


This was a very interesting project. It was done in the basement of
a house where one could occasionally find three computers running
simultaneously—two on the program and an occasional visit by the one
wandering transient with the manual. We would like to stress that this is
a game written for the 64 on the 64. Most games are either written for
another computer and then modified to work on the 64, or some big
mainframe system and then translated to a language that the 64 can use.
It was not a translation from another game or computer, and because
of this the program takes advantage of the whole 64 system, requiring
only a little load time and fitting the whole program on only one floppy.
All of the game code was written by use of a monitor on an Educator 64
which is essentially a 64 in a case from a Commodore PET line. Most
of the graphics sets and map data were entered on an SX-64, the portable
with a built-in disk drive. The only part not made by the 64 is the words
you read here. The manual was done on an Apple Macintosh Plus (sin!
sin!) for the simple reason that it (and |) were available, and we did not
have a copy of a good word processor that could incorporate graphics
for the 64. With this setup, | had a 64 sitting beside the Mac, and | copied
the screens using only what was shown in the program. There were some
occasional setbacks—trying to figure out why the SAVE option wasn't
working properly and blowing up the main program, how to make the
bumper that checks for objects in the buildings work, redoing the sound
that Joey blew away before supper and guessing the SID settings, re-
moving the floppy from the internal drive that the Macintosh ate (Quote
the Apple Technician: . . . It's in his hand?!?!?’), and other little quirks,
but as you will tell, these problems have all been taken care of and you
can look forward to an adventure of the highest quality and excitement
level ever to hit the market. . . .
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the one person who had a concept for an
adventure game, and pursued it in order
to delight the world and also make some
cash. Just be glad that you never had
him for an ancestor . . . what's this about
‘brain death’????

. Oh wise one who worships the mighty

Aviation God (that'’s Mr. Yeager to you,
palll), and all of his suggestions (that'’s
cool, but what if . . .?)

. Great game, but what about the sequel???

I mean, you have to lead into a sequel
. now come on, boys!! Get yer crap
together!!!

The best mother that a game creator and
a bunch of delinquents could have . . .
considering it was her basement. . . .

Who, me??? Do that?? I can't do this!!
I've got no experience, I never worked on

a computer before . . . uhh, I did what?
ALL THAT?I?

.Manual!?! I can do the manual!?! Hoo-

ray!ll. .. Wait a minute . . . how the hell
do I make a manual??? O'tay, just me,
my Mac, and my CD collection . . . we'll
blow'em all away!!ll Joe, where’s my
Ferrari?
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@The %pirit of adventure. The thrill of the
guest. The knofuledge of our surroundings,
and foisdom as to hofu to use these things
to our ofon advantage. These are the things
that heroes are made of, for fuithout the skill,
spirit, and fuisdom that one needs to surbive,
all could possibly be [ost—qguest, thrill,
and life itself. And surbive one must, for
the guest is fuithin and around us all. @To
endure the guest, one must have strength,
bravery, and get still contain the gentleness
and compassion as any other human. Gur
actions should not be in haste, for fue may
soon regret that fwhich fue cannot overturn;
- and get fue should still be able to rely upon
instinct and pofuers of judgement in order
to make decisions in a split second and
execution of that action as rapidly. All of
these things and more are necessary in order
for the aduenturer to complete his quest and
live to see tomorrofu. @hese things must
be remembered in the completion of taiz task,
for this is not just a game, but an adventure;
an escape from reality. Jt may euen he
someane else’s reality. All that's reguired
is that you do the hest pou can do. 3nh if
fuorse comes to foorse, pray occasionally...
after all, it can’t hurt...
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Loading instructions:

To load the game, simply place the Skariten disk in
your disk drive. If you have a Commodore 128, then place
the computer in the 64 mode by simply typing “GO 64"
and press RETURN. After the disk is in the drive and you
are ready for the thrill of a lifetime, use the command
‘LOAD “*”, 8' or the equivalent if you have any fast load
device installed, type RUN, and away you go! This game
also requires that you have a joystick, and it should be
plugged in to Port 2.

