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€l cool b:r>eeze tousles "Y.OU:r> he>.(:r> e>.s "Y.OU s'te>.nd
e.'t 'the foo't of 'the long d:r>ivewe>."Y., s'tud't.l ing "Y.OU:r>
inhe:r>('te>.nce: "Y.OU:r> g:r>e>.ndfe>.'the:r>'s le>.:r>ge, Victo:r>(e>.n
house and eve:r>"Y.'thing wi'thin.
€ls "Y.OU wall< 'towa:r>ds 'the house, "Y.OU
:r>emembe:r> la'te nigh't 'te>.ll<s "Y.OU he.d wi'th "Y.OU:r>
g:r>andfa'the:r> about, 'time-'t:r>e>.vel, :r>eUgion, e.nd
magic: e>.ll 'the subjec'ts 'tha't "Y.OU fel't aw!<wa:r>d
'te>.ll\(ng to e>.n"Y.one else abou't. €lnd now, e>.s "Y.OU
en'te:r> 'the house, "Y.OU he>.lf eKpec't h(m 'to :r>ace
down 'the w(nding s'te>.(:r>ce>.se 'to meet, 't.lou; bu't
'the:r>e (s onl't.l silence (n 'the mus'tl.l e>.(:r>.
Vou en'te:r> 'the Ub:r>e>.:r>"Y. and si't in an old
lee>.'the:r> chai:r>.
While gazing e>.'t 'the e>.n'tique
boo!<shelves, "Y.OU no'tice one boo!<. is pushed be>.cl<,:
The eollected Wo.??}<s of edge>..?? fllle>.n Poe. Ge't'ting
up, '4 ou c:r>oss 'the :r>oom e>.nd pull 'the boo!<.
fo:r>wa:r>d. lmmed(e>.'tel"Y., 'the bool\ce>.se slides 'to
'the lef't, :r>evee>.Ung e>. small :r>oom con'te>.ining one
chai:r>, e>. des!<., and e>. full-leng'th m(:r>:r>o:r>.
Vou s'tep into 'the :r>oom 'towe>.:r>d 'the des!<, e>.nd
'the boo!<case slides e>.c:r>oss 'the opening behind
"Y.OU. L"Y.ing on 'the des!<, e>.'top some c:r>umbllng
me>.nusc:r>ip'ts, is e>. jou:r>ne>.l w:r>i't'ten in "Y.OU:r>
g:r>andfe>.'the:r>'s hand. Vou:r> g:r>e>.ndfe>.'the:r> once
'told "Y.OU he he>.d discove:r>ed some'thing
unbelleve>.ble; pe:r>he>.ps now "Y.OU wm find out, whe>.'t
'the>. 't We>.S .

1E\6Qt(l1E\6~60TS co~~OIDOlE\6

84/1128"'

Commodore 64/128 computer
1541 or 1571 disk drive
Video monitor or TV
1.
2.
3.
4.

Turn off computer and remove all cartridges.
Turn on power to monitor or TV, disk drive, and computer (with C-128,
hold down Commodore key while turning on computer).
Insert DARK LORD into the drive and close the door.
When READY appears on the screen, type LORD "* ", 8, 1 and press
RETURN. The game loads.
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Apple II series computer (64K)
Compatible disk drive
Video monitor or TV

1. Turn off computer and turn on power to monitor or TV and disk drive.
2. Insert DARK LORD into Drive One and close the door.
3. Turn on computer and the game loads.
Special Instructions for Apple Users Only:
•

On an Apple II+, the message DO YOU HA VE A LOWER CASE
DISPLAY (YIN) appears. If your computer is able to display lower
case letters in 40-column mode, press Y; otherwise, press N.

•

CTR L S lets you turn the sound OFF and ON.

On an Apple II+ or lie, you can adjust the tone of the music. Turn the
sound OFF (CTRL S), then press CTRL T until you hear a "pop."
Now turn the sound back ON.
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Color Adjust (Apple version only) - This selection lets you adjust the
colors so they look their best on your monitor. Follow the prompts.

D

Demo - This lets you see a self-running demonstration of the game.
Press any key to get out of the Demo and return to the title screen.

M

Mini Adventure - This is a short, practice adventure. See page 8 for
the Mini Adventure's solution.

S

Start Game - This gets you into the game. After pressing S, you
have three choices:

N lets you play the Normal DARK LORD adventure;

E gives you an Easier game;
R scatters game items in different places around the adventure
(making them more challenging to find). This option gives you a
"new" game every time you play.
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An Adventure Game is a mystery you solve by typing messages
(commands) into the computer and getting information back on the display
screen. The messages you type can say you want to go somewhere or do
something, or they can be requests for clues to help you out of situations. The
computer answers by following your instructions; by giving you the clue you
asked for; or by telling you it can't understand what you want (in the last
case, you'll have to rephrase your message or request).
Jl?LJ{~lnG
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Traveling requires using Compass and Movement commands (NORTH,
SOUTH, EAST, WEST for the Compass; FORWARD, BACK, LEFT, RIGHT,
UP, & DOWN for Movement. You can use just the first letter of these
directions instead of typing the entire word (N, S, E, W, F, B, L, R, U, &D).

