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INTRODUCTION

utting this CD together was a very satisfying experience. It
gave me a chance to take a nostalgic look back at ten
years of Interplay history and the hundreds of people who
worked so hard on all these products.

s disc contains some of the best games we’ve ever done. As a

servative guess, thergam b& 100wears of manhours invested
is CD—that’ ‘ ard work, I can'’t

1k of a busines arding nor can I think

ope you thoroughly enjoy the games we have included in this
thology and that you’ll continue to follow us as we create more
iting experiences in the years to come.

President, Interplay Productions

=
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Installation

To install any of the game contained on Interplay’s 10-Year Anthology
CD, you must run the install program. To execute this program, type this
at the DOS prompt:

<CD Drive Letter>:\10th
For example: D:\10th

Using the Installer

Note: If your CD-ROM drive is an external drive, make sure you have
hooked up headphones or speakers to the CD-ROM drive, since all the
music on the installer is played directly from the CD-ROM drive. If your
CD-ROM is an internal drive and you have a sound card, make sure a
cable connects the internal sound output jack to your sound card to mix
the sound sources. See your sound card’s manual for details.

Main Screen

*ANNIUERSARY -
108 1993

Use your arrow keys to select which
option you wish to use. You can
choose to go to the install menu or to
see demonstrations of Interplay’s latest
games. At any time, you can press ESC
and return to DOS.

Install Menu

Simply use your arrow keys to high-
light the title of the game you wish to
install. Once the title is highlighted,
press ENTER or SPACE BAR to select it.

TAY TIMES

WASTELAND Dragon Wars
You can press ESC to return you to the [grrzatd FANTT KN

Main Screen at any time. oF 128

I

CESCI EXITS
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Game Install

After a brief description of the game, you will be asked where you would
|ike the game to be installed. The first sentence of the Game Install win-
dow states how much memory the game will occupy. You must have at
Jeast that much free memory for the game to be installed properly. The
list of games and the memory they require are listed below.

Mindshadow 400K
The Bard’s Tale 700K
Tass Times in Tone Town 450K
Battle Chess 850K
Wasteland 800K
Dragon Wars 710K
Castles 1.5MB
The Lord of the Rings 1.8MB
Star Trek®: 25th Anniversary™ 7.5MB
Out of This World 1.2MB

CININTRFLAVNLORD

CHANGE DIRECTORY
CHANGE DRIVE

The directory path displayed in the window is the default path for the
8ame. You can change the directory path by selecting the CHANGE
PIRECTORY option. You can select another Disk Drive on which to
"'18‘1311 the game by selecting CHANGE DRIVE. Once you have the correct
Drive and Path for the game to be placed, you can select INSTALL GAME
10 begin the installation.

You can press ESC at any time to return to the Main Screen.

Interplay’s 10-Year Anthology E
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The CHANGE DIRECTORY Window

To change the directory path, backspace over the current path. You can
then type in the path into which you want the game to be installed. Do
not worry about whether the
directory exists currently; the
installer will make the path for
you. If you enter a currently
existing path, there should be
no problems either, unless
there is a file in the existing directory that has the same name as a file in
the game.

Pressing ENTER accepts the directory you have entered. You can abort
changing the directory by pressing the ESC key.

The CHANGE DRIVE Window

To change the drive, backspace over the current drive letter and then
type in the letter of the drive onto which you wish the game to be

installed.

NEH

Pressing ENTER accepts the drive you
have entered. You can press the ESC
key to abort changing the drive.

TO REBORT

Install Game

When the game is being installed, a status bar will appear showing the
percentage of the game which has been installed. Alongside the status
bar, there is a window containing a picture and text about the game. The
picture shows the person (or persons) who aided in the creation of the
game including producers, programmers, and artists. The text next to their
picture relates some of the thoughts and memories they have on their
product.

You can scroll through their dialogue by using the Left and Right arrow
keys. The two buttons displayed below the picture show you which way
you can scroll through the text. If one of the buttons is a small circle, you
can no longer scroll in that direction.

H The Classic Collection
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1f you try to scroll through the text and apparently nothing is happening,
or the status bar hasn’t moved in a few seconds; don’t worry. The CD-
ROM drive is trying to move a very large file onto your Drive and is

tting it’s resources towards it. Just wait for awhile and the bar will con-
tinue moving.

During the installation, if you press ESC, you will be presented with a
window asking you if you would like to CONTINUE WITH THE INSTAL-
LATION or ABORT. If you select to continue, the installation will proceed
as usual. If you select to abort, the installer will then remove the game
files and any directories that it made during the install.

Once the status bar reaches 100%, you can continue reading the quota-
tions or press ESC to exit. Once you exit, you will be asked if you would
like to RETURN TO THE MAIN MENU or PLAY THE GAME. If you select
to return to the Main Menu, it will bring you back to the Main Screen.
Selecting Play the Game will exit the installer and go to DOS. You will be
in the directory in which you installed your game and the command to
run it will be stated at the top of the screen.

Demonstrations of Interplay’s New Games

If you choose to see Interplay’s new demonstrations from the Main
Screen, you will be brought to a marble screen with a picture window
and a long list of games. Use your up and down arrow keys to select the
ng?rgf the demo you wish to see. You can run the demo by pressing

R.

The small window below the Demo’s picture is very brief command sum-
mary. It will tell you how to leave the demo and what keys are necessary
fo get you started.

Once you are done with the demo, you will return back to the
Demonstration Screen. At any time, you can press ESC to return back to
the Main Screen of the installer.

Interplay’s 10-Year Anthology E‘
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Customer Support

ou have any questions about this, or any other Interplay product, you can reach our
stomer Support/Technical Service Group at:

eplay 17922 Fitch Avenue Irvine, CA 92714 Attn: Customer Support. Or call (714) 553-
3, Monday through Friday.

have your system information available, or better yet, try to be at your computer.

» more detailed information you can provide our support personnel, the better service we
provide you.

sou have a modem, you can reach us at the following:

play BBS: We have a 24-hour, 7-day a week multiline BBS available for customer
stions, support and fixes. The number is 714-252-2822. Modem settings are 300-14.4k
id, V.32bis, V.42bis, 8-N-1. This is a free service.

type INTERPLAY in the Keyword window. In addition to reading and leaving mes-
s, you can download fixes and demos from the “Software Libraries.”

ve: We are available for IBM and compatible on-line support. We are located in
e Publishers B Forum, type GO GAMBPUB at any “I” prompt. Then select “Section
Interplay Productions. You can leave technical support questions there. You can also
d fixes and demos from Library 4 in GAMBPUB. The best place for game play hints
our games is in the GAMERS forum. If you are not already a CompuServe member,
call CompuServe toll-free at 1-800-524-3388 and ask Representative #354 for a free
ory membership and a $15 usage credit. For game play hints look in the Gamer's
(GO GAMERS). Besides technical support for Interplay products, CompuServe offers
other services, including communications, reference libraries, hardware and software

, travel, games and much more.

ie: We are located in the Games RoundTable by Scorpia, type M805;1 at any “?” prompt.
n select “Category 13" for Interplay Productions. Fixes and demos are available in the
IDIGY® Interactive Personal Service: We are located in the Software Connexion. Use
to “Software Connexion”. Select “The Publisher’s Exchange”. You can also send mail
ctly to us. Our ID is “PLAY99B".

Videotex Network: You can reach us by typing “GO GAMESFORUM" or you can
d mail to our account “INTERPLAY". Demos and patches are available in the GAMESFO-
M library. NVN features many online games, and other items of interest for gamers. For

e information about NVN, call 800-336-9096.

rnet: You can reach Interplay with “interplay@aol.com” or

02.1342@compuserve.com”. Many Interplay demos and patches are available at

et FTP sites.

Interplay’s 10-Year Anthology



Limited Warranty
INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the original consumer purchaser of this computer software product that
the recording medium on which the software programs are recorded will be free from
defects in material and workmanship for 90 days from the date of purchase. If the recording
medium is found defective within 90 days of original purchase, Interplay agrees to replace,
free of charge, any product discovered to be defective within such period upon receipt at its
Factory Service Center of the product, postage paid, with proof of date of purchase. This
warranty is limited to the recording medium containing the software program originally pro-
vided by Interplay and is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect.
Any implied warranties applicable to this product are limited to the 90-day period described
above. Interplay disclaims all responsibility for incidental or consequential damages

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limita-
tions of incidental or consequential damages so the above limitations and/or exclusions of liability may
not apply to you. This warranty gives you specific rights, and you may also have other rights which vary
from state to state.

Lifetime Warranty

If the recording medium should fail after the original 90-day warranty period has expired,
you may return the software program to Interplay at the address noted below with a check
or money order for $5.00 (U.S. currency), which includes postage and handling, and
Interplay will mail a replacement to you. To receive a replacement, you should enclose the
defective medium (including the original product label) in protective packaging accompa-
nied by: (1) a $5.00 check, (2) a brief statement describing the defect, and (3) your return
address. If you have a problem with your software, you may wish to call us first at (714)
553-6678. If your media is defective and a replacement is necessary, U.P.S. or registered mail
is recommended for returns. Please send the defective disk(s) only (not the box) with a
description of the problem and $5.00 to:

WARRANTY REPLACEMENTS
Interplay 17922 Fitch Ave., Irvine, CA 92714

System Upgrades

Some of the games included on this disc are available for system upgrades at $25.00 each.
Please call Interplay at (714) 553-6678 for information on availability.

Copying Prohibited

This software product and the manual are copyrighted and all rights are reserved by
Interplay and are protected by the copyright laws that pertain to computer software. The
CD-ROM is not copy-protected. This does not mean you may make unlimited copies.
-Copyright 1993 Interplay Productions, Inc. All rights reserved. Interplay’s 10-Year Anthology
Classic Collection is a trademark of Interplay Productions. All copyrights and trademarks are
the property of their respective owners.

NOTICE: Interplay reserves the right to make modifications or improvements to the
product described in this manual at any time and without notice.

H The Classic Collection
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'MINDSHADOW

A lonely beach. A lifeless hut. And one heck of a headache are presently
the sum of your existence. You must now begin a long, dangerous jour-
ney to find your identity. And right here is the best place to start.

TUTORIAL
At the beginning of the program
you'll find a “living manual.” Allow
it to take you by the hand. Learn the
fundamentals before proceeding.

A CTIVISION,

THINK

A critical command. Many clues will present themselves during
your search. When a clue of any kind presents itself, type THINK (fol-
lowed by that clue). Then, hope for the best. If you haven’t
“thought” about enough clues during the game, you’ll never find
your true identity.

CONDOR

A mysterious and §lightly weird old bird. A lifesaver. To tap his
ancient wisdom, type HELP CONDOR. But only three times per game.

Good luck. Maybe, with some intuitive reasoning and an inquisitive
mind, you’ll be able to answer the question:

Who Am I?

INTERP Ay 1



THE ILLUSTRATED TEXT ADVENTURE

In this type of adventure game, you are the central character in the
story. In order to succeed, you must explore and interact with the
people and objects with which you come into contact in the various
game locations.

Your progress through the adventure
depends on how quickly you solve a
series of logical puzzles.

Let the computer be your eyes, ears,
nose, voice, hands and legs. Tell the
computer what you want it to do by
typing in commands. Commands
involve the use of a noun and a verb such as “Talk to man” or “Get
can.”

The part of the software program that understands commands is
called the parser. The computer can understand many complex
commands such as “Give the pen to the teacher” or “Talk to the
man and then go north.” The computer may not understand all of
your commands. If an important command is rejected, try reword-

ing it.

MOVING AROUND

You must give the computer direc-
tions to move from one location to
another. Directions can be abbrevi-
ated and bunched together. To go
south, west and west again, just type,
S.W.W. and you will be moved to the
last location you requested.

USEFUL OBJECTS

As you move around, look for objects that may eventually prove
useful. Some objects may be mentioned in the text while some will
only appear on-screen in the visual. Be observant!

2 MINDSHADOW

N

KEY COMMANDS

N north U up F forward Go North
§ south D down B backward b
E east R right | inventory Go South
W west L left =

Go East
Drop Take Get Examine e

Read Turn Push  Open
Talk Insert Close Think Go

The parser will understand a variety of words with similar mean-
ings, but we want to leave some things to your resourcefulness!

Go West

To GET OR TAKE OBJECTS

You begin the game with nothing in your inventory. As you move
through this adventure, you will encounter objects that you will
want to add to your inventory. If you want an object, whether or
not it is visible on the screen, just type TAKE (item name) or GET
(item name) and press RETURN. It will be added to your inventory.
To check your inventory, type INVENTORY or I, press RETURN and
the list of items will appear. If you want to acquire all available
objects in a location, type GET ALL and press RETURN.

TO DROP OBJECTS

If you wish to drop an object, just type DROP (item name) and press
RETURN. The object will then be removed from your inventory. To

drop all objects in your inventory, type DROP ALL and press
RETURN

EXAMINE OBJECTS

Ifyou examine every person, place and thing as you progress, you
May get valuable clues through the text responses. Use a command
like EXAMINE or LOOK AT when you want to know more about the
Object of your curiosity.

e —
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SAVE AND LOAD GAME

This is a very useful feature and can be used at any point in the game,
It’s a good idea to save your game occasionally. You may often find
yourself in trouble, in an impossible situation or you may even be
killed. By saving your game occasionally, you will not have to replay
the entire adventure every time you get in trouble.

To save a game, type SAVE GAME and press RETURN. When prompt-
ed, type the number under which you want the current game saved.
To load an old game,type LOAD GAME and press RETURN. When
prompted, type the number of the game you want to load.

You also have the option of using the QUICKSAVE command which
will instantly save the current game without assigning a number to it.
By using the QUICKLOAD command, the last QUICKSAVE game will be
loaded.

HELPFUL HINTS

Here are some hints that will greatly enhance your chances of success.

1) Be curious! Use the EXAMINE or LOOK AT command on
everything and everyone you see. It is also possible at
times to use a LISTEN command.

2) GET and TAKE as many objects as you can hold in your
inventory. You never know when a certain object will
come in handy.

3) Read all text carefully and study the visuals thoroughly for
details and clues. Facts or objects that seem unimportant
at one point in the game may provide valuable insights at
another point.

4) Remember to look inside objects such as drawers, trash
cans and anything that has a hidden interior.

5) It might be a good idea to write down your observations,
clues and other information for reference later in the
adventure. The proper use of an item may not be under-
standable at first. You must experiment. By saving your

a MINDSHADOW

!'_ game frequently, you can take chances and reload the

game if you are not satisfied with the result.

6) Drawing a map may prove useful. Keeping track of build-
ings and landmarks will make it easier to backtrack or to
make multiple moves.

7) Take chances!

8) Read the on-disk tutorial before beginning Mindshadow.
It will prove to be a tremendous help when you begin
your adventure.

Well, that’s it! There’s lots more we could say, but hey, it’s an adven-
ture, right? And the time to begin is now. Explore and enjoy!

CREDITS

Scripting an d Design  Brian Fargo
Programming “Burger” Bill Heineman
Artwork Dave Lowry




The Bard's Tale™
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The Bard’s Tale™

INTRODUCTION

he Bard’s Tale is a fantasy role-playing
game. First in a series of Tales of the
Unknown, this one is set in the city of

Skara Brae.

Like other fantasy role-playing

ames, there are three objectives
you will be trying to accomplish.
How you do this is up to you....

Your most important goal is to com-
plete the quest built into the game. In
The Bard’s Tale, the city of Skara Brae
is threatened by an evil mage called
Mangar. You must find Mangar and “per-
suade” him to release the once-harmonious
city from his evil control.

But Mangar is protected by layers of obstacles, mazes and evil henchmen. Your
second goal is to develop characters capable of surviving these barriers. These
characters are your alter ego in The Bard’s Tale. They act according to your com-
mands, but over the course of the game they change, much as real people do over
a lifetime. They improve their skills in magic, combat, stealth, etc. They amass
wealth and treasured objects. And they worry about dying too soon.

Your third goal is to explore the entire world of The Bard’s Tale. There are numer-
ous goodies, puzzles, and special places in Skara Brae. Part of the fun is finding
them, and discovering the layout of this fantasy world. How do you get into the
walled off towers? What'’s in the castle? Where are the legendary catacombs of
Skara Brae?
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It’s time to get started. Skara Brae awaits.

The Bard's Tale™

The Bard's Tale

IBM, Tandy and Compatibles

Game Configuration

7"3 Bard’s Tale can be played with the
eyboard, mouse, or joystick. If you

Wish to use a mouse make sure that

Your mouse driver is loaded before
ading The Bard’s Tale (See the manu-

—_—

oRara Braec

al that came with your mouse for
instructions). On a Tandy computer, to
use the joystick 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 dis-
play your computer is equipped with.

N 3 W



Interplay

The four choices are:

1. Composite or TV monitor

2. RGB monitor

3. EGA monitor

4. Tandy computer with RGB monitor

Choose 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 com-
posite monitor, try #4. If it doesn’t work,
try #1.

Game Play

When the game begins you'll find your-
self 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 charac-
ter’'s name and click, or type the num-
ber 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 cur-
rent party. You can also use it to recom-
bine characters into entirely new par-
ties. The requester that appears con-

tains all the parties and characters
saved to the disk; party names are pre-
ceded by an *, Click on the name of the
party or character you want to add or
use the up/down arrow keys to high-
light 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 charac-
ter’s race, class, and name (up to 14
characters). Answer the prompt either
by clicking your selection or typing the
selection number. If you are not satis-
fied with your character’s statistics, feel
free to “re-roll.”

Delete a member - Deletes a charac-
ter 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
returns you to the Main Menu. A “yes”
answer takes you to the DOS screen.

Enter the City - Leaves the Adven-
turer’s Guild and starts play.

Safety and Death

Face it. The sort of streets where you
run into wandering Kobolds, Were-
wolves and Orcs are dangerous —

QWA 4 W
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i at night. Don’t be shy about
nding 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
move the arrow, it points out the vari-
ous directions you can travel: ahead,
around corners, into buildings, through
doors. Click to indicate that you want
to go in the direction currently indicat-
ed 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 charac-
ter’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
(Drade or (D)rop item, 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 informa-

tion requester. You can respond by click-

ing the option you want, or pressing:

F 1o Fight

R toRun

P 1o start intra-Party combat at anytime

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

D' 1o Defend. This lessens the chance of damage from
a monster in that round.

e —————————

es|

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

B tosing one of six Bard's tunes. (Available only to
Bards.)

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

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

to start infra-party combat af any fime.

to sing one of six Bard's tunes while ravelling. 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.

to go Down a portal. Works only in dungeons.

10 learn the name of the sireet your party is on,

and the fime of day.

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

W v

oo

T to Pause and Resume the game.
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U to Use an item. Some items, like torches, don't
work until you acfivate them with this command;
others run out of power after only one use.

V to turn sound on or off.

Spacebar You can speed up a message display by
pressing the spacebar after the first part of o
message. The next message or window display will
promptly appear.

Creating and Saving Characters

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

 Quick Qverview

ientation for beginners, a quick start
w to Use This Manual
manual has three parts. This
jew is designed to give first-time
nture gamers a quick sense of the
| gameplay and give experienced
sy role-players all they need to
to start quickly.

rest of the manual is reference
ial about how various parts of The
’s Tale operate, including charac-
uilding and development, places
mapping, the combat system and
magic system. There is also a list-
and description of all the magic
s and the beginning items avail-
in The Bard’s Tale. Finally, there
re hints and clues interspersed
ghout the manual.

DIMm :ll Sunlmaly Cafd

e back of The Bard’s Tale manual
 a Command Summary section which
keystroke commands, disk utilities
step-by-step instructions for start-
p. If you are an experienced
urer, this card gives you most of
vhat you need to know; the rest is cov-

ed in this section.

‘ venturer’s Guild -
he ADVENTURER'S GUILD is where
U start each time. This is the ONLY
a party can be formed, characters
d, or characters saved to disk.

+ Use the Pre-Built Party

Your convenience, you will find a
uilt party already waiting for you
you enter the Guild for the first
The party is called *A Team.

The Bard's Tale™

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

For more about characters and party selection
see pages 9-12.

4. The Map of Skara Brae

On the inside of your “album cover “ is
a map of Skara Brae. You'll need it.
Notice:

o 2 walled-off towers (wonder what's in
there?).

® A castle protected by Guardian
Statues.

® Temples for healing, Equipment
Shop for purchasing more weapons,
Taverns for drink and gossip, Roscoe’s
for more spell energy.

¢ You'll have to find the Review Board
(where levels are awarded and magic is
taught) on your own.

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

For more about the City of Skara Brae see
“Places” on pages 13-14.

5. Combat

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

There are several new combat com-
mands, including Party Attack, for fight-
ing between party members; Bard Song,
for making magic by playing music;
Hide in Shadows, to avoid combat.

For more information see “The Combat
System” on pages 15-16.
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6. Magic
There are 4 classes of Magic Users,
each with unique magical capabilities:

Conjurers can create objects and heal
adventurers;

Magicians can bestow magical effects
on common items;

Sorcerors can create illusions and
heighten awareness;

Wizards can summon and control
supernatural creatures.

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

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

Casting spells uses spell points in dif-
ferent amounts depending on the spell.
Spell points are regenerated automati-
cally when a Magic User is in the City
in the daytime, and may also be regen-
erated in Roscoe’s Energy Emporium,
or special “Regen” squares in some
dungeons.

For more information see “The Magic

System” on page 17. Magic spells are listed on
pages 19-26.

7. The Bard

The Bard makes magic by playing
music. He needs an instrument, of
course. He can play in combat or dur-
ing exploration, with different effect,
Only one tune at a time. And one tune
for every experience level. Then he
needs to get a drink from any nearby
tavern.

You can listen to his music or not. See
the COMMAND SUMMARY card for
details.

By the way, the Bard is not too shabby
as a fighter.

8. Time

Time waits for no one. Even without
keystrokes, time passes, from day to
night and back again.

Nighttime is especially nasty. The real-
ly evil monsters hit the city streets at
night, looking for characters just like
you. And, what’s worse, you use up
spell points faster, because spell points
only regenerate in daylight.

Now you know enough to get started, if
you are an experienced adventurer. By
the way, the tavern on Rakhir Street is
the only tavern that serves wine. And
that wine “goes down” easily. You may
wish to drop by to wet the whistle of your
Bard. Good luck!

N 8 o
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qumans are not the only race in the
Wlﬂ of The Bard’s Tale. Others are
more magically inclined, stronger and
' r. Part of the fun of a fantasy
role-playing game is getting to know
these different races, and forming your
accordingly. The races and their

descriptions are:

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

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

Dwarf: The Dwarven people are short
and stout, extremely strong and
healthy, but not amazingly intelligent
(i.e., excellent fighters).

Hobbit: Hobbits are slightly smaller
than Dwarves but are nimble and dexter-
ous. Just the right make-up for a rogue.

Half-elf: These crossbreeds are usual-
ly blond and fair-skinned, like elves,
and get some added size and strength
from their human ancestry.

Half-orc: An orc is a large, goblin-like

Creature often found working for evil

Wizards. The Half-orc, being half

. , is not quite as despicable as his

OF¢ parent, but you wouldn’t want to
one,

Qﬁome: Gnomes closely resemble
SWarves, but have less hair and even
Storter tempers. They are also more
Magically inclined, as a rule.

mf The Bard's Tale™

CHARACTER CLASSES

In fantasy role-playing games, charac-
ters choose different “Classes” or pro-
fessions. There is no single best class;
each has its own strengths. Your char-
acters must use teamwork to succeed.

Class selection is the most important
aspect of creating a character in The
Bard’s Tale. There are ten different
classes of characters, but only 8 can be
selected for a newly generated charac-
ter. Class types carry with them differ-
ent abilities and limitations, as are
roughly covered below:

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

Paladin: Paladins are fighters who
have sworn to abstain from all evil and
to uphold honor and purity in all places.
They can use most weapons and even
some that no other fighters can. They
get multiple attacks at higher levels.
They also have a greatly increased
resistance to evil magic.

Rogue: a professional thief with so-so
combat ability, the rogue can hide in
shadows, search for traps and disarm
them. Without a rogue your party will
pay very dearly for the booty it wins.

Bard: The Bard is a wandering min-
strel. You'll see him with a tankard of
ale in front of him in the less reputable
taverns—the rowdier the better.

Bards were once warriors, and can still
use most warrior weapons. But they
turned to music instead and now play
songs with an almost magical effect on
other characters. Bards don’t get the
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warrior’s advantage of extra attacks in
combat anymore—but their magic is so
unique, it is almost impossible to sur-
vive in Skara Brae without one.

Any true Bard has 6 tunes on his lips,
though to play them he must have an
instrument equipped. A song played as
the party is exploring is long-lasting
and continues even after the party
returns from combat mode, even if
other songs were played during com-
bat. Any songs played during combat
are abbreviated and so create different
magical effects than the full non-com-
bat versions. The shorter combat ver-
sions don’t endure as long either, only
one round of fighting.

Only one Bard tune can be played at a
time. If a second one is played while
the first is still playing (by the same or
a different Bard), the first will end. A
Bard can play as many tunes as he has
experience levels before his throat gets
dry. Then it’s off to a tavern for a drink
to rejuvenate his voice. Tough duty,
but someone has to do it.

Bard songs vary according to the diffi-
culty of the dungeon. When the going
gets tough, the Bard goes drinking.

Hunter: an assassin, a mercenary, a
ninja. The hunter can use most
weapons, and has the ability (which
grows with experience) to do critical
hits in combat (i.e.,to attack a nerve
center or other vital area and instantly
kill an opponent). A good skill.

Monk: a martial artist, an almost inhu-
man fighting machine trained to fight
without weapons or armor. The monk
can use them, but, at higher levels par-
ticularly, often does better without.

= e

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

Magician: another of the 4 classes of
Magic Users, Magicians deal with magic
as it affects physical objects (i.e., enchant.
ing a sword, making armor stronger,
making a dungeon wall disappear).

Sorcerer: Sorcerers are Magic Userg
who deal with the creation and manipy-
lation of illusion. Due to the power of
sorcerer spells, this class is not available
to newly created characters.

Wizard: Wizards are Magic Users who
are dedicated to the summoning and
binding of various supernatural crea-
tures. These creatures are not friendly
to humankind and trying to control
them is extremely hazardous. The
Wizard-class is not available to new
characters either.

For more on magic classes, see page 17.

CHARACTER ATTRIBUTES

Each character you create has five
basic attributes which define his physi-
cal and mental prowess. When you cre-
ate a character each attribute is ran-
domly assigned a value from 1 to 18,
with the higher number reflecting
higher capability.

Strength (Shown as “ST” on the
screen): Strength is physical power
and chiefly affects the amount of dam-
age a character can do to an opponent
in hand-to-hand combat. Make sure
your fighting characters are strong.

Intelligence (“IQ”): Intelligence is
mental power. A high intelligence rat-
ing will enable your Magic Users to get
bonus spell points.

&N 10 B
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nimbleness. A high score makes
characters harder to hit and helps
1, strike the first blow in combat.

stitution (“CN”): Measures
hiness. It takes more damage to
character with a high constitution
e. This is reflected in bonus “hit
s.” the character’s life span.

(“LK”): Luck is an ambiguous
ibute, as it has a number of unseen
fects on gameplay. For example,
v characters are more likely to
evil magic and avoid nasty traps.

has from physical attack. In classic
ntasy role-playing style, the armor
ss starts at 10 for a totally unprotect-
unarmored character with low dex-

it Points (“HITS”): Hit Points mea-
the damage a character can take
ore he is killed. The “Hits” statistic

vs his potential at fullest health,
er than current status.

Condition (“COND”): Condition
vs the character’s present number

h 10 Hit Points is wounded for 7 hit
ints, his Condition will drop to 3.
Other wound of 3 or more hit points
kill him. If he is fully healed, his

Ven though his Condition score
ges, his Hit Points stay at 10.)

Spell Points (“SP PT”): This shows
current spell point status. Points are
used up with each cast of a magic spell.
If a Conjurer has 20 spell points and
casts a Mage Flame spell at a cost of 2
spell points, his new total would be 18.
A character’s maximum spell points are
listed in his view-character mode.

Experience Points: This measures
abilities gained by experience, the high-
er the number, the better the character.
Characters get experience points for
successful combat, according to the dif-
ficulty of the fight and the number of
characters who survive. The amount is
indicated after every successful combat.
A character’s running total of experi-
ence points is indicated in view -mode.

Gold: Gold is the unit of currency in
this world. Your characters start with
just barely enough gold to buy the
armor and weapons they need to sur-
vive. There are two ways to get rich
enough to buy better equipment: tak-
ing gold from the monsters you defeat
in combat or selling items you find in
dungeons. The first way is more fun.

Level (“LV 1”): Level is a general
measure of achievement within a char-
acter’s class. Level 1 is a novice, Level
13, for example, is required to become
a Master of a Magic User class.

The Review Board will promote a char-
acter to higher levels based on his
experience points, but only upon the
character’s in-person request. An
advance in level is very important
because it generally means an increase
in attribute scores, hit points, spell
points and other abilities.
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Spell Levels (e.g., “MAGI 17):
This shows the highest group of magic
spells a character can use in any of the
4 classes of Magic Users. There are 7
groups of magic spells for each differ-
ent class.

To learn a new group of magic spells
(a “spell level”), a Magic User must
advance two experience levels. (NOTE:
spell levels and experience levels are
not the same thing!) For any of the four
magic classes, a Magic User advances
as follows:

Experience Level Spell Level

1 1
2 1
3 2
5 3
7 4
9 5

11 6

13 7

14 and up 7 maximum

To change class to Sorceror, a Magic
User must first have learned Spell Level
3 (or higher) in at least one magical art.
To change to Wizard, a Magic User
must first have learned Spell Level 3 (or
higher) in two other magical arts.

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

Some items can only be used by specif-
ic characters. For example, only Bards
can use musical instruments. An item
which can never be used by a character
is marked with a 6 when he examines it
in his view mode or in the Equipment

Shoppe. An item which has beey
equipped is marked with a A.

A character can carry up to 8 different
items.

How To Create a Character

1. While in the Adventurer’s Guilq,
select a race.

2. Character attribute numbers dis.
played are a combination of genes ang
luck. For each different race there is 3
lowest possible number for each
attribute (the “genes”). The computer
then adds a random number (the
“luck”) to each attribute.

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

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

WM 12 B
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CITY MAP

re is a map of Skara Brae on the
e of the album cover your program
came in. Notice that there are sev-
‘important looking places that are
ced off. Like the castle, and the
towers protected by locked gates.
must be a way to get in there,
't you think?

your map to guide you in Skara
If you ever get lost just press the
ey and the program will tell you
e you are and what time of day it is.

D BUILDINGS

buildings in Skara Brae are
arked. But some of them are
habited by the corrupt creatures who
skulked into Skara Brae. So kick
| few doors and find them.
mber that fighting is good for
it's the only way to build up
h experience to challenge
. You should be disappointed
n you kick in a door, screaming a
cry, and find it empty. No fun.

n you exit a building and enter the
t, the building will be behind you,
ou will be facing the building or
k across the street.

