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GREETl'GS HERO! 
\fy n:unc 1s S:uadon, a \\ izard of some fame and htlle fonunc Though you know me noL and Ne have never met, I 
fod lhlt I have k.no"'-n you all my life. For the story of your deeds, your cntan£lcmcnl with Mangar and his evil 
horde in Ska.ra Brae, nows from the lips of every Bard Lhrout:.houL the Realm. For this reason, for your courage and 
c"tpcncncc. I have conL.Jctcd you aOO\•c all others For no..,. \lo'C face an evil much greater than Mangar's . An evil 
that lhrca1cns not the safct) and Lranquil11y of bul one Cll)'. nac ... an evil lha1 threatens lhc cxis1cnce of I.he cn11re 
Realm and all I.he c1tte!> and c1t11ens v. iUun! 

Recall nov. I.he lessons of your childhooC The s1ory of Tunn. the archmagc who forged the Destiny Wand m the 
molten ocplh.'i of I.he holy mount3111 Kron to :- Tne Dcsuny \\and, the uni11ng force winch has rallied anmcs to the 
aid of the Realm. and has mamtal.Jled pc3ce a.nd prospcniy for the last 700 years Bui look around you nov.. where 
has the power of Lh..: Dcsuny Wand gone" Lav. less mercenaries from the nc1ghbonng kingdom of Lcstradae have 
tn' adcd the Realm and now run rampant Lhrough the sueets. Even m Tangramaync, our capnal! It 1s they who have 
taken I.he Dcsuny Wand. w·ilh lhe guidance of an evil Archmage known as Lagoth Zanta 

Ahhoui;h Lagoth has lhwaned each of my auempu to gam knowledge of his powers and location, I have be.en able 
to d1sco,·er thal the Desuny \\.'uid lies broken Ul seven pu~ces. at seven different locauons. Lagoth has placed each 
fragment of the sccptcr within a Snare of Death - a puule room that will require all the wisdom and cunning at your 
disposal m order for you to sur-·1ve. 

Do you believe m legends? Legend sta1es that .. "Unimaginable power 1s bestowed upon the one who reforges lhe 
Dcsuny \\"and ... ·· Regardless of whether or not you hold faith m the s1uff of legend, you must defeat Lagoth Zanta, 
rcgam the seven fragments, and reforge the Destiny Wand - it is the only way to save the Realm. 

Now I must hurry. for 111 my attempts 10 glean knowledge of Lagoth, he has discovered my prying magic and even 
now his mercenaries approach. 1 care not for my own safety. but I pray that my magic is still strong enough to 

deliver this letter and the accompanying booklet into your hands. The booklet contams powerful quest knowledge 
w h.ich I have gathered using magic and other. more physical. methods. Use 11 10 help you during your quest. My 
only regret 1s that 1 cannot personally be there to counsel you during your quest. May fate smile upon you ... and 
upon me. 

Saratfon 
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OBJECTIVE AND OVERVIEW 
Th.is secuon contains a descnption of your objective while playing The D~s1iny Knight. and an overview of the 
game for players who wam 10 get started quickly. The rest of the manual contains reference information on various 
game aspects such as building and developing characters, finding and mapping the many different locations within 
the game, and using lhe combat and magic systems. 

Objective 
As The Des1iny Knighl. you must assemble a band of advcnrurcrs, track down the seven pieces of the Destiny Wand, 
and defeat the evil Archmage, Lagmh Zanta. Once you have defeated the evil Archrnage and have managed lo collect 
all seven fragments of the Destiny Wand, you must reforge the sccpter into a unified whole. thus reunifying the 
Realm \and v.•1nnmg the game). 

Beginning and Experienced Players 
If Lhis tS your first Lime in I.he Realm or the Bard. you should read the whole manual carefully, then keep it handy for 
reference dunng game play. If you're a Bard's Tale veteran, the Command Summary Card prohably conlams all the 
mformatmn you·n need to get started, but keep the manual neaiby for reference. Because all.hough The Destiny 
Knight so(tware operates almost idcnucally to I.he Bard's Tale. the game ilSclf is more complcJ.:. 

Be,ginners: The adventure stans at Lhe Adventurers' Guild m Lhc Realm's capital city, Tangramaync (sec illustration 
below). If you arc using first level characters (as new players probably wi11) proceed immediately to the stancr 
dungeon. The starter dungeon gives your characters some initial experience points and helps them prepare for the 
more perilous adventures lhat lie outside Tangramaync s walls. It's very important for beginning players lo get to 
the starter dungeon as quickly as possible, because characters lower lhan level 14 aren't likely to survive for very 
long .111)'Whcre else in the game. 
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Tangramayoe 

© = Starter Dungeon 
B =Bank 
C =Casino 
E =Energy Emporium 
G =Adventurers' Guild 
I = Inn or Tavern 
R = Review Board 
S = Shoppe 

:,;f T =Temple 

l 

Veterans: ff you·re an experienced player with a band or strong adventurers (higher than level 14) transferred from 
Bard's Tait!, Wizardry™•. or Ultima Ill™, you can set out in search of the Destiny Wand Lmffiedtalely The first step 
for any player, however, is to start the game using lhc instructions on the Command Summary Card. Once you have 
entered the game and have left Tangramayne, locate the Sage in the wilderness and ask him about tht! Tombs. (See 
'The Sage" below for more information.) 

Command Summary Card 
Follow the insrructions on the Command Summary Card to start The Destiny Knight on yam computer and to learn 
the keystroke commands for your machine. The Command S~ary Card also ~ontains insrructi.?ns for _using ~e .. 
disk uLilities and for transferring characters from Bard's Tai~. Ulwna Ill"". and Wizardry""• (see Pre·Bu1h Parues 
below). 

NOTE: The option to transfer characters may not be available on all computers. 

•Apple versions only. 
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Advtn tu re rs' Guild 
This 1s where you stan each time you bcgm a new game; i.e., the first lime you play or after all Lhc characters in 
your party have "expired." The Advcnrurcrs' Guild is the only place in town where you can create characters , form a 
party, and save characters to disk. 

Pre-B uilt Part ies 
When you enter the Adventurers ' Guild the frrst time, you1J find an assembled band of Adventurers already waiting 
and ready lO go. llus is lhc •AT£AM They're all first level eharaelers and are equipped w1lh only the bare 
esscnuals in the way of annor and weapons. but they're quite adcquaLc: for getung your feet wet m the "starter" 
dungeon. Use the mslrucltons on the Command Summary Card to help you get the *ATEAM moving, and sec the 
"Chancier Types" secuon for more mformauon about characters and party selection. 

In addition to using the •ATEAM. advanced players can also 1nnsfer parues Lhat have already been assembled in 
Bard's Tale , l'lrima Ill™ or Wizardry rw• Many of Lhc party 's altnbutes, such as experience points. weapons, and so 
on, arc transferred to The Desriny Kn i~ht Sec the Command Summary Card for step-by-step instructions for 
transfcmng characters on your computer system. 

The \ 1ap 
The map that s included wllh '[he Destiny Krugh.I will help you become familiar wilh Lhc Realm and Lhe important 
locations w1Lhin. but you 're on your own tnside forests, buildings, and dungeons It's a good idea to keep plenty of 
graph paper handy while playing so you can create maps of I.he places you explore. This is especially important m 
the punlc rooms because you may have to return to Lhese over and over, m~mg a little more progress each time 
before you make ll all the way through_ Keeping a detailed map of your ""'andcnngs makes Lhis process caster. 
Here s a clue : the mazes are setup on a 22 by 22 gnd. North 1s to the top of Ute screen, east is to the right. and so 
on. Some of the more 1mponant locations are: 

• C itiellii - I.here arc six cities m the Realm: Tangramayne Ephesus, Philippi. Colossc, Corinth, and 
Thcssalonica . 

• Cast les - there arc a number of castles you'll need to visit. including : Fanskar s Castle, Dargoth's Tower, and 
Oscon's Fonrcss . 

• Forest.Iii - the fo res ts of the Re3lm hide a variety of interesting buildings. huts. and strongholds (as well as a 
hos t ~ r evildoers). Crypts can also be found in the wilderness. The Grey Crypt dungeon 1s one. in particular, that 
you won't want to mi ss. 

• Templt"'\ - for hea li ng wounded pany members. 
T ucri, , - for food. drink, and more 1mponantly, mform311on . 
Ro'\coe's - for more spell energy 
C:bi nos - for gambling types . Be careful, the dealers ha" c been rcponcd to cheaL.. . 
Bed der 's llan k - for storing your gold for indefinite pcnods. Bedder doesn't pay inleresl , but his banks arc 
nc ... er robbed or go bankrupt You can make w1Lhdrawals al any branch. 

•Apple versions only 
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The Review Board - for increa.srng the level of your characters and learning new magic This one's not on 
the map, you must find H on yow o ..... n. 

For more about mapping and locations in the Realm. see the "Places" secuon below. 

Com ba t 
Only the first four characters and monsters " ·1lhtn mclce range can engage m hand-to-ha.nd ~ombat. The Des11ny 
Knight uses the same combat modes as Bard 's Tale , such as Party Attack , Bard Song, and Hide tn Shadows, but 
distance now has an effect on combat. Enemies appear w1Lhm a range of 10 to 90 ft:ct from your party. Enemies 1(\ 
feet away are m ~lee range and can auack or be attacked wilh hand-held wcapon.o;; Mclee r311gc always bci;m<> at 
10" unless you have any type of elongated weapon. 

