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THE BARD'S TALE

.M

The Manual

Aboul Fanlasy Role Playing Games

The Bard's Tale I5 a fantasy role-playing game,
First In & series of Tales of the Unknown, this one is
saf In the clty of Skara Braa.

Like other fantesy rola-playing gamas, thara ara
three objectives you will be trying 1o accamplish,
How you do this is up 16 you...

Your most important goal is 1o complate the quest
built inta the game. In The Bard's Tale the clly of
Skara Bras is threatened by an evil mage called
Mangar. You musl lind Mangar and "persuada”
him 1o relaase the onca-harmoniows city from his
avil conlrol.

Bul Mangar is protecied by layers of obstacles,
mazes and evil henchmen, Your second goal Is to
davelop characters capable of surviving these
bartiars. These characters are your alter ago in
Thae Bard's Tale. They acl according 10 your
commands, bul ovar the course of the game they
change. much as real people do over a fifafime.
They improve their skills in maglo, combat, stealth,
#fc. They amass wealth and traasured objects.
And they warry about dying too soan,

Your third goal is 1o sxplare the entire werld of
The Bard's Tale. Thears are numerous goodias,
puzzies, and special places in Skara Brae. Parof
the fun &5 finding them, and discovering the layout
of this fantasy world. How do you get inte the
walled off towers? What's inthe castla? Whera are
theét legendary catacombs of Skara Bras?
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A QUICK OVERVIEW

An onentation for beginners,

a quick stant guide for expents.

How to Use This Manual

This manual has thraa pars. This overview s
designed o give list-time adveniure gamers 8
guick sensa of the overall gameplay and give
experignced famasy role-players all they nead 1o
kniaw 1o Stan guickdy,

The rest of the manual is relerence material about
how warious pans of The Bard's Tale opoerale,
ineluding charaater buliding and developmian,
places and mapping, the combal system and tha
magic system, Thare |3 also a [lsting and
desoription of all the magic spells and the
beginnlng items available in The Bard's Taie,
Finally, thera are himts and clues interspemsed
throughaul the manal.

1. Command Summary Card

Ingide the from flap of your glbum cover &8 &
Command Summary Card, which lists keystroke
commands, disk utililies and slep-by-slep
instructions Tor siarting up, I you are amn
axpananced advenlurar, this card gives you most
ol what you nesd o know, the rest 5 covered In
this saction.

2. Adveniurer's Guild

The ADVENTURER'S GUILD is whare you start
gach tima. This is the ONLY spot a parly can be
formed, characlars created, or chargcters savad 1o
sk,

3. Use the Pre-Buill Party
For your canvaniance, you will tind a pre-built pary
already wailing for you when you enter the Guild
for the first time. The pary is called *A Team. They
ore even outiitted wih weapons and armor
affordable fo charactars of their humble  siations.
Far mora-about eharaclers and pany selgchon see
pages 3B

4. Use Ciy Map on the Package
On the inside of your "album cover * is a map of
Skara Bras, You'll need il Motice
-2 wakad-oflf fowers (wonder what's in thera),
-A castle profected by Guardian Stalues.
~Temples for healing, Equipment Shap
for purchasing more waapons, Tavams for drink
and gossip, Roscoe's lor more spell enargy,
=¥oull kava to lind the Review Boam (where levels
arg awardad and magio | tawghl) on your own.

Mapping the dungeons and mazes is up 10 you.
You even have to ligure oul how 1o gel inlo tha
mazes on your own, One clua; each of the 16
mazesis sel up on a 22 by 22 grid. Nadh ls1a tha
iop of the screan, East 2 to the right. Ba sume (o
0o lo every sguare; thare arg lots of specials:

Faor more aboul the Cily of Sxara Bras 588
“Places” on pages 8.

5. Combat
Only your first 3 characters and thea first 2 rows of
maonsters can attack im hand-ia-hand combat.

Thers aré severnl naw combal commands,
including Parly Atiack, for lighting belween
pirty mémbers; Bard Song, lor making magic by
playing musio; Hide In Shadows, lo avoid
carmaal



B

For more information see “"The Combal System”
on pages 9-10

6. Magic
Thare ara 4 classes of Magic Users, each with

unsque magical capabifilies:

Conjurers can creale objects and heal
adventurers;

Magicians can besiow magical affecis on
COmman fams;

Sorcerors can create Musions and heighien
EWATENESS,

Wizards can summon and control suparnatural
creafures.

Sorceror and Wizard classes are not avallable to
first level adventurers. To creata one of these, you
must change class of 8 Magic User who has
achieved Ard leval magic spelfis In one (for
Sorceror) or two (lor Wizard) other magical arts.
Class change \akes place in the Raview Board, A
Magic User who successlully learns all 7 levels of
spatls lor each ol the 4 Magie Classes is an
Archmage, one ol the mas! pawerlul character in
The Bard's Tale. Once a Magic User leaves a
chass, ha can nevar return 1o L

Magc Users qualify 1o laarm nexl kevel spells based
on their experignce levels, but it takes pold to
actually leam ihe new spalis

Casting spells uses spell points in differam
amounis depanding on the spell. Spall poirts are
regangraled aulornatically when a Magio User is in

s

the City in the daylime, and may also be
regeneraied in Roscos's Enemy Emporium, or
special "Regen” sguares in some dungeons.

Far maore information see “The Magic System on
page 11, Magic spells are Nsted on pages 13-20,

7. The Bard

The Bard makes maglc by playirg music, Ha
needs an instrumant, of course. He can piay in
cambal or during axploratian, with differant afect.
Only ane tune ai a fime, And ona lune for avery
axparience leval. Then ha neads 1o get a drink

fram amy noarby tavern,

You can listen to his music or nol. See the

COMMAND SUMMARY card for detalls,
By the way, tha Bard [s nol loo shabby as a figiter.

8. Time
Time waits for no ong. Even withoul Keysirokes,
time passes; om day 1o night and back again.

Mighttime @ especially nasly. The really avil
monsters hit the city streets at night, Iooking for
characters just ke you, And, whal's worse, you
use up spell poinis fasier, because spell poinis
only regenerate in daylight.

New you know gnough fo gel started, if you are an
experignced adveniurer. By the way. the lavem
on Rakhir Streat is the only tavern that serves
wing. And thaf wine "aoes down” easily. You may
wrish to drop by fo wel the whisfla of your Bard.
Good k!
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CHARACTERS

RACES

Hurnans ara not the only race In the world of The
Bard's Talg. Othars arg more magically inckned,
stranger and smarter. Part of the fun of a fantasy
ralg-playing game is getling to know these
different races, and forming your party accordingly.
Tha races and their descriplions are:

HUMAN: While possibly being of hardier stock,
this charader is nonatholess like you or me.