It is advisable that if this is your first time through the
game, you should read the whole manual before you at-
tempt any type of game play. The creators of this game
are also avid game players, and we are guilty of not
reading past the loading instructions before we dive in
to a new game that we've just received. If you want to
understand the game fully then read the manual. Other-
wise, the game itself might get confusing after a while
because you don't understand, and if you're not pleased
then we're not pleased. Please take the time to sit down
and read the manual, and you will better understand
and enjoy the game.



THE IEGEND

g Proclamation from the Ring of Ahevon
to his Ropal Son, the Prince.

Y1 is adoutr the troudle. The terwridle
plague oF Fear and TerrorR Thatl bas sTruck
our greal conTinenT oF Avantiae. Many
bave kKnown adoual the real cause of 1T all,
and YeT There basg deen very (iTtle suggested
a8 To bow such o prodlem can dec sgolved.
What is The Drodlem, You ask?? Why, The
prodlem is The onec 3deing Thal can cause
even @ minulc actTion on bis parT resulting
in greaT amounts oF desTrucTion. 1T is The
result oF the mighty dragjon SKarilen,
which is rRumored To de The mosi worsT of
brasis dY manncr of virTuc and deed, baving
a bide oF scales That is aTTerly
impenciradle To all weaponry oFf oar Time.
In The lasT Two bundred Years, The dragon
bas rcigned over The whole continent with
FPear and TerrOR a8 11§ Tools. Many
ReprRESENTaTives of cach race, The Finecst oF
Their warriors and FighTing men, Tried at
FirsT To rid The {and oF This loaihsome
crReatTure, duT They all Pairled. Each wace
crealed 1Is own weapon To Jarin an UuppeEr
band on The wicked deast, and YeT They all
sTIl Fultr,d decause They did noT comdine
Their magicks when They wenT oul To do
dattle with The deasti. This can dc The only
way To deFeal The dragon, and so This 1§ To
bc Your Task.

Who are You? You are dul oF Royal
blood, a.. immediate descendant of The King
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oF Avaniiac; bis son. By order of necessi Ty,
Uou bave decen called upon d¥ tThe King, royal
Family, and The continenT TTsclf To rRemove
The evil SkKariten Prom The land and
RESTORE TRONQUILTTY 7To The counirRyYsTide.
The crown is depending on You To RETURN
Pcelings oF good cheer and Faith To tThe
countryside, For all oF These Things bave
{ePT with The courage To FightT The dragon.
Many oF The conTinent are {081ng Faith in
The presenT monarchy decause all of tThe
oTher WaorRIORS are FearPul To engage in
datile with The dragon. For This reason,
The pecople are no longer FPully ossurcd That
The King s doing bhis desT To resolve The
prodlem. This is To bc Your Task: To
remove The dragon and restore Farth in The
crRoOwN, Your own Family, and dRING bhonour
To YoursclF.

" Uour FIrRsST and FoORemOST Impon‘cant
PaRT oF compleTling Your qucst TS ACquiIRTNG
The neccessary caulpmcn‘c In  owrder To
completle Your goal. To K11l The dragon, You
musT collecT all oF The weapons and oTher
items Thatl The oTher races devised 1n Their
attempis To do The same. One such iTem T8
a spcar Forged dY buman PFire and magrc.
Known as the Spear oF Slaying, 1T 18 The
onc weapon delicved To dc adle To possidly
KTIl The dcast. 1T 18 noT Known To dc Fact,
For all oTTempT8 To wound The deasT bave
regultTed Tn The ugers own aniimely demise.
The Owarves bave made o mysTical hHelm oF
Lion's Couraoge, which when worn T Gives
‘[bc BECORCR a pure moraliTy. 1T bas bdeen
wnl‘ctcn oF 1n legend and lore, and worRThY
oF noting, That The Elves may bave created
a singlc pair oFf dootls called The Bools of
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Striding. 1P the legend 18 True, Then These
so-called b00TS allow The WEaARER 1o
TRaveRse GreaT distances in The same §7Zc
slep, 1Tberedy wreduciny ones Factors oF
Fatigue. Another legend 18 The legend of
The eXisTence oF armor Thal will prove 1o
dc resisTanT To dragon's dlows and drealh,
duT 1T is not Known bow {ong The arRmMoOR
will TasT or where The armor T8 KepT.
Once again, This Ts legend, so 1T is nol
Known TF They actually eXist. There are
other lcgends, myThs, and sTorics oF oTher
magical Tiems such as magical swoRrds,
dowsg., and otTher intcgcs‘cina ftems That
could eXist, duTl Those will dc leFT To be
Found.

