The Adventurers Guild The Bard's Tale: Tales of the Unknown

THE BARD S TALE
Part 1

THE BARD S TALE is a nulti-character role-playing game in the tradition of the
W ZARDRY series. It was witten by Mchael Cranford of Interplay Productions
and distributed by Electronic Arts.

The gane begins in the town of Skara Brae, where the evil w zard Mangar the
Dark has isolated the town fromall help by casting a spell of eternal w nter
on the surroundi ng countrysi de. Mangar has defeated all the good w zards and
warriors of note in the town and has infested the town with his evil minions.
The task now before you as junior magic casters and warriors is to defeat
Mangar and restore Skara Brae to its rightful inhabitants. Oh yes, you should
bring a bard along to record your deeds. He will sing your praises if you
succeed, or croon a dirge at your funerals.

The magi ¢ systemused in the game is rich in diversity. A nagic user nust
start out as either a nmgician, specializing in casting nagical effects on

non- magi cal objects, or a conjurer, who deals with the instantaneous creation
of objects and effects through magic. After learning at least 3 spell levels in
a magic art, a magi c user can change fromone class to another. But do not be
too hasty: after |eaving one class you can never go back to it.
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Once a mmgi c user becones proficient in at |east one art, he can then becone
sorcerer. Sorcery deals with the nagic of illusion and nagical perception. If
magi ¢ user becones proficient in at |east two of the arts, he can then becone a
wi zard. Wzardry deals with the sunmoni ng and control of supernatura
creatures. The experience points required to advance a level as a w zard are
much hi gher than the other magic classes. It is best to let your nmgic user
advance all the way to level 7 in whichever art he is in before changi ng
cl asses. But be sure to change class after he has attained |level 7 of the art.
In the dungeons there are nany traps for the unwary; you never know who will be
killed and what spells are required to save your party from extinction
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There are several different fighter classes available in the game: nonks,

pal adi ns, hunters, warriors and rogues. Al have different strengths and
weaknesses. During conbat only the first three nenbers of your party can
physically fight or be attacked; the last three can cast spells. It pays early
in the game to have three fighters of some type to protect your magic users
from physi cal conbat and free themto concentrate on a nagical attack

The bard is a unique individual who can fight, albeit poorly, and cast six
magi cal spells by playing an instrument. You nust have one along, as this is
the Bard' s Tal e.

THE BARD S TALE
Part 2

Qoviously, the first thing you nust do is assenble your party. There is a

begi nning party (supplied with the gane) already equi pped with a basic |evel of
arnor, instrunments, etc. A nuch better and unique option is to transfer
characters over fromeither WZARDRY or ULTIMA II1. These characters come over
as fairly senior level characters and nake the begi nning of this game nuch
easier. This is a highly desirable alternative.


http://www.bardstale.de

If you create your own characters -- which you nust do for your bard -- pay
special attention to the dexterity attribute. This attribute determ nes who
strikes first in conbat, and can be the difference between an easy encounter
and one which is a struggle. Magic users should have a high 1Q while fighter
cl asses should have a high strength. | reconmend a nonk as one of your
fighters. Their arnor class drops as their level rises. Mne eventually had
an arnor class of LO wearing only a robe. They al so can do the npbst damage
unarned in actual conbat.

When generating a character his characterists are generated at random and shown
at the top of the window. Use a calculator to add themup and al so | ook at the
hit points and required attribute. Keep re-rolling till the sum of the
attributes is at least 69 and the hit points 29 it can save you 1000’s of
experience points later in the gane. discard unwanted characters and save your
selection to di sk sonewhere that they can be retrieved.

My starting party consisted of a nonk, two pal adins, a bard, a nagician and a
conjurer. At higher levels of the game, you will want to trade in one of your
pal adi ns and devel op another nmgi ¢ user.

When you first |leave the Adventurer's @uild, explore the city. Visit Garth's
Armory, your fighters will need the best arnmour and weapons. You nmgi c users
will need little at this stage and your bard can do without his instrunment til
you enter the dungeons. pool the gold to give each character the best avail abl e.
Next find the Review Board (located next to the inn on Trunpet Street). Don't
wander too far until you get a feel for how you can survive. To restore hit

points after fighting, visit a tenple. There all ills -- including death --

can be cured for a price. After a fight, you will quite frequently find objects
of some type. Keep themall. If you don't need them go to Garth's and sel
themfor gold -- you will need it.

