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THANK YOU!

DIGITAL ADVENTURES would like to thank you for your purchase of this
software progran. He believe that this piece of software will make a fine
addition to your collection, but nore than that we are in hopes that this
software will spend more tine IN your computer than ON your library
shelf. He have made every e f f o r t to provide you with hours and hours of
enjoyment unraveling it'snysteries. Please feel free to write to us with
any coiments, suggestions or questions. NIBBLES & BITS has kindly
offered to let us f ie ld questions in their newsletter. The colunn wi l l be
titled "CONQUERING THE DALAHK CHALLENGE", subheading for questions -
•THE SAGE SPEAKS". We would l ike to take this opportunity to thank the*
publicly. And Again... THANK YOU!
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SPECIAL MENTION

ALL of the graphics tha t you wi l l encounter wi th in this manual and in the
program itself were drawn with PowerPAINT (c) by DIGITAL EXPRESS.

PRODUCT COPYRIGHT

The Audio/Visual , source code, and this manual describing this software
are copyrighted by DIGITAL ADVENTURES, 1988. All rights are reserved.
Except for a r c h i v a l (personal l ibrary) use, the software and this (Manual
•ay rwt, in whole or in part, be stored in any retrieval system, or
transmitted in any form, or copied by any means, electronic, mechanical,
recording, photocopy or otherwise without the express writ ten consent of
DIGITAL ADVENTURES, Be advised that it is illegal to distribute Any
copies of this software by sale, trade, or g i f t . If at any tine the
original is sold or given away, any and all backup copies Must, by Law, be
destroyed. FEDERAL LAW PROHIBITS UNAUTHORIZED COPYING OF THESE
PRODUCTS, (TITLE 17. US -CODE, SECTION 506.) VIOLATION MAY CARRY A FINE
OF UP TO $50,000, OR IMPRISONMENT, OR BOTH.
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TKe Ad v e n t u r e B e g i n f . . .

The Overlord of Dalark has spirited your betrothed away to his mountain
retreat. There to be kept imprisoned until the oath of servitude is
freely given, as is prescribed in the holy book of Tamchal. For even
though the soul can be destroyed... It can not be taken. Persuasion nay be
used. But the soul must be freely given. Once this vile ritual is
consumated wi th the sacred wine of Tal, the tout of your beloved vi l l be
forever bound to the service of the Evil Overlord.

News has spread throughout Drumeria that the Dark Overlord was
responsible for the fturder of the royal fanly. He has announced his
intention to adopt your beloved and »cend to the throne of Drumeria, for
it seems that you were towed the last living person with blood ties to the
royal fully.

This Evil Shaaan mist be stopped...

But he is a most innaccessible foe. His fortress in the Dalark mountains
is well protected... The base of the mountains is patroled by the Dragon
of Dalark. It is rumored that he is over 20 feet ta l l and not only breathes

! fire, but is also capable of spitting sharp ice crystals with deadly
accuracy. The entrance to his fortress is guarded by the Devastator of

I
Souls... Who, as his name impl ies , has the power to devastate the soul of

-~^">—The fortress is covered with death traps, and the Overlord himself is a
very powerful wizard. Local legend says that he is iMortal and can only
be destroyed by the eldrich sword of Nomolos, or one of the Gods of Thorn
themselves, (Reshus - Sod of the Elements, Nomolos - God of E l d r i c h Magic
andYonte' - Sod of Power.)

You must find a way to overcome these formidable foes and rescue your
betrothed from the clutches of this evil demon. Knowing that knowledge is
power, you beg an audience with the wise old Sage of the Elven forest.. .

"Tis a dangerous journey that you have chosen to embark upon... You are
wise to have consulted me on this matter", virned the ancient Sage.

First you must find a way to protect yourself from the Dalark Dragon.
Without a shield you can not survive his first onslaught. But neither
wi l l an ordinary shield su f f i ce . . . The first blow wil l be his Ice
daggers, which wi l l freeze it solid. Then the blast of his fiery breath
wil l shatter it... Leaving you without hope.
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Next you tust face the Devastator of Souls. . . ft cunning adversary who can
destroy your soul vlth a glance, turning you into a lindless zoibie!
Various spells could be of soie help in this n a t t e r . But alas, they are
short * lived and I at too old to accompany you. The sacred book of Taichal
tells of the Cloak of Y o n t e ' . . . The cloak, which is ruiored to protect the
soul, vas cast into the Pit of Reshus vhen Yonte ' a t ta ined la jor i tyand it
vas no longer needed by hii. Such a cloak could provide the protection you
seek.

