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The scrolling speed of the combat messages can be increased or decreased according to your taste. See the Command
Summary Card for details on this option.

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

Tips from the Adventurers' Guild: Combat

1. The character with the highest dexterity rating and level number usually attacks first. Use the character with the
highest dexterity rating to attack especially fearsome creatures such as Dragons. Less dexterous characters might not
survive long enough to get in the first strike.

2. Use spells and Bard song to lower the armor class of your entire party. Remember, the lower the armor class
rating the better.

3. If attacked by more than two groups of monsters, concentrate your efforts on the magic users first. If you can't
kill all the magic-using monsters, cast magic-repellent spells to protect your party from illusions, possessions, and
other spells.

4. As a general rule, attack groups containing only one monster last, unless it contains a particularly deadly
monster, then attack it while your party is strong.

5. Many undead monsters (monsters who have returned from the dead; i.e., zombies) can drain experience levels,
rapidly age characters, critically hit, or even turn characters to stone. Treat the undead with respect — Kkill them
quickly.

6. Be prepared to lose a lot of level one and two characters; especially at night and when you're walking unarmed to
Garth's Equipment Shoppe. In fact, it's a good idea to stay close to temples at night so you can heal wounds
quickly.

7. Remember that you cannot physically attack a group of monsters that are more than 20' away. You can't advance
up to them either, if there is another group already within melee range. For this reason, keep a well-stocked supply
of missile weapons (i.e., arrows, spears, axes, etc.) — they allow you to attack monsters who hide behind others.

MAGIC SYSTEM

Magic is power. But although magic often means the difference between success and failure in the Realm of the
Bard, it isn't always necessary or wise to rely on magic. There are places in the Realm where magic doesn't work,
and certain monsters who are highly resistant to magic. Sometimes your characters will just have to work up a sweat
using good old brute force.

Residual Spells

The best way to tell if your party is in an anti-magic zone is to watch your residual spells. Residual spells are magic
spells that work for long periods of time, such as light spells, trap detection, secret door detection, and magical
armor. Most residual spells display a symbol above the main message box onscreen to tell you that the spell is

still active. If one symbol disappears, the spell has expired. If all but a magic light spell disappears, you are
probably in an anti-magic zone. All spells except magic light are cancelled in anti-magic zones.
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Spells have a point cost. Each spell costs the casting mage a small amount of sorceral energy. A mage can
recharge his sorceral energy in three ways:

1. Enter direct sunlight. Sorceral energy recharges automatically in direct sunlight.

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

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

Magic Items

Inanimate objects can possess magical powers 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.
You may even need to find magic keys or talismans that will give you access to secret or protected areas in the
Realm. Magical items are often hidden in dungeons or carried by monsters.

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

Casting Spells

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

Magic Users

Magic users begin the game with the knowledge of all the spells for their magic user class and level. Magic users
learn new spells by level (in groups), rather than one spell at a time. Each level can contain from 2 to 4 spells.

For instance, a first level Conjurer will automatically know all the Conjurer spells for the first level (a total of 3

spells). A third level Conjurer will know the first, second, and third level Conjurer spells (a total of 9 spells.)

Conjuring: Conjurers perform the instantaneous creation of objects and effects by channeling their sorceral
energy. Conjurer spells are potent, but not omnipotent because of the enormous amount of energy required to create
even a moderate effect.

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

Magic: Magicians can bestow magical effects on common objects. This is not to say that the item becomes
magical, it doesn't. But it does radiate magical energy for the duration of the spell. Spells usually last as long as
the combat continues.

The main purposes of the magic practiced by Magicians are to increase an item's capabilities, give the item new
capabilities, or to transform the item into something completely different. For example, a magician might cast a
spell that makes a sword inflict more damage, makes dungeon walls glow, or causes a wall to totally vanish for one
move.
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Sorcery: Sorcerers can cast illusions and possess a heightened sense of awareness. The Sorcerer's motto is,
"Seeing is believing." Sorcerers create illusions by first envisioning an image, then magically projecting that
vision onto the retinas of all who watch.

