there.
Press:
C to C(heck) the roster of characters and party names contained on the Character disk. Party
names are indicated with an *. The characters that belong to a party may be anywhere in the
list.
A to load a party or A(dd) a character to an already loaded party. Type either a characier name
or a party name at the prompt. Party names must begin with an * (e.g., “ATEAM). A party can
contain up to 6 adventurers and must contain at least one adventurer fo use the E(xit)
command.
R to R(emove) a characler from a party. This saves all current character status information to
disk.
N to establish a N(ew) marching order for a party.
D to bring up a sel of additional D(isk) options so you can create a new character, save a party
name, delete a character from the disk or leave the game, saving the current character status
fo disk.

After pressing D fo bring up the disk options, press:

C to C(reate) a new character. Select the race and class for the character as prompled, then
type in a character name up lo 15 letters and spaces. Press Return lo enter the name. A disk
can hold up to 30 characters.

S to S(ave) a party name. IMPORTANT: This command does not save the characters
themselves. It only saves a.roster of the currently loaded characters under the name you type
in. When you use this command, the program will automatically add an asterisk to the name to
mark it as the name of a party. You must type the asterisk first when you want lo load the party
again.

D to D(elete) a characler from a characler disk to make room for another character.

L to L(eave) the game, saving all current characler status information fo disk.

E to E(xit) the disk options menu and return fo the Guild.




UTILITIES MENU
To produce this menu, start your system with the Bard's Tale Boot Disk and insert a Character
disk when prompted fo do so. When the menu appears, press:
S to S(tart) playing the game.
C to C(opy) characters from one character disk to another. Just follow the prompts as they
appear. The disk you are copying from is the source disk, the one you are copying lo is the
target disk.
M to M(ake) a new Characler disk.

MANUAL ADDENDA

On page 21, item number 3, what's said about intelligence and spell points is true as far as it
goes: the higher the intelligence of your magic user, the faster the rate of increase in spell
points through experience. But the beginning number of spell points is randomly bestowed at
creation.

On Page 21, item number 2, the manual uses the words "save” and "exit" in connection with
"game." They were meant there as common verbs rather than as command names. The Save
command in the Adventurer's Guild Disk menu does only one thing: it saves a roster of the
currently loaded characters under a party name. To write the current status of a single
character to disk, use the Remove command to remove him from the party. To write the current
status of all loaded characters lo disk, use the Leave game command in the main Adventurer's
Guild menu. If you turn off the power without using the Leave command, all currently loaded
characters will lose gll their gold, regardless of when they acquired it.

THE BARD'S TALE

Making a Character Disk
Before you start playing The Bard's Tale for the first time, you need to make a character disk on which to store your
games. To make a character disk, put an initialized blank disk in your disk drive. Click the new disk icon to select it,
then choose Rename from the Workbench Menu and name the disk :

BARDS TALE CHARACTER DISK (Be sure to use this exact wording!)

After you've renamed the character disk, put the Workbench disk back into the drive. Double click the Preferences icon,
then turn on the CLI gadget and select Save. Open the System drawer and doubleclick the CLI icon there. Type:

Copy from BARDSTALE:Members to RAM:

and press return. A series of prompts asks you to switch disks. When the copy is complete, put the Workbench disk back
in the drive and type:

Copy from RAM:#? to "Bards Tale Character Disk:"

Again, the program prompts you to switch disks. When the copy is complete, so is your character disk. To start playing
The Bard's Tale, put your program disk in the drive and reboot the Amiga by pressing Control/R-Amiga/L-Amiga
simultaneously. If you have two drives, put the character disk in drive 2.

Getting Started
If you've already created your character disk, you can use Kickstart 1.2 to start your Amiga. When the Workbench
prompt screen appears, eject Kickstart and insert the Bard's Tale program disk. (If your computer is already on, reboot by
pressing Control/R-Amiga/L-Amiga simultaneously, and insert the Bard's Tale disk.) The prog loads ically:
click the left mouse button when the title screen appears, and in a you'll find y If at the Ad ‘s Guild
in Skara Brae.

Your Bard's Tale character disk now contains a completely outfitted and ready-to-go band of adventurers named
*ATEAM. In addition, you can create other parties and store them on the character disk. To use the *ATEAM, select Add
a member from the Main Menu. The list that appears shows all parties and characters stored on the disk . Click on
*ATEAM. When the party is loaded, the Main Menu reappears.

Because your Bard's Tale disk is copy-protected, you cannot make backup or working copies of the disk. Be sure to always
keep the disk write-protected.

During Play
Several conventions apply throughout the game:

Click the left mouse button to make selections and give commands. The right mouse button is your Help key: use it to view
a y of keyboard d




Game information and menus appear in the white requester in the upper right of the screen. To select from this screen,
&k on the option you want, or type the first letter. You make all game decisions —except direction of travel — from this

Information about your characters appears (n the cast list at the bottom of the screen. When the white requester asks you
to select a character for any reason, move the pointer to the character's name and click — or type the first letter ofy(ohe
name.

Note: Infrequently, you may get a read/write error during play. If this haj cli Amiga

. ppens, click Retry. The DOS screen
appears (though you are still in the Bard's Tale program). Click the front-back gadget in the upper right corner to move
the Amiga DOS screen to the background, and the Bard's Tale reappears where you left off.

