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T YOU'!

DIGITAL ADVENTURES would like to thank you for Iw purchase of this
sofbvare progran, We believe that this piece of softvare vill make a fine
ndﬂil.inngo your collection, but more than that we are in hopes that this
software will spend sore time IN your compuber than ON your library
shelf, We have made every effort to provide you with hours and hours of
enjoysant unraveling it's aysteries. Please feel free towrite to us with
any comsents, suggestions or guestions. NIBBLES & BITS has kindly
offered to let us field questions in their newsletter. The coluan vill be
titled "CONGUERING THE DALARK CHALLENGE", subheading for questions -
“THE SAGE SPEAKS". We would like to take thn opportunity to thank thes
publicly. And Again... THANK YDU'
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SPECIAL MENTION

ALL of the graphics that you will encounter within this manual and in the
progras itself vere drawn with PowerPAINT () by DIBITAL EXPRESS.

PRODUCT COPYRIGHT

The Audio/Visual, source code, and this manual describing this softvare
are copyrighted by DIGITAL ADVENTURES, 1988, All rights are reserved.
Except for archival (personal library) use, the softvare and this manual
may not, in whole or in part, be stored in any retrieval systes, or

transmitted in any forl.. or copied by any means, electronic, mechanical,
recording, photocopy or otheruise vithout the express written consent of
DIGITAL ADVENTURES, Be advised that it is l||l I to distribute Any
copies of this softuare by sale, trade, or gift, If at any time the
mig; nal is sold or given m;mcmf and all h:*lﬁ :op!n must, by Law, be

FEDERAL UNAUTHORIZED COPYII

PRODUCTS, (TITLE 17, US - CODE, SECTION 'S06.) VIDLATION MAY CARRY A FINE
OF UP TO 850,000, OR IMIWENT. QR BOTH.
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The Adventure Begins...

The Overlord of Dalark has spirited your betrothed away to his mountain
retreat. There to be kept laprisoned until the oath of servitude is
freely given, as is prescribed in the holy book of Tamchal. For even

the soul can be destroyed... [t can not be taken. Persuasion may be
used. But the soul must be freely given. Dnce this vile ritual is
consunated vith the sacred wine of Tal, the soul of your beloved will be
forever bound to the service of the Evil Dverlord,

MNews has spread throughout Druseria that the Dark Overlord was
responsible for the murder of the roval fasily. He has announced his
intention to adopt your beloved and ascend to the throne of Druseria, for
it seess that you were towed the last living personwith blood ties to the
royal fasily.

This Evil Shaman sust be stopped...

But he is a most innaccessible foe. His fortress in the Dalark sountains
is well protected... The base of the sountains is patroled by the Dragon
of Dalark, [t is rusored that he is over 20 feet tall and not only breathes
fire, but is also capable of spitting sharp ice crystals with deadly
l(cuﬂ:'p. The entrance to his fortress is guarded by the Devastator of

« Who, as his nase lnllll, has the pover to j-alhu the soul of

his fau witha glance.

The fortress is covered vith death traps, and the OverLord himself is a
very powerful wizard. Local legend says that he is imsortal and can only
be destroyed by the eldrich sword of Nomolos, or one of the Bods of Thorn
themselves, (Reshus - Bod of the Elesents, Nosolos - God of Eldrich Magic
and Yonte' - God of Pover. )

You must find a wvay to overcome these formidable foes and rescue your
betrothed from the clutches of this evil descn. Knowing that knowledge is
jpower , you beg an audience vith the vise old Sage of the Elven forest...

*Tis a dangerous journey that you have chosen to eabark wpon... You are
wise to have consulted se on this satter®, varned the ancient Sage.

First you must find a wvay to protect rsalf from the Dalark Dragon,

Without a shield you can not survive his first onslaught. But neither

will an ordinary shield suffice... first blow will be his lce

di? rs, which will freeze it solid. Then the blast of his fiery breath
rlmthr it... Leaving you vithout hope.
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Mext you must face the Devastator of Souls. .. A cunning adversary who can
destroy your soul vith a glance, lumlni you into a mindless zombie!
Various spells could be of sose help in this matter. But alas, they are
short - lived and I an too old to accompany you. The sacred bock of Tamchal
tells of the Cloak of Yonte'... The cloak, which is rumored to protect the
soul, vas cast into the Pit of Reshus vhen Yonte' attained majority and it
Iastno longer needed by him. Such a cloak could provide the protection you
seek.

