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UPDATING DARKLANDS 

The enclosed disk can updace your version of Dark lands co che lacesc version of che 
game. Follow the instructions on page 122 of the Clue Book co run che updace program. 

All che updace files are in che rooc direccory ofche disk. All che bonus sofrware files 
are in che "bonus" subdireccory. If chese concepcs confuse you, see the "DJ R" and 
"COPY" commands in your DOS manual. 

INST ALLA TIO 
Copy all the files in che BONl'S subdireccory inco che hard disk subdircccory you used 
for che game inscallacion. 

For example, if you originally insta lled in co che c : \~11>s\DARKLAND subdireccory, 
and are using this 3.5" disk in your B: drive, che command co copy the files would be 
as follows: 

COPY 11:\BO'\iUS\•.• C:\ \IPS\DARKLAND 

Once inscalled, you will have chree additional programs in your DARKl.A"\DS 

subdireccory: a character edicor, a music jukebox, and an art gallery. 

ART GALLERY 
To run chis bonus program, change co your game's subdireccory,just like you do when 
scarting che game. Then cype ARTGl.LRY and cap recurn. 

Paine and click with your mouse co selecc which picture you wish co see, go co 
previous or nexc pages of seleccions, or exic co DOS. To leave a picture and return co 
che opcions lisc, click the lefc mouse butcon or cap any key. 

J UKEBOX 
To run chis bonus program, change co your game's subdireccory,jusc like you do when 
scarting the game. Then cype J LIKEBOX and cap return. 

To play a cune, simply press che appropriace letcer. To scop a rune, hit the space 
bar. To exic che program, cap che ESC (escape) key. The program uses the hardware 
configuracion you specified in che game's inscall program. 

CHARACTER EDITOR 
To run chis bonus program, change co your game's subdireccory,jusc like you do when 
scarcing che game. Then cype EDITOR and cap recurn. 

The character edicor allows you co modify che comencs of a saved game fi le. We 
scrongly suggesc you editacopyofthis fi le, racher ch an the original. This is because che 
edicor permics you co sec values and properties oucside che normal range. Your changes 
could cause new and unique problems. Therefore, use chis ed icor at your own risk! 
Fortunacely, all you risk is the ed ited saved game file and any files saved thereafcer. 
This edicor cannoc "corrupc" che game icself. If you encouncer problems, erase the 
ediced saved game and continue from an unedited saved-game inscead . 

Many ofchesc dangers are described below. 1 n addicion, we recommend you keep 
all va lues, equipment, ecc., wichin the normal playing range and frequency a parcy 
cou ld encounter in the game. If you "go wi ld" and give everyone 99 qualicy armor and 
weapons, knowledge of every sainc and formula, cons of special icems, etc., don 'c be 
surprised if the game somecimes "goes wild" as well! 
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GENERAL CONCEPT: T he edi tor uses the keyboard only. It does nor suppon a mouse. 
To shi ft screens, hold down the "alt" key and tap the highlighted letter ("m" fo r 

!\ lain, "a'' fo r Attri b, ere.). 
To move between options on a screen, use the arrow keys. 
To change fro m one characte r ro another, use th e nu mber keys (1 ro 5). 
To change a highlighted box, use the"+" and "-"keys (including those on the 

numeric keypad). Either "shi ft" key and the keypad "+" or "-" incre ments or 
decre me nts by uni ts of I 0. 

O nce you have adjusted any data in a fil e, you must save or abandon th ose changes 
before moving ro a new fil e. I f you try ro change fil es anyway, you are asked "Save 
C hanges? (Y/ /C)" whe re Y=Yes, N=No, and C=Cancel. 

lllAR.VJNCS: T his ed iro r allows you ro adjust values ro theore tical max imums and 
minimums. However, Darklands program logic sometimes re lies on additional limits 
buil t in ro the data structures and game logic. I f yo u exceed these li mits, unexpected 
and pote ntially fa tal things can happen! Please heed the warnings and don't make 
changes beyond of the li mits noted. 

MAIN SCREEN (ALT ~ 1 ): T his allows you ro select a saved fi le and characte r fo r 
editing. Use the left and right arrows to select a saved ga me file. T he most recent saved 
game is noted to the fa r right. A summary of pany info rmation appears fo r each saved game. 

To select a specific characte r in the parry, use a num ber key (from l to 5, but only 
existing characte rs can be accessed). 

To edi t any characte r's name, use the up/down arrow ro move the highlight box 
over the full name, then tap Re turn or E nte r. 

To adjust parry in fo rmation (cash, cred it, fa me, or Pstone), use the up/down arrow 
to move the highlight box over that value, the n use th e keypad "+" or "-" keys. To 
increase/decrease by increme nts of 10, hold down "shift" with keypad"+" or "-". 