Main Menu
You only have access to the Main Menu while you're in the Adventurer’s Guild. Your options are:
Add a member — Adds members from other parties on your disk to the current party. You can also use it to recombine
characters into entirely new parties. The req that app ins all the parties and characters saved to the
ghbwnyummpwddbyln'. Click on the name of the party or character you want to use.
a ber —R a ber from your current party and saves him to disk.
Create a member — Creates a new character. The prompts that follow this command ask you for the new character’s race,

class, and name (up to 15 ch ). A the prompts either by clicking your selection or typing the selection number.
zdch?mmber—Dehﬁen|dnr.derfmmyourpnrty.&nuon:wheny;zunthh d thi h disapp '
rever:

Snl-v‘c Party — Saves the efttire party to disk under a single party name. Party names are preceded by an * on the disk
uw

Leave Game — Exits the Bard's Tale. When you select this option, you're offered a "yes/no" choice before you actually
leave the ga;\e. k?"‘no' -n-:’n;etum you to the Main Menu. If you want to save your characters, make sure you do it
before you give this command. A "yes" answer takes to the Amiga DOS screen, If t to

ool Feyper gt you ga you want to re-enter the game from
Enter the City — Leaves the Adventurer's Guild and starts play.

Safety and Death
Face it. The sort of streets where you run into dering Kobolds, Wi lves and Orcs are dangerous — especially at
night. Don't be shy about spending the night in the Adventurer's Guild. When you leave the Guild, the clock is always
set ahead to the next morning.

Moving About
When you place the pointer in the view window in the upper left of the screen, it turns into a directional arrow. As you
::-l;cv: the l:drl::, l:hgoinh out the various directions you can travel: ahead, around corners, into buildings, through doors.
to te that you want to go in the directi ly indicated by the arrow. Y t
epnone ok o y y the arrow. You can also control your motion

Viewing Characters
To view a character, point to his name on the cast list and click, or type the number that corresponds to his place in the
marching order (1-6). Character information appears in the white requester, along with the options to Trade Gold, Pool
Gold or Conti The C d is followed by the equip list, from which you can (T)rade or (D)rop items,
or (E)quip the character. Press T, D, or E, or click on the desired option.

Combat Commands
During battle, your characters' actions and options appear in the white information requester. You can
respond by clicking the option you want, or pressing:

F to Fight

R toRun

P to start intra-Party combat at any time.

A to Attack monsters in the first two ranks, hand-to-hand. (Available to the first three party members.)

D to Defend. This lessens the chance of damage from a monster in that round.

U to Use a magical item. The character must be equipped with the item in advance.

B tosing one of six Bard's tunes for one combat round. You can also press the function key that correspond
to your Bard's ch ber. (Available only to Bards.)

C to Cast a spell. Type the first letter-of (or click on) the spellcaster’s name, then select the spell code
from the list that appears. You can also press the the function key that corresponds to your

pell r's ch ber, then type the spellcode and press Return. (Available to magic users

only.)

H to Izlde in the shadows. (Available only to rogues.)

> to speed up message scrolling rate

< to slow down message scrolling rate

Other Adventuring Commands
The following commands are available while you're peacefully exploring the streets of Skara Brae:
C to Cast a spell. Type the first letter of (or click on) the spellcaster's name, then select the spell code
from the list that appears. You can also press the function key that corresponds to your spellcaster's
character number, then type the spelicode and press Return. (Available to magic users only.)
to start intra-Party combat at any time.
to sing one of six Bard's tunes while traveling. You can also press the function key that corresponds to
your bard’s ch ber. (Available only to Bards.)
to Elevate up a portal. The party must have a levitation spell in operation. Works only in dungeons.
to go Down a portal. Works only in dungeons.
to learn the name of the street your party is on, and the time of day.
to establish a New marching order for your party. Click on the name of character you want to move.
Click again on the position in the cast list you want the character to occupy. All other characters will
move up or down to date the new pl
to Pause and Resume the game.
to Use an item. Some items, like torches, don't work until you activate them with this command; others
run out of power after only one use.
V  to turn sound on or off.

zZz~gm ww
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Creating and Saving Characters
You can create characters and form parties only at the Adventurer's Guild. To create characters, form your own parties,
remove characters, or rearrange their marching order, use the Main Menu commands described above.




COMMAND ¢« SUMMARY

The Bards Tale Atari ST

Making a Character Disk

Before you start playing The Bard's Tale for the first time, you need to make a
character disk. Prepare a blank, formatted diskette. Insert your Bard's Tale PICTURE
disk in the drive, and boot your computer. When instructed to do so, insert your
blank formatted disk in the drive. Follow the on-screen prompts. When you have
finished, your new character disk will have a completely outfitted and ready-to-go band
of adventurers named *ATEAM. To use the *ATEAM, select (A) dd a member from the
Main Menu.

Because your Bard's Tale disks are copy-protected, you cannot make backup or working
copies of the disks. Be sure to keep the PROGRAM and PICTURE disks
write-protected. Make sure your newly created character disk is always write-enabled.

To Start Playing The Bard's Tale

If you are playing with a mouse, plug it into port #0. Insert your Bard's Tale
PROGRAM Disk in Drive #1 and tum on your computer. (Important: you must tum
on the computer with the program disk already inserted any time you want to play the
game.) If you have 2 disk drives, insert your PICTURE disk in drive #2 before tuming
on your computer. When the GEM screen appears, it contains an icon named Bard
PRG. Double click on this icon to load the program.

