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GREETINGS HERD!

My mame i Saradon, & wizard of some fame and little fortuse. Though yon know me not, and e have pever met, 1
feel that | have knowmn you all my life. For the siory of your deeds, your entanglement with Mangar and his evil

hnnlcinitniﬂnn.ﬂm:ﬁmﬂmﬁplﬂﬂq’rﬂudlhwllmmhﬂzlbn. Fnrlh]lr:l.-m,fwjmu'mmqnnnf
experience, I have contacted you sbove all others, For now we face an evil misch greatsr ihan Mangar's, An evil

that threatens oot the safety and ransquility of bot one city, nee...an evil thot threatens the existence of the entire
Realm and wll the cities and citizens within!

Recall now the lessons of your childbood. The story of Turin, the archmage who forged the Destiny 'Wand in the
molten depths of the haly mountam Krontor, The Destimy Wand, the eniting force wihich haa milied armics 10 the
mid af the Reabn, md has maintsined peace ol progperity for e last 700 yedrs, Bt leok around you now, where
has ihe power of the Destiny Wend gone? Lawless mercenaries from the neighboring kingdom of Lesiradss have
imvaded the Realm and mow min rempent through the streets.  Even tn Tangrammyne, our capltall In is they who have
taben the Diestiny Wand, with the guldance of an evil Archimsge known as Lagoth Tania,

Alihough Lagoth has thwaried each of my aitempts to gaim knowledge of his powers and location, I kave been shie

o discover that the Diestiny Wand [ies broken i seven pieoes, st seven differeni locaiions. Lagoth has pliced each

Fragment of the scepler within a Snare of Death — a puzzle moom teat will require all the wisdom and conming et yoar
duspraal n onder for you 1o survive,

Do you balicve in legends! Legeid statex that, "Unimaginable power is benowed upon the one whs teforges iha
Destiny Wand..." Regardless of whether or not you hold faith in the stufT of legend, you ssr defest Lagoth Zanta,
regain 1ba seven fragmsenis, and reforge Uss Destiny 'Wand — i is the oaly way 1o save the Bealm,

Maw | must hiry, lor 0 my ailempds o glesn knowladpe of Lagoth, he has discoversd my prying magie snd sven
now his mercenaries spyproach. | care not for dmy owmn salety, bt T pray that my magle is still strong enough 1o
daliver this laner and the sccompanying bocklos into your hende, The boeklet containg powerful quest knowladge
which 1 have gabered ustng magic snd other, more physical, methods. LUse it o bhelp you during yoor guase, My
only regret k5 that | cannot personally be there © coumse] you dering your quesl. May (a2 smile gpon you., . ol

UpGT M.
Saradon
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OBJECTIVE AND OVERVIEW

This section contains & description of your objective while playing The Destiny Enight, snd sn overview of iba
gnme for players who wand io get staried quickly, The rest of the manual comtsing reference informatlon on various
gnme aspects such as builiding and developing charscters, finding snd mapping the many dillereni locstions within
the game, mnd wsing the comhat snd magic systems,

Objective

As The Destiny Knight, you must assemble a band of adventurers, track dowm i(be seven pieces of the Destiny Ward,
el defest the evil Archmags, Lagoth Zmmin. Ehnymh:ﬁnlﬂlhﬂﬂhnhm.qﬁ.ﬂhﬂmmﬁﬂhmﬂmt
all seven fragments of e Destiny Wand, you mist reforge the sepler into o umified whole, thus reunifying the
Roalm (and winming the game).

Beginning and Experienced Plavers

IT this is yoor (st time in U0 Realm of the Barnd, you should read the whils manual eaelully, then keep it handy for
reference during gume pley. 1F you're o Bard’s Tole veteran, the Command Summary Card probably contsine all the
information you'll need 1o ged started, bot keep the manual nearby for referepee.  Becsuse although The Diestiay
Knight softwere operates almost identically to the Sard’s Tale, the game itsell is more complex,

Begloners: The adventure siaris st the Adventurers' Oeild in the Healm's capital city, Tanpramayne (see illosirstion
below), If you are using first level characters (s new players probably will) procesd immedinsely 1o the starer
dungeon. The starter dungeon gives your characters some initinl experience points and helps them prepare for the
mm;nﬂnu:-hmhlhnﬂnd-'fm-wﬂk. lflrmhﬁﬂhhﬁnmpﬂ;ﬁlmlﬂm
the slerter dungeon a¢ quickly ae possible, because charscters lower than level 14 srent likely o survive for very
long smywhere clse in the game,
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Tangramayne

Veleranss If you'rs sn Jﬂhnﬂpﬁrﬂﬂlﬁlbﬂﬂu{lmmm#ﬁﬂlﬂﬂlﬂ wransferred from
Bards Tale, Wizardry™ , or Ultima III™, you can s=t out in search of the Destiny Wand immediately. The fiest step
mmmﬁhmhmummlmmwimmmmtmhﬂhmrm Oinca you have
eniered the game snd have left Tangramayne, locate the Sage in the wildernoss snd sk him sbout the Tomba, (See
"Tha Sage” below for more mformation. }

Command Sommary Card

Follow the instructions an the Command Semmary Cand to stam The Destiny Knight on your computer and g learn
the keystroke commands for your machine. The Command Summary Card slso contains instructions for oeing the
disk wiilities snd for tranaferring charactors from Bord'y Tale, Uttma [T™, and Wirordry ™* (see “Pre-Buoilt Parties™
below]).

NOTE: The option o ransfer charsclem may not be availeblz on all computers,

*Apple versions oaly.
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Adventurers’ Guild
This is where you stan each time you begin o new game; ie., the fim im :wup]lymlfmﬂlﬂwdwnw'Lm
your party have "expired.” The Adventusers' ﬂu[ldu only place in lown where yoo can crexls charscten, form @

Pre-Built Parties

‘When you enfer the Adventerers’ Guoild the first time, you'll find an assembied band of Adventurers alresdy waiting
gnd resdy 0 po. This is the *ATEAM. They're all fimt level characters and are eguipped with enly the bare
canentials in the way of armor and wespoms, but they're qoiie adequaie for gesiing your fieei wel in he “staries”
denpeon, Use the instructions on the Command Summary Card (o help you get the *ATEAM moving, and s=s the
“Charscter Types™ section for more informathon showl charmclers and party selection.

In sddition o wsing the *ATEAM, H!ndplqmmﬂmbﬂ[ﬂpﬂuhlhﬂlﬂuﬂyhﬂmhlﬂh
Bards Tale, Ultima [T™ or Wirardry™" « Many of the party's altribtes, soch as experience points, weapons, end so
on, are iranafesred o The Desiiny Kadght, See the Command Summary Cand for step-by-step insiractions for

wanifarting characters on your compuier sysiem.

The Map

The map that's included with The Dentiny Knight will help you become familise with the Realm snd the importani
lncations within, bof you're on your own inside forests, Tuildings, and dopgeons. [f's 8 good kdes o keep pleaty of
graph paper handy while playing so yoo can create maps of the places you explore, This is espacially imporiant in
the pozele rooms becsuse you may have to return o these over and over, making a Little more progress each time
before your make it all the way through. Keeping o detailed map of your wanderings mukes this process exsier.
Here's n clue: fhe mares ane setup on 8 22 by 21 prid. Morth is 8o the wp of the soreen, esat i to the righl, mmd so
on. Some of the more important Iocations are:

» Ciijes = there are sin cifics in the Realm: Tangramayne, Epbesus, Philippl, Colose, Corinth, und
Thessalonica,

= Costles — there are & number of casiles you'll meed o wikll, including: Fanskar's Castle, Dargoih's Tower, and
Oscon’s Foriress,

« Forests — the forests of the Realm hida & variety of interesting buildings, hists, snd srongholds (o well a8 a
hiost of evildoers), Crypis can alio be fomd o the wilderness. The Orey Crypt dungeon is ome, 5 particular, st
yon won't wani 1 mis.

» Temples — [or healing wounded party members.

» Taverns — for food, drink, and more mmporiastly, information.

« Roscoe's — for more COCIEY.

o Cislniog — for gamhling types. Be careful, the dealers have heen reported io cheal. .

= Bedder's Bank — for storing your gold for msdefmite periods, lh:l.:h'dnm‘:mmmt.h:l‘rﬁ;huhm
mever mobbed or go bankropl.  You can make withdrawals ot any branch.

*Apple versions only.
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* The Review Board — for mereasing the level of your characiers amd loamning new magic. This one's not on
the fmap, you omest fisd i oo your awmn

For more abowt mapping and locations in the Bealm, see the "Piaces™ section below,

Combat

Oaly the firel four characters and monsters within meles rangs can engage i hand-io-hand combat. The Dentiny
Knight uses the same combat modes &3 Bard’s Tale, wuch as Pasty Adtack, Bard Song, and Hide in Shadows, bal
digtance now has an effeci on combai, Enemies appesr within & range of 10 to 90 feet from your party. Enemles 10
feot wway are m melee Fange and eon ansck of be spacked with hend-held weapons. Melee range always begin o
10 unless you have any type of ebongated weapon.

