


























"give$# gold" - give amount of gold specified to first person in party. 

"Press Any Key to Continue" - Prompts the player to press any key 
and waits for any keypress before advancing further. 

"have monster named $M leave party" - If there is a monster with the 
specified name in the party, he will leave the party immediately. 

"tum party in direction $0" - Tum the party in the direction specified. 

"damage with $T" - selects one of the Extra damage types available 
(such as Flesh to Stone, Paralyzation, etc.) and inflicts it on the party. 

26 

Technical Information 
Spell Effects Chart 

A cast spell has three effects - its start effect (occurs immediately), its 
running effect (occurs each round of the spell duration), and its ending 
effect (occurs when the spell ends). Depending on the duration of the 
spell, the running effect and the end effect may not ever occur! 

Spell Start Run End 

Heal heal damage same nothing 
Resurrect raise the dead same nothing 
Cure Poison cure poison same nothing 
Cure Insanity cure insanity same nothing 
Youth cure age same nothing 
Dispossess cure possession same nothing 
Stone to Flesh cure petrification same nothing 
Cure Paralysis cure paralysis same nothing 
Restore Levels restore max level same nothing 
*Damage do damage same nothing 
*Kill kill same nothing 
*Poison poison same cure poison 
*Cause Insanity drive insane same cure insanity 
*Age age (-1 each stat) same nothing 
*Possess possess mind same cure possession 
*Flesh to Stone petrify same cure petrification 
*Paralyze paralyze same cure paralyzation 
*Drain Level drain 1 level same nothing 
Summon Monster <1> monster joins party nothing monster leaves 
Summon Illusion <1 > illusion joins party nothing illusion dispelled 
Dispel Illusion target dispelled same nothing 
Scry Sight <1> display map of area nothing nothing 
Light <1> turn magic light on same turn magiclight off 
Armour Class Bonus AC changes nothing AC restored 
Hit Bonus To hit changed nothing To hit restored 
Trap Destruction <1> Trap destroyed same nothing 
Secret Door Detect <1> find # secret doors same nothing 
Phase Door <1> wall removed nothing wall replaced 
Dispel Magic <2> magic on target ended same nothing 

Regen Bard Songs bard songs changed same nothing 

•Spell marked with an asterisk(*), allows the target to save vs magic to avoid the effect (or in the case 
of Damage, to take only half damage). If thrown by a member of the party on a monster in the party, 
the spell will cause the monster to attack the party, regardless of whether it saves or not. 

<1> Target specification is ignored 

<2> If no target is given, ALL magic currently running is dispelled! 
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Class names and 2 letter abbreviations: 

Warrior (Wa), Paladin (Pa), Rogue (Ro), Bard (Ba), Hunter (Hu), Monk 
(Mo), Conjurer (Co), Magician (Ma), Sorcerer (So), Wizard (Wi), 
Archmage (Am), Monster (Mn), Illusion (11) 

Names of the races: 

Human, Elf, Dwarf, Hobbit, Half-Elf, Half-Ore, Gnome 

Number of sides on available dice: 

2 4 6 8 10 12 20 100 

Maximum number of items a member can carry: 

Eight 

Maximum possible gold a member can carry: 

4 000 000 000 

Racial starting attributes: 

ST IQ DX CN LK 

Human 10 6 8 8 5 

Elf 8 9 9 6 6 

Dwarf 12 6 7 10 3 

Hobbit 4 6 12 5 10 

Half-Elf 9 8 9 7 6 

Half-Ore 11 3 8 11 4 

Gnome 9 10 7 3 4 
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What each class needs to hit armour class 0 at level 1: 

Wa Pa Ro Ba Hu Mo Co Ma So 

20 20 22 20 21 21 24 24 24 

Wi Am Mn 11 

24 24 20 20 

How many levels to improve chance to hit armour 
class 0 by 1, by class: 

Wa Pa Ro Ba Hu Mo Co Ma So 

1 1 3 1 2 2 4 4 4 
Wi Am Mn 11 

4 4 1 2 

What each class needs to make a saving throw at 
level 1: 

Wa Pa Ro Ba Hu Mo Co Ma So 

17 13 15 17 15 15 12 12 12 
Wi Am Mn 11 

12 12 17 17 

How many levels to improve save by 1, by class: 