ADVENTURER’S GUILD
Guild is like a union hall where
Nturers “hang out” hoping to join a
This is where you form a party,
ere all adventures begin.

‘S EQUIPMENT SHOPPE

h is one of yesterday’s almost for-
heroes, now retired from active
‘Nturing to supply tomorrow’s

would-be greats. At Garth’s Shoppe
characters can buy armor and
weapons, sell items, have items identi-
fied, or pool all the party’s gold for buy-
ing expensive items. Due to a deal with
the city blacksmith, Garth has an infi-
nite supply of basic armor and supplies.
But unique items found in labyrinths,
even if sold to Garth, remain in his
inventory only until they are sold.

Occasionally an item won in combat
will remain unidentified. This means
that its general type might be apparent
(e.g.,shield, ring), but not which exact
type (e.g.,Dragon shield, Ring of
Power). Garth can identify this item for
you...for a price.

THE REVIEW BOARD

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

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

TAVERNS

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

DUNGEON DELVING

The term “dungeon” refers to any
indoor labyrinth, designed for map-
ping, combat and puzzle interaction.
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They take a variety of forms, from tow-
ers to catacombs, and have a varied
number of levels for each. You can go
up or down to levels higher and lower
than the one you're on via stairways,
portals, and teleportation.

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

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

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

ROSCOE’S ENERGY EMPORIUM
If your spell points aren’t recharging
fast enough, go see Roscoe. But be pre-
pared for electrifyingly high fees.

TEMPLES

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

Tips from the Underground: Placeg
1. Your first three dungeons should be
the sewers, the catacombs and the cag
tle (in that order). Each is progressiye
ly tougher. Don’t attempt the cat,.
combs without a party of level 9
higher characters.

2. Explore and map every square i,
every maze. There are “Magic Mouthg
that give hints. There are 1-of-a-king
magic items and spell regeneratioy
zones. Good maps will show you the
logical spots for secret doors ang
secret rooms, t0o.

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

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

5. When you are finding your bearings
in a maze, remember that each suc-
ceeding level goes UP in a tower or cas
tle and DOWN in a dungeon.
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d’s Tale is a game of fighting.
only way to build experience.
ately, Mangar and his grue-
atures are very evil, so don’t
about their feelings. Kill them,
can.

with “monsters” (the generic
all opponents) occurs both ran-
d at set locations. You can also
» intra-party combat at almost any
in case one of your members is
ned to the dark side. At the outset of
nbat a list of foes will be given, bro-
own into the number of foes in
oup. The maximum is 99 mon-
group, with up to four groups.

t is divided into a series of
ds”, like a boxing match. At the
f each round, each of your char-
must decide what action he will
ke in the upcoming melee,
of course, your party decides to
away. A menu of possible selec-
1s will appear for each character.
ese options are as follows.

foes: To physically assault foes
1€ first or second group of monsters.

y attack: To assault another
er of the party, including special

R

d: Do not interact this round—
chance of being hit.

€ an item: Make use of a magical
eld in the character’s inventory
currently equipped. This may
uire specifying a target for the effect.

rd Song: Bards can play a short
affect the party or the foremost
Up of monsters in some fashion.

The Dards Tale™

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

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

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

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

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

At the end of a combat round, dead
monsters will be removed from the
ranks of your foes, and dead characters
will be shuffled back to the end of your
party. A fresh group of monsters may
also advance into the first two ranks to
give their fellow monsters a breather.
At the end of combat, treasure and
experience points will be split among
the battle’s survivors.
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SPECIAL MEMBERS

The special slot (marked “S”) is for
monsters who can become part of your
party. They can join by:

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

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

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

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

Tips from the Underground: Combat

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

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

3.1f you are attacked by more than 2
groups of monsters, concentrate on
Magic Users first. If you cannot kill off
all the magic-using monsters, you may
want to cast anti-magic spells to protect
against illusions, possessions and other
spells.

4. You can minimize damage by killi,
off all but one monster in either of the
first two attacking groups. As a generg|
rule, attack groups with only one mop.
ster last, unless it is a deadly monster,

5. Many of the undead monsters ar,
capable of draining experience leve|g
turning characters old and gray or even‘
turning characters to stone. Treat the
undead with respect. In other words,
kill them quickly.

6. Be prepared to die a lot with leve] |
and 2 characters. Especially at night,
Especially when you don’t have any
weapons and are just walking to
Garth’s Shoppe. It might even be 3
good idea to stay close to a Temple at
night, so you can quickly heal any
wounds.

7. Fill the special slot quickly. Conjure
or summon a monster or create an illu-
sion, if necessary. The special member
will take a lot of heat off your fighters.
Monsters tend to attack special mem-
bers first.

8. Monsters are smart. They usually
attack your most vulnerable characters
first, unless one of your members rep-
resents a significant threat.
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h Magic System

sic is power. It can make the differ-
, petween success and failure in
rd’s Tale.

ot always necessary or wise to
magic, though, because magic
no means foolproof. There are
places where magic never func-
and some monsters who are
resistant to spells. Sometimes
just have to wade in with fists fly-
ind get dirty.

he best way to tell that your party has
red into an anti-magic zone is
all residual spells except light
are cancelled.

al spells are magic spells that
‘working for more than just an
ant. Light spells, trap detection,
door detection and magical
are some examples. Most resid-
pells cause a graphic symbol to
ir in the central blank strip on the
en, to keep the player aware that
ration hasn'’t yet expired.

1ls have a point cost. In other
all spells cost the mage casting
| a bit of his internal energy. This
gy is returned automatically in
sunlight, and may be regenerat-
Roscoe’s Energy Emporium or in
regeneration zones you have to

e are magical items hidden in the
ns and carried by the monsters
Bard’s Tale. Magical weapons do
damage. Magical armor gives
Protection. Other magical items
ite special energies. There are
magic keys and talismans neces-

The Bard's Tale™

sary to get into certain important parts
of the game. The most powerful magic
items are secreted in the most chal-
lenging dungeons and are guarded by
ferocious monsters. When you win one,
you should be very proud and very
happy. They can be the key to success
against the wickedest opponents.

To cast a spell, you type in 4-letter
codes which are a rough abbreviation
of the spell name. The entire list of
spells, codes and spell points required
begins on page 19.

All Magic Users, even Level 1 novices,
start the game with knowledge of all
level 1 spells in their magical art.
Rather than learning one spell at a
time, Magic Users always learn whole
groups (“spell levels”) of spells at once.
It’s the closest thing to mass produc-
tion in Skara Brae. Here is a descrip-
tion of the four magical arts.

CONJURING

Conjuring deals with the instantaneous
creation of objects and effects through
the channeling of a mage’s power.
Conjurer spells are potent, but not
unlimited in effect, since the exercise
of creation takes a large amount of
energy to produce even a moderate
effect.

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

MAGIC

Magic (meaning the art practiced by a
magician) deals with bestowing magical
effects on common objects. The items
do not become magical, but radiate
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fields of power for the duration of a spell
(which is usually the length of combat).

The gist of Magic is that it can increase
an item’s capability, give it a totally new
capability, or change its form to some-
thing totally different.

Some examples: making a sword do
greater damage, making dungeon walls
glow with a magical light, or causing a
wall to totally vanish for 1 move.

SORCERY

The byword of sorcery is, “seeing is
believing.” Sorcery does not deal with a
physical manifestation, but rather a cre-
ation of illusion and a tapping into a
heightenend sense of awareness.

An illusion is an image envisioned by
the spell caster, which he then lays
over the retinas of all who watch, aug-
menting this with appropriate stimula-
tion of nerve endings to fool the other
four senses. The human mind, believ-
ing an illusionary creation to be real,
can be hurt or even killed by it, unless
it is somehow disbelieved.

A sorcerer, with the aid of his art, can
also perceive certain special things hid-
den from view.

WIZARDRY

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

The creatures he can summon come
from another plane of existence, called
the Negative plane. They join the spe-
cial slot in the party, and will fight until
defeated.

The wizard has some ability to trap
control normal monsters, as well.

Mages who have learned at least 3 spel]
levels in an art may elect to change to
another mage class at any time. Thyg, a
level 5 conjurer could choose ¢,
become a level 1 magician. His exper.
ence points would be reset to 0, but he
would retain his previous attributes, hjt
points, spell points, and all knowledge
of his conjurer spells. He would he
unable to learn any higher conjurer
spells, however; once a mage leaves ,
magic art, he cannot return to it.

A mage can become a conjurer, magi.
cian, or sorcerer as a second class. A
mage can become a conjurer, magician,
sorcerer, or wizard as a third class. A
mage who has knowledge of all 7 levels
of spells in all 4 classes is called an
Archmage, and is one of the most pow-
erful personages in the world of The
Bard’s Tale.
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r s he travels.

s A fan of blue flames willshoot

the caster’s fingers, doing 1-4 hits
efoa select opponent, times

RCERER SHIELD: The mage is pr

an invsible “shield” of magic

el 2

ZE FOES: This spel binds your
ies with o magical force, slowing

and making them

S MAGIC COMPASS: A Compass

ng magelight appears above
arty, telling the direction they face.

GE FLAME: A small, mobile “torch”  MAFL
appear, and float above the spell

2 of your party member’s skill with

View weapons, increasing the accuracy and
Medium ferocity of his atiacks.

ARFI WORD OF HEALING: With the utter-
3 ance of a single word the spell caster can
1 Foe cure a party member of minor wounds,
= healing 2-8 points of damage.

gOSH Level 3

Self )
ARCYNE’S MAGESTAR: A bright

Combat Hnnwiligtnﬂehhomr:;ugwpof
your enemies, temporarily blinding

TRZP them and causing them to miss the

2 next combat round.

30!

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

FRFO

3 LEVITATION: Partially negates the

Group effect of gmvil'y on the parly, causi

, [ausing

Combat them to float over traps or up through
portals.

MACO

3 WARSTRIKE: Causes a spray of

M:E energy to spring from the caster’s

Hm extended finger, sizzling a group of
opponents for 4-16 hits

BATTLESKILL: This spell increases one

o w

roup

LERE
5
View

Long

LEVI
4
Party
Short

WAST
5
Group
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Level 4

ELIK’S INSTANT WOLE: With this
spell the caster can make a real wolf
appear and join the party, fighting in
its defense.

FLESH RESTORE: This powerful
healing spell will restore 6-24 hit points
o a party member and cure poisoning
and insanity.

POISON STRIKE: This spell hurls
porcupine-sharp needles from the
mage’s finger info a selected monster,

poisoning if.
Level 5

GREATER REVELATION: This spell
functions like a “Lesser Revelation”
spell, only it iluminates o wider area.

WRATH OF VALHALLA: Makes a
member of your party fight with the
strength and accuracy of ancient Norse
heroes for the entire combat.

SHOCK-SPHERE: A large glove of
intense electrical energy envelops a

group of enemies, doing 8-32 hits of
damage.

o~

Level 6

ELIK’S INSTANT OGRE: This
incantation will cause a real ogre fo

appear and join the party.

MAJOR LEVITATION: This will
make the party levitate as does the
level 3 spell, but its effects will last
until dispelled.

Level 7

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

APPORT ARCANE: Allows the party
to teleport anywhere within a dungeon,

except for places protected by teleporta-

tion shields.

APAR
Party
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RPAL PLATING: This spell
- the weapon (or hands) of a
her fo be covered with a

, which causes him to do
al 2-8 points of damage.

ARMOR: This spell will make
- around the spell caster bind
finto o weightless suit of “armor.”

HAR’S STEELIGHT SPELL:
os all metal near the party o glow
amagical light, illuminating the

The walls themselves will
direction of this spell,
the spell caster his location

Y WATER: A spray of water
smanate from the mage's fingers,
6-24 points of damage to any
d foe (e.g. skeleton, zombie,

ER STRIKE: Any foe at whom
el is cast s likely to be turned old,
educing his ability fo attack and

: Makes a party
er's hands (or weapon) more

, adding 4-16 points of domage
Y wound he inflicts.

MAGA

Combat

AREA ENCHANT: This spell will cause
the dungeon walls within 30 feet of a
stairway o call out, if the party is
travelling foward it.

Level 3

YBARRA’S MYSTIC SHIELD: The air
in front of the party will bind itself into
mefallic hardness, and will accompany
the party when it moves, as a sort of
invisible “shield.”

0SCON‘S OGRESTRENGTH: Allows
a member of your party to damage
monsters as if he were as incredibly
sirong as an ogre.

MITHRIL MIGHT: Increases the
armor protection of each party member
by enhancing their armor’s natural

sirength by magic.

STARFLARE: The air surrounding a
group of your enemies will instantly
ignite, causing them to be burnt for 6
to 24 damage points.

AREN
5
30’
Short

MYSH

Party
Medium

o~

06GST
6

Char
Combat

MIMI
7

Party
Combat

STFL
6
Group
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Level 4 Level 6
SPECTRE TOUCH: This spell will drain ~ SPTO PHASE DOOR: This incantationwill ~ PHDg erer Spells
a single enemy of 12 to 48 points of 8 alter the siructure of almost any wall 9
damage, as if touched by a spectre. 1 Foe directly in front of the party, turningit 1 Wq| P!
-— to air for exactly 1 move. 1 Move S MIND JAB: Th MUA
AF : The mage
DRAGON BREATH: Allows the mage  DRBR YBARRA'S MYSTICAL COATOF  Yi() Qe et 3
to breath fire at a group of foes, doing 7 ARMOR: Causes an effect like “Air 10 § ’;'e opp:nen oing " "'sf -
8 10 32 points of damage to each. Group Armor” to cover every member of the ~ Party R e ey
— party, lasting indefinitely. Indef.
SABHAR’S STONELIGHT SPELL:  STS| E BLUR: The entire porty will  PHBL
Makes all stone and earth within range 7 Lol ;m:h"h:' 'h;;'gt" of 30 o
fthe oy gow vih mogi i, Vew RESTORATION: Makes ol wounds ~ REST Vb R
Fevealing even socrel doors. o disfupp:;r as youa mmrw |le° 12 Wl?RDkOF FEAR: This incantation FEAR
reforged ino un! ies. Party e will make a group of your enemies El
Level 5 cures poisoning and insanity. — - MPS‘n:I‘ :;':r':nzfss ;OTR shake in fear, reducing their ability Group
mm" be ﬂblﬂ fo SOII\SG 30’ fo oﬂud( and do dumuge (ombai
ANTI-MAGIC: Causes the ground ANMA DEATHSTRIKE: This incantation is DEST yithin 30 feet, if he faces it. Short
to absorb a portion of the magical 8 very likely to instantly kill one selected 14 : ' Level 3
Wﬁ:‘"’““””' ”WO'E'Y Party onome, bg or small s OTIC IMAGE: If successfully ~ HYIM
allowing Alsom M‘“‘” sl'ol ml Combat s spell will make a group of 3 WIND WOLF; This spell creates an WIW0
domage andi 5 e ng nemies miss the following Group illusionary wolf fo join the party. This 5
hlusimu&‘ ) in % piL S umli other illusions are mly effedtive Spec
, like a drogon as long as an enemy “believes” them. ~ —
AKER’S ANIMATED SWORD: ANSW ot s mi':h(:ﬁl‘lm'm
¢ . monster may see through the illusion,
A magical sword will appear and fight 8 JEVE: Th ) and cause it to vanish.
ke o summensd monster in defense Spec is srell will reve.al the  DISB
of the party. Combat R eionstdng the 4 KYLEARAN'S VANISHING SPELL:  VANI
Causing it o instantly vonish. “_"y The mage casting this spell will turn 6
STONE TOUCH: This spell will often STT0 nearly invisible in the eyes of his Self
turn an enemy o stone, or a stone 8 M. & enemies, who will have great difficulty ~ Combat
monster from living stone o dead stone. 1 Foe Y: A magical illusion ~ TADU in striking him.
But it doesn’t always work. _ s special slot. 4
vilservetodraw - $96C_ SECOND SIGHT: The mage wil SES|
experience heightened awarenessand 6
. be able fo sense stairways, special 30
GAR’S MIND FIST: A higher MIFI encounters, spell negation zones, and ~ Medium
M ‘ f:‘leoes 312 ﬂ'}:ts ~]1 ‘ other unusual occurrences.
Mage fo one foe, times 0e
P e CURSE: Causes a group of your CURS
enemies fo fear you greatly, lessening 5
their morale and their ability fo hit Group
3 and damage you. Combat
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Level 4 Level 6

CAT EYES: The members of the CAEY WIND DRAGON: This incantation WIDR

mage’s party will all receive perfect 7 will create an illusionary red dragon 10

night-vision, which will last indefinitely. Y';wf to fight with your party. Spec
nde il

WIND WARRIOR: This spell will WIWA MIND WARP: This spell will make Miwp

create the illusion of a battle-ready b a member of your party go tofally 9

warrior that joins your party. Spec insane. Useful for possessions. Char

KYLEARAN'S I!ﬁVISIBIlI‘I’Y sri;h:_m I7NVI Level 7

;h,ﬁf'm":ﬁm ::,',fy"_ Ty WIND GIANT: Ths spellvill reate. ~~ WiG|
Combat an illusionary storm giant, fo join with, 12

and fight for, your party. Spec

Level 5 —

WIND OGRE: This spell will create WI0G SORCERER SIGHT: This spell SOSI

the illusion of an ogre, which will 7 functions the same as the Second Sight 11

accompany and ﬁ:?\?wilh yourparty.  Parly spell, but it will last indefinitely. IS(:l' f
L0 nde

DISRUPT ILLUSION: This spell will DIIL

destroy any illusion fighting the party, 8

and any new illusions created later in Party

the combat. It will also point out any Combat

dopplegangers in the party.

MANGAR’S MIND BLADE: Asharp  MIBL

explosion of psychic energy that inflicts 8

10-40 hits to each and every enemy All Foes

you face. —

ard opells

Evel 1

MMON DEAD: This spell will gate ~ SUDE
o our universe a zombie or skeleton 6
fight for the party. Spec

EL DEAD: This spell will do 16 REDE
80 points of damage fo a grovp of 4
ad creatures. Group

ovel 2

SER SUMMONING: This spell LESU
gte info our universe a lower 8
er elemental or demon, who will Spec

der protest) join the party. —

WON BANE: Thi spel willdo 32 DEBA

28 points of damage fo a single 8
non. The power to summon is the 1 Foe

R <

MMON PHANTOM: This spell will  SUPH
g a medium level undead creature 10
the party. Spec

POSSESS: This spell will make DISP
Ppossessed party member return 10
s normal state. Char

vel 4
IME SUMMONING: This spell PRSU

s in a medium level elemental or 12
on, fo fight with the party. Spec

The Bard's Tale™

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 fo join your
and fight in its defense. ™

DEMON STRIKE: This spell works
like Demon Bane, but it will affect
an entire group of demons.

Level 6

SPELL SPIRIT: This spell will gate
in a higher-level undead creature to

fght for the pary.

BEYOND DEATH: This spell will
restore life and one hit point to a
character.

Level 7

GREATER SUMMONING: This spell
will gate a greater demon into our
universe and bind him fo the party.

ANDE
11
Char

SPBI
14
1 Foe

DMST
14
Group

SPSP
15

BEDE
18
Char

GRSU
22

———
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Bard Songs

opell Key Glossaﬂ\

1. FALKENTINE’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 com-
bat.

4. BADH’R KILNFEST

This is an ancient Elven melody, which
will heal the Bard’s wounds during
traveling, and heal the party’s wounds
during combat.

5. THE TRAVELLER’S TUNE

This melody makes the members of
your party more dexterous and agile,
and thus more difficult to hit.

6. LUCKLARAN

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

RANGE TERMS
View  — spell affecs line of sight.

1Foe  —spell affects a single monster,
regardless of how many you face.

All Foes  — spell affects all monsters you face.

Groop  — spell affects 1 of 4 monster groups.

Self — spell affects spellcaster 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 lusts unfil all monsters or all
party members are killed, or unfil

party runs away.
Short  — spell lass only a few minutes.
Medium  — spell luss a little longer.
long  — spell lusts twice as long as “Short".
Indef.  — spell lusts until party enters the

Adventurer's Guild or an anfi-magic
z0ne.
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jps from
he Underground

aqracters
Don’t be concerned about losing a
sel 1 character. Just make another one.
t when your characters reach the 3rd
vel, back them up regularly using your
orite disk copy program.
If your favorite character gets killed,
ere are several things you can do. You
n resurrect him by magic or in a temple
ding spell points or gold. You can
off the computer and reboot, and
ur entire party will be restored, but
hout the experience, gold and magic
ms they have won since the last time

saved the game. Or you can load the
aracter from your back-up disk onto
n disk, after first deleting the dead
iracter from your main disk. NOTE:
1 can only restore a character by
hooting if you have previously saved
ir party by exiting the game when in
1 “rolling” a character’s attribute num-
2rs, 17s and 18s can often make a big
erence, as follows: Intelligence gives
gic Users bonus spell points;
xterity gives fighters (but not Bards)
lus armor protection and first strike
pability; Strength allows fighters to do
ra damage in combat; Luck allows
gues to survive even if they accidentak
et off a trap; and Constitution gives all
aracters bonus hit points.

ost character races have at least one

Tibute they are particularly high in. Pay
0Se attention to starting attributes when
Signing your party.
lop a Sorceror fast. They are very
in dungeons. Wizards are extreme-

The Bard's Tale™

ly 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 supe-
rior monsters, and the monk, who is per-
haps the best fighter of all after he reach-
es the 6th level.

7. Warriors and other fighters often play
less of a role against higher level, magic-
using monsters. But without the protec-
tion of their armor and strong arms, your
Magic Users would not survive long
enough to learn 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 maxi-
mum 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.

——y
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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 sfill, difficult to pierce.

Plate Armor  — sirongest 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,

HarpFlute  — musical instruments for use by Bards.

Item Abbreviations

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

MTHR is an abbreviation for Mithrj]
an elven metal with magical qualities

ADMT is an abbreviation for Adamant
another magical metal. 4

DMND is an abbreviation for Diamonq,
one of the hardest substances known t,
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.

—

oA 28 W

The Bard's Tale™

Credits

the Guild of Adventurers:

A)dd o member to the party. A listing that has an “*”
ore it is a saved party.

Jemove member from party. Takes character from
rty and saves him/her to disk.

ate a character and saves him/her fo disk.
DJelete a character. Permanently erases a character
Jave party. Saves the entire party to disk.
Jeave game. Exits to DOS.
er city. Begin adventuring in Skara Brae.

gl Commands:
arrow keys = Move highlight Up/Down.
el. Exits from menu.

ing in Skara Brae:

p arrow = Move forward
ft arrow = Turn left
ight arrow = Turn right
lown arrow = Turn around
1 through #6 = View charater #1 - #6

Cast a spell. Will then ask you for Character #.

lime out. Pauses game.
Ujse item. Will then ask you for Character #:
attack. Allows a party member fo attack anoth-

BJard song. Lets your bard play a song.

ber Change. Changes party order.
olume On/0ff

Programming: Troy Worrell
Illustrations: Todd Camasta
Music: Dave Warhol

Data Compression: Jay Patel
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ARE YOU TASS? ARE YOU TONE?

Are you tass? Are you tone?

Somebody’s vanished—through a hoop—into the unknown.
Or have you been here before, under a triangular moon?
Do you wear a Troppo look or is it Jonboi Waltune?

Sleuth out the cabin. The clues may unjar you.

Where the Dogwonder leads leaping—will you follow?

The mystery unravels in a different dimension,

But your guide by your side is none other than “The Legend.”

Tonetown is hometown if you’re ultra plus chic.
In need of some styling? Just visit the ‘“Tique.
Bangle up some hooplets, lay down some picks,
Jump on a jumpsuit, then to Freddie’s for kicks.

But wait—read the Times—enigma on enigma.

The truth? Wrapped in darkness. Something to dig for.
And evil lurks—snarly, underworldly-wise,

Three ways times three ways he plots your demise.

So get to unriddling, stop fiddling around.

If you're here as a tourist, Tonetown’s not your town—
If you loop through the hoop, you must loop it alone.
Are you tass? Are you tone?

TASS TIMES 2

LET THE TASS TIMES ROLL

Here’s how to load Tass Times in Tonetown into your
computer.

[BM, Tandy and compatible computers

. Connect the mouse, if you have one, to your computer.

. Run the 10 year Anthology Installer and copy Tass Times in
the directory in which you want the game to appear.

To run the game, type TASS in the directory where you
installed the game. You’re now ready to let the Tass Times
roll!

‘ llowing the title and credit screens, press any key to start

3 INTERPLAY



TONETOWN TRAVEL, TONETOWN TALK

To travel, talk to people, and solve the mystery in Tass Times, you
use your computer keyboard and—if you have one—a joystick or
mouse to enter commands.

Each screen of the adventure is arranged something like the one
shown here, with a few slight variations on some computers. The
elements shown are explained in detail in the following pages.

For saving and loading games in progress (the words Save and
Load do not appear on all computers).

Command icons:
GET

TALK TO
DROP
BUY
HIT
TELL ME ABOUT
ENTER
LOOK AT
COMPASS
B INVENTORY BOX
~
THE STORY

ity

S

vl
*'

dye orana .
Command > 8

If you have a joystick or mouse: In the information that follows,
“click on” means “place the cursor over the object or icon on the
screen and press the joystick or mouse button(the left mouse but-
ton on Atari ST and Amiga computers). Also, if the word Return
appears on your screen, you may click on it as an equivalent to
pressing RETURN (or Enter) on your keyboard.

Because of the many types of mouse and joysticks available, it’s
impossible to describe the exact use of each type in Tass Times. The
descriptions that follow are based on the most commonly used
types. If your’s differs, a quick test run of your joystick or mouse
with Tuss Times should give you a good idea of how to use it in
Tonetown.

If you don’t have a joystick or mouse, read the information in this

TASS TIMES n

anual for joystick and mouse operations anyway. It may offer you

some valuable clues—or at least some ideas for getting at some
uable clues.

‘When you're using the keyboard, whatever you type appears on the
“oommand line on the screen.

‘To erase or “edit” part or all of a command line, use the Delete,

' Backspace, or horizontal arrow keys, depending on which comput-
er you're using.

End every command you type in by pressing RETURN (on your
keyboard it may be labeled Return or Enter). If you have a joystick
“or mouse and the word Return appears on your screen, you may
‘also click on the word to end your command.

Remember that the key words in your commands are the verbs,

nouns, and prepositions—for example, TALK TO MAN or CLIMB UP
'LADDER.

‘When you combine more than one action in a single command—
for example, CLIMB UP LADDER AND TALK TO CREATURE—keep in mind
that the actions will be performed separately, not simultaneously.

: In other words, if you climb the ladder and the creature pushes you
. off, you may not get a chance to talk to him—ever!

.~ Ifyou type in a command and don’t get any action, try using differ-
' ent words to express what you want to do. Especially when you're

: farqund the people of Tonetown, you'll find that they can be a little
finicky about certain matters of style and etiquette.

‘ You can use the function keys on your computer as “shortcuts” on a
- few important commands; see page 10.
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GETTING AROUND TOWN

With a joystick or mouse, you can move in any direction simply by
clicking on the corresponding point of the on-screen compass:
North, South, East and West. If you want to climb up something or
descend, you can click on UP or DN if these appear on your com-
pass.

With the keyboard, you can type the first letter of the direction you
want to go, then press RETURN.

On Amiga, Atari ST, IBM, Tandy and compatible computers, you
can also use the directional arrow keys—up, down, right and left—
to move north, south, east and west, respectively.

If you like, you can make one long move over several directions by
typing in a series of directions, separating them with periods,
before pressing RETURN. For example, you might type N.E.N. to
move north, then east, then north again. During such a series of
moves, you won’t miss or avoid whatever might happen to you
while moving in any one the specified directions.

If you want to climb up something or descend, and UP and DN do
not appear on your compass, you must type what you want to do
from the keyboard.

THE TALK OF THE TOWN
AND OTHER TASS PASTIMES

With a joystick or mouse, you can use the command icons to talk to
characters and perform other common actions. Simply click on the
icon for the action you want to perform. In some cases you can
then click on the object or person you want to act on or talk to; in
other cases you may find that you have to type in the name of the
object or person from the keyboard, then press RETURN.

If you don’t have a joystick or mouse, read the following informa-
tion about the icons anyway. Each one stands for an action verb
that you'll probably want to use often in your commands (see
“Function Key Shortcuts” on page 10). Also, the various ways the
icons can be used may give you some ideas for making your trip (0
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fonetown more tass.
Here are some tips and special notes on using the icons.

Get: Use this to place items that you want or think you
may need in your inventory. For example, there are
clues to be gathered, special items that may come in
handy later on, and things that will help you “fit in” in
Tonetown.

In some cases you can click on the Get icon, then click
on the thing you want in the scene on the screen; in
other cases you may find that you have to type the name
of the object from the keyboard—for example, when
the object is not visible on the screen. And of course
there may be some things that you just can’t take with
you.

One special use of the Get icon: you can click on it
twice to collect everything in a scene.Typing GET ALL
from the keyboard will also do the trick.

Drop: The opposite of the Get icon, this removes items
from your inventory. Just as with the Get icon, you may
be able to click on the item you want to remove, or you
may have to type its name from the keyboard; and you
can click twice on the Drop icon (or type DROP ALL
from the keyboard) to remove everything from your
inventory.

As you'll see, your inventory is just like any piece of lug
gage: it can’t hold everything. When your cup runneth
over and you want to add something to it, you’ll have to
drop something first.

Hit: When nothing but force will do, click on this to
strike a blow—to another character or to an object—
then click on the poor creature or thing you want to hit
or type its name from the keyboard.

7 INTERPLAY
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Look at: Click on this for a detailed description of
someone or something that interests you, then click oy,
the object of your interest or type its name from the
keyboard.

One special use of the Look icon: you can click on it
twice for a description of the entire scene on the screey,

Talk to: Use this icon to start a conversation with some
body, then click on the person you want to talk to or
type his orher name from the keyboard—if you know it
Some Tonetownians are particular about being
addressed by name. So get to know who’s who. The
local newspaper is a good source of information.

Buy: Yes, there are things to buy in Tonetown, even
though the coin of the realm may seem a bit strange to
you. Use this icon in the usual way: click on it, then click
on the object you want to buy or type its name from the
keyboard. Anything you buy goes into your inventory.

Tell me about: Once you're involved in a conversation
with someone, you can ask him or her to tell you
about—well, anything or anybody you see (or have
seen) on the screen. Although of course, Tonetownians
are just like most folks in at least one respect: not every
body knows everything about everything and everybody.

Enter: Click on this to go through a door, into a build
ing, or wherever you want to go—if you're sure you .
want to go there, that is—then specify where “there” is
by clicking on it or typing its name from the keyboard.
Talking to people with the keyboard: Again,
Tonetownians can be very particular about being
addressed by name. If you want to have a pleasant (and
informative) conversation with someone, you must start
your statements with the name of the person you’re
talking to—for example, CHAZ TELL ME ABOUT THE BOOK.