ELF: Pattarnad aller the Tolkizn el, the ell s
slight of build, frequently taller than a human, and
very Inclined 1o magic

DWARF: Tha Dwarven people are shor and stout,
extramely strong and healthy, but not amazingly
intelligent (8. excelent fighters).

HOBBIT: Hobbits are sightly smaller than Dwarves
but are nimble and dexierous. Just the right
make-p for a rogua.

HALF-ELF: These crossbeeeds are usually biond
and fair-skinned, ke alves, and get some added
gire and strangih from their human ancasiry,

HALF-ORG: Anorc is a large, goblin-ike craalurd
altan found working for evil wizards. The Hall-ore,
baing hall human, is not quite as despicabis as his
orc parant, but you wouldn't want 1o date one.

GNOME: Gnomes closesly resemble dwarves, but
feave ieas hair and gven shorter tampers. Thay ara
also mare magically inclined, as a rule.

CHARACTER CLASSES

In laniasy rola-playing games, characters choose
differant "Clatses” or professions. Thare is na
singio bost class; aach has its own strangths. Your
characters must usa leamwork fo succeed,

Class selaction is the most Important aspect of
crealing a character inThe Bard's Tafe. There are
ten different classes of characters, but anly B can
be selscted for 8 newly generated character, Class
types cary with them differenl abifities and
limitations, as are roughly coverad balow!

WARRIDR: the base fighler-typa in The Bard's
Tale , warriors can usé nearly avary waapon there
ig. For evary 4 levels ol experence affer tha 1af
Warriors gat an axira altack abilly in combat,

PALADIN; Palading are fightars who have swom lo
abstain from all evil and 1o uphold honor and purity
In-all places. They can use most weapons and
avan some that no other fighters can, Thay got
multiple attacks at higher levals. They also have a
greatly increased resistance o avil magic,

AOGUE: a professional thiel with so-s0 combat
ability, the rogue can hide in shadows, search lar
traps and disarm them. Without a rogue your party
will pay very dearly lor tha booly Il wins.
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BARD: The Bard is @ wandering minstrel  You'll
sea him with a tankard of ale in front of him in the
less reputable tavems—-the rowdier the batler,

Bards ware once warriors, and can sfill use maos
warrior waapons. Bul thay lumed to music instead
and now play songs with an almost magical effect
on other characlers. Bards don'l gel the warriors
advantage of extra atfacks in combat anymare--but
their magic is 50 unigue, & is almost Impassible to
survive in Skara Brae withoul one.

Any trus:Bard has 6 lunes on his lips, though fo
play them he must have an instrumeani squipped.
A song played as the parly 18 exploring is
lang-tasting and continues even alter the parly
returms from combat mode, even it ofher sangs
ware played during combal, Any songs piayed
during combat are abbraviated and so craate
ditferant magical effecis than the full non-cambat
versions. The sharer combat versions don’t
endure as long eithar, only one round of fighting.

Only one Bard tune can be played at atima. Il 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 Tunas as ho has
expariance lavels before his throat geis dry. Then
i's off o a tavem for a drink to rejuvanale his voice.
Tough duty, bul somaone has 1o do it

Bard songs vary according to the dilliculty of the
dungeon, When the going gets tough, the Bard
goas drinking.

HUNTER: anassassin, 8 mercenary, a ninja. The
hunter can use mos! weapons, and has the ability
{which grows with experience) 1o do critical hits in
combat (Le o attack a narve canter or other vital
araa and instanily kill an oppanant), A good skill,

MONK; a martial arfist, an almost inkiuman lighfing
machine irainad io fight withoul weapons or armor,
The monk can use them, but, at higher lavals
particularly, ofien does batler without,

CONJURER: ona of ihe 4 clazses of Magic Lisers,
Conjurers deal in the physical creatlon and
manitestafion of realihings (& firg, ight, heafing),

MAGICIAN: anciher of the 4 classes o Magic
Users, Magiclans deal with magic &8s it aflecis
physical objects {i.2,, enchanling & sword, making
armar stronger, meking a dungson wall disappsar).

SORCERER: Sorcerers are Maglc Users who deal
with the creation and manipulation of ilusion. Due
to tha power of sorcerar spolls, thie class is nof
avallahls 1o nawly creatod characiens:

WIZARD: Wizards ara Magic Usars who are
dodicated to the summaning and binding of
various supemalural creatures. These crealurss
are not frendly to humanking and trying to control
them |s axtremely hazardous. The Wizard-class Is
nod available to new characiens elther

For more on. magic clagsses, see page 11,
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CHARACTER ATTRIBUTES

Each characler you ereate has live basic atfribules
which deline his physical and menlal prowess.
When you create a charactér each afiribula is
randomly assigned a value fram 1 10 18, wilth the
higher number reflecting higher capability.

STRENGTH [Shown as "5T" an the screen):
Sirengih is physical power and chigfly affects the
amouni of damage a charactér can do fo an
opponerd n hand-a-hand combat. Make sure
vour fighting characters ara sirong.

INTELLIGENCE ("0 Intelligence Is mental
power. & high infelligance rating will enable yaur
Magic Users to gol bonus spell points.

DEXTERITY ("DX"): Measuras agilty & nimbiensss.
A high score makes your characters harder o hit
and helps them sirike the first biow in combat,

COMSTITUTION ("GMN"): Measuras haalthiness, N
fakes more damage to kill a characier with a high
corslitution scora.  This is reflectad in bonus “hit
points,® the character's [fe span

LUGE ("LKT): Luck is an amblguocs atiribute, as it
hasa numbaer of unsaen effects on gameplay, For
exampla, lucky characters are mare kely 1o resist
evil magi: and avold nasty traps.

OTHER CHARACTER STATISTICS
ARMOR CLASS ("AC™): This statistic reflecis the
level of protection a character has from physical
attack. In clazsic famasy role-playing style, the

armor class staris al 10 for a lotally unprolecied,
unarmored charactar with low daxtarity, and goas
down to -10 {calied LO) as his pralactan improves
by armar, spells, or olhar means.

HIT POINTS ("HITS"): Hi Pginls maasure tha
damage a character can take before he s killed,
The "Hits* statistic shows his potential at lullast
healify, rather than current slaius.