Note:

Et~tJ(]Wll?LEt,S

BACK moves you away from what you're facing, but not
necessarily back to where you came from!

Wamirg:

During the game, things move on screen; you may have to wait
till the "right" moment before you enter a command (in other
words, if at first you don't succeed ....)!

Objects on the ground can be identified by typing LOOK GROUND. You
can get an object by typing GET or PICK UP followed by the name of the
object. To get a list of objects you're carrying, type INVENTORY or I. Get
more information about a thing by typing LOOK followed by its name (LOOK
TABLE, for example, causes a description of the table to appear in the text
at the bottom of the screen).

t
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You can type commands in capital or lower case letters. If you want to
use punctuation, you can; if you don't, it's okay to leave it out. Below are a
few examples of commands you can use in DARK LORD.
GO INTO THE CAVE
PICK UP THE ROCK
FILL THE FLASK WITH WATER
SEARCH FLOOR
PLACE IDOL ON THE ALTAR
ASK WHERE IS EVIL ONE?
LOOK GROUND
DROP EVERYTHING
OPEN THE DOOR
GO FORWARD
CLIMB TREE

GO DOOR

,
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There are a few "shortcuts" you can use while playing that make the
game go a little more smoothly.

By typing the commands listed below on the Left, you get the results
listed below on the Right.
LOOK - Tells you where you are.

C64/128

APPLE

LOOK GROUND - Gives you a list of objects you can pick up.
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"shortcut"
~

SAVE GAME - Lets you store the game you're playing on the
game disk.
LOAD GAME - Lets you reload a game you've previously saved.
INVENTORY (or I) carrying.

Gives you a list of the objects you're

This erases the last letter you typed.

DEL

HOME

Delete or
CTRL D

This erases the last word you typed.

Fl

Tab or
CTRL I

Lets you correct an error in your latest
command without retyping the entire thing.

SAY (or ASK) - Lets you talk to someone (e.g., SAY HELLO).
GET - Lets you pick up an object (for example, GET BOWL).

This gives you a text-only screen that
shows you the commands from your last
few moves. The graphics display
automatically returns when you type a
new command. The direction you're facing
is shown at the top of the text display.

DROP - Lets you drop an object (for example, DROP BOWL).

f
i

Example: You type GO INTO HOOLE IN
TREE; the computer responds, I DON'T
KNOW "HOOLE." To correct: press the
retype key (F 1 for C-64; Tab or CTRL 1·
for Apple), type HOLE, press the retype key
again, then press RETURN.

,SC01E\.In6

To provide an arcade-style challenge, your game score (based on the
number of commands you typed to get to the solution) is tallied at the end of
the adventure and displayed on the final graphics page. Misspelled words or
words the game didn't recognize don't count against your score.

uour>na(J
Oecember> 12, 19.2.!7 _ me.r>ch 26, 19.2.!8

entr>'tl 137 _ _ _
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If you're having trouple getting the hang of playing DARK LORD, try the
Mini Adventure a few times. Select M from the title screen to practice the
Mini Adventure. If you still have trouble, here's the solution to the Mini
Adventure (don't peek till you've actually played it!):

What to type
{Facing volcano}
{Edge of forest}
{In ruins}
{Facing Temple}
{In ruins}
{In forest}
{Facing split redwood}
{In tree}
{In cave}

{In the long hall}
{On the stairs}
(In the temple}

Go north
Right
North
Pick up the bowl on the ground
Back
Fill the bowl with slime
South
Exit to the right
Go into the tree

Down
Get torch
Throw the slime on the worm
Go Forward
North

LP
Light the altar with the torch

f.Ie>.ve I done l't? f.Ie>.ve m'4 '4,ee>.r>s of r>esee>.r>ch,
tr>e>.vel, bHnd e>.lle'4,s, e>.nd fr>ustr>e>.t(on f(ne>.lll..l
br>ought me the e>.nswer>? ls th(s scr>(bbled spell
the l<e'4 to fllter>wor>ld? If the e>.nc(ent teKts e>.nd
te>.blets I've dec(pher>ed e>.r>e cor>r>ect, then th(s
spell ce>.n te>.l<,e me to the>.t d(ste>.nt ple>.ce the>.t's
just e>. r>eflect(on e>.We>.'4,.
I ple>.n to tr>'4, the spell ton(ght. If I'm wr>ong
e>.fter> utter>(ng e>.ll thls nonsense, I hope I ce>.n
le>. ugh e>.t m'4,self. If I'm r>(ght, well, I hope I'm
pr>epe>.r>ed.