\Veapons that arc Utro\lrll or shot. such as axrs, spears, and arrows, arc known as missile weapons and have a range 
m lol.-h1ch they arc cffccuvc These lol.'Capons arc usually nonrecovcrablc; I.hey can be used only once There arc, of 
course, exceptions to ttus rule Some magical m1ss1lc weapons (such as the Zen arrow ) tan be reused, and at least 
one nonmag1cal missile weapon ft.he boomerang) can be reused because ll returns to the one who threw ll . To 1hro" 
or shoot a weapon. select the "Use" funcuon dunng combat. And naturally, to use arrows you must have a bow . .. 
Sec the "Combat System" sec1ton for descnp11ons of more weapons and ranges. 

Spells (including Dragon Breath) also have effccuvity rang~s . Shorter ranges .will usuJl~y have norma~ cffcct~v-:nes s. 
while longer ranges ""''ill have decreased effect1vcncss. e.g. 1f a spell range 1s lis ted at 30 and you use 11 at 60. the 
spell will not be as effccuve at the longer range Sec the "Magic System" sccuon for dcscnpuons of all spells and 
ranges . 

Magic 
There arc five levels of magic user '4h..ich a.re described below. 

Conjurers: Can create objects such as rlfcbalh or magic compasses out of thm air. as well as heal wounded party 
members . 
Magicians: Can bestow magical effects on common items _ They can make metal glo w, or make the air around an 
advenrurer as strong as a suit of armor. . , 
Sorce r ers: Can create itlus1ons. such as add1uonal party members . Or they can heighten the party s awareness by 
givlrlg the party members such abilities as better night vision. 
\Vi:u.rds: Can summon and control supernatural forces, such as summoning elemcntals or reanimating lhc dead. 
Arcb m age: These magic users have learned at least three levels for .each of the previo_us four magic user classes. 
The Archmage is one of the most powerful and 1mportant characters m TM D~s11ny Knighr because an Archmage can 
do almost anytlu.ng. Remember. Lagolh Zanta is an Archmage .. . fight fire with fire. 

The Conjurer and Magician levels are interchangeable; you start al e~ther one. Sorcerer a~d Wiz.~d classes &re~'t 
available to first level adventurers. To achJeve these classes, a magic user must have achieved tlurd level magic 
spells in the previous magic user class. This means that a Magician who can use third level Magician spells is 
eligible to become a Sorcerer. A Son:erer who is using _third level Sorc~rer Spells is c~i~iblc to become a Wizard. 
But remember. if you skip a magic user class (e.g .. starung a.t Sorcerer instead of Mag1c1an), you cannot go back and 
master the lower level. And if you are striving for Archmagcdom. remember that a character can become an 
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Archmagc only by mastering al lea.rl three spell levels for each of the magic use:r classes, and a true Archmagc has 
mastered all seven spell levels for each class - Lagolh Zanta did. 

The Bard 
The Bard's music is his magic. With the proper instrument he can play while exploring or lighting (with different 
effeclS). The Bard has seven tunes to choose from. and can play as many songs as he or she possesses m experience 
levels. But the Bard can play only one rune at a time. Because I.he Bard makes a special kind of magic, he or she 
can often help when normal magic is incffccuvc. For instance, if all your ltght spells arc out and you 're in complete 
darkness because your party 1s in an anti-magic zone, try Bard song number seven. 'The Watchwood Melody. " 

The Sage 
The Sage lives alone m the w1ldcrness and 1s a treasure trove of useful information. You should return to sec I.he 
Sage after completing every dungeon. for he provides the clues that will guide you m each step of finding the 
fragmcnis of the Dcsuny Wand and defeating Lagolh Zanta But you'll find th3l the Sage's knowledge 15n't given 
freely. ln fact, u's not even cheap. To begin your first adventure, ask the Sage about The. Tombs ... 

Special Members 
In addition to the regulu characters you create and add to your party, there arc also characters who you will meet.. 
conJUre, or summon. and who will ;ollt your pany dunng the game. Some of these characters are beneficial to your 
pany (they will help during combaL or while solving a puzzle), others are hosule to your parry (they will join your 
party m order to start intta· party combat). 

It is essential that you always have one or two empry character slots in your pany so you can add special members. 
Wh.ile Utis leaves the door wide open for crcarures such as Ute Doppleganger monster to infiltrate your ranks, ll also 
gives you the ability to enlist the aid of special characters who may bring you closer to wiMing the game (or JUSt 
save your pany from a horrendous death). See the "Character Types" section for more information on special 
characters. 

Time 
Time is definitely nol on your side here. It moves inexorably onward whether or not you touch the computer. And 
nightllme u not the nght time to be caught outside. Espcc1ally since you'll use up spell pomL'> faster al night -
I.hey only regener3te in daylight. The Advenrurers' Guild is a nice place to spend your first night 111 the Realm ... a's 
always daytune when you leave the Guild. 

Other places where tune becomes an especially imponant factor arc in I.he Snare of Dcalh puzzle rooms . Once you 
enter a puzzle room. the game converts to real.time, not game-time. Each puzzle room has its own amount of time 
in which you must solve the puzzle and get out alive. And remember, your party cannot leave a puzzle room until 
the pu22le is solved. See the .. Places"' section for more infonnauon about puzzle rooms. 
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CHARACTER TYPES 
Humans arc only one of many races that can be found in lhe Realm or the Bard. Half the fun of explonng the Realm 
is learning about and getll.ng to know the non·human inhabitants In this chapter we'll take a look at lhc different 
races , classes, and abilities. 

Races 
Including humans. there a.re a total of seven races that mhabat the Realm of the Bard. Each of the races that 
inhabll lhc Realm arc descril,cd briefly m the following sections. 

Human : The people of Lhis race are kn0"'11 for their mventi\'cness, hardiness, aggressiveness. and downright 
stubbornness m the face of adversity. A perfect set of trails for surv1' al m the Realm of the Bard. 

Elf: These fair-haired, fa1r· sk.inned people closely resemble humans but arc usually taller. faster. and more agi le . 
The Elven people arc highly skilled m the aru - especially magic and war. 

Dwarf: These shon. stout people arc amazmgly suong and healthy, but not always very bright. All "cry good 
reasons to make sure you have the dwarves on )Our side 111 a fight. 

Hobbit : These small people are wise. nimble. and usually very pauent h is sud that, if need be. a hobbit can 
steal the gold·purse from a shadow. 

Half.E lf: These people arc liYLng proof of the compatibility between humans and elves . They are fair-haired and 
light-skinned like elves, but gain some bulk and strength through therr hum:lll anceslr)' . 

Half-Ore: Ores arc large, semi·intelligent. pig. like creatures that can usually be found m the employ of evil 
wizards. Half.ores, because they are 50% human. aren't quite as despicable as full ores - but they're sometimes JUSl 

as dangerous. 

Gnome: These people resemble dwarves, but usuaJly have less hair. shoner tempers. and are always better at usmg 
magic. 

Classes 
Each of the characters in your party of advenrurers must belong to a particular class. or profession. There isn't a 
single class that's the best, your characters must depend on each other and use Leamwork LO succeed on their qucsL 

Class selection is the most important aspect of creaung a character in the Realm of the Bard. There are ten different 
classes, but only eight to choose from with a newly generated character. A character's class is shown in View 
Character mode. and onscreen al all times by an abbreviation in the CL (Dass) column. Each class has its own set 
of strengths a.nd limitations which are described briefly in the following sections. 

Warrior (displayed onscreen as \VA): Warriors can use nearly every weapon they come across. For every 
four levels or experience after the first. warriors get an exua auack capability during combal. 
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Paladin (PA): Pdadins are fighters who have sworn lo fight all evil and uphold honor and purity in all p laces and 
s~tuauons . PaladutS can use most weapons including many that other fighters can't. Paladins get multiple atLacks al 
h1ghcr levels and also have greater rcsisLance to evil magic. 

Rog ue (RO): Rogues are professional thieves with mediocre combat skills. However, rogues arc experts at 
skulk.ing in the .shadows. as well as searching for craps and disarming them. Without a rogue in your ranks, your 
pany s booty will come 11 an Wlusually high price. 

Bard (DA): _Bards arc colorfol characters. Most Bards are warriors who have given up the art of war for the art of 
magical music. This doesn 't mean, however, tha1 they've forgoucn how to handle warrior weapons. But because 
they re not Lrue warriors , Bards don t the advantage of cxtta auacks during combat. 

Because of their unique fonn of musical magic, n 's nearly impossible to survive 111 the Realm without a Bard in your 
party. Most Bards al_ways have a repertoire of seven songs, bul must also have an insO'Umcnt in order to perform . A 
Bard song played while explonng 1s long lastmg and wlll resume after combat; even if other tunes were played 
dunng the fight Song'i performed dunng combat are brief - lasting only one round - and their cffcclS d iffer from 
the noncombat versions. 