CONDITION ("COND™: Caondition shows the
characler's present nuember of Ml points. For
example, # a charactar wilth 10 Hit Poirts |
wounded for 7 hit points, his Condition will drop 1o
3 Another wound of 3 or mare hit points will kil
him, It ha is fully heatad, his Condition will refum 1o
the full 10 again. (Even though his Condition
score changes, his Hit Points stay at 10.)

SPELL POINTS ("SP PT™): This shows current
spell point sfatus. Points are used up with each
casl of & magic spell. N a Conjurer has 20 spall
paints and casls a Mage Flame spell al a cosi ol 2
gpell points, his new folal woold be 18. A
character's mazimum spell points are Isted in his
view-charactar mode.

EXPERIENCE POINTS: This measuras abilities
gained by experience, the higher the number, the
better the character. Characlers gat sxperiance
painis for successlul combal, according 1o the
difficully of the fight and the number of charactars
who survive. The amaount is indicaled aller evary
successiul combal A charactar's tunning tatal of
expariance poinis Is indicated in view -mada.



B

GOLD; Gold Is the unil of curmancy In this weorld.
Your characters stant with just barely anough gold
fo buy the armor and waapons they nead o
sunfive, Therg are fwo ways 10 gel rich enough to
buy better eguipment. faking gold from the
monsters you defeat In combal or sefling items
you find in dungeons. The first way s mare fun

LEVEL {"LV 1%): Level is a general measure of
achizvement within a characier's class. Level 115 a
novice, Leval 13, for example, Is required fo
become a Master of a Magic User class.

The Review Board will promate a character o
higher levels based on his experience painis, but
enly upan the characier's in-parson requasl. An
advance In lavel s very Imporant because it
generally means an increase in attribute scores, hit
paints, spell points and other abilitizs.

SPELL LEVELS (e.g., "MAGI 17). This shows the
highas! group of magic spells a character can use
i any of the 4 classas of Maglc Users. Thare are 7
groups of magic spells for each different class.

To fearn a new group of magic spalls (a "spell

level™}, a Mapic User musl advance two experience

lovets. (NOTE: spall levels and experience levels

are nat the samae thing!) For any of the four magic

classes, aMagic User advances as follows:
Experience Level Spell Level

1 1
2 1
3 2
5 3
[ 4
g 5
i1 6
13 7
14 and up T radmum

To change class to Sorceror, a Magic Usar must
first have leamed Spell Level 3 (or higher) in at
least ona magical art. To change to Wizard, a Magic
User musi first have leamed Spell Level 3 (or
higher) in two other magical arls

ITEMS: Nhams fall into 10 categories: Weapans,
shiekds, armar, halms, gloves, musical insinurmesnts,
figurines, rings, wands, and miscellaneous. Only
ona itéem of each type can be equipped for use
at any one time, For example, two differant shiglds
cannal be used ‘sl once 1o protect a charactar,
though the spare shigkd could be toled anound.

=ome ilems can only be wsed by specllic
characters. For example, only Bards can use
musical instruments. An item which can never be
used by a charactér is marked with a & when he
exarnines i in his view mode or in the Equipment
Shoppe. An ltam which has been squipped Is
makid withia &

Acharactef can carry up to 8 differend itams.

How To Croale a Characler

1. Whila in the Adventurers Gulld, select a raca.

2. Charactar attribute numbare displayed are a3
combination ol genes and luck. For each differani
race thare i5 8 lowest possible number for 2ach
attribule (1he “genes’). The compuler then adds a
randam numbear (tha “luck" 1o each atfribute.

3. W you are satsfisd with the “roll of the dice”,
choose a character ¢lass, than name this
character. If you aramy salisfisd “rercll the dica,.”
3. After being named, the character will ba saved
to disk, ready 1o adventura.
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PLACES

THE CITY MAP

There Is a map of Skara Brae on the inside of the
alum cover your program disk came in, MNalice
ihat thame are several iImporant locking placas that
are blocked off. Like the castle, and tha fwo
lowers protected by locked gales. There must be
away 1o gat in there, wouldnT you 1hink 7

Usa your map to guida you in Skara Brae. I you
ever gel lost just press the *?" key end the program
will tefl you where you are and whal tima of day i is.

UNMARKED BUILDINGS

flast bulldings In Skara Bras are unmarked, Bul
gome of them ara inhabiled by tha corrupt
creatures who have skulked into Skara Bras. 5o
kick in a few doors and find them.  Remembar tha
fighting Is pood for you; it's the only way 10 bulid up
anpugh experience 1o challenge Mangar., You
should be disappoiniad when yvou kick in a daor,
scresmeng & balile cry, and find § empty. No fun

Whan you exit a building and entar the street, the
buliding will be bahind you, and you will be facing
tha bullding or landmark across the sireet.

THE ADVENTURER'S GUILD

The Guild is Eke a union hall whers adveniurars
“hang oul® hoping to join & pardy. This is whera
you form a parly, and where all adveniures begin.

GARTH'S EQUIPMENT SHOPPE

Garh s one of vesterday's aimosi Torgotien
haroas, now retired from aclive adventuring fo
supply lomorrow's would-be greats. Al Garth's
Shoppe characiers can buy armor and weapaons.,
sell lems, have tems identified, or pool all tha
party's gold for buying expensive items, Dua o a
deal with the city blacksmith, Garth has an infinite
supply of basic armor and supplies. Bul uniqua
items found in labyrinths, even if sold to Garth,
remain in his inventory only until they are sokd

Coeasionally an iem wan in combat will remaln
unidentified. This means that s general type
might ba apparent {e.q..shigld, ringl, but nat which
axact lype (e.q. Dragon shigld, Ring of Power].
Garth can idantily this Rem for yvou..lor a price.

THE REVIEW BOARD

The Review Board is a4 group ol high level
represeniatives from all ten different classes.
Upon your request in person, the Board will
determing whether a character has accumulated
anough experience points for advancement to
higher levels. The Board teaches naw spells fo
Magic Usars wha guality for highar spell levels loo,
but charges far this training. Il pays the nent

‘You may havea to do a bit of exploring to locate the
Review Board. And iU's closed at nighl.



TAVERNS

Taverns are the Bard's lavoriie places for gossip
and refreshmant. Thare's even a8 lavarm named
after him. Walch him caralully though; tha Bard
has a tendancy 1o overlip tha badaendar.