Game information and menus appear in the white requester in the upper right of the
screen. To select from this screen, click on the option you want, or type the option's
first letter. You make all game decisions (except direction of travel) from this box.

Information about your characters appears in the cast list at the bottom of the screen.
When the white requester asks you to select a character for any reason, move the
pointer to the character's name and click, or type the number that corresponds to
character's place in the marching order (1-6).

Main Menu .
You only have access to the Main Menu while in the Adventurer's Guild. Your options
are:

Add a member - Adds members from other parties on your disk to the current party.
You can also use it to recombine characters into entirely new parties. The
requester that appears contains all the parties and characters saved to the disk;
party names are preceded by an *. Click on the name of the party or character you
want to use.

Remove a member - Removes a member from your current party and saves that
character to disk.

Create a member - Creates a new character. The prompts that follow this command
ask you for the new character's 1. 2, class, and name (up to 14 characters). Answer
the prompts either by clicking your selection or typing the selection number. If
you are not satisfied with your character stats, feel free to "re-roll.” _

Delete a member - Deletes a character from your party. Caution: when you use this
command, the character disappears forever.

Save Party - Saves the entire party to disk under a single party name. Party names
are preceded by an * on the disk menu. Caution: this does not save character
information, it only saves the party name.

Leave Game - Exits the Bard's Tale. When you select this option, you're offered a
"yes/no" choice before you actually leave the game. A "no" answer retums you to
the Main Menu. A "yes" answer takes you to the GEM screen.

Enter the City - Leaves the Adventurer's Guild and starts play.




Safety and Death

Face it. The sort of streets where you run into wandering Kobolds, Werewolves and
Orcs are dangt':rous. -- especially at night. Don't be shy about spending the night in
the Adventurer's Guild. When you leave the Guild, the clock is always set ahead to the
next moming.

Moving About

Whm you place the pointer in the view window in the upper left of the screen, it tumns
into a directional arrow. As you move the arrow, it points out the various directions
you can travel: ahead, around comers, into buildings, through doors. Click to
indicate that you want to go in the direction currently indicated by the arrow. You can
also control your motion with the keyboard arrows.

Viewing Characters

To view a character, point to the name on the cast list and click, or type the number
.lhal cor.msponds to the character's place in the marching order (1-6). Character
information appears in the white requester, along with the options to Trade Gold, Pool
Go!d or Continue. The Continue command is followed by the equipment list, from
which you can (T)rade or (D)rop items, or (E)quip the character by pressing the number
of the item or clicking on it and then selecting the desired option.

Combat Commands

During battle, your characters' actions and options appear in the white information
requester. You can respond by clicking the option you want, or pressing:

F to Fight

R to Run

P 1o start intra-Party combat at any time.

A to Attack monsters in the first two ranks, hand-to-hand. (Available to the first
three party members.)

D to Defend. This lessens the chance of damage from a monster in that round.

U to Use a magical item. The character must be equipped with the item in advance.

B to sing one of six Bard's tunes for one combat round. You can also press the
function key that corresponds to your Bard's character number. (Available only to
Bards.)

C to Cast a spell. Click on the spellcaster's name, then select the spell code from the
list that appears. You can also type the number that corresponds to the character's
place in the marching order or you can press the function key that corresponds to
your spellcaster's character number, then type the spell code and press Retum.
(Available to magic users only.)

H to Hide in the shadows. (Available only to rogues.)

> to speed up message scrolling rate

< to slow down message scrolling rate

Other Adventuring Commands

The following commands are available while you're peacefully exploring the streets

and dungeons of Skara Brae:

C 1o Cast a spell. Click on the spellcaster's name, then select the spell code from the
list that appears. You can also type the number that corresponds to the character's
place in the marching order, or you can press the function key that corresponds to
your spellcaster's character number, then type the spell code and press Retum.
(Available to magic users only.)

P to start intra-party combat at any time.

B to sing one of six Bard's tunes while travelling. You can also press the function
key that corresponds to your Bard's character number. (Available only to Bards.)

A 1o ascend up through a portal. The party must have a levitation spell in operation.
Works only in dungeons.




D to go Down a portal. Works only in dungeons.

? 1o leam the name of the street your party is on, and the time of day.

N to establish a New marching order for your party. Click on the name of character
you want to move. Click again on the position in the cast list you want the
character to occupy. You can also type the number that corresponds to the
character's place in the marching order and then the the position in the marching
order you wish the character to occupy. All other characters will move up or down
to accomodate the new placement.

T to Pause and Resume the game.

U to Use an equipped item. Some items, like torches, don't work until you activate
them with this command; others run out of power after only one use.

V to tum sound on or off.

Using the Pull-Down Menus

You can access the pull-down menus by clicking once on the right mouse button.
Click once on a picture with the left mouse button to choose a command. Once
chosen, the pull-down menu commands work like the keyboard menu commands.

Creating and Saving Characters

You can create characters and form parties only at the Adventurer's Guild. To create
characters, form your own parties, remove characters, or rearrange their marching
order, use the Main Menu commands described above.