Woapons that are thrown or shot, such us axes, sposg, and arrows, are knowm as mirnlle weepons and have o ranpge
in which they sre effective. Thess weapons are usmally nonrecoverahle; they can be wsed only once, There me, of
colrse, excoptions o this mile. Some maglcsl missile weapons (sach as the Zen smow} can be rensed, and at beast
one ponmagice] missile weapon (the bosmerang) can be rewsed becanse it retums o the one who threw it To throw
or shoot & weapon, select the "Use® fumction during combst. And naturally, to e arrows you most bave & bow....
Se= the "Combat System” section for descriptions of more weapons and ranges.

Spells {ind'ndin;ﬂnpn fireaih) also have eflectivity ranges. Shorer ranges will usunlly have normal effectivoness,
whils longer ranges will have decressed effectiveness; e.g. if o spell range is listed at 30 and you use it at 60°, the
spell will mol be ns effective ot the longer range. See the "Magic Sysiem” section for descriptions of all spells and
rETL e,

Magie
There me five levels of magic aser which are described bolow:,

Con)urers: Can creste objecte such ae lireballs or maghe compaties oal of thin str, s well a2 heal wounded party
mesnbers,

Maglclans: Can besiow magieal effects on common items, They can muoke méts]l glow, or make fhe alr around an
adveniurer ns siromg, as a suit of armaor.

Sorcerers: Can create illusions, such sy additional perty members. Or they can heighten the party's pwareness by
giving the party members such sbilities as befler night vison.

Wizards: Can summon and control supernatural [onces, soch ss summoning elementals or reanimating the desd
Archmage: These magh: user have learned st least tlsren levels for aach of the previoas fout magic el olasse
The Archmige is ons of the mos powerlul ed mportmt charactans in The Detiny Knipht bacause an Archmage can
do nimost amything. FEemember, Lagoth Fante i an Acchenage... Gght fre with fire.

The Conjurer and Magician levels are terchangeable; you sart ot elther one.  Sorcerer snd Wizerd classes asen't
available w [kt level sdventarerss. To achieve these clessea, o magic user muat have achieved ihird level magic
[lehhlhnpuﬁuurmllnmﬂ'nl-l. Thhml.hﬂlﬂljrimnhmmlhhdhud“qidmrpﬂ“:il
eligible 1 become & Sorceresr. A Sorerer who is using thind level Sorcerer Spells is eligible 1o hecome 2 Wizard
But remembes, if you skip & magic user class (=.g., Muuhmmudnfﬂlnnmlymmn!phﬂmﬂ
master the lower kevel. And if you @z sinving for Archmagedons, remember that a charscier cam
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Archmage only by mastering of [eawt ihree spell fevels for each of the magic user classes, snd a true Archmage has
enastered all seven spell bevals for each class — Lagoth Zanta did.
his

magis, %ﬂumhﬁmmthmplqwhﬂn exploring or fighting (with dilferent
effects), Tho Bard has seven twnes to choose fram, and can play a9 many songs e be or she possesses in expesience
lovals. But the Bard can play enly ons mase @1 & time, Becanse the Bard makes a special kind of magie, he or she
can often belp when normal magic s ineffective, Por instence, if all your light spells are out and you're in complese
dorkness becanse yoor panty is im en snii-magic rone, try Band song mumber seven, "The Weichwood Melody."

party (they will help darng combat, or while siving a puzzle), odbers are hositle to your party (they will join wour
party in order bo swart intra-pary combat),

It is essential that you alweys have one of twa empty charscler slow o your party so you cen sdd special members,
‘While this Tesves the door wide open for crestures such & the Doppleganger monster o infilirete your ranks, it also
gives you the sbillty i enlist ihe aid of special charsciers -hmqmym:hwﬂwmlhmtwim

characters,

Time

Time & definiiely not en rmrnﬂahm]l moves inegorably enward whether ar nol you touch he compuater. And
nightiime b acr the right thme 1o be t.lught outelde. Especially since you'll use up spell potnie faster af mght —
they only regenerate in duoylight,. The Advenmrers’ Ouild is & nice plece 1o spend your firel night & the Bealm il

always daytime when you leave the Guild.

Dﬂnﬂﬂﬂhﬁtﬂmﬁhﬂmuupﬂhﬂrnpﬁuﬂﬁﬂumiﬂhﬁnmﬂﬂuim:ﬂam Ones you
enier o parzle room, the game converis 1o real-time, ol game-tfime. Each purzle moam has i own smount of e
im which you must solve the pucele amd gt our alive. And remember, your party cannol beave a puzels roam. until
e pozzle s enlved. Ses the "Pleces® section for more informatdon about puxzle roams,
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CHARACTER TYPES

Homans are only one of mamy mces that can be found in the Realm of the Bard. Half the fun of exploging the Realm
is leamming abowt and peiting 1o know the non-human inbkabitan@. In ikis chapier well ke o look st the diffesemt
meces, classes, and abilities.

Races
Including buamans, there are a oml of seven races that inhakan the RBealm of the Bard.  Easch of the races ihat
inhabit the Realm are described briefly in the following ssctions.

Human: The people af (ks face are known for their isventveness, hanliness, appressiveness, and dewmright
siubbornmess i the face of adversity, A porfoct set of wails for survival o the Realm of the Band

Elf: Thoss (air-haired, (sir-shinned people closely resesnlle hnmans bt are wsaally taller, Mester, aied mire agile.
The Elven peoples are kighly skilled m the aris — espectally maghc and was,

Dwarf: These shori, stoutl poople are amazingly sirong and healthy, boi Bod alweys very bright, All wery good
fedgons Lo make eire you have he dwarves on youwr dbde in & fight.

Hobbilt: Thess small people ane wise, nimbie, and osually very patient. It b0 sabd that, if need be, & hobbit can
sieal the gold-purse from a shadow,

Half-Elf: Thess people e Eiving proofl of the compatibility between hurmans and elves. They are fuir-haired and
kight-skinnod like elves, but gain some bulk aml strengith through their buman encestry,

Half-Ore: Ores are large, semi-tntelllgem, pig-like creatures thet can umzally be found In the employ of evil
wirards, Hall-orcs, because they are 3% human, sren’t quite as despicable as full orcs — bt they're sometimes just
as dangerous,

Goome: These people resemble dwarves, but usually have less hair, shorer tempers, end are afways betier at using
magic.

Classes
Each of tha characiers in your party of sdventurers must belong o & partbcular class, or profession. There isn't a
single closs that's the besi, your chamacters mist depend on each other and use teamwork o succeod on their quest

Cluss selection b the most imporianl sspect of creating o character in e Realen of the Band, Thers e on diffenent
classes, but only eight o choose from with a newly generted characies, A charsciers clads i shown in View
Charscter mode, snd onscreen af all times by an abbreviation i the CL (Class) colemn. Esch class hae s own sl
of strengths and limiitstions which are described hriafly in the following sections,

Waorrlor (displayed onscreen as WAJ: Wamors can use pearly every wespon they come scross.  For every
ﬁn]uﬁnfnml.&ﬂﬁermwmwunmmw ﬂ.mm.l::ln‘hl‘.l_



Paladin (PA): Paladins wre fighters who have swom o fight all evil and uphold bonor end puricy in all places and
situations, Paladins can use most wespons incloding many that other fighiers ean't. Paladins geoi muliiple siincks st
higher levels mnd alen have greser redisisnce o evil magic,

Rogue (RO): Rogues are professional thicves with mediocre combat skille, However, ropues mre cxperts af
shulking in the shadows, ag well as searching for traps and disarming thes. Withow a fogue bn voor ranks, your
party’s hoofy will come a1 am umssually high price.

Bard (BA): Bards are colorful cherscters. Mo Bards are warriors who heve given up tse ant of war for the an of
magical mosic. This doesn't mean, however, that they've forgotten how o handie warrior weapons.  But heonuse
they're nol e wamicors, Hards don't the advantage of extra stiacks during combai,

Because of their unigue form of musical magic, it's pesrly impossible to survive in the Realm without & Rasd i your
party. Most Bands always have a reperioire of seven songs, hisl most alsy have o instrument in order 1o perform. A
Bard song played while exploring is long lasting and will resume after combat; even if ofher tanes were plaved
during the fight Songs performed during combat are briel — lasiing only one rourd — end their effects differ From
the moncombat versions,

Only one Bord mme can play ot o time, and the funmes vary sccording io the difficulty of the dungeon.  If & second
mpe §5 waned by the sama or & different Bard, the firsi song will end, A Bard can play a5 mamy tunes a5 be hes
ouperience levels bhefore his therost dries; e.g.. if your Bard hes four experience levels, he'll be able to play foor fumes
froma his reperivire. The oaly cure for & Band's dey theoat (5 & large tankand of gle from the nearest tevern. This is
the souwree of one of the Kealm's popular sayings, "When the going gets tough, the Bard poee drinking..”

Hunter (HU}: Hunters are ofien known by other titles; assassin, mercenary, ninja. Humiers can use mos weapons
and can ofien instamily kill sn opponemt by siriking = nerve cemier or other wital sres during an sonck (o hendy skill
that incresses in socuracy & the humier sccrocs EXpeficnos poinbe).