In order To complele UYour guest, You
musT choose o charocTer apprROprRIaic To
your neceds as To bhow To eXTerminaile The
dragon. Uou are Ziven chortce oF Two
Types ofF characTers To choose FrRom. These
are The Form oFf The PighTecr and The mage.
The Figbtier 18 adle To ase any TiTypc oF
weapon Known To The conTinenT. The
disadvantage oFfF The Bightier is ThatT be can
use no magical Ttems or spells cXcepT For
The Tiems ThoT aorRc necessary To Kill The
dragon. These iTems musT de Found In The
course oF The quesT. The mage., on The
oTther band Ts adle To use all The spells
availadle To bim, as long as be bas The
necegssary maafc pufnts To castT The spell.
Mages, bowever, bave deen Fordidden To
either make OR usc WeaApPONS. This 1s
becouse woy bdock In AvanTioes bisTorRY, The
mages oF The land all came TogeTher and
designed ThetR own powerFul weapons.
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Ulben 7tThere wos a disagreemeni deTween
Their Race, Their ecnsaing dattle was §o
desTrucTive Thatl They Turned over balF of
Tbe counIryside InTo wasieland, Taking
bundreds ©oF Uears For vcgc‘tatfnn and
wildliFe To rReTurn To Them. Today, These
areas are completely recovered duT For one
place which sTIII sbows These scars, and
cbe mages oF tThe Tand bave gince been
sanned From crealvon orR usc of oll weapons
eXcept For o 8ingle mysiical spcar, also
The Spear oF Slaying. BoThb The magje and
the Fighter are The son oF The King of The
Kingdom Averon, which Ts The prRIMArRY
Kingdom oF Avantiae. Since Your descentT is
ofF royaltly, You should acT accordingly, and
§TrRive To be o8 ViRTuous You possidliy can
be.

There are many Things That one mMusT
be cauTious adoul during The course oFf The
guesi. One oFf The mosT TmporTant Things
10 Remembder 1§ To watch Your level oF
Fatigue. 1F This raises very bigh, Then you
mugT RresT. 1F You are in o comdal
sTTuaTion when Your Faiigue climds, Then
you could bdec condemned To cerTain death
decause one cannoT FIghT o creaTure when
one doeg noT bave The sTrendiTlh To wrield
sword, bold a shield, orR uTlier a magical
chant. One mugt dc consTaniTly¥ aware Thal
bis Patiguac does noT increase 10 «
intoleradle bigh number. In order To
assure such an occurrence does nol bappen,
ihe warrRiorR should occasionally scT up
camp and ResT PFor a pecriod oFf Time.
anotTher FacT To Keep in mind 18 The level
oF morale oF. The advenTurReRr. 1F  1tThe
morale level 18 low, Then You may Fight
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withouT conviciton, and alTimately lose The
daTtle. Ba aware oF These Two FacTors
constantTly.