Unfor tuna te ly , you lay not be able to destroy the Dark Overlord, even if
you lake it to h i i . . . *ou are certainly not one of the Gods of Thorn, or
you would not need iy help. However, I have heard sing that the Eldrich
sword of N o i o l o s was seen by a traveler vho happened upon the ancient
Shrine of Taichal, high in the Saienia icuntains. But when last seen it
was still eibeded to the h i l t in the bloodstone of Phraius, where Noiolos
put it over 3 centuries ago. It is said that only one true of heart that is
both a f l e e c e var r io r and a k ind soul w i l l be able to w i t h d r a w i t . . .

But... we vi l l deal w i t h those problems later. Let us f i rs t concern
ourselves w i t h the Dala r fc Dragon. The only l a t e r l a l that could survive
the onslaught of f i r e and ice is the shell of an egg fro* the Snow Dragon .
The egq lust protect the e ib ryo f r o i the f r eez ing cold of its natural
habitat whi le endur ing the heat generated froi w i t h i n . But the shell
itself could be destroyed in coibat. . . However . . . If you could f i nd a
viable egg . . . I could use the yolk sac to create a lagic covering for the
shield that would prove invincible In norial coibat.

The Snow Dragon is the least feared of all the Dragons. They do not breath
fire (or ice] and they do not fly. It is primarily a nocturnal beast and Is
lostly vic ious only when protecting its nest which unfortunately you
w i l l have to en te r to re t r i eve a viable egg...

I knov of only one Snow Dragon in this area...

Eons ago a siall one was brought to Druier ia by the vorshippers of the
Snow Dragon. A Teiple was built to honor it... As it neared la tur i ty it
becaie vicious and k i l l e d oii all of the priests. But by then, the Dragon
had grown too big to leave the Teiple. Years later the Teiple was
converted to an arena of sorts by an e n t e r p r i s i n g icrchant. Thieves,
fools and wanderers were thrown in the arena vi th fake weapons to battle
the Dragon for the aiuseient of the blood - t h i r s t y lasses. Then it
started to reproduce and the saaller ones began k i l l i n g everyone who caie
near . Except the Dra'gon k e e p e r . . . Candor vho has cared for it since the
days of sport. . .

So. . . Onvard wi th you! Your quest begins at . . .

the

TEMPLE OF THE SNOM DRAGON

= page 3 =



RESET SWITCH.

INSERT DISK

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

Seconds after pulling reset a title sf r en is presented. Ina*o«ent, the
first graphic screen will appear. n s and the following screen is a
short version of the Dalark story. If ou do not wish to read these two
screens, press return as soon as the d ive stops. You will instantly be
presented with the next screen. The th rd graphic screen is the outside
of the Temple. This screen will stay the e as the remainder of the progran
is loaded. You will be asked to insert the Graphic disk, (disk owners
only) and prompted to enter your first name.

THE GAME SCREEN

The cjane screen contains the Graphics window, And much more! In the tuo

will be displayed. The single column on the right does the same for your
weapons. Just to the right of this column is the power meter. During any
of your fights the indicator will rise and fall with your present power
level. At the bottom center of this screen are three blocks labeled-
" contents" that will tell you what objects can be pi eked up in the present
roon. Just above this is the on screen compass. The indicator will ALWAYS
point to the north. To the left of the "contents" section is your
accumulated wealth. To the right is your total number of vanquished foes.



HDN TO PLAY

You Must leave the ganedata pack in the drive while playing. (Disk owners
must leave the Graphics disk in.) The game is very memory intensive and
must continually update the graphics from the medium. After the game is
loaded and you are asked to enter your name, you will be presented a
choice of starting a new game or continuing 3 previously saved game. If
you are continuing a game, your previous information wil 1 be read in and
your game can continue. Same play is accomplished via typed in commands,
such as "Go West" or "Drop Axe". The commands should take the fora of
"verb 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
not possible. At any pause (for you to be able to read a message) that you
would rather skip jus press <return>. You are first presented with a
brief description of e room you are in (along with the room graphic),
ttost "GETable" object in the room are displayed in the contents section
of the game screen. H t you are apprised of any foes within the rooii
that you may need to pntenb with. Then you are informed about your
personal characteris cs (strength, charm, health etc.). Finally you
will be asked what you ould like to do. This 15 the point where commands
will be accepted. You simply type in what you desire (or use the aatros)
and the cycle begins again. Anytime that you wish to return to the
question prompt, press <return> (several times nay be necessary).

