COMMODORE AMIGA

THE BARD'S TALE

Making a Character Disk
Before you start playing The Bard's Tale for the first time, you need to make a character disk on which to store your
games. To make a character disk, put an initialized blank disk in your disk drive. Click the new disk icon to select it,
then choose Rename from the Workbonch Menu and name the disk ;

BARDS TALE CHARACTER DISK  {Besure to use this exact wording!)

After you've renamed the character disk, put the Workbench disk back into the drive. Double click the Preferences icon,
then hurm on the CLI gadget and select Save, Open the System drawer and double-click the CLI jcon there. Type:

Copy from BARDSTALE:Members to RAM:

and press return. A series of prompts asks you to switch disks. When the copy is complete, put the Workbench disk back
in the drive and type:

Copy from RAM:#7 o "Bards Tale Character Disk:"

Again, the program prompts vou to switch disks, When the copy 18 complete, so B your charactor disk To start playing
The Bard's Tale, put your program disk in the drive and reboot the Amiga by pressing Control/R-Amiga/L-Amiga

simultaneously. If you have two drives, put the character disk in drive 2.

Getting Started
If you've already created your character disk, you can use Kickstart 1.2 to start your Amiga. When the Workbench
prompt scroen appears, eject Kickstart and insert the Bard's Tale program disk. (If your computer is already on, reboot by
pressing Control/R-Amiga/L-Amiga simultaneously, and insert the Bard's Tale disk.) The program loads automatically:
click the left mouse button when the title screen appears, and in a moment, you'll find yourself at the Adventurer's Guild
in Skara Brae

Your Bard's Tale character disk now contains a completely outfitted and ready-to-go band of adventurers named
*ATEAM. In addition, you can create other partics and store them on the character disk. To use the *ATEAM, select Add
a member from the Main Menw The list that appears shows all parties and characters stored on the disk . Click on
*ATEAM. When the party is loaded, the Main Menu reappears,

Because your Bard's Tale disk is copy-protected, you cannot make backup or working coples of the disk. Be sure to always
keep the disk write-protected.

During Play
Several conventions apply throughout the game:

Click the left mouse button to make selections and give commands. The right mouse button is your Help key: use it to view
a summary of keyboard commands.




Game information and menus appear in the white requester in the upper right of the screen. To select from this screen,
click on the option you want, or type the first letter. You make all game decisions —except direction of travel — from this
e,

Information about your characters appears in the cast list at the bottom of the screen. When the white requester asks you
{*) select a character for any reason, move the pointer to the character's name and click — or type the first letter of the
T

Note: Infrequently, you may get a read Swrite ermor during play. If this happens, click Retry. The Amiga DOS screen
appears (though you are still in the Bard's Tale program), Click the front-back gadget in the upper right comer to mave
the Amiga DO5 screen to the background, and the Bard's Tale reappears where you left off,

Main Menu

You only have access to the Main Menu while you're in the Adventurer's Guild. Your options ane
Add a member — Adds members from other parties on your disk to the current party. You can also use it to recomblne
characters into entirely new parties, The requester that appears contains all the parties and chamcters saved to the
disk; party names are preceded by an ®. Click on the name of the party or character you want to use,
Remove a member — Removes a member from your current party and saves him to disk.
Create a member — Creates a new character. The prompts that follow this command ask you for the new character's race,
class, and name (up to 15 characters). Answer the prompts either by dicking your selection or typing the selection number.
Etltlt a member — Deletes a character from your party. Caution: when you use this command, the character disappears

rever!
Save Party — Saves the entire party to disk under a single party name. Party names are preceded by an * on the disk
Tl
Leave Game — Exits the Bard's Tale. When you select this option, you're offered a “yes/no” choice before you actually
leave the game. A "no” answer returns you to the Maln Menu. If you want to save your characters, make sure you do it
before you give this command. A “yes” answer takes you to the Amiga DOS screen, If you want to re-enter the game from
here, type BARDSTALE and press return.
Enter the City — Leaves the Adventurer's Guild and starts play.

Safety and Death
Face it. The sort of sireets where you run into wandering Kobolds, Werewolves and Ores are dangerous — especlally at
night. Don't be shy about spending the night in the Adventurer's Guild. When you leave the Guild, the clock is always
set ahead to the next moming.

Moving About
When you place the pointer in the view window in the upper left of the screen, it turns into a directional arrow. As you
move the arrow, It poinks out the various directions you can travel: ahead, around comers, into buildings, through doors,
Click to indicate that you want to go in the direction currently indicated by the arrow. You can also control your motion
with the keyboard arrows.