Only one Bard tune can play at a lime, and Lhe runes vary accordmg to the difficu hy of the dungeon. ff a second 
tune 1s started by the same or a diffcrem Bard, I.he first song will end . A Bard can play as many tunes as he has 
cxpenc.nce levels before his th roat dries: e .g., if your Bard has four expcnence levels, he'll be able to play four tune \ 
from his repertoi re . The only cure for a Bard's dry t.h.roat 1s a large tankard or ale from the nearest 1avem. This 15 
the source of one of the Realm's popular sayings, "When the going ge1s tough, the Bard goes drinking ... " 

Hu nter (H U): Hunters are often known by other titles : assassin, mercenary, ninja. Hunters can use mosl weapom; 
and can often mstamly kill an opponent by stnking a nerve center or other vnal area during an attack (a handv skill 
that mcreascs m accuracy as the hunter accrues experience points). · 

,\J a nk ( ~J O): Monks arc inhuman figh1ing machines Lratned in all ao; pcc1 s o f the martial ans. Monks can use 
trad111o nal weapons, bu1 usua ll y (cspcc1ally al the higher cxpcncncc level s) arc more effective using lheir bare hands 

Co njurer (CO): Conjurers arc the fi rst of l1H! fi "e levels of magic users. They can heal the wounded and creah! 
physical phenomena such as fire and light 

~1 ugic lan (YJA ): M ag1e.;1ans arc the second Je\e l or magic users and use their magic to ch ange the propcrt1c5 of 
physical objects; 1.e., enchaniing a sword, making armor stronger, or making a dungeon wall disappear. 

Sorcerer (SO): Sorcerers arc the third level and deal in the creation and manipul~uion of illus ions. T he level 1-; 

very powerful and isn't available to new characters 

Wizard (\Vil : Wizards are the founh level and can 1>ummon and bind supernatural crea1urcs. These crea1urcs don 't 
hke our plane of existence and aren 't very fnendly . Trying to conLrol these creatu res 1s euremely hazardou'> and 
therefore the WiLard level isn 't available to newly created characters. 
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A r ch m age (AR ): Archmages have mastered aJ l~asr thru levels or magic spells for the previous four magic user 
classes. Needless to say an Archmagc can pretry much do as he pleases, and new characters cannot immediately 
proceed to the Archmage level. H you have an Archmage in yoUI party, you probabl y don't need to read any further. 

For more infonna1ion on the magic classes and using magic. sec the "Magic System" ~cction la1er in this manual 

Spec ia l Members (M N or IL) 
Special members (generically called "monsters '") are characters who meet and JOl11 your party during us Lravels 
Special members can be either monster ( ~1'-' 1 or illusion (IL). There arc two way!> for 1>pccia) members to join your 
party: 

1. By hcing summoned, created as an illus1on, or usmg some other magical artifice. 
2. By inLroducmg themselves to Lhc pany and offcnng their services as a comrade m anns. 

Your party can have up to six special members. They can even be renamed and sa\'cd to disk when you return to the 
Ad\'Cnturers' Guild. However. you can't control special members durmg combat Special members pick Lhc11 own 
forms of auack and usually go after the first group or monsters your party 1s facutg . Likewise, special members can 
carry items for your pany, but cannot find or use Hems - only characters you create can use the items they find or 
purchase m Lhe game. lllus1onary members disappear from Lhe party ranks when they arc killed. An illusionary 
special member is killed if a foe disbelieves in 1lS existence. Any Jtcms that an illusionary special member 1s 
carrying (such as gold) arc los t if the 11lus1onary character 1s killed. 

If a nonitlus1onary special member 1s auacked by another pany member for any reason, the special member 
immediately turns hostile and fights until defeated. Dead special members can be resurrected and healed JUSl like your 
regular Du1tny Knighl characters You can remove special members from your party with the .. Drop Character" 
command (see your Command Summary Card). 

View Character All r ibutes 
Each character possesses six au.ributes that define the physical and mental abiliucs for the character, as well as the 
character's race, class, and possessions . Each of Ute character's atuibutes 1s randomly assigned a value from 1 to 18 
- the higher the number, Lhc greater Lhc capability . The following five atuibu tes are found tn the View Character 
mode. (See the Command Surrunary Card for the lccy sequence that enters View Character mode.) 

Strength (d ispl ayed In View Charac ter as ST): Pure, physical power that determines the amount of damage 
a character can inflict on an opponent tn hand-to-hand combat. Make sure your fighting characters arc sLrong. 

I n te lligence (IQ): Mental power. A magic user gets bonus spell points for a high intelligence score. 

Dexterity (DX): Agility and nimbleness. A high score in this area makes your characters harder to hu and helps 
them land the first blow during combaL 

Constit u tion (CN): Heahhiness and survivability. It takes more damage lo IOU characters with strong 
constitution. Strong consutution tS usually reflected with bonus hit points (sec. .. Hit Points .. below). 
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Luck (LK): ~ always, luck is ambiguous, unpredictable, and has a number of unforeseen effects on your characters' 
lives. Lucky characters are more likely to resist evil magic and avoid craps. 

Sp•ll Levels (SORC, :-.IAGI, CONJ, WIZU): These four attributes in View Character mode show the spell 
level for the character. This rating determines the highest group of spells a magic user can use in their class. For 
instance. a ConJl.D'er with a rating of 3 can only use Conjurer spe1ls up to the third level - higher levels can't be 
accessed without a higher rating. There arc seven spell levels per magic user class. Like other atlributcs, the ability 
to learn new spell levels increases with experience points (but you must pay to learn new spells). The table below 
lists the progression. 

Experl•n« Lev•I 
l 
2 
3 
4 
5 
6 
7 
8 
9 
10 
II 
12 
13+ 

Character Acquisitions 

Spell Level 
I 
I 
2 
2 
3 
3 
4 
4 
5 
5 
6 
6 
7 

Also found in the View Character mode arc skills or items that your characters acquire during the coutsc of the 
adventure. There are four categories altogether. 

Experience Points (EX PER) : Measures I.he character's abilities lhat have been gained by upericnce. The 
higher I.he experience points, the greater I.he character's abilities. Characters earn experience after every battle, 
relative to llle success or failure of the battle (success or failure being determined by lhe number of survivors m your 
party). 

Gold : Gold is as precious m I.he Realm of the Bard as it is in your own world. Your characters stan out with JUSt 

enough gold to buy lllcm the bare essentials in armor and weapons to start the quesl. Your party can eun more gold 
(rom the monsters Lhcy defeat in baule, or by selling the things they find in dungeons - the overall strength and 
armament of your pany should determine which method you USC m the begmnmg. 

Level (LVL): Reflects the level of achievement within a character's class. For example, Level 1 is 1 Novice. 
while Level 13 is needed to become a Master of a magic user class . 
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Based on expcncnce points, the Review Board promotes characters to higher levels within their class - but only if 
the character requests promotion in-person; i.e., you mu.st find I~ R~11iew Board. Advancing levels is imponant 
because it usually means increases in ataibutc scores such as hit points. spell points, and so on. 

Items (1-8): Up to eight items can be carried at one lime. Items fall into ten categories; weapons, shields, a.rmor, 
helms, gloves, musical LnSttuments, figurines. rings . wands, and miscellaneous. You must Equip the character with 
the item m order to use it (see your Command Swnmary Card for the Equip command). Only one item from each type 
can be equipped at one ume. This means that your character can't use two shields at once, even though there may be 
two shown m the inven1ory. 

Certain items can be used only by specific characters. For example, only Bards can use musical instruments . An 
ttem that can't be used by a character is marked with a 9 in View Character mode or the Equipment Shoppc:. A.It item 
that has been equipped (so the character can use it) is marked with a • symbol. 

Onscreen Statistics 
ln addiuon to the ten basic attributes sho'Nll in View Character mode, there arc an additional five charactcrisLics that 
detenmne your charactcn' attributes in other areas such as health, experience, armor c1ass, and so on. The next five 
attributes arc listed in onscrecn columns at all umes . 

Armor Class (AC): Reflects the level of protection a character has against physical attack. Armor class starts at 
10 for a total1v unprotected character with low dextcnry . As the character's protection improves through armor, 
spells , and oth.er means, the armor class drops to -10. and eventually all the way to L+ (the equivalent of a -21 armor 
class). Once your character's armor class reaches L+, the display doesn't change even thought the armor class may 
conu.nuc to go lower than -21 . 

Hit Points (HIT PTS): The two columns that show hit points rcOcct the amount of damage a character can take 
before dying and the character's current condition. The HIT column shows the character' ~ total number of hit points, 
or the character's potential at full health. The PTS column shows the actua1 current conduion of the character. For 
example, if a char act.er has an HT column that contains 20 and a PrS column that contains 20,. the characte: is at full 
health. If the character t.alces 3 points of damage during battle, however, th~ HIT column remains at 20 while the 
PTS column drops to J 7; thus showing you the character's total potenJial hit JX>lnLS, and the current actual status . 

Spell Points (SPL PTS): These two columns show the total possible and cu:rent actu~l spell pomt status. 
Spell points are used with each spell the character casts. The amoun~ of spell pomLS used JS determined by the spell 
itself. For instance, if a Conjurers SPL and PTS columns both conuun 18, he " at full power. If the Conjurer casts 
a Mage Flame spell that costs 2 spell poinLS. the PTS column value drops to 16. The character's maximum spell 
points arc luted 111 the SPL column, while the spell point remaining arc shown in the PTS column. 