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

GET/DROP OBJECTS

Any 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.

FISHT; FIBHTJ
Any time you attack a foe, or he at tacks you, you wil 1 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 run or fight. If you fight,
you should begin pressing the < INSERT> and <PRINT> keys in sequence. The
faster you hit the keys the higher your power indicator 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 quit or save a game in progress just type "Quit" (or
hit the escape key). You will be given options to continue, save or quit
the ga*e. After saving the game you will again be given these options, ir
case you changed your mind.
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MACROS
to i>ut mjou OB the fast

[aj*'J RESTARTS IMPUT

DOUBLE KEVPRESS MACROS - nrrii i«« MKUS
tXBPLV PUCK KTHM T* tcCVHFLXSH THE BESXHCe »CTI»H .

- KKVPRESS — MACRO - KEVPRESS —

d u i «

K e l p

['*** | Turn ArounJ

OPEN ENDED MACHOS - THESE nuceM HILL reim THE
tESXBE* HCTXMI MH> • STACK. HEXT, V»M TVPE IH THE HCIHXeC* «»JECT

TMT THE »CTX«e; mu. *g fiar»»Ht» wnm, THEH rfn% HETBHH.

-KEVPRESS — MACRO KEVPRESS — MACRO -

[ ' J U n l o c k

Dr op

Dr Ink

Throw

P u l l

REMEMBER

These ucrot do not even scratch the surface of the uny acceptable
uords. Sone of uhicb are hidden in the roc* descriptions and others that
an depicted in the graphics. At press tin there are over 200 acceptable
wrd conbination*. So... Be adventurous! Try out soae new words. You
never knew uhat you light discover...
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TREASURE
ICON — HE VHP HP — DESCRIPTION — VOL.UE

C>^B GeiAff Sf tc or Genf 4 488

| f| I I C o p p e r C o p p e r P i e c e s - 85

^Hl§ G o l i Sac O f Gold 316

^fry] S i lver S i l v e r Piece* 210

f^f M e c f c C f t c e Necklace 38O

f^~^ Rinf l G o l d e n R i n g 4OO

ijy? C h a l i c e I h f t Y f c e 212

\^. -J Sphere Golden Sphere T

Ax*

S w o r d E

Ha c e

C UiS

ins* HPIU HHJKUMH

Br oe*<J Ax: e

S K o r t S w o r ct ?

C K ft i TX Flo. c e

Heavy C I u fe

S c r o I I J\y & t i c S c r

P o t i o n B l u i ^ K Po t

Key
Every I o c fr
WU.S-T hftve

t

f
o i l ?

1 on T

one ?
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GAME HINTS

Ke *F o. c I of * eye on your
< x t t r i £ ut ej . > r dixy one
of t K*m r*«tcH*d> z . * r o . . .

TK* c K t t f t d r or « f u l l o f tKe
fc *dr t hinaf of t r e a s u r e .

UK *TX f i g K t i n a . TK* f o»*t *r
y o u p r **j tK* fc*-y JP - T K *

^ at" »^<:**.

w erl* vou av« t «*n.Tkr«vJif.iis»ssM sjSri""-So?;^?nrfKSj-,?s5t»""*
L o o K covr e f u l l v oit *<xc K of

tK* g r t x p K i c ^ . S o M * c I u « j
oxr* n o T v c r y obv ious .

E<x c K n *w gom* w i l t be very
Different . rUxny of t K*

ad o B j i c c f f Wi 1C be
. to *f ana o B J e c t

n different p t a.c * j
y o u com Find t K* ny^t i c

S c r o l l . . . R«M«Pii«r lKa<
it t J? in<f*«a MVftvcal.

HAVE FUN WITH IT

This nanual was designed to get you going. It is not the def ini t ive answer
to all the questions you may have. But then again, !t was not designed to
be. Play around with the inputs. Try something off the w a l l , There are
some thing* that nay work, others that w i l l not. 60 ahead, put it through
it's paces, try pulling on a bench or throwing a treasure. You (nay get
SOM f i l l y responses, but you can not h u r t your system. A f t e r extensive
testing we have yet to have the program crash. If you get t o t a l l y s t u m p e d ,
write to us wi th a self addressed envelope and we will try to drop some
hints , Plus the most frequent questions wi l l be printed in Nibbles d
Bits. Be Sure to check with your friends that are playing too, You nay be
doing a lot better than you think! Remember. . . It is just a game to be
enjoyed, So...

HAVE FUN WITH IT!
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