entr>'tl 1 .2.!2·- - -

'Ph(s (s e>.n (nter>est(ng ple>.ce, to se>.l..l the lee.st.
fl r> (Ver> of le>.ve>. see>.r>ecl the eel,r>th befor>e me.
UnbeUeve>.bl'4,, I se>.w ple>.nts e>.ctue>.ll'4, gr>ow(ng up
fr>om the le>.ve>., sWe>.'4,(ng (n (ts f(er>l..l cur>r>ents e>.s
though the'4 wer>e (n the coolest we>.ter>. The
ple>.nt lee>.ves wer>e cover>ed (n e>. we>.K'4, subste>.nce
tthe>.t I found .useful for> l<,eep(ng out the hot sun.
If onll..l the'4,'d g(ve me e>. clue to cr>oss(ng the _
b le>.sted le>.Ve>..

entr>:y, 160 _ _ _
I fme>.lll..l mete>. ne>.t(ve, e>. pee>.se>.nt fellow ne>.med
'Pl..lr>us. 'P'4,r>Us eK_ple>.(ned the>.t the l<(ng of the
.f !lter>wor>ld we>.s br>ute>.lll..l mur>der>ed onll..l e>. few
weel<,s befor>e b'4, h(s br>other>, Lor>d neque>.m. now
Deque>.m r>Ules J

. ~~om whe.t Ttlvus told me, neque.m he.d fe>.llen
ln Wlth e. Sovcevev, e.nd not some sCde-show
che.vle.te.n eCthev, but e. genucne student of the
Ble>.cl< flvtsl
flppe.ventl'L\, neque.m got e. me.gee
e.mulet fvom the 8ovcevev e.nd now he.s the
powev to destvo'4 e>.n'L\th(ng he touches. On top of
"the.t, he's (nvulneve.E>le. 8eveve.l vme.gevs e.nd
mevcene.vCes he.ve gone off to be.ttle neque.m.
neq_ue.m sent be.cl< theCv me.ngled bodCes.
1 e.s}<ed Ttlvus Cf theve we.s e. We>.'4 to stop thCs
despot. fie se.'4s no one he.s the e.nswev '4et, but
the.t k'L\r>on, the wCsest me.n (n the l<Cngdom, (s
see.vchCng fov e. wee.}<ness en the e.mulet's
pvotectCve powevs. T'L\vus e.gveed to te.}<e me to
R'L\von.
~ntv'tl

163___

. .

k'L\von loo}<ed no oldev the.n me, but one got
the feeUng, lool<Cng (nto hCs e'Lles, the.t he he.d
seen enough to flll e. dozen UfetCmesl
•
1 f (vst se.w hCm ste.ndCng on he>.'4 be>.les en the
town sque.ve, te>.ll<Cng to e>. gvoup of Vllle>.gevs. fie
told them the.t 1 Cf the e.mulet we.s d(slodged fvom
neque.m's gve.sp, neque.m's me.gCce.l powevs would
be gone e.nd e.n'4 bve.ve soul could ·defee.t hCm.
One vme.gev pvotested, "find just who we.nts
to we.ll< up to rJeq_ue.m e.nd sle.p hCs he.nd? To
touch hCm Cs to touch dee.thl"
.k'4.v on e.nsweved, "~ Cs pvotected, but the
stone lS not. fl well-ple.ced e.vvow could do Ct."
flnothev vClle.gev cv(ed, "Well-ple.cedl?
Well-ple.cedl? Some of the best mevcene.vCes Cn
the le.nd co~ld not le>.'4 swovd, ste.ff, me.ce, nov
e.vvow on hlm. Vou me>.'ke Ct sound l('ke shoot(ng
the.t e.mulet Cs e.s ee>.s'L\ e.s shootcng ve.bbCtsl
1 thought the vme.gevs' comple.Cnts weve ve.Ud.
But the.n k'L\V~n hel~ up e. sme.lf_vCe.l e.nd se.Cd, "fie
who dvlnl<s thls potlon befove flvCng hCs cvossbow
wm stv('ke whe.t he wms."

The vme.gevs weve sllent. Then, e. vo(ce se.Cd

"~nd who wm dv(n}< Ct?"