Mook (MO): Monks are lsbmman fighting machines trained m all sspects of the mariial sriy. Monks can use
tracditionel weagons, but usually (especially st the higher experience levels) are more effective using their hare hamids.

Conjurer {CO): Conjurers are the firsg of the five levels of magic users. They can heal the wounded and create
phiysical phenemena such es fire ond light.

Magiclan (MA): Megicians are the ssoond level of magic wery and use their magic w chamge the propenics ol
phirsscal objects: e, enchanting n sword, making armor stemger, of miking & dungeon wall dsapposr.

Sorcerer (S0Y): Sorcerers are ihe third level snd deal b the erestion and mampulstion of Qhstens. The lewel i
very powerfal and izn't svailable o new characiers.

Wilzard (W1 Wirards sre the fourth level and ¢an summon and bind supermatural creatures. These cresturos don't
like our plans of eisemee and aren't very [rendly. Tryving to contral these ereatures b extremely hazsrdous and
thereliore the Wirsnd level imn't available 1o newly created characiens.



9
DIMINIMIMIMNIMIMNIMIMIMIMIM M I MM I NI B

Archmage (AR): Archmages have mastered af leas three Levels of magic spells for the previom four magic user
elumses. Meedbsin o pay an Archmage can prery misch do ae e pleases, sned new cherssters canmol immedinbaly

procsed to the Archmage level, I you have an Archmage in your pariy, you probably don't nesd 1o read any further.
For more information on the maghc classes and using magic, see the "Magic Sywiem” section Isier in this manual,

Special Members (MN or TL)

Special members (generically called “monsters™) are charncless who mest and join your perty during s trevels
Special members can be either mongier (MN} or illugion {IL). There are two ways for special member to jin your
pasty:

1. By being summoned, created as an illusion, or using some other magical artifice
2. By introdocing themaelves to the party and offering their services 22 o comrnde in arms.

Your party can have up 1o six special members, They can even be renamed and saved o disk when you retam o the
Adventurers” Giuild, However, you can't control special members during combat, Special members pick their own
forme of attack smd usually go afier the fimt groop of monsters your party is facing. Likewise, special members can
carry ifems [or your party, Int cammot find or use items — only charscters you create can use the iems they flind or
purchase in the game. [Hossonary members disappear from ihe party ranks when they sre killed, Am illusionary
special member i killed if a Foe dishelieves in ity exislence. Any ilems that sn ilesionery specisl member is
cormying (such ms gold) ore lost if the illusionery character is killed.

Hlmﬂmmmhuwwwmmhqrmhmm
imuuhmlytmu}u:u'h—.:lﬁpuumil:ln&m Diead spocial members can be resurrected and healed just like your
tegular Destiny Kaipht characiers. Yoo can remove special members from your pasty wilth the "Drop Character®
caminangd (see your Command Summary Cand},

View Character Attributes

Esch characier posscsses six aliribubes thal define the physical amd mental abilides for the character, aa well o e
character's rece, class, and possessions, Bach of the characier's anribuies is ramdomly assigned a value from 1 w0 18
— the higher the number, the greater the capability. The following five atiributes are found in the View Character
mode, (See the Command Summery Cand for the key sequence that enter View Chasscter mide.)

Birength (displayed in View Charscter as 85T): Pure, physical power thei determines the amount of damage
i charscter can inflict on an opponesit in hamd-So-hend combal. Make sure your fighting characiers are strong,

Intellipence (1Q): Meninl power, A magic user gets bonum spell points for 4 high islelligence score.

Dexterity (DX} Agility and mimbiemess. A high score in this ares makes your characters harder 8o hit snd belps
ihem land the fint blow during combat,

Canstitutlan (CN}: Healthiness and survivahility, hﬂumhnl‘u i kill characiers with strong
constilution. Strong comstitubion @ asually reflected wilh bopus hit poists (see “Hil Points® below),
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Luock (LE): As slways, luck is mmbigoous, wnpredictable, snd has & number of onforeseen effects on your characiery'
Iives. Lucky charscters are more likely io resist evil magic and wvoid oraps.

Spell Levels (S0RC, MAGI, COMNJ, WIED): These four stiributes in View Characier mode show the spefl
lewel for the character. Tﬂ;mmhﬂlﬁmdmﬂllm!ﬁ“mmiﬂhdm For
iml.lnce.ll'.‘nqjma'l'llhl.rlﬂirq_df.ﬁmm!;mfmjmtq:ﬂkq:[nlhlhhﬂlmd—ﬂahm'lnd:m‘thu
accessed without & higher rating, There are seven spell levels per magic vser class, Like other actributes, the ahiliny
o leam new spell bovels increasce with experience points (bt you must pay to besm now spelis). The ble below
lizis tha progression.

Experience Level Spell Level

A0 B ol I LA e L R e

10
11
12
134

w3 BN LA LA e B Ll Rl S Rl e =

Character Acquisitions
Also found in the View Charscter mode are skills or flems that your charscters acquire during the course of the
adventure. Thera mre four caegories aliogether.

Experbmes Points (EXPER): Messures the charscier's abilities that have been gained by experience, The
higher the experionee poimis, the greater the character's shilities, Chamaclers eam experience sfler every batile,
r.:'l.p.l:i.utqlhtmnﬂlwf;ﬂmtprﬂmhﬂhtmmllﬂmhﬂulhmhbdhyﬂmmbhﬂluﬁmhym
paryl

Grold: Cold is as precious in e Healm of the Bard 2= it is in your owm world, Your characters stan o with jus
ennugh gold to buy them the bare cstentisls in armor and wespons 1o start the goesl  Your paity caf eam mons gold
From the monsters they defeat i battle, or by selling the things they find is dungeons — the overall sirength and
armisnenl of your party dhould determing which method you wae in the beginalng.

Level (LYL): Roflects the level of achievement within & characier's olass. For example, Level | s o Novice,
while Level 13 i needed to become s Master of 8 magic user class.
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Based on experience points, the Review Board promoles characters o higher levels within their class — but only if
the charscier roguests promolion fn-person; e, you men find the Review Board, ﬂﬂ?ﬂlﬁﬂ‘ﬂﬂ.hﬁ'ﬂhhm
becaass it ustally means incredses in abiribuic scores such o kit points, spell points, and =0 on,

Tiems (1-8): Up o sight liems can be carrled ot one thme. Dems fall ino ten categocios; weapons, shields, wmor,
helms, ghoves, musical instraments, fgurines, rings, wends, snd miscellangous. You mmat Equip the clurastar with
the item in onder to wse it (see your Command Summary Card for the Equip command). Only one item from esch type
can be equipped of ope time, This means thet your character can'’t use two shiclds ot onoe, even though there may be
twio shown in the mventory.

Cortain ilems can be used only by specific characters, For example, only Bards can use musmical instuments. An
itemm ithat ean’t be wsed by a character bs marked with a B in View Charscier mode or the Equipment Shoppe. An item
thit has been equipped (8o the chasscler can wea i) ls morkod with o ® symbal,

Onscreen  Statistics

In sddizen 1o the ten basic aitribuaies shown in View Charscier mode, there are mn additional Gve classcteristica that
daterming your characters’ attributes n other arew such o healih, experience, armor clas, snd g0 on, The next Ove
stiribuies are listed in onscreen columns si &l iimes,

Armor Clazs (AC): Reflecis the level of protection o character has againsi physical sitsck. Amnor class siarts si
10 for a wially unprotecied charscier with low dexierity. As the clarscter's protoction improves Usough armor,
spells, mnd other means, the armor class drops o -10, aad eventually all the way o L+ (the equivalent of a -21 amnar
class), Onee your charscter's srmor cless roaches Le, the disploy deesn't change even thought the srmor class may
enfitiss o go lowesr than -21.

Hit Ponts (HIT PrEx The two columms that show' hit poinia refllect the smount of damsege & chamcter can take
before dying and the charecter's current condition. The HIT colonm shows the character's iotal number of hit points,
of the charscter’s potential st full health. The FTS column shows the sctusl cwerent condition of the charsctes, Por
exumple, If 8 charscier has an HT column thet containg 20 and & FT5 column that comtaing 20, the charscter iy ot full
health. IF the charscier mkes 3 poinis of demage during hetile, however, the HIT colomn remsins ot 20 while the
FTS column drops o 17; thus ing you ihe characler's iotal podential hit points, and the current acfual siatus,

Spell Points (SPL  PT5): These two columns show the total possibie end cumrest actual gpell point status,
Spell poinis are ussd with each spell the choracier casis. The smount of spel] points tsed is detemmined by the speil
its=lf. For imstance, if & Conjurer’s SPL apd PTS cohimns both contain 18, be is ai full power. [f the Conjurer casts
& Mage Flame spell that cosis 2 spell points, the FTS colemn valoe drops 1o 16, The character's murcimum spell
points are listed in the SFL column, while the spell point remaining are shown in the PTS column.