When supplemented with the appropriate stimulus to the victim's other senses, the illusion is so real it can hurt,
even kill, the victim. Naturally, the illusions are only effective as long as the victim believes them to be real. As
soon as the victim stops believing in the illusion, the spell is broken. Because of their heightened senses and
precise control of the mind, Sorcerers can often see things that aren't readily apparent.

Wizardry: Wizards can summon and control supernatural creatures and energies. The Wizard has fewer spells to
choose from than the other classes, but Wizard spells are by far the most powerful.

The creatures a Wizard summons come from the Negative Plane. As a special member controlled by your Wizard,
these otherworldly creatures will stay in your party and fight until defeated.

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

Archmagedom: Archmages are the wise ones who have progressed through at least three spell levels for each of
the four mage classes. This gives the Archmage the ability to pick and choose from up to 75 of the known spells.
The Archmage is one of the most powerful and well-respected 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. This means a level 5 Conjurer can become a level 1 Magician.

Moving to the new class resets the character's experience points to @, but leaves the other attributes such as hit
points, spell points, and gold as they were. The character also retains knowledge, and can use all the Conjurer
spells — but only through spell level 3.

Once a character moves to a new magic user class, he or she cannot go back and learn the skipped spell levels.

THE BOOK OF SPELLS

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

Mage Class
Level #: CODE PT. COST RANGE DURATION
Spell Name — a brief description of the spell's effect and any special instructions for use.
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The range of effectiveness is measured in number of game squares, with each square equivalent to 10 feet (10'). The
range terms are defined below:

View affects line of sight.

1 Foe affects a single monster regardless of the number your party faces.

1 Wall affects a wall in the direction the spellcaster faces.

All Foes affects all the monsters your party faces.

Group affects 1 of up to 4 monster groups.

Self affects spellcaster only.

## affects anything in the direction the spellcaster is facing for the number of feet specified with ##.
Char affects the party member you designate.

Special affects the special member you designate.

oo 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. For instance, if you use a spell with a listed range of 30’
against a foe who is 60' feet away, the spell will hit your foe with reduced effectiveness.

N/A provides information, knowledge, or some other effect that renders a range measurement Not
Applicable.

In addition to a range, spells also have a duration or lifetime. The duration terms are defined below:

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

1 Move lasts for exactly one move.

1 Round lasts for the entire round of combat.

Short lasts a few minutes only.

Medium lasts several minutes.

Long lasts twice as long as Short spells.

Indef lasts until the party enters the Adventurers' Guild or an anti-magic zone.

Misc has multiple or variable ranges.

N/A is so short, assigning a duration is Not Applicable. The result of 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.
ARFI 3 1 FOE (10" N/A

ARC FIRE — a fan of blue flame jets from the spellcaster's fingers, inflicting 1 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 and making them
easier to hit.
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Level 3:

Level 4:

Level 5:

Level 6:

Level 7:

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 the spellcaster heal a party member who suffers from 4 to 16
points of damage by uttering a single word.

LERE 5 VIEW LONG
LESSER REVELATION — an extended MAGE FLAME spell that also reveals secret doors.

LEVI 4 PARTY SHORT
LEVITATION — partially nullifies gravity causing the party to float over traps, or up or down
through portals.

WAST 5 GROUP (20" N/A
WARSTRIKE — an energy stream shot from the spellcaster's finger that sizzles a group of foes
for 5 to 20 hits of damage.

INWO 6 PARTY N/A
ELIK'S INSTANT WOLF — summons a giant, extremely fierce wolf to join your party.

FLRE 6 CHAR N/A
FLESH RESTORE — a powerful healing spell that restores 10 to 40 hit points to a party
member, including those stricken with insanity or poisoning.