DUNGEON DELVING

The term "dungeon” refers 1o any indaor labyrinth,
designed lor mapping, combat and puzzie
imeraction. They take a varety of lorms, from
towers to catacombs, and have a varied number of
levals for sach, You can go up or down o lavels
higher and lower than tha ona you'ra an via
slairways, portals, and teleporation,

Stalrways are not visible from a destance, Bul whan
you moyve anlo ane you will be asked If you wish o
ascend or descend.

Portals are holes in the floors and callings, and are
visibla from a distance. You will nal go through a
porial meraly by standing on B you must firs)
command your charactar o do sa. I he Jumps
down through a portal, he will ba damaged from
the fall unless he & using a levitation spell. The

enly way io go up through a portal is by kevilation.

The locations of dungeon entrances are well-kept
sacrels, bul there are plenty of hints in Skara Bras.

ROSCOE'S ENERGY EMPORIUM

I your spell painis aren’t recharging fast engugh,
go see Aoscoa. Bul be prepared lor electrityingly
high fees.

TEMPLES

Temples arg diving places of resurréclion and
complete healing, In fact, this i the only place 1o
cure characiers who have been withered or umad
ta stone. A resurrected character retains all the
tems, gold and experence poinis he had belors
dying, bul he comas 1o life with only 1 hit paint,
When he linds oul how much B costa to be
resurracted, he may turn over in his grave.

Tips from the Underground: Places

1. Your lirst thres dungeons should be the
siwears, the calacombs and the castle (in that
arder}. Each I8 progressively fougher. Don't
attemipl the catacombs without a party of lavel 8 or
higher characiers.

2. Explore and map every square in avery maza.
There are "Magic Mouths® that give hinls. Thera
are 1-ol-a-kind magic kems and spell regenemtion
zones. Good maps will show you the logical spots
tor secrel doors and secred raoms, 1oo.

3. Avoid traps. Higher level rogues are excellant
al opening chests, but when in doubl use fhe
"Trapzap® spell. TRZP s guaraniead 1o wark with
na harm jo the party, unless, of cawrse, the trap s
profecied by aven more powerdul magic. In lact,
you can use TRZP 1o disarm any traps you
ancounter. Gas Cloud fraps have doomad many
brave but foolish adventurars. If you sat off a lrap
and nothing happens, you wera lucky not good.
You could have been killed.

4. Be sure thal your pary is fully healed belore
enlering a8 new dungeson.

5. When you are linding your bearings in o maze,
ramamber thal each succeeding level goes UP ina
lower or casile and DOWN in a dungeon.



3

THE COMBAT SYSTEM

The Bard's Tale Is a game of fighting. It's the only
way 10 build experience. Forunately, Mangar and
his gruesoma creatures are very @vil, so don't
warry about their fealings. Kill them, if you can,

Combal with “mansters” (1ha genaric term for all
opponents) oocurs both randamly and al sat
locations. You can also iniliate intra-pary combal at
almasl any lime, In case ona of your mambars is
turreacd 1o the dark-side, Al the outset of combat a
list of Toss will be given, broken down Into the
rumbar of foes in each group. The maximum is 89
monsters per group, with ug io laur groups.

Combal Is divided Inta 8 seres of "rounds.” ke a
boxing match. Al the stan of each round, aach of
your characlers mus! decida what action ha will
ynderiake In the upcoming melas, unless, of
colrse, your party dacides 1o run away. A menu ol
possible salections will appear for aach character.
Thesa opilans are as follows.

Attack foss: To physically assaull foes in the
firgt or second group of monsiers,

Party allack: To assaull anofher member of the
party, including special members

Defend: Do not inleract this round - reduces
chance ol baing hit.

Use an item: Make use of a magical dem held in
the character's inventory and currently equipped.
This may require specilying a targst tor the effect.

Bard Song: Bards can play a shorl fune to
aftect the party or the foremost group af maonsters
In some fashion.

Cast a spell: Casta spellal the panty or a group
of foes. The spell code must be enterad, and a
target ideniified.

Hide in shadows: A rogué can iry (o avoid
cambat alingather by hiding and, if successiul, will

ba skipped as a tamget of atack in the upcoming
cambal round,

The first three characters In your party can be
attacked physically by monsiers, and can atlack
back. The last three characters can only be struck
by magical attacks, and can only attack back with
magic. This simulates your first three characters
being up an the front ine of attack, with the las!
three characlers acting as backup In case one of
the lirst threa is kiled. Tha lizsl two groups ol
marsiers are in a simiar posifion; they are the only
mansiers wha can altack or bo attacked physically,

Once all the cholces for your characters have bean
eriered, the round begins. The most dexierous
chamcters or monsters usually make the first glrike,
but luck, character level and charactar class also
aflect this. In evenly matched fights. the sutcoma
olien depends on which side gels in the lirst blow,



e

The rate gf scrolling of the combal messages can
be speeded or siowed. See lhe Command
Surmmary list of keystrokas for datails.

Al the and o a combat round, dead manstars will
be removed from the ranks of your foes, and dead
characlers will be shulfled back to the end of your
parly. A fresh group of monsiers may alsa advance
into the first two ranks 1o give their lellow monsiars
& breather.

Al the end of combal, treasure and experience
palnts will be gpll amang tha batlle's survivars.

SPECIAL MEMBERS

The special siot (marked 57 Is for monsters
who can become par of your pay. They can join
by

1) Belng summaned or crealed as an fusion, or
soma olhar arifice relaled to a cast spell, or

2] Introgducing themselves 1a the pary and
offering their services as a comeade.

Specials cannol be controlled in battle; they
choose their own attack mode and generally go
after the primary group of monsiers the parly is
lacing. Specials are cleared out of the 5 slat whan
killed. IHusionary specials (crealed by a soroaror)
are cleared aut If any loes dishelieve them.

It a nan-Blesicnary spacial is aliacked by anoiher
mamber of the pary for any reason, 0 will fum
imimediataly hostile and fight until defeated!
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Tips from the Underground: Combat

1. Usually the highest dexterity character attacks
first. For padicularly nasty monsters (like blue
dragons} aftack with your highest daxferily
charactars first, Your less dexterous characters
may not survive long enough to get ina first strike.

2. Use your spalls and Bard songs 1o lower the
armar class of your entire parly. The lower tha
belter.

3.l you are allpcked By mare than 2 groups of
monsters, concenirate on Magic Users firsl. I vou
canngt kil off gl the magic-using mansters, you
may want 10 ¢ast antl-magic spells 1o prolect
agains! llugions, possessions and other spalis.