Cliss (CLY: Shows the characier's class i abbreviated form. See "Classes” o leam the omcreen abbreviation for
esch clais.
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:I‘.HulmmdhﬂmllﬂﬂmmvﬂmhﬂnﬁnﬁHMmmlmmu{mﬂ
Thﬂtulhwmplnhhtlh:h:ldlmmdudlrﬂuﬂmmhm ‘I'Inm'upnﬂ'ﬁm

"rolls the dice” and sdds the random number 1o each of the atribuies — this is the lnck, The sam of the geme and

buck values are then displayed as the sttribute values for the character.

Il you're satisfied with the compuier’s “dice mwll,” choose & character class, then mame the charncter, I you wani

b try fof & better sat of stivibules, use the command listed on e Command Semmary Cord i fake the compoter “re.

roll the dicel”

4. Aler the charmcter's name & assigned, the characier s saved o your chamacter dink.

5. To uze the charscter, you musi add him ar her o your party with the Add command shown on ihe Command

Summary Cand.
Tips from the Adventurers' Guild: Characters

w

1. Ban’t be oo concemed about losing a level 1 charactar; just make apother. When your charsciers resch level 3,
hawever, backup your chamcwer disk regulaly with yoor favoriee disk copy wiility,

1 You have several options il your fevorite character (o killad, You can spend spell points w resarrect the character
with magie, or gold o resumect the charscier in o temple. Yoo can tum ol the compater, reboot, end relond yoar
party from the poind where you Lest saved them o disk (meaning all the characiers lose all the gold snd experience
polits they may have enmed gince (he last tme they were saved), O you can delete the dead character from yoor
main characier disk, and repince the charscter from your backup disk.

1 16 17s snd 182 can often make o big difference when “rolling” for o character's attribates. For exampls,
Dexterity pives everyone homus snmor probection and firig strike copabilities; Strengih enshles you (o do extra
demage in combat; Lack often allows you o survive even il you sccidentally spring a trape and Constituthon
provides all characters with extra hit poiots.  Alhough it makes no difference in the fimst allotment, magic usern
with high intelligence ratings get bomis spell poinis in later fums.

A4, Many races have & specific afiribuie they excel in. Pay cloke ationtion to the starting attributes when designing

your party.

5, Develop a Sorcerer fasi — iboy're guile useful in dungeons. Wirards are wery imporiant of advanced levels hocause
they can summon exiremely powerfal special members. Work lowerd Archmagedom. You'll nesd af least one, and
wigh you had many mose,

6, The *ATEAM. while sacellent for ihe siarier dungeos, may noi last long a8 the slvanced levels. Experiment wiih
a hunter; becanee of thelr “critical hit™ capability, a hunter can ofien vanquish superior monsters.  And dom'’s
overlook monks — after the sinth level they sre probshly the best fighters of all,

. Warrlors and other fighters are ofien leis effective sguins the higher level, magic-using monsten, but withoud
1hr_i'rFﬂuﬂim.mml]inlmtmeHuh.m;hhhmﬂhﬂhﬁhqukm[ﬁ.
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B, Keep & slot open for special members. There will be thmes when you metd o empoearily enllst the services of a
special member o help your party through certain portions of the game. I all the member slom in your party mre
filled, vou won't be sble o sdd o special member,
9. You can save special members with your party, but you must either rename the party, or save the special members
Hp.l'rl.l.n];l.
10. Beware of the Doppleganger momster. It enters your party end looks just like one of vour charsciers. Dealing
with one Doppleganger isn't so bad, but if you have n namber of empty member slots and multiple Dopplegangers
Tﬁmﬂmhmﬂmlﬂmi&ﬁﬁmﬂim Having a high kevel, kigh Tk ch thai slo

a mg.mm'pntrn Eroip | character in i can
help you avoid & lot of touble. A Paladin is the most affective group lesder.
12, Pay close atlention to characier statistics while exploring. 1T you g=e that your chamacter's spell or hit pointe are
draining for no apparent reasom, you may be na special sguare — move mmedintely, There are many special
sguares in The Dentiny Kaight that ean affest your party in various (and lethal) ways — walch out for them
13, Always leave open alois for mew iems in your inventory, Some puzzles requite you 0 lake of poseess & oarialn
itemi im onder o solve the puzzle, Having no room in your inventory prevents you from salving these types of
puzzies.

PLACES

With sin cities, 25 dungeon levels, amd wildemess thol you can fully eaplore, there are o Jot of places you cen visia
in your travels throogh the Healm. Even characiers with really high inielligence atribuies are bound 1o gel Josi
without some diligence on your part.

Maps

Aml:pn!'lh:l.ulﬂ.nﬂﬂ:nmwhnmmdgwﬂhubu,uhduﬂdﬁmrhﬂmhjmﬁﬂ. U thin
map 1o help fmd your way sround the Realm, bt bewars, the Realm is a big plsce and not all places hive bien
explared and mapped. If you [nd thai your party i gaing where no man, of elf, hay gone bolors, maks & map.
Abo, I you ever become lost, preas "7 end The Dentiny Kaipht displays your locstion and the time of day.

Unmarked Buildings

Maost of the bulldings in the Realm are immarked and can be entered by moving the pary Porwand (see the Comtmand
Summary Card for the Forwand command) through the bailding's door. Ofen, however, an unmarked building will be
inhabited by group af the vicious invadern and your party will haove o fight for their lives. Other times, an
unmarked building may boase the enlrance o & dungeod.

I you suspect that a building houses the enemy, a dongeon entrance, or il you're just out looking lor o good fghs,
nse the Kick command {see the Command Sammary Cand) o kick in the door snd gei the drop on the cretine,
Bemember: Fighting i good for your party — i builds experience paints,

Adventurers' Guild

The Adventuren’ Ouoild is the "union hall® where unemployed characters hang out, hoping 8o join a quest party. The
Adventurers' Guild is the only plsce you can creale and sdd pew characiers to your party. There i3 an Adventusers’
Cuild in every eliy.
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Garth’s Equipment Shoppe

Garth i2 a retorod hero whose deeds are pecalled in many @ Hard song, so his knowledge of weaponry and ather
ariilaces is vasl. You ean bay, sell, or wlentily armor, wenpons, snd other Hems ot Garth's chain of squipment
dhoppes -t almost every city troughout the Realm.  You can also pool all of the party's gold for purchesing thoss
special (buy expensive) liems. Carth's sucoess a3 8 hevo and businessman are known throughout the Realm snd the
Blacksmiths of the Realm gladly provids hie shoppes wilh an endless supply of basic srmod and weipons.

Unigue Hems brought back from ihe dungeons can be seld o Garth, but they won't be resupplied if they'ra sald

oiher adventurers (wiher residentn of the Realm do parchase equipment from Ganth’s shoppes), Occasianally you may
find mn object that you suspect is special. Mﬂnuﬂwmulﬂnhmmnﬂmﬁmﬂmn{u..
ring, shishl, sword), you may nol be able o dentify #es specific typo (Lo, Ring of Power, Dragon Shield, Sword of
Zar), Ganh can probably ldentily these objects for you, bat Garth doesn't work chanp,

Review HBoard

The Review Boanl i composed of represenisiives [or the ten different classss from all over the Realm, Based spon
your sccumlated experionce podnis, the Review Board will consider your la-pemvon request for silvancement o kigher
levels, The Review Board also teaches new spells (for = pomine] fee) 1o magic users who qualify for advancement.

There is  Review Board in almost every city of the Realm, but you'll nesd o do s bit of sesrching in order 1o find
them — and it's Imporiant thet you find them. Your miccess in the Roalm depends upon the ability o progress o
higher charscier levels. By the way, the Review Board & closed af night end on all gevernment proclaimed holidays,

Casinos

Cosino gambling is a favorite way o relax afier 8 hard day of batling orcs, and casinos are found in almoxt all of
the Healm's cities. The casmos play a game whose closest equivalent bs blackjsck, and it's reported (but nat
mw}mmurmmmmhmﬁummw.ﬁmm.ﬁp

Bedder's Bank for the Bold

Bedder —— an ald half-ell whi repartedly sold his mother o a band of lonely ores in osder to finance his fred branch
— will depoait your gald for safekesping st soy of his bank's branches (hrooghour the Realm, Ahhough stingy old
Bedder dossn't pay inevest on your deposin, b bank i nevar robbed and you can withdraw your gold at any time,
ot any bramch. 'When you withdmw yvour gald, you must withdraw the entire smount. Yoo can, however, make partial
deposits. Another nice feature ol Pedder's Hank is thai the gold you deposited will sidll be these il you guii and
reetart the game {oven il you're wing & new sot of charactem).

Taverns
Taverns are (wvorite places 1o obtsin refreshment and gossip. Wasch ous for yoor Berd in taverms — he has o
tendency o owertip the hartender and tip over tha barmsid.