GRRE VIEW LONG
GREATER REVELATION — operates like LESSER REVELATION, but illuminates a wider area
for a longer period of time.

SHSP 7 GROUP (30') e N/A
SHOCK-SPHERE — creates a large globe of intense electrical energy that envelops a group of
enemies and inflicts 10 to 40 hits of damage.

INOG 9 PARTY N/A
ELIK'S INSTANT OGRE — materializes the biggest, meanest ogre you've ever met to ally

with your party.

MALE 8 PARTY INDEF
MAJOR LEVITATION — operates like LEVI from level 3, but it lasts until dispelled (i.e., until
the spell is terminated by some event such as activating an anti-magic square).

FLAN 12 PARTY N/A
FLESH ANEW — operates like FLRE, but affects every member of the party.
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APAR 15 PARTY N/A

APPORT ARCANE — teleports the party within a dungeon to any location that's not protected
by a teleportation shield. Also teleports the party between cities that are in the range of +1 to 6.
Your party always arrives in the city's Adventurers' Guild.

FAFO 18 GROUP N/A
FAR FOE — moves a group of foes 40 feet further away from your party, up to a maximum
distance of 90 feet.

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

Magician Spells

Level 1:

Level 2:

Level 3:

VOPL 3 CHAR COMBAT
VORPAL PLATING — causes the weapon (or hands) of a party member to emit a magical field
that inflicts 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.

SCSI 2 PARTY N/A
SCRY SITE — causes a dungeon or wilderness pathway to reveal the party's location.

HOWA 4 1 FOE (10 N/A
HOLY WATER — holy water sprays from the spellcaster's fingers, inflicting 6 to 24 points of
damage on any foe of evil or supernatural origin.

MAGA 5 CHAR g COMBAT
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 on a foe.

AREN 5 30 SHORT
AREA ENCHANT — causes the dungeon walls within 30 feet (3 squares) of a stairway to call
out if the party is headed toward the stairs.

MYSH 6 PARTY MEDIUM
YBARRA'S MYSTIC SHIELD — causes the air in front of the party to form an invisible
shield that's as hard as metal and precedes the party as they move.

OGST 6 CHAR COMBAT
OSCON'S OGRESTRENGTH — endows a specific party member with the strength of Elik's
ogre for the duration of the battle.
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Level

Level

Level

Level

STFL 6 GROUP (40') o N/A
STARFLARE — ignites the air around your enemies, scorching them for 10 to 40 damage
points.

SPTO 8 1 FOE (70") N/A
SPECTRE TOUCH — drains a single enemy of 15 to 60 hit points; like a touch from death
itself.

DRBR 7 GROUP .(30') e N/A
DRAGON BREATH — lets the spellcaster breathe fire at a group of monsters, inflicting 11 to
44 points of damage on each monster. ;

ANMA 8 PARTY COMBAT
ANTI-MAGIC — causes the ground to absorb a portion of the spells cast at the party by
monsters. Often allows the party to escape unharmed. This spell also aids in disbelieving
illusions and shielding against magical fire such as Dragon Breath.

STTO 8 1 FOE (10" N/A
STONE TOUCH — usually turns an enemy to stone (except those already made of stone),
instantly killing the enemy.

PHDO 9 1 WALL 1 MOVE
PHASE DOOR — turns almost any wall to air for exactly one move.

YMCA 10 PARTY INDEF
YBARRA'S MYSTICAL COAT OF ARMOR — operates like YBARRA'S MYSTIC SHIELD,
but lasts indefinitely.

REST 12 ) PARTY N/A
RESTORATION — regenerates the body of every party member to perfect condition; it even
cures insanity or poisoning.

DEST 14 1 FOE (10" N/A
DEATHSTRIKE — very likely to instantly kill one selected enemy.

WZWA 11 PARTY N/A
WIZARD WALL — creates a wall of force that travels with the party and absorbs many of the
enemy's attacks.