EVIL LURKS

Not everything that goes down in Tonetown is totally tass. In fact,
here’s a good chance—make that several good chances—that
you'll find yourself pushing up the moonflowerets before you have
| chance to say “Jamac’s Salon.” In which case you’ll have to start
Il over again.

o may not be able to avoid taking a fall or two or nine, but you
an avoid the frustration of having to start over every time. When
ou sense danger, type QUICKSAVE and press RETURN before mak-
ng another move. This will store your progress so far. If you then
neet your demise, type Y, then type QUICKLOAD and press RETURN
» resume play where you were when you got dusted.

bu can make a QUICKSAVE and QUICKLOAD even quicker—see
Function Key Shortcuts” on page 10.

IF YOU'RE CALLED OUT OF TOWN

Lyou wish to stop play while in the middle, you can save your
rogress so that you can pick up where you left off at a later time.

U can save at least eight separate games on most systems, assign-
g each one a number.

he words Save and Load appear automatically in the upper-left
ortion of the screen in Commodore 64,/128. Simply use your
louse, joystick or keyboard to carry out the command. Amiga,
ari ST, IBM PC/PCjr and Tandy 1000 users must first place the
arsor above the picture.

[0 save a game with a joystick or mouse, click on the word Save

ith the joystick or mouse button (the right mouse button on
imiga and Atari ST computers) and hold the button down.

o Iding the button down, use the Joystick or mouse to “pull down”
he Save menu and highlight a game number for the game to be
aved, then release the button.

Save a game with the keyboard, type SAVE GAME and press
ETURN, then follow the instructions on the screen for assigning a

e o

Umber to the game you're saving.
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To load a game with a joystick or mouse, click on the word Load
with the joystick or mouse button (the right mouse button on
Amiga and Atari ST computers) and hold the button down.

Holding the button down, use the joystick or mouse to “pull down»

the Load menu and highlight a game number for the game to be
loaded, then release the button.

To load a game with the keyboard, type LOAD GAME and press
RETURN, then follow the instructions on the screen for specifying
the number of the game you want to load.

FUNCTION KEY SHORTCUTS

If your computer has function keys, you can use them as handy
shortcuts to several common commands.

Amiga, Atari ST, IBM, Tandy and compatible computers have 10
function keys; if you have a PCjr, you must hold down the Fn key
while pressing the corresponding number key, 1-10. Commodore
64 and 128 computers feature function keys 1-8.

Function Key Command
Save game
Load game
Repeat last command
Tell me about
Drop
Get all
QUICKSAVE
QUICKLOAD
Talk to

0 Look at

= O 00~ Ok 0N =

Key Command Key Command

Go North Go East
Go South Go West

TASS TIMES 10

GETTING THE LOWDOWN IN TONETOWN

To solve the mystery—and have an ultra-tass time while you’'re at

take some tips from the great investigative reporters, canine

and otherwise:

® Be curious. Look at everything, and don’t forget to
look inside things. Talk to everyone.

® Write things down—good reporters take notes.
Drawing a map of Tonetown and environs isn’t a
bad idea, either—it might come in handy if you want
to backtrack or move fast from one place to another.

® Place as many things as you can in your inventory,
whether you can just pick them up or have to buy
them. There’s no telling what you might need later on.

® Read the Tonetown Times cover to cover—it con-

tains a wealth of information on the local scene,

~ and you might just pick up a tidbit or two that will

be crucial down the line.

® Take chances. After all, nothing ventured, nothing
gained—and with the QUICKSAVE option (see page
10), you don’t even have that much to lose.
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Inoroduccion

The following is an excerpt from The History of the Desert Rangers, The Early Years,
by Karl Allard, 2087, Allard Press, Ranger Center. Hardbound pp. 293, $20 gold.

Tensions grew with the coming of 1998. The United States’ Citadel Starstation
was slated to be fully operational by March. Soviet charges that the space sta-
tion was merely a military launching platform alarmed a number of non-
aligned nations. The right wing governments in the South and Central
Americas, many of them set up by the U.S. during the Drug Wars (1987-1993),
pledged their support to the U.S. The NATO nations, including the new
African members, also declared their alliance with the U.S. That move forced
most of the remaining neutral powers to join the Soviet protest. In six short
weeks, only Switzerland, Sweden, and Ireland continued to declare them-
selves neutral nations.

Two weeks before Citadel was due for full operation, the station transmitted a
distress signal. Immediately after the message was sent, most of the satellites
orbiting the planet were swept clean from the sky, leaving the great powers
blind. In military panic, each sent 90 percent of their nuclear arsenals sky-
ward. Although the destruction was tremendous, it was not complete. Pockets
of civilization remained, some even oblivious to the military exchange.

On the same day that the U.S. and Soviet Union were attempting to extinguish
each other, a company of U.S. Army Engineers were in the southwestern
deserts building transportation bridges over dry riverbeds. They worked deep
in the inhospitable desert valleys, surrounded by a number of survivalist com-
munities. Located directly south of their position on that day was a newly-con-
structed federal prison. In addition to housing the nation’s criminals con-
demned to death, the prison contained light industrial manufacturing facilities.

Shortly after the nuclear attack began, the Engineers, seeking shelter, took
over the federal prison and expelled the prisoners into the desolate desert to
complete their sentences. As the weeks passed, they invited the nearby sur-
vivalist communities to join them and to help them build a new society. Because
of each communities’ suspicions towards one another, times were difficult at
first. But as time nurtured trust, this settlement — which came to be known as
Ranger Center — grew to be one of the strongest outposts. Ranger Center even
proved powerful enough to repel the bands of rancorous criminals who repeat-
edly attacked in attempts to reclaim what was once “rightfully theirs.”

The citizens of Ranger Center, after first believing that they were the only
ones who survived the nuclear maelstrom, soon realized that communities

- peyond the desert’s grip had also survived. Because they had such success in
~ constructing a new community, they felt compelled to help other survivors
rebuild and live in peace.

i Toward this end, the Desert Rangers, in the great tradition of the Texas and

Arizona Rangers a century before, were born.

Objective

- Wasteland is a post-nuclear holocaust adventure. Your party, the famed Desert

Rangers, have been assigned to investigate a series of disturbances in the

~ desert. After several strategy meetings, you've decided to search for clues in
- Highpool, the Agricultural Center, and the Rail Nomads’ Camp, all of which

are located to the west of Ranger Center.
The first thing you need to do is read the Command Summary section (page

- 46). It tells you how to get Wasteland up and running on your computer. It also

contains a summary of the keystroke commands that you'll be using. Once
you load the game, you'll find a party waiting by the Ranger Center.

Che Parcy

A party can have up to seven characters, four of whom you can create. The

- four that you can create are called Player Characters (PCs). The other three

spaces are reserved for Non-Player Characters (NPCs), whom you'll meet dur-
ing the course of your adventure (see “Recruiting Allies” for more details on

~ NPCs). If you don'’t use all of the four slots for your player characters, you can

fill them with NPCs.

- A party of four awaits your command: Hell Razor, Angela Deth, Thrasher, and

Snake Vargas. This is a well-balanced party quite capable of seeing you

- through the entire game. You can use them or create your own characters.

] There are no special advantages to the characters in the original party — no
~ divine insight, no super luck, no outrageous skills. You could easily create

characters who are just as — or even more — effective. If you prefer to make

~ your own characters, enter the Ranger Center to do this. You'll have to delete
- one or more of the existing characters to create your own. But before you

Wwipe out the existing party, take a look at their profiles first by pressing keys
14 to see each one.

At any time during the journey you can view your party roster by pressing the

- Space bar.

[ - T A (G
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Creatinq Charactcers

Follow these steps to create a Desert Ranger.

1. Enter the Ranger Center. If this is your first time in the game,
you're already at the Ranger Center.

2. If the current party already contains four PCs, press D to delete
one and make room for your new character.

3. Press C to create a character. At the top of the screen you'll see
“Create a character.” Below are the character’s attributes — the
higher these values are, the better (see “Attributes and Personal
Statistics” for details). If you're not satisfied with these values,
press the spacebar to “reroll” the values. When you're satisfied,
press <RETURN>.

Name your character (up to 13 letters).
Choose a sex.
Select a nationality.

Select the skills you want your character to have (see “Skills” for
complete details). Press <RETURN> when you’re done. If you
make a mistake while allocating skills, press <CONTROL>-R to
re-allocate them.

e

8. Press Y if you want to keep this character. Press N if you don’t
want to keep him or her.

9. Press S to leave the Ranger Center and start the game.

Character prof'iLe

To view any character’s profile — personal statistics, possessions, and skills —
enter the character’s roster number. When you’re done viewing each screen,
press the spacebar or <RETURN> to go to the next screen, or <ESC> to return
to the previous screen.

Attributes and Personal Statistics

The first screen lists your character’s attributes and other miscellaneous per-
sonal statistics:

Strength (ST): The ability to overpower enemies or to lift, move, and break
items. This is important in hand-to-hand combat and in physical tasks such as
breaking down doors.

= -

~ Intelligence (IQ): How well a character thinks and solves problems. This is

bably the most important attribute because it determines which and how
‘many skills a character may master. Certain skills can only be mastered by
~ characters with an IQ of a certain level or above. Characters start with skill

; points equal to their IQ. During the course of the game, you'll definitely want

to raise your 1Q.

Luck (LK): Lucky characters tend to find more things and avoid more dam-
age than unlucky ones. Luck also improves your odds in hand-to-hand combat.

- Speed (SP): How quickly you move, which helps you escape tight situations.

. Agility (AGL): How deftly you move. High agility enhances your acrobatic

ability, so you can do things like dodge blows and jump on tables. The higher
~ this value, the better you'll perform in hand-to-hand combat.

i Dexterity (DEX): Ability to master fine movements like picking locks or aim-
~ ing weapons. Dexterity is very important in combat, and extremely useful in

" mastering the “thiefly” arts.
~ Charisma (CHR): This attribute lets you know how likeable or persuasive a

character is. Although it may seem like a trivial trait, it might well make the
~ difference between life and death as you try to convince someone that you're

- trustworthy. Charisma also affects how an NPC will react to you when you

- want to hire him or trade equipment.

- Skill Points (SKP): When you first create a character, this value is identical

to IQ. The more skill points you have, the more skills you can learn. You can
acquire more skill points during the game (see “Skills” for more details).

~ Rank: Each character starts out as a private. As you acquire experience

~ points, you can radio back to Ranger Center for a field promotion. Each time
~ you're promoted, your rank changes, your maximum constitution goes up by

~ two points, and you get an additional two points to invest in any attribute. Rank
- does not affect how orders are given or taken since your characters are equal
members of a team. A high rank, however could impress civilians enough so

~ You can get into places where regular folks can't go.

Mmmum Constitution (MAXCON): The higher this is, the more of a beat-
ing you can take before you die. This value is the same as MAX on the

~ onscreen statistics.

$: The total cash this character is carrying.
Sex: Sex only affects what bathroom he or she has access to.

= T R R S
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Nationality: Choose from U.S., Russian, Mexican, Indian, or Chinese.

P)ool: Press P to command all the party members to pool their cash and give
it to this character.

D)iv cash: Press D to have this character evenly distribute his cash among al]
the party members. If you have disbanded into several groups, only those in the
same group as the character who is dividing his cash will share in the wealth.

Items

The second screen lists what items your character owns. You can carry up to
30 items that you find or buy during your travels. Don’t inmediately toss away
items that seem useless. It can actually be an important fragment from a
greater, more powerful item. Many items can be sold for cash at various
stores.

A precaution about picking up items: once you pick something up, you have to
keep it or drop it. If you drop it, it will vanish into the depths of Wasteland,
never to be seen again. If you have no intention of picking up an item to keep
(maybe because you're already carrying the maximum amount and you don’t
want to drop anything) you should leave it where it is. That way, you can come
back for it later (and you better remember too, or you may miss out on some
loot hidden beneath the item.)

To give or show something to someone who is not a party member, use the
item on the space that you're on by pressing the spacebar.

Press the number that represents the item you'd like to use, and you'll get the
following choices:

Reload: If you select an ammo clip that fits your currently-equipped weapon,
you're asked if you want to Reload.

Unjam: If you choose a jammed weapon, you'll be asked if you want to unjam
it. If you successfully unjam the weapon, you'll lose the clip that was in it, leav-
ing you with an unloaded weapon. Don’t forget to reload before you're
ambushed by a bunch of bikers.

Drop: Drop removes something from your list forever. You'll probably only use
this command if you're carrying a full load, and need to drop something in order
to pick up another item. You can also use this command to drop something
that’s broken (but keep in mind that broken items can be repaired or sold).

Trade: Trade lets you give items to another character. Enter the number (_)f
the intended recipient and the trade will be made. NPCs have a mind of their
own and may not always want to give their items away.

g
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- unEquip: To equip an item so it’s ready to use, press E. If you use this while
you're already equipped, the chosen item will replace the previously-equipped
~ jtem. You can only have one type of armor and one type of weapon equipped at
. any given time. The weapon you equip shows up in the onscreen statistics
- pelow WEAPON. When a piece of armor is properly equipped, your armor
class reflects the change.
Skills
The third screen shows this character’s skills and skill levels. The skills you
possess weigh heavily in your success. Each character should have a slightly
different repertoire, so the whole party benefits from a greater variety of skills.
One character could specialize in gambling, lockpicking, and forgery, while
- another could excel in demolition, brawling, and climbing.

Medical skills are something that more than one character should possess. All

~ the skills in the world don’t amount to anything if a character’s flat on his

back, too weak to use them. The more characters who possess medical savvy,

- the safer the party is.

Since you must have a minimum IQ to be able to learn certain skills, the high-
- er your IQ, the more skills you get to choose from. You simply can’t learn the

- more technical skills if you're not smart enough.

LVL: The level of your skill. The higher this is, the better you are. You can

~ invest skill points in any skill as many times as you like; each time you invest

in a skill, the skill level goes up. Skills also improve as you use them. Since the
~ cost of each successive skill level rises dramatically, improving a skill by using
- itis a cheap, effective method of gaining skill levels.

- NOTE: When creating a character or when visiting a library, you'll see the
total available skill points at the top of the screen. (Your skill point value is the
~Same as your initial IQ value.) To select a skill, enter its number. If you make
an error, you can start your selecting over again by pressing <CONTROL>R.
‘Press <ESC> to exit this character profile entirely.

1Q: The minimum IQ you must have to use this skill.

PTS: How many skill points it will cost to acquire this skill. Initially, you can

Select a skill more than once; in fact, this is how you become more adept (or
~ advance in levels) at this skill. Once you select a skill, the point cost doubles
- a8 each successive skill level becomes more costly.

Don’t be stingy with your skill points when you're creating your characters.
- You'll have the chance to acquire more skill points as you move up in the
ranks (see “Getting Promoted” for details on how you can accumulate skill

U ®™ a 8§ Z
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points). You can save a few, if you'd like, since there are several special places
outside of the Ranger Center where you can learn more skills. But keep i
mind that picking skills at the Ranger Center is a one-shot deal; once yoy
leave, you can't come back to pick more.

Below are descriptions of the skills grouped according to their minimum [Q
requirement. After each skill name is a number in parentheses; this is the
number of skill points needed to buy the first level for that skill. Each succes-
sive level doubles in cost.
Q3

Brawling (1): Any fighter who can wander through a full-fledged bar fight
without getting much more than a scratch is either very lucky or highly skilled
in brawling. The higher your skill in brawling, the more attacks you get per
round in hand-to-hand combat.

Climb (1): Gives you the ability to climb over fences, up sheer cliff faces, and
out of pits.

Clip Pistol (1): A must-have skill since your initial weapon issue will be
either the M1911A1 .45 caliber or a VP91Z 9mm automatic clip pistol. Without
this skill, you won’t be very accurate with the weapon or have much luck fix-
ing it if it breaks.

Knife Fighting (1): When fighting with knives, this gives an advantage to a
skilled fighter over an unskilled one.

Pugilism (1): One of the oldest forms of fighting, it teaches you how to dish
out punches as well as avoid them. Handy for those close-up battles where the
fists start flying.

Rifle (1): A good basic skill to have since many of the weapons sold by

raiders are serviceable M19 rifles. You'll rue the day you didn’t pick up this
skill as you look helplessly at the rifle you can’t shoot accurately.

Swim (1): The desert sands don't blanket the entire earth. This will come in
handy in those spots where you have to swim.

1Q 6

Knife Throwing (1): A tricky skill that comes in handy when fighting gets
heavy. You use up all your ammo and resort to throwing knives.

Perception (1): Helps the character find concealed items and notice when
things are out of the ordinary. No one should be without it.

' 1Q9
l ssault Rifle (1): If you're using an AK-97 or M1989A1 assault rifle, this skill
helps you fire, load, and unjam it quickly. A skill that ranks up there in impor-
tance with walking and breathing.

AT Weapon (1): Helps you recognize and use anti-tank weapons like LAW
kets. A handy skill to have should you encounter something far tougher
‘than your Ranger instructors ever told you about.

'g;: AG (1): Lets a character control basic submachine guns like the Uzi or Mac
'17. May make a big difference when you're outnumbered three to one by ban-
dits who've decided that they want the gold from your teeth.

1Q 10

“Acrobat (1): This skill for the agile can get you out of a tough situation —

like leaping off of bar counters while you're surrounded by a hostile crowd.

‘Gamble (1): The skill that built Vegas, you'll do well in all games of chance,
and you'll also be able to spot a crooked game from a mile away.

icklock (1): This can get you into places where you want to go, but where
others don’t want you to go.

\ ent Movement (1): This helps you move unnoticed past a guard post,
‘making it tough for enemies to catch up with you.

Q11
Confidence (1): For an already charismatic person, good confidence can
enable one to talk a miser out of his fortune. It’s particularly useful for getting
information from people who are suspicious of you.
_‘ 1Q 12
Sleight of Hand (1): A thieving skill that lets you perform sleight-of-hand
tricks — perfect when you need to amaze those you meet.
: 1Q 13
Demolition (1): Teaches you how much of an explosive substance you can

use without blowing yourself up.

0 (1): Helps you recognize or create a forged document. Someday you
just need to whip up a security pass to get by some vigilant guards.

1Q 14
arm Disarm (1): Trains you to recognize and disable alarms. If you want
get into a place without getting caught, this is a good skill to have.

9

oY e

2L




= o oL e e

2

Bureaucracy (1): Even though most of civilization ended with the bomb, a5
inordinate number of petty bureaucrats managed to survive. This helps yoy
deal with them so you can get what you want.

1Q 15
Bomb Disarm (2): Allows you to defuse most explosive devices.

Medic (2): A vital skill that lets a character stabilize a badly-wounded com-
rade so he or she has a chance to recover.

Safecrack (2): An experienced practitioner of this art can open safes sealed
even before the holocaust.

IQ 16
Cryptology (2): Gives you the talent to encode and decode messages. Useful
in helping you determine what a password might be.

1Q 17
Metallurgy (2): Increases your ability to spot, identify, and work with some
basic metals.

To reorder your skills, view them and press <CONTROL>-R. Enter the num-
ber of the skill that you want at the top of the list, the skill that you want sec-
ond, and so on until you've selected all the skills. The new list won't appear
until you've selected all the skills.

Onscreen Scaciscics

In addition to the information that you can call up by entering the character’s
number, the following character statistics are always displayed on the party
roster:

Armor class (AC): The level of protection a character has against
weapons, physical attack, and other forms of damage. The higher the
armor class, the better.

Ammunition (AMM): The amount of ammunition you have left in your
equipped weapon. When it’s down to zero, it’s time to reload. Reloading
takes a full combat round, so establish a healthy habit of reloading after
each battle.

Maximum Constitution (MAX): The maximum “health” points that
your character can have (see “Constitution” below for more details). This
is the same as MAXCON. If this number is highlighted, then your charac-
ter has picked up a life-threatening illness, like radiation poisoning. This

10

~ jllness won't go away with the passing of time, so get this character med-
~ jcal help as soon as you can.

Constitution (CON): This shows the character’s current condition.
- Compare this value to MAX to determine your character’s relative health.

The closer this value is to MAX, the closer your character is to full
strength. When CON drops below 1, the character becomes
UNConscious. If the character’s condition becomes SERious, consitution
continues to drop and the character will die unless he gets medical assis-
~ tance soon.

~ Weapon: This shows the weapon that your character is currently armed
~ with. FIST means the character is unarmed.

Get‘cinc] promotecl

~ You're awarded experience points each time you accomplish a difficult task or
win a difficult battle. When you think you've accumulated enough experience
yoints to warrant a promotion, you should radio back to Ranger Center to have
instructors review your accomplishments. Since it doesn’t cost you any-
ng to radio in, you can do it as often as you like. If you've progressed enough
(and only your instructors know when this is), you're given a field promotion.

a promotion reward, two points are automatically added to your maximum
constitution (MAX, MAXCON). You're also awarded an additional two points
‘that you can add to any attribute you choose. Put both points on the same

attribute or put one point on two separate attributes. If you'd like, add them to
Ximum constitution to boost that value even higher.

Ifyou wish to use these two points to acquire a new skill, you must apply them
to IQ. Remember, IQ points translate into skill points. If you don’t increase
“your skill points via IQ points, you won’t be able to add new skills.

Recruitinq Allies

steland is populated with people who have, like you, survived the nuclear
olocaust. From time to time you'll run into non-player characters (NPCs)
om you can hire. You may wish to enlist their services to add skill,
ength, or intelligence to your party. Refer to the Encounter command below
how to hire an NPC.

IPCs are not robots who obey your every command. They don’t always do as
o d in combat. They don’t always trade something when you ask them to.
‘While you may not like their autonomy, and think that they’re more trouble
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than they’re worth, remember that they may be able to get you things that yoy
can't get for yourself or get you into places where you can’t normally go.

To dismiss an NPC, use the Disband command.

Commmands

During normal play, a menu of commands are listed across the bottom of the
screen:

Use: This lets a character use an Item, Skill, or Attribute to accomplish a
task. Enter a character number and select an Item, Skill or Attribute.
Then, enter a direction in which the character will use the Item, Skill, or
Attribute (press the spacebar if you want to use something right where
you're standing). Certain skills offer additional prompts. For example,
when you use a medical skill, you will be asked which character you want
to heal.

After you use something, you may get the message “That doesn’t seem to
work.” This suggests that this particular item or method doesn’t work, but
that another might. Also, if you use a skill or attribute and it doesn’t seem to
work — but you're really sure it should — keep trying. Sometimes persis-
tence pays off.

Enc: Encounter calls up the same commands that are available to the
party during combat. You may want to use Encounter to attract some-
one’s attention, so you can get information or try to hire them.

You can also use this command as a short cut to perform certain actions
on several characters. For instance, you could have a couple characters
reload, while another uses an item. In this case, using Encounter would
be faster than calling up each character individually.

Order: This changes the marching order of your party. There are times
when you'll want to change the order to maximize your party’s talents.
For instance, if you're travelling through a dangerous area, a character
with high perception or silent movement would make an excellent point
man. In another situation, a character carrying an item that could forestall
an attack should be in the lead.

NOTE: When you select Order, you're shown the current marching
order. Select the number of the character you want in front, then second,
then third, and so on until the whole party has been reordered. Being
placed in the back of the ranks does not shield a character from combat.
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Pisband: Disband lets you break your party into separate, smaller par-
" ties (up to four). This enables each party to travel independently of the
other parties. The parties can be spread apart as far as you’d like. Disband
~ also offers many tactical advantages in combat.

- Disband has a number of important uses. If you have dead party mem-

' bers, use disband to bury them. You could also use disband when you’re

_- under attack; one person could split off to distract the attackers. Some

 places can only be passed through by one character at a time, so each
person will have to split off into their own party.

~ CAUTION: Before you can dishand NPCs, you're asked if you want them
permanently dismissed. If you answer “yes,” then they are gone forever
— you'll never, ever see them again. If you want them dishanded — and
not dismissed — answer “no.”

When you select Disband, enter the numbers for those characters who
- wish to split off from the main party, and press <RETURN>. Next, indicate
- the direction that the disbanded party will move. Use View to shift control
between parties.

To reunite separate parties into a single band, move them onto the same
spot and they will automatically regroup.

- View: View lets you shift control between parties. If you have more than
two parties, and you're not in control of the party you want, keep entering
V until you reach the right one. If the party is on another map, you're

- asked to confirm if you want to shift to them.

Save: Saves the game.

Use this command anytime you find something you don’t want to lose.

Even before the great nuclear war, computers were known to shut down

at inopportune moments. See the Command Summary section for more
- important details on the Save command.

- Radio: Contacts your instructors at Ranger Center so they can evaluate
- your performance. If you've done well, you're given a field promotion.
When you select Radio, you're asked to confirm your choice. If you
.!-'-Iloose to continue, all your characters are evaluated at the same time and
are apprised of any changes in rank. Because a Ranger once slept
- through his promotion, the instructors now require that all characters be
'@Onscious for this procedure; consequently, any injured, unconscious
Rangers will be passed over. Promoted characters get a chance to modify
attributes at this point (see “Getting Promoted” for more details).

2
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Combar

Often, when somebody or something comes into your range, you will enter
the Encounter mode. An encounter is frequently the precursor to a fight. Your
party roster and a text window will appear. The text window will contain 3
short description of the encounter; press <RETURN> when you’re done read-
ing it. (If you want to temporarily remove the party roster and text window tq
see where the encounter is located, press the spacebar. To return to the party
roster and text window, press any key.)

Your options during an encounter are:

Run: This lets the entire party or a single character run towards or away
from an encounter. Enter the direction that you want the party or charac-
ter to move. If a single character successfully runs away, then he’s dis-
banded from the party. (This is impossible if there are four separate par-
ties already).

Use: This lets a character use an Item, Skill or Attribute to accomplish a
task. Depending on which you choose, a list will appear. You're then
asked to enter a direction in which the Item, Skill, or Attribute will be exe-
cuted.

Hire: Not everybody you meet has turned hostile under the hot desert sun.
Some are quite pleasant, and may even offer you valuable services. If you
meet an NPC that you would like to try to hire, enter the number of the
desired recruit.

Evade: This makes you much harder to hit in combat. Use this command
when your comrades initiate a firefight, and you don’t have a missile
weapon, or when you're injured and wish to minimize the risk of further
physical abuse.

Attack: In the battle-ridden wastelands, this is a command you'll often
use. When you select it, you're given a choice of targets. If your weapon is
an automatic weapon capable of selective fire, you're asked if you want to
fire Single, Burst or Autofire. If the encounter is at an extended range,
and you have no missile weapons, you're told that there are no attackers
within your range. If there’s only one group of attackers, they're targeted
automatically.

Weapon: Lets you ready a new weapon, which is useful when your gun
jams in the heat of the battle and you don’t want to fix it. Or, once you
assess the current battle situation, you may want to use a weapon that’s
more effective.
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Load/unjam: Loads or unjams a weapon. This command takes a full
combat round, so it's a good idea to keep your weapon loaded at all times,
otherwise you'll have to reload in the first round of a firefight. (You can
load or unjam at any time by selecting Enc from the Main Menu, or by
choosing the weapon or appropriate ammo.) When a weapon jams, you
lose the ammo that was in the weapon at the time. Unjamming a weapon
during combat automatically reloads it.

Press <ESC> if you wish to return to a previous character’s options. Once
you've made all your combat selections you're asked if you want to execute
the commands you chose. Press N to abandon your choices and start the pro-
cedure over again. Press Y if you're satisfied. You'll then see a rundown on the
effects of the encounter in the text window. Use <CONTROL>K or the up
arrow to speed up text scrolling. Use <CONTROL>-] or the down arrow to
slow down text scrolling.

Since parties can disband and move to different maps, there will be times
when one party is locked in combat while another party is on an entirely differ-
ent map. In these instances, the game asks if you want the other parties to
enter into an encounter. If you answer “yes,” you'll get one combat round for
each disbanded party. This is a slow and time consuming process, so you
should only run combats on multiple maps in emergencies. If you decline the
invitation to have combat on multiple maps, the party you are currently view-
ing will execute their combat round before you can view the other parties.

Hand-to-Hand Combat
Because the Rangers are trained soldiers, they have an advantage over the citi-
zens in hand-to-hand combat. In general, hand-to-hand combat is not as deadly
as a firefight, but you can still easily die from a good throttling or from a dead-on
punch. Hand-to-hand combat can only take place at a distance of 14 feet or less.

Missile Weapon Combat

Missile weapon combat is combat that takes place with weapons capable of
ranged fire. From guns to grenades, there are numerous missile weapons at
your disposal. Area-effect weapons, like TNT, plastic explosives, and grenades,
are auto-loading, which means that each time you use one, you automatically
get another until your supply runs out, so you won’t be unarmed in the middle
of a fight. Anti-tank weapons such as LAW rockets must be re-equipped after
firing. Automatic weapons — assault rifles and submachine guns — can shoot
Single, Burst, or Autofire. All guns are clip fed and come in .45, 9mm, or
7.62mm calibers. Always carry the proper ammo unless you want to pistol-
whip your enemies.
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Keep in mind that all missile combat is simultaneous. Sure, it’s exciting when
you burn a clip of AK-97 ammo into an onrushing horde of mutant bikers, but
your excitement may diminish somewhat when you find that the mutants are
returning fire with equal fervor. You shoot, they shoot.

Selective Fire

Single, Burst and Autofire have different effects. Single uses one bullet per
round, which is great if you’re low on ammo, but not so great if you need to hit
your target with the first shot. Burst consumes three bullets per round and
gives the shooter a slight advantage in hitting and killing his target. Autofire
uses up all the bullets in the clip, which greatly increases the chance of hitting
a particular target and others in close proximity. A good choice if you really
need to kill somebody, but not so good if you're looking at your last clip.

Explosives
If you want to do a great deal of damage over a wide area, go with explosives.
You get more impact per target area, which can be a lifesaver when being
eyed hungrily by a pack of nuke pooches. Remember, ammo doesn’t rain from
the heavens. Running your gun on full auto all the time may kill the bad guys
in a hurry, but you're likely to run out of ammo just as the last nuke pooch
lunges for your throat.

\Veapons Lisc

Missile weapons come in three range categories: short, medium, and long.
You'll find that using a clip pistol to hit a target 80 feet away is not too effec-
tive. Be sure to choose the appropriate weapon for the appropriate distance.
Here are some of the more common weapons and their characteristics:

Long Range Weapons
AK-97 Assault Rifle: Created in the image of the legendary AK-47, the AK-97
is the latest in the assault rifle line. It was created for the Comintern Combine
nations of Europe and Africa, but saw large distribution throughout the world
before the war. It is chambered for 7.62mm ammo and fires from a 30-bullet
clip. This highly-respected weapon is fairly commonplace.