Programming: Mike Quarles
Illustrations: Todd Camasta
Music: Dave Warhol

Data Compression: Jay Patel
Additional Testing: Tom Norwood

COMMAND ¢« SUMMARY

The Bards Tale IBM, Tandy and Compatibles

Getting Started

Never try to play The Bard's Tale using the master disks. Boot your computer with a
PC-DOS disk (version 2.0 or later) and make copies of both your Program and Picture
disks.(See your PC-DOS User's Manual for copy instructions). After you have copied both
disks, put the master disks away. Do not write-protect your copy of the Program disk or
you will not be able to set your screen configuration.

Playing from Floppy Disk
To load The Bard's Tale, insert the Program Disk in drive A and at the A prompt type bard
<return>. The program will load automatically.

Playing from a Hard Disk

To install The Bard's Tale on your hard disk, place your Program disk in drive A and at the
A prompt type a:install c: <return>, then follow the on-screen prompts. Your character disk
will automatically be created in the bardtale subdirectory. If this is your first time booting
Bard's Tale, type setup when prompted and choose a display mode (refer to Game
Configuration below for details). To play The Bard's Tale, type the DOS command
cd\bardtale <return> bard <return>.

Making a Character Disk

Before you start playing The Bard's Tale for the first time, you need to make a character
disk. Prepare a blank formatted disk. If you have a two drive system place your blank disk
in drive "B" and your Picture disk in drive A. At the A prompt type "copychar” <retun> . If
you have a one drive system, at the A prompt insert your Picture disk in drive A and type
"copychar” <return>. When instructed to do so, insert your blank formatied disk in the
drive and follow the on-screen prompts.




Note: On a one-drive system you may be prompted to place your disk in drive B -- please

use drive A at that prompt throughout the character disk creation routine. When you have

finished, your new character disk will have a completely outfitted and ready-to-go band of

;Advenmrerl named *ATEAM. To use the *ATEAM, select (A) dd a member from the Main
enu.

Game Configuration

The Bard's Tale can be played with the keyboard, mouse, or joystick. If you wish 1o use a
mouse make sure that your mouse driver is loaded before loading The Bard's Tale (See the
fmnual that came with your mouse for instructions). On a Tandy computer, 10 use the
_!oysu'ck it must be plugged into the right hand port. When you are ready to start play,
insert the program disk and type "setup” <return> and you will be presented with the
Display Configuration menu. Use this menu to specify the type of graphic card and display
your computer is equipped with. The four choices are:

1. Composite or TV monitor

2. RGB monitor

3. EGA monitor

4. Tandy computer with RGB monitor

Cht?ole the appropriate monitor display by selecting #1-4. This does not need to be done
again unless you change your system set-up.
Note: If you have a Tandy with a composite monitor, try #4. If it doesn't work, try #1.

Game Play

When the game begins you'll find yourself at the Adventurer's Guild. Game information and
menus appear in the white requester in the upper right of the screen. To select from this
screen, click on the option you want, or type the option's first letter. You make all game
decisions (except direction of travel) from this box.

Information about your characters appears in the cast list at the bottom of the screen.
When the white requester asks you to select a character for any reason, move the pointer to
the character's name and click, or type the number that corresponds to the character's place
in the marching order (1-6).

Main Menu

You only have access to the Main Menu while in the Adventurer's Guild. Your options are:

Add a member - Adds members from other parties on your disk to the current
party. You can also use it 1o recombine characters into entirely new parties.
The requester that appears contains all the parties and characters saved to the
disk; party names are preceded by an *. Click on the name of the party or
character you want to add or use the up/down arrow keys to highlight the name
and press <return>.

Remove a member - Removes a member from your current party and saves that
character to disk.

Create a member - Creates a new character. The prompts that follow this
command ask you for the new character's race, class, and name (up to 14
characters). Answer the prompts either by clicking your selection or typing the
selection number. If you are not satisfied with your character's statistics, feel
free to "re-roll."

Delete a member - Deletes a character from your party. Caution: When you use
this command, the character disappears forever.

Save Party - Saves the entire party to disk under a single party name. Party
names are preceded by an * on the disk menu. Caution: This does not save
character information, it only saves the party name.

Leave Game - Exits the Bard's Tale. When you select this option, you're offered a
“yes/no" choice before you actually leave the game. A "no" answer returmns you
to the Main Menu. A "yes" answer takes you to the DOS screen.

Enter the City - Leaves the Adventurer's Guild and starts play.

Safety and Death

Face it. The sort of streets where you run into wandering Kobolds, Werewolves and Orcs
are dangerous -- especially at night. Don't be shy about spending the night in the
Adventurer's Guild. When you leave the Guild, the clock is always set ahead to the next
morning.

Moving About
When you place the pointer in the view window in the upper left of the screen, it tums into
a directional arrow. As you move the arrow, it points out the various directions you can




travel: ahead, around corners, into buildings, through doors. Click to indicate that you
want to go in the direction currently indicated by the arrow. You can also control your
motion with the keyboard arrows.

Viewing Characters

To view a character, point to the name on the cast list and click, or type the number that
corresponds to the character's place in the marching order (1-6). Character information
appears in the white requester, along with the options to Trade Gold, Pool Gold or
Continue. The Continue command is followed by the equipment list, from which you can
(T)rade or (D)rop items, or (E)quip the character by pressing the number of the item or
clicking on it and then selecting the desired option.

Combat Commands

During battle, your characters' actions and options appear in the white information

requester. You can respond by clicking the option you want, or pressing:

F to Fight

R to Run

P to start intra-Party combat at any time.