SASP 30 PARTY N/A
SAFETY SPELL — teleports your entire party to the Adventurers' Guild in Tangramayne, minus
all gold. Use this spell only in dire emergencies because it is not 100% reliable.
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Sorcerer Spells

Level 1:

Level 2:

Level 3:

Level 4:

Level 5:

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 the 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 detect traps within 30'
along the direction the spellcaster is facing.

DISB 4 PARTY N/A
DISBELIEVE — reveals the true nature of any attacking illusion, causing it to vanish.

WIWA 5 PARTY N/A
WIND WARRIOR — creates the illusion of a battle-ready ninja among the ranks of your 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 in fear, thus
reducing their ability to attack and inflict damage.

WIOG 6 PARTY N/A
WIND OGRE — similar to ELIK'S OGRE, but the WIOG is an illusion.

INVI 6 PARTY N/A
KYLEARAN'S INVISIBILITY SPELL — an invocation that renders the entire party nearly
invisible to the enemy.

SESI 6 30' MEDIUM
SECOND SIGHT — heightens the awareness of the spellcaster in order to detect all manner of
traps and tricks that lie directly ahead.

CAEY 7 VIEW INDEF
CAT EYES — endows the entire party with perfect night vision for an indefinite period of time.

WIDR 12 PARTY N/A
WIND DRAGON — creates an illusionary red dragon to join the ranks of your party.

DIIL 8 ALL FOES COMBAT
DISRUPT ILLUSION — destroys any illusions among the ranks of the enemy and prevents new
illusions from appearing. This spell also exposes any Dopplegangers within the party.
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MIBL 10 ALL FOES (30") - N/A
MANGAR'S MIND BLADE — strikes every opposing group within range with an explosion
of energy capable of inflicting 25 to 100 points of damage.

Level 6: WIGI 13 PARTY N/A
WIND GIANT — creates an illusionary storm giant that joins and fights for your party.

SOSI 11 30°' INDEF
SORCERER SIGHT — operates like the SECOND SIGHT spell, but lasts indefinitely.

Level 7: 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 GROUP (90" N/A

MAGE MAELSTROM — assaults a group of spellcasters and may do one of the following:
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.

22722 100 UNKNOWN UNKNOWN

???? — known only as "The Dreamspell," it is the subject of myth and speculation and no one
knows this spell's code. Legend has it that this is a spell of such magnitude that it can actually
rip the fabric of reality in half.

Wizard Spells

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.

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: GATE 12 PARTY N/A
GATE — bids a shadowy wraith to unwillingly join your party.

DEBA 11 1 FOE (30" N/A
DEMON BANE — inflicts 100 to 400 points of damage on a single creature of evil or
supernatural origin.
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Level 3: FLCO 14 GROUP (30" N/A
FLAME COLUMN — creates a cyclone of flame that lashes out and delivers 22 to 88 points of
damage to a group of your foes.

DISP 12 CHAR N/A
DISPOSSESS — returns a possessed party member to the normal state of consciousness.

Level 4: PRSU 15 PARTY N/A
PRIME SUMMONING — forces a powerful undead creature to join and fight for your party.

ANDE 14 CHAR COMBAT
ANIMATE DEAD — reanimates a dead character with living strength so he or she attacks
enemies as if truly alive — combat only spell.

Level 5: SPBI 16 1 FOE N/A
BAYLOR'S SPELL BIND — if successful, this spell possesses the mind of an enemy and
forces him to join and fight for your party.

SOWH 13 1 FOE (70" N/A
STORAL'S SOUL WHIP — whips out a tendril of psionic (mind) power to strike a selected foe,
inflicting 50 to 200 damage points.

Level 6: GRSU 22 PARTY N/A
GREATER SUMMONING — operates like PRIME SUMMONING but causes a powerful
elemental creature to appear and fight for the party.

BEDE 18 CHAR N/A
BEYOND DEATH — restores life and one hit point to a deceased character.