Unfortunately, you may not be able to destroy the Dark OverLord, even if
you wake it to hiw... You are certainly not one of the Gods of Thorn, or
you vould not need my help. However, | have heard sing that the Eldrich
sword of Nomolos vas seen by a traveler who happe Ll the 2ncient
Shrine of Tanchal, high in the Samenla mountains. But when last seen it
vas still embeded to the hilt in the bloodstone of Phramus, vhere Nomolos

ut it over 3 centuries ago. It is said that only one true of heart that is

tha flerce varcior and a kind soul will be able to withdrav it...

But... ve will deal with those problems later. Let us first comcern
ourselves with the Dalark Dragon. The nn1¥ naterial that could survive
the onslaught of fire and ice is the shell of an eqq from the Snov Dragon .
The eqi must protect the eabryo from the Ereezing cold of its natural
habitat while enduring the heat generated from vithin. But the shell
Itself could be destroyed in combat.., However... If you could find a
viable eqq... I could use the yolk sac to create a magic covering for the
shield that vould prove invincible ln normal combat.

The Snov Dta?an is the least feared of all the Pragons. They do not breath
flre (or lcef and they domot £ly. It Is ?mm 1y a nocturnal beast and is
mostly viclous only vhen prntectinf ts nest vhich unfortenately you
vill have toenter toretrieve a viable egq...

1 knov of only one Snov Dragen in this area...

Eons aqo a small one vas brought to Drumerla by the vorshippers of the
Snov Dragon. A Temple vas built to honor it... As it neared maturity it
became vicious and killed off all of the priests. But by then, the Dragon
had grown too big to leave the Temple. Years later the Temple was
converted to an arena of sorts by an enterprising merchant. Thleves,
fools and vanderers vere thrown in the arena vith fake veapons to battle
the Dragon for the amusement of the blood - thirsty masses. Then it
started to reproduce and the smaller ones began killing everyone vho came
near. Except the Drdgon keeper... Gandor who has cared for it since the
days of sport...

S0... Onvard with you! Your quest begins at...
the

TEMPLE of it SHOW DRAGON
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GETTING STARTED
INSERT DATA PACK

TURN COMPUTER ON. PULL COMPUTER

RESET SWITCH.

INSERT DISK

NOTE for disk owners ONLY: First insert the SYSTEM DISK and pull reset.
Then, at the proapt, insert the GRAPYICS DISK.

Seconds after pulling reset I kitle srreen is presented. Inamosent, the
first graphic screen vill appear. (his and thc tollowing screen is a
short version of the Dclu'l: |Inrv 11 you do not wish to read these two
screens, press return as soon as_the drive stops. You will instantly be
presented with the next screen. The third gra; it screen is the outside
of the Teaple. This screenwill stay there as the remainder of the progras
is loaded. You will be asked to insert the Braphic disk, (disk owners
only) and prompted to enter your first name.

THE GAME SCREEN

The gase screen contains the Graphics vindow, And auch more! In the two
columns on the left, the icons for any treasure that you have picked up
vill be displayed. The single column on the right does the sane for your
weapons, Just to the right of this colusn is the power meter. During alw
of your ung the mﬂua\.m will rise and fall with your present pous
level, At"the botton center of this screen are three hlol:l:s lahzle\‘l-
"contents” that will tell you what objects can be picked n the present
oon. Just above this is the on screen compass. The indica Ur\ull ALM\"E
poink to the north. To the left of the “"contents” section is your
accumulated vealth. To the right is your total nusber of vanquished foes.
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HOW TD PLAY