Visit Roscoe's Energy enporiumlocated off the Gran Plaz on the corner of G ey
Knife Street. There you will get an idea what it costs to restore spell points.

Early on, when you are still short of gold, the best way to restore spel
points is to go into the Adventurer's Quild and just wait. This gane is in rea
time, and spell points are restored as you just sit there. If you wait on the
street or in a house, you will alnpst certainly be attacked.

When you find an object after a fight or in a chest in the dungeons, experinent
with it to find out what it is. There are no cursed itens. Quite a few objects
have nmagi cal properties that are not readily apparent. Here are a few of the
objects that | found nost useful, even though you won't run into these until
later in the gane: Kael's Axe seened to be the best weapon, causing the nost
damage for ny Paladins; a frost horn for your Bard, when used in conbat, causes
40-70 hit points of danage to a group of nonsters; a nage staff for your magic
users allows themto regain spell points even in a dungeon (this is incredibly
useful). | will leave it up to you to discover the usefulness of the other itens
found during the gane.

When you have assenbl ed your party they will start off with no experience and a
m ni mum amount of gold. Enter the city and visit Garth’s to outfit your party
with the best arnour and weapons you can afford for your fighters with the poo
of gold. Do not stray far fromthe guild and only fight single foes till you get
sone experience and gold. Save your party to disk each tinme you enter the guild
in case they are destroyed by neeting superior parties eg Barbarians. Next Head
south to Rakhir St and neet the guadi an. You should be able to defeat him



wi t hout losing you lives. You will receive 170 points each tinme you defeat him
and usual ly enough gold to repair the dammage at the tenple on Rakhir st. The
guadi an will reappear each tinme you |l eave the guild. when you have 2000
experience points go to the review board on trunpet for advancenent. You party
will now be level 2 and better able to survive. By travelling back and forth
fromthe guild to the guardian is the quickest way to build experience at this
time. Paying regular visits to the review board. | was able to get nmy party to
| evel 5 (10000 experience)in about 3 hours and only needed to restore fromthe
disk twice as level 1. Level 4 characters with arnmour classes |ower than 5 can
now def eat barbari ans.

Your Mages will now be able to acquire spell level 2 which will give you Kiel’s
magi ¢ conpass You can now wander around the city and explore and be able to
survive. The first guardian to Harkyn’s castle is easily defeated for 270 points
but the others are dangerous. It is nowtinme to visit the dungeons. This is
where the battle with Mangar will be won or lost. Do not venture too far into

t he dungeons till you get your characters to level 9 else you will spend a | ot
of good experience and pl under when you get w ped out by superior parties and
need to restore fromthe disk at your |ast saved position. | made a sinple batch
file that copied all the characters into a safe directory and one in the safe
directory to restore them

Save each time you enter the guild with an intact party.
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There are five dungeons in the game that must be explored in the follow ng
order: Wne Cellar and Sewers, The Cataconbs, Harkyn's Castle, Kylearan's
Tower, and Mangar's Tower. Each contains sonething that will help in the
subsequent stages of the gane.

Wne Cellar and Sewers
The easi est dungeon of themall is reached fromthe inn on Rakhir Street.

Enter the inn, ask to order a drink, then select wine. You will then be ushered
into the Wne Cellar. | cannot overstress the inportance of napping in this
gane. \Wenever possible, have the MALE spell in operation. This will help you
avoid sonme of the traps that are lying around. Wien you have an encounter and
find a chest, always cast a TRZP spell to disarmany traps that may be guardi ng
the chest. At this stage you are only trying to get experience to build up your
characters for the real dungeons. The wi ne cellar gives encounters that can earn
you up to 380 points and gold 150 pi eces each encounter which at level 5 allow
about 3 or four encounters each visit.