A to Attack monsters in the first two ranks, hand-to-hand. (Available to the first
three party members.)

D to Defend. This lessens the chance of damage from a monster in that round.

U to Use a magical item. The character must be equipped with the item in advance.

B 1o sing one of six Bard's tunes. (Available only to Bards.)

C to Cast a spell. Click on the spell code from the list that appears. You can also
type type the spell code and press Return. (Available to magic users only.)

H 1o Hide in the shadows. (Available only to rogues.)

> to speed up message scrolling rate

< 1o slow down message scrolling rate

Other Adventuring Commands

The following commands are available while you're peacefully exploring the streets of

Skara Brae:

C o Cast a spell. Click on the spellcaster's name, then select the spell code from
the list that appears. You can also type the number that corresponds to the

character's place in the marching order, or you can press the function key that
corresponds to your spellcaster's character number, then type the spell code and
press Return.  (Available to magic users only.)

P to start intra-party combat at any time. . -

B to sing one of six Bard's tunes while travelling. You can also press the function
key that corresponds to your Bard's character number. (Available only to
Bards. Ly ¢

A to ut):end up through a portal. The party must have a levitation spell in
operation. Works only in dungeo'm.

D to go Down a portal. Works only in dnn;eom. g

?lolenmlhenuneofthemee(yourpanyuon,mdﬂneum.eofdly.

N to establish a New marching order for your party. Click on the name of character
you want to move. Click again on the position in the cast list you want the
character to occupy. You can also type the number l.ha.l_ corfexpondl to !.he
character's place in the marching order and then the position in the marching
order you wish the character to occupy. All other characters will move up or
down to accomodate the new placement.

T to Pause and Resume the game. v .

U to Use an item. Some items, like torches, don't work until you activate them
with this command; others run out of power after only one use.

V to tum sound on or off. .

Spacebar You can speed up a message display by pressing l.l?e lpacelfu after the
first part of a message. The next message or window display will promptly

appear.

Creating and Saving Characters . r
You cm‘creale characters and form parties only at the Adventurefl Guxlq. To create
characters, form your own parties, remove characters, or rearrange their marching order, use
the Main Menu commands described above.

Music: Dave Warhol

amming: Troy Worrell
Bvags . Data Compression: Jay Patel

Illustrations: Todd Camasta




THE BARD'S TALE™

HOW TO START

1. Before you begin playing, you need to create your own Character disk—a disk
the computer can write to as you play, to keep track of your fortunes and
misfortunes. Here's how to make a Character disk which contains a completely
outfitted and ready-to-go band of adventurers named *ATEAM . Get a blank disk
or one which contains information you no longer need. Use your DOS 3.3 disk to
start your computer, then create a Character disk by using your DOS copy
program to make a copy of the back side of the Bard's Tale Boot disk. (Refer to
your DOS manual if you need help with this step. For information about the
"Make" command in the Bard's Tale Utility menu, see "Utilities Menu" inside.)

2. Now restart your computer using Side 1 of the Bard's Tale Boot Disk. When the
title screen appears, you may press Return at any time to begin the game. When
the prompt appears asking for your Character disk, remove the Boot Disk and
insert the disk you made in step 1, then press any key. (APPLE lle AND llc
OWNERS, BE SURE YOUR CAPS LOCK KEY IS DEPRESSED.)

3. The Utilities menu which appears contains 4 choices. To enter the
Adventurer's Guild so you can start playing, just press S for S(tart) game. For
information about the other 3 choices (including the option that lets you transfer in
characters from Wizardry™ and Ultima Il™), see "Utilities Menu" inside.

4. The Character disk you made in step 1 already contains a good beginning
party of adventurers who are equipped and ready to go. To use them, just type A
to A(dd) a character, and then type *ATEAM to load the entire party. You can
then E(xit) the Guild and enter the town of Skara Brae by typing E . To learn how
to create your own characters, form your own parties, remove characters or
rearrange their order, see the inside of this card. HINT: The first dungeon is the
wine cellar in the only tavern in town which serves wine. It's on Rakhir street.

—continued inside—

=

SAFETY AND DEATH

Face it. The sort of streets where you run into wandering Kobold_s, Werewolves
and Orcs are dangerous. And the streets of Skara Brae are qspecnally pangprous
at night. Beginning parties should not be shy about spending the night in the
Adventurer's Guild. Leaving the Adventurer's Guild always.sets the clock ahead
to the next morning. Also, don't despair if you lose a favorite *ATEAM rr)embqr.
First delete him from your Character disk (with the Delete command available in
the Disk menu in the Adventurer's Guild). Then use the Co.py characters
command in the Utilities menu (described inside) to copy the original from the
back of the Boot disk or the most recently saved version from a backup of your
Character disk. Finally, add him to your party.

MOVING ABOUT
J or left arrow—turn left.
L or right arrow—turn right

VIEWING CHARACTERS :

Press the number (1-6) of the character whose statistics you want to view. In the

nu, Press: ;
sﬁu&rgqﬂip) a character with an item. You will be prompted for the item number
(1-8). Press 0 to unequip all of a character's items.
T to T(rade) an item. Type the item number at the p'rompt. To trade gold, type G.
Then type the number of the character you want to give the item to.
D to D(rop) an item. Type the item number at the prompt. . ‘
P to P(ool) all gold. This gives all the party's gold to the character being viewed.
Press the Spacebar to leave the View Character mode.