You must leave the gase data pack in the drive while playing. (Disk owners
must leave the Graphics disk in.) The is very memory intensive and
must continually update the graphics from the sediua, After the game is
vaded and you are asked to enter your name, you will be presented a
choice of starting a nev pame or continuing a previcusly saved gane. If
you are cont. ng & game, your i information will be read in and
your game can continue, Sale play is accomplished via typed in commands,
such as 'Bo West® or "Drop Axe®. The commands should take the form of
"yerb noun®, the space is important. The computer will let you know if
this format is not used, and will inform you if the action requested is
nat possible. At any pause (for you to be able to read a message) that you
would rather skip just press {return}, You are first presented with a
brief description of the room you are in (along with the room graphic).
Most "BETable" objects in the room are displayed in the contents section
of the game screen. Next you are apprised of any foes within the room
that you may need to contend with. Then you are informed about your
personal characteristics (strength, charm, health etc.). Finally you
will be asked what you vould like to do. This is the point where commands
will be accepted, You simply type in vhat you desire (or use the macros)
and the cycle begins again. Amytime that you wish to return to the
question proapt, press {return} (several times nmay be necessaryl.

HMOVEMENT

You can move in any of the four compass directions as vell as up and down.
IF it is possible to move that vay. (You can not walk through a wall, or
fiy.} You may also "Turn Around” to see the room from the other direction.
Macros are provided for the four compass directions.

GET/DROF OBJECTS

Ary object that appears in the "contents® section can be picked up. There
may be other objects available that are hidden in the graphics. Any
object listed as being among your possessions can be dropped.

FIGHT! FIGHT!

Any time you attack a foe, or he attacks you, youwill be given a choice of
the weapons that you have. Your stats are presented next to your
opponents and you are given a choice to either runor fight. 1f you fight,
you should begin pressing the {INSERT» and <PRINT> keys in sequence. The
faster you hit the keys the higher your pover indicataor will go. (See the
diagram at the bottom of page 4.) As your power increases so do your
chances of defeating your adversary.

SAVING A GAME

Any time you wish to guit or save a game in progress just type "Buit" (or
hit the escape key). You will be given opticns to continue, save or quit
the game. After saving the game you will again be given these options, ir
case you changed your aind.
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MACROS

to put you omn the fast track

RESETARTS 1HPUT

BGUBLE HQPRESS ma:ms WFTER THERE
. NE BESIRER ACTION.

-nvmss - MACRD — KE¥FRESS — MACRO -

@
Fight

E] Turn Around

-—___,.__

OPEN ENDED MACROS - TacSE nmackes MILL PRIAT THE
MESINED SCTIGR ARG & SPACE- MINT . ¥ TPPL IN THE ECENIRES #BJECT
THAT THEC SCTISN MILL BE PORFmSED BPSN. THER PRESS BETEEN .

~KEYPRESS — MACRO — KEYPRESS — MACRO —

Go Horth
Go South
Go East

Go West

Drop

Drink

Throw

Pull

Thest sacros do not even scratch the surface of the acceptable
words. Some of which are hidden in the room descriptions and others that
::I’:In-ltﬁld inthe 'gphlﬂ. At press tise there are over 200 acceptable

Try cut sose pew vords. You
never know vhat you might discover, .




TREASURE

some of what may be found here

ICONH —HKEYHORD — DESCRIP

0N — VALUE

Gens

Copper

Go Ld

Silver

Hechlace

Ring

Chalice

OHRoDE Bk

Sphere
HEAPONS

Ax e

Sword
Noace
C l.ub
Scroll

FPotion

N o B Sy Y

Key

Soc of Gems
Copper Pieces
Bac of Gold
Silver Pieces
H%za{:::
Golden Ring
ghavrte

Golden Sphere
AND HARDWARE

Broad Axe
Short Sword
Chain Mace
Heavy Club
Mystic Scroll
Bluish Potion

E
h::‘v&ésgkonc

% 488

885

316

210

380

400

212

z
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HAVE FUN MHITH IT

This manual was designed to get Wugﬂng. 1t is not the definitive ansver
ko all the questions you may have t then again, It vas not designed to

lay around with the ing Try something off the wall, There are
m things that may work, others that will not. Bo ahead, nut it through
v pulling on a bench or throwing a trnsure You say get
ponses, but you can not hurt your system. After extensive
ve yet to have the program crash. 1f you get totally stumped,
write to us with a self addressed envelope and ve will try to drop some
hints, Flus the most frequent guestions will be printed in Nibbles %
Bits, Be sure to check with your friends that are playing boo, You say be
doing a lot better than you think! Resember... It is just a game to be
en joyed, So...

HAVE FUN WITH IT!
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