4 You can minimize damage by kifling off all but
ane monster in gither of the first two attacking
groups. As a genéral rule, attack groups with anly
one monster kasl, unless & is a deadly monster.

5. Many of the undead mansters are capable of
draining expenance levels, turmning characters old
and gray or even turning charmciers 1o slone, Treat
the undead with respect. Inother wards, kil them
quickly

8. Be prepared to dis a lot with level 1 and 2
characigrs. Especially al night. Especially when
you don'l have any weapons and are just walking
1o Garth's Shoppe. It might even be a good idea ta
stay close to a Temple at night, 50 you can quickly
heal any wounds.

7. Fill the specal slol quickly, Conjure or summon
a manster or creale an illusien, il necassary. The
special mambaer will take a lot of haal ofl your
fighters. Monsiers tend 1o atiack special members
first

B. Monsters are smart, They usually attack your
most vulnerable characters first, unless one of your
members eprasents a significant thraat
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THE MAGIC SYSTEM

Magic s power. I can make the difference
between success and failure in The Band's Take,

It i not always necessary or wisa 1o rely on magic,
though, because magie is by no means foolprool.
There are some places whare magle never
lunctions, and soma monsters who are highly
registant to spells. Sometimes you just have 1o
wade in with 515 flying and get dirty.

The best way 1o tell that your parly has wanderad
inlo an anti-magic zone Is that all residual spells
gxcepl llgh spalls are cancelled.

Aasidual spells are magic spells that keep working
for more than just an instant. Light spalls, trap
detection, secral door detection and magical armor
are soma examples, Most residual spells cauze a
graphic symbaol 1o appaar in the cantral hiark strip
on the screen, 1o keep the playar aware that the
duration hasn't yet expired.

All spelis have a point cost. In otheér words, all
gpells cost the mage casting them a bit ol his
internal energy. This energy I8 ralurned
aulomatically In dirgct sunlight, and may be
regenerated al Roscoe's Energy Emporium or in
special regenarafion zones you have 1o discover,

There are magical items hidden in tho dungeons
and caried by the monsters ol The Bard's Tale.
Magical weapons do éxira damage. Mapgical armor
gives axtra prolection. Other magical items radiats
gpecial energles, There aré even magic keys and
jalemans necessary 1o get inlo gerain mparant
paris of the game. The maost powerful magic items
are secreted in the most challenging dungeons
and are guarded by ferocious monsiera, When
you win one, you should be very proud and very
happy. They can be the key 1o success against
tha wickedes! opponents.

To casl a spall, you lype in 4-lefter codas which
are a rough abbreviation of the spell name. The
entire list of spells, codes and spell poinds reguirad
begins on page 13.

All Magic Users, even Level 1 novices, star the
game with knowiadge of all fevel 1 speils In thair
maglcal at. Rather than learning ene spell at a
time, Magic Users always learn whole groups
("spell levels™) of spells at once. I's the closest
thing to mass production In Skara Brae. Here is-a
description of the four magical arls

CONJURING

Conjuring daals with the Instantanecus creation of
obiects and ellects through the channaling of a
mage's power. Conjurer spells are potent, but not
unfmited In effect, since the sxemise of creation
takes @ large amount of energy fo produce even a
moderale effect.
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A conjurer can alsa produce eflects that distart
non-salid things o produce new alfects, Bke the
digfortion of space and fime required lo lelaport
human bodiss (o a new localon

MAGIC

Magic {meaning the art praclicad by a magiclan)
deals with baslowing mapical elfects an comman
ohjects. Tha lems do not bacoma magical. but
radiale feids of power for the duration of a spelt
{wehich ia usually the length of combal),

The gist of Magic is that it can increase an lem's
capabilily, give it a tofally new capability, or change
Its form 1o somithing totally differant.

Some examples: making a saword do graater

damaga, making dungeon walls glow with a magical
fight, or causing a wall 1o 1olally varesh lar 1 moe.

SORCERY

Tha byward of sorcery B, "sesing 18 bolleving.”
Soarcafy does nol deal wih a physical
manifgstation, but rather 8 craation of llusion and a
fapping into a heighlanend sense of awarenegss.

An fllusion s -an Image envisioned by the spell
caster, which he then lays over the relinas ol all
who watch, augmanting this with appropriale
stimuiation of nerve endings 1o fool the ather faur
ganses. The human mind, believing an illusionary
craalion to be real, can be hun or even killad by it,
unless i is somehow dishelisved.
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A sorcerer, with the aid of his ant, can also perceiva
certain special things hidden from view.

WIZARDRY

Wizardry deals with the summoning and control of
supernatural creatures. The wizard has fower
spolis than the other three classes, but tis are by
far the: most patant,

The creatures he can summon came from anather
plane ol existence, called the MNegative plane.
They join the speclal slot in the party, and will fight
uritil defeated.

The wizard has some ability 1o trap and control
normal mansiers, as well,

Mages who have learnad at laast 3 spell levela in
&n an may elact to change to another mage class at
any time. Thus, @ leved 5 conjurer could choose to
bacome a level 1 magician. His exparience points
would be reset 1o 0, but he would retain  his
previous aftributes, hil points, spell points, and all
knowledge ol his canfurer spelis. He would be
unable to |learn any higher conjurer spells,
howaver; onco a mage laaves a magle an, he
canmal réturn to il

A mage can bacome a conjurer, magician, or
SQrcerer &s 8 second class. A maga can become &
conjurer, magician, sorcerer, or wizard as a thind
class. A mage who has kmowladge of all 7 lavels of
spedis in all 4 classes is called an Archmage, and is
ane of the mos! powerlul personages in the world
of The Bard's Tale.
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CONJURER SPELLS

KEY (see page 20 for glossary)

| SPELL NAME/Description |
I |
I |

CONJURER SPELLS
Leval 1

MAGE FLAME A small, mabils
“torch” will appear, and 1loat abova
iha spall casler as ha iravals.

ARC FIRE A fan of blue flames wil
shoot from the caster's fingers,
doing 1-4 hits of damage 10 a select
oppanent, times caster's level.

SORCERER SHIELD The mage is
protectad by an invisible "shisld”

ol magic, that lurns aside many
blows that would atherwisa hit him,

TRAP ZAP This spell will disarm
any trap within 30 leet, inlhe
direction tha party & facing. NI
will alzo disarm traps an chasls,

Level 2

FREEZE FOES This spall binds
your enemeés with a magical forca,
glowing thelr movemants and
making tham gasier 1o hil.