Lor Return—move forward.
K—kick a door open.

IF YOU HAVE TWO DISK DRIVES _
From time to time as you play, you will be prompted to put a Charac.:ter_dlsk'or a
Dungeon disk in the drive. If you want to play with t.he character disk in drive 2
and the Dungeon disk in drive 1, type a 2 after inserting thg Charactgr disk wh_en
first prompted to do so. You can then play the game without doing any disk

swapping.




COMBAT COMMANDS
If monsters attack, press F to F(ight) or R to R(un). (Note, you don't always get to
run just pecause you want to.) Or you can press P, for P(arty attack) at any time to
voluntarily enter intra-party combat. In combat, press:
A to A(ttack) monsters in the first 2 ranks, hand-to-hand. Available only to the first
3 party members.
D to D(efend). Th!s lqssens the chance of damage from a monster in that round.
;.L to U(se) a magical item. The character must have been equipped with the item
in advance.
g_t% sing one of the 6 B(ard's) tunes for one combat round. Available only to

ards.

(o] to_C(ast) a spell. Type in the code letters for the spell at the prompt. Available to
magic users only.
H to H(ide) in the shadows. Available only to rogues.

Left arrow and right arrow to speed up or slow down the combat message

scrolling rate.

OTHER ADVENTURING COMMANDS
C to C(ast) a spell when not in combat. At the prompt, type the number of the
character who will cast the spell, then type the code letters for the spell.
Pto st.art intra-party combat at any time with a P(arty attack).
g_tto sing one of thel §r E(ard's) tunes while wandering. Available only to Bards.

0 go up a portal. The party mu itati i i i
dungeonsponl;’. party must have a levitation spell in operation. Works in
D to go down a portal. Works in dungeons only.

2 to learn the name of the street your party is on, and the time of day.

N to establish a N(ew order) for the party members. At the prompt, type the
numbers of the members in the order you want them to march. :

Uto U(se) an item. Some items, like torches, must be activated with this
command in order to work. Type the character number who has the item at the
promp!, then pick the item (by typing its number) from the list which will appear
Some items run out of power after only one use. ‘
V to turn sound on/off.

Esc to pause/resume the game.

~=

HOW TO FORM PARTIES AND CREATE NEW CHARACTERS
Characters can be created and parties formed only in the Adventurer's Guild.
When you're ready to leave the Guild, type E for E(xit). Here are the other
commands available to you there. Press:

C to C(heck) the roster of characters and party names contained on the
Character disk. Party names are indicated with an *. The characters which belong
to a party may be anywhere in the list.

A to load a party or A(dd) a character to an already loaded party. Type either a
character name or a party name at the prompt. Party names must begin with an *
(e.g., *ATEAM). A party can contain up to 6 adventurers and must contain at least
one adventurer to use the E(xit) command.

B to R(emove) a character from a party. This saves all current character status
information to disk.

N to establish a N(ew) marching order for a party.

D to bring up a set of additional D(isk) options so you can create a new
character, save a party name, delete a character from the disk or leave the game,
saving all current character status to disk.

After pressing D to bring up the disk options, press:

C to C(reate) a new character. Select the race and class for the character as
prompted, then type in a character name of up to 15 letters and spaces. Press
Return to enter the name. A disk will hold up to 30 characters.

S to S(ave) a party name. IMPORTANT. This command does not save the
characters themselves. It only saves a roster of the currently loaded characters
under the name you type in. When you use this command, the program will
automatically add an asterisk to the name to mark it as the name of a party. You
must type that asterisk first when you want to load the party again.

D to D(elete) a character from a character disk to make room for another
character.

L to L(eave) the game, saving all current character status information to disk.

E to E(xit) the disk options menu and return to the Guild.




UTILITIES MENU

To produce this menu, start your system with the Bard's Tale Boot Disk and insert
a Character disk when prompted to do so. When the menu appears, press:

$ to S(tart) playing the game.
C to C(opy) characters from one character disk to another. Just follow the
prompts as they appear. This disk you are copying from is the source disk, the
one you are copying to is the target disk.

M to M(ake)'a new Character disk. The disk you plan to use for your new
Character disk must have been formatted with DOS before you use this
command. This command does not put any characters on the disk.
prepares the disk for a new game of the Bard's Tale, i.e.,
where they belong at the start of a game, etc.

I to T(ransfer) characters to a Character disk from a Wizardry character backup
disk or an Ultima Ill player disk. At the prompt type W for Wizardry or U for Ultima
IIl. If you are transfering characters with a Wizardry character backup disk, type 1
for Wizardry | and Il characters and 2 for Wizardry Il characters. Follow the
prompts as they appear. NOTE: Character data will not be changed in any way
on your Wizardry or Ultima Il disks. Just to be safe, though, you may wish to
write-protect those disks before using the Transfer command.

It simply
it places all objects

MANUAL ADDENDA

On page 21, item number 3, what's said about intelligence and spell points is true
as far as it goes: the higher the intelligence of your magic user, the faster the rate
of increase in spell points through experience. But the beginning number of spell
points is randomly bestowed at creation.