Class (CL): Shows the character's class in abbreviated Conn. See "Classes" to learn the onscreen abbreviation for 
each class. 
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Creating a Character 
If you decide thal you wanl to create your own characters for your quest party, you can use the Create Character mode. 
Create Character mode only works in the Advenrurcrs ' Guild. Use lhe command shown on your Command Summary 
Card to enter Create Character mode, then use the following procedures to build your characters one-by-one: 

1. Select a race for Lhe character. 
2. Next the computer displays a set of attribute values for the character which are like a combinauon of genes and 
luck. There is a lowest possible value for each attribute of each race - these are the genes. The computer then 
"ro11s the dice'' and adds I.he random number to each of the attribulCs - Uus is the luck. The sum of the gene and 
luck values are then displayed as the attnbutc values for lllc character. 
3. If you're sausfied wuh the computer's "dice roll." choose a character class. then name I.he character. If you want 
to try for .a better set of atoibutes, use the command listed on the Command Summarv Card to make I.he computer "re· 
roll the dice." # 

4. After the characler's name 1s assigned. the character is saved to vour character disk. 
5. To use the character, you must add him or her to your pany with# the Add command shown on the Command 
Summary Card. 

Tips fro m the Adven turers' Guild: Characters 

l. Don't be too concerned about losing a level I character; jus1 make another. When your characters reach level 3. 
however. backup your character disk regularly with your favonte disk copy utility . 
2. You have several opuons 1f your favontc character 1s killed. You can spend spell pcums to resurrect the character 
w1th magic, or gold lO resurrect the character in a temple. You can tum off I.he computer. reboot. and reload your 
party from the point where you last saved them to disk (meaning all the characters lose all the gold and experience 
pomts they may have earned since I.he last time they were saved). Or you can delete the dead character from your 
mam character disk. and replace the character from your bad.-up disk. 
3. 16's, 17's. and 18's can often make a big difference when "rolling" for a character's attributes. For ex.ample. 
Dexterity gives everyone bonus armer protecuon and first strike capabilities: SLrcnglh enahles vou to do ex.tra 
damage in combat; Luck often allows you 10 survive even 1f you acc1dcntally spnng a trap; and Const1rution 
provides all characters wilh extra hll pomts. Although it makes no difference m the iirs1 allotment. magic users 
with high intelligence ratings get bonus spell points m later turns. 
4. ~1 any races have a specific attribute they excel in. Pay close attention to the start ing attnbutes when designing 
your party. 
5. Develop a Sorcerer fas1 - they 're quite useful in dungeons. Witards arc very 1mpon.:int at advanced levels because 
they can summon cxLrcmcly powerful special members . Work toward Archmagedom. You'll need at lc:ist one, and 
WlSh you had many more. 
6. The • A TEAM, while excellent for the siarter dungeon. may not last long at the ad,·anccd levels . Experiment with 
a hunter: because of their "critical hu" capability, a hunter can often vanquish supcnor monsters. And don 't 
overlook monks - after the sixth level they arc probably the best fighters of all. 
1. Warriors and other fighters are often Jess effective against the higher level, magic -using monsters. but w11hout 
I.heir protection your magic users won't survive long enough to learn Lhe higher level magic spells. 
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8. Keep a slot open for specia1 members. There will be times when you need to temporarily enlist the services of a 
special member to help your pany through cenain portions of the game. If all the member slots in your party are 
filled, you won·l be able ID add a special member. 
9. You can save special members with your party, but you must either rename the party, or save the special members 
separately. 
l~. Beware of the Dop~le~anger monster. It enters your piuty and looks JUSt like one of your chan1cte1s. Dealing 
with one Doppleganger 1sn t so bad. but 1f you have a number of empty member slots and multiple Dc»pplcgangers 
enter your party, th.ings can ge[ preny confusing. 
11. The first character m your party 1s the group le3der. Having a high level. high luck character in that slot ca.n 
help you avoid a lo t of trouble. A Paladin 1s Lhe most effective group leader. 
12._ P_ay close auenllon to character stausucs while cxplonng. If you sec th:i.t your character's c;pcll or hit points ill.! 

drammg for no apparent reason. you may be in a spcc1:il square - move immediately. There arc many special 
squares in The Des1iny Knighl that can affect your parcy m various (and lethal) ways - watch out for them. 
13. Always leave open slots for new items in your inventory. Some puzzles r~quirc you to take or possess a ccn::i.in 
llem in order to solve the puzzle . Having no room rn your inventory prevents you from solving the~e types of 
puzzles. 

PL ACES 
With six. cities, 25 dungeon levels. a.nd wilderness that )OU can fully explore. there arc a lot of places you can visit 
m your travels through the Realm . Even characters w1Lh really high intelligence attnbutes arc bound to get lost 
without some diligence on your part. 

Unm ar ke d Buildin gs 
\ifos t of the buildings tn the Realm are unmarked and can be entered by moving the party Forward (see the Command 
Summary Card for the Forward command) through the building's door Often, however. an unmarked building will be 
inhabited by group of the vicious mvadcrs and your party will ha,·e to fight for their lives. Olher times, an 
unmarked building may house lhe entrance to a dungeon. 

If you su~pcct that a building houses the enemy, a dungeon enLrancc. or 1f you're ;ust out looking for a good fight, 
use the Kick command (sec the Command Summary Card) to kick in the door and get Ute drop on the cretins. 
Remcmhcr: Fighting 1s good fo r your party - it builds experience points. 

Ad ve nturers' Guild 
The Advcnrurers' Guild is the "uruon hall" where unemployed characters hang oul, hoping to Join a quest party. The 
Adventu rers' Guild is the onJy place you can create and add new characters to your parcy. There is an Adventurers' 
Guild in every city. 
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Garl h's Eq uipmen t Shoppe 
Ganh 1s a retired hero \lo'hosc deeds arc recalled ui many a Bard song , so his knowledge of wca.pC1nry and o:hcr 
anifacts is vast . You can buy, sell , or identify annor, weapons, and at.her ncms at Garlh ·s chJ.in of equipment 
shoppcs in almost cvcr:i city thrOU!;hOut the Realm . You can also pool a.11 of the party's gold fer purchasing those 
special (bu1 expensive) uems. Garth's success as a hero and businessman are knov.11 lhroughou: the Realm and the 
blacksmiths of the Realm gladly provide his Shoppes wnh an endless supply of basic armor and weapons 

L'nique llcms brought back from lhc dungcon"i can be sold to Garth. but the~ uon"t be rcsuppi1 e.:i if the~ re coold to 
o ther advcn1urcrs (other residents of Lhe Realm do purchase equipment from Garth's shoppcs 1 O.:cu1onJ ll~ you ma~ 
fi nd an ObJeCl that you suspec1 i!'; special Ahhough you may be able to idenufy the oh_1cc1 s !=Cneral pc:'"':"lo~c (i.e., 
nn~. shield. sword), you may not be able to identify its specific type Ct.e ., Rrng of Po,...e r, Dn£O::': Shti:lc . S....,ord of 
ZarJ Garth can probably idcniify these objects fer you, bu1 Guth doesn't work cheap. 

RHie" Board 
The Rc\'iew Board is composed of rcprc :;; cntauvcs for the ten different classes from all O\'Cr the Realm Based upon 
your accumulated experience poin ts. the Review Board will consider your in-person request for advancement to higher 
levels The Review· Board also teaches new spells (for a nominal fee) to magic users who qualif~ for ad\'anccment. 

Tnen: 1s a Review Board m almost C\ery city of the Realm. but you'll need to do a ba t of searchm& in order to find 
tiiem - and it's unportant that you find them Your success m the Realm depends upon the abilny to progress to 
h1~her character levels By the wa) . the Review Board is closed at night and on al l government proclaimed holidays 

Cas inos 
Casino gambling 1s a favonte way to relu after a hard day of ballhng ores, and casinos arc iound m almost all of 
the Realm's cilics The casmos play a game whose closest equivalent is blackjack. and it's reported (but not 
substantiated ) tha t many of the dealers cheal through their teeth when thcy·re st1ffcd fo r a up 

Bedder 's Bank for th e Bold 
Redder - an old half-elf who rcponedly sold his mother to a band of lonely o res in order to finance his 1lrst branch 
- will deposit your gold for saCekecpmg at any of his bank·s branches throughout the Realm Although stingy old 
Bedder doesn 't pay m1erest on your deposits , hts bank 1s never robbed and you can withdraw your ~old at any time, 
at any branch. When you withdraw :our gold, you must withdraw the entire amount You can. however. make parlial 
deposits . Another mcc feature or Bedder's Rank IS that the gold you deposited will still be there if you qu:t and 
restart the game (even if you·re using a new set o r charac1crs). 

Taverns 
Taverns are favonte places to obta111 refreshmcn1 and gossip Watch out for your Bard lJl tavern .. - he has a 
tendency to oven1p the bartender and lip over the barmaid 

Dun geons 
Dungeons take a variety of forms such as towers. catacombs, or tombs a.nd each can have a Vllflcd number of levels 
You can go up to higher or down LO lower levels by usmg stairways, portals , or lelcponation. whichever 1s more 
convemcnt or read ily av ai lable . 
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S1a1.rways are not ' '1siblc from afa.r. but you're asked whether you want to ascend or descend when your party steps 
onto one . Dungeons also comain plcn1y of special square!' that may affect your party an varied, and !'ometimcs 
dead I~, wan. If you suddenly !'CC tha1 your characters' spell or hit pom1s arc dram mg away, you may be m a ~ pcc1al 
square . Move your pany to sa fety as quickly ai;; possible. 

Portals appear as ho les m the floor or ceiling and arc only visible from a distance. Your character won't go through 
a portal simply by standing on it, you must g1\'e the command to do so (sec the Command Summary Card ). If a 
character .1umps dowTI a ponal. the character w·ill be damaged by the fall unless a lcv1tat10n spell is used A 
le:\'llauon spell 1s the on /_v way to travel up through a portal. 