Wa Pa Ro Ba Hu Mo Co Ma So 

2 2 2 2 2 2 2 2 2 

Wi Am Mn 11 

4 2 2 3 
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Damage done by a monk's bare hands (by level): 

Level Damage Dice Level Damage Dice 

1 ld2 2 2d2 
3 3d2 4 4d2 
5 5d2 6 4d4 
7 4d4 8 5d4 
9 5d4 10 6d4 
11 6d4 12 6d4 
13 6d4 14 7d4 
15 7d4 16 7d4 
17 5d8 18 5d8 
19 5d8 20 5d8 
21 6d8 22 6d8 
23 6d8 24 6d8 
25 7d8 26 7d8 
27 7d8 28 9d8 
29 9d8 30 9d8 
31 lld8 32 13d8 

NOTE: after level 32, there's no more damage increase for monk's hands 
Minimum experience needed for each class and level: 
**below scale is used for Paladins, Rogues, Bards, and Hunters as well. 

Class Level Minimum Experience 
Wa 1 0 
Wa 2 2000 
Wa 3 4000 
Wa 4 7000 
Wa 5 10000 
Wa 6 15000 
Wa 7 20000 
Wa 8 30000 
Wa 9 50000 
Wa 10 80000 
Wa 11 110000 
Wa 12 150000 
Wa 13 200000 
Wa 14 400000 
Wa 15+ 200000 per level 
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Minimum experience needed for each class and level: 

Class Level Minimum Experience 

Mo 1 0 
Mo 2 1800 
Mo 3 4000 
Mo 4 6000 
Mo 5 10000 
Mo 6 14000 
Mo 7 19000 
Mo 8 29000 
Mo 9 50000 
Mo 10 90000 
Mo 11 i20000 
Mo 12 170000 
Mo 13 230000 
Mo 14 460000 
Mo 15+ 230000 per level 

**above scale is used for Conjurers and Magicians as well. 

Minimum experience needed for each class and level: 

Class Level Minimum Experience 

So 1 0 
So 2 7000 
So 3 15000 
So 4 25000 
So 5 40000 
So 6 60000 
So 7 80000 
So 8 100000 
So 9 130000 
So 10 170000 
So 11 220000 
So 12 300000 
So 13 400000 
So 14 800000 
So 15+ 400000 per level 
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Minimum experience needed for each class and level 

Class Level Minimum Experience 

Wi 1 0 
Wi 2 20000 
Wi 3 50000 
Wi 4 80000 
Wi 5 120000 
Wi 6 160000 
Wi 7 200000 
Wi 8 250000 
Wi 9 300000 
Wi 10 400000 
Wi 11 600000 
Wi 12 900000 
Wi 13 1300000 
Wi 14 2600000 
Wi 15+ 1300000 per level 

Am 1 0 
Am 2 100000 
Am 3 220000 
Am 4 400000 
Am 5 600000 
Am 6 800000 
Am 7 1100000 
Am 8 1400000 
Am 9 1800000 
Am 10 2200000 
Am 11 2600000 
Am 12 3000000 
Am 13 4000000 
Am 14 8000000 
Am 15 4000000 per level 
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Minimum experience needed for each class and level 

Class Level Minimum Experience 

Mn 1 0 
Mn 2 2000 
Mn 3 4000 
Mn 4 7000 
Mn 5 10000 
Mn 6 15000 
Mn 7 20000 
Mn 8 30000 
Mn 9 50000 
Mn 10 80000 
Mn 11 110000 
Mn 12 150000 
Mn 13 200000 
Mn 14 400000 
Mn 15+ 200000 per level 

Illusions cannot go up levels! 

NOTE: maximum possible experience a member 
can get is 4,000,000,000 

How many hit points (max) a member gets when 
advancing a level, based on class: 

Wa Pa Ro Ba Hu Mo Co Ma 

16 16 8 16 16 8 4 4 

Wi Am Mn 11 

8 8 10 10 

Experience value for a monster 

Experience= (number of attacks x maximum damage)+ (10 -
monstermon.base ac) +maximum hit points. 

So 

8 
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Extra-damage effects 

Poison - target takes 1 point of damage per round. 

Level drain - target loses 1 level, experience set to minimum for that 
level, and spell level is reduced. 

Insanity- target will attack members of same group in combat. 