On Page 21, item number 2, the manual uses the words "save" and "exit" in
connection with "game." They were meant there as common verbs rather than as
command names. The Save command in the Adventurer's Guild Disk menu does
only one thing: it saves a roster of the currently loaded characters under a party
name. To write the current status of a single character to disk, use the Remove
command to remove him from the party. To write the current status of all loaded
characters to disk, use the Leave game command in the main Adventurer's Guild
menu. If you turn off the power without using the Leave command, all currently
loaded characters will lose all their gold, regardless of when they acquired it.

—~—
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THE BARD'S TALE.

: isti 1 GS. We ask that you take extra care to
Bard’s Tale is one of the most sophisticated games available for your Apple Il 1 L
Al::‘mnm lqmme’:hrd the instructions thoroughly before starting any mew procedure, M.Mb-' check to make sure ym; re umg'.l-h:‘
zghl disk at the n'gh; time. Also, please don't remove the game disk during play unless you're instructed to: your computer may
strangely. We hope you enjoy your sojourns in Skara Brae!

Getting Started

Your Bard’s Tale disk is copy-protected: you cannot make backup or working copies. Be sure to always keep the disk write-protected. To do
this, move the tab in the corner of your disk so the hole is open.

", ina
‘ — Before your Aj TGS, hook up the disk drives you plan to use. If you use more than one drive, string them
deuklnp'dﬂ'\::h :amw::';;‘n'ddvr::yow ‘:,uudcommhmdﬂwbthﬂmm If you plan to transfer characters

another Apple Il fantasy game, add a 5 1/4" floppy disk drive at the end of your chain of drives (or, If you have a controller card, connect
the card to slot 6 and hook the drive directly up to the card).

i Control Panel — When you've hooked up the drives, turn on the computer. Mm:you ht;inpl:oyh‘..ﬂu MA‘.::‘:;r.b:::mcC:::::
rrectly: 't be accessible during the game. Press Control/Open Apple/Escape to enter Desk Acce: N r
hnl,h;:mc;loh. Sel: :::hﬂ-p Slot to 5, and Slot 5 to Smart Port. The compuh; l‘n,l;.n::c‘:!y lul;lu: d;" :h:'l‘ .driuv\: to slot S,dc::;:l ‘:
here on, we'll call this your primary drive). If you're chaining a second / from , second
2 tically assigned to slot 5, drive 2 (which we'll be referring to as your secondary drive).

slot 6, drive 1. If the 5 1/4" drive is part of a chain
've hooked up a 51/4" disk drive, the drive is automatically assigned to ,
b onwrcpl’ltl,nddomhkmﬂhsvrdﬂv-hhookddhuﬂy'oamwm,nlloﬂho?c.C.i

M Character ‘ which to store your games.
- The Bard’s Tale for the first time, you need to make a character disk on
iﬁ.u:youhnwnmk,f:t‘n:w:hpkhoynww.hymhotxxmudwhdw!mhbnmndﬂ)

Load your A [IGS System Disk:
'l'oloullr:ﬂn o Launcher, double-click Basic.System on the Main Menu.
# To load from the desktop, click the System Disk icon, then double-click the Basic.System folder.

\ ( - ake.player, press

A the System Disk and nwnhu-l-ll'flkpmmmdbk"l‘ypannn
mm&:l:ﬂl:l;mmm& wpmnyh. Wsy‘hn the new dun"ﬂ:.dhk is done, replace it with the Bard's Tale program disk, and press
Return. The game loads automatically.

5 disk in your primary drive.
- ter Is on, and you've already made your character disk, put your program k Pr—‘
:&.;OMG-.AJIQY:;WMWM byordoo(ywmpu-.llyouhnvaMoSI/Tdnv-,yutuu disk in the y
drive.

your compu! and turning on
's Tale automaticall simply putting the program disk in the primary drive

'gnmnm-a:kﬁcmm;‘;:&mk.:umupp{:ﬁmhhmmdkkShrllnd'll’al-GS(apmSonthe

klyhond),n;dfollowdnm, pts —ina you'll find y if at the Ad 's Guild in Skara Brae.

Bard' letel fitted - band of adventurers named *ATEAM. In addition, you can
e nbmlem o g isk. To TR, o ber from the Main Menu. The list that appears
ther on the character disk. To use the *ATEAM, select (A)dd a member X
“ﬁo\::'lldp'umoud dnrmm stored on the disk. Click on *ATEAM. When the party is loaded, the Main Menu reappears.




Transferring Characters from Apple Il Games
Connect a 5 1/4" disk drive to your system, and set the Control Panel according to the instructions under Getting Started (above). Load The
Bard’s Tale. When the title screen appears, press Retum: the next screen you see is the Transfer Screen. Type one of the following letters:

%0 load characters from Bard’s Tale |

to load characters from Wizardry I/II

to load characters from Legacy of Llyigamyn
to load characters from Ultima 11

to Start playing Bard's Tale GS

mcr‘:-

Put the 5 1/4” character disk in the floppy disk drive, and your Bard’s Tale/Apple IIGS character disk in a 3 1/2 * drive. To indicate the
source disk that the characters are coming from, double-click slot 6, drive 1 on the menu in the white window. When the window asks for the
destination disk, double-click the slot number that corresponds to the drive your new character disk is in (slot 5, drive 1 for the primary drive;
or slot 5, drive 2 for the secondary drive)

The menu lists all the Apple Il game characters that Bard's Tale/Apple IIGS can transfer to its own character disk. Select each character you

want to transfer, and double-click or press Retumn. Press the ESC key or click ESC to plete the fer, then press S to begin the
game.
During Play
Several apply throughout the game:
Qlick the mouse button to make selections and give ds, or press the number or letter indicated on the menu.