CODE
P1. Ceat

Range
Duration

MAFL

View
Medium

ARFI
1 Foe

S05H

Salf
Combai

TRZF
30

-

FAFO

Group
Corrmibat

KIEL'S MAGIC COMPASS A
Compass of shimmering rmagalight
Appears above the pary, tefling
the direction they tace

BATTLESKILL This spell increases
one of your party member's siill
with weapons, increasing the
accuracy and ferocity of his attacks.

WORD OF HEALING With the
uflerance of a singla word the
spall castar can cure a parly
memiber of minor wounds,
healing 2-8 points of damage.

Level 3

ARCYNE'S MAGESTAR A bright
Hare will ignide in frond of @ group
ol your enemies, temporarily
blinding them and causing them
1o migs the next combat round.

MACO
3

==

Madium

BASK
4

Ghar
Combsal

WOHL
4
Char

MAST

Group



LESSER REVELATION This iz an
exterded "Mapge Flame® spall
which also reveals secral doors.

LEVITATION Partially negates the
eftect ol gravity on the paty,
causing them to oal over (raps

or up through porals

WARSTRIKE Causes a spay of

enargy ta spring Iram the casiars
axtended fingar, sizzling a group

ol oppenenis for 4-18 hils damage.

Level 4

ELIK'S INSTANT WOLF With this
gpell the castéer can make a real woll
appear and join the party, fighting
in s defansa,

FLESH RESTORE Thes powerul
healing spell will reslore 5-24 hit
paints to & party membar @nd cum
poisoning @nd insanity.

POISON STRIKE This spell hurls
porcupine-sharp negdies lrom tha
mages finger info a selacied
monster, polsoning it

Leval §

GREATER AEVELATION This
gpell lunctions ke 8 "Lossar
Revelation™ spell, only I
Buminaies a wider area.

LERE

Special

FLRE
Ghar

POST

Foa

GRRE

WRATH OF VALHALLA khakes a
member of your party Tight with 1ha
strength and sccuracy of ancient
Maorse heroes for the enfire combat

SHOCK-SPHERE A large glove
of intense electrical energy
anvalops a group of enamies,
doing 8-32 hits of damaga.

Level &

ELIK'S INSTANT OGRE Ths
Incaniaiion will cause a real ogre

o appear and join (ha pary.

MAJOR LEVITATION This will
make the pary lovilate as doos
the level 3 spell, but iis elfects
will last untif dispalied,

Level 7

FLESH ANEW This spell behaves
ke the “Fiash Rasiora” spall,
except that i will affect every
membar ol the parly.

APPORT ARCANE Allows the
party b teteport amywhere withen-a
dungecn, excepl for places
protected by teleportation shields .

WROV

Char
Combat

SHEP

Spacial

MALE

Pany
Indal

FLAN
12
Pary

5 = &

APAR
15

Party
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MAGICIAN SPELLS

Level 1

VORPAL PLATING This spall

causes the weapon (or hands) of a
party mamber lo ba coverad with a
magical field, which causes him o

do an additional 2-8 points of damage

AR ARMOR  Thes spell will make
the air around the spell caster
bind nsalf info & weightiess suil
of "armar.”

SABHAR'S STEELIGHT SPELL
Causes all matal near the party

1o glow with a magical light, llum-
inating the surrounding area.

SCRY BITE The walis themsohes
will Bpeak, under diraction of this
spell, revealing to the spell caster
his iacation in the labyrindh.

Leval 2

HOLY WATER Aspray ol water
will emanate from tha maga's
fingers, daing 6-24 paints of
damage io-any undead foe

{ .0, skelaton, zomble, vampire)

WITHER STRIKE Any fa# al whom

this spell Is cast ls lkely to be tumed

old, thus reducing his abilidy 1o
attack and defend in combat.

VOPL

Combat

Sall
Combal

View
Shor

WIsT

1 Foe

MAGE GAUNTLETS Makes a party
member's hands (or weapan) mare
deadly, adding 4-16 points of

damage o every wound ha infiicis.

AREA ENCGHANT This spall will
cause the dungeon walls within
30 feet of a stairway to call out,

il thia party is travalling loward if.
Leval 3

YBARRA'S MYSTIC SHIELD

Tha air in front ol the party will

bind itsell into matallic hardness,
and will accompany tha party whan

il moves. as 3 sor of invisible “shiald.®

OSCON'S OGRESTRENGTH
Allows a mambes o your pary 10
darmage monsters as i ha ware
as incredibly sirong as an ogro.

MAGA

Char
Combat

AREN

an
Shon

MYSH
FParty
Medium
DGST

Char
Combat



MITHARIL MIGHT fncroases tha
armor protection of each party
member by enhancing thelr armar's

natural strength by magic.

STARFLARE The air surrounding
8 group of your enamias will
instanily ignite, causing them to

be bumt for & ta 24 damage paints.

Leval 4

SPECTRE TOUCH Thés spall will
drain a single angmy of 12 o 48
points of damage, as if louched
by & gpecire.

DRAGON BREATH Allows tha
mage 1o breathe firg al a growp of
foes, daing B to 32 poinds of
damage 10 each.

SABHAR'S STONELIGHT SPELL
Makes-all stone and earth within

range ol the party glow with magical
light, reviealing ewven secret doors

Level &

ANTHMAGIC Causes the
ground to absorb a partion of the
magical enargies cast al the
party, fraguently aliowing the
mambiers 1o escape all damaga,

Parly
Combal

STFL

Group

SPTO
i Fom

DRBER

Graup

5T3l

WView
Medium

AMMA
8

Party
Combat

Alsp aids In disbelioving lllusions and in turning

back magical fira, Bee 8 dragon’s brealh.

AKER'S ANIMATED SWORD

A magical sword will appear and
tight like 8 summonad monster
in defense of the party.

ETONE TOUCH This spell will olien
furn-an enemy 1o slane, oF & stone
monster from living stone 1o dead
stone. But it doesn’t always work.

Level &

PHASE DOCR This Incantation
will aher tha structure of aimos! any
wiall disactly in front of the pany,
fuming it 1o air for axactlly 1 move.

YBARRASS MYSTICAL COAT OF
ARMOCR Causes an effect like

“Alr Armor o caver every mamber
of the party. lasting Indefinifely.