M1989A1 NATO Assault Rifle: The M1989A1 is big brother to the original
M16A1. It was rechambered to accept the same 7.62mm ammo that the AK
series of rifles uses so troops could use captured Soviet ammo. Although
assault rifle users greatly preferred the American ammo for its damage capa-
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’bilitleS, the military implemented this change in anticipation of front-line
ammo shortages. With this arrangement, a soldier could kill an enemy and
,eplemsh his supply at the same time.

M19 Rifle: The M19 rifle is a single-shot weapon firing an 8-shot clip of
3 762mm ammo. When rumors of a Soviet invasion of the U.S. spread through
\ ﬂle states, survivalists demanded a weapon that could use Soviet ammo (nec-
 essary, said the survivalists, if Americans were to be able to use captured
mmo) The invasion never took place, but the M19 remains a high-profile
‘weapon. Although it can't fire more than one bullet at a time, it does have
~ greater range than pistols.

" M17 Carbine: The M17 Carbine is a lighter, short-barreled version of the
- M19 rifle. Its 10-shot clip of 7.62mm ammo gives it a faster fire rate than its big
brother, but the barrel length makes it slightly less accurate at maximum
- range.

LAW Rocket: The LAW rocket is a small, armor-piercing explosive rocket
~ contained in a disposable firing tube. It was first developed to destroy tanks.
" The mass of the tip (made from depleted uranium) enables the rocket to blast
through the armor so the explosive shell can burst, once inside. Some knowl-
‘edge or skill in anti-tank weaponry is useful when employing rockets.

Medium Range Weapons

,;MAC 17 SMG: The Mac 17 is the sturdiest of the compact submachine guns
~ developed in the early 1990s. It shoots .45 caliber slugs from a 30-shot clip and
is known for its man-stopping capabilities. This small weapon is well-suited for
~ close-up firefights.

UZI 27 SMG: The Uz comes from the highly-skilled gunsmiths of Trans-
 Palestine. Its magazine holds 40 9mm bullets and is capable of burning a full
' clip in five seconds. This weapon was built specifically for fighting terrorists

and has proven very effective on mutant bikers or religious fanatics.

Short Range Weapons
191 1A1 .45 Pistol: The 1911A1 was the standard sidearm of the previous
- two world wars. The .45 slug, held in an 8-shot clip, was first developed to stop
 Moro rebels in the Phillipines. In its current role, it has no trouble slowing
: ‘down desert raiders or the occasional mutant cactus. Many Desert Rangers
find this a perfect weapon to take with them when they first head into the
‘Wastelands.
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VP91Z 9mm Pistol: As well liked as the .45 pistol by Desert Rangers, the
VP91Z is a variation on the West German design, featuring an 18-shot clip. A
reliable weapon, it's widely available due to its popularity among survivalists,
While the 9mm bullet is not as powerful as the .45, the 18-shot capacity of this
weapon reduces the need to reload, making it ideal for extended firefights.

Grenades: Grenades are small, hand-tossed explosive devices useful for
inflicting damage on an entire group of foes at one time. Grenades have a wide
area of effect, so be sure your character has a good throwing arm!

]nj uries and Deatch

Death is permanent. If your characters get seriously injured, get them medical
attention quickly or kiss them goodbye.

If a character is lightly wounded, they’ve taken a few hits, but are still awake
and functional. A few points have been knocked off his constitution.

Characters become unconscious when their constitution dips below 1. While
unconscious, they are unable to move. Over time, an unconscious character
will regain consciousness and heal to full health. An alternative to waiting is to
find a hospital and pay for a quick heal.

Seriously-wounded characters are in a whole different class of medical trouble.
Like unconscious characters, they can do nothing, but unlike unconscious
characters, they don’t heal with time — they worsen. Without medical help,
seriously-wounded characters deteriorate to critical, to mortal, to comatose,
and then to dead. Another character with medical skills may be able to stabi-
lize the wounded character enough so he can improve to the unconsciousness
category. If this happens, the character will recover with time.

Remember that time waits for no one. Disbanding one character and sending
him off across the desert to find a doctor will not freeze time for a seriously-
wounded character. When that character finally returns with a doctor, they
may be back in time to bury the body. (This is why your party should contain
somebody — preferably two — with medical skills.) Should the worst happen,
you can bury a dead character by using the Disband command.

Timme and Discance

The maps in Wasteland vary in scale. The large desert map contains the vari-
ous city maps, which, in turn, contain building maps or whole underground
levels of sewers and hideouts. In combat, distances may seem a bit off for the
map you're on, but these are tactical distances and are valid in combat only.
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. Because of the difference in scale of the maps, time passes differently on
~ them. Though a single keystroke on the computer will move you one space

- porth in both the desert and in a building, the amount of time that each move
~ takes is different.

~ Ifyou want time to pass without moving, press <ESC>.

SpeciaL chu:es

You begin your adventure in the desert along the California-Arizona border.
~ The area you'll cover extends from the Ranger Center in the south up to the

Grand Canyon in the north. The towns of Quartz, Needles and Las Vegas are
- three places you'll surely want to visit.

, Little Old Quartz
Quartz is a small town that suffered extensive damage from the nuclear
- attacks, yet managed to survive. Although located far from the large military
targets, this tiny community was affected by earthquakes and low-level nuclear
- fallout. But in its feisty, small town way, Quartz quickly resumed normal life.
About the only trouble Quartz has these days is with bandits.

Xenophobic Needles

- Needles is bigger than Quartz. Aside from the flood that resulted when

- Hoover Dam was hit, life has not changed much in Needles. Needles is big
enough to defend itself from roving bandits. However, it has become home to

- a couple of odd cults. The folks in Needles don’t really like strangers that

- much, but they’ve welcomed Desert Rangers in the past and are always willing
to trade goods with them.

Lovely Vegas
Vegas is the city of Las Vegas. No one is quite sure how the Soviet missiles
- managed to miss the city, but most folks figure it was because the “house” was
‘betting against a missile landing — and no one wins against the house. There

- Was an international rumor about some Russian general’s markers being torn
up after the attack, but that has yet to be confirmed.

Undaunted by its brush with perdition, Vegas is still open for business and
does very well for itself. The city is large enough to avoid conquest, and many
elements of the desert rabble have even found gainful employment as
enforcers or casino employees. Despite the relative success of the city, howev-
€r, there are dark rumors about horrors descending from the north to taking
up residence in the city sewers. All may not be extremely well in the Jewel of
the Desert.
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Deadly Deserts
The desert is just as formidable as it was before the holocaust. In addition to
the lack of water and the fierce heat, there are reports of radiation zones that
have melted the flesh off of unwary travellers. Along with the irradiated human
element — left-over biker gangs, rabid survivalists, crazed religious zealots —
all sorts of mutant animals make their home in the desert. Some say that trav-
elling in the desert nowadays without an experienced guide is plain suicidal.

pcu'a(irap}ﬁs

While you're playing Wasteland, you'll be referring to paragraphs in this book.
We know that as a Desert Ranger who enjoys the best of challenges, you
wouldn’t randomly read these paragraphs in search of clues. But intense radia-
tion, coupled with the blazing sun, can impair your good judgement, rendering
you totally unable to resist. Fight your best fight here — try not to read a para-
graph until you're instructed to. You'll get a lot more out of Wasteland this
way. Once you successfully complete Wasteland, you can then kick back in
your best lounge chair under a shady cactus and read the rest of the fictional
vignettes.

1) You creep up to the window and, in the soft, muted lights, you see a tall
woman with long, blond hair. She sits before a mirror and brushes her hair,
then stands and walks over to the sunken tub off to her left. She kneels and
her blue, silken robe drops to the floor. She turns the water on and steam
slowly fills the air.

You watch in fascination as she reaches down into the tub, whirls, and points
an Uzi in your direction. “Stop reading paragraphs you're not supposed to
read, creeps.” She sighs deeply. “Next time I'm going to demand they put me
in a Bard’s Tale game, this Wasteland duty is dangerous.”

2) You have come upon the rail-nomads’ camp. Ornery looking longhorn cattle
wander among dusty tents, from which sullen faces peer. In the background, a
ramshackle collection of railroad cars patched with wood, hide, and an odd
piece of corrugated aluminum sits on a rail siding. Two of the cars, the loco-
motive at the front and the caboose at the rear, appear to be in better condition
than the others. As you approach, a strained silence falls over the camp and
you grow uncomfortable under the collective gaze of the assembled nomads.
Finally, one of the nomads steps forward. “Welcome, Rangers. I am the
Brakeman of this train. I would be honored if you would visit with me in the
caboose before leaving our camp. In the meantime, please accept our hospital-
ity.” The Brakeman turns and strides back into the camp.
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3) The Hobo nods to you, and then drains the bottle of Snake Squeezins.
“Twins born by the same hands,” he intones solemnly, “are twins no more.
Wake the sleeper to cure the sick.”

4) “We have four clans here: the Chattanoogas, the Amtraks, the Conrails and
the Hiders. You may acquire provisions for your party at our trading car or
amuse yourselves in the casino car. You may, of course, avail yourselves of the
services of our Hobo oracle. If you dare, you can try to reason with the Hiders,
though finding them is difficult. I am told that you have already met our
Brakeman.” At the mention of the Brakeman, a brief scowl crosses the
Engineer’s face, but his smile quickly returns and he adds, “We feel safer with
Rangers here, so stay as long as you like!”

5) You study the torn piece of paper in your hand. Originally written in red
ink, the text has turned into large fuzzy blotches of pink. Though mostly
unreadable, you make out the word MORTAL followed by HIDEOUT:
TYRANNOSAURUS, but TYRANNOSAURUS has been scratched out and
AZRAEL has been written under it.

6) The diary talks about the last days during which the satellite facility was
operating. “Las Vegas is still intact. Needles wasn’t damaged by bombs, but
some flooding occurred when the river level rose. Quartz suffered a lot of
damage.” In hurried script, the last diary entry reads, “We’re abandoning the
satellite installation so we can join the farmers out at the Ag Station. We've
deactivated the alarms and electronic countermeasures that protect this
place.”

7) Once the introductions have been made, the Big Boss pulls out a box of cig-
ars and passes them around, explaining that it is his special blend, grown
somewhere further north. When everyone is comfortable, and the bodyguards
have taken up unobtrusive positions behind you, he begins to talk.

“You must be the Rangers sent to help.”
“What do you mean?” you cautiously ask.

“One of my men is missing. We don't think he’s dead, because he’s too
valuable to kill. We think some other group in town has grabbed him. If we
don't get him back, the whole town will probably be overrun by these damn
death machines that have started to appear, because he’s the only one in town
with the scientific know-how to fight them. He’s the one who thought of the
landmines, and they've destroyed more robots than anything else in town.”

Brygo reaches into his desk and brings out a drawing of a rather ordinary
looking man. “This is Max,” he explains. “He came to us about a year ago from
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the Wasteland to the east. He was the greatest hand-to-hand fighter we'd ever
seen and he also seemed to know a lot about the science from before the War.
He didn’t remember where he came from — at least, that’s what he told us. I
quickly made him my right hand man.”

“When we began to hear rumors of death machines coming out of the west,
and especially when the first of them reached the Vegas borders several
weeks ago, Max grew frantic. He began to talk crazy, about how all life was in
peril, and how only he could save us. He said he needed special equipment,
and that someone near Vegas should have it. I should have put a guard on him
then, but instead, I decided to send Ace out to look for help. One night Max
disappeared. We've been looking for him ever since without success. Now I've
lost my best man, and things are getting worse. Newer and stronger robotic
death machines are appearing all the time. If we don’t find Max soon, even a
fortress like this may not be able to hold out against the death machines. Go
see Charmaine in the Mushroom Church. Tell her I sent you and she may be
able to help.”

You nod your head. “Yeah. We've tangled with some of these death machines
before, and we gotta stop whoever’s making them. Any clues?”

“There are two other power groups here in Vegas that we know of. Fat Freddy
runs the criminal element. He'd like to take over my position. There’s also the
Servants of the Mushroom Cloud — religious fanatics who won’t be happy
until every person in Vegas has been converted to their own poisonous reli-
gion. There may be others. Vegas is a big town. But those are the ones we sus-
pect most. I need you to go find Max. What do you say? Will you do it?”

The Desert Rangers huddle for a few minutes. You decide that taking on this
mission could be quite an adventure and decide to go for it. Besides, your curi-
ousity has been aroused. You are sure that Max knows a lot more than he has
told Brygo. If you want explanations, he’s the man you'll need to see.

“All right,” you tell the Boss, “we’ll find him if he’s findable. In the meantime,
you try to hold out here.”

The Big Boss stands up, shakes your hands, and wishes you all luck. Then he
shows you the way out.

8) Fat Freddy has long-since forgotten the concept of personal hygiene. His
dirty black hair clings to his face like dead ebony vines. A thin, scraggly beard
barely conceals deep red pock marks. Effluvium that scrapes your nasal pas-
sages raw seeps from every one of the fat man’s pores.

«] am so glad to meet you. I've always admired the Rangers and I consider you
the only people I can trust with some secret information.” The fat man’s yellow
eyes slip side to side in his obese face. “Faran Brygo is trying to get
$100,000,000 in diamonds to York Isle on the east coast of the continent, and
he needs someone like you to make the journey. If he succeeds, he will
destroy the economy of the world and we will all be thralls in his new empire.”

Freddie produces a handkerchief and wipes the sweat from his brow. “I will let
you keep the diamonds if you can stop his mad plan. Find him, kill him, and
you will save the world.”

9) The battered pewter ID bracelet on Dewey’s wrist has had several legends
engraved and scratched out, but one remains clear. It reads “27,” and, judging
from the lack of corrosion on the number, it was recently inscribed.

10) “Everyone is worried about Mayor Pedros but others are held hostage too.
Felicia Pedros, his wife, is our friend. We think she has been moved to the out-
law hideout. We hope you will try to rescue her. And remember what Ellen
said when you go to the Stagecoach Inn.” They smile and leave.

11) “Yeah, some of the guys working in the base took sick. Mad Dog Fargo
and Metal Maniac are still in the back rooms, sicker than dogs.”

12) A man sits up in his cell and stretches. “Rangers — great. I should have
known. I need you guys here like I need a hole in the head.” He stares at you
for a second, then sighs. “Look, I guess I could use your help. I need some
capable fighters in Las Vegas to help me with a shipment back east. Are you
guys up for it?”

13) The book you find is a slim volume written in a light, delicate hand. The
work is titled, “Love Slave in Santa Fe.” It reads:

I recall the first time the invader chieftain called my name. “Diana,” he said
softly, “are you not yet finished chewing the leather to make soft moccasins
for me? A man has needs.”

I hung my head in shame. “Forgive me, beloved Red Hawk, but I am the low-
est of your 30 wives. How can you even think of me when you have so many
women more beautiful than me?”

Red Hawk smiled. “Yes, I have 30 wives, each more beautiful than the last, and
each of them is insatiable. If I could find other men to help me take care of my
wives, [ would, but no one except for the bravest warriors of Wasteland could
satisfy them. You, my newest wife, are the only comfort I have in my life....”

The account ends abruptly here, the last few pages of the book torn out by a
Previous reader.
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14) The Director, a handsome, slender man, waves you to chairs that face his
desk. Beyond his desk you see a window into an alien landscape. Through the
window you see a red world with strangely-shaped plants. You see animals
slinking through the shadows and crawling across massive rock outcroppings.
You shudder. It just doesn’t feel right.

The Director, Irwin John Finster, notices your stare and smiles like a snake oil
salesman. “I see you've noticed my pet project. This is how the world will be
when all men are gone. It will once again return to the pristine paradise it was
before man rose up and destroyed it.”

He turns away from the window and smiles at you. “By the very fact that you
are here, I know you have recovered certain items of a technical nature.
Whatever prompted you to violate this base’s security, I do not know, but I am
willing to forgive it.” He sits, leans back and steeples his fingers. “Because of
the delicate nature of our work here — all very hush-hush, you know — I
must ask you to leave.”

Suddenly he leans forward and scowls. “If you do not want to go, well, we are
not without means to deal with even the likes of dreaded Desert Rangers.”

15) Max reaches up and gives his head a bit of a twist. You hear a click and
the android smiles. “I came down here to negotiate a peace with the cyborgs
and what do they do? They rip me up and start using me for spare parts.
Ingrates!”

He stretches and stands. “I have to get back up to Vegas and help prepare for
the next assault, but I've got a mission of great importance for you. Head
northeast from here and, across the bridge, you'll find a hidden base. It is a
journey you must succeed at.There, you will find lost technology and informa-
tion that you can use to stop Cochise before it’s too late.”

A secret passage slides open in the room’s south wall. At the same time, a
blast-proof security door slides down in front of the entrance to the room. It
short circuits, preventing exit. “Go through the secret passage to get out of
here. One thing,” Max adds, “It is possible you'll need to recover some equip-
ment from Project Darwin before you can complete the rebuilding of the sleep-
er base. Be careful, though, and rebuild as much of the base as you can before
you venture off to Darwin. I don't like the things I've heard about it at all.”

16) The old man stands in the shadow of the satellite dish and sighs loudly.
“Rangers, thank the gods you have come here.” He thrusts a bony finger at
the red planet hanging low over the horizon. “The Space Pirates from Phobos
come daily to steal our food. They carry it off to their goddess, a harsh, cruel
woman who has no appreciation for artwork and will tolerate no illumination

or visual symbols in her edicts to subjects. You must find the rocket ship and
travel to that malevolent star. Trail the death bunny to its lair and you will save
the earth from this horrid invasion.”

17) “We have three clans here: the Atchisons, the Topekas, and the Sante
Fes. You may acquire provisions for your party at our trading car or amuse
yourselves in the casino car. You may, of course, avail yourselves of the ser-
vices of our Hobo oracle. I am told that you have already met our Brakeman.”
At the mention of the Brakeman a brief scowl crosses the Engineer’s face, but
his smile quickly returns and he adds, “We feel safer with Rangers here, so
stay as long as you like!”

18) “Faran must have sent you to look for Max. Last I knew he was headed for
the sewers. He built a special key to get down there. It’s called a Sonic Key.
Max made a few of them and told me that he was hiding one somewhere in
the old golf course. Didn't tell me where, though. Didn’t do him any good,
either. The Newmen grabbed him before he could do anything. If you return
to me the Bloodstaff from the Mushroom Church in Needles, I can show you
the way. Tell the bishop BUZZARD.”

19) The screen flashes to life with Capt. Phil Thomas'’s personnel file. Aside from
test scores and other nonsense you read, “Capt. Thomas’s performance in the
village strafing runs was admirable. The AH-6503 attack helicopter performed at
the height of technical specs and destroyed two small Mexican villages before
having to return to base and reload. The AH-6503 is the ultimate weapon.”

20) The Premacorin Mural is a work of art which you have only heard rumors
about. It records all human history in one vast display of gaudy colors. At the
beginning of the display you see the image of Charles Darwin walking arm-in-
arm with an ape in a wedding dress. Next to that you see a youthful Egyptian
pharaoh in mummy wrappings and a gold mask dancing on the stage of a
place called (according to the neon lights behind him) Radio City Museum of
Unnatural History. Proceeding along, you see a masked man brandishing sil-
ver six-shooters on the back of a silver Tyrannosaurus, hot on the trail of a
mustachioed man wearing a swastika. A fat man in a red uniform with white
trim flies through the sky in a sleigh pulled by eight F-19 Stealth bombers. He
has bags full of guns, ammo and bombs, which he is freely dropping down to
King Arthur and his knights so they can battle Genghis Khan and the Yellow
Peril. Yet further on, a man in a green and gold uniform (with the number 12
emblazoned on it and a G on the helmet) has just thrown a missile to a man
Vanishing in the white glow of an atomic mushroom cloud. Finally, at the far
end of the wall, you see the ape in its tattered wedding dress, squatting and
Studying the fire-blackened helmet.
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21) Fat Freddy is a genetic nightmare — a squamous mass of slimy flesh
shuddering and twitching before you like some animated blob of flesh-colored
jello. He smells like a swamp, a foul, choking miasma of rotting mastodonian
flesh left to putrefy. His presence is overwhelming — perhaps he has some
mutant ability to control men’s minds. While in his presence, you have to
sternly control an urge to salute or kneel. There is no doubt that he is a leader
of men.

When he speaks, his voice sounds like bubbles of carbon dioxide burbling up
out of a morass. It is difficult to understand him, but after the first few phrases
of introduction, you begin to get the hang of it. Fat Freddy is a man driven by
ambition, and he has an offer to make.

“Brygo thinks he controls Vegas,” burbles Freddy, “but he isn’t half the man I
am. Haw! Haw! Haw! This should be my town, and it will be. I've had your men
watched since you got to Vegas. They tell me you are the best fighters ever
seen in these parts. Well, then, it shouldn’t be too tough for you to do me a
favor. Kill Faran Brygo, and bring me the onyx ring he always wears. When
you do that I'll give you $25,000 and anything else you want in this town.”

You tell him that you need a few minutes to think things over, and go into a
corner to confer among yourselves. You have a very strong feeling that
Freddy doesn’t want to hear any negatives out of you.

22) If you read any further, Wasteland Thought Police will appear at your door
within three hours to conduct you to a cell in Needles where your fingernails
will be systematically removed. You have not been instructed to read this para-
graph anywhere, hence so dire a punishment.

23) “Things have been rather nasty in Quartz,” you are told. “One of the larger
desert bands, led by a guy called Ugly, has taken an intense interest in, ah,
civic affairs. Normally a town of our size could drive them off because the ban-
dits don’t try all that hard when attacking, but this time they hit us with a
vengeance. It's almost like they don’t want to remain in the desert.”

24) The bartender smiles at you. “Which one,” he asks, “Hotspur or Falstaff?”

25) Charmaine takes the Bloodstaff and smiles. She begins to twirl it and you
hear the acolytes hidden in the shadows behind her begin to hum “On
Wisconsin” as she marches back and forth. “Now we’ll win the big game. If you
help Faran Brygo get his diamonds to Yorktown back east, we’ll be able to
place some big bets there on the next World Series. We have a four-armed
pitcher who's guaranteed to win for us.” Charmaine smiles and points back the
way you came. You must travel back to Cooperstown and get us the blessed
Bat of the Sultan of Swat. Then you will be ready for the trip with Faran.”

96) Ugly’s smile makes you uneasy, as uneasy as staring down the bore of his
weapon. “It's really very simple,” he laughs. “The bomb’s disarm code is 11-27-

5704-30.”

27) You unsnap the ID bracelet from Louie’s limp wrist and run your thumb
over the worn silver surface. The number “99” is etched into its tarnished face.

28) As you board the locomotive you are met by a short, but solid looking fel-
low. He is dressed in garishly striped overalls and wears a rather battered and
much patched engineer’s cap. “Greetings, I am the Engineer of this train.” The
Engineer makes a sweeping gesture that encompasses the entire camp. “I
hope your stay with us will be a pleasant one.”

29) Going back to his work, Sam says, “I suppose you wanna know about the
Bloodstaff.” He wipes his hands on a greasy rag and sighs. “Don’t mind telling
you the murders have lots of folks worried. People just up and vanish. Then,
when we find them again, they've been drained of blood — every drop.” He
squints at you and his voice drops to a tense whisper. “I seen one of the bodies
and it had a cut in the neck, just like a scar my grandmother had on her neck.
She said once, when she was little, a priest used the Bloodstaff on her after
she got snakebit. I think the Bloodstaff is involved, and that means trouble.”

30) The Junk Master speaks and tells you how to find Base Cochise, home of
the Deadly Robots. He sniffs and takes a pull on a small bottle of Snake
Squeezins. “Out in the middle of nowhere, that's where it is. Way up in the
northwest. We've tried to scavenge things out there, but the robots are deadly,
so we backed off.” He looks at you rather strangely. “If you want to venture
out into those mountains up there, fine, but don’t expect any of our people to
go with you. We got more sense than you Rangers.”

31) The Guardians, as you have heard, are very friendly people who are great
admirers of the Rangers. They have planted fluorescent orange flags to mark
the outer edges of their mine fields. You've been told by a Guardian that the
only safe passage is to walk with feet straight and breath held between the
flags and the Citadel wall.

32) The bartender smiles at your question. “Which one, Cretian or Proteus?”

33) “Hi. They call me Crumb,” he purrs as he moves closer to you and starts to

stroke your nametag. You jerk him violently by the collar, and he squeals with

delight at your show of might. “See Faran Brygo! He’s my boss!” As you throw
im down onto a table and head for the door, he yells, “Use the password

PHOENIX.” Before you can get out the door, he puckers his lips and blows a
iss your way.
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34) “Darwin was a science base a long time ago. Supposed to be hush-hush,
but I grew up in its shadow, so...”

35) A man sits up in the cell and stretches his arms. He squints at you as if
you're brighter than the desert sun, then allows a small smile to grace his tan,
weathered face. “Rangers, I should have known. Listen, I've been sent down
from Vegas to recruit folks who know the right end of a gun from the wrong.
Bandits ain’t the only thing crawling out of the desert, and we've got a war on
our hands. Interested in heading back with me?”

36) Capt. Andrea Mills’s personnel file flashes up onto the screen. Aside from
a large amount of test scores and other data, an occasional paragraph of inter-
est slides by. One that catches your eye reads, in part, “Despite her having
won the Nobel last year, Andrea’s been unable to finish work on the clone
pods. She is unsure they are safe, and the chances of a clone surviving produc-
tion is not thought to be that great.”

37) You appear on what seems to be the lower half of a large chessboard. A
booming voice echoes through the game grid. “Do not stray from the path if
you value your health.” Spectators fill the dark galleries to hoot derisive jeers
at you and wager against your success.

38) “Everyone is worried about Mayor Pedros but others are held hostage too.
Felicia Pedros, his wife, is our friend. We think she has been moved to the
Temple of Blood in Needles. We hope you will try to rescue her. Remember
what Matilda said when you go to the Whiplash Inn.” They smile and leave
laughing.

39) The guard looks you over closely and then tells you to wait outside as he
disappears into the tent. You hear a brief muffled conversation and the guard
returns with another man. The newcomer introduces himself as the headman
of the Atchison clan. He understands that you have done a great favor for his
brother. He dismisses the guard and motions you closer. He explains that they
keep no treasure here, but he will give you directions to a secret cache. “Here,
take this shovel,” he instructs you. “Stand on the south rail, west end. Take
twelve paces to the south. Dig and you shall be rewarded.” The guard returns
and the headman bids you good day.

40) Maj. Harrison Edsel’s personnel file flashes up onto the screen. Aside from a
large amount of test scores and other data, an occasional paragraph of interest
slides by. One that catches your eye reads, in part, “The discipline problem with
Edsel has resolved itself. Once he learned he would be transferred to Base Cochise
to program that computer with his new artificial intelligence routines, he stopped
complaining about the primitive rules restricting his creativity on this project.”

41)“1 think Finster has something to do with the strange creatures here-abouts.”

42) The Director, a slender, handsome man, stands as you enter the room.

rs, thank the heavens.” He follows your gaze as you stare out the win-
dow behind his desk and study the alien landscape below. The Director
smiles. “As you can see, that lurid, red landscape is the closest approximation
we have to the surface of Mars. We have Martian raiders coming to our world
here and stealing animals and slaves. We hope, by breeding hunter-killer ani-
mals we can take the Martian starships and mount a counter offensive against
the extra-terrestrial raiders.” He nods. “Will you Rangers join our effort?”

43) As you pass the open doorway of this car you are almost overcome by the
strong odor of fermented cactus fruit. As your eyes become accustomed to the
darkness of the car you can make out a straw-covered floor littered with
numerous bottles of Dr. B. Bilious Balfour’s Snake Squeezins. At the back of
the car lolls a rotund bearded figure rocking back and forth as if the mere act
of sitting offered a difficult feat of balance. Finally, seeming to take notice of
you, the shadowy figure issues an invitation: “Welcome to my humble abode,
gentlefolk. Step on in.”

44) The fetid, musky scent of a dead animal oozed from the car in a miasmal
cloud. Within, mummified by the overpowering heat, you see the dried
remains of a flower-strewn old bum. This is the oracle the railroaders have
referred to, and he’s obviously long been dead. You notice a large quantity of
empty Snake Squeezins bottle, and you suspect that that vile liquor is the
author of many of the oracle’s pronouncements.

45) The faded map on the wall shows the world well before the war. You
notice a star that roughly corresponds to your current location. On a long,
southeast diagonal you see another star. A third star, to the west and out from
Needles, forms a shallow triangle out of the three stars. Obviously other bases
are hidden at these sites.

46) You stare with utter disbelief as the Snake Squeezins vanishes down his
throat. The Hobo smiles, his eyes glaze over, and he burps. “Beware the man

who has lived longer than the Wasteland.” Your oracle’s eyes clear and he
smiles drunkenly.

47) As you scan over the large, messy room you think to yourself, “Early
American pig-sty.” Piles of dirt cover the long-lost floor. The earthen smell of
€ompost hangs heavy in the air. In the far corner of this indoor barnyard you
Spot a square-shaped room.

48) Lt. Russel Heller’s personnel file flashes up onto the screen. Aside from a
ge amount of test scores and other data, an occasional paragraph of interest
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slides by. One that catches your eye reads, in part, “I thought Heller would be
a discipline problem, but I grossly underestimated the situation. He does not
get along with the other workers and considers the Al work being done in
Project Haskell the ultimate work. He even considered the move to Needles to
finish Haskell a blessing.”

49) You study the torn piece of paper in your hand. Originally written in red
ink, the text has turned into large fuzzy blotches of pink. Though mostly
unreadable, you make out the word MUERTE followed by
HIDEOUT:THANATOS, but THANATOS has been scratched out and KAPUT
has been written under it.

50) Carved into the weathered hardwood you see, “The launch code is MORTAR.”

51) The game High/Low is played with two nuclear warheads. Both players
toss a nuclear warhead into the air and the one whose bomb explodes higher
in the air wins. This game is usually played by people of low intelligence,
hence the name High/Low.

52) Col. John Smith’s personnel file flashes up onto the screen. Aside from a
large amount of test scores and other data, an occasional paragraph of interest
slides by. One that catches your eye reads, in part, “After the confrontation
with Finster concerning the shift of Darwin’s focus, Smith requested and got a
transfer to the Base 2 operation. He remained acting commander until the pro-
ject’s completion in 1995.”

53) “Finster forced all the sick ones out, to prevent the spread he said, but it
just leaves them to die without help.”

54) The Brakeman tells you, “Take this visa card and give it to Head Crusher
in Quartz.” As the Brakeman passes you the card, the sunlight catches the
dove hologram and glints brightly. You slide it into your breast pocket as he
turns and leaves without another word.

55) After years of searching you've finally found it. You unfold the piece of
parchment paper and read, “When you reach the Martian Base, quickly access
the Navigational Laser Center on the left of the entryway and type GWCD.”

56) Closer now, you can hear the conversation of the men you saw when you
came in. There is a short silence after each man voices his thoughts. They
speak of varmints who are impossible to kill. The varmints are stealing their
food faster than ever before and they seem to be massing for a major attack.
The simple weapons of the farmers are not enough to stop them. They have
no idea what to do. One of them jumps as he notices you and they all turn to
face you. A stocky man they call Miguel approaches.