The locauon of dungeon entrances are well -kept secrets, but !here are plenty of clues thruughout the Realm - if you 
look hard enough. 

Roscoe' s Energ~ Emporium 
Roscoe 's a cagey old mage who opened hii;; cham of Energy Emponums hoping to cash m on the sorccral energy 
cns1s of·~; Even after lhe ev il archdemon was destroyed and the sorceral energy conunuum was res tored. Roscoe 
found that his Energy Emponums could still tum a hcah.hy profit. T hey're still around today, serv ing the energy 
needs of all magic users. Spell points aren 't recharging fast enough" Go sec Roscoe . . . bu t be sure to bnng plcn1;.- or 
gold. 

Temples 
As divine msurut ions of resurrection and complete healing. temples arc the only places that can cure characters w•ho 
have been withered or turned to stone . A resurrected character still has the same 1tcm, gold , and expenencc pomLS, 
bul is resurrec ted with only one hil pomt. Allhough a dead character can be brought bac k IO li fe , he may have to 
sell his soul in order to do 1t. 

Tips from the Adventurers' Guild : Places 

1. Your first advcnrure should be in the starter dungeon m Tangramayne. The starter dungeon is at the opposite end 
of town from the Advenrurcrs' Guild lnstTUcuons and details about this dungeon arc presented when your pany 
enters Any party is allowed in the starter dungeon, but only characters less than level 12 receive the maximum 
reward for compleung the stancr dungeon . 
:?. Explore and map every square in every maze. T here are "Magic Mouths" that give hin ts . Mazes also conta in onc­
o[-a-k ind magic ncms and spell regeneration zones. 1n addition to keeping you al ive, care fully drawn maps will 
show the logical places for secret doors and rooms. 
3. Avoid potential traps. High level rogues can eas ily open chests. but use the 'lrapup" spcl1 when in doubt. 
TRZP is guaranteed to protect the party from harm. TRZP will d isarm any trap you cncount.c:r. includ ing the 
innocuous Gas Cloud traps - which have doomed many brave (but foolish) heroes. 
4. Make sure all members of your party arc foll y healed before entering a new dungeon. 
5. When finding your bearings in a. labyrinth, remember that each successive level goes up in a tower or cast]e, and 
down in a dungeon or tomb. 
6. The segments of the Destiny Wand arc hidden within real -time puzzle rooms known as Snares or Death. The game 
will alen you when your party has entered one. Once inside, you have a limited amount of time to complete the 
various tasks, puzzles, and riddles within the room and retrieve the segment. ln some rooms the tasks must be 
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completed in a specific order, in other rooms the order im't imponanL In any case, if you lake too long in a puzzle 
room. your enlire pany will instanLly perish. There lS a Snare of Death in every dungeon with the exception of the 
starter. 

COMBAT SYSTEM 
You're gomg to have to fight to become The Desuny Knigh1 . There's no avoiding it (except temporarily); it's the 
only way to build expenence points and "'in the game. But don't worry, most of the monster3 you'll meet dunng the 
game will give you plenty of inccnuve to fight - and you won't always be able 10 run. 

Combating "monsters" (a genenc term for all opponents) occurs randomly and at set locations. You can also use 
mua-party combat should one of your characters tum to Lhe dark side. A list of foes (broken down by the number of 
foes m each group) is given at the begmmng of the batlle. The mu1mum number of foes 1s up to four groups of 
monsters. Any group of monsters wnhin l O' of your parry 1s within melcc range and can physically attack your 
parry. Some monsters. however. be.gm attacking far away and may throw illusionary or summoned foes mto your 
path to keep your party from advancmg. 1lus tactic 1s difficult to defoat. but with the right combination of msgic 
and missile weapons, your parry can fight back. 

Co mba t Ac l ions 
Like a boxing match, combat lS divided into a scncs of rounds . You must decide what action each of your chu:icters 
will take in the upcommg mclcc at t.he beg1JUUng of each round - unless you decide you want your parry to run 
away or advance. A menu of battle opt ions appears for each member of your party at the beginning of the round. 
Each menu opuon 1s dcscnbed below 

(A)ttack Foes: Tells the character to physically assault members of any group of monsters willlin I O'. 
(P)a rty Attack: Tells llle character to physically assault another member of the party, mcludmg special members 
(See "SpeciaJ Members ·· in Uic "Character Types ·· sec tion above.) 
(D)e ren d: Te11s the character to simply defend dunng the round. thus reducing llle chance or being hit. 
(L')se a n I tem: Tells the character to use a magic item or m1ss1le weapon from the inventory that's curremly 
equipped for use. You may be required to specify a 1arge1 for lhe effect. 
(U)ard Song: Tells the Bard to play a short tune tha1 will affect the party in some fashion . 
(C)ast a Spell: Tells a magic user to c~t a spell at the party or a group of foes. You must enter the spell code 
and specify a target. 
(H)ide In Shadowt;: Tells a rogue to try and 3\01d comb:i1 by hiding in the shadows. If successful. the rogue 1s 
skipped as a target when the combat round begms. 

Your firs t four party members (0-3) can be physically attacked by monsters and can also retaliate. The last three 
char:icters can be attacked w1lh magic only, 31ld can retaliate with magic only. Using this method puts your first 
four characters on the front line of auack, and holds the others 1J1 reserve tn case the front four don·t fare too well. 
Monsters within melee range operate s1m1larly; therrc the only groups that can attack or be auackcd physically. 

When the battle commands for all your party members have been entered, the round bcgms. The most dexterous and 
powerful characters and monsters usually strike first. but luck. c.:haractcr level. and character class aJso play a role m 
the combat. The outcome of evenly matched battles. ho .... ·ever. often depends on getting in the first blow. 

'( 

. l 
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The scrolling speed of the combat messages can be l.Jlcreased or decreased according to your taste. Sec the Command 
Surrunary Card for details on this option. 

Dead monsters arc removed from the ranks of your foes. and dead characters (including nonillus1onary special 
members) arc moved to the end of your party list a1 Ute end of every combat round. When combat ends - when 
either your party or the monsters a.re destroyed - treasure and uperience points are distnbuted among the su rvivors. 

Tips from th e Ad venturers' Guil d : Combal 

I. The character wilh the highest dexteriry rating and level number usually attacks first . Use the character with the 
highest dexccriry ra1ing to anack especially fearsome crearurcs such as Dragons. Less dexterous characters might not 
survive long enough to get in I.he first strike. 
2. Use spells and Bard song to lower the armor class of your enure pany. Remember, the lower the armor class 
ratmg the bcner. 
3. If attacked by more t.han two groups of monsters, concenuatc your efforts on the magic users first. If you can't 
kill all Lhe magic-using monsters. cast mag1c .repcllenl spells to protect your parry from 11lus1ons. possessions . and 
olhcr spells. 
4. As a general rule, attack groups con1aming only one monster last. unless ll contalllS a pan1cularly deadly 
monster, then attack n while your parry is strong. 
S. Many und~ad monsters (monsters who have rerumed from the dead: i.e .. zombies) can dram expcncnce lc.vels. 
rapidly age characters. critically hil. or even rum characters to stone. Treat the undcad with respect - kill them 
quickly. 
6. Be prepared to lose a lot of level one and two characters; especially at mgh1 and "'"hen you re "''aiking unarmed to 
Garth's Equipment Shoppc. ln fact. it's a good idea to stay close to temples at night so you can heal wounds 
quickly. 
7. Remember that you canno1 physically attack. a group of monsters that arc more than 20' away. You ca.n't ad\'ance 
up to them ciUtcr, 1f there 1s another group already wtt.hln melec range. For this reason, keep a well . stocked suppl ~ 

of missi le weapons (i.e., arrows, spears. axes, etc.) - they allow "ou to auack monsters "'"'ho hide bchmd others. 

1AG IC SYSTEM 
Magic is power. But although magic often means the difference between success and failure tn the Realm of the 
Bard. it isn't always necessary or wise to rely on magic. There are places in the Realm where magic doesn t wor ·. 
and ccrtam monsters who are highly resistant to magic. Sometimes your characters \li:11l JUSt hl''e to work up a sv. eJ: 
using good old bruie force . 

Resi d ua l S pell s 
The best way to tell if your pany is in an anti -magic zone 1s 10 u.:atch your usidua/ spells. Residual spells are mag:c 
spells that work for Jong periods of tune, such as light spells. trap detection. secret door dctecl!on. and mJgtcal 
armor. Most residual spells display a symbol above the mam message box onscreen to tell you that I.he spell 1s 
sull active. If one symbol disappears, the spell has expired. If all but a magic hghl spell disappears. you are 
probably in an anu-magic zone. All spells except magic !ight a.re cancelled tn anu-magic zones. 
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Spells have a point cost. Each spell costs the casung r...agc a small amounL of sorccral energy . A magc can 
recharge his sorceral energy in three ways: 

1. Enter direct sunlight. Sorccral energy recharges auw:nallca.lly m dlfcct sunlight. 
2. Regenerate at Roscoe's Energy Emporium . Roscoe hu prices that would make OPEC blush. 
3. Find one of the special regeneration zones scattered :."lfoughout the Realm . Regeneration zones can be anv1,1,. here 
in dungeons. # 

Ma~ic Items 
lnammatc ObJCCtS c~ possess magical powers also . ~12g1cal weaponi:;, for instance, mn1c1 extra damage, \lohile 
magical armer provides extra pr?tec11on 01.her mag1ca: ttems .radiate special energy that 1s beneficial to your pany 
You may even need lO find magic keys or talismans tha: will give you access to secret or protected areas m the 
Realm . Mag1caJ Hems are often hidden m dungeons or earned by monsters. 

