
T:::::!: DA...~ST ROA:D 

The land is threatened once again and a mysterious stranger arrives una"'Ulounced 
to tell you that onlJr you can se..ve the land this ti:::ie. For you :possess the 
gift of the SIL3::T SO~m, a :;:iouerful na8ic inherited :'r'.J:n your father, an elf 
fro:i beyond the Forest of Forgiveness, and your mot~er, Sharra, Princess of 
the Hinged Elves fro'.:l the South Shores. 
The stranger tells you o:' the evil Black Wanderer iiho dis9enses dark magics 
fro:n his fortress The Pinnacle, beyond Darklen Hoor and the Eagleshorn. The 
magics he.ve resulted in a per:ianent darkness uhich even now is creeping down 
fron thP -- rth. The stranger tells you that only the Silent Song Ce ..... -4.-.stroy 
the Blark ar..d "rer - this is magic enough to send hi;n back to the fe ·· 2 ering 
pit that Lpewed him forth. 
Take the Darkest Road, seek out the Wanderer e.nd s2.ve the land. 

So~e useful notes: 

Vocab: so'.:le useful ~ rords are STOR3 or R.A.:ISAVE for te-:i]orary storeage, ?..3CA.LL 
or F ... A.~·1LOAD, SAV3 and LOAil to cassette, :SXA!.f.CG (or ::IT..'..:.I or even just X), LOOK 
or L, RSD3SCRIB3 or R, I:TV:?::NTORY or I, PAUSE or P, SIEG :::lus all the more 
usual ~rords ( tr~r IBLP) • 

The to~ of the screen displays the area of the land you are currently in. ~he 
number at top left is your current score and the nu~ber at to, right is the 
number of tine units left until the darkness falls u~on the land. You ~ust 
conplete your quest before this nunber reaches zero. 

Three different fonts ci.re SU"?plied ui th the progra:::i.. :5'0NT1, FOFT2 and FO:TT3 
will access then. 

Solution 

IT - open desk - X desk - get paper (a red herring) - X paper - drop paper -
X chair - get map - X nap - X table-~T-X table - get orb - X orb - E - E - E -
X barn - E - X hay - get needle - X hay - get book - X manger - X manger -
get me.p - X other map - read map (this is needed to get through Death Swamp) -
X needle - X book - read book (clues) - w - w - H - ·-r - N - N - X elf - get 
shoes - S - S - E - wear shoes ~or the Shade gets you) - N - X leaves - get 
card (red herring) - X card - drop card N - The shade gives you the massage -
S - S - W - N - N - N - IT - swim lake - ] - Kiss ner:naid (in order to get 
through the Forest of Forgiveness - U - E - remove shmes - drop shoes - drop 
orb - drop needle - S - W - S - W - S (the Guardian doesn't let you in unless 
you've kissed the mermaid). - get mask - X mask - hide mask - N - E (if you 
have killed the mermaid the Guardian gets you - if you've tried to fight or 
kill anyone else the Guardian doesn't let you into the Cavern.) - N - E - S -
S- S - E - E - E - (make sure you've got the map and have read it) - wear mask -
N (if not wearing it you die) - N - N - move rock - get key - (if go north here 
you die of sadness) - S - wait - S - S - W - remove mask - drop mask - drop 
map - drop map - W - W - N - N - N - N - get orb - get needle - E - E - (at 
this point you can place orb on dais to charge it thinking it may be useful 
as a light later on but this orb routine is all red herring apart from 
providing you with 1% towards your final score _- climb window (too high) 
stand on dais - climb window - (STORE) - say majik - read the book (the first 
clue) - S"lf warning - 1'1W - when the wrai tbs attack you should Stand Still or 
they get you - E - X shrine-get platter - X platter (red her±ing) - drop 
platter - pray at the shrine - get goblet - N - if you try to go N the demon 
stops you - X demon - prick finger (with needle) - if you've got the goblet 
your blood drips into it. 



Give goblet -':;o de!':lon - X de'Jon - get C.iamond - move bones - dro:;i needle -
eet sigil - ~- sigil ( ':e:ir no evil) - :T - rec.d book (:'or c3 cond clue) - bow ( or 
l:neel) - -m - ~I - X tl}.ble - get foo C: (if :rou ea t it ~cou a:_e later on) - 1T - :r -
X idol - i!lsP.:-t di a no!ld in the idol's e:,re - :r - X roan - ::-ec..d book ( ::' ')r third clu" ) 
dro:!J book - get stone - get coin ~see no e~ril) - ~C roor:i - pull lc=ver - i::' ee te!l 
the food you get a W"rning here) - look changeli:'lg i!l t':-:.e eyes - w - "brec>.k 
stone - rub st2.tuette - if eaten food you die here - dro:i sta tuette - get dog 
::'e ed deg ( i::' sot fo cC.) - get c2t - S - X grc;.ss - e:e t ro~ e - X ~r ·.:>?J.ds - if go 
' ~est (or pull fronds) fronds poison you - blow fronds - ~ T at t'his p oint the 
:;?la~ !' thin.ks he ne eds the orb - use orb - drop orb - i±' go nor· , fall down pit) 
x f]J'"~ - get neda l - X nedal (speak no evil) - tie ro:'..)e to ca t - · . .tn:!.')ck door 
( w:.. +' .. ey) - ~T - X C.oor - listen a t the door ( 1iea r no evil) (mu ·· ve s igil) -
look ' t the door ( see no evil - must have coin) - S:!_)eak no evil ust O.c..ve ned::i l) -
3 - you only have a. :.'e'H mov es t o deal wi th the Wanderer or you die - si!'lg song -
it c~n only be used once i?J. the game - if sung it oefore this - you ' ve ha d it . 