'

"I wm," k'L\von e.nsweved solemnl'L\.
the.t moment, scvee.ms vCpped the e.Cv. It
We>.S Deq_ue.ml e.mpoweved b'L\ the e>.mulet, he We>.S
stvong el'.o~gh to e.tte>.cl< the vme.ge e.lone.
The Cltlzens gve.bbed theCv wee.pons e.nd tvCed
to defend themselves, but one touch fvom
Deq_~e>.m .e.s h(S hOVSe thundeved pe>.st e>.nd the(V
bodles Wltheved e.nd fell Cnto the dust.
~nd. k'L\von fell, too. fie'd he.d no tCme to tv'4
the potlon. 1 vu.shed to h(s s(de.
k'L\von's e'Lles clee.ved fov e>. moment. fie se>.(d
to me, "Ouv dest(n'4 (s Cn 'L\OUV he>.nds, good scv "
e.nd he.nded me the pot(on. "OvCnl< thCs quCcl<h~~
then destvo'4 ouv enem'L\." Suddenl'L\, e. loo}< of
gvee.t concevn cvossed k'L\von's fe.ce e.s he spol<e
h(s le.st wovds, "Oon't buv'4 ... bUV'L\ ... e.mu ... "
Then, e.s the sounds of be.ttle ve.ged e.bout us
k'L\von closed h(s e'Lles fovevev.
'
1 don't }<now wh'4 l<.'L\von chose me to se.ve h(s
people, but 1 gulped the potCon e.nd p(c'ked up the
cvossbow e.nd quCvev. I hoped k'L\von we.s vCghtl
1 stood befove Deq_ue>.m. Deq_ue.m stopped h(S
e.tte.c'k e.nd dvew up h(s hovse. fie gloweved e.t
me. fie he.ct dee.th's touch Cn h(s fCngevtCps e.nd
e>.ll I he.ct to che>.llenge h(m we.s one thCn e.vvow.
Deq_ue>.m le>.ughed e>.nd Ve>.(Sed the e>.mulet h(gh
fov .e.11 to see. "~Cve e.we.'41" he moc'ked. I
heslte>.ted e.nd, e.s I dCd, the e.mulet bege.n to
glowl "~s long e.s 1 hold thCs, 'L\OU e.nd e>.ll who
che.llenge me e.ve dee.ct. ThCs de.'L\, e.ll the vme.ge
well be cvushed t? e.sh. e.ve~'4 me.n. e.vev'4
wome.n. e.vev'4 chlld. e.vev'4 llttle vevmCn sce.b
who de.ves to po(nt e>. wee.pen e.t me. ~ll wm dCel"
The e.vvow whCstled e.we.'41 Theve we.s e.
she.vp eve.cl< e.s the steel point stvuc}< the e.mulet
dee.cl on. The glow fe.ded e.s it fell to the divt.
Befove neq_ue.m could vecovev, e. vClle.gev
sne.tched the e.mulet up.
~t

evn nequam wasn't laughtng now. The people
we:r>e upon htm. Thet:r> attac)< fo:r>ced :r>tde:r> and
ho:r>se flat agatnst the g:r>ound. nequam squt:r>med
and fought and sc:r>eamed as the vtllage:r>s
pounded htm to death.
'Tll have :r>evenge on '40U all," he c:r>(ed out.
"Vou've won nothtngJ" Then tt was over>.

ent:rt'4, 166 _ _ _
1 was p:r>essed tnto a co:r>ne:r> of the bu:r>tal
chamber> b'4 a c:r>owd of vmage:r>s when 1 hea:r>d
someone sa'4, "See what thts does for> '40U now,
nequamJ" Then 1 hea:r>d a ha:r>d object :r>eboundtng
off the co ff (n's tnte:r>(o:r>.
€1 stone slab was sUd over> the cofftn, seaUng
Lo:r>d nequam's beaten bod'4. 1 thought 1 saw a
pale blue glow com(ng f:r>om tnstde the cofftn. €1
tt:r>tc'k of the Ught f:t'lom oU:r> to:t'lches?
ent:rt'4, 1 a2 _ _ _
Seve:r>al months have eassed S(nce m'4 :r>etU:r>n
f:t'lom €ilte:r>wo:t'lld, '4et stlll tt haunts me. €igatn
I've had thts hO:t'l:t'ltd d:t'leam.
In m~ d:r>eam, 1 hea:t'ld the sound of a stone
:r>eboundlng :t'lelentlessl'4 agatnst the s(des of
nequam's sealed cofftn.
Suddenl'4, the Ud of the cofftn eKploded. €1
glow, fa(nt at ft:t'lst, g:r>aduall'4 g:r>ew b:r>tghte:r>
and, as (t dtd, nequam's co:r>pse began to :r>(se.
The amulet was bu:t'lntng Ufe bac)< tnto nequam's
shatte:r>ed hul)<. The da:t'll<, e'llellds flutte:r>ed open;
the Ups mo(stened and pulled tnto a menac(ng
smlle.
1 tu:r>ned to :r>un, but each step was slower>
than the last. LO:t'ld nequam's VO(Ce boomed, low
and echotng, "Who shall stop me, now?"
1 awo)<e, wet wtth sweat.
1 can't help
wonde:t'ltng, what tf thts ts mo:r>e than just a
d:r>eam? What (f the ntghtma:t'le ts :t'leal?
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