57) Head Crusher says, “Thank you. Go to the Atchison’s tent and tell them
CATERPILLAR.”

58) The Martian Commander slithers forward on his coppery-scaled stomach. “So,
Rangers, you have found our secret starport.” His laughter, hissed quietly and
malevolently, crackles through the speaker on his helmet. “It matters not. Our
robot warriors have conquered your world. You will now come and be our slaves...”

You smell the sweet odor of flowers as your sight dims and you fall unconscious...

59) The thin Martian atmosphere saps your strength, but you dash across the
maroon landscape and dive at the Slavemaster. He raises a pseudo-pod and
crashes it down upon your head. A sucker tears your flesh, but you strike out
and smash his writhing purple lips back into his needle-sharp teeth. The
Slavemaster reels back, but you give him no pause, no chance to recover. You
wrap your hands around a rock and, as your tortured lungs labor to pull in
enough of the oxygen-poor air to keep you conscious, you crush the
Slavemaster’s head.

You cast the green, gore-spattered rock aside and look at the other slaves.
“Come,” you growl breathlessly, “Now we fight for our freedom and for our
world!”

60) As you might expect from his surroundings, the demon-priest is an utterly
corrupt individual. A flowing blue robe covers his diseased body, and a foul
smirk twists his face askew. He smiles and teeth blacker than ebony glint in
the half-light. Palsey-wracked hands grasp the Bloodstaff tightly and threaten
you with it. “You will not have it,” he whispers harshly. “You cannot take my
life!”

61) This detective reminds you of Humphrey Bogart. As you approach, he
snicks a match with his thumbnail and lights a cigarette. An overflowing ash-
tray sits on his desk beside an open bottle of Scotch. His eyes are cold and
hard as he watches you. You note the lump of a roscoe in a shoulder holster
under his gray suit coat. He introduces himself as Spam Shade and points out
that he will not play the sap for you or anybody else. That settled, he asks what
you want.

62) Torn and battered, your party drags itself through the subterranean
Martian titanium mines. Your lungs burn from the thin air, and you'd give
your right arms to be back on earth. Then, suddenly, a vision of female loveli-
ness appears to you.

Tall and slender, with golden hair cascading down over her diaphanous gown
of shimmering green and gray, she smiles and your heart quickens. “Do not
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believe the Serpioids are the Martians because they are not. They conquered
us a century ago to turn our beloved world into a staging area for their con-
quest of your home. Please join with us and help repulse these invaders.”

She gestures and a secret opening appears in the south wall of the tunnel.

63) Capt. Phil Thomas’s personnel file flashes up onto the screen. Aside from
a large amount of test scores and other data, an occasional paragraph of inter-
est slides by. One that catches your eye reads, in part, “Thomas, a recent
transfer from Project Darwin, has expressed reservations about Finster’s
experiments. He voiced some of the same objections to them that prompted
me to leave Darwin. I don’t know if he’s on the level, or if this is some trap set
by Finster....”

64) Your Martian guide leads you through a twisting pathway of long-aban-
doned tunnels that finally leads into a beautifully-sculpted city. The artistry,
though alien, makes harmonious symbols that give you a warm feeling when
you look at the buildings. The architecture almost sings, and you hear a pleas-
ant symphony of echoes as your booted feet click against the city streets.

Your guide, her golden hair riding unfelt breezes, leads you to a massive door.
You feel the power and you could swear the patterns change, but you cannot
put your finger on any particular change at any one time. At about the time it
hits you, the door speaks — it’s alive!

“Welcome, Earthmen,” it booms, “Speak the name of your beloved and enter
as friends.”

65) The binding threatens to splinter apart as you take the book in your hands.
The pages have warped into stiff yellow curves through contact with liquids.
Some pages at the beginning have been torn out. Where the writing begins, it
is a crude scrawl, with some letters written backwards. Deciphering it is no
easy task. Luckily it is fairly short, so you persevere.

“The Secrits of Las Vegas.

My name is Dave Dawkins. I found this old empty book, and I'm gonna rite
down all my secrits case I fegit them.

I'm a gard for Fat Freddy. He is #2 is Vegas and he wants to be #1. There is a
big reward for anywun who can kill Faran Brygo, the Big Boss. Brygo stays
hidden most of the time.

My hare is starting to fall out. I wunner if its bucuz I joind the Servants of the
Mushrum Cloud. It gives me a good feelin to be with my new frends in the
Temple. They tole me the secrit password. It is 3 letters — NRC. Nurk! A lot
of the Servants are bald. Maybe I will be 2.

Lately there has bin a lot of fitin. I try to hide, but ware is it safe? Robot Deth

heens are the wurst. Ar guns don’t always kill them sukkers. Freddy sez
we need better wepuns and thats why we gotta find this Max guy. I dint say
nothin. Im afraid to tell him that the Servants say Max is kapchurd by the

Siborgs.

1 am lookin at my words in this book and I am proud. I dint no I cud rite so
good till I tride it. I will rite agin later.”

Here the writing breaks off. From what you know of the Vegas situation, the diary
can't be more than a week or two old, but Dave apparently didn't come back.

66) Although you do not recognize it at first, the object before you is massive
and sends shivers up your spines. You study it, splitting up to explore both
sides at the same time. From the other side someone yells, “I's a missile —
but the insides have been removed!”

67) The guard looks you over closely and then disappears into the tent. You
hear a brief muffled conversation and the guard returns with another man.
The newcomer introduces himself as the headman of the Atchison clan. He
understands that you have done a great favor for his brother. He dismisses the
guard and motions you closer. He explains that they keep no treasure here but
he will give you directions to a secret cache. “Here, take this shovel,” he
instructs you. “Stand on the north rail, west end. Take four paces to the east
and seven south. Dig and you shall be rewarded.” The guard returns and the
headman bids you good day.

68) Closer now, you can hear the conversation of the men you saw when you
came in. There is a short silence after each man voices his thoughts. They
speak of Martians who are impossible to kill. The Martians are stealing their
food faster than ever before and they seem to be massing for a major attack.
The simple weapons of the farmers are not enough to stop them. They have

1o idea what to do about it. One of them jumps as he notices you and they all

turn to face you. A stocky man they call Miguel approaches.

69) “He’s an inhuman monster. Just cuz he don’t get sick he figures no one
else should.”

70) Capt. Andrea Mills’s personnel file flashes up onto the screen. Aside from
a large amount of test scores and other data, an occasional paragraph of inter-
est slides by. One that catches your eye reads, in part, “Despite her having

~ Won the Nobel last year, Andrea’s relationships with the other project mem-

bers have not changed. She’s still her affable self, and she’s made others feel,
through their work on the clone pods, they’ve each earned a piece of that
Nobel themselves.”
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71) “Hi. They call me Crumb,” he says with a nod of his head. After he
exchanges handshakes with everybody, he tells you “See Faran Brygo. He’s
my boss. Be sure to use the password KESTREL.” As you leave, he yells, “Te]|
him I sent you!”

72) You bow deeply out of respect for the Martian Emperor, and he smileg
graciously. He nods toward your guide and looks upon her with love in his
eyes. “I thank you, Alandriana. Once again, my beloved daughter, you have
served me well.”

He turns back to you. “I need your help to rid our world of the Serpioids. We
need to destroy their base on Phobos and can only do it with a device you call
a ‘plasma coupler.” Your scientists developed it after we sent them telepathic
transmissions that instructed them in its construction. We need to get it into
the heart of the Serpioid base, then detonate it. Our problem is that none of us
Martians can withstand the radiation the Serpioids need to live.” His voice
drops. “You, on the other hand, can live for a while in that radiation bath. Will
you help us?”

73) “Faran must have sent you to look for Max. Last I knew he was headed for
the sewers. He built a special key to get down there. It's called a Sonic Key.
Max made a couple of them and told me that he was hiding one somewhere in
the old golf course. Didn’t tell me where, though. Didn’t do him any good,
either. The Newmen grabbed him before he could do anything. If you return
to me the Bloodstaff from the Mushroom Church in Needles I can show you
the way. Tell the bishop PASTEL.”

74) The Martian Warlord hands you a Firelance and some Verchitin armor. “I
realize this is not as good as having a Red Ryder Range Model Air Rifle with a
compass in the stock, but it’s the best we can do.” He leads you out to the
Ornijetcopter and you board the strange craft. “Good luck,” he says. “Alwa
nasci korliri das.”

You frown and ask him what that last bit means.
He smiles. “It’s an old Martian warning. It means, ‘Keep your powder dry’.”

75) Head Crusher says, “Thank you. Go to the Atchisons tent and tell them
LADYBUG.”

76) Charmaine takes the Bloodstaff from you and her face lights up.

You clear your throat. “We’ve done our part,” you say, “now do yours. We need
to find this character Max before all of Vegas is overrun by these killer robots.”

“Ah, yes, Max,” she croons, “that strange flunky for Faran Brygo. You proba-
bly don’t know that he is a robot.”

The news hits you hard. “Things keep going from bad to worse,” you mutter.
«Qutlaws, Blood Cultists, Killer Robots, Bomb Worshippers, and now Cyborg
Robotnappers! What next?”

She inserts the Bloodstaff into a secret compartment and turns it. You hear a
Jow groan, as if some new doors were opening up. “The way is now clear for
you," says Charmaine. “If you survive your encounter with the Newmen, look
me up in a couple of months. I might have another mission for you.”

You can only grumble and take your leave.

77) A pair of Blood Guardians flank a complex control panel, the likes of which
you've not seen before in the Wasteland. One of the guards looks at you and you
hear him mutter “infidels” under his breath. Beyond them you see a large area of
painted floor that looks very much like a giant chessboard, but you can't begin to
guess at what it might be for, or what it’s doing in the middle of a temple.

78) The Martian Warlord hands you a Firelance and Verchitin armor. “I know
you'd much prefer a Red Ryder Range Model Air Rifle with a compass in the
stock, but this is the best we can do.” He waves you toward the Ornijetcopter
and says, “Wodpre rashi Karna das.”

You frown, “What?”

He blushes purple. “It’s an old Martian wish from one warrior to another. It
means, ‘Keep your powder dry’.”

79) You've entered a room where dozens of drills and saws are singing an ear-
piercing song. Blue and white sparks jump from welders and cutters, dropping
to the ground to bounce out their brief lives. A robot torso passes before you
as it lumbers its way across the room on one of the countless conveyor belts.
Even the robot repair area looks in need of repair, with the roof and wall sup-
ports laying exposed. In the far corner you notice a square-shaped room.

80) “Irwin John Finster, he runs Project Darwin. He still thinks the world’s like
it was before, you know?”

81) The Ornijetcopter takes off on an azure tongue of flame and shoots toward

Phobos. Suddenly, out of the brown shadow of Deimos, three Serpioid fighters

Stoop on your craft and fire their missiles. Your craft shudders under the

The blast rips the cockpit away and shreds the controls beyond any

chance of repair. With black, choking smoke pouring from the cockpit, the
ijetCopter spirals into the dense Phobosian jungle!

82) The impact of craft hitting planet jars everyone aboard and, if not for your

- Verchitin armor, all of you would surely have perished. Suddenly the door to
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your craft opens. Standing there, dressed in a spotless white suit, is Irwin John
Finster. “I suppose,” he begins, “I owe you an explanation.”

83) The pit boss sends a stream of brown saliva from between his front teeth
to the tip of your boots. He slowly sucks on the tobacco pocketed between his
cheek and gum as he continues to eye you. Working a finger into his mouth,
he scoots the chew around and finally breaks the silence. “See Crumb, the
manager,” he says with a long drawl.

84) In the shadow of an enormous satellite tracking dish stands the old man.
Over 100 years old, he is still vigorous and bright of eye, although he rambles
incoherently at times. The farmers remove their hats as they approach and
wait for him to speak. Frowning, deep in thought, he stares at what appear to
be the remains of a 15-foot tall carrot. He holds a long shaft of broken metal in
one hand and mumbles something about wascally wabbits that he had to beat
away with his best rake.

Miguel explains that you have come to help. The old man studies your
weapons, and tells you that he doesn’t think your peashooters will do any good
against the armored varmints, but that you’re welcome to try. If you succeed,
he wants you to come back and see him. There is something he would like to
show you.

Free to roam the veggie field, you head towards the carrot patch. From a dis-
tance, your hear the old man warn you, “Watch out for Harry, the Bunny Master!”

85) You know the Guardians to be strange collectors of old items and as xeno-
phobic fools who would not hesitate to kill strangers without ever seeing the
whites of their eyes. You've learned that the flags are in place to mark the clos-
est an outsider may approach the walls without being attacked.

86) “The Head Crusher likes visa cards.” The man smiles. “He slathers peanut
butter on them and eats them.” He shakes his head. “Weird, but then, most
everything is weird out here — present company excepted, of course.”

87) The room is empty except for a small, square room in the corner. There is
an oval pattern on the floor that reminds you of alien eggs just waiting for you
to examine them too closely so they could explode in your face. You hesitate,
but then get on all fours to study the pattern more closely.

88) “Finster forced all the sick ones out, to prevent the spread he said, but it
just leaves them to die without help,” grumbles the bartender.

89) Finster sits down on a Phobosian tree. “At birth the Serpioids captured me
and educated me to be a spy against my fellow humans. I rebelled, but I can-
not strike them directly.” His hands shake. “You have to understand. Their
queen is my sister!”

90) Faded but still visible, you see a map tacked on the wall of the area before
the war. You see a small star that roughly corresponds, as nearly as you can
tell, to the base you now stand inside. Almost directly south you see a second
star, and directly west, at the map’s far edge, you see a third star.

91) Dr. Franklin Beams'’s personnel file flashes up onto the screen. Aside from
a large amount of test scores and other data, an occasional paragraph of inter-
est slides by. One that catches your eye reads, in part, “Dr. Beams's assess-
ment of Edsel’s obsessive behavior concerning the computer and Al just
works as another nail in Edsel’s coffin. The faster I can get him out of here,
the better. Let Cochise’s boss deal with a fully-aware computer.”

92) Head Crusher says, “Thank you. Go to the Atchison’s tent and tell them
LIZARD.”

93) The diary talks about the last days during which the satellite facility was
operating. “Las Vegas is still intact. Needles wasn’t damaged by bombs, but
some flooding occurred when the river level rose. Quartz suffered some dam-
age.” In hurried script, the last diary entry reads, “We're abandoning the satel-
lite installation so we can join the farmers out at the Ag Station and defend the
world against the newest threat...the invasion from Mars!”

94) A speaker crackles. After a flourish of trumpets you hear: “You have the
privilege of an audience with His Brightness, the Supreme Commander of
Mushroom Forces, Western Sector. Unfortunately, our Great Leader is away
on urgent business. Aware that you will require aid in your holy assault on the
infidel Temple of Blood to steal the Blood Staff, he has opened our armory for
your use. Take all you need. If you fail in your quest, you may return here to
commit ritual suicide.”

95) “Things have been rather nasty in Quartz,” you are told. “One of the larger
desert bands, led by a guy called Pedros has taken an intense interest in, ah,
civic affairs. He even calls himself 'Mayor.’Normally a town of our size could
drive them off because the bandits don’t try all that hard when attacking, but
this time they hit us with a vengeance. It's almost like they don’t want to
remain in the desert.”

96) Three Card Monty is played with three cards; one is a queen and the oth-

€rs are 10's. The dealer shuffles the cards and places them face down on the

table. The player then has one guess to pick out the queen. The bet is $10.

97) You leave the weeping Finster behind at the crash site. You can sympa-

thize with him, and would have preferred to have him helping you, but you can
understand his reluctance to face his own flesh and blood. Still, his heart is in
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the right place. Onward you trek to destroy the Serpioid base, and try to
redeem Finster’s soul.

98) The Brakeman tells you, “Take this visa card and give it to Head Crusher
in Quartz.” As the Brakeman passes you the card, the sunlight catches the
skull and crossbone hologram and glints brightly. You slide it into your breast
pocket as he turns and leaves without another word.

99) Faran Brygo’s office is modest, yet clean and pleasant. Two guards, one
tall, blond and stern looking, the other shorter and stockier, flank the desk,
Brygo, a dark, handsome man, smiles at you. “I understand you want to speak
with me, gentlemen?”

100) Maj. Peregrine Cite’s personnel file flashes up onto the screen. Aside
from a large amount of test scores and other data, an occasional paragraph of
interest slides by. One that catches your eye reads, in part, “Peregrine accu-
rately assessed the security problems with the storage area. While the base is
not meant to be an armed camp, his precautions are well noted and should
provide a surprise for unauthorized personnel operating in the base.”

101) Lt. Russel Heller’s personnel file flashes up onto the screen. Aside from a
large amount of test scores and other data, an occasional paragraph of interest
slides by. One that catches your eye reads, in part, “I thought Heller would be
a discipline problem, but he’s not. His jokes relieve the tension as we work to
finish this base. Others worry about the news that Edsel’s new computer is
helping to finish Cochise all by itself, but Heller shrugs it off. ‘Who wants to
work with someone who won't sit down for a cold beer after the work’s done
anyway?’ Perhaps mankind does stand a chance against superior machines.”

102) The Serpioid ambush almost takes you by surprise. The Serpioids rise up
from the underbrush, which you ignite with your Flamelances, but their tacti-
cal advantage spells doom for you. Their advantage evaporates, however,
when Finster appears and launches himself at the Serpioid leader. Finster’s
kick snaps the Serpioid’s head back and drops him where he stood. The battle
begins and energy weapons burn to life around you...

103) The Mushroom Bishop explains to you, “I sent out my second-in-com-
mand to look into a series of murders.” You notice the bishop nervously twist-
ing a ruby ring around his finger.

104) The pamphlet contains two tips for the wise: “(1) Buy an AK-97 assault
rifle. (2) If there’s someone hanging around your neighborhood you don’t
know, shoot him.”

E

105) “No,” Finster shouts. “We can’t take any more time to skulk around.
We've got to go straight in. Don’t worry, I know the password. It is TRAITOR!”

106) Your savage attack blasts away the enemy pillbox and you pour into the
heart of the Phobos defense. Finster blasts a control panel. “Perhaps, with
their defense system down, the Emperor can aid us.”

' 107) You lift up Louie’s lifeless wrist to look at his gold ID bracelet. Twisting it

over to view the underbelly, you see “27” etched on the dulled surface.

108) Hidden panels in the walls drop away and Serpioid snipers open up on
you. Your Firelances rake the ambush ports with murderous sheet after sheet
of flames and you hear the screams of Serpioids as they reel away in death.

 “Finster, look out!” one of you screams, but it is in vain. A pit opens beneath

his feet and he vanishes.

A vile, female voice fills the corridor. “Leave now, earthmen. You cannot save
him or your planet. At least save yourselves.”

109) The wall map is covered with scribbled remarks that are virtually unread-
able. A star over one building in the southeastern section of town has the leg-

“end “Bar — trouble spot” scrawled over it. A skull decorates another building

in the central-eastern part of the town. The word HIDEOUT covers it. An
arrow leading from the word draws attention to another building diagonally to
the southwest, though it has the word SEKRET painstakingly written beside it.

110) The Hobo guzzles Snake Squeezins the way an assault rifle gobbles bul-
lets. His eyes glaze over and his voice deepens. “Those who guard the past

guard the secret to immortality.”

111) “Don’t get your hopes up. We have to deal with the Bloodstaff murders first.”
You frown. “What murders?”

The robot clerk squints at you. “You mean you're not here about the murders?
People are found dead, drained of blood. We think it's some mutant vampire
or something from the desert.” He looks at you very hard. “How do I know

- You're really Rangers? Just you keep your noses clean in my town, hear?”

‘112) The glowing torchlight flickers across a horrific scene. Men in torn and
, mood spattered robes struggle against the ropes binding them to massive
Steel tables. The tables slope down at the head and a catchbasin at the lowest
Corner is used to collect the dark flow of blood dripping from the small
1’ Wounds cut into each writhing victim.

O P 6O A Z -

-

A




Priests rush from one table to another, gathering buckets the way a dairy
farmer gathers the bucket of milk from his cows. They pour the smaller quap.
tities of blood into a hole in the floor, but you cannot tell where the dark fluig
drains away to in this dim chamber of horrors.

113) “Where did you find that? Oh my God, you've found the thief. Where is
he? Tell me, I must know!”

114) “Well, victims get red-faced and all delirious.” The bartender shakes his
head. “It’s really odd.”

115) Without Finster and his knowledge of the Phobosian Citadel you can only
stumble around blindly. You slink through corridors and around corners, easi-
ly avoiding the inattentive Serpioid sentries. Then you catch a flash of white
from a window and, for a half second, you see Finster.

You blanch. The building he’s in bears the legend “Ministry of Genetic
Rehabilitation.”

116) Gunfire rips the Master Geneticist in half. You slit Finster’s bonds. “We
must hurry,” he urges, “The final invasion begins in an hour!”

117) The Hobo quickly drains the bottle of Snake Squeezins and drops into a
trance. Then, uttering each work metronomically, he says “A steel storm
threatens the City of Gold.”

118) You see an empty room with a small square room in the corner. On the
floor is an intricate diamond pattern. You remove a magnifiying glass from
your back pocket, get down on all fours, and begin to carefully study the pat-
tern of dots.

119) Fat Freddie turns the ring over in his thick hands. A smile creeps onto
his face like scum over stagnant water. “I don’t believe it, you actually were
foolish enough to kill him.” He stares at you with piggish eyes. “You are obvi-
ously too dangerous to live.”

120) Finster points out the window. “Dive for cover!” he screams. You look up,
then suck tile as a kamikaze Serpioid in a fighter corkscrews down into the
hanger where you have taken cover!

121) The bartender frowns. “Not much news since the plague forced Finster
to isolate the base.”

122) Three Card Monty is played with three WWII generals. One pretends
he’s Montgomery, while the other two are Bradley and Patton. A German play-
er then tries to figure out which one will lead the invasion. If he guesses right,
the Fourth Reich gets to start with bases in Germany, France and England.

>

123) You peer at him over the top of your sunglasses. As you cock your fist to
counsel him on the error of his reticent ways, he blurts, “The password is
THERMODYNAMISM!”

124) You see written here: “The launch code is MOTEKIM.”

125) The explosion rips the hanger apart, but a force shield projected from
Finster’s belt holds off the ocean of fire washing through the hangar. “Quick,”
he yells, “Get to the fighter over there. We've got no time to waste.”

126) Felicia smiles as you cut her bonds. She nearly falls as she makes her
first attempt to stand up. “Don’t worry about me,” she says, “Ace is being kept
in the cells.”

127) You unravel the message from the leg of this massively strong pigeon.
“Boss,” the note begins, “I've tracked the bum to Needles. There’s lots of ruins
and abandoned buildings here, so the search is not easy. I know he’s hiding in
one of them, and I hope I can find him before someone else does. I don’t know
if we want his information to fall into the wrong hands. Oh yeah, there’s
Rangers about, so it looks like things actually can go from bad to worse.”

128) The Hobo finishes the Snake Squeezins in record time and smiles wisely
at you. He burps. “One man’s dream is another’s nightmare, but a machine’s
dream is everyone’s nightmare.”

129) “Faran must have sent you to look for Max. Last I knew he was headed for

~ the sewers. He built a special key to get down there. It’s called a Sonic Key. Don't

confuse it with the four keys of the Citadel. Max made a couple of them and told
me that he was hiding one somewhere in the old golf course. Didn’t tell me
where, though. Didn’t do him any good, either. The Newmen grabbed him before
he could do anything. If you return to me the Bloodstaff from the Mushroom
Church in Needles I can show you the way. Tell the bishop DIPSTICK.”

~ 130) You're drawn into a large room filled from floor to ceiling with countless

~ computers. The flashing lights and video screens bring the room to an eerie

- life. Through the glow of colors, you spot a small square room in the far corner.

4
131) Once the introductions have been made, the Big Boss pulls out a box of
- grenades and passes them around, all the while explaining that it is his special

X" :blend, made somewhere further north. When everyone is comfortable, and the

E‘"bOdYguards have taken up unobtrusive positions behind you, he begins to talk.
- “One of my men is missing. We don'’t think he’s dead, because he was too

Valuable to kill. We think some other group in town has grabbed him, but if we

__ don't get him back, the whole town will probably be overrun by these damn
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death machines that have started to appear. He’s the only one in town with the
scientific know how to fight them. For example, he’s the one who thought of
the landmines, and they've destroyed more robots than anything else in town »

Brygo reaches into his desk and brings out a drawing of a rather ordinary
looking man. “This is Finster,” he explains. “He came to us about a year agg
from the Wasteland to the east. He was the greatest hand-to-hand fighter we’q
ever seen and he also seemed to know a lot about the science from before the
War. He didn’t remember where he came from — at least, that’s what he told
us. I quickly made him my right hand man.

“When we began to hear rumors of death machines coming out of the west,
and especially when the first of them reached the Vegas borders several
weeks ago, Finster grew frantic. He began to talk crazy, about how all life was
in peril, and how only he could save us. He said he needed special equipment,
and that someone near Vegas should have it. I should have put a guard on him
then, but instead I decided to send Ace out to look for help. One night Finster
disappeared. We've been looking for him ever since, but without success. Now
I've lost my best man, and things are getting worse. Newer and stronger
robotic death machines are appearing all the time. If we don’t find Finster
soon, even a fortress like this may not be able to hold out. Go see Charmaine
in the Mushroom Church. Tell her I sent you and she may be able to help.”

You nod. “Yeah. We've tangled with these death machines before, and whoev-
er is making them has gotta be stopped. Got any clues?”

“There are two other power groups that we know of here in Vegas. Fat Freddy
runs the criminal element. He'd like to take over my position. Then, there’s also
the Servants of the Mushroom Cloud — religious fanatics who won'’t be happy
until every person in Vegas has been converted to their own poisonous religion.
There may be others. Vegas is a big town. But those are the ones we most sus-
pect. You get Finster back in one piece, and I'll pay you $20,000 and give you
command positions in my special forces. What do you say? Will you do it?”

The Desert Rangers huddle for a few minutes. From the veiled looks and
secret gestures you've intercepted between Brygo and his men, it's obvious
that the only way you'll get out of this room without a fight, is to take the
assignment. Besides, your curiousity has been aroused. You are sure that
Finster knows a lot more than he has told Brygo. If you want explanations,
he’s the man you’ll need to see.

“All right,” you tell the Boss, “we’ll find him if he’s findable. We may have to
leave Vegas to do it. In the meantime, you try to hold out here.”

The Big Boss stands up, shakes your hands, and wishes you all luck. Then he

shows you the way out.

132) A growl rumbles from the bartender’s throat. “The Martians forced all
the sick ones out, to prevent the spread they said, but it just leaves them to die
without help.”

133) Each of you mans a gun station as the fighter bursts from the flaming
hanger. Fingers tighten on triggers and massive energy pulses coax sour,

~ ozone vapors from the atmosphere. You blaze away at the swarm of enemy

fighters whirling around you. Your shots blast the Serpioid ships apart, but the
horde of them looks too great for even you to defeat.

Suddenly the fighter lurches to a stop as a blue-green light bathes it. The
wings disintegrate and Finster screams, “Tractor beam. Their command ship
has us!”

134) “That’s a brilliant plan!” Finster exclaims. “You'll get a promotion for that one!”

In accordance with your plan, he cuts the engine back and the tractor beam
drags you quickly toward the floating Citadel that is the Serpioid flagship.
Then as you grow close, Finster punches the afterburners and your ship, a
fuel-laden bomb, dives in at the flagship.

“Hope your force field holds, Irwin,” you laugh.
He swallows hard. “My power level is too low. We're going to die!”

135) Finster huddles with the rest of you in the corridors of the flagship. “If not
for your quick thinking and linking my power belt into the fusion engine on
the ship, we would have died. Now we’ve crippled the flagship. We have won!”

“No,” you remind him. “It won’t be over until your sister is dead!”

136) The darkened cell reeks of decay. You take a step inside and feel some-
thing slick on the cell’s floor. You stoop and touch it, then recoil as if burned.
The empty cell is full of blood!

137) The bartender sighs. “He was working in the base as a janitor. Now he’s
real sick.”

}38_) A squad of Serpioids fills the hallway. “Come, Rangers,” the leader
invites, “Come and die.”

139) High/Low is a game played with two dice. The player rolls a die and then
the dealer rolls a die. If the player rolled higher than the dealer, he wins. The
bet is $10 per roll.
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140) “He wandered in from the desert to study here. He talked with Finster
but got sick before he got a job.”

141) Snake Squeezins drip off the Hobo's chin as he drains the bottle. His eyeg
grow distant and his voice drops an octave. “To the mother who speaks in rid.
dles comes a child of promise. Aid her and aid justice.”

142) You stoop and recover your African Throwing Knives from the Serpioid
bodies. You grin at Finster. “I'm going to skin one of these things, someday,
and make me a pair of boots.”

143) You unceremoniously rip the bracelet from Hewey’s limp wrist. Rubbing
it against your chest several times to remove the blood, you see “13” engraved
on it.

144) You can hardly believe your eyes. Here, in the middle of the Guardian
Citadel’s fourth level, you stand before the object of five year’s search. You
remove your gloves and gently run your hand over her belly, fighting the
temptation to throw yourself entirely against her. Slowly, you take several
steps back. Unable to resist it any longer, you blurt triumphantly to the crew,
“The Titanic! What a find!”

145) This paragraph can be reached from no place in the whole adventure. We
know who you are, and we will get you for reading this paragraph. Expect it
most when you expect it least.

146) The bartender leans forward. “Darwin was a science base a long time
ago. Supposed to be hush-hush, but I grew up in its shadow, so....”

147) You flip the lifeless Hewey onto his back with the toe of your boot. After
you rummage through his pockets, you start removing his jewelry, having a
particulary hard time working the ID bracelet over his swollen hand. You final-
ly separate it from the dearly departed with a hard jerk that pops the bracelet
off. Flipping over the bracelet, you read only the etching of “11.”

148) The Hobo lowers the now empty bottle of Snake Squeezins and stares at
you with glassy eyes. “Destroy the wombs and destroy the threat.” He then
passes out.

149) “Hi. They call me Crumb,” he says with a nod of his head. After he
exchanges handshakes with everybody, he tells you “See Faran Brygo. He’s
my boss. Be sure to use the password CLOVER.” As you leave, he yells, “Tell
him I sent you!”

150) “Where did you find that? Oh my god, he must be dead. The Bloodstaff

was stolen from here and I'll generously reward you if you find it and bring it
back. Last I knew he was going back to downtown Needles.”

an

151) Your mouth dries instantly. Perched within a weightless bubble of blood,
aster’s sister laughs derisively. “Come so far just to die. Poor little men.
our world is lost.”

152) The hastily inhaled Snake Squeezins dull the Hobo’s eyes and deepen his
yoice. He tells you, “A body is only a box to keep your mind in.”