Lewval T

RESTORATION Makess all wounds
disappear as your enfine pary Is
reforged inla unliawsd bodias.
Also cures posoning and insanity.

DEATHSTRIKE This incantation
is vary likely to inslantly kil omne
selectad enamy, big or small.

ANSW

Bpec
Combat

STT0

1 Fog

PHDO

1 YWall
1 Mava

YMCA
10
Paly
Indat.

REST
12

Farty

DEST
T4

1 Foa
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SORCEROR SPELLS

Leveal 1

MAMNGAR'S MIND JAB Tha mage
casts a concentrated blast of
paychic energy al one oppanant
daing 2-8 hits of damage lor each
experignce leval ol the mages.

PHASE BLUR The antire party
will seam lo waver and blur in the
sight of the mensters, making the
panty very difficult 1o sirike.

LOCATE TRAPS In asiate of
magically-haightened awareness,
ihe spell caster will be able 15 sense
a trap within 30 lest, if he taces it

HYPNOTIC IMAGE I successiully
casi, this spell will make a group ol
your enermiss miss the following
aftsck rodind.

Leaval 2

DISBELIEVE This zpall will revaal
tha tfrue nature of any Mlusion
attacking the pary, causing it to

TARGET-DUMMY A magical illusion
appears in the party's special slof.
Unabia to attack, it will sarve o
draw anamy allacks 1o himssll,

MIJA

1 Foe

PHBL

Pary
Cambal

LOTR

aa
Shor

HYIM

Group

oieg
Pany
TADU

Bpac
Comibat

MANGAR'S MIND FIST A highar
power “Mind Jab" does 3-12 ks
of damage to ane foe, timas tha
experience lavel of the mage,

WORD OF FEAR This incantation
will make a group of your enamigs
shaka in fear, reducing thair abiity
Io attack and do damage.

Level 3

WIND WOLF This spef creatas an
iflusionary walf 1o join the party.

This and other illugions are only
efiective as long as an enamy
"helieves™ them. Despanding on
pawer and location, the manstar may
sea through the illusicn, and cause 8
to vanish.

KYLEARAN'S VANISHING SPELL
The mage casting this spell will luen
rearly invishbls in the aves ol his
gnamias, whao will kave great
defficulty in striking him,

VAN

Sell
Caombat
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SECOND SIGHT The mage will
experience haightened awarenass
and be abla to senes slainvays,
spocial encouniers, spell negation

rones, and ather unusual occumences.

CURSE Causes a group of your
anermes 1o Tear you graatly,
lessaning their morale and thair
abifity to hit and damage you.

Leval 4

CAT EYES Tha members of ihe
mage's party will all receive perdect
night-vision, which will last
indefinitely.

WIND WARRIOR This spell will
creais the llusion of a battle-
ready warrior that joing your party.

KYLEARAN'S INVISIBILITY SPELL
This imvacation will parform a
Vanlshing Spell an the entire

party

Level &

WIND OGRE This spefl will create
the iBusion of an ogre, which will
aooompany and fight with your
party.

SESI
30
Madium
CURS
Group

CAEY

Indiai
WIWA
Spec

INVI

Pary
Combal

DISRUPT ILLUSION This spell will
degtray any illusion fighting the
party, and any now luslons created
later in the combal. |t will aleo podnt
aul any dopplégangars in the party.

MANGARS MIND BLADE A shamp
explosion of psychic energy thal
inflicts10 - 40 s to each and
every enemy you face.

Level B

WIND DRAGON This mcaniation
will create an illusicnary red dragon
1o fight with your party.

MIND WARP This spedl will make a

miember of your party go lalally
insane. Uselul for possasaions.

Level 7

WIND GIANT Thes spell will create
an iMuslonary storm giant, o @in
with, and fight far, your pany.

SORCERER SIGHT This spell
funations the sams as the Sacond
Sight spell, but it will Last
indafinitely,
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DL

B

Party
Cambat

MIBL
All Foes

WIDR

Spec

MIWP

Char.

12
Spec

-

11
a0
il
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WIZARD SPELLS

Level 1

SUMMON DEAD This spall wil
gals into our universs a zombie
or skelalen 1o fight lor the pany,

REPEL DEAD This spall will da

18 1o BO poinis of damage 1o a8
group of undead creatures.

Lavel 2

LESSER SUMMONING This spell
will gate Info our universe @ lowar
power elemental or deman, who
will junder protest) join the party.

DEMON BANE This spell will do
32 to 128 points of damage to a
gingle deman. The power 1o
summan is tha power to dastroy.

Leval 3

SUMMON PHANTOM This spell
will bring & madium level undead
craatura into the parly.

DISPOSSESS Ths spell will make

any possessed party member
ratwm fo his normal slate.

LESU

Speg

-

DEBA
1 Foe

SUPH
Spec
QISP
10
Char

Leval 4

PRIME SUMMDNING This spell
gates in @ medium level elamenial
of damon, 1o fight with the party.

AMIMATE DEAD Gives a dead
characier undaad stranglh, making
him aftack your anamies as thaugh
ha wara truly afve.

Level &

BAYLOR'S SPELL BIND This spall
il successful possesses the mind of

any engmy, Tarcing him te join your
party and fight In its defense.

DEMOMN STRIKE This spefl wors

Ike Demon Bane, but i will affect
&n entire group of demons

19

PRSU
12
Spec

AMDE
11
Char

SPEI
14
1 Fas

i

DMST

Giroup



Level &

SPELL SPIRIT This spell will gata EPSP
in a higher-level undead cresatura 15

1o fight for the pary. Spoc
BEYOND DEATH Thes spall wil BEDE
restore e and one hil point 1o & 18
character. Char
Level T

GREATER SUMMQNING Ths GRS
spell will gale a grealer deman infd 22
our universe and bind him {o the Spec
BARD SONGS

1. FALKENTYNES FURY
This tune increasas the damage your pary will do
In combat, by driving them inlo a berserker rage.

2. THE SEEKER'S BALLAD

This song will preduce light whan explaring,
and during comibat # will increase the pany's
chance of hiting & foe with a weapan.

3. WAYLAND'S WATCH
This song will saoth your savage foas, making
tham do less damage kn combal

4 BADHR KILWFEST

This Is an ancient Elven malody, which will heal the
Bard's wounds during traveling, and haal the
party’s wounds during combat

20

5. THE TRAVELLER'S TUNE

This melady makes the mambers &l your pany
mare daxlersus and aglle, and thus mare dillicult
to hit.