Dungeons

Dungoons take & variety of forms soch as owers, cancombe, or lombs and each can have s varied mumber of levels,
You can go up o kigher of down to lower levels by using stabrwaye, portals, or ieleportsiion; whichever ks more
cogvenient or resdily avallabls.
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Sl'.l.':rwl.yllm:rmlri.l.i'l:lh&mdﬂ.hﬂyﬂn‘mlﬂnﬂi}dﬁuynuuﬂhmﬂdudﬂmﬂﬂhﬂmmpﬂtylw
onio cme, Dungeons also contsin plenty of special mmares that may affect yoor perty i veried, snd sometimes
deadly, ways, If you suddenly see that your characters’ spell or kit points are drzining away, you may be in & spacial
equaare. Move vour party 1o safely s quickly as possible,

Portals sppear a& holes inthe Ooor or celling and are only visible from s distance. Your character wont go through
n porial simply by standing on i, you musi give the command o do so (see tho Command Summary Card). If &
charseter jumps down & pomal, the charseter will be damaged by the fall uiless & lovitation spell s psed. A
levitalion spell & the oaly way o tvel sp throagh o poroal.

The location of dungeon entrances are well-kept secrels, buat there are plenty of clees thronghout ihe Realm — if you
ook hard emough.,

Roscoe’s Energy Emporiam

o cagey old mage who opened his chain of Energy Empariums hoping o cash in on fhe sarceral energy
erisis of 27, Even afier the evil archdemon was destroyed and the sorceral energy contimmum was resiored, Roscoe
fomoed that his Energy Emporiums coold sall tom e healthy profic. They're siill around 1oday, serving the coergy
needs afl all magic wsers. Spell poinis aren't recharging fasl enoagh? Oo see Roscoe,..bul be sure to bring plensy of
gald.

Temples

Ag divine imstitutions of resurrection and complete healing, temples wre the places thet can cure charscters who
have been withered or tumed 1o stone. A rosurrecisd character still has the same ilem, gold, experience points,
bt s resurrecied with oaly one kil poiml.  Alibough a dead charscier can be broaght beck 1o life, he may have 1o
sell his poul in order 10 do iL

Tips from the Adventurers’ Guild: Places

1. Your firs adveniare should be in the maner dungeon in Tengramayme, The starer dungeon s i the oppesite end
of town from the Adverturess' Cuild  Instrsctions and details sbowt this duppeos are prosented when your party
eniers.  Any party i allowsd in the starter dumgeon, st only characiens less than bevel 12 recelve the maximmem
eward for complating the siarer dungeon.

2. Explore and map cvery square in every maze. Thers are "Magle Mouibs® that give hins. Mazes slso conmin one-
of-a-kind magie items and spell regeneration romes, In sddition 1o keeping wou alive, carelully drawn maps will
ghow the logical placed for secret doors and rooms,

3. Avold potentisl traps. High level rogoes can easily open chesis, but uwse the "Tmpeap” spell when in doubt,
TRZP & ponrastesd io protect the party from harm. TREP will disasm sny trap you encounier, including the
innecuous Cas Closd traps — which have doomed many brave (but foahish) heroes.

4, Make sure all members of your party are fully healed before entering a new dungeon.

5, When [inding yous bearings im & labyrinth, remember thal esch swecesgive level goes up in & twwer or casile, and
dowa i & dungesn ar b,

6, The segments of the Destimy Wand are hidden within real-time puzzle moms known sg Snares of Desth, The game
will alert you when your party has entered one, Once naide, you have & limiked amomnt of time (o compless the
various tasks, puziles, and riddles within ithe room amd retrieve the segment. In some rmoms ithe ks must be
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completed in & specific order, in other rooms the onler isa't tmporianl. In eny case, if you lake oo Jong in @ puzzle
o, your entire party will instanily periah,. Theee i a Snare of Death in every dungeon with the exception of the
Eiarer.

COMBAT SYSTEM

You're gring o have to fight 1o become The Desfiny Knight. There's mo avoiding it (excepl temporarily); it's the
only way io baild experience poinis and win the game. But don't worry, most of the monmers you'll meet during the
game will give you plenty of incentive o fight — and you won't abways be sble o run.

Combating *monsters” {0 generic term for all opporents) occurs randomly and at set Jocations. You can alsa use
intra-party cambal shoald oae of your charscters birn 16 the dark sids. A list of foes (broken down by the mamber of
foes in each group) is given st the beginning of the batde. The maximum number of foes is up to four groups of
monsiers. Any group of monsters within 10 of your party is within melee range and can physically sitack your
party. Somo monsters, however, begin attacking far away and may throw illustonary or summoned [oes inbo your
puth io kesp your party fram advencing. This tsctse is dilficult o defeas, but with the right combination of magic
enel missile weapons, your party can fght back.

Combat Actions

Like n boxing match, combat is divided into & series of rounds. You must decide what sction each of your characters
will take in the upcoming melee af the beginming of each round — umiess you decide you wani your party o mn
eway or mhvance. A menn of battle options appears for each member of your party at the beginning of the round.
Each menu option is described balbw,

(Ajttnck Foesz Tells the character o physically asssult members of any groop of monsters within 10,
(Plarty Attack: Tells the charscter to physically sisault snother member of the party, incliuding special members.
(See “Special Members® in the "Charscier Typea” section above.)

{D}efend: Tells the characier io simply defend during the round, thus reducing the chance of being hit.
(INse an [tem: Tells the characier w0 we & magic iem or mikile weapon from the invenlory that's cummently
equipped for use. Yoo may be requined 1o specify o target for the effect.

(Blard Song: Tells the Bard to play & short tune that will sffect the party in scme fashion.

(Clast o Spell: Tells & magic user o cast & spell &t the parmy or a geoap of foes. Yoo must enter the spell code
apd wpecifly a target. : ;

{Hyide In Shadows: Tells o rogoe o try and avoid combst by hiding in the shadows, 7 successful, ihe mgos
skapped 8% & logel when the combal round begins.

Your fersi four perly members (3-3) can be physically aitacked by monsters and can alao relzliate, The last thres
charciers ¢an be attscked with magic only, end can refaliale with magic only. Using this method puis your first
four characters on the front line of sttack, and haolds the others in reserve i case the front fowr don't fare oo well.
Monsters within meles range aperits similary: they'ne the only groups thal canm alieck of be aftecked physically.

When the batle commands for all your party membars huve been entered, the round begine. The most dexterous and
powerfil charsciers and monsters wsually sirike first, bot lock, charscier lovel, and charscier class alsa play a role n
the eambat. The oucomea af evenly maichad batiles, however, ollen depends on goetling in the frst blow,
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The scrolling speed of the combal messages can be increased or decreased sccording o your iasta, See the Command
Summary Casd for detatls on (his option,

Dedrumhnht:ﬂmvd&nm!humﬂiﬂfym[m.mdhdmw;mmmqndﬂ
membern) e moved o the end of your party list at the end of every combat rotimd.  When combal ends — when
either your party or the monsiers are dostroyed — treasare and experience paints are distrbuted among the survivors,

Tips from the Adventurers’ Guoild: Combat

I, The character with ihe highest dexterity rating anid level mumber wmually sitncks firsl. Use the characies wiih the
highest dexterity rating to aitack especially fearsome crestures such es Dragoms.  Less dexterous charscters might not
survive long enoogh to get m the [irst strike.

L e spedls ard Bard song to lower the armor class of your entire party. Remember, the lower the anmor class
'rll'.u'l.lﬂuhmﬂ'

attacked by more then two groups of monsters, concentrate your =ffons on the magic users first. I you can't

1 magic-using monsiers, cast magic-repellent spells to protect your pasiy from illusions, possessions, nod
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.unm#mﬁmmhmmhnlhﬂﬂt ie., pombies) can drain experience bevels,
age characiers, critically hit, or even fum characiers o wons. Treal ihe undead with respect — kill them

i

i lose & lot ol level one snd two charscien; capecially af might and when you're walking umasmed o
Eguipment Shoppe. In fact, {t's a good jdea o siay close o emples st night so you can heal wounds

¥

member that you cennot physically atiack & group of monsters that sre more than N sawsy. You can’t advance
u]:lnﬂmﬂﬂmr il there is snother group alresdy within melee mage. For ihis reason, keep & well-mocked nepply
of missile wespons (ie., srrows, spoars, axves, eio.) — they aflow you o attsck meonsters who hide behind others,

MAGIC SYSTEM

Magic is power, Bur although maghe often mesns the difference betwoon moccess and failure in the Realm of the
Bard, it jan’t slways pecessary of wise o nely on maghe, There are places n the Redlm where magic dosany wark,
and cerfain mopsters who are kighly resistant to magic, Sometimes your charscters will just have 1o work op & swest
using pood old btz loree,

Residunl Spells

The best way o tell if your party is n en anti-magic rone is o weich your rerideal spells. Residon] spells e magic
spells that work for kg periods of time, ssch as light spells, trap detectiom, secrel door detection, aml magical
mrmor. Most residual spells display & symbol above the mein message box onscreen o tell yoo that the spel] is
still nctive, [T ome symbaol disappesrs, the spell bay expired. If all but o magic light spell disoppears, you are
probably im sn ant-magic zone.  All spells excepl magic light oe cancelled in anti-magic zones.

i

35k
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Spells have a point cost.  Each spell costs the casting mage 8 small amount ol sorceral ensrgy. A mage can
recharge his sorceral enesgy in ihree ways:

1. Enter direct sanlight. Sorceral energy recherges aulamatically o direct sunlight.

2. Ropeneraie ai Roscor's Energy Emporiom. Rostos hes prices ihatl woudld makes OFEC blash.

3. Pind one of the special regeneration zones scatlered throughoul the Realm. Regeneration zones can be amywhen
in dungeons.