- 153) “Not by a long shot,” you scream back at her. You flick the charging level
'éf the needle rifles you found earlier. “Eat hot slivers of death, witch.” The
,ﬂeafeniug roar of your assault swallows any comment she tries to offer.

' 154) As you gently thumb through the brittle pages of the little black book,
you notice a list of names and phone numbers, some of which have four stars

" pext to them. At the bottom of the last page you notice some unusual text:
‘“The launch code is ATOM.”

- 165) You unceremoniously rip the bracelet from Dewey’s limp wrist. Rubbing
~ it against your chest several times to remove the blood, you see “16” engraved
~onit.
’156) The Snake Squeezins vanish into the Hobo faster than water evaporates
~ in the desert. The Hobo smiles quizically, his eyes get a distant look, and he
burps. “Trust the one born beneath the battlefield.”

4

- 157) Finster and his sister stand over your dead bodies. “The fools should
have realized,” she says, “those were my weapons. Having them explode when
- used against me is easy.”

~ Finster smiles. “They were more foolish than that, Lucretia. They actually
rusted me.” The twins’ laughter echoes in your dying ears for an eternity.

3 358) “Where’d you get that ring?” the detective demands. “I think his Holiness
is looking for that thing.”

:5'9) She beckons you to come nearer, the shining three-inch red nail on her
Index finger mesmerizing you closer and closer. Pushing the hair away from
.~ your ear, she whispers, “Ugly’s bomb disarm code is 31-17-54-07-99.”

' .) Snake Squeezins lubricate the Hobo’s throat and loosen his mind to trav-
€l places unknown to the sane. “Man before wife, save a life.”

1) You study the torn piece of paper in your hand. Originally written in red

the text has turned into large fuzzy blotches of pink. Though mostly

readable, you make out the word MUERTE followed by HIDEOUT:

i ATOS, but THANATOS has been scratched out and MORS has been
Titten under it.
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162) The coppery-skinned youth smiles. “I come from the Junkyard Village
My father is the Junkmaster and he’d be very grateful if you would return me
to my home.” He looks down at his feet. “I understand, though, if you do not
want to take me home. You are the mighty Desert Rangers who haye
destroyed the Guardians of the Old Order, so you don’t need any help. Sti]|
my father knows where your enemy lairs.”

Command Summcu']’

Game Play

IMPORTANT: Wasteland is a dynamic game and it's very important that you
understand how it saves and keeps track of the game. The game changes as
you play and updates changes to the disk permanently. If you take an item, it
won't be resurrected just because you leave and return.

The game takes place in many locations. As you explore, you'll often be asked
“Enter New Location (Y/N)?” If you answer “yes” the game will save any
changes to that location, your party’s status, and become your new saved
game locations. If you switch to another location to view a disbanded party,
the statuses of all parties are saved. You should Save the game before ending
each session of play. Then when you go to play again you can pick up where
you left off. However, if your computer has somehow shut down before you
could Save, the computer will search for the last place it saved. This way,
you're unlikely to lose any important recent acquisitions. What can you do if a
character dies? DO NOT ENTER A NEW LOCATION OR SAVE THE
GAME! Turn off your computer and reboot, and your character will live again,
but without anything they acquired since you last saved. If all the characters
die in the midst of general carnage and mayhem, your computer will state the
obvious: “Your life in Wasteland is over.” Don’t get depressed, just reboot and
the game will return your characters to either the last time you saved or the
last time the game map changed. (This assumes, of course, that there’s some-
place to return to.)

Time and Distance
Wasteland’s maps vary in scale. The desert map contains the city maps which
in turn contain maps of buildings and underground locations. In combat, dis-
tances may seem a bit off for the map you're on, but these are tactical dis-
tances valid for combat only.

Because the maps differ in scale, time passes differently on them. A single
keystroke will move you one space in both the desert and in a building, but
the amount of time each move takes is different. Time passes more quickly
during overland travel, which the game takes into account for healing and
deterioration purposes. And remember that time passes for both the main
Party and dishanded characters. If you send a disbanded character off to find a
doctor for an injured comrade, that comrade will keep on bleeding.

If you want time to pass without moving your party, press <ESC> or place the
mouse icon directly on your party and press the mouse button. If you wish
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time to pass more quickly, hold down the <ESC> key or keep the mouse but-
ton depressed.

Reviewing Messages

Wasteland involves a great deal of text. This text includes descriptions of your
surroundings, descriptions of non-player characters, clues and references to
the Wasteland paragraph section included in this manual. If you wish to refer
back to or review a previous message, press the Pg Up key and keep it
depressed until the desired message appears. To return to the most recent
message, press the Pg Down key and keep it depressed until that message
reappears.

Selecting Options
Whenever you need to select an option, press the first letter in that option
(unEquip if the exception; in this case press E) or click on it with your
mouse.

Whenever you need to select an item, skill or attribute from a list, press its
number or click on it with your mouse. To scroll through a list use the up and
down arrows, the right or left arrow, the I key to scroll up or the K key to
scroll down, or use the mouse to click on the next option or click on the up or
down arrows on the right side of the option window.

Movement Commands

There are three ways to move your party: Use the cursor keys, the mouse, or
type I to move up, J to move left, K to move down or L to move right. When
you use a mouse, a directional arrow will appear on the screen pointing for-
ward, left, right or backward. Move the mouse in the direction you want to go
until the directional arrow points in that direction. Then hold down the mouse
button to move in that direction. The Spacebar toggles the view of the party
roster on and off.

Ranger Center
The following options appear at the bottom of the screen when you're at
Ranger Center.

Create Creates a character
Delete Deletes a character
Play Begins Play outside Ranger Center

Non-Combat Commands

jrst letter of the command or clicking on it with your mouse.
Use Use a skill, item or attribute.

En Simulate an Encounter. This calls up combat commands, which
you can use to initiate combat or use the Hire command to hire a
non-player character into your party.

Order Establish a new party marching Order.

' Disband Disband the party into two or more groups. This command can

also be used to permanently dismiss a Non-Player Character from
your party.

 View Alternate the View between two or more groups.

‘Save Save the game. When you use the Save command, the computer
will ask “Save Game (Y/N)?” If you answer “yes” the computer
will save the game at that point and ask “Quit Game (Y/N)?” If
you answer “yes” the computer will return you to the DOS
screen, and if you answer “no” the computer will continue the

, game. If you answer “no” to “Save Game (Y/N)?” the computer

' will still ask “Quit Game (Y/N?)” If you answer “no” the comput-
er will continue the game. If you answer “yes” the computer will
return you to the DOS screen, and the next time you reboot the
game, it will start at the last point you saved.

Radio  Radio Ranger Center to see if any party members have
earned promotion.

Print Prints party information when the roster is displayed.
<SHIFT>-# Call up the Use command for a specific character.

- <CONTROL>-R  Reorder items and skills for a selected character when
those menus are displayed.

PgUp & Pg Dn  Scrolls through the messages at the bottom of the screen.

) t during combat, you can use the following commands by pressing the
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Combat Commands

Note: Some weapons have a limited range in combat situations. Contact
weapons, such as knives, axes, fists, etc., are ineffective against opponents
more than 14 feet away. Attacking opponents more than 14 feet away requires
projectile weapons, such as throwing knives, pistols, rifles, etc.

When you engage in battle, choose from the following options by pressing the
command’s first letter or clicking on the command with your mouse.

Run Move party or individual character one space.
Use Use a skill, item or attribute.

Hire Hire a Non-Player Character to join your party.
Evade Evade an enemy.

Attack Attack an enemy.

Weapon Change Weapons.

Load/Unjam Load and/or Unjam a weapon.

<SPACEBAR> Show map of immediate area during combat.

<CONTROL>-A  Show list of enemy groups and their distance from the
party. This will only work with player characters,
not hired NPC’s, and only when your foes are within
range of your weapons.

<ESC> Cancels commands.

To speed the combat scrolling rate, press the up arrow key on the keyboard or
click on the “fast” command on the screen with the mouse. To make it slower,
press the down arrow key on the keyboard or click on the “slow” command on
the screen with the mouse.

Viewing Characters
Enter a character’s number to view their statistics. The options you can use in
this mode are:

From the first screen
This screen shows a character’s attributes:
Pool Pool all the party’s cash and give it to the character you are view-ing.
Div Cash Divide cash evenly among the party.
<ESC>  Cancels commands.
(Press <enter> to go to the next screen.)

From the second screen

This screen shows what items the character has. Enter an item number and

the following options will appear:

Reload Reload weapon. (Only appears if you choose an ammo clip
for the currently Equipped weapon.)

Unjam Unjam weapon. (Only appears if your currently equipped
weapon is jammed.)

Drop Drop an item.

Trade Trade an item.

Equip Equip or unequip an item.

<CONTROL>-R Reorder items.

<ESC> Cancels commands.

‘When prompted Y/N, press Y or <enter> to accept the option.
(Press <enter> to go to the next screen.)

From the third screen
This screen shows the character’s skills.
<CONTROL>-R Reorder skills.
<ESC> Cancel commands.

Macro Functions

Macro functions condense the several key strokes needed to give certain com-
mands into one key stroke. To create a macro function, press <control> and
any one of the function keys, F1 to F10, simultaneously. A message,
REC.MAC. (with a number from 01 to 10 corresponding to the number of
the function key you are pressing), will appear in the upper left corner of the
screen; when it does, release the <control> and the function key again, the
message in the upper left corner of the screen will vanish and the macro func-
tion will have been created. Pressing the appropriate function key thereafter
will repeat the entire command or series of commands. (Example: If you want
time to pass more quickly, press <control> and F1 and then release them
when REC.MAC.01 appears in the upper left corner of the screen. Now press
<ESC> several times, and then press <control> and F1. Every subsequent
time you press F1, time will pass as if you had pressed <ESC> several times.
A macro function can be erased by pressing and holding down <control> and
Pressing the appropriate function key twice.
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Battle Chess®

here is a darkness over the battlefield. The wind sighs gently and

there, in the distance, comes the flash of lightning and the rumble of

thunder. With a sudden gust of wind, your warriors appear: the

King, the Queen, two each of Bishops, Knights and Rooks, and
before them all, a row of Pawns. Waiting, your King turns to you, ready to
order his servants forward to their deaths in your battle to rule the field. Yet
you hesitate. In that moment, you hear the clank of armor as the wind grows
stronger, and somewhere nearby, there comes the sound of metal upon metal
as one of your warriors draws his blade, impatient for the coming slaughter.
Suddenly, the thunder crackles overhead and lightning flashes shadows upon
the checkered board. The time has come. There can be no more delay. The
storm is upon you, and so too the battle. You make your choice—a Pawn
marches forward against the darkness opposing you. And here Battle Chess
begins...

This manual includes
the basic rules of chess,
the movement patterns
of each piece, some
simple suggestions to
help you win, and an
explanation of the
different phases of the
game.
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Welcome

We at Interplay thank you very much for purchasing Battle Chess®. We wel-
come your comments on all of our titles. If you would like to write to us, our
address is:

17922 Fitch Avenue, Irvine, CA 92714

Technical Support (714) 553-6678
Orders only (800) 969-GAME

BATTLE CHESS Reference Information for
IBM/Tandy & 100% compatibles

From the hard drive (C:, D: —the hard drive is where Battle Chess is installed)

1. Type: CD\CHESS <ENTER>.

2. Type: CHESS <ENTER>.

3. There are several options that you can use after you type CHESS but

before you press <ENTER>.

A. If your modem is in COM2:, type CHESS /COM2 <ENTER>.
B. If your mouse is in COMI:, you must use the COM2 option (e.g.
CHESS/COM2).
C. If you wish to use the keyboard, or are having problems (screen blinks,
flashes or is frozen) with the mouse, type CHESS /KEYB <ENTER>.
D. If you have a SoundMaster card use CHESS /SOUNDMASTER option.
To adjust the volume of your SoundMaster card use /Vxxx, where xxx
is a number from 0 to 255 for the volume.
E. If you have an Adlib or Sound Blaster card, use the /ADLIB option.
F. You can string options together by separating them with a space (e.g.
CHESS /KEYB /COM2). This selects the modem in COM2: and key
board control.

Starting the Game

The title screen will appear as the game loads. If you have a sound card and
are using the VGA version, the music will still come from the internal speaker
(other sounds will come from the sound card). Press <ENTER> to get past the
title page. At the title page, you can press FI to see a list of any recent
changes or revisions.
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WRTANT! — Once the board comes up, you will see a window in the cen-
3 u, of the screen. The window will have two chess players and a chess move

from a specific game in the back of the manual (appendix A, starting on page
46). Find the proper game and type in the correct move, either Black’s or
White's , exactly as printed, then press the <ENTER> key. For example, if
pmmpted for Black’s move #17 in Bird-Morphy, London 1858, you would type
rxBP! ! then press <ENTER>. The game will finish loading after you
correctly type the move. This is your code for loading Battle Chess — it will
not load the historic game.

Movement
Using Keyboard:

To move your chess pieces, use the arrows to position the flashing square
under the piece you want to move, then press <ENTER> to select it. Select the
desired destination square by using the arrows and press <ENTER>. You will
notice that legal moves are flashing blue squares and illegal ones are flashing
green. You can also move the flashing square by using chess notation. For
example, to move the Knight you would type B1 <ENTER> C3 <ENTER>.

Using Mouse/Joystick:

To move your chess pieces, use the mouse/joystick to position the flashing
square under the piece you want to move, then press the left button to select
it. Select the desired destination square by using the mouse/joystick then
press the left button. You will notice that legal moves are flashing blue
squares and illegal ones are flashing green. Pressing ALT-J will center you
joystick.

Battle Chess Menus

Using Keyboard:

Press the F1 key to bring up the menus. Use the arrows to switch between the
menus and highlight an option. Press the <ENTER> key to select it. Press the

ESC key to exit without selecting. Note: F1 Key disabled in mouse/joystick
mode.

Using Mouse/Joystick:
Press the right button to bring up the menus. Keep holding the right button
down as you move the pointer over menu titles and the

BATTLE CHEss®




appropriate options will highlight. Move the pointer down to the option you
desire and when the option highlights, release your hold on the right button.
The four menus contain the following options:

DISK: Load Game, Save Game, New Game, Set Up Board, Quit.

MOVE: Force Move, Take Back, Replay, Suggest Move.

SETTINGS: Sound On/Off, 3-D Board, 2-D Board, Human Plays REd,
IBM Plays Red, Modem Plays Red, Human Plays Blue, IBM Plays Blue,
Modem Plays Blue.

LEVEL: Novice, Level 1 ... Level 9, Set Time.

Menu Options Explained
The Battle Chess® menu bar is normally invisible so you can see the whole
chess board.

File menu

Load Game:

If you've saved a game before, this option recalls the game and picks up where
you left off. After selecting Load Game, the Load window will then appear, dis-
playing a list of your saved games. Select the game you wish to load by double-
clicking with the mouse or by using the arrow keys and pressing <ENTER> if
you don’t have a mouse. The game will load with its saved settings.

Save Game:

Pick this option if you want to save a game to disk while the game is in
progress. The Save window will appear. Choose a slot with the mouse or the
arrow keys, type a name for the game you wish to save, and then press the
<ENTER> key.

New Game:
This option lets you start a new game. If the game you’re playing is too grim,
you can give it up and start over with this option.

Set Up Board:

This option lets you set up games for testing strategies or for playing classic
chess problems. Set Up is performed on the 2-D board with the additional
chess pieces arranged vertically on each side of the board. Any of the pieces
can be selected and moved into any position by clicking on
them with the mouse. Keyboard users: To select a piece on

INTERPLAY

‘n‘e side of the chess board, press the F3 key, then using the arrows, choose a

specific piece, and press the <ENTER> key. This will return your chosen piece
to the chess board.
From Set up, you have three additional menu options:

Clear Board: Removes all pieces from the board.

Restore Board: While remaining in Set up, this aborts any changes
you've made.

Done: Returns you to normal playing mode so you can play the game
you've set up.

Quit: You've had enough. Exit to DOS.

Move menu

Force Move:
If you get impatient while waiting for the IBM to make its move, you can

force it to move with this option. This interrupts the computer’s thinking
process and makes it take the best move that it has thought of so far. This
command is not instantaneous.

Take Back:

This option will take back the last move made by either side. You can contin-
ue to take back as many moves as you want, back to the first move you made.
Replay:

This option is the reverse of Take Back. It restores a move you have taken
back. You can do this for as many moves as you have taken back.

Suggest Move:

Want a hint for your next possible move? This option will give you that hint.
Flashing highlight will appear on a square occupied by one of your pieces and
the suggested destination square.

Settings menu
Sound On/Sound Off: Turns music and footstep sounds on and off.

3D Board/2D Board: Switches between the 2D board, which is a standard
chess board without animation, and the 3D board, where the pieces move and
fight with animation.

- [
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Human, IBM, Modem Red: You can select only one of these options at a time.
The selected option tells the computer who plays the Red pieces. (Of course,
“Red” in Battle Chess® is equivalent to “White” in regular chess.)

Human, IBM, Modem Blue: You can select only one of these options at 3
time. The selected option tells the computer who plays the Black pieces,
(“Blue” in Battle Chess is equivalent to “Black” in regular chess.)

To watch Battle Chess play itself, set both colors to “IBM”. To play against 3
friend using the same computer, set both colors to “Human.” To play against a
friend on a different computer, see Step by Step Modem Play Instructions, below.

Level menu
Only one Level may be active at a time.

Novice: Sets the computer to be at its easiest to beat. Novice level will take the
shortest amount of time to think and will occasionally make some critical
mistakes.

Levels 1 to 9: The higher the level, the more time the computer will take to
think. More time means that Battle Chess® has more time to find a better
move and will correspondingly play a better game of chess.

THINKING TIME PER LEVEL

Level Avg. Thinking Time/Move
Novice Special

5 seconds

10 seconds

20 seconds

40 seconds

1 minute, 20 seconds

2 minutes, 40 seconds
5 minutes, 20 seconds
10 minutes, 40 seconds
21 minutes, 20 seconds

W00~ Ul W -~

Set Time: If you wish, you can set Battle Chess to think for any amount of

time. The number you enter will be the maximum amount of time Battle

Chess will think, from 1 minute to 10,000 minutes. Baftle Chess will move
before this time limit is up.

INTERPLAY
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cut Keys
you don’t want to use the mouse to select the menus, certain shortcut keys
e available in combination with the ALT key. They are as follows:

ALT-F Force Move

ALT-T Take Back

ALT-R Replay

ALT-M Suggest Move

ALT-S Toggle Sound On/Off

Playing Battle Chess by Modem

You can play Battle Chess against a distant opponent if each of you has a
ﬂ_ayes-compatible modem hooked up to your computer. If your modem is
properly connected to either COM1: or COM2:, as shown in your modem
manual, there are 3 steps to start playing over the modem with Battle Chess:

1. Arrange with your opponent who will play Red and who will play
Blue. After you've agreed, both of you should load Battle Chess and
set your opponent’s color with the “Modem Plays Blue” or “Modem
Plays Red” menu option. Hang up the phone on both ends before
continuing.

2. One player must set his modem to auto-answer mode. You can do
this by pressing F2 then typing: A7S0=1 and pressing <ENTER>.
(That’s a zero, not the letter “0”).

3. The other player must call the player whose modem is set to auto-
answer. To dial a number, press F2 then type: ATDT555-1212
Substituting the correct phone number, and press <ENTER>. You
can use any phone number with the ATDT command, including area
codes. Your modem will pick up the phone and dial the number, and
if all goes well, it’ll then connect with the modem on the receiving
end. If you get this far, you're set; you can start your chess game.
When you move a piece, that move will happen on your opponent’s
end as well as your. Not that after two players are connected, the
menu options New Game, Set Up Game and Load Game will send an
entire new chess board to both sides, discarding the current game.

When you set one player to modem you can send text
to your modem or opponent by pressing the 72 key.
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This will bring up a dialog box in which you can enter a line of text.
The window will disappear when you finish with <ENTER> and the
line of text will be sent. This is the way you control your modem in
Battle Chess, using the modem’s AT commands, and it is also the
way you send messages to your opponent once you are connected. A
window will pop up on your opponent’s screen with you message.
After your opponent dismisses this window, the game can continue.
You can receive these messages at any time except when a window is
open on your screen. If you type modem commands in this way, the
modem will act on them. See your modem manual for details on AT
commands.There are two steps to break the connection and hang up
the phone. First press F2 and type: +++ (three plus signs), then
press <ENTER> and wait a moment. This will get your modem’s
attention. Then press F2 and type: ATH and press <ENTER> to tell
your modem to hang up. This will close the connection between two
players. Battle Chess communicates at 300 baud with 8 bits and no

parity.

Playing Battle Chess with Null Modem Cables

If you and an opponent have two computers, you may play with one person at
each computer. Hook up a null modem cable between the computers’ serial
ports. Then one person should pick “Modem Plays Blue” and the other “Modem
Plays Red”. You can proceed to play as if you were connected by modem. The
only difference is that you never need to type any dialing commands.

Playing Battle Chess®

Movement

The white pieces (colored red in Baftle Chess) move first. To move a piece,
click on the square the piece stands on with the left mouse button, and then
on the square you want to move to. If the destination square does not flash
when you point to it, then the piece cannot legally move there. If you change
your mind after clicking on a piece’s square and you want to move a different
piece, you can click again in the piece’s square to de-select it and start over.

After the piece walks over to the square you select, it will be Black’s turn. (In
Battle Chess, the black pieces are colored blue.) If your opponent is a human,
use the same technique to move the piece you wish. If your opponent is the
computer, it will think for a few seconds (depending on the
Level menu) and then move its chosen piece.
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lay then alternates back and forth between Red and Blue until there is a
1.ﬁ‘,,eckmate or stalemate, ending the game.

pawn Promotion

’ Wheﬂ a pawn reaches the eighth rank, a window will appear in the middle of

the screen. Click on one of the pieces in this window to promote your pawn.

En Passant
To perform this uncommon move (as discussed in the manual on page 21),

move your pawn to the square directly behind the enemy pawn. The pawns
will know what to do after that.

Castling

If it's legal to do so (as discussed in the manual), you may castle by moving
your King two spaces to his destination square. The rook will know what to do

on its own.

Check
When your King is in check, the cursor will change to a “check” icon. It will
change back to normal when the King escapes check.

Checkmate

When the King is in check and cannot escape, checkmate occurs, as discussed
on pages 24-27 of the manual. When this happens, the piece that forced the
King into checkmate will automatically move and capture the King.

11
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Chess is a sea in
which a gnat may
drink and an
elephant may bathe.

- Indian Proverb

Basics of
Chess

he goal of playing a game of chess is

identical to that of many other games:
specifically, defeating your opponent. In
chess, this is done by placing your oppo-
nent’s King in checkmate. Every move yoy
make should be for this goal and to prevent
your opponent from doing the same to you!

The Basic Basics

Here are the rules of chess in a nutshell:

*Two opponents play against each other. One
player is usually White and the other Black.
In Battle Chess® Enhanced CD-ROM, the
White pieces are colored red, and the Black
pieces are colored blue.

eEach player has one King, one Queen, two
Rooks, two Bishops, two Knights, and eight
Pawns.

*The object of chess is to checkmate your
opponent’s King.

*The White player always moves first and
then the two players alternate moves. You
must move when it is your turn.

eYou may only move one piece per turn
(with the exception of castling; see
Castling) A move is when a piece moves
from one square to another square. Each
kind of piece moves in its own individual

INTERPLAY

scribed in The Individual Pieces

(except the Knight) may jump over
s through any other piece on the
when it moves. Only one piece can be
same square at a time.

> may capture any of the opponent’s
by landing on the same square with

, captured piece is removed from the
and is out of the game. You may only

e one piece per turn.

an opponent’s piece threatens the
er player’s King, meaning that piece
ture the King on the next move,
ing is said to be in “check.”

King is in check, you have three

s: One, you must move your King out

- two, block the attack with another
or three, capture the piece putting
King in check. If you cannot escape

in any one of these ways, the King is in
ate,” you lose, and the game is over.
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Figure 17: Initial positions.
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The Pieces

In Battle Chess®, your pieces will appear
in Figure 17. Read The Individual Pieces f,
their characteristics.

The Board

As you can see by looking at your screen, the
chessboard consists of 64 alternating dark
and light squares, 32 white and 32 black. Foy
the purpose of this manual, the light squares
and pieces will be referred to as white ang
the dark as black to match traditional chess
notation. The squares are arranged in 8 rows
and columns. When you start up Battle
Chess, all the pieces are in their starting
positions. All chess games start from this ini-
tial position.

Movement

In Chess, White always moves first. This
means that the player controlling the White
pieces moves one White piece for their first
turn. The Black player moves next, also lim-
ited to one move for one piece. The actual
game itself consists of the players making a
series of alternating moves, one piece at a
time. White first, then Black, then White,
then Black, and so on until the end of the
game. The only time that a player may move
more than one piece per turn is during
castling (see Castling), and this may occur
only once per player per game.

INTERPLAY

avement Restrictions

th the exception of the Knight, all chess
. #es must move in straight lines. Some
gss pieces may move on the rank, that is,
in any straight line across the board (see
__-m?igwe 18a). Other pieces may move on the
~ #1p that is, in any straight line up and down
‘ri.ﬂ'l? poard (see Figure 18b). And there are
~ other pieces which move on the diagonal, or
L: inany straight line of squares that meet only
at one corner (see Figure 18c). Some pieces
‘may move using a combination of these: on
the rank, on the file and/or on the diagonal.

" The only restriction on this movement is
that you cannot move your pieces through or
into a square already occupied by another
“one of your pieces. The exception to this
restriction is the Knight, which can move
through or over pieces, but cannot land in a

- square already occupied by a piece of his own

~ color or the opposite color unless he intends

- to capture it. You can move a piece into a

- square already occupied by one of your oppo-

- nent’s pieces provided you have an open line

-;hf attack. This is your primary method for

- capturing an opponent’s pieces. Specific

- methods of attack will be covered under each

~ individual piece description.

A

Figure 18a: Moving on the rank.

Y

Figure 18b: Moving on the file.

Figure 18c: Moving on the
diagonal.
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The Individual Pieces
The King

The King is your Moy

above, once he is chey,
mated, the game is over.
The two primary gog]g o
your game, then, wi|| e
to protect your King
from being checkmated and to put your Oppo-
nent’s King in checkmate instead. You wil| 4,
this by using a combination of defenses apg
attacks by your various pieces. Without then,
your King is practically helpless.

With the exception of castling, your King can
only move one square at a time in any one
direction (see Figure 19). Under no circum-
stance may your King move into check,
meaning your King may never move directly
into an open line of attack from an opposing
player’s piece. If you did then you’d lose the
game, This does not mean, however, that
your King is completely defenseless. If there
is an enemy piece directly adjacent to your
King, you can use him to take that piece, pro-
vided that you're not moving him into check
This is the only way you can use your King t0
directly attack another piece. The King is not
a piece intended to be used heavily i
offense. In fact, it’s fairly safe to say that i
you're reduced to relying heavily on the
King’s offensive capability early in a gam®
things are getting pretty grim. Toward the
end of a game, however, both sides have us*

INTERPLAY

important piece. As ot ‘

‘Pgen reduced to a handful of pieces, and
+his time the King’s attacking power can be
E useful. Generally speaking, you should

e toward successfully defending the King
le carrying on your offense with the other
a s, and with this balance of power you'll

» a much better chance at victory.

The Queen

Like your King, your Queen
can move or attack in any
straight line in any direc-
tion. Unlike your King,
however, your Queen can
move as many squares as
she wants, provided there is
an open path (see
iovement Restrictions and Figure 20a). No
other piece has such a wide range of move-
ment, which makes the Queen your most

erful piece. Even so, don’t be tempted to
¢ or rely too heavily upon her. As you
see, a good game of chess is won using a
combination of pieces, and over-reliance on
any one piece is an almost guaranteed path

The Rook

Your Rooks (each side has
two) are restricted to rank
and file movements only
(movement across the
e board or movement up

down the board). Like the Queen, either
k can move from one side of the board to

A

Figure 20a: The Queen's range.

Figure 20b: The Rook’s range. I
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Figure 21a The Bishop’s range.

Figure 21b: The Knight’s range
and L-shaped pattern.

p. 4
| 3

Figure 21c: The Knight ignores
pieces of both colors in its path.

the other during a turn, again provided the »

rank and/or file is clear of obstructing Pieces.
Because of this movement capability, yoy,,
Rooks are considered second only to your
Queen in terms of power (see Figure 20b).

“}} The Bishop

\ Your two Bishops are
restricted to diagonal moye.
ment only. For instance, pro.
vided that you have an open
path, you can move a Bishop
from the lower left corner of
the board to the upper right

corner. Keep in mind both Bishops start on a
color, one on black, one on white, and each
Bishop must remain on that same color for
the entire game. If you play as White, the
Bishop on the left hand side of the board
starts on a black square, and will always
move on black squares (see Figure 21a).

The Knight

The Knight is your most
unusual piece. Rather
than moving in a straight
line like all the other
pieces, he moves in an L-
shaped pattern. Also
unlike all the other pieces,
he can skip over any pieces in his way:
Unlike checkers, however, this does not
mean that he captures any of those pieces. If
there is an opponent’s piece on the square
where the Knight lands, only that piece i

18
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ed. Although it should be fairly obvi-
eep in mind that your Knights cannot
on a square already occupied by one of
¢ own pieces (see Figures 21b-c and

The Pawn

The Pawn is your weak-
est piece, and as a result,
the most expendable.
This might be why you
get eight of them. Pawns
act as the footsoldiers or
pikemen of your army,
cing slowly across the board, perform-

to defend your side against your oppo-
it’s attack. Unlike any of your other

he exception to one square at a time is on
W Pawn’s first move. It may, but is not
equired to, move forward two squares at
hat time. See Figure 23a for an illustration
movement. Each of your eight
awns may do this once on each of their first

ke the other pieces, the Pawn’s attack
ttern does not match its movement pat-
€. Rather, the Pawn may only attack one
Pace at either diagonal ahead of it (see
Figure 221).

il |a
L4 i
a
L1 2
E A

Figure 22a: The white Knight
may capture any black piece.

Pe

[ala

Figure 22b: The white Pawn may
only capture either one of these
side Pawns.
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Figure 23a: Black Pawn makes
its initial two-space move.

Figure 23b: White Pawn performs

en passant, capturing black.

_—

18 I
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Figure 23c: Final position.
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The Pawn may not attack ahead of itsef So |

the Pawn may never move into a squgy,
directly ahead if it's occupied by any othey
piece. Often two Pawns meet and are deyq_
locked until another piece captures one of
the Pawns, or until one of the Pawns ¢y,
capture a piece diagonally ahead.

