“THEY DISBELIEVED MY WIND DRAGON...THEY POSSESSED MY GREATER DEMON...NOW IT'S UP 0
THE BARD AND HIS MAGIC FIRE HORN.. First you explored the city. Then the cellars and sewers below. Now you're trapped
in Harkyn's Castle. 7 levels conquered and still § to go... Command 4 different classes of Magic User: Conjurer, Magician, Sorceror
and Wizard, each with unique spells. And the Bard who makes magic with his music. 85 spells in all. But choose well - the wrong
sll and you're history ... Pushes the power of your computer to its limits. So its fast. Its big. And there’s plenty of power for 3-0
scrolling, full colour mazes, amazing sound effects and animated colour monsters. Excellent game design. Each level is demanding -
and different. mazes, “specials; logic puzzles, & you
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ong ago, when magic still
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with a spell of Eternal Winter, totally isolating
Skara Brae from any possible help. Then, one

night the town militiamen all disappeared
The future of Skara Brae hung in the
balance. And who was left to resist? Only a
handful of unproven young Warriors, junior
Magic Users, a couple of Bards barely old
enough to drink, and some out of work
Rogues. Home Computer Software
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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 10 store your games.
To make a character disk, put an initialized blank disk in your disk drive. Click the new disk icon to select i, then choose
Rename from the Workbench Menu and name the disk

BARDS TALE CHARACTER DISK (Be sure o use this exact wording!)

After youve renamed the character disk. put the Workbench disk back into the drive. Double click the Preferences icon.
then turn on the CLI gadget and select Save. Open the System drawer and double-click he CL icon there. Type:

Copy from BARDSTALE:Members to RAM:

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

Copy from RAM:#? to “Bards Tale Character Disl

Again. the program prompts you to switch disks. When the copy is complete. S0 is your character disk. To start playing The
Bard's Tale, put your program disk i the drive and reboot the Amiga by pressing Control/R-Amiga/L-Amiga
simultaneously. If you have two drves, put the character disk in drive 2

Getting Started
I youve already created your character disk, you can use Kickstart 1.2 o start your Amiga. When the Workbench prompt
screen 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
leht mouse button when the fitle screen appears. and in a moment. you'l find yourself at the Adventurer's Guild in Skara Brae

Your Bard's Tale character disk now contains a completely outlitted and ready-1o-go band of adventurers named "ATEAM. In
addition, you can create other parties and store them on the character disk. To use the *ATEAM. select Add a member from
the Main Menu. The it 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 copies of the disk. Be sure fo
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 i 10 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 etter. You make all game decisions —except direction of ravel — from this bo

Information about your characters appears in the cast lst at the bottom of the screen. When the white requester asks you to
selecta character for any reason. move the pointer o the character’s name and click — or type the frst letter of the name.

Note: Infrequently, you may get a readwrite error during play. If this happens. click Retry. The Amiga DOS screen appears
(though you are stil in the Bard's Tale program). Click the front-back gadget in the upper right corner 1o move the Amiga
DOS 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'e in the Adventurer's Guild. Your options are
Add a member — Adds members from other parties on your disk to the current party. You can also use it to recombine
characters into entirely new parties. The  requester that appears contains all the parties and characters saved to the disk;
party names are preceded by an *. Click on the name of the party or character you want 1o use
Remove a member — Removes a member from your current parly and saves him 1o disk

mber — Creates a new character. The prompts that follow this command ask you for the new character's race,
class, and name (up to 15 characlers). Answer the prompts either by clicking your selection or typing the selection number.
Delete a member — Deletes a character from your party. Cautio n you use this command, the character
disappears forever!
Save Party — Saves the entire party 1o disk under a single party name. Party names are preceded by an * on the disk

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 returs you to the Main Menu. If you want 1o save your characters, make sure you do it
before you give this command. A “yes answer takes you to the Amiga DOS screen. f 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 streets where you run into wandering Kobolds, Werewolves and Orcs are dangerous — especially 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 morning.

Moving About
When you place the pointer n the view window in the upper lftof the screen, it s into a directional artow. AS you move
the arrow, it points out the various directions you can travel: ahead, around corners, ino buildings, through doors. Click 1o
indicate that you want 10 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 lst, from which you can (T)rade or (D)rop items,
or (E)quip the character. Press T, D, or E, or click on the desired option

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

F 1o Fight

R to Run

P10 start inra-Party combat at any time

A 10 Attack monsters in the first two ranks. hand-1o-hand. (Available to the st thrée party members.)

D 1o Defend. This lessens the chance of damage from a monster i tha roun

U 10 Use a magical ftem. The character must be equipped wih the item in advance

B 10:5ng ono of sx Bardstunesfo one combalround. You an aso press he functn key tha correspons
10 your Bara's character number. (Availabie only 1 B

1o Cast & spell. Type the It laer af (or Cick on) the spellcaster's name, hen select the spell code

irom the list that appears. You can also press the the function key that corresponds 1o your
spellcaster's character number, then type the speilcode and press Return. (Available to magic users.

x

10 Hide in the shadows. (Available only 10 fogues.)
10 speed up message scroliing rate
10 slow down message scrolling rate

Av

Other Adventuring Commands
The following commands are available while you're peacefully exploring the streets of Skara Brae:

C 1o Cast a spell. Type the first letter of (or click on) the spelicaster’s name, then select the spell code
from the list that appears. You can also press the function key that corresponds to your spelicaster's
character number, then type the spelicode and press Return. (Available o magic users only.)

P10 stant intra-Party combat at any time.

B 10 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 Bart

E 10 Elevate up a portal. The party must have a levitation spell in operation. Works only in dungeons.

D 10.go Down a portal. Works only in dungeons

2 1olearn the name of the street your party is on, and the time of day.

N 1o establish a New marching order for your party. Click on the name of character you want to mov
Click again on the position in the cast list you want the character to occupy. All other characters will
move up or down to accomodate the new placement.

T to Pause and Resume the game

U to Use an item. Some items, like torches, don work until you activate them with this command; others

run out of power after only one use.
V. 1o turn sound on or oft

Creating and Saving Characters
You can create characters and form parties only at the Adverturer's Guild. To create characters, form your own parties.
remove characters, or rearrange their marching order, use the Main Menu commands described above.

rrant

Electronic Arts warrants to the original purchaser of this computer software product that the
recording media on which the software programs are recorded will be free from defects in
materials and workmanship for 90 days from the date of purchase. During such period
defective media will be replaced if the original product is returned to Electronic Arts at the.
address below. together with a proof of purchase, a statement describing the defects, and
your return address

This warranty does not apply to the software programs themselves, which are provided "as
is". nor does it apply to media which has been subject to misuse, damage or excessive
wear

This warranty is in addition to, and does ot affect your statutory fights in any way.

Media Replacement

Electronic Arts will replace user damaged media if the original media is returned with a
cheque payable to Electronic Arts Ltd. for £5.75 (inc. VAT) for disk or £3.45 (inc. VAT) for
cassette

Electronic Arts, Langley Business Centre, 11/49 Station Road, Langley, Berks SL3.
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