Mo.VEY Lw1Ts & "LoCK-IN":The initial wealth of the parry is not actua lly recorded 
in the game until afte r you leave the initial inte rac tion options (i.e., whe the r to look 
aroun d the in n, go in to the city streets, start outside the city, e tc.). T he refore, ed iting 
parry money fo r part ies saved earlie r (i.e., on the very first screen) has no effect. 

We sugges t that you do not have more than 1,000 fl in cash or Letter of C red it. 
Alth ough designed to handle larger va lues, if money gets rea ll y huge, it will go 
nega tive and cause serious problems. 

P HILOSOPHER'S SmNE: T he designed game limit fo r the philosopher's stone is 
about 25 to 30. Higher values could cause proble ms. 

P AR"/Y FA,111; Lwns: We suggest that you do not set parry fa me to more than I ,000 
pts. Although designed to permit higher va lues, the text sta teme nts about fa me no 
longer change. Absurdly huge fa me values will ca use proble ms. 

AnRJB SCREEN (ALT A): T his a llows you to view and adjust attri bute and skill 
va lues. Use number keys ( 1 to 5) to select a character, use the arrow keys to move th e 
highlight box, and use the keypad "+" and"-" keys to increase or decrease values. To 
increase/decrease by increme nts of 10, hold down "shift" with keypad "+"or "-". 

ArrRllil'ff R D.A710.VSHJPS: Attri bute values incl ude two numbers - the current 
value, and the permane nt value. You shoul d preserve the ini tial d iffe re nce between 
these values (i.e., if current value is 15 highe r than maxi mum, make sure th e adjusted 
current value re mains 15 higher than the maximum). Otherwise, whe n saints and/or 
potions wear off, weird things could happe n. 

A 7TRl/Jl '71-: Lwn:s·:The game des ign and logic assumes that the maxi mum hu man 
attributes are about 50, except D ivine Favor which is normally 99. \Ve urge th at yo u 
honor these limi ts. 

SAl:'-\TS (ALT N): T his specifies which sa int a character knows (or doesn ' t know). 
T his screen is part one of the list. Use th e arrow keys ro move th e highli ght box, and 
the"+" or "-" keys to place or remove a checkmark. 

SAINTS 2 (ALT T): T his is the second pan of the saints list, and works just like the first. 

FOR1\ IULA (ALT F): T his specifies which alchemical fo rmula is known. se the 
arrow keys ro move the highlight box, and the"+" or "-" keys to place or re move a 
checkmark. Each formul a has three versions, each of which is learned separate ly. 

ITE~ IS (ALT 1): In Darklands each character can carry up to45 items. Use the arrow 
keys to move the highlight box, and the keypad"+" or "-" keys ro make adjustme nts. 
Q ua li ty and quantity values can be adjusted by un its of 10 using "shift" and keypad 
"+,,or ''-". 

You can only add a new ite m directly after the current items. You cannot have 
"blank" spots in the list of items. T herefore, yo u must fill up the first column before 
you sta rt adding ite ms in the second. 

THJ<: 46m / n.;,11:Characters can only have 45 di fferent items. T he46th ite m lis ting 
(on the lower right corne r of the screen) is always "Nothing." You ca nnot change it. 

Qut11.nr: For simplicity, q uality is in itialized at 25, and is ad justed separate ly from 
ite ms. To re present special quali ty ite ms (such as re lics of high q uali ty, poor quality 
looted armor or weapons, e tc.), make the appropriate adjustme nt yourself. 

Pono,vs: All potions shoul d be q uality 25, 35 or 45. Any potion qua li ty over 45 will 
cause serious logic problems, especially in battle. 

7ilR011·1.vc lV1•:,1Poxs: All these weapons must be quality 25. T his incl udes throwi ng 
axes, throwing kni ves, da rts and javelins. Any other q uali ty value may prevent the m 
from being used. 

A 11AJl1,vmoN: All arrows, quarre ls and ba lls must be q uality 25. Any othe r q uali ty 
ammunition may not fi re (i.e., the miss ile firin g logic might ignore the m). 

lVDRD / n ,11s:Certain items exist in the item list, but were never used in the game. 
Don't expect the possession or use of these ite ms ro ac tually do anything. If you don't 
recognize an item, don't add it to a character's possessions. Certain re lics re ly on th e 
fac t that they have di ffi cult q uali ty levels (especially weapons). Don' t give all re lics 
the same quali ty, especially all weapons. 

SAVE (ALTS): T his saves the revised characte r(s) ro the saved game file. ochanges 
are pe rmanent until you select this option. 

Exrr (ALT E): T his leaves the edi ro r program and re turns you ro DOS. Unless you 
have saved your changes, no changes occur. 