The gcncraJ rule is; Lhe more powerful Lhe item, Uie har:.er it is to obtain The most powerful magic ncms arc 
usually found lJI the most challengmg dungeons, guardC.: by the fiercest monsters. When you obtam one of these 
important items, be sure to guard ll well - it may be l!:(: key to becoming The Desliny Knighl . 

Casting Spells 
Yo~ cast spells by typing a four· lcuer abbrev1auon of Ll-ie spell name when the computer prompLS you to do so. The 
enure list of spells, codes, and spell poinLS requued for each begins in the "Conjurer Spells" secuon later m the 
manual. 

Magic Users 
Magic users bcgm the game with the knowledge of a.II the spells for their magic user class and level. Magic users 
le~ new spells by level (in groups). rather than one spell at a time. Each level can contain from 2 to 4 spells. 
For UlStancc, a f11st level Conjurer will automaucally kr.ow all the Conjurer spells for the flf'St level (a total of 3 
spells). A third level ConJUTCr will know the first, second, and third level Conjurer spells (a total of 9 spells.) 

Conjuring: Conjurers perform the instantaneous creation of objects and effects by channeling their sorccral 
energy. Conjurer spells are potent. but nOl omnipotent because of the enormous amount of energy requtred 10 create 
even a moderate effect. 

ConJurcrs can also affect narural phenomena to produce new effects. One example would be distoning the space-time 
continuum in order to tcleport living creatures to new jocat.ioru. 

Magic: Magicians can bestow magical effects on common objects. This is not to say lhat the item becomes 
magical, ii doesn't Bui ii does radiaie magical energy for lhe duraJion of the spell. Spells usually lasl as Jong as 
the combat continues. 

The ":1~ purposes of the magic pract.iced by Magicians arc to increase an ilem's capabilities, give the item new 
capab1hllcs, or to transform the hem into something completely diffcrenL For example, a magician might cast a 
spell that makes a sword inflict more damage, makes dungeon walls glow, or causes a wall to tot.ally vanish for one 
move. 
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Sorcery: Sorcerers can cast illusions and possess a heightened sense of awareness. The Sorcerer's motto is, 
"Seeing ts believing." Sorcerers create illusions by first envisioning an image, then magically projecting I.hat 
vision onto the retinas of all who watch . 

When supplemented with the appropriate stimulus to the victim's other senses, the illusion is so real it can hun, 
even kill. the victim. Narurally, the tllusions are only effective as long as the victim believes them to be real. As 
soon as the victim stops believing in the i1lus10n, the spell is broken. Because of their heightened senses and 
precise control of the mind, Sorcerers can often see things that aren't readily apparent. 

Wizardry: Wizards can swnmon and conaul supcmarural crearurcs and energies. The Wizard has fewer spells to 
choose from lhan lhe olher classes. bul Wizard spells are by far lhe moSI powerful. 

The crcarurcs a Wizard summons come from the Negasive Plane. As a special member controlled by your Wi1ard. 
these olhcr.i:orldly crcarures will st.ay in your party and fight unul defeated. 

In addition to summoning Negative Plane creatures. the Wizard can often rrap and control normal monsters. and can 
harness incredible energy sources as well 

Archmagedom: Archmages arc the wise ones who have progressed through at lc:ist three spell levels for each ot 
the four magc classes. Tlus gives the Archmage the ability to pick and choose from up to 75 of the known spells. 
The Atchmage is one of the most powerful and well-respected characters in the Realm of the Rard. 

Moving Up in Rank 
Mages who know at least three spell levels m an an (a magic user class), can move up to a new mage class with the 
blesstng of the Review Board Th.is means a level 5 Conjurer can become a level l Magician. 

Movmg to the new class resets the character's e,;pcncncc points to 0. but leaves the other aunbutcs such as hit 
points. spell points, and gold as they were. The chMacter also retains knowledge, and can use all the Conjurer 

spells - but only throu~h spell level 3. 

Once a character moves 10 a new magic user cla... .. s, he or she cannot go back and learn the skipped spell levels. 

THE BOOK OF SPELLS 
Titc following sections hst and describe all of the spells known to Realm magic for each of the four magc classc"> 
The sections arc organized as follows'. 

"1age Class 
Level #: CODE PT. COST RA1'GE DURATION 

Spell Same - a bnef dcscripuon of lhe spcll's effect and any special instruc11ons for uc;c 

\ 
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The range of efrcctiveness is measured lTl number of game squares, with each square equivalent LO 10 feet (10'). The 
range terms are defmed below: 

View 
I Foe 
1 Wall 
All Foes 
Group 
Self 
##' 
Cbar 
Special 

">'IA 

affects lme of S1gh1. 
affects a stngle monsler regardless of :.:-:c number your party faces. 
affects a wall rn the duccoon lhc spei:ca.stcr faces. 
affects all the monstcTS your party faces 
affects l of up to 4 monster groups. 
affects spellcaster only. 
affects anylhmg m the dlfecuon the ~:!caster 1s facing for Lhc number of feet specified with ## . 
affects the party member you deS1gnate 
affects I.he special member you des1gna~e . 

signifies a spell that hits with full efie:::1vcness up to the listed range, and at reduced effec1ivencss 
when it hits at double the hstcd range For instance, if you use a spell with a listed range of 30' 
against a foe who 1s 60' feet awa), I.he spell will hll your foe wilh reduced effectiveness. 
pro,·ides ut!ormation. knowledge. or some olhcr effect that renders a range measurement Not 
Applicable. 

In additton to a range. spells also have a durauon or hrecme . The duration terms arc defmed below: 

Combat 
I ~love 

I Round 
Short 
Medium 
Long 
lndef 
~lisc 

1' IA 
Conjurer 
Le>·el I: 

Level 2: 

lasts until comba1 ends through party \ 1c1ory. monster victory. or running away . 
lasts for cxactlv one move. 
lasts for the cniire round of combaL 
lasts a few minutes only. 
lasts several mmUles. 
lasts twice as long as Shon spells . 
lasts until the party enters the Advenr..:rcn· Guild or an anti-magic zone. 
has muluple or variable ranges . 
'"' so short. assigning a duration lS J\ot Applicable. The result of the spell 1s immediate. 

Spells 
MAFL VIEW MEDIUM 
:\!AGE FLA:'>IE - a small self-propelled "1orch" appears and Ooats above the spellcasier as he 
travels. 

ARFI 3 I FOE (10') NIA 
ARC FIRE - a fan of blue Oarne JOts from the spellcaster's fingers, inOicling 1 10 4 luts of 
damage. which are mul1..1plied by the spellcutcr's level, on the selected opponent. 

TRZP l 30' N/A 
TRAP ZAP - disarms any 1np within 30 feet (3 squares), in the direc1ion the spellcaster is 
facmg. TRZP also works on chests, but still costs the same amount of spell points. 

FRFO 3 GROUP COMBAT 
FREEZE FOES - binds yolD' enemies in magical force, slowing them down and making them 
ea.siCT to hit. 

IKIXIXIXIKIXIKIKl'MIMIXIMIKIKIJC:IMIMl'JCIMID 
21 

Le\'el 3: 

LeHI ~= 

Le,·e l 5: 

L" el 7: 

MACO 3 NIA MEDIUM 
KIEL'S :11AGIC CO,IPASS - a compass of shimmering magelight appears above the party 
and shows the direcuon they face. 

WOHL 4 CHAR NIA 
WORD OF HEALI:\G - lets the spellcasier heal a pany member who suffers from 4 to 16 
pcunts of damage by uttering a single word. 

LERE 5 VIEW LO~G 
LESSER RE VELA TIO">' - an e•u:nded ~!AGE FLAME spell that also reveals sccrc1 doors . 

LEVI 4 PARTY SHORT 
LEVITATIO~ - pmially nullifies grav1ry causing Lhe party to float over Lraps. or up or down 
through ponals. 

WAST 5 GROt:P (20') NIA 
WARSTRll\:E - an energy stream shot from I.he spellcaster's finger Lhal sizzles a group of foes 
for 5 to 20 hits of damage. 

!~WO PARTY NIA 
ELIK'S P.\ST A:\'T WOLF - summons a giant, extremely fierce wolf to 1oin your party. 

FLRE CHAR NIA 
FLF.SH RESTORE - a powerful healing spell tha1 resiores 10 to 40 hi! points 10 a party 
member, including those stncken w1lh ms.tnny or poisoning. 

GRRE 7 \'IEW LO">'G 
GREATER REVELATlO'i - operates liko LESSER REVELATION. bu1 illuminates a wider area 
for a longer pc.nod of time. 

SHSP 7 GROCP (30'1 - NIA 
SHOCK-SPHERE - creates a large globe oi intense electrical energy that envelops a group of 
enemies and innicts 10 to 40 hits or damase. 

I">'OG PARTY !\IA 
ELIK'S J~STA~T OGRE - matenali1cs the biggest. meanest ogre you've ever met to ally 
wnh your party. 

:\>!ALE 8 PARTY 11\DF.F 
:1-tAJOR LEVlT A TIO'i - operaics hke LEVI from level 3, bu1 11 lasts un1il dispelled (i.e .. unul 
Lhe spell 1s terminated ~y some event such as acuvaung an anti-magic square). 