Magic ltems

Inandmate objects can possess magical powers also. Mugical weapons, for mstance, inflicl extra dsnage, whila

magical armor provides extra protection. Other magical fiems radisie special energy that is beneficial w your parmy,

You may even nood b find magic keys or talemans that will give you acedis lo secrel of protscted arces in e

Bealm, Magical lems are ofien hidden in dungeons or carred by monsters.
5]

The generil rile it e mare powerll the e, the hardar it b taifi. The most powerlil magic ems e
usially found n the most challenging dungeans, guarded by the Berosl monuers. When you obiain one aof (hese
imporiant jgems, be sare o gaard i@ well — it may be the key 1o becoming The Desiny Knight,

&

Casting Spells

You cast spells by yping & four-jetter abbreviation of Ih-rpllmwmhmpuhranlndum.Th:
ml&ulﬂu[ﬁhnﬂdﬂ,mﬂmﬂ]pﬂn‘h:ﬂ]ﬂhﬂ! ulﬂ'hqmmﬂ:.u"ﬂuﬂmﬂ'plﬁ:"nrﬁmlﬂdinﬂt
manaal,

Magic Users

Magic users begin the game with the kniowledge of all the spells fior thels maghe wser class mid level Magie uwer
leam new spalls by level (in grosps), mather than one spall wt lH.IﬁI Each level ean contuin from I io 4 spells
For imstance, a first level Conjurer will sulomatically know all ijﬂlmhhﬂnﬁmwhmdul]
spelln). A third level Conjurer will know the firsi, second, and third level Conjurer spells (s iotal of 9 spells.)

Conjuring: Conjurers perform the instantanecous crestion of obpects end effects by chormeling their sorceral
enefyy, Conjurer spolls are potent, hot ol omnipotent becanse of the enormouns amoumnt of energy required 16 creato
even & modersie effeci

Conpirers can also affect nabiral phenomena 1o jrodoce mew alfects, One enample woild be distorting the space-1omna
contimiwm in onder o lelepar living creatim=d o new locatcms,

Maglec: Magicians can besinw mugical effects on common objecls. This s oot 1 edy thal e item becoines
magical, it doesn't, Hud it does tadisie magical enevgy for the duration of the spell. Spells wsually last a8 long as
ihe combat conkinoes.

The mamn purposes of the magic practiced by Maglclans &re o increase an ey capabilities, give the jlem new
copabilities, or o ransform the ilem mio something completoly dillerent. For example. & magiciam might cast a
spell that maikes a swand infliet more mnkes dungess walls glow, or couses & wall to fotally vanish for one

move.
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Borcery: Sorcerers can cast illusions and passess & heightened sense of awareness. The Sorcerer's moto s,
"Beeing is believing.” Sarcerers creste illusions by first envisioning an image, then magically projecting that
vispon onio the retinas of all who wach.

When supplemented with the sppropriate stimulus o the victim's ofher genses, the illusion is so real i can b,
even kill, the victim. MNuurally, the illusions are only effective as long as the viclim belizves them o be real. As
soon ex the victim stops believing in the illasion, the spell s broken. Becsuse of their heightened senses and
precise control of the mind, Sorcerers can ofien see things that sren’t readily spparent.

Wizardry: Wirards can summon and control supernstoral crestures and energies, The Wizard hes [ewer spells
choose from than the other classes, bot Wirard spefla are by far the most powerful,

The crestures a 'Witan] summons come from the Megative Plane. As & special mamber contralled by your Wizasd,
thois atherworldly creanares will stay n your party and fght antl defeated.

In mddition to summoning MNegstive Plane creatures, the Wizerd con ofien trap end control nermal monsters, and can
harmess incrmlible energy sources as well,

Archmagedom: Archmages are the wite ones who have progressed through at least threo spell levels for esch of
the foor mage clasges. This gives the Archmage the shility to pick and choose rom op to 75 of the known spells,
The Archamage is one of e most powerful and wellarespecied characters in the Roabm of te Bard.

Moving Up in Rank
Magea who kaow al keasd throe spall levels ta an arl (& maghe aser class), can move up 1o & new mage class with the
hlessing of (he Review Board, This means a level 5 Conjures can become a lewel | Magician,

Muoving o the new cless resets the character's expanencs pointe o @, but lesves the atier attributes such as kit
points, spell points, and gold as they were. The charscier also refains knowledge, and can wse all the Conjuser
spells — bur only through spell level 3.

Onoce a character moves i o new magic user class, be or ghe cannot go beck ard learm the skipped spell levels,

THE BOOK OF SPELLS
Thuful]n'lri.u.g sections figl and describe all of the lpullh:h"nhk:-lmmqi: for each nIﬂmfnm:m.lF classes.
Tha sections sre erganized as follows:

Maoge Class
Level #: CODE FT. COST RAMNGE DURATION
Spell Mame — a briel descripton of the spell's effect snd any special instructions for wee.
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The range of effeciiveness is measured @ number of game squanes, with esch sqanre equivalent w 10 feel (107, The
range terms are defined below:

Yiew affects line of sighi

i Foe affects a single monster regardiess of the number your party faces,

1 Wall affecis & wall in the direction the spellcaster faces.

All Foxs affects all the monsders yoisr party laces,

Groop alffecis 1 of up w0 d monster groups.

Selr affects spelleasier anly.

a8 affects anything in the directhon the spellcaster @ facing for the number of fect spectlied with B,
Char affects the party member you designabe,

Speclal alfecis the special member you desigmaie.

- signifies a epell that hits with full effectivessss up o the lized range, snd o reduced effectivensss

when il his st doobkle the hsied range. For inatance, if you e o spell with a Heted ramge of 3"
againg & (oo whe is 607 fees wway, the spell will kit your foe with redoced slfectivences.

NiA proveides imformation, knmowledge, or some otber effect that renders a runge messarement Mol
Applicable,

In addition to a range, spells also have s durstion or lifetime. The durstion terms are defined helow:

Combat lasts wntil combat ends through party wiciory, monster viciory, of running awey.

1 Move lasis for exactly one move,

1 Hound lagts for the entire round of combat,

Shart insts o few minuies only,

Mediom lasis several minuies,

Long lasis twice as long as Short spells,

Indel losts wnti] the party entern the Adventmers’ Guild or an mnti-magic zone.

Mise has multiple or variable ranges,

NiA is g0 shor, ssigning & duration is Mot Applicable. The resuli of the spell s immedinie.

Conjurer Spells

Level 1: MAFL 3 VIEW MEDIUM
MAGE FLAME — s small sell-propelled “torch” sppears snd {lowis shove ihe spellcasier an he
travels,
ARFI 1 FOE (109 NI/A

Alcmt—lhu!hluﬂnupj&uuuuunm'nﬂqmiﬂﬂnqlmdhhnt
damage, which are maultiphied by the spellcaster's leval, on the selectod oppanini.

TREIF i an MNIA
TRAPF LAF — dizsarms sny trap within 30 feet (3 squares), in the direction the spellcaster is
focing. TREP alwo works om chests, bui siill costs the same smount of spell poinis.

Level I: FRFO 3 GROUFP COMBAT
FREEZE FOES — hinds your enemies in majgical force, slowing them down anel making them
easber o hit
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Level 3t

Level 4:

Level 5

Level &:

Level T7:

MACD 3 NiA MEDIUM

KIEL*S MAGIC COMPASS — a compnss of shismpering magelight appears above the pariy
mnd shows the direction they [ace.

WOHL 4 CHAR NIA
WORD OF HEALING — lets the spellcaster heal o panty member who sulfers from 4 1o 16

poinis of demage by utlering & singls word.

LERE 5 YIEW LONG
LESSER REVELATION — m extonded MAGE FLAME spell that alio revesls secret doors,

LEVI d PARTY SHORT
LEYVITATION — partislly nullifies gravity ceusing the party o foat over traps, or up or down
throngh porioks,

WAST 5 GROUP (201 N/A

WARSTRIKE — an energy stream shot from the spelicasier’s fmger that sizzles 8 group of foes
for 8 1o 20 hits of damapge.

W0 & FARTY MiA
ELIK"S INSTANT WOLF — summeans a glani, extremely fieres wolf o jodn your pariy.

FLRE L] CHAR NiA
FLESH RESTORE — a powerful healing spell that restorea 10 w40 kit poinis o a pary
member, incloding those stricken with imesnity or poisoning.

GRREE T VIEW LG
GHREATER REVELATION — operates lkke LESSER REVELATION, but ilhoninates s wider area

for & longer persod af tme.

SHEP 7 GROUP (30"} = MNiA
SHOCK-SPHERE — creates a large globe of intense electrical energy that envelops & group of
encmies and inflicta 10w 40 his of dansge.

INOG L] FARTY NiA
ELIK'S INSTANT OGRE — malerializes the bggest, mennesl ogre you've ever mel o ally
wilh your perty.

MALE ] FARTY INDEF
MAJOR LEVITATION — operates like LEVI from level 3, but it lasts until dispelled (le., until
the spell is lermimated by some event such s sctivafing an anbi-magic square).