Level 7: WIZW 16 GROUP (50" N/A
WACUM'S WIZARD WAR — creates a pyrotechnical storm over a group of monsters,
inflicting 50 to 200 damage points.

HERB 25 PARTY N/A
SUMMON HERB — summons Herb to join your party. Herb is really busy, but he'll hang out
with your party for a while if you need him.

Archmage Spells

Level 1: HAFO 15 ALL FOES 1 ROUND
OSCON'S HALTFOE — if successful, this spell causes every attacking group to do nothing
during the next round.

MEME 20 GROUP N/A
MELEE MEN — pulls an attacking group into melee range (10') regardless of how far they were
when they began attacking.
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Level 2: BASP 28 PARTY MISC.
BATCHSPELL — performs the following multiple spells: GREATER REVELATION, YBARRA'S
MYSTICAL COAT OF ARMOR, SORCERER SIGHT, MAJOR LEVITATION, and KIEL'S MAGIC

COMPASS.

Level 3: CAMR 26 PARTY N/A
CAMARADERIE — has a 50% chance of calming any or all monsters in your party that have
turned hostile.

Level 4: NILA 30 GROUP (60') N/A

FANSKAR'S NIGHT LANCE — launches a chilling missile against a group of foes, inflicting
100 to 400 damage points.

Level 5: HEAL 50 PARTY N/A
HEAL ALL — a Beyond Death spell that resurrects every dead party member and heals all
wounds, paralysis, and insanity.

Level 6: BRKR 60 PARTY N/A
THE BROTHERS KRINGLE — the brothers are always ready to help friends in trouble.
Enough brothers appear to fill the empty slots in your party.

Level 7: MAMA 80 ALL FOES (90') N/A
MANGAR'S MALLET — inflicts 200 to 800 bone-crushing damage points against every
monster group you face.

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

1. The Archer's Tune: Doubles the party's missile damage, and cuts the missile damage inflicted by a foe in half.
Missile weapons are those weapons that are thrown or shot such as arrows, spears, and axes.

2. Spellsong: Bonus to saving roll. This means the party is less likely to be damaged by magic and traps.

3. Sanctuary Score: Lowers the Armor Class for all party members.

4. The Melee March: Increases the party's hit points for extra protection and also increase the damage points
inflicted on enemies.

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

6. Rhyme of Duotime: Regenerates spell points at twice the normal speed when played under normal
conditions, and provides extra attacks during combat.

7. The Watchwood Melody: Creates light. May work even in anti-magic zones.
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Tips from the Adventurers' Guild: Magic

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

2. Carefully manage your spell points. Don't use a magic light spell when a torch will work just as well. But don't
be shy about using magic in combat. If you've got it, flaunt it...rock 'n' roll.

3. Locate traps. Second Sight and other sorcerer sight spells can identify 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 — it's like getting a free spell.

5. Try using a light spell or singing bard tune number 7 even in anti-magic zones. Though the spell won't last, it
will provide a brief flash of light that may help you get your bearings. This trick occasionally works with ordinary
torches and lanterns.

6. The screen flashes when your party is teleported. This is handy to know because many dungeon corridors look
alike, and it's sometimes hard to tell when your party has been teleported to a new location.

ITEMS

The following items are found in Garth's Equipment Shoppe in unlimited quantities:

Torch — lights your way in dungeons. Not nearly as precious as spell points.
Lamp — longer duration than a torch, but more expensive too.

Broadsword — most damaging nonmagic sword.

Short Sword — a lighter sword that can be used by all by mages.

Dagger — usable by all, but not too effective.

War Axe — a heavy, damaging weapon that can't be used by rogues or magic users.
Halbard — a combination battle axe and pike. The most damaging nonmagical weapon.
Staff — a short, heavy club.

Spear — a javelin-like weapon that must be thrown.

Buckler — a small round shield.

Tower Shield — a larger shield.

Leather Armor — the lightest armor.