YUour quesT may¥ Take You Through
uncharited {ands and may also prove That
Things aren't alwoys os They scem. Uou
musT ¥t consSTanTiy¥ on Your Juard Por
suupn?sc amdush and unprovoKed aTtTack.
Never Take any situatlions (ighTly, Por They
could {ead To doom. JusT rRemembder To bc
consTantly waiching ond do Your bdesT 1o
Remain in The desT shape possidle in case
oF combdatl situatfons.

May tThe Cods smile upon You on This

perilous journey You are odbouT To underTake,

and may¥ UYou reTurn saPfec, sound, and witlh
good TtTidings oF <The death oF The evil
SKariten. Ule shall anXiously awalt
your TRiumphani rReenirRY iTo The castile of
AvVEeRON.
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Il. Game Proceedings
A. Stats Description

After completing the loading instructions, depending
on whether you have a fast loader of some sort, the drive
will run for a little while. When this is done, you will be
presented with a title screen. At the bottom, after the
load, you will see a small message:

2T CONTINUE SAVED GAINE

N T START NEW ADYENTURE

If you have been involved in a previous adventure that
is not yet complete, then you would want to continue
your game, providing you saved it to disk. If not, then
select ‘N’ on the keyboard. This will bring you to the
character creation screen.

ENTEE NAIE
(TP T 7 CHAR

ENTEER CLASS
IAGE/FIGHTER )

Creating a new character does not necessarily mean
that your previous character has been wiped out of
existence. The only way that this is done is if you save
your new character on the game disk.

Decide upon a name for your character and enter it
where the cursor is at. Do the same to decide if you
would rather use a mage or fighter to complete your
quest. If you wish, a simple ‘M’ or ‘F’ is sufficient for
selection. If you like another name than the one you first
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had, then choose ‘N’ after the program asks if the selec-
tions were satisfactory. This will mean you will have to go
through the process again, but it also allows correction
of any mistakes that might have been made.

After the character selection is complete, you are pre-
sented with the main playing screen, where all of the
action takes place and your character’s statistics are also
shown. If you have any experience at role-playing games,
the stats will look familiar. If not, then this is a brief lesson.
‘STR’ is the amount of strength possessed by a player,
being a factor between 10 and 18 with the highest at 18.
‘INT’ is the amount of intelligence possessed by a player,
and also uses the same scale of 18 as strength. ‘DEX’ is a
players dexterity, or agility. A low dexterity means that
a player may not be as well coordinated as a person that
has a higher dexterity. ‘CON’ is for constitution, or the
character’s ability to withstand physical and mental pres-
sure or trauma. Constitution affects the amount of en-
durance and stamina of a character, which could decide
the victor in any battle. It also affects the total amount
of hit points that a player has. Your Hit Points are directly
related to constitution. They show the total amount of
damage that the character can take before he dies. This
is your window to the distant continent of Avantiae, and
it is also the way that you control the actions of your
character. The playscreen looks something like this:
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I. Playing Screen

IT. Playing Screen Description

) Character name
Strength i
etgere | o
Playing Field { Y Level
Eitiery K ! Magic Points
5 ) Morale
Fatigue

_ CumentWeapon

" inHand

L Anmour
YWorn

7
Text ¥indowy (for talking to
others in game)

Gold Amount Rations Left
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The two interesting stats that are not usually found in
adventure games that can play a vital role in the game
itself are the factors of morale and fatigue, which is a
deciding factor in any battle. Morale is your feelings
toward your surroundings. If your morale is high, then
you feel good about the things that are happening around
you, and any actions that you do will be at the best of
your ability. If, on the other hand, your morale is low,

then there are factors that can inhibit your performance .

as to the best possible action. Your performances suffer,
your battle skills begin to fail, and if not corrected then
you could end up stone, cold dead. Morale runs on a
scale from 10 to 1; ten being the best morale, and one
being the worst.