Aging - for party members, each statistic reduced by 1, to a 
minimum of 1. For monsters, aging acts as a level drain. 

Possession - target's mind is controlled. If target'is a party member: 
target will attack other party members. If the target is a monster: 
party can direct monster' s attack. 

Stoned - target is petrified. No actions possible. 

Paralysis - target is paralysed. No actions possible. 

Critical hit - target is slain. 

Item-zot - one of target's carried items loses 5 charges, to a minimum 
of 0. Item selected randomly. 

Point Phaze - target loses 5 mana points, to a minimum of 0. 

Spell Point Regeneration 

Spell points regenerate at the rate of 1 point every 5 minutes (50 
rounds), if the mage is outside in daylight. 

Multiple Running Spells 

If several spells are running at once and attempting to affect the same 
target, the result is unpredictable and can change from round to round! 
(Ah .. . magic). For example, a long running Age Spell and long running 
Youth Spell are both cast on a member. Nothing may happen for a 
while, then his statistics may start to decrease from age, then they may 
suddenly go back to normal. Remember, magic is not fully predictable. 
Otherwise, it would be science! 

Dispelling summoned monsters/illusions 

During combat, summoned monsters or illusions disappear only at the 
end of a combat round, even if they are dispelled in the middle of the 
round. It takes a few moments for the ethereal link to dissolve .. . 
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Monsters as Party Members 

They act as actual party members, carrying items and fighting, except 
that they will only use the "Attack" option in combat and will never 
use their ranged attacks for the party. Remember, if another party 
member attacks a monster member, it will immediately become hostile 
and attack, entering intra-party combat if necessary. 

Starting Character Information 

Starting gold is 110-170 coins. 

Spell casters start with 10-17 spell points. +1 per point of constitution 
over 14. (For every IQ point over 14, an extra spell point will be added.) 

Rogues start with a 15% chance of disarming traps and a 10% chance of 
hiding in shadows. 

Hunters start with a 5% chance of dealing a critical hit. 

Bards start ready to sing 1 song (assuming they find an instrument). 

When anyone goes up a Level 

Hit points go up based on class. 

Extra hit points: +1 per point of constitution over 14. 

One attribute whose value is less than 18 is increased by 1. 

When Spell Casters go up a Level: 

Extra spell points: 1-4. + 1 per point of IQ over 14. 

When Rogues go up a Level 

Disarm traps: improves 1-3%. +1 % per point of dexterity over 14 
(maximum 99%). 

Hide in shadows: improves 1-3%. + 1 % per point of dexterity over 14 
(maximum 99%). 

When Hunters go up a Level 

Critical hit: improves 1-3%. + 1 % per point of dexterity over 14 
(maximum 99%). 
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When Warriors, Monks and Paladins go up a Level 

Number of attacks goes up by 1 EVERY OTHER LEVEL, to a maximum 
of7. 

Attacks per round at 15th level. 

How much a spell level costs to buy in the review 
board, by spell level: 

1000,2000,4000,7000, 10000, 20000,40000 
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Playing Your Game 

O nce you have created your game, you may want to actually play it. 
The BUILD GAME utility creates a file called BARDGAME.EXE. 

You can rename it if you'd like with the DOS REN ame command. To 
start your game, simply go to the path where you installed your game 
and type BARDGAME and then press Enter. 

After answering some configuration questions, you will find yourself in 
the GUILD. Here you will need to create your characters and send them 
on their quest. 

. Menu selections are made by typing their first letter or by clicking on 
them with the mouse. 

The Adventurer's Guild 

In the Guild you have the following options: 

Add Member - Add a member to join the quest. 

Remove Member - Remove a member from the quest and save 
him to disk. 

Create Member - Create a new member for the guild. 

Save Party - Save the current quest members as a party with all 
global variables. 

Quit - Exit the game. 

Exit Guild - Leave the guild to the map on which the guild is 
located. 

Disk Options 

Delete Member - Delete member permanently from guild. 

Rename Member - Rename a guild member. 

Garth's Equipment Shoppe 

Garths will sell the first ten items in your saved item list. 

Garth will first ask you who wants to enter. After you select a party 
member, you will be given the following choices: 

(B)uy - Buy one of the items Garth has for sale. 
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(S)ell - Sell an item from your inventory for half of what it's worth 
to Garth, who will then sell it to somebody else for double its value. 
Once you sell to Garth, the item is gone for good. 