FLA">' 12 PARTY r\.IA 
FLESH A">'EW - opera1es like FLRE. bu1 affects every member of the pany . 
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Magician 
Level 1: 

Level 2: 

Level J : 

APAR 15 PARTY NIA 
APPORT ARCA'.'\E - teleporu the party within a dungeon to any location that's not protected 
by a teleporutton shield. Also teleporu the party between cities that are in the range of +I to 6 
Your pany always amvcs l11 the city's Adventurers' Guild. 

FAFO 18 GROUP NIA 
F_AR FOE - mo.,es a group of foes 40 feet funher away from your party, up to a muunum 
distance of 90 feet. 

!:\"SL . . 12 PARTY NIA 
ELIK'S l\STA\T SLAYER - maierializes a slayer that joins your party. What's a slayer? 
The name speaks for use If. .. 

Spells 
VOPL . 3 CHAR COMIJAT 
VORPAL PLATl'.\"G - causes Ille weapon (or hands) of a party member to emu a magical field 
that inflicts 2 to 8 polllts of add1oonal damage. 

Qt:FI 3 CHAR IA 
Ql.:JC~ FIX - regenerates a character for precisely 8 hit points up to the character's maximum 
hll pouH level. 

SCSI 2 PARTY NIA 
SCRY SITE - causes a dungeon or wilderness pathway to reveal the party's location. 

HOWA 4 I FOE (JO') NIA 
HOLY WATER - hol~ water sprays from. the spellcaster's flllgers, inflicting 6 to 24 pomts of 
damage on any foe of evil or supernatural ongm. 

MAGA S CHAR COMBAT 
MAGE GAl:'.\"TLETS - makes Ille hands (or weapon) of a party member more deadl) by addlllg 
4 to 16 JX>UllS of damage to every wound it infl1clS on a foe. 

AREN . S 30 ' SHORT 
AREA E'.\"CHA'.\"T - causes the dungeon walls withm 30 feet (3 squares) of a stairway to call 
out 1f the party IS headed toward Ille stairs. 

MYSH 6 PARTY MEDIUM 
YBARRA,'S MYSTIC SHIELD - causes the air '" front of the party to form an invisible 
shield that s as hard as metal and precedes Ille pany as they move. 

OGST 6 CHAR COMBAT 
OSCON'S OGR~STRE'.\"GTH - endows a specific party member with the srrength of Elil<"s 
ogre for the durauon of the battle. 
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Level 4: 

Level S: 

Level 6: 

Level 7: 

STFL 6 GROVP (40') - NIA 
STARFLARE - ignites the air around your enemies, scorching them for 10 to 40 damage 
points. 

SPTO 8 1 FOE (70') NIA 
SPECTRE TOUCH - drains a single enemy of 15 to 60 hit points: like a touch from death 
itself. 

DRBR 7 GROt:P (30') - SIA 
DRAGON BREATH - lets the spelleaster breathe fire at • group of monsten, inflicting II to 
44 points of damage on each monster. 

ANMA 8 PARTY COMBAT 
ANTI-MAGIC - causes Ille ground to absorb a portion of the spells cast at the party by 
monsters. Often allows the party to escape urlltarmed. This spell also aids in disbelieving 
illusions and shielding against magical fire such as Dragon Brealh. 

STTO 8 1 FOE (10') SIA 
STONE TOUCH - usually turns an enemy to stone (except those already made of stone), 
instantly IUJling the enemy. 

PHDO 9 1 WALL 1 ~fO\'E 
PHASE DOOR - rums almost any wall lO air for exactly one move. 

YMCA 10 PARTY I'.'\DEF 
YBARRA'S MYSTICAL COAT OF AR~IOR - operates like YBARRA"S MYSTIC SHIELD. 
but lasts indefinitely. 

REST 12 PARTY SIA 
RESTORATION - regenerates lhe body of every party member to perfect condit.ion: it even 
cures insanity or poisoning. 

DEST 14 1 FOE (JO') SIA 
DEATHSTRIKE - very likely to instantly kill one selected enemy. 

WZWA 11 PARTY '.\"IA 
WIZARD WALL - creates a wall of force that rravels with the party and absorbs many of the 
enemy's attacks. 

SASP 30 PARTY :\"IA 
SAFETY SPELL - teleports your entire party to the Adventurers' Guild in Tangrarnayne. minus 
all gold. Use this spell only in dire emergencies because it ts not 100% reliable. 
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Sorcerer 
Level I: 

LeHI 2: 

Level 3: 

Level 4: 

Levrl 5: 

Spells 
MIJA 3 l FOE (40') - 't\/A 
:\tAXGAR'S :\1.IND JAD - caslS a conccnlTated blast of energy at one opponent. mO ictin~ 1 
to 8 poinLS of damage for each experience level of the spcllcastcr. 

PHBL PARTY COMBAT 
PHASE BL.UR - causc_s lhe entire parry to waver and blur m the s1i;ht of the enemy. rendering 
your party difficult to stnkc. 

LOTR 2 30' SHORT 
LOCATE TRAPS - heightens the spclkastcr's awareness m order 10 detect traps "'ithm 30' 
along the direction the spclkastcr 1s facing . 

DISB 4 PARTY ":'IA 
DISBELIEVE - reveals the LrUc nature of any attacking illusion, causing 1t to \'amsh . 

WlWA 5 PARTY '!'IA 
\VIND WARRIOR - creates the illusion of a battle-ready nmJa among the ranks of your pan~ 
The illusionary ninja will fight unul defeated or d1sbelicvcd. 

FEAR 4 GROCP CO~IBAT 
WORD OF FEAR - an mcantauon that causes a group of enemies to qui!ke 111 fear , thus 
reducing theu ability to attack and mn1cl damage. 

WIOG 6 PARTY NIA 
WIND OGRE - Similar to ELIK'S OGRE, bu1 the WIOG is an illuS1on 

INVl 6 PARTY '!\IA 
KYLEARAN'S Il'V!SIBILIT\' SPELL - an mvocaiion th3l renders the cnllrc pany ncarl) 
invisible to the enemy. 

SES! 6 30' :">IED!OI 
SECO~D SIGHT - heightens the awareness of the spellcaster m order to detect all manner of 
traps and tricks that lie directly ahead. 

CAEY 7 VIEW l'l\DEF 
CAT EYES - endows the enure party with perfect nigh! vision for an indefini1e penod of tune. 

WIDR 12 PARTYN/A 
WIND DRAGON - creaies an illusionary red dragon to join the ranb of your party. 

DUL 8 ALL FOES COMBAT 
DISRUPT ILLUSION - destroys any illusions among the nn.lc.s of the enemy and prevents new 
illusions from aooearine . This soell also c~OO$CS anv Dooolceanecrs within the oartv. 
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Level 6: 

Level 7: 

MIBL 10 ALL FOES (30') - NIA 
MANGAR'S MIND BLADE - strikes every opposing group w11hin range with an explosion 
of energy capable of inflicting 25 to 100 points of damage. 

WIG! 13 PARTY ":-OIA 
WIND GIANT - creaics an illusionary stonn gianl that ioins and fights for your party. 

SOS! 11 30' r.iDEF 
SORCERER SIGHT - opera<cs like the SECOND SIGHT spell, bul lasts indefintLely. 

WJMA 14 PARTY NIA 
Wil'iD MAGE - creales an illus1on:uy Archmage to JOin your party. 

WlHE 16 PARTY NIA 

WNO HERO - creates an illusionary hero lO JOin your pany. 

YIAG'.1-1 40 GROt.:P (90') ':\ IA 
:YIAGE :YIAELSTROM - assaults a group of spellcasL<rs and may do one of the following: 
inflict 60 to 240 points of damage, rum thmt to Slone, or kill them outnght. However, because 
the maelstrom is illusionary in narurc. a disbelievmg monsLCr can totally dlSarm It . 

.,,. 100 l.C'iKNOW":\ t.:':\KNOWN 
???? _ known only as 'The DrcamspclL~ It lS the subJCCl of myth and_ spcculauon and no one 
knows tlus spcll's code. Legend has 1t that tlus lS a spell of such magmrudc that ll can acrually 

np the fabric of reality in half. 

Wizard Spells •. ·' IA 
Level I : SCEL 10 PARTY ' 

Level :?: 

St.:~~10~ ELE'.\1E~TAL - creates a fuc -bemg from the raw elements of the uruverse to JOlil 

and fighl for your party. 

FOFO 11 GROt.:P \10') ':\IA 
FANSKAR'S FORCE FOCt.:S - lar.::.S a cone of gravu.auonal energy on a group of your foes . 
innicung 25 lO JOO points of damage . 

GATE 12 PARTY ':\ IA 

GATE: - bids a shadowy wra..ith lO un..,.1ilingly JOUl your party. 

DEBA 11 I FOE (30') SIA 
DEMO':\ BANE - mflicts JOO lo 400 ;x>ints of damage on a single crearure of•' 11 or 
supemarural ongrn. 
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Level 3: 

Level 4: 

Level 5: 

Level 6: 

Level 7: 

Archmage 
Level I: 

FLCO 14 GROl:P (30') NIA 
FLAME COLUMN - creates a cyclone of flame that lashes out and delivers 22 10 88 points of 
damage to a group of your foes . 

DISP 12 CHAR NIA 
DISPOSSESS - rerums a possessed party member to the normal state o( consciousness. 