En Passant

There is another method of attack that
occurs in only one situation: when an enemy
Pawn moves two squares forward, bypassing
one of your attacking Pawns (this can only
happen on the enemy Pawn’s initial two-
space move). On your following turn youy
bypassed Pawn has the option of capturing
the opposing Pawn even though it is not at a
diagonal from yours. Your Pawn merely
advances diagonally by one square, moving
into the square directly behind the enemy
Pawn (as though the enemy Pawn only
moved one square), and your opponent’s
Pawn is captured. This move is called en pas-
sant (a French term meaning “in passing”).

It is not a required move. There may be
times when you will not want to take your
opponent’s Pawn in this situation. If you do
not take your opponent’s Pawn at that time,
you may not repeat en passant with that
same enemy Pawn. En passant only occurs
when an enemy Pawn advances two squares,
an event which only occurs once per Pawn in
any game. Three turns later, for example,
you cannot follow through an en passant (se¢
Figures 23a-c).

INTERPLAY

v if one of your Pawns manages to
» entire board, upon reaching the
side of the board, your Pawn gets
d to another piece. Your Pawn
into a Queen, a Rook, a Bishop or a
(it's your choice as to which piece it
s, but it must change into some-
Your Pawn may not remain a Pawn,
it become a King. If you somehow
‘to move all eight Pawns to the other
the board you could have nine Queens
board: your original Queen, plus eight
woted Pawns (see Figure 24a-b).

e Individual Importance of

h Piece

now, you should be getting a sense of the
f each piece. The Queen is your most
piece. The Rook is considered next
wer, and the Bishop and Knight are
(in third place. Although the Knight is
ed in how many squares he can move in
he can still use all 64 squares of the
. A Bishop, on the other hand, can use
32 squares maximum (remember, a
p always stays on his starting color),
this trade-off between mobility and the
itial number of squares that can be
d ties these two pieces at third in
er. However in the end game, two
Ops are favored against two Knights or
: op and one Knight. Last, of course,
e Pawn with its very limited mobility.
on’t forget the Pawn is able to change

4.5

I’e

v

N

Figure 24a: The Pawn’s
opportunity for advancement.

Figure 24b: A Pawn’s promoting

move.
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Figure 25a: White before castling.

B

]

)

Figure 25b: Castling King-side.

" e

N
g

1B

Figure 25c¢: Castling Queen-side.

into the most powerful piece if it cap be
moved completely across the board. As for
the King, he is admittedly limited in POwer
through most of the game, but as both sige,
lose more pieces the King's limited poye,
becomes more useful.

A way of remembering all of this is to thipj
in terms of points: a Queen is worth abouyt g
points, a Rook about 5, a Bishop or Knight
about 3, and a Pawn about 1. Keeping this i,
mind, you can see that you would come gyt
well ahead in power if you were able to trade
a Knight for a Queen. On the other hand, the
exchange of a Knight for a Bishop is ordinar-
ily a fair trade. Keep in mind again, that
there will be times when you may want to
trade a high value piece for one of much
lower power. For instance, if by trading a
Queen for a Pawn you can set up for check-
mate in the next move, then it wouldn’t real-
ly matter how many points you lose in the
piece transaction.

All that ultimately matters in the game of
chess is whether or not you win the game.
Everything else, including points, is second.

Castling

Castling can occur only once per player per
game. It is the only time a player may move
two pieces during one turn, and the only
time that a King may move more than oné
square during one turn. It is a powerful
defensive move, and as a matter of good
strategy, it is recommended that you castle
fairly early in the game.

INTERPLAY

ling can only occur when there is a clear
tween your King and either of your
. Provided you meet that and a couple
her restrictions, you may move your
g two squares to the right or left, depend-
which Rook you are using. That Rook

oved to the opposite side of the King.
you are finished castling, the Rook
up closer to the center of the board
h makes it more versatile, and your
ing is placed in an easier defended space
e Figures 25a-c).

g Restrictions

' surprisingly, there are restrictions on
use of castling. You already know one of
em: There must be an open path between

King and the Rook which will be used to
tle. Second, the Rook and King must not

been moved at any time during the
preceding the castling. Third, the King
not be in check, cannot move into
, and cannot move through check. If
€ is an open line of attack by an opposing
on any square in between the King and
ook, the King may not castle in that
tion, even if the path is clear of other
S. Figures 26a-c show situations in
ch White may not castle.

g

8 | =
Figure 26a: You cannot castle
while in check, either side.

@

i

g’v - ‘ ' g

Figure 26b: You cannot castle
through check (king-side) but
you may castle queen-side.

o

Figure 26¢: You cannot castle
through check (queen-side) or into
check (king-side.)
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“. master chess grips
its exponent,
shackling the mind
and brain so that the
inner freedom and
independence of even
the strongest
character cannot
remain unaffected.”

- Albert Einstein

Check and Checkmate

he terms check and checkmate hy,,
been used several times in this many;
Here, we will go into more detail.

Check and checkmate always involve th,
King because the King is the only piec,
which can be placed in a condition of check
or checkmate. The King is the only piece
which cannot put another King into check o
checkmate, although sometimes he assists,

Check occurs when a King is under direct
attack by an enemy piece. In the case of the
Queen, Rook, Bishop and Pawn, this attack
will come in a straight, unblocked line (rank,
file, or diagonal) to your King. In the case of
the Knight, the direct attack will be in an L-
shaped pattern, possibly directly over some of
your defending pieces. Keep in mind that a
Queen, Rook or Bishop can place your King
in check from the opposite side of the board,
provided that there is an open path between
the attacking piece and your King. As for the
Pawn, it can place your King in check only if
it is at an adjacent diagonal from your King.
The only exception to this is when a Pawn
actually reaches the other side of the board.
At that time, as the Pawn is promoted, a King
in that same rank, file or diagonal may sud-
denly fall into check as the Pawn is replaced
with, for example, a Rook or Queen. Again
the King can only be in check at that
moment if there is an open path between the
King and the attacking piece. The only
exception to this is the Knight, which neve’

24
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, are three ways to escape check:

ing may move out of the line of

e attacking piece may be captured.

ust escape check in one of these ways
on as the King is in check. If you can’t
2 check the King is in checkmate and
jame is over. A simple definition of
mate: “An attack on the King which
s no possible escape.”

may never move the King into check,
nove another of your pieces so that an
ed line of attack places your King in
¢. A piece preventing your King from
in check like this is called a pinned
These rules may be factors in blocking
ing’s escape from check so watch out
em. As stated earlier, one of your prime
ives is to avoid being placed in check-
, while trying to place your opponent’s
) _-checkmate.

Nigures 28a-c and 29a-c for several
les of check and checkmate:

The White Queen is checking the
King. The Black King can move one

2 to the left or right to escape check, or
its Bishop between the King and

 to block the attack.

es an open path between it and any

Figure 28¢c
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Figure 29a

Figure 29b

18-

T3

Figure 29c

28b—The White Bishop is checking the
Black King. The King can escape check by
moving one square to the left or right.

28c—The White Bishop is checking the
Black King. The Black King can escape by
moving to quite a few different squares, oy
the Black Rook can move to block the
attack.

29a—A “discovered check.” When the Whit,
Knight moves, the Black King discovers thq;
he has been checked by the White Rook.
(The Black King can escape by moving to
either side.)

29b—A checkmate of the White King by the
Black Queen. The Black Queen has just
moved across to QR6 (QR6 is chess notation
which will be discussed next), checking the
White King. Since there is no place the
White King can move where he won'’t be in
check, it’s checkmate.

29c—A checkmate of the White King by the
Black Bishop. Again, the White King cannot
escape from check, so he is in checkmate.

If you wish to review the specifics on each
piece before we continue, refer to the previ-
ous sections. The next part of this manual
deals with chess strategy.

Chess Notation

To show you some basic opening moves,
and to show you how to study and under-
stand other books on chess strategy, you
should know the two basic forms of chess
notation.

The two most popular ways to note the movef
in a game of chess are called “algebralC
chess notation, and classical chess notation-

INTERPLAY

praic Chess Notation
form of chess notation simply notes the

" g and ending squares of each move. As
n in figure 30a, each square is marked
o+h one letter and one number. Together
1o Jetter and number are used to denote the
quare. The first file on the left (from the
repective of the White player) is file A, the
d is file B, all the way to the eighth file,
i1e H. The bottom rank (from the perspec-
ive of the White player) is rank 1, the second
k 2, up to the top rank, rank 8.

ower left square, then, is square Al. The
k King is sitting on square E8 at the
ing of the game.

the chess game described on page 33 would be
denoted as follows using algebraic notation:

WHITE BLACK
1. E2-E4 E7-E5
2. FIC4 F8-C5
3. D1-H5 B8-C6??
. 4. H5-F7 mate

1 some chess books or newspaper columns
| see algebraic notation that leaves out
tarting square in cases where only one
could possibly move to the destination
juare. For instance, move 1 could be
scribed as follows:

WHITE  BLACK
1. e4 e5

ES OK to just say “e4” rather than “e2-e4”
e first move, because at the beginning
e game, the only White piece that can
OVe to square e4 is the pawn at e2.

-
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Figure 30a
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Figure 30b: King’s & Queen’s

sides and standard abbreviations.
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Figure 30c: Pawns in chess

notation.
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Figure 31: Names of each square.

28

Classical Chess Notation

If you divide the chess board vertically right
down the middle, you will notice that both
Queens are to one side of the line, while the
Kings are on the other. This is important for
chess notation, since every piece on the
King’s side of the board is referred t, as
“King’s piece” (i.e., King’s Rook, King’s
Bishop, etc.) while every piece on tp,
Queens’ side is referred to as “Queen’s piece»
(see Figure 30b).

This also applies to Pawns (see Figure 3(c),
However it is not necessary to continually
refer to Pawns using their full names. King's
Rook Pawn can just be referred to as a Pawn
during a move unless it is unclear precisely
which Pawn you are using.

As for the files (the columns of squares on
the board), keep in mind that they are named
just like the pieces. The King’s file is the file
the King is located on, while the Queen’s
Knight file is the file that the Queen’s Knight
is located on at the start of the game. The
ranks (the rows of squares across the board)
each have two names, depending on whether
you are looking at them from the Black or
White side.

You should be able to see that every location
on the board can be identified by a combina-
tion of rank and file. Since there are two0
names for each rank location, there are con-
sequently two names for every square. Using
abbreviations, each square on the board is
identified as shown in Figure 31. The toP

ST
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each square is the Black player’s
for that square; the lower name is the
ayer’s name for the same square.

~,"?u- mind that when the White player
s, you must use the White player’s
,s for the squares he or she is playing.
jise, when the Black player moves, use
lack player’s names for the squares he
 is playing.

that you know the names of each piece
ach square, the only other thing to
rstand is the shorthand to record each
. P-K4 is the most common first move
st chess games. It means that the King’s
 moves out two ranks to rank four. The
’s starting position of K2 (King’s Two) is
obvious (on a first move, where else
| it be?), as is the fact that the Pawn
used is the King’s Pawn. No other pawn
reach K4 on the first turn.

ple Chess Game Walk-Through

ut it all together, let’s play a quick sam-
ame over the next few pages, with nota-
and illustrations. This particular game is
d Scholar’s Mate.

notation for this entire game is as

240 Wikl
RAREA

WHITE  BLACK
. P-K4 P-K4 :
2. BB4 B-B4 Figure 32¢
3. QRS N-QB3??
. QxBP mate
it does this mean? Let’s see:
BATTLE
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Figure 33c
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For White’s first move, P-K4, the boarq looks

like Figure 32a. Black responds by doin
exactly the same thing (P-K4) in Figyre 32h

In Figure 32c, White moves its King’s BiShOD
to the 4th rank of the Queen’s Bishop fj]e (B-
B4). Black’s response to this is to moye its
King’s Bishop to the 4th rank of its Queepg
Bishop file (B-B4) in Figure 33a.

The next thing that White does is to moye its
Queen to the 5th rank of the King’s Rok
file. This is an important move because the
Queen is now threatening two of Black’s
pieces. By attacking at a diagonal, the Queen
can take Black’s Bishop’s Pawn on the next
move or the Queen can take Black’s King’s
Pawn (see Figure 33b). One of these attacks,
the attack against the Black Bishop’s Pawn,
will lead to checkmate and the end of the
game if Black fails to respond properly. The
other attack will lead only to check because,
after the Queen captures the King’s Pawn,
the Queen’s line of attack against the King
could be blocked by several Black pieces: the
Queen, the King’s Bishop, or the King’s
Knight.

Black responds to these two potential attacks
by guarding the King’s Pawn. As you can se¢
by the notation, the “??” denotes a very bad
move. The reason? Although the Knight is
now guarding the King’s Pawn, guaranteeing
that the White Queen would be captured if it
were to capture the Pawn, Black has failed to
guard against the more deadly attack: the

INTERPLAY

te Queen’s attack against the Bishop’s
n. The board now looks like Figure 33c.

ite finishes the game by moving the
sen to the 7th rank in the King’s Bishop
and taking the Bishop’s Pawn (see Figure
). This places the King in checkmate.
member our definition of checkmate: the
ag is in check, cannot take the Queen
.: out entering into check (notice that the
gen is guarded by its Bishop at B4), and
inot escape to any other unoccupied
are that is not already under attack by the
gen. Also, the attacking Queen cannot be
sinated by any other piece, nor have its
2 of attack blocked.

sre are several simple ways in which Black
ild have avoided checkmate. One is as sim-
as moving the Black Queen to King’s Two
itten as Q-K2) which would have simulta-
pusly guarded both Pawns under attack
d which would have ended the threat of
ck or checkmate by the White Queen (the
son, of course, is because the White Queen
Id then be taken by the Black Queen).
ure 34b shows this simple defense.

¢ other defenses against this attack should
'-be obvious. Try a few variations on this
ne, and you should see the alternatives.

I now should have a basic understanding
the game of chess as well as a basic under-
ing of chess notation.

W for some more detail...

| A A=
alalala] (W24
a
o i
ES
AIRIAIR] [R[AIR
Balh | aR
Figure 34a
EA4| 22 A=
ARRARTAARR
4 3| [
Al (A
AIAIAIA] |R[AR
gah [ aE

Figure 34b
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Figure 35: Fool’s Mate.

“Hence if the knowledge
of the chess-master were
built into a computer
program we should not
see master chess but
something very much
stronger... To capture in
Ia formal descriptive

scheme the game’s
delicate structure- it is
here that future progress
lies.”

- Professor Donald
Michie

“Programmers’ Gambit”
New Scientist, 1972

The Three Phases of 3

Chess Game

Chess is said to have three phases. anl
opening game, a middle game, anq ..
end game. We'll talk about each of them

The Opening Game

The opening game can be defined as the por-
tion of the game that occurs generally
between the first move and the eighth to the
fifteenth move. The point of the opening
game is to organize and coordinate yoyy
pieces as quickly as possible in order to take
maximum advantage of their power. If you're
a beginner, this is where you are going to
make most of your mistakes. The mistake
made in the sample game Scholar’s Mate, for
instance, is fairly common. An even simpler
variation of that game, which can be just as
easily lost by a bad move, is appropriately
called the Fool’s Mate. This game is pictured
in Figure 35.

As you can see, the attack again relies heavily
on early development of the Queen and on
White’s poor responses to that development.
Keep in mind that the Fool’s Mate and the
Scholar’s Mate are regarded as very amateur
games—ordinarily, even a poor player will
spot your attempt to play one of these games
and will respond with an appropriate defense.

The Fool’s Mate and Scholar’s Mate are two
games to avoid. There are plenty of better
ways to start your chess game. In fact, there

—
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69.5 octillion (169,518,829,100,-544,000,000,000,000,000) possible com-
jons of the first 10 moves. To avoid making the wrong opening moves,
the following things in mind:

~ Your first move should be a center Pawn (the Queen’s Pawn or King's

~ Pawn). Otherwise, do not move too many of the other Pawns and

never forget that a Pawn cannot retreat once it goes forward.

Avoid moving the same piece twice during the opening game.
Remember, if the point of the opening game is to organize and
coordinate your pieces as quickly as possible in order to take
maximum advantage of their power, then wasting several moves on
one piece isn’t likely to assist this.

On the other hand, if by moving the same piece twice you have a
chance to make a useful capture, or if you can take advantage of an

~ opportunity created by a blunder on your opponent’s part, then do it.
The key thing to always remember is that winning is all that matters
~ in chess. If, by breaking some of these general guidelines, you can

- still win, then by all means, ignore these suggestions. However these
guidelines will generally help you win.

- Move out your Knights and Bishops before you move out the Rooks
and Queen. For best control of the board, try to move them toward
the center of the board. From the center each piece will have greater
control of the board around it. From the edge of the board, the area
controlled by each piece is diminished.

Initially, you should stay on your side of the board. This strategy was
' violated by the White Queen in the Fool’s Mate and by the Black

Queen in the Scholar’s Mate. If you try these games against an
experienced player, you will learn the hard way why it’s not a good
idea to violate this particular rule.

- Castle early in the game. This will give you a stronger defense, move
one of your Rooks to a better attack position, and allow your other
pieces to concentrate on the offensive. It is also a good idea to castle
on the King’s side so you have less area to defend.

Do not move your Queen out too early. It is unlikely you will be able
to accomplish a Fool’s Mate or Scholar’s Mate, and it is far more
likely that your opponent will concentrate all attacks
on your Queen.

33
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e Move your Rooks to K1 or Q1. If you have castled early, and if you
opened with a center Pawn move, this will allow your Rooks a
greater range of power than leaving them in either corner.

* Do not prematurely move your most powerful pieces into the centey
of the board. To do so invites attack against them by other pieces—
for instance, to move your Queen out too early invites attack by
weaker pieces, even Pawns. Likewise, if you move one of your Rooks
out into the center of the board prematurely, you risk losing it to a
Knight, Bishop or Pawn.

If you keep these things in mind during your opening game, you will have ,
better chance at winning.

The Middle Game

This is the part of the game that follows your opening development (youyr
opening attempts to maximize your power over the board) and that precedes
the final battle to finish off your opponent. This is the phase of the game
where the attack is critical. You want to be on the offensive here. As in the
opening game, however, there are some general things to keep in mind dur-
ing this phase:

¢ Try to get ahead in power or position. This is the portion of the game
where you will concentrate on capturing pieces, particularly powerful
pieces. Concentrate on attacking, gaining territory and points,
decimating your enemy, and thereby advancing toward checkmate.
Attack, but be certain you are not leaving holes in your defenses
(remember, you should have already castled). Keep in mind that
whoever is on the attack at this time is less likely to make an error
than whoever is on the defensive. Attack!

* Be especially careful where you put your pieces. This may sound like
ridiculously simple advice, but keep in mind that, during the opening
game, the important center of the board is fairly open, still subject to
control by either player. During the middle game, the center is
generally cluttered with many of the squares guarded by one or more
pieces, making each move more dangerous than in the opening game.
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"« Watch your opponent’s moves. During the middle game, your enemy’s
moves will be used to decrease your numbers and increase their power
just like you're trying to do. Always remember that your opponent is
setting up for checkmate.

All of this will set you up for the end game.

‘he End Game

his is the portion of the game where, all things being equal, both sides will
ave relatively few pieces left on the board, the King may actually be part of
n offensive strategy, and where a Pawn or two may even have crossed the
oard to become a Queen or another piece. Because you will have fewer
ieces on the board, the pieces that remain will increase in importance. Now
pore than ever, use every piece to its full potential.

t the end of the game, your least powerful pieces are going to assume a new
mportance. Just the difference of a Pawn or two may decide the outcome of a
ame. Remember that once a Pawn crosses the board, it can be promoted to a
. een. The use of Pawns during the end game is a major end game strategy.

Some Important Pawn-Related, End Game Rules

» If you are two Pawns ahead of your opponent, winning the game is
~ considered easy, assuming you make no major mistakes. This can
even be said of the player who is only one Pawn ahead, but of course,
the opposing player will target that Pawn once it tries to run for a
promotion.

Two of your Pawns in a row (one directly in front of the other) is a
weak position. Likewise, a Pawn by itself is weak or, for that matter,
s0 is a Pawn that is blocked from forward movement.

If one or several of your Pawns are able to pass through your oppo-
nent’s lines of defense, advance them as fast as you can toward the
other side of the board (with the intent of promoting them to

Queens).

If you are one or two Pawns ahead of your opponent, and if you must
make a choice between specific types of pieces to trade, then trade your
power pieces first (your Queen, Rooks, Knights, and
Bishops), but not your Pawns.
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¢ If you are one or two Pawns behind your opponent, and if you must
make a choice between specific types of pieces to trade, then trade yoy,
Pawns, not your power pieces.

e If you are down to one Bishop, avoid putting your Pawns on squares
that are the same color as your Bishop (that is, if you have a Bishop
that moves only one white squares, don’t block the white squares with
your Pawns).

* If you and your opponent trade away all your power pieces, don’t worry,
When Pawns are the only pieces left you still have the potential of trad-
ing each Pawn for a Queen. In some ways, therefore, this is actually the
easiest kind of game to win.

A Few Other End Rules with Other Pieces

By the end of the game your King will become a more powerful piece. Take
advantage of his power; if you are going to use your King offensively, now is
the time.

If you have two Bishops, and your opponent has only a Bishop and Knight,
then you have the advantage. Following that line of thought, Bishops are gen-
erally better than Knights during the end game. So if you must trade power
pieces, trade the Knights first.

Drawn Games: The Other Ending

As said earlier, the entire point of chess is winning. There is another possibili-
ty. If neither side wins, there is a tie game, called a draw.

There are several types of drawn games. These include:

® Draw by Mutual Agreement: This is when both players agree that a
game is drawn.

¢ Draw by Perpetual Check: This occurs when one player continually
puts the other player’s King in check (not checkmate) and the
checked player has no alternative but to endlessly repeat the same
moves to avoid check.

¢ Draw by Stalemate: For the purpose of explaining this, let’s look at it

36

strictly from your point of view. Stalemate occurs when
1) it is your turn to move, 2) your King is not in check,

INTERPLAY

and 3) your only remaining move is to move the King onto a square
‘which would place him in check (which, of course, is illegal). Under
these three conditions the game is a stalemate and drawn. No victory,

1o defeat either.

« Draw by Insufficient Checkmating Material: Simply, neither side has
~ enough pieces left on the board to achieve checkmate. For example,

~ White has a King, and Black has only a King and a Bishop.

» Fifty Move Draw: If fifty moves have been made on each side without
~ asingle capture or a single Pawn move, then the game should be
~ considered drawn (for obvious reasons, this rarely happens).

o Repeat Move Draw: If a player repeats the exact same move for three

" continuous turns, then the game can be considered drawn.

osing Comments

anual covers only the basic moves and strategies of chess as well as
ss notation. With these skills, you can now go to your local library or
ore and find books that will go into much more detail than this manu-
st all of which will include records of the games of past and present
asters. Since you now know how to read chess notation, you can study
from these books and from the games inside them. All of this is
without playing the game, so here in front of you is the battlefield:
essboard. Your warriors stand ready, your training is finished, and
e storm draws near. Baitle Chess® awaits you. Let the battle, and the
begin...

Chess skill does not make a man better,
but it does make a mind better.

- An Old Soviet Saying
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— Ghitescu, Beverwijk 1967, Old Benoni Defense

APPENDIX A: COMPLETE CHESS GAMES

BLACK # WHITE BLACK # WHITE BLACK
What follows here are twenty games played between chess masters. These games byiy, N-KB3 13. RQ1-N1  B-Q2 25. Q-N2 NxR
together everything that has been discussed in the manual...and much more. In eac}, P-QB4 14. N-Q2 K-R1 26. P-K5 R-B2
case, the players are identified with the White player listed first, followed by the loc,. P-K4 15. P-KR4  N-N1 27. QxN R-KR2
tion and date of the match, and the type of opening used. P-Q3 16. B-K3 P-KR4 28. P-K6 B-KN4
For help on understanding chess notation, see the section of the manual titled, “Cheg g_oKz }Z Egi E: gl gg 8)(';4 g’fﬁ;
Notation”. QN-Q2 19. NPxPep  NxP 31. NK4  RxP
N-K1 20. PxP PxP 32. NK4-B6 Q-QB2
(1) Fischer — Olafsson, Bled 1961, Sicilian Defense P-KN3 21. N-B3 N-N5 33. B-K4 Q-R4
N-N2 22. RxN PxR 34. Q-KN3 P-KN4
# WHITE BLACK # WHITE BLACK # WHITE BLACK N-B3 23, NxP N-R4 35, NxB RR1xN
l. P-K4 P-QB4 15. R-Q2 KR-Q1 29. BPxP KRPxP P-R3 24. NxP/N4! N-N6 36. Q-K5+ 1-0
2. N-KB3  P-KN3 16. K-R1 B-B3 30. PxP BXP
3. P-Q4 PxP 17. QKN1  N-Q2 31. R-R1 Q-B1 " ; s
4 NxP B-N2 18. P-B5 P-N3 32 B-Q5! B-R3 m — Duras, Breslau 1912, Queen’s Gambit Declined
5. N-QB3  N-QB3 19. R1-Q1  N-B4 33. RxR BxQ BLACK # WHITE  BLACK # WHITE  BLACK
6. B-K3 N-B3 20. N-N5! Q-K2 34. R4xB Q-R3 P-Q4 13. B-K1 P-B5! 25. R-R2 BxP
7. B-QB4 Q-R4 21. NxQP NxBP 35. R-KB1 B-B5 P-K3 14. B-B2 P-N5 26. P-K5 N-Q4
8. O-0 P-Q3 22. NxN NxB 36. P-N3 Q-R6 P-QR3 15. N-N1 Q-N4 27. N-K4 B-B5
9. N-N3 Q-B2 23. QxN PxN 37. R4-R1 BXP N-KB3 16. QN-Q2 KR-B1 8. RxB RxR
10. B-K2 0-0 24, B-K2 BxRP 38. R-R8+ K-N2 B-K2 17. N-B1 P-QR4 29. N-Q6 R-B2
11. P-B4 P-QR4 25. P-QN3 B-K1 39. RxP+ K-R3 PxP 18. N-N3 B-R3 30. N-KN5 B-Q6
12. P-QR4 N-QN5 26. B-B4 P-R5 40. R-R8+ 1-0 P-QN4 19. P-K4 P-R5 31. R-K1 BxB
13. R-B2l  P-K4? 27. B-Q5 RxN B-N2 20. B-Q2 P-N6! 32. N-N5 R-R8
14. B-B3 B-Q2 28. BxR R-Q5 QN-g2 21. PxP BPxP 33. NxR B-B4
P-B4 22. QxQ BxQ 34. NxN RxR ch
(2) Petrosian — Schid, Zurich 1961, Modern Benoni Defense Q-N3 23. B-N1 P-R6! 35. BxR P-N8=Q
# WHITE BLACK # WHITE BLACK # WHITE BLACK 0-0 24. PxP P-N7! 36. ge'g ﬁz K-B1
1. P-Q4 P-QB4 12. P-QR4 P-N3 23. R-N1+ K-R1 ; o
2. P-Q5 P-Q3 13. N-B4 B-QR3 24. R-N3 R-K2 R ; : :
3. P-QB4  P-KN3 14. BN5  BxN 25. R1-N1  R-KN2 R i, Biod 1558, Aiel Opening
4. N-QB3  B-N2 15. BxB P-QR3 26. P-K5 PxP BLACK # WHITE  BLACK # WHITE  BLACK
5. P-K4 N-KB3 16. K-R1 R-N1 27. QxP N2-K1 N-KB3 13. Q-B2 Q-B2 25. P-QR4  R-N1
6. B-K2 0-0 17. Q-K2! Q-B1 28. RxR BxR P-Q4 14. B-K3 P-B4! 26. PxP PxP
7. N-B3 P-K3 18. B-B4 B-B1 29. RxB! KxR P-B3 15. BxB QxB 27. R-R7 P-N4!
8. 0-0 PxP 19. QR-N1 N-R4 30. Q-K7+ K-N3 PxP 16. BxP R-B1 28. P-R4 P-QN5
9. BPxP R-K1 20. B-Q2 P-B47? 31. P-Q6! Q-N2 P-QN4 17. P-QN4 N-K5 29. R-K5 P-N6!!
10. N-Q2  N-R3 21. P-KN4!  N-B3 32. QK3  1-0 PxP 18. Q-N2 BxBI 30. RxPch  K-Bi
11. P-B3!  N-B2? 22. NPxP PxP P-QR3! 19. PxB 0-0 31. RKR5  P-R3!
B-N2 20. N-B4 RxP 32. RxP K-N2
P-K3 21. N-Q6 Q-B3 33. RxP R-R7
Q-B2 22. NxN QxN 34. R-B7 P-N7
QN-Q2 23. R-Q4 R-B7! Resigns
QxN 24. RxQ RxQ
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aulsen — Morphy, New York 1857, Four Knights’ Game
| BLACK # WHITE BLACK # WHITE BLACK

(6) Flamberg — Alekhine, Mannheim 1914, Ruy Lopez

# WHITE BLACK # WHITE BLACK # WHITE BLACK
1. PK4 P-K4 14. R-K3 N-B5 27- QR5 P N6 P-K4 11. B-B3 R-K3 21. K-R1 B-R6
2. N-KB3 N-QB3 15. B-B2 P-QB4! 28. PxP BPxP N-QB3 12. P-B3?  Q-Qel 22. K-B1 B-N7 ch
3. BN5S  P-QR3 16. N-N3  P-BS! 29. BQ3  P-Rel N-B3 13. P-QN4  B-N3 23. K-N1 B-R6 Ch
4. BR4  N-B3 17. N-Q2  P-B4 30. RKRP  RxR B-B4 14. P-QR4  PxP 24. K-R1 BxP
5. 0-0 NxP 18. N-B1 R-B2 31. PxR P-N7 0-0 15. QxP B-Q2 25. -B1  BxQ
6. P-Q4  P-QN4 19. R-KN3  N-N3 32.QQ1  R-BI! R-K1 16. R-R2?  QR-K1 26. RxB R-K7
7. BN3  P-Q4 20. P-B4 P-QR4 33. R-N3  R-Ri QPxN 17. Q-R6  QxBI! 27. RR1  R-R3
8. PxP B-K3 21.BK3  P-N5 34. B-QN1  RxP P-QN4 18. PxQ R-N3ch 28 P-Q4  B-Kel
9. P-B3  BK2 22. N-Q2 QN3 35. B-N1 R-R8 NxP 19. K-R1 B-R6 Resigns
10. RK1  0-0 23. NB3  B-Q2 36. R-QB3  B-RS RxN 20. RQ1  B-N7c¢h
11. QN-Q2  N-B4 24. N-N5  BxN 37.Q-Q3  B-N4
12. N-Q4 NxN 25. RxB P-R5 38. Q-Q1 Q-R3 d — Morphy, London 1858, Philidor Defense
13. PxN N-Q6 26. K-R1 N-K2 Resigns ITE BLACK # WHITE BLACK # WHITE BLACK