(l)dentify - Have an Item in your inventory identified for a price. 
Tells valuable information about the item. 

Review Board 

At the Review Board, you can have each party member reviewed to see 
if advancement is appropriate. You will first be asked to see who wants 
to be reviewed. After selecting a character, you have the following 
choices: 

(A)dvancement - if the character has gained enough experience 
points, he will be raised a level. 

(S)pell Acquiring - Magic-Users can check to see if they are able to 
advance to the next magic level, and, if allowed, can pay a large sum 
of gold to gain that level. 

(C)lass Change - Magic-Users can change classes. However, once 
you leave a magic-user type, you will not be allowed to return to 
that type. 

Outside 

Outside of the Guild, you can move around with the arrow keys or the 
mouse. 

To move ... 

up arrow - go forward down arrow - turn around · 

left arrow - turn counter clockwise right arrow - turn clockwise 

Other commands outside of the Guild are as follows: 
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(B)ard song - Have a bard play a bard song 

(C)ast spell- Have a magic-user cast a spell 

(N)ew Party Order - Rearrange the party's marching order 

(P)arty attack - Initiate intra-party combat 

(Q)uit - Leave the game without saving at a guild 

(U)se item - Have any party use an item from inventory 

(V)olume on/off-Toggle to turn the music on and off. 

? - Display current time. 

HOME - Pause the game. 

Keys 1-7 will initiate viewmode on that character. 

During viewmode: 

d - drop item (not available during combat). 

e - equip item/unequip item. 

p - pool gold (not available during combat). 

n - new order (not available during combat). 

t - trade item (not available during combat). 

Space Bar or ESC will quit viewmode. 

Combat 

Once an encounter has taken place you have the option to attempt to: 

(A)dvance (if the monster(s) are further than 10 feet away), 

(R)un Away, or 

(M)elee with the monsters (if they are within 10 feet). 

If you Advance, you will move ahead 10 feet. 

If you Run Away, your party leader will be checked, and if he passes, 
the combat will be terminated. 

If you decide to Melee, you have the following options: 

(A)ttack - First four party members only use equipped hand 
weapons or bare hands. 

(P)arty attack - Attack a member in the party. 

(D)efend- Defend from monster's attacks. Increases your chances 
of avoiding damage from a monster attack. 

(C)ast spell- Magic-users can attempt to cast a spell. 

(U)se Item- Use an item from inventory. 

(B)ard Song - Only bards can sing a bard song. 

(H)ide in shadows - Only thieves can attempt to hide from combat 
and possibly achieve a critical hit. 
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During combat: 

v - volume (sound on/ off toggle). 

? - display current time. 

HOME - pause the game. 

Keys 1-7 will initiate viewmode on that character. 

Bard Songs 
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1. Safety Song -protection from attacks from random monsters -
in combat, relieves insanity and possession. 

2. Sanctuary Score -does a trap zap up to 30 feet away -in 
combat, lowers armour class for that round (level/2). 

3. Bringaround Ballad -Rejuvenates bard's hit points -in combat, 
rejuvenates everyone's hit points in the party. 

4. Rhyme of Duotime -Regenerates mages' spell points -in 
combat, gives the party an extra attack. 

5. Marcela's Melody-Creates light to walk around ... even in anti­
magic zones -in combat, brings all monsters to within melee range. 

6. Kiel's Overture -Lets the party know what direction they are 
travelling -in combat, casts a monster damage spell. 

7. Cain's Carrack-Adds to character "saving throws" -in combat, 
prevents all spell attacks for one round. 

Sample Scenario 
Included in this Construction Set is a sample scenario for you to 
examine. 

The game has been saved off in the GAME directory created from the 
INSTALL procedure. To load the game, enter the GAME directory and 
type BARDGAME and then press Enter. 

You will be asked some general SETUP questions, and then enter the 
GUILD. 