8. LUCKLARAN

This sang seis up a partial "anti-magic” lield, which
gives parly members some Iincreased protection
against spell casting

SPELL KEY GLOSSARY

Range Terms

Viw — spefl alfects line of sight.
1 Fog - apeld afects a singla manstar,
regardiass of how many you face
All Foss - spall atfects all monsters you face
Group ~spell affacts 1 of 4 monster groups
Sed — gpell atfeds spallcasier ondy
a0 =3 suares in the direction you face
Char —ona al B party members or spacial
Party ~ spell allecis all 6 party mambars
and special
Spacial = gpall affacs "5 giof only;
summanad craatung enles combad
raut round
Duration Terms
Combat - Gpiall lasis unlil all monsiers or all
party members are kiled, orumii
. Pty fUns Fwvay
Shon — gpell lasts only & few minutss
Madium ~ gpall lasts a lithe longer
Lang ~ gpell lasts twice as iong as "Shod”
indal. — gpell lasts unti party entars the
Advaniurers Guid or an ami-magic
e
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TIPS FROM THE
UNDERGROUND

Characlers

1, Don't be concermad aboul kosing a Lavel 1
character, Just make another ona. But when yaur
characters reach the 3rd level, back them up
regularly using your favarile disk copy program.

2. W your favante character gets killed, there are
saveral things you can do. You can resurrect him
by magic arin a temple by spending spell paints ar
gold, You can tum off the computer and reboot,
and your entire party will be resforad, bul without
the éxperience, gold and magic items they have
wan since the last time you saved game, Or you
can load the aharacter from your back-up disk anta
the main disk, aler first daleting the dead character
froam your main dizk. NOTE: you can only restore a8
character by rebooting f you have previously
savad yvour parly by axiting the gama whan in the
Adventurer's Guild,

3. In "ralling” a character's atiribute numbers, 175
and 185 can often make a big difference, as
tollows: Intelligence gives Magic Users bonus
spell poinis; Dexierty gives fighters (but not
Bards) bonus armor protection and first strike
capability; Strength aliows fighlers to do exira
damage in combat; Luck allows Rogues to survive
even #l they accidentally set off a trap: and
Constitution gives all characters banus hit painis,
4, Most charactar races have at laast one atiribule
they ara paricularly high in. Pay closa attention to
starting aliributes when designing your party

i1

5, Develop a Sorceror fasl. They are very usebul in
dungeons. Wizards are exiréemely imporiant in
advanced levels; thay can summan demans,
exiremely powarful specials. Develop an
Archmage, 100, You'll nead ane: you'll want mora.
6. Your pre-bulll party, axcallent for beginning
lavais, may not be the best group for advanced
levels. You may wanl 1o experimant with a hunter,
because his “critical hit" capabilily can vanguish
superior monsters, and the monk, wha is parhaps
thé best fighter of all after he reaches the Gih leval
7. Warriors and other fighters often play less of a
role against higher leval, magic-using monsters.
But withoul the protaction of thar armor and
sfrong arms, your Magic Usars would not survive
lang enough fo laarm the higher level magic spoiis,
8. Beware the Doppalganger monster, I anfers
your parly and looks jus! ke one of your mambars.

Magic
1. Dand venlure 1ot Tar inlo any dungeon without
your maximum spell points. A good nule 810 leave
d dungeéon whén you are down 19 one quarar of
your magimum spell points.

2. Manage your spell points cargtully. Donl wasie
a spell if you can accaomplish the sama thing
without magic, Torches, lor example, ofien work
a5 well as - magic light spells. On the other hand,
don be shy about using magic in combal. When
in doubl, blast 'em with magic.

3. Locale fraps, second sight and sorcerar sighl
spalls all dentily traps within 20 feet. Trapzap spall
disarms all traps within 30 feal.

4. Cast a long-lasting Bard spell right belore
enfefing a lavemn. s ke getting a free spall,



ITEMS

These are the basic Rems lound in Garth's
Equipment Shoppe in unlimiad guantity:

Toarch = lor light in dungaans

Lamp — langer duration than a torch

Broadsword - most damaging non-magic
sword, only usable by fighters

Shiort Sword — @ lighter sword, usable by all but
mages

Daggar - usable by all, not too eflactive

War Axa - @ heavy, damaging weapan, not
Uﬂl:_nl-n by bards, raguas, or
Magss LSS

Halbard = @& combination batile axe and
piks, tha most damaging
non-magical waapon

Mace - (hié mos! powarul weapon a
rOQUE Can use; an amar cresshar

ol = @ simpla, non-magical cudgal

Buckler — @ small round shield

Tower Shield  —a larger shisid

Leather Armar - the lightest armar, wearable by
a&ll but magicians and conjurers

Chain Mai — light metal mesh armor, best
against light weapans

Scale Ammar -« batter still, ditficust to plerce

Plata Armar ~ sirongest norn-magical armor

Rabes — will dull ald knives, but that's #

Halm - povers the head and saves the
advaniurers good looks

Leathar Gloves - soma protection for the hands

Gaunikats - metal gloves

Mancalin, Harp, Flute - musscal instrumenis for uga

by Bards

ltem Abbreviations

FGN s an abbreviation far Figurine, a magical
slafuefte which can coma 1o lifa.

MTHR is an abbreviation for Mithrll, an elven metal
with magical qualities

ADMT is an abbreviation lor Adamant, another
magical matal

DMND is an abbraviation for Diamond, one of the
hardest substances Known 1o mEn or manster,

Tipas from the Underground: Items

1. Generafly, the mora expensive the item is, the
better it works. Almost ke real Me.

2. There are no cursed or bad items, unfike real [Wo.
3. Dan't be stingy. Equip your fightars with the
best armar, weapon, shield, helmet and gauntiels
mongy canbuy. Afier all, he can’ fake il with him,
4, Expariment with sl items you find to determine
their capabilities. Magical items are key {0 succass
Aemamber thal an item may only be magical for
cerlain characlers and classes, so trade ilems
anound il you have 1o,

5. Make sure some ol your characiers carry less
than B itemns, or alse the pany will naver be able lo
Pick up new  magical ltems in the dungaons.

6. Whenever your pany captures an especially
interesting or powerful magic itam, save the parly as
soon as posskle, That way, even il d=aster sirkas,
you will never lose thal powarful armor, weapan,
lalisman or whatever.

7. This manual is not protected by magic shiglds or
air armar.  Danl let your dog eat i,
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