FLAN i1 PARTY Nia
FLESH ANEW — opersics like FLRE, it affects every member of the pariy.
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AFAR 15 FARTY MIA

APPORT ARCANE — ieleports the party within a dungeon io sny location that's not prolected
by a wleportation shield. Also teleparts che party between chiies that are in the range of +1 o 6,
Your party always smives in the city's Adventurers’ Gaild,

FAFO I8 GROUP MIA
FAR FOE — moves a group ol foes 40 fest funbher sway [mom your pasty, up o & maximem
diszance af 90 fest

INSL B2 PARTY NiA
ELIK'S INSTANT SLAYER — materinlizes n sloyer that joins your party, "What's o slayer?
The name speaks for icsell,..

Muagician Spells ..

Level 13

Level 2:

Level 3:

VOFL i CHAR COMRBAT
VORPAL FLATING — canses the weapon (or hads) of a party member to emit & magical Gold
thiat nfifes 2 w0 § poines of sdditional damage

QUF1 3 CHAR MN/A

QUICK FIX — regensrates a character for precisely & hit points up 10 the charscler’s maximam
hii poini level.

SCHl F PARTY N/

SCRY SITE — cantes u dungeon or wildermess patbvway to reveal the party's Jocation.

HOWA 4 1 FOE (10} NiA
HOLY WATER — holy water sprays from the spelicaster’s fingers, inflicing 6 o 24 poinis of
dsmage on any foe of evil of supematural origin.

MAGA -] CHAR COMBAT

MAGE GAUNTLETS — makes the hends {or weapon) af & party member more deadly by adding
4 o 16 points of demage o every wound it mflxcs oo a foe

AREN 5 o SHORT '
AREA EMCHANT — causes the dungeon walls within 30 feet (3 squases) of 0 staireay o call
ot i the pany i beaded toward the saire,

MYS5H & PARTY MEDILUM
YBARRA'S MYSTIC SHIELD — causes the wir in front af the party to form an invisible
shield that's as hard as metal and precedes the party as they move.

OHEST 3 CHAR COMBAT
DRCON'S OGRESTRENGTH — endows & q;ni:l.'Ec pariy mamber with the strength of BElik's
agre for the duration of the battls.
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STFL & GROUP (40°) o= KiA
STARFLARE — ignites the akr sround your cnembss, senrching them for 10 to 40 damage
poinis.

Level d: EPTO 8 1 FOE (T0) NiA
SPECTRE TOUCH — drins a single enemy of 15 1o 60 hit poing; like o touch from desth
itszlf,
DRBRE 7 GROUF (M) o NIA

DRAGON BREATH — lets the spellcasier breathe fire ot a group of memsters, inflicting 11 1o
44 points of damage on each monster,

Level 5: ANMA ] PARTY COMBAT
ANTI-MAGIC — causes the groumd 10 sbsorb 8 portion of the spells cast mi the party by
monsters, Ofien sllows the party 1o escape anhammed.  This spell also aids in disheleving
ilhmions and shielding againsi magical fire such as Dragon Bresih.

ETTD 8 1 FOE (10" NiA
STONE TOUCH — ugually morms an ensnyy to stone (except those alresdy made of stone),
imstenily killing the enemy,

Level 6 FHDO 8 1 WALL I MOVE
PHASE DOOR — s slmost sy wall o slr for exacily one mowe,
YMCA 1o FARTY INDEF

YEARRA'S MYSTICAL COAT OF ARMOR — operates like YRARRA'S MYSTIC SHIELD,
bl lesis imdefinitoly.

Level T: REST 11 PARTY NiA
RESTORATION — regenersies the body of every parly member o perfect condition; it even
cares insanity or poiscning.

DEST 14 1 FOE (10') NIA
DEATHETRIEE — wery likely o instanily kill one selected ememy.

WEIWA 1 PARTY NI'A

WIZARD WALL — crestes & wall of force that gavels with the party and sheorhs many of the
enemy’s nitacks,

EARF 3 FARTY NIA

SAFETY SPELL — teleports your entire party to the Adventurers’ Guild in Tangramayne, minus
all gobl Uss this spell only in dire emergencies becauss il is not 100% reliahls,
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Sorcerer Spells

Lewvel 1t

Level 2:

Level 3

Level 4:

Level 5:

MLIA 3 1 FOE (40'] = NiA
MANGAR'S MIND JAB — custs o concentruted blast of encrgy ot ome opponent, inflicting 2
to § points of dumage for esch experience level of the spellcasier.

PHRL 1 FARTY COMBAT
FHASE BLUR — causes the entire party o waver and blur in the sight of the enemy, rendering
your party difficull to strike.

LOTR o SHORT
LOCATE Tu?ﬂ—nhﬂ.ﬁ'hmlhe spelicaster's awareness in order o defest m'l.'ﬂ.hm_'!ﬂ
along ihe direction the spellcasier is facing,

Disn 4 FARTY MIA
DISBELIEVE — reveals the true nature of sny sitacking llusion, cassing 4 o vanish.

WIWA -] FARTY NN
WIND WARRIOR — creates the illusion of & batte-reasty ninjs among the ranks of your party.
The illstonary ninjs will fight until defested or dishelieved,

FEAR 4 GROUP COMBAT
WORD OF FEAR — mn incantation that causes o group of enemics i quake in fesr, thos
reducimg thedir ability to atteck end inflict damage.

WO PARTY NiA
WIND DGRE — similar 16 ELLB.'.‘S OCRE, but the WIOG i% an illesion.

INVI 6 PARTY MNiA
EYLEARAN'S INYISIHILITY SPELL — sn invocalion that rendess tho entire parly nearly
invisthle 1o the ensmy.

SESI i 3ot MEDIUM
SECOND SIGHT — helghieas the awnreness of the spellcaiter in order i doteet all mannes of
traps and ircks that be directly ahead.

CAEY ) VIEW INDEF
CAT EYES — endows the entere party with perfect night wison for an indalindle period of tine,

WIDR 12 PARTY M/A
WIND DRAGON — crestes an (lusionary red dragon to join the ranks of your pamy,

DIIL B ALL FOES COMBAT
DISRUPT ILLUSION — destroys any illusions among ihe ranks of the enemy and prevenis new

ilusions (rom appesting. This spell also exposes. any Dopplegangess within the pary.
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HH[I.:AI'E . IIL:\.;l:', ALL FDES (M) = Nk
MAN MIN — girikes every opposing group within ramge with an explosion
of energy capable of nflicting 25 o 100 pomis of damage,

Level &: WIGT 13 PARTY NiA
WIND GIANT — creatos sn illusionary storm gland thal joins and fights for your pasiy.

5081 11 an INDEF

SORCERER SIGHT — operumtes like the SECOND SEGHT spell, but lasts indefinitely.
Level 7: WIMA 14 FARTY MiA

WIND MAGE — cresies an illusionery Archmige w join your party.

WIHE 16 FARTY MiA

WIND HERO — crestes an jllusionary hero to join your party.

MAGM 40 GROUF [90%) WA

MAGE MAELSTROM — wsults & group of spellcasters snd may do one of the following
inflict 80 to 240 points of demage, tom them to stone, or kill them outright. Howewer, because
the maslstrom is illusionary in neture, § dishelieving monater can (otally dizarm it

ne laa UNENDWN UNENDOWHN

Y — known only a5 "The Dresmepell,” it is the subject of myth end specolation snd mo ane
knows (his spell's code. Legend hes it that this is & spell of such megninsde that it can sctually
rip the fabric of reality in half,

Wiznrd Spells

Level 1: SUEL 1o FARTY NIA
SUMMON ELEMENTAL = creates a fire-being from the raw clements of the universe 1o join
and fight for your party.

FOFO 11 GROUF (107 NiA
FAMBEARS FORCE FOCUS — lands a come of gravitational energy on & group of your foes,
infliciing 25 o 100 poinis of damage.
Level 2: GATE 12 FARTY NiA
GATE — bids s sghadowy wreith o onwillingly poin youor pany,

DEBA 11 1 FOE (30"} NIA
DEMON BANE — mflicts 100 w400 points of demage on o single creature of evil ar

sipernaliral arign.
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Level 1: FLCO 14 GROUF (30% MIA
FLAME COLUMN — greates a cyclons ol Mame that laches ont and delivers 22 o 88 points af

damage o a8 groug of your foos,

DISP ] CHAR NiA
DISPOSSESS — retusns 8 possessed party member io the normal sinte of comeiousnn,

Level &: PRSU 15 FARTY NIA
FRIME SUMMONING — forces 8 powerful undead creature fo join snd fght for yoar party.
ANDE 14 CHAR COMBAT

ANIMATE nhﬂumnﬁmlﬂlhdchnﬁhﬁhliﬁ:ulﬁmlﬂq 80 he or she aftacks
encmies as i truly alive — combat only spell,

Level 5: SPBI & 1 FOE N/A
BAYLOR'S SPELL BIND — if successful, dun spel]l possesses the mind of m enemy and
forces him 1o join and Ggh for your party.