Note that there is one item list called "ISIL.ITM" which contains all the 
items included in the sample game, one spell list called "ISIL.SPL", and 
one monster list called "!SIL.MON". There are fourteen levels included 
which contain there own set of specials. The levels are as follows: 

!SIL.MAP - the map of the city of Isil Thania 

SEWONE.MAP - level one of the sewers 

SEWTWO.MAP - level two of the sewers 

SEWTHR.MAP - level three of the sewers 

TOWONE.MAP - level one of the tower 

TOWTWO.MAP - level two of the tower 

TOWTHR.MAP - level three of the tower 

FRED.MAP --Castle Fred 

DUNONE.MAP - level one of the dungeon 

DUNTWO.MAP - level two of the dungeon 

CASTLE.MAP - Interconnecting castle 

UNDRCT.MAP - Map of the undercity 

CRYPT.MAP - The Crypt 

SURPRS.MAP - The FINAL Level 

The following is a brief background of the scenario. When creating your 
own dungeons, you may want to use this scenario as a guide for your 
own world. 
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Star Light Festival 

The small run down village of lsil Thania is the setting for our story. 
Your band of adventurers has travelled from afar to witness the annual 
Star Light Festival, in which an eerie light comes down from a star for 
one night only making the night into day. 

While sitting at the RAINBOW BAR waiting for the day of the Festival, 
a small twisted man approaches saying, "There's more adventure here 
for the brave of heart than meets the eye. If you want a real challenge 
ask the bartender about WINE." With that he giggles and disappears 
down a sewage pipe. 

Your first task will be to locate the RAINBOW BAR to the south of the 
Guild and enter the sewers below the city. Those of you familiar with 
The Bard's Tale series will recognise these levels as the exact ones 
found in Bard's Tale I: Tales of the Unknown. 

From there, you will engage upon a quest that takes you from one 
location in the city to the next, eventually to find the secret truths 
behind the Star Cult and the town of Isil Thania. 

Good Luck!!! 
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Chris Taylor - forcing things into the game that were not initially 
intended but really needed to be there. 
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.. . and all the other people who assisted and inspired me and made this 
project a success. 
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Customer Service 
If you have any queries about this product, Electronic Arts' Customer 
Service Department can help. Call (0753) 546465 or 549442 Monday to 
Friday between 9:00am and 6:00pm. Please have the product and the 
following information to hand when you call. This will help us answer 
your question in the shortest possible time: 

• Type of computer you own 

• Any additional system information (like type and. make of 
monitor, graphics card, printer, hard disk, modem etc.) 

• Type of operating system or DOS version number 

• Description of the problem you are having 

NOTICE 

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN 
THIS PRODUCT DESCRIBED IN THIS MANUAL AT ANY TIME AND 
WITHOUT NOTICE. 
THIS MANUAL, AND THE SOFIW ARE DESCRIBED IN THIS MANUAL, IS 
UNDER COPYRIGHT. ALL RIGHTS ARE RESERVED. NOP ART OF THIS 
MANUAL OR THE DESCRIBED SOFIW ARE MAY BE COPIED, 
REPRODUCED, TRANSLATED OR REDUCED TO ANY ELECTRONIC 
MEDIUM OR MACHINE-READABLE FORM WITHOUT THE PRIOR 
WRITTEN CONSENT OF ELECTRONIC ARTS LIMITED, 11 / 49 STATION 
ROAD, LANGLEY, BERKS SL3 8YN, ENGLAND. 
ELECTRONIC ARTS MAKES NOW ARRANTIES, CONDITIONS OR 
REPRESENTATIONS EXPRESS OR IMPLIED, WITH RESPECT TO THIS 
MANUAL, ITS QUALITY, MERCHANTABILITY OR FITNESS FOR ANY 
p ARTICULAR PURPOSE. THIS MANUAL rs PROVIDED "AS IS". 
ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH 
RESPECT TO THE SOFIW ARE AND THE MEDIA FOR THE SOFIW ARE. IN 
NO EVENT SHALL ELECTRONIC ARTS BE LIABLE FOR ANY SPECIAL, 
INDIRECT OR CONSEQUENTIAL DAMAGES. 
THESE TERMS AND CONDITIONS DO NOT AFFECT OR PREJUDICE THE 
STATUTORY RIGHTS OF A PURCHASER IN ANY CASE WHERE A 
PURCHASER IS A CONSUMER ACQUIRING GOODS OTHERWISE THAN 
IN THE COURSE OF A BUSINESS. 

Software and documentation © Interplay Productions. 
All rights reserved. 

The Bards Tale is a trademark of Electronic Arts Inc. 

IBM is a trademark of International Business Machines Inc. 
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Notes 
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