Chain Mail — light, metal-mesh armor. Protects best against light weapons.
Scale Armor — stronger than chain mail and difficult to pierce.

Plate Armor — strongest nonmagical armor.

Robes — nice around the house but no protection in a dungeon.

Helm — head protection from all but the fiercest attack.

Leather Gloves — light protection for the hands.

Gauntlets — metal gloves.

Mandolin — the Bard's instrument of war...

Long Bow — used to launch arrows at your opponents.

Arrows — missile weapons that must be launched with the long bow.
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Item Abbreviations

FGN — the abbreviation for figurine; a magical statuette that can come to life.
MTHR — an abbreviation for Mithril, an elven metal with magical qualities.

ADMT — abbreviation for Adamant, another magical metal.

DMND — abbreviation for diamond; the hardest substance in this world or the Realm.
SGMT — a segment of the Destiny Wand.

Tips from the Adventurers' Guild: Items

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

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 the whole bank roll. After all, if your party is
well-equipped they'll get more gold from the monsters they defeat, and if your party is killed, the saved gold won't
do you any good anyway.

4. Experiment with the items you find to determine their capabilities. Magic items are often the key to success, and
remember, an item may be magical for only certain characters or classes, so trade the item between your characters.
5. Make sure that some characters have open space in their inventory, or your party won't be able to pick up new
magical items in their travels.

6. Save your party to disk as soon as they capture a particularly interesting or powerful magic item. This way, even
if disaster strikes, you'll still have the item.

7. The Sage can answer questions about the purpose behind some of the items you'll find in the higher level
dungeons, but be prepared to pay a steep price.

8. Destiny Wand segments contain powerful magic. Each segment contains magic that creates its own specific
effect. You will have to experiment with the segment to learn how to use the magic.

9.The Destiny Knight game disks and manual aren't protected by magic shields or quick fixes. Don't leave them
where little monsters can eat them.

10. Here's a final clue that may (or may not) help you:

1. I3ttt tet Beyond the Bard's Tale, as was told,
2 Il ettt iisstatsnt An epic great will now unfold

3, FlAllereeereettt e iinsatt g e et hetare Thy sight,
i “CPeEEtHt A mortal man becomes the Knight.
5. 22X 2R R L2 L SR R E LT L %3 Of wounds this many can never die;
6. Jileatteliccaecttddittst His lips will never, voice the cry
T Jeeeeealiecctttddsssst Which doomed another, ages gone

Who now is trapped as evil's pawn.

Of puissant might and matchless brawn
The knight's fierce fate is plainly drawn
Upon the tome of life, in fact

And in this power lies the pact.

So seek the wand, and face the snare
Yet in no way can you prepare

For Zanta's wrath and endless guile —
Now try the quest, friend...for a while.



Michael Cranford of Interplay Productions has an elegant programmer's touch.
You can't see it in this picture of him, but you can see it in the Bard's Tale and
Destiny Knight. He previously programmed the Apple version of Donkey Kong
and the Commodore 64 version of Super Zaxxon.




Game Concept, Design, and Program Design: 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: Jonny C. Kwan

Map Art: Don Carson

Playtesters: Philip Ybarra, Caren Edelstein, Tom Norwood
Lagoth Zanta's Name by: Scott Smith

The Bard's Tale, Destiny Knight, and Electronic Arts are trademarks of Electronic Arts.

Package Design © 1986 Electronic Arts
Software © 1986 Interplay Productions
Simultaneously published in Canada and the U.S.A.

About our company: We're an association of electronic artists who share a common goal. We want to
fulfill the potential of personal computing. That's a tall order. But with enough imagination and
enthusiasm, we think there's a good chance for success. Our products, like this one, are evidence of our
intent. If you'd like a product brochure, please send 50¢ and a stamped, self-addressed #10 envelope to:

Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404.



— £

|

'dll

ELECTRONIC ARTS™

118615 1820 Gateway Drive, SanMateo, CA 94404