The other new statistic to be added is the factor of
Fatigue. As you may well know, after doing certain ac-
tions for a long period of time, you begin to tire. This
is very true of battle. In other games, you could continue
to fight with the same character, kill millions of orcs,
and be fresh enough to do in another million the next day.
This may be a nice feature for some who are inexperi-
enced, but it is far from being realistic. The fatigue factor
changes all of this, stressing that you should take on no
more than you think you can handle. If you get in over
your head, you could very well end up in the local burial
grounds with your only hopes of glory as an archaeologi-
cal find after decomposing for a billion years. The best
and primary way to combat fatigue is to hole up and camp
for a spell (the procedure for doing this will be explained
later). A warrior with low fatigue is one who will live to
see the light of the next day, and be able to tell of his
battles with pride instead of embarrassment. It's more
fun that way.
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B. Menu Selection and Items

How do you select which weapon you want to use?
How do you set up camp to rest? Where the heck is this
nice save feature that allows you to continue after supper
and that one favorite television episode? Fear not, mighty
adventurer. If you are not in a city, then the way to get
to these utilities is to simply press the button. In place
of your statistics, you get a nice menu of options that
are available:

SEARCH
ZAITF

WEAPONS
SAVE

EXIT

This is your selection screen. You are given four options
for the game and one to leave this menu and return to
your stats display. When you call up this menu, the top -
item SEARCH will be highlited in blue, showing that it
is selected for use. If you want to search, then simply
press the button. Why would you want to search? One
reason would be if you want to look for the Spear of
Slaying. The search function is necessay for locating
the equipment that is vital to completing your quest.

If you want to camp instead of search, then pull the
joystick down until CAMP is blue, then press the button.
You will then see a graphic representation of your char-
acter camping. Your character is done resting when his
form reappears on the screen. Why is it necessary to
camp during the game? Simple: the better rested you
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are, the lower your fatigue and the higher your morale.
Therefore, keep rested at all times.

Weapons allows your character to change the weapon
that he is currently holding in his hand. Select this item
and press the button, then watch the WEAPON column
under the stats board as it changes to the weapon of your
choice. The selection is done by moving the joystick
forward until the weapon desired appears in the column.
Your choice depends on what weapons you buy and find
while on your quest. Choices range from the traditional
two-edged sword to the bow to the huge battle axe. A
total of six weapons are to be chosen from depending
on what you have in your possession. However, you can
only have one set of armor at a time. This is the only out
of common sense, because how many armor sets can you
wear at one time? Also, how many armor sets can you
carry around at one time? The only thing that extra armor
contributes to is a hernia and rapid tiring. Since the
extra armor isn’t necessary, then you don't (and can't)
have any extra sets. When you have the weapon you
want, press the button again and you return back to the
selection screen.

The last two items are rather apparent and are rather
simple in execution. SAVE just saves your current posi-
tion and condition of your character along with any item
gains or losses. EXIT returns you to the stats display.

C. City/Building Entrance

How is it possible that you can enter the cities? The
method is quite simple. All you have to do is place your
character over the city and the words ‘PRESS BUTTON'
appear in the text window indicating that it is possible
to enter the structure, whether it is a city, village, or
tower. There will be a short load time as the village data
loads in to the computer, and then you will see the en-
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trance to the structure itself. You will see the buildings
and other things that are in the town, some of which you
may be able to enter. All you ever have to watch for is
the words ‘PRESS BUTTON' to appear in the text window,
and then you know that it is possible to enter a building.
If you do not wish to enter at a particular time, simply
w_alk on by the front door/gate, and the message will
disappear. It is usually a good idea to enter a structure
when it has been discovered for the first time in order to
try and locate an item that may be necessary in order to
complete the quest, to raise your level of food, or just to
get some information. Therefore, use the cities to your
advantage, for they can hold the key to the solution of
the quest itself.

D. Special ltems

There are some special items that are necessary to the
completion of the quest. All of the items listed below
are these items:

Spear of Slaying: this is the only known weapon to be
able to wound the beast . . . no one lasted long enough
against the dragon to see if it would kill it.

Helm of Lion’s Courage: when it is worn by the ad-
venturer, it gives him an attitude of invincibility.