. . . . P-K4 11. PKN4  NxP 21. KB2  QRSch
(7) Benko — Taimanov, Buenos Aires 1960, English Opening P-Q3 12. NxN QxN 22 K-N2? BxXNP!
# WHITE BLACK # WHITE BLACK # WHITE BLACK P-KB4 13. N-K5  N-B3 23. PxB RxP ch
1. P-QB4  P-K3 14. PN5!  R-K1 27. KR-N1  N-K2 BPxP 14. B-K2 Q-R6 24. QxR QxQch
2. PKN3  P-Q4 15. PxBP  PxP 28. B-B1 N-B1 P-Q4 15. NxN PxN 25. K-B2  P-Kel
3. B-N2  N-KB3 16. P-K3 P-KR4 29. RxRP  RxR P-K5 16. B-K3 R-N1 26. BxP B-B4 ch
4. N-KB3 N-B3 17. N-K2 Q-Q3 30. BxR Q-Q1 N-KB3 17. 0-0-0 RxBP!! 27. R-Q3 Q-B5 ch
5. 0-0 B-K2 18. N-B4 P-R5 31. BxKT QxB B-Q3 18. BxR Q-Re! 28. K-Q2 Q-R7 ch
6. P-Q4 00 19. P-N4!  P-N4 32. P-R6  BK2 0-0 19. P-B3 QxP 29. K-Q1  Q-N8ch
7. PxP PxP 20. PR3 N-N3 33. RN7  Q-Qf QK1 20. P-N4  Q-R8ch Resigns
8. BN5  P-KR3 21. PR3 N-N3 34. P-R7  B-Bf
9. BxN BxB 22. Q-B2 B-Q2 35. Q-B5! B-K2 er — Thaimann, San Diego Freeway 1988, English Opening
:‘13- g-g? 2-;::‘ 23 ::ﬁ gF:(-?m gg :x'?;!" gi(gg NHITE ~ BLACK # WHITE BLACK # WHITE BLACK
12. P-QN4!  P-R3 25. P-R5  R-B2 3. Qx@  BxQ o e ol oy A o
13. P-QR4!  N-B4 26. R-N6  R(B2-R2  39. N-B7  Resigns i o b 3 i it s LA

. . ’ . A B-K2 15. BxP P-Q4? 26. PxPch  K-R1

(8) Anderssen — Kieseritzky, London 1851, Bishop's Gambit P-Q4 16. B-Q3 KR-B1 27 P-Q5ch P-Ké
# WHITE BLACK # WHITE BLACK # WHITE BLACK B-Q3 17. QRK1  R-B2 28. Q-N4!l  R(B1)-B4
1. P-K4  P-Ka 9. N-B5 P-QB3 17. N-Q5!  QxP 0-0 18. P-K4 QR-QB1  29. R-B8ch! KxP
2. P-KB4 PxP 10. P-KN4  N-B3 18. B-Q6!!l  BxR QN-Q2 19. PKS N1 30. QxPch  K-N2
3. BB4 QRSCh 11. RN1l  PxB 19. P-K5!!  QxRch QK2 20. P-B4 . P-N3 31. BXPchl  KxR
4. K-B1 P-QN4 12. P-KR4 QN3 20. K-K2  N-QR3 N-K5 21. RK3!  P-B4 32. B-N7ch! QxB
5. BxP N-KB3 13. P-R5 QN4 21. NxPch  K-Q1 PxN 22. PxP NxP 33.0ks 10
6. N-KB3 Q-R3 14. QB3  N-N1 22. Q-B6ch NxQ
7. P-Q3  N-R4 15. BxP Q-B3 23. BK7 10
8. N-R4!  Q-N4 16. N-B3  B-B4
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: : P-K3 25. P-N5 N-R4 42. R-B8ch K-N2
(12) Bogolyubov — Alekhine, Hastings 1922, Dutch Defense PxP 26. P-BS a-Q1 43. R(B8)-B7 K-R3
# WHITE BLACK # WHITE BLACK # WHITE BLACK P-Q3 27. P-B6 NxP 44. RxQ RxR
1. P-Q4 P-KB4 19. N-R3 P-Q4! 31. RxB QxR R-K1 28. PxN QxP 45. N-N4ch K-N4
2. P-QB4 N-KB3 20. N-B1 N-K2 38. P-N4 N-B6 ch! Q-K2 29. N(R4)-B3 QxP 46. P-Q6 P-N6
3. P-KN3  P-K3 21. P-R4 N-B3 39. BxN PxB QN-Q2 30. QxQ BxQ 47. P-Q7 R-Q8
4. B-N2 B-N5 ch 22. R-Q2 N-QN5 40. PxP Q-K7!! P-QN4 31. QR-N1  P-B6 48. K-N3 P-R3
5. B-Q2 BxB ch 23. B-R1 Q-K1! 41. P-Q5 K-N1! Q-B1 32. BxB RxB 49. R-B3 PxP
6. NxB N-B3 24. R-KN2  PxP 42. P-R5 K-R2 P-QR4 33. N-Q4 P-R5 Resigns
7. KN-B3  0-0 25. PxP BxP 43. P-K4 NxKP P-N5 34. R-KB1  P-R6
8. 0-0 P-Q3 26. N-B2 B-Q2 44, NxN QxN
9. Q-N3 K-R1 27. N-Q2 P-QN4! 45. P-Q6 PxP neti — Alekhine, Baden-Baden 1925, King’s Fianchetto
11. PK3 P-QR4! 29. RxP P-N5! 47. R-Q2 Q-K7!
12. PN3 QK1 30. RxR PxQ! 48. RxQ PxR P-K4 15. R-Q2  Q-B1 29. QxP QxQ
13. P-QR3  Q-R4! 31. RxQ P-B7!l 49. K-B2 K-B2 P-K5 16. N-QB5  B-R6!! 30. NxQ NxP ch
14. P-KR4  N-KN5 32. RxRch  K-R2 50. KxQ K-N2 P-Q4 17. B-B3 B-N5 31. K-R2 N-KS!
15. N-N5  B-Q2 33. N-B2 P-B(8)Qch 51. K-B2 K-B2 PxP 18. B-N2 B-R6 32. R-B4 NxBP
16. P-B3 N-B3 34. N-B1 N-K8! 52. K-K3 K-K3 N-KB3 19. B-B3 B-NS 33. B-N2 B-K3!
17. P-B4 P-K5 35. R-R2 QxBP 53. K-K4 P-Q4 ch B-NSch  20. B-R1 P-KR4! 34. R(B4)-B2 N-NSch
18. KR-Q1  P-R3 36. R-QN8  B-N4 Resigns BxB ch 21. P-N4 P-R3 35. K-R3  N-Kdch
0-0 22. R-QB1  P-R5 36. K-R2 RxN!
; s . N-R3! 23. P-R4 PxP 37. RxN N-N5 ch!
(13) Saemisch — Nimzovich, Copenhagen 1923, Queens Indian Defense N-QN5 24, RPxP Q-B2 38. K-R3 N-K6 ch
# WHITE BLACK # WHITE BLACK # WHITE BLACK N(G)XQP  25. P-N5 RPxP 39. K-R2 NxR
1. P-Q4 N-KB3 10. B-B4 P-QR3! 19. R-N1 B-Q3! P-B3 26. PxP R-K6!! 40. BxR N-Q5!!
2. P-QB4 P-K3 11. R-B1 P-QN4 20. P-K4 BPxP! R-K1 27. N-B3 PxP Resigns
3. N-KB3  P-QN3 12. Q-N3 N-B3 21. QxN RxP B-N5 28. QxP N-B6!
4. P-KN3  B-N2 13. NxN BxN 22. Q-N5 QR-KB1
5. B-N2 B-K2 14. P-KR3 Q-Q2 23. K-R1 R(B1)-B4 elmann — Eliskases, Match 1932, Queen'’s Gambit Declined
7. 0-0 P-Q4 16. B-Q2 P-B4! 25. QR-K1  P-Ra3lll
8. N-K5 P-B3 17. Q-Q1 P-N5! Resigns P-Q4 12. P-B5! KPxP! 23. K-B2 KR-K1
9. PxP BPxP 18. N-N1 B-QN4 P-K3 13. P-K6 PxP 24. N-B5 B-B1
P-QB3 14. NxKP QN3 25. P-QN4  K-N1
L el . d : PxP 15. P-QR4  PxN! 26. B-N2 R(K8)-K6
(14) Chekhover — Botvinnik, Leningrad 1931, Reti Opening P-QN4 16. P-R5 Q-R3 27. 0-Q1 P-B6
# WHITE BLACK # WHITE BLACK # WHITE BLACK B-N2 17. Q-B2 N(Q2)-B3 28. B-B1 P-B7!l
1. P-Q4 N-KB3 18. N-R2 B-QR3 35. R-B2 R-R2 N-K2 18. RxN BxR 29. QxP R-K7 ch
2. N-KB3  P-QN3 19. P-B4 N-R4 36. QR-KB1 R-B5 N-Q4 19. QxkKP  K-B2! 30. QxR BxP ch
3. P-KN3  B-N2 20. B-KB1  P-BS 37. N-B6 R-B2 N-Q2 20. N-B5 QR-K1 31. B-K3 RxB
4, B-N2 P-N3 21. K-N2 KR-B1 38. P-K5 PxP B-K2 21. Q-B3 RxB! 32. Q-B1 R-QR6 ch
5. 0-0 B-N2 22. B-K3 N-B4 39. NxKP P-B7 P-N3 22. NxQ R-K8 ch Resigns
6. P-B4 0-0 23. P-N4 N-B3 40. NxR RxN
7. QN-Q2  P-B4 24. BxN RxB 41. RxKBP  P-B8=Q
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(17) Mannheimer — Nimzovitch, Frankfurt 1930, French Defense idze — Smorodsky, Tiflis 1928, Queen’s Gambit Declined

# WHITE BLACK # WHITE BLACK # WHITE BLACK BLACK # WHITE BLACK # WHITE BLACK
1. PK4&  PK3 16. N-R2  Q-Rf 31. PxP RxP P-Q4 14. P-QN4!  P-R3 27. PR3 R-Q2
2. P-Q4 P-Q4 17. Q-K3 Q-N2 32. N-N1 R(B3)-N3 N-KB3 15. P-QR4!  N-B1 28.Q-N1!  Q-KB1
3. N-QB3 B-N5 18. Q-B3 N-K5 33. R-B3 Q-N1 P-K3 16. Q-N2! N-K1 29. Q-N6 R-K2
4. PxP PxP 19. B-B1  P-B4 34. N-K2  P-KR4! aN-Q2 17. P-N5!  RPxP 30. R-R5  Q-B1
5. N-B3 N-K2 20. Q-Q3 N-R4 35. K-N2 P-R5 B-K2 18. PxP PxP 31. R-B5 Q-Q2
6. B-Q3 QN-B3 21. P-KB4 Q-Q2 36. R-R1 R-KR3 0-0 19. NxNP N-Q3 32. Q-R5! K-R1
7. P-KR3 B-KB4 22. N-B3 Q-B3 37. R-R3 Q-N3! P-B3 20. R-B5 NxN 33. Q-R8ch B-N1
8. BxB NxB 23. NK5 QK3 3. BK3 Q-3 KPxP 21. QxN B-K3 34. Q-KB8! P-B5
9. 0-0 BxN 24, R-N1  P-N3 39. B-B2  QxP RK1 22 N-K5  P-B3 3. R-B8 QK3
10. PxP 0-0 25 KR2  N-BS 40. BK1  P-Ral P-KR3 23, N-N6  NxN 3. BB5 QB2
11. Q-Q3 N-Q3 26. B-K3 P-KN4! 41. K-B1 Q-N8! N-R4 24. BxN R-B1 37. QxQ RxQ
12. N-N5 P-KN3 27. P-N3 R-B3 42. N-N1 P-R5 RxB 25. KR-B1 RxR 38. B-Ké 1-0
13. B-B4  Q-B3 28. QR-K1  R-KN1 43. KK2  P-R6 KN-B3 26. RxR P-B4
14. B-Q2 P-KR3 29. B-B1 P-N4! 44. R-B1 P-R7
15. N-B3 K-R2 80. N-B3 P-KNS Resigns e — Keres, Match 1940, Queen’s Indian Defense

(18) Labourdonnais — MacDonnell, London 1834, Bishop’s Opening BEARK, 0 TR BAACK . T # DVEHTE. - SLACK

N-KB3 13. P-Q5 BPxP 25. R-B2 RxB
# WHITE BLACK # WHITE BLACK # WHITE BLACK P-K3 14 QxP N-B4 26. K-B1 QR-K1!
1. P-K4 P-K4 14. K-N1 PxP 27. Q-B3 NxB P-QN3 15. Q-K2 B-KB3! 27. P-B5 R-K4
2. B-B4 B-B4 15. PxP P-QR4 28. P-Q5 NxQP B-N2 16. B-R3 R-K1 28. P-B6 PxP
3. Q-K2 N-KB3 16. KN-B3 B-Q2 29. KR-N1 N-B6 ch B-K2 17. B-K3 Q-Q1! 29. R-Q2 B-B1!
4. P-Q3 N-B3 17. P-KN4  P-R3 30. K-R1 BxP 0-0 18. BxN PxP! 30. N-B4 R-Ke6!
5. P-QB3  N-K2 18. QR-N1  P-R5 31. RxPch K-R1 N-K5 19. B-K6ch K-R1 31. Q-N1 R-B6 ch
6. P-B4 PxP 19. P-N5 PxP 32. Q-N3 B-N3 NxN 20. R-Q1 QPxB 32. K-N2 RxN!!
7. P-Q4 B-N3 20. BxP P-R6 33. PxB Q-K8 ch P-Q3 21. N-N2 P-Q5 33. PxR R-N1 ch
8. BxP P-Q3 21. P-N3 B-B3 34. RxQ RxR ch P-KB4 22 P-B4 P-Q6!! 34. K-B3 B-N5 ch
9. B-Q3 N-N3 22. R-N4 B-R4 35. QxR NxQ Q-B1 23. RxP QxR!! Resigns
10. B-K3 0-0 23. P-R4 BxN 36. R-R7ch K-N1 N-Q2 24. QxQ B-Q5 ch
11. P-KR3 R-K1 24. NxB R-R4 37. PxPch KxR
12. N-Q2 Q-K2 25. P-R5 RxB 38. P-B8=Q N-B7
13. 0-0-0 P-B4 26. RxR N-B5 0-1
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Dragon Wars

Introduction

= rbiting the star Sirius, millions of miles away from any other intelligent
life, a tiny ball of hot water is home to amazing adventure. Sirius is three
/ times the mass of our own star, and sixty times brighter; its huge bloated
ans the entire horizon of the humid world of Oceana.

is a world of 85% water and getting wetter, as the baleful fury of Sirius
er diminutive polar ice caps year by year. Oceana is a world younger than
wedded to a star with but a fraction of the life expectancy of Sol. It is a
burning the candle at both ends, enjoying twice the light in half the time,
inning all the faster toward annihilation and the Void.

surface is dotted with ten thousand islands. Some are home to thriving civiliza-

s, while others are all that remain of greater achievements long since sunk
eath the waves. Oceana is a violent world of capricious storms, where natural
ic barriers and hostile sea life hold people and empires apart. In no time
ar history has Oceana known unified rule.

1 the islands of Oceana, the most fabled by far is Dilmun, “The Land Where
Sun Sets.” Located on a score of nautical charts, each time in a different place,
is always just over the horizon. It is the home to all that is best of
the home of her eldest empire; the seat of her finest culture; the lair of
most terrible beasts. It is an isle of dragons and a destination of pilgrims.
ath Nisir, “The Mountain of Salvation”, is the secret heart of Magan, the

adventure begins, you find yourself aboard an armored pilgrim’s barge,
g through the still waters of a silent fjord, nearing the moment you will drop
k on an isle you believe to be Dilmun. Perhaps you are a pilgrim in search
ce and enlightenment, or an adventurer on the trail of fabled treasure, or a
‘mercenary seeking retirement and eternal slumber in vaults held high
e waves. Hopes are high as the incredibly ancient architecture of this
S lone port swims into view. Rapture is just off the bow.

turns out, Purgatory is just off the bow...rapture may or may not lay beyond

Is of the port city. No sooner does the pilgrim’s barge enter the harbor than
boarded by city officials, who quickly put all crew and passengers under
tripped of all possessions and wealth, one pilgrim in every ten is separated
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Back to basics in one of the most dangerous neighborhoods anywhere, yq,,
only you've been had. A well-intentioned traveller, you've been treated like , beag;
by Namtar, and consigned to a life of perpetual poverty in Purgatory. No o
escapes Purgatory alive, and few know the luxury to die in bed within her wallg
Starting hip-deep in mud, you must use every trick just to stay alive, myc i
worry about sticking it to The Beast From The Pit.

Ol)jective

You and your party are adventurers in the magical land of Dilmun, an island of sal-
vation perverted into a world of horror by Namtar. You begin the game armeq only
with your wits in the savage streets of Purgatory. You must find a way to survive jn
Oceana’s most dangerous slum, locate a way out of the same, and accept the
impossible task of toppling Namtar. Vengeance must be yours!

h lesS

Examine your reference card to determine how your mundane computer becomes
a portal to the mystic world of Oceana. The card will show you both how to boot up
your game and what keys to press to execute game commands and summon vari.
ous menus. Once the game is up and running, you'll find a party waiting to begin
the adventure in the middle of the stinking city of Purgatory. We’d tell you to watch
your purse—but you don’t have one! Nor do you have a belt from which to hang 5
purse, or pants from which to hang a belt, or...you get the idea.

The Party

A party can have up to four characters, plus up to three non-player characters. Nop-
player characters are summoned creatures or heroic individuals you may meet in
your travels. Everyone else is one of your own people.

The game provides a beginning batch of characters for your use should you wish
to jump directly into the adventure. All characters are able-bodied and have no
brain damage—use them, or create your own. If you'd like to create your own char-
acters, read the “Creating Characters” section.

It may also be possible to transfer characters from other computer games into
Dragon Wars—check the reference card for details. Be warned that S}xch transla-
tion is inexact...characters arriving in this game from other “worlds” will find none
of their magic objects and few of their spells make the journey with them.

Creating Characters

When the game fires up, you'll see the names of the default characters displayed
on the screen. If you want to create your own characters, you’'ll have to de]e:e
those already present to make room. Type the number of the character you wanlthg
delete and follow the screen prompts—when you open a space in the party,
computer will offer you the chance to create a new character.

=90

re’s also an option to rename the default characters, which allows you to per-
lize your party without having to create a whole new batch of heroes.

s process of character creation requires you to spend points to custom-design
- character. You are provided fifty character points to spend on attributes and
Characters begin with a default value of ten in all attributes, and have no
s. By following the prompts, you can page through the character creation
us to modify attributes and purchase skills.

racter creation is an art, and you'll have to experiment if you want to arrive at
P ect” design (if such a thing exists). To get you started in the right direc-
n, consider the following design guidelines.

No one character can do it all...nor should they. While everyone will benefit
m weapon and magic skills, it helps if your characters specialize. It’s better to
> a character who is very good at something and useless in other fields than to
e one who can do a little bit of everything.

[his is a game of slow character growth. Don't expect your characters to change
y much, even if they earn vast amounts of experience.

Mhen buying skills for beginning characters, it is rarely wise to purchase more
1 one level. Situations requiring skill levels of two or higher are rare in the
1e, and you'll know them when you find them. If you find an instance where
r skills are insufficient, you can always pursue another path, then return later
n you've improved the relevant skill through experience.

inally, be aware that a character must master Low Magic before any other vari-
of magic can be learned.

Character Profile

your reference card on how to view a character’s profile. After a character is
d up, you can perform a variety of functions, such as viewing statistics and
aging your inventory of gold and items. As with character creation, just follow
rompts. A few minutes of hands-on experimenting will show you everything
need to know about the character profile.

acters are represented by a series of words and numbers, the significance of
°h are illuminated below:

ENGTH (STR): The most immediate effect of great strength is the ability to
€ additional damage to foes. Strength is also useful for breaking things, lifting
objects, and opening stubborn pop bottles. High strength is required to use
Wweapons; strength in excess of a what a weapon requires provides addition-
dmage. Inquiring at a weapons shop will sometimes tell you the strength
lired to use certain weapons.
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DEXTERITY (DEX): A high dexterity makes you light on your feet, improves your

chance of hitting the bad guys, and diminishes the chance of getting nailed your.
self. Dexterity also determines the order in which a character acts in combat, sty
ing with the highest dexterity and moving down to the lowest. Consider designp;;
some magic-users with low dexterity, so they can cast healing spells at the en( of
combat round.

INTELLIGENCE (INT): Ultimately, your characters are only as intelligent as you
are. This statistic measures a character’s abstract intelligence; it is important f,,
learning spells and solving puzzles. Intelligence also affects your chance of gy
cessfully hitting an opponent with a spell.

SPIRIT (SPR): On Oceana, the mundane realm is just one part of life. Spirj
reflects the strength of a person’s soul, and is important for casting spells anq
resisting evil spirits. Spirit also determines the number of power points retained by
magic-users.

POWER (POW): Power is derived from spirit, and represents spell points used for
energizing magic spells. Once spent on a spell, power points do not naturally
regenerate...you will need to use a Dragonstone or find some other means of
regenerating Power. For this reason, power points should be used with discretion,
Power is twice your Spirit.

HEALTH: Health is terrifically important, for when health is reduced to zero, the
character dies. Health can be restored only by certain spells, retaining the services
of a healer, or through use of the BANDAGE skill. Death is usually permanent on
Oceana, but legend holds that somewhere in the depths of the Magan Underworld
can be found the Well of Souls, within which resurrection is possible.

STUN: Stun is derived from health, and represents the ability to resist damage
before a character falls unconscious at a stun value of zero. Characters generally
run out of stun before they run out of health. Stun fully regenerates following every
melee—you'll find yourself taking a lot of stun damage in the game, but it isn’t real-
ly serious unless the whole party gets stunned all at once.

SEX: Male, female, sometimes, or never.

EXPERIENCE: Experience points are an abstract measure of a character’s activity.
The more things a character does—the more monsters he slays, the more secrets
he discovers—the more experience points will be earned. Experience points trans-
late into levels.

LEVEL: Levels are gained automatically as a character earns experience points-
The computer will let you know when a character attains a new level. Initially your
characters will rapidly gain levels, but after the fourth or fifth level you'll n(?uce
character growth is considerably slowed. This is because it requires progresswely
greater and greater amounts of experience to reach the higher levels. When your
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acter reaches a new level, he receives two new character points that can either
aved or spent on skills and attributes.

[OR CLASS (AC): This rating indicates the quality of your armor. The more
etter) armor you wear, the more damage it can absorb before it starts count-
against your health and stun. Armor does not make it harder for opponents to
ou. It does increase your life expectancy by taking damage that would other-
‘be taken by your skull, ribs, etc. Remember, armor does not contribute to
r DV—it may actually reduce AV. But your AC will rise if you wear armor, and
| help you survive.

ACK VALUE (AV) & DEFENSE VALUE (DV): These factors are based on
- dexterity value divided by four, and are the basic statistics influencing com-
You'll want these numbers to be as high as possible, as they determine how
1 you will hit your enemies with weapons and spells, and how often you will be
y the same. Some items increase or decrease AV and/or DV. Weapons usually
rove AV, while armor actually decreases your combat values—armor will
er you and may impair your performance slightly.

r AV is different for magical combat and weapon combat, depending on your
ical skills and weapon skills. These skills do improve your AV but the improve-
tis not shown on the AV gauge. For example, Raggletok has a Dexterity of 16
1 crossbow skill of 1, and no other weapon skills. His base AV is 4: that’s his

- he has no weapon skills to increase his combat proficiency. However, when
g a crossbow, his AV is 5 because of the influence of the crossbow skill.
ember, whichever skills he may be using at the time, Dragon Wars will display
his base AV without skill modifications —modifications for actual weapons or

‘ﬂ will be reflected.
SKILLS

s reflect a character’s areas of expertise. Correct selection and use of skills is
ey to completing the Dragon Wars adventure.

are defined by type and level. In most cases a skill need not exceed level one
' useful, but to complete the game certain skills will have to be higher. For
e, a single level of skill is perfectly adequate for most of the LORE skills.
tually attaining two or three levels of skill in LOCKPICK, BANDAGE, CLIMB,
ihe weapons and magic skills is recommended. Skills always begin at level
but can be initially purchased at higher levels, or improved during play by the
mulation of experience points.

't necessary for every character to have every skill. You can divide the labor to
advantage if you decide to have one LOCKPICK specialist, for example, a cou-
I Characters with BANDAGE skill, and a CLIMBer. As long as you work as a
Specialization will help you survive.
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SKILL DESCRIPTIONS

BANDAGE: A very important skill, as healing services are scarce in Dilmun, With
greater skill, more health can be restored to an injured character.

CAVE LORE: Many of Dilmun’s dangerous and exciting places are found unde,.
ground, and having this skill may yield important information at appropriate
moments.

CLIMB: Use this skill to climb over rocks, up into trees, and down to certajy,
doom. Some obstacles require high levels of skill to overcome.

FOREST LORE: Dilmun is largely a wild place, and this skill yields knowledge of
how to operate in a wooded environment. This skill is important to the Druids, wh,
inhabit the forest lands of Dilmun’s wilderness.

HIDING: If you can’t kill something, and you can’t outrun it, your only hope is tq
hide. Note that once you're in combat, it’s too late.

TRACKER: While your characters’ mundane eating and sleeping concerns are
invisibly maintained by the game, you might find it useful to hunt every now and
then. Using this skill allows you to track various creatures, be they men or beasts,

LOCKPICK: Valuable objects are usually locked within chests or behind doors,
Seeing as how Namtar robbed you of all your worldly goods, you’ll doubtless want
to engage in a little first hand social reform by robbing from the rich (everyone
else) to give to the poor (yourself). Knowing how to pick a lock is important to
resolving your quest.

MAGIC SKILLS: The skills of LOW MAGIC, HIGH MAGIC, DRUID MAGIC, &
SUN MAGIC are required to learn spells of a specific type. Furthermore, you must
have the LOW MAGIC skill before you can learn any of the others. High levels of
magic skill are useful, as they determine the maximum number of power points
you can invest when casting a spell—the higher your applicable magic skill level,
the greater the potential of your spells. A higher level of magic skill also increases
the chance your spells will accurately hit their targets.

MOUNTAIN LORE: Fabulous treasures and fearsome beasts reside in Oceana’s
mountainous climbs. Knowledge of the world’s high mountain places might save
your life.

FISTFIGHTING: Adds to your ability to hit when using fists.

ARCANE LORE: Dilmun is a magical place, and it's important to know about }he
world’s magic, mysticism, and gods. A well-rounded sorcerer will combine magical
might with arcane lore.

BUREAUCRACY: To liberate Dilmun from Namtar’s foul grip, you will need 0
sway hearts and minds. To this end, skill in public speaking is important, as repre

== 20 (S CE=NS

by the BUREAUCRACY skill. You might also have success using this skill
born guards and petty officials.

While it is generally not possible to swim between the islands of Dilmun,
kill will help you should you find yourself unexpectedly underwater. A charac-
can’t swim could find himself in deep water.

LORE: You will visit many of the towns of Dilmun in the course of your
es—this skill will provide you with local legends and history.

OCKET: Times are hard in Dilmun, but there may still be a few unwary
you can practice this age-old skill on.

PON SKILLS: You need not have the relevant skill to use a weapon, but
r so will improve your performance with the weapon in question. Each level of
apon skill adds 1 to your AV when you use that type of weapon. Note that the
ects of weapon skills are not shown on the display of your AV, but rest assured
dditional effects of your weapons skills are invisibly maintained by the com-

.-:;__ example, if Muskels the Barbarian has a 20 Dexterity, he’ll have a base AV of
Armed with a flail and a Flail skill of 1, his AV with the flail will be 6, but Dragon
will only display his AV as 5, because the effects of weapon skills are not
n on the display.

creating characters, there are several ways to get your AV up. You can
“have a high Dexterity, which will increase both your AV and DV, or you can
to add to your weapon skills, which will increase only your AV at a cheaper
ding to weapon skills also restricts you to a certain weapon if you want the

AV.
SKILL USE

some cases, merely knowing a skill will be enough to benefit from it. This is
mes the case with the Lore skills, which yield useful bits of knowledge at the
ate time if a sufficient level of Lore knowledge is present. If one of your
ers suddenly notes an odd detail and you didn’t select the USE command,
re skill has kicked in.

skills will require that you actually use them to be effective. If you’re con-
ed by a puzzle or obstacle which you think can be solved by skill use, select
skill you want (see the reference card) and follow the prompts. You can use
1S and attributes using the same prompts. If you fail, but are still convinced
V€ used the proper skill, you probably need a higher proficiency level in the
11 question—come back and try again after you've learned a thing or two.
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i one further “class” of magic in Dragon Wars: that which is called
eous Magic.” These three spells are usable by anyone who has skill in
four standard classes of magic.

MAGIC

Namtar, the Beast From the Pit, is the mightiest sorcerer of Dilmun. Smart bOy
that he is, Namtar has manipulated King Drake of Kingshome into declaring a gen.
eral ban on magic, thus giving Namtar a monopoly on this world’s true power. Ty,

City States of Dilmun, none too closely allied to begin with, did not take kindly to
this decree, and open warfare resulted. Spellcasting legions were chewed up in the
opening weeks of the war, while conventional forces continue the struggle to thi
day. Namtar’s Stosstrupen, a sort of magical secret police, eliminated most of
Dilmun’s top individual sorcerers before an effective resistance could be organizeq

ou cast a spell, the computer always deducts a certain number of Power
1 the caster. In some cases, you'll be prompted to indicate the number of
vou want to invest in a spell. In such cases, the extra points will increase the
2o of the spell or its damage or effectiveness. The number of points you can
¢ in these spells is limited to twice your current skill level in that area of

owing few pages contain descriptions of all the world’s known spells.
h many spells are well-documented through centuries of use, some
jons are incomplete because of the spells’ experimental or foreign nature.

Namtar has all but won the war, and the formal practice of magic has been oy
lawed in Dilmun. Rumors persist that magic is still taught in secret outof-the-way
places, and it is one of your tasks to recover the world’s lost magical knowledge,

Learning a spell always entails using magic scrolls. After a scroll is used, it vanig},
es forever, although the character reading the scroll will remember the spell fo
the rest of his life. Using scrolls is easy—finding them is the difficult part, but pq
one said the life of a hero was simple.

There are four branches of magic in Dragon Wars. All wizards must begin with
Low Magic. There is no established school of Low Magic; teaching chores are hap-
dled by assorted bush wizards and holy men. Because teaching of Low Magic is so
widespread—and because Low Magic is relatively mundane—Namtar has done lit-
tle to shut it down. There’s actually a functioning Low Magic shop in Purgatory.

The acknowledged master of High Magic was Lanac'toor, a dangerously unstable
being formerly in residence in the City of the Yellow Mud Toad. Lanac’toor was the
Stosstrupen’s first target—he was ambushed while torpid following an excessive
feast of lampreys. Lanac’toor’s body was first turned to stone and then smashed to
pieces. With La