Game information and menus appear in the white window in the upper right of the screen. To select from this screen, click on the option you
want, or type the first letter. You make all game decisions — except direction of travel — from this box.

Information about your characters appears in the cast list at the bottom of the screen. When the program asks you to select a character for any
reason, move the pointer to the character's name and dlick — or type the ch s ber in the h 3

&

Main Menu
You only have access to the Main Menu while you're in the Adventurer's Guild. Choose options by clicking on the command you want, or press:

(A)dd a member from other parties on your disk to the current party. You can also use this d to bine ch into entirely new
parties. The window shows all the parties and characters saved to the disk; party names are preceded by an *. Click on the name of the
party or character you want to add.

(R)emove all members from your current party and save them to disk.

(Create a member. A series of prompts asks you for the new character's race, class, and name (up to 15 characters). Respond by clicking your
selection or typing the selection number.

(D)elete a member from your party. Caution: when you use this d, the ch disapp forever!

(S)ave the party roster to disk under a single party name. Party names are preceded by an * on the disk menu. Waming: This does not save the
characters themselves; use the Leave Game or Remove Member options to save the characters and their status to disk.

(L)eave Game. Exits The Band’s Tale and saves the status of your characters on disk. Before you actually leave the game, a prompt offers to
return you to the ProDOS selector program. If you want to re-enter the game, press ESC. To save your characters and leave the game, press
Return. To quit The Bard s Tale without saving your characters, simply remove the game disks and turn off the computer.

(E)nter the City. Leave the Adventurer's Guild and start exploring!

Safety and Death
Face it. The sort of streets where you run into dering Kobolds, W Ives and Orcs are dangerous — especially at night. Don't be shy
about spending the night in the Adventurer's Guild. When you leave the Guild, the clock is always set ahead to the next morning.

1
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Moving About " !
t
When ut the pointer in the view window in the upper left of the screen, it turns into a directional arrow. As you move the arrow,
pohhyo:‘::hvadopl:dlmﬁouyoummvd:nh-d,nmndm,lnwbuﬂdhp,ﬂ\mnshdm. Click when you want to go in the
indicated direction. You can also control your motion with the keyboard arrows.
abou! pment Shoppe: 's B in black. You can
t Garth's Equi it Whymﬂm&m;hmbth.m-lmwrhmm:lw
bA\l'y‘o;yMonth:nE:c, but the currently selected character can only use the black items. (Select another character, and see how the list
changes.)

Viewing Characters

" . A hi Ch
To view a character, point to the name on the cast list and click, or type the s in the ng order.
l.nthewhlupn d nmhtl\enpda-nnTndoGold,PooIGolduConunua—mdth.qdpmmthmwhkhyounn

(Thrade or (Dirop items, or (EXquip the character. Press T, D, or E, or click on the desired option.

Combat Commands
During battle, your characters' actions and options appear in the white window. Respond by clicking the option you want, or press:

to Fight

to Run. (You won't always be able to pull this offl)

to start intra-Party combat at any time

to Attack monsters in the first two ranks, hand-to-hand. (Available to the first three party members)
to Defend. This lessens the chance of damage from a monster in that round.

one of six 's tunes for one combat round. You can also your Bard's character number. (Available only to Bards) )
:‘g:zalpd.LO'Ac.;do.n&g.pdlmh’lmn,mmnd.dlspdlpzh-mdspdlbvmlthlb&mnpp-r. Or, type the spellcaster’s
mmmm‘m,wmmww-m Spellcodes are listed in the manual
(Available only to magic users)
H to Hide in the shadows (Available only to rogues)
Left Arrow to speed up message scrolling rate
Right Arrow to slow down message scrolling rate

AWCO>»Nm™

Other Adventuring C d
labl thyou'np-dullynpbfhg!hcnmdShnDruﬂldﬁnopﬂmyoum,orpr-:

The foll g dalane:

to Cast a spell. Click on the s caster’s name, then select a spell class and spell from the lists that appear. Or, type the spellcaster's
i mmbc-lndnnmdd:gmdc,?:ﬂdmm four-letter spellcode. Spellcodes are listed in the manual.
(Available only to magic users)

P to start intra-Party combat at any time :
B to sing one of six Bard's tunes while traveling. You can also press your bard's character number. (Available only to Bards)
E toElevate up a portal The party must have a levitation spell in operation. Works only in dungeons.
M ; dr:’hﬂym is on, and the time of day.
learn the street on, 5
;4 :a:blhh:;:'w mmmum.wmwwmﬂﬁoﬂnmmhmmm,mdkkm

a d\lnda"lmmtlnddnghhbhhmvyodﬂmmlhﬂhtAnoth-durmwﬂlmupordmhmwdahlhnew

BCM Hit any key to resume.
use the game.
U hlﬁmim&mlm,ﬂhmd\-,don‘twrkunulyou.cﬂvﬂeumvmhd\hmmnd;od-'nmwto(pownlhmlyomm

V o turn sound on or off. (Does not work when you're in the Guild.)







NOTICE
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