SO0WH 13 1 FOE (70%) NIA
STORAL'S S0UL WHIF — wiups aul a endrl af psiomie (mind) power to strike a selecied foe,

inflictng 3 o 200 demage poinis.

Lewel & GRSU 22 FARTY NN
GREATER SUMMONING — operates like PRIME SUMMOMNIMNG bat causes a powerfal
clemental creature o appear and fight for the party.

BEDE 8 CHAR NIiA
BEYOND DEATH — restores life and ome hil paint to & deceased character.

Level T: WIZW 1 GROUF (504 NIiA
WACUM'S WIZARD WAR — creales a pyrolechnical sierm over a group of monalers,
mfficting 50 o 2 damage poims

HERR 15 PARTY NIA
SUMMON HERB — susmmons Herb e join yoor party, Herb 5 really sy, but he'll hang ous
with your party for a while if you need him.

Archmage Spells

Level I: HAFO 13 ALL FDES 1 ROUND
OSCON'S HALTFOE — if soccessful, this spell causes every sitacking group o do notbing
during the next round,

MEME in GROUP NiA
h'I'ELE-HM'EH pulls mn stiacking group inio melee range (10°) regardless of how far (hey were
when they began attacking.
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Level 1: BASP IR FARTY MISC,
BATCHSPELL — performs the following multiple spelli: GREATER REVELATION, YBARRA'S
MYSTICAL COAT OF ARMOR, SORCERER SIOHT, MAIOR LEVITATION, and ETEL'S MAGIC

COMPASS.

Level 3: CAMR 16 FARTY MNIA
CAMARADERIE — has a 50% chance of calming any or all monstess in your party thal heve
timed hostile.

Level 4: NILA 30 GROUP {665 NIA

FANSKAR'S NIGHT LANCE — lmunches n chilling missile againsi a group of foes, infliciing
I s 400 demage points,

Lavel 5: HEAL 0 PARTY MiA
HEAL ALL — » Beyond Desth spell that resurmects every dead pany member and heals all

Level 61 BRKR 60 FARTY NIA
THE BROTHERS KRINGLE — the broihers are always ready to help friends in trowhle.
Emough brothers appear 1o 61l the empty slots in your party,

Level T MAMA 1] ALL FOES (90%) NiA
MANGAR'S MALLET — inflicis 200 to 800 bone-crushing damags points against every
monsier groap You face.

Bard Songs
The Bard has seven tumes that be can sing one af & time while explormg or during combal

I."ﬁ-ﬂ.ﬂiﬁ’lT“t:Dﬂnﬂqﬂtpﬂty'\m‘hlﬂ:ﬂ.ﬂhﬁnld.:ﬂhlh&nih.ihlﬁm.l.!ﬂh:ﬂi:lﬂdh:lfn:inhﬂ[
Missile weapons are those wespons that are throsm or shof such & ooows, spears, end ax=s

2. Spellsong: Bones to seving roll. This mesns the perty is less likely to be damaged by magic and traps.

3. Sapctvary Score: Lowers the Armor Class for all party members,

4. The Melee Murch: Increases the party’s hit points for extra protection and abo incresse the damage ponts
inflicted on enemies.

5., Zanduvar Carack: Protection from taps when played under normal conditions, bot heals during combat.

6. Rhyme of Dodtime: Hegenerates spell points at twice the normal spesd when playved under aormal
conditions, and provides extra atacks during combal

7. The Walchwood Melody: Creates light May work even in anti-magic rones,
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Tips from the Adventurers' Guild: Magic

1. D't veniure oo far into dungeons withoud your maximum spell poinis, 1s 3 good mule o leave o dungeon when
you're down o one quarter of your maximom spell paints.

L. Carefully manage your spell points.  Dont use o magic Hght spell when a weeh will work juit s well. But don't
be shy sbout using magic in combat, IF you've got it, MNauni §...rock 'n' ol

Y. Locats traps. Second Sight snd ather sorcerer sight spalls can identify wape within 30 fect (3 squeres). The
Trapzap spell disarms all frups within 30 feet

4, Flay o long-lasting Hard song right before entering & tavern — it's like geiting 8 [ree spell.

3, Try using n light wpell or singing bard tune pumber 7 even in anti-magic zones. Though the spell won't luss, it
will provide m bricl fiash of Hghi thal may help you get your beorings. This trick ocoasionally works with ordimery
torches and leniems,

6. The screen flashes when your party is teleported. This s handy o know becanse many dungeon corridors look
aliks, and it's sometimes hard to 1el]l when your pariy has been teleported o a new location.

ITEMS
The following ems are found in Garth's Equipment Shoppe in unlomited quantities;

Torch — lights your way in dungeons. Noi nearly s precious an spell points.
Lamp — longer duration ihan & larch, bul more expensive oo,

Broadsword — meiil damaging nonmags swond,

Short Sward — u lighter sword thet can be ussd by all by mages,

Dagger — uzable by all, bul not oo effective.

War Axe — @ heavy, damaging weapon that can't be uesl by rogees or magic asers.
Halbard — a combinafion batile axe und pike. The most damaging nonmagical weapon,
Stalf — & short, heavy club,

Spear — & javelin-like weapon that miost be thrown.

Buockler o a srnall mund shield.

Tewer Shield — alarger shinld,

Leather Armor — the lighicsi armar.

Chaln Mail — light, mefalynesh srmor. Protects best against light weapons.
Scale Armor — stromger than chain mail and difficill o plerce,

Plale Armor — strongest nommagioal armaor,

Robes — mice sround the house but po prdection in o dunmgeon.
Helm — head protection from all but the fercess sitack,
Leather Gloves — light protection for the hands

Gauntlets — metal gloves,

Muondalln — the Bard's imstrument of war...

Long Now — s o lsunch smows 8t your opponents.

Arrows — muissile wenpons thai must he lmnched with the long bow,
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Item Abbreviations

FiGN — the shbrevistion for figurine; & magical statuefie thal can come & lfe
MTHR — an abbreviation for Mithril, an elven mewal with magical qualiies.

ADMT — abbrovistion for Adamant, smother magical metal

DAND — abbreviation for dismand; the hordest substence in this world or the Realm,
SOMT — & segment of the Destioy Wami

Tips from the Adventurers’ Guild: Items

1, Generally, the mone expensive an fiem i, the better it works.  hist like in your own workd.

2. There are ma cursed or bad Bems, bul some may be wseless.

3. Don't be stingy. Buy ihe best equipmeni yoo can afford — spend the whole bank roll.  Afier afl, if your party i
wall-eguipped theyll got mare gold from the monsien they defeat, and [ your party i Eilled, the saved gakl won't
do you any good amyway. A .

4, Bxperiment with the liems you find to deiermine their eapabilities. Magio ftems are often the key o suceeas, and
remember, an item moy bhe magicel for only cernin charncters or classes, so trude the item betwesn your characie,
3, Make sure that some characters have opeén speace in their ieventory, or your party won't be shle to pick up new
magical jteme in their travels.

§. Save your party io disk s8 soon as they captire & periicolarly inleresting or powerfol magic item. This way, even
if disaster sirikes, youll still have the item.

7. The Sage can snswer questions about the purpose behind some of the ems you'll find in dee higher fovel
dimgeans, bul be prepared (o pay & steep price.

B, Destiony Wand segmenis contrin powerful magic. Each segment contaim magic thal creates jis own specific
efTeet. ?mﬂmgnuwwhhmaumw]ﬂuhwumﬂmmﬁc

9.The Dlastiny Knight game disks ancd manual aren’t protected by magic shickds or quick fixes, Don’ leave them
wheze litle monsters can cal them.

10, Here's & flaal clue that may (or may ped) belp yous

i. ittt Boyond the Hard's Tale, as wes old,

2, didrrrrrrttetssbisstmfasd rmﬂﬁ:m&' mt;nr’hi_w
m e ore 1 v

i :::::::ﬁhﬁhrhttti-ﬁq#il--r-l--l-l'1' KRt s Teawions i Kight

5 il rbrrfaaasterrrenisasi Of wounds this many can never die;

B, EET RS R AR L L S E L LR S LT His lips will never, volce the ery

7. T S o ey Which doomed snother, ages gone

Who now s trapped as evil's pawn,

O paissant might and matchless brasm
The knight's ferce fute is plainly drawn
Upan tha tome of 1ife, in fact

And in ihis power Hes the pact,

So eeek the wand, and face the snare
Yeel in Bo way can you prepsne

Por Zantn's wrath and endless guile —
Now try the qaest, friend. .. for a while,
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The Bard's Tale, Destiny Enight, and Electronic Arts are trademarks of Electronic Ams.
Packape Design © 1986 Electronic Ans
Soltware © 1986 Interplay Productions

Simoltaneously poblished in Canada and the ULS A,

About our company: We're an association of electronic artists who share a commaon goal. We want to
Fulfill the potential of personal computing. Thar's 8 tall order, Bt with enoogh imagination gnd
enthusinam, we think there’s a pood chance for success, Our produocts, like this one, are evidence of oor
intent. I yoo'd like & procioct brochure, phease send 50¢ and a senmped, self-addeessed #10 envelope o
Electronic Arts, 1820 Gatewany Drive, San Mateo, CA 94404,
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