Viewing Characters
To view a character, point to his name on the cast list and click, or type the number that corresponds to his place in the
marching order (1-6), Character information appears in the white requester, along with the options to Trade Gold, Pool
Gold or Continue. The Continue command is followed by the equipment list, from which you can (Tirade or (Dirop items,
or (Edquip the character. Press T, D, or E, or click on the desired option.

Combat Commands
During baitle, your characters’ actions and options appear in the white information requester. You can
respond by clicking the option you want, or pressing:

F to Fight

R toRun

P to start intra-Party combat at any Hme,

A to Attack monsters In the first two ranks, hand-to-hand, (Available to the first three party members. )

D to Defend. This lessens the chance of damage from & monster in that round.

U to Use a magical item. The character must be equipped with the item in advance.

B tosing one of six Bard's tunes for one combat round. You can also press the function key that corresponds
to your Bard's character number. (Available only to Bards.)

C to Cast a spell. Type the first letter of {or click on) the spellcaster's name, then select the spell code
from the list that appears. You can also press the the function key that corresponds to your
spellcaster's character number, then type the spellcode and press Return. (Available to magic users
only.)

H to Hide in the shadows. (Available only to rogues.)

> tospead up message scrolling rate

= toslow down message scrolling rate

Other Adventuring Commands
The following commands are available while you're peacefully exploring the streets of Skara Brae:
C to Cast a spell. Type the first letter of (or click on) the spellcaster's name, then select the spell code
from the list that appears. You can also press the function key that corresponds to your spellcaster’s
character number, then type the spellcode and press Betum. (Available to magic users only.)

F to start Intra-Farty combat at any time,

B to sing one of six Bard’s tunes while traveling. You can also press the function key that corresponds to
your bard's character number. {(Available only to Bards.)

E toElevate up a portal. The party must have a levitation spell in operation. Works only in dungeons.

D togo Down a portal. Works only in dungeons.

?  tolearn the name of the street your party Is on, and the time of day.

N to establish a New marching order for your party. Click on the name of character you want to move.
Click again on the position in the cast list you want the character to occupy. All other characters will
move up or down b sccomodate the new placement.

T toPause and Resume the game,

U to Use an item. Some items, like torches, don't work until you activate them with this command; others

run out of power after only one use.
Vo tum sound on or off.

Creating and Saving Characters
You can create characters and form partics only at the Adventurer's Guild, To create characters, form your own parties,
remove characters, or rearrange their marching order, use the Main Menu commands describod above,
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Limited Warranty

Electronic Arts warrants for a pariod of ninety (90) days from tha date of daelivery that, undar normal usa, the magnatic
media upon which this program s recorded will not be defective; that, under normal use and withouwt unauthorized
modification, the program substantially conforms 1o the accompanying specilications and any Electronic Ars
authorized advertising material; and that the user documentation is substantially complete and conlains tha
information Electrenic Arts deems necessary to use the program. K, during the ninaty (90) day pariod a demonstrabla
defact in tha program or documentation should appear, you may return the software 1o Electronic Arts (or Electronic
Arts" authorized reprasentative) for repair or replacement, at Electronic Arts' option. W Electronic Arts (or "its
autharized representative™) cannot repair the defect or replace the software with functionally equivalent softwara
within thirty (30) days of Electronic Ars’ (or "its authorized representative’s™) receipt of the defective softwara and
unless Elactronic Arts and customar have agreed otharwise, then customar shall be antitled to a full refund of tha
licanse faa,

Following the initial ninety day warranty parod, defective media will be replaced for a replacement fee of 57.50,
Delective media should be returned to: Electronic Arts, 320 Swilt Avenue, South San Francisco, CA 94080, Enclese it
in protactive packaging, accompanied by (1) proof of purchase, (2) a brief statemant describing the defect, (3) a
§7.50 chack (if beyond the initial ninaty day warranty period), and (4) your réturn addrass.

WHAT IS NOT COVERED BY THIS WARRANTY

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR
IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO NINETY DAYS FROM THE DATE OF PURCHASE.
ELECTRONIC ARTS SHALL NOT BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF
ANY EXPRESS OR IMPLIED WARRANTY.

Soma states do not allow the exclusion or limitation of incidental or consequantial damages or imitations on how long
an implied warranty lasts, so the abova limitation or axclusion may nol apply to you. This warranty gives you specific
legal rights, and you may also have other rights which vary from state to state. Address all correspondence to
Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404, Or call us at (415) 572-ARTS.

Commodore-Amiga AmigaDOS and Workbench routines copyright © 1985-86 Commodore-Amiga, Inc. All rights
resarved. Unless identified otherwise, all programs and documentation are ©1985-86 Electronic Ars.
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Nustrations: Todd Camasta
Music: Dave Warhol

Data Compression: Jay Patal
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