PRSU 15 PARTY NIA 
PRIME SUMMO:\'l:\'G - forces a powerful undead crearure to JOin and fight for your party. 

ANOE 14 CHAR COMBAT 
ANIMATE DEAD - reanimates a dead character with Jiving sliength so he or she anacks 
enemies as if truly alive - combat onJy spell. 

SPBI 16 1 FOE NIA 
BAYLOR'S SPELL Bl:'\D - rf successful, tlus spell possesses the mind of an enemy and 
forces him to JOin and fight for your party. 

SOWH 13 I FOE (70') NIA 
STORAL'S SOUL WHIP - whips out a tendril of ps1onic (mind) power to sliike a selected foe, 
rnfl1cung 50 to 200 damage points. 

GRSU 22 PARTY NIA 
GREATER SUMMO:\'ING - operates like PRIME SUMMONING but causes a powerful 
eletni!nlal crcarure lo appear and figh1 for the party. 

BEDE 18 CHAR NIA 
BEYOND DEATH - restores life and one lut point to a deceased character. 

WIZW 16 GROUP (50') NIA 
W":CUM 'S WIZARD WAR - creates a pyTOtechnical stonn over a group of monsters, 
rnfltctrng 50 10 200 darnage points. 

HERB 25 PARTY NIA 
SUMMON HERB - summons Herb to join your party. Herb is really busy, but hell hang out 
with your party for a while if you need him. 

Spells 
HAFO 15 ALL FOES I ROUND 
OS~ON'S HALTFOE - if successful, this spell causes every attacking group to do nothing 
dunng lhe next round 

MEME 20 GROUP NIA 
MELEE MEN - pulls an atuclting group into me lee range (I 0') regardless of how far they were 
when they began attacking. 
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Level 2: 

Level 3: 

Level 4: 

Level 5: 

Level 6: 

Level 7: 

Bard Songs 

BASP 28 PARTY MISC. 
BATCHSPELL - perfonns the following multiple spells: GREATER REVELATION, YBARRA·s 
MYSTICAL COAT OF ARMOR. SORCERER SIGIIT, MAJOR LEVITATION, and KIEL'S MAGIC 
COMPASS. 

CAMR 26 PARTY NIA 
CAMARADERIE - has a 50% chance of calming any or all monsters in your party that have 
turned hostile. 

NILA 30 GROUP (60') NIA 
FANSKAR'S :'\1GHT LA:'\CE - launches a chilling missile against a group of foes, inflictrng 
I 00 to 400 damage points. 

HEAL 50 PARTY NIA 
HEAL ALL - a Beyond Death spell that resurrects every dead pany member and heals all 
wounds. paralysis. and insaniry. 

BRKR 60 PARTY NIA 
THE BROTHERS KRI:'\GLE - the brothers are always ready to help friends in trouble. 
Enough brothers appear to fill lhe empty sloLS in your pany. 

MAMA 80 ALL FOES (90') NIA 
MAl'iGAR'S MALLET - inflicu 100 to 800 bone-crushing damage points against every 
monster group you face . 

The Bard has seven runes that he can sing one at a umc while exploring or during combat. 

l. The Archer's Tune: Doubles I.he pany·s missile damage, and cuts the miss ile damage inflicted by a foe in half. 
Missile weapons arc I.hose. weapons that arc lhrown or shot such as arrows, spears, and axes. . 
2. Spellsoog: Bonus to saving roll. This means the pany 1s less hkely to be damaged by magic and traps. 
3. Sanctuarv Score: Lowers the Armor Class for all parry members . 
4. The Mel;e :\iarch: Increases the party's hit pomts for extra protection and also rncrcase the damage points 
mOictcd on enemies. 
S. Zanduvar Carack: Protecuon from traps when pla~·ed under normal conditions. but heals during combat. 
6. Rhvme or Duotlme: Regenerates spell points at t\\'1ce lhc normal speed when played under normal 
conditions, and provides extra attacks dunng combat. 
1. The Watchwood Melody: Creates lighL May work: even lil anti-magic zones. 
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Tips rrom the Ad,·ent ure rs' Gui ld : Magic 

I Don't vcnrurc too far into dungeons without your mu1mum spell points . It's a good rule to leave a dungeon when 
you re down to one quancr or your ma.xlJTlum spell pomts. 
:2. . Carefully manage your spell points. Don't use a magic light spell when a torch will work JUSt as wclJ But don't 
be shy about usmg magic in combat. If you've got u. flaunt it. .. rock 'n' roll. 
3. Locale traps Second Sight and at.her sorcerer sight speHs can idemify traps within 30 feet (3 squares) The 
Tnpzap spell dasarms all traps wulun 30 feet. 
-!, Play a long-la.stmg Bard so.ng right before cntenng a tavern - il's lake gcuing a free spell. 
5. Try us_mg a light spell or s_mging bard tune number 7 even m anl1 -mag1c zones. Though the spell won·t tas1, 11 
""ill provide a bncf flas h of hght that may help you get your bca.nngs This trick occas1onally works with ordmarv 
corches and lanLcms. • 

6. The scr~e.n flashes when your party is tcleponed. This 1s handy Lo know because many dungeon corridors look 
alike, and Its sometimes hard Lo Lell when your party has been teleported to a new locauon. 

ITE 1S 
Tnc followmg Hems are round in Ganh's Equipment Shoppe m unlimited quantities: 

Torch - hghts your way m dungeons Not nearly as precious as spell points. 
Lamp - longer duration than a torch, but more expensive too. 
Broadsword - most damaging nonmag1c sword. 
Short Sword - a hgh1.er sword thal can be used by all by magcs. 
Dagger - usable by all, but not 100 effective. 
\\ ar Axe - 1 heavy, damaging weapon tha1 can't be used by rogues or magic users . 
H3lbard - a combination battle axe and pike. The most damaging nonmag1cal weapon. 
s ta rr - a short, heavy club. 

pear - a J8Velin· like weapon that musL be thrown. 
Buckler - a small round shield. 
Towor S h ie ld - a larger shield. 
Leather Armor - the lightest armor. 
Chain Mall - light, metal.mesh armor. Pro1ects best against light weapons. 
Sca le Armor - stronger than cham ma.i.l and difficult 10 pierce. 
Plate Armor - strongest nonmagical umor. 
Robes - nice around the house but no pro Lee Lion ut a dungeon. 
He Im - head protecuon from all but the fiercest attack. 
Lcalhtr Glovu - light protection for the hands. 
Gauntlets - metal gloves. 
~ l andollo - the Bard's instrument or war ... 
Long Bow - used to launch arrows al yoW" OPFoncnts. 
Arrows - nussile weapons that must be launched with the long bow. 
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Item Abb r eviations 
FGN - the abbreviation for figurine; a magical starueue that can come to life. 
MTHR - an abbreviation for Mithril, an elven metal w1th magical qualities . 
ADMT - abbreviation for Adamant.. another magical met.al 
DMND - abbreviation for diamond; the hardest substance in this world or I.he Realm. 
SGMT - a segment or the Destiny Wand. 

Tips from t he Ad ve nturers' Gui ld : Items 
1. Generally, the more expensive an item is, the better it works Just like in your own world. 
2. There arc no cursed or bad items, but some may be useless . 
3. Don'1 be ningy. Buy the best equipment you can arrord - spend the whole bank roll . After all, 1f your party IS 

well-cqu1ppcd they'll get more gold from the monsteTs they defca~ and ir your party is killed, the saved gold won '1 
do you any good anyway. 
4. Experiment with the items you find to determine I.heir capabilities. Magic items are often I.he key to success, and 
remember, an item may be magical for only cenain characters or classes, so trade the item between your characters. 
5. Make sure that some characters have open space in their inventory, or your pany won't be able to pick up ne""' 
magical items Ul I.heir travels. 
6. Save your pany to disk as soon as they capture a particularly interesting or powerful magic item. This way, even 
if disaster strikes, you 'll still have the item . 
7. The Sage can answer questions about the purpose bchmd some of the items you 'll find in the higher level 
dungeons, bu1 be prepared to pay a steep pnce. 
8. Dcstmy Wand segments contain powerful magic. Each segment contains magic thal creates 1LS own spec ific 
effect. You will have to experiment with the segment to learn how to use the magic. 
9.The Deslmy Knight game disks and manual aren't protected by magic shields or quick fixe~ Don'1 leave them 
where little monsters can eat them. 
10. Hcrc·s a final clue that may (or may not) help you: 

I. 

2. 
3. 
4. 

s. 
6. 
7. 

. .................. , .. , . ............................ , .. , 
...................... ,,,, ... , .... ,, .......... , ................. , .... ........ , 
••••tt•••••••t•••tt•t . ................. ,,, ...... , 

Beyond the Bard·s Talc, as was told, 
An q uc great v.:111 now unfold 
And m the qucsi, before thy sighL 
A mortal man becomes the Knight. 

Of wounds ttus many can never die: 
His lips wall never, voice the cry 
Which doomed another. ages gone 
Who now 1s uappe:d ac e- vd'c Pilli"""-" 

Of puissant nught and muchless bra"""TI 
The k:mght's fierce fa1e 1s plainly drawn 
Upon the tome of life, m fact 
And in I.his power hes the pact 

So seek the wand, and face I.he snare 
Yet in no way can you prepare 
For Zanta 's wrath and endless guile -
Now try I.he quest.. friend . . for a while. 
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