Mystical Armor: just that, an armor that can protect
the wearer from the violent force of a dragon in combat,
although no one is very sure how long it will last in
combat.

Key of Opening: When found by the adventurer, this
key leaves no door or chest locked. It is a mystical key
that opens any obstacle.

Boots of Striding: If found (it is not known even if they
exist, but since it is lore, we may as well tell you what
they do), they help to reduce the fatigue of the wearer.

If these things are possessed by the adventurer, then
they will be displayed in tiny icon form under the player’s
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statistics, according to what the player has found. All of
these items are necessary if the completion of the quest
is the goal. Without these items, you will not complete
the quest, so the quicker these things are obtained, the
faster the quest will approach the final battle.

E. Gathering Information

In order to obtain the special items that are needed to
complete the quest, you must search the continent and
the towns, cities, and villages. Occasionally you may
stumble on a certain item that is vital to your task, but
finding most of these will rely more on talking to inhabi-
tants that live in the area. To do this, walk up to any
person on the screen and press the button. Then simply
type in what you wish to say to that person, but keep in
mind—you can only use certain key words. For example,
typing NAME means that you are inquiring about the
name of the person. There are other key words that are
available, but if we gave you those, then there would
be no adventure.

F. To Battle!

You are taking a leisurely walk through the woods,
doing ordinary things that any other experienced dragon
killer does at the time, such as cleaning and caring for
your weapons, keeping in top physical form, and other
things to keep at your best. Suddenly, out of nowhere,
three strange creatures leap out brandishing weapons
and yelling unintelligible curses. What to do, What to do?
Run and preserve your skin to fight less vile (and dan-
gerous) vermin? Maybe, but then you would be ridiculed
for being a coward, and these guys don't look like the
type to spare a person who has turned their back on
them. No, no my good friend. You must fight or die.
Survival is not easy, but it is imperative. You may run
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frqm your attackers, but in the end, they must be exter-
minated; for as long as they breathe, they will keep right
on coming at you.

G. Spells and Spell Usage

NOTE . . . This information is imperative for the mage
only. g s

There are four different spells available to the mage.
They are listed in the order of power consumption and
importance. The least powerful of these is the magic bolt.
This spell fires a minimal bolt of energy toward your
adversary. Not something to use on that huge orc tower-
ing over 15 feet above you, but able to slow more smaller
annoyances. The next powerful spell is the paralysis
spell, which as its name implies, paralyzes the opponent.
This is a permanent spell, but the bigger the boogie man
the lesser the effect of the spell. Onward and upward
we have the lightning bolt. I'm sure you've seen one,
and the effects are . . . well, let’s just say that | would
rather cast this spell than be on the receiving end. This
is more effective on larger creatures, and capable of
vaporizing those nuisances that you would have other-
wise used the magic bolt on. Definitely fun . . . Finally, we
have the mind blast. The mind blast spell is a final resolu-
tion to an attack. The theoretical concept is that it takes
every synapse in the body of the attacking creature and
creates multiple short circuits, resulting in the instant
death of the attacker. No creature can withstand the
attack. Since each of these spells use pure mental energy,
they are very taxing on the caster in the terms of magic
points. This shows a direct relationship between casting
ability and intelligence. If you are as smart as a brick,
then don't expect to cast the spell of a god, but those
spells that are so special to bricks.
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H. Final Prayers

Well . . . what else is left to be said? Don't take candy
from strangers, don't go in dark places alone, say ‘no’ to
drugs, and all of that other stuff you were taught when
you were yound . . . but seriously, folks. There are many
secrets left hidden for you to find. Visit cities often, for
they offer you the wealth of information that is necessary
to finish the adventure. Carry all of the weapons you can
find. And remember, Remember, REMEMBER . . . this
game designer has a twisted mind: look for anything
out of the ordinary. Good luck, bon voyage, and God
help you . . . 'cause you're gonna need him.
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