Expl oring the other dungeons can be a dangerous thing w thout decent magic users
ie. the ability to cast the PHDO and APAR spells. These conme with level 7
Magi ci ans and conjurers. | would not venture too far fromthe stairs to the
sewers with [ ess. This means gai ni ng 460000 experience points. To generate this
many points will mean raging around the wine cellar for many hours accumul ati ng
points at the rate of 2500 each trip to the cellar and accumul ati ng 100000 in
gold. However this will give characters that will survive under nost

ci rcunst ances. When your nagi cian and conjurer reach this |level interchange them
and get them experienced in both |evels before changing to the Sorceror and

wi zard levels. You will need this power in the higher |evel dungeons. The harder
t he dungeon the quicker the experience cones and al so better weapons and ar nour



Located in the Wne Cellar are the stairs down to the Sewers. The first |eve

of the Sewers contains alnbst nothing of interest. So |ocate the stairs to the
second | evel of the sewers as quickly as possible and get down there. The
second | evel contains one very inportant bit of information that you will need
to enter the Cataconbs: the nane of the Mad God. There are also two hints to
questions that will be asked in other dungeons. Explore this level fully to
find all the hints and the Mad God's nanme. The | owest |evel of the Sewers is
next and contains one itemof inportance for later in the gane, the entrance to
Mangar 's tower. Locate and take the stairs exiting fromthis |evel. Mke sure
you know where the stairs |ead exactly. After this (I hope you have been
visiting the Review Board regularly to advance levels and | earn new spells), you
are ready for the Cataconbs.

The Cat aconbs

The Cataconbs are reached fromone of the Mad God's Tenples, |ocated on the
east side of the Gran Plaz. After entering the Tenple, ask to speak to the
priest, then give himthe Mad God's name: TARJAN

The first level of the Cataconbs is just a survival test at this stage. There
is lots of darkness and places where the APAR spell does not work. The PHDO
seens to work however. Once you can survive there fairly easily, head for the
second | evel of the Cataconbs. The stairs are at N15 E16. The second |l evel has a
clue in it about the Mad God. It also contains a very nasty creature called a
Soul Sucker that lurks in the southwest corner of the second level. If you
decide to go in there and try himout, make sure you have your character disk
backed up. You will not be able to defeat himat this stage of your devel opnent,
but fortunately you don't have to. If you do try himout and win the passage has
one way doors and the only way out is to use an APAR spell or a PHDO facing
north. At the other end of the passage in the west there is a nessage that says
you will stay forever if you proceed. The way out once again is a APAR spell.

The only way into the lowest level is via the stairs at N8 E11 The | owest |eve
of the Cataconmbs contains sonething you will need later. Once you have reached
the third level of the Cataconbs, you nust use two teleport squares to enter the
Wzard's Realm The first teleport is |located in the southeast corner of the
dungeon NO E21. The second is at N21 E15. Once you are in the Wzard' s Real m
you rmust defeat himto gain the Eye. After you have this item A third tel eport
is at N20 E19 to get you to the stairs up. | could not teleport out so | had to
retrace my steps via all the stairs. After getting the eye you are ready to
tackl e Harkyn's Castle.

THE BARD S TALE
Part 4
Harkyn's Castle

Harkyn's Castle is located in the northeast corner of Skara Brae. At this
point in tinme, it beconmes very inportant for you to have filled your special
slot with the nost powerful character your magi ¢ users can sunmon. |f you are
in the process of developing a wizard, a | esser denmon is best.

The first level of Harkyn's Castle contains one item of inportance: the
Crystal Sword fromthe southeast corner of this level. You will now begin to
find some of the nore powerful objects to experinent with during your
encounters. After obtaining the crystal sword, head for the second | evel of the
Castle. The stairs are located in the northeast corner of the first |evel



The second | evel of the Castle has a couple of interesting things. If you
answer the riddle correctly ("SH ELDS') you get a magi c nouth which can be used
to cast the SOSI spell. You nust also obtain the silver square fromthe
sout hwest corner of the dungeon. The access to this is froma tel eport |ocated
towards the middle of the northern section of the dungeon. The portal to the
third level is located in the northeast section of this |evel.

The third level of the Castle contains the entrance to Kyl earan's Tower and
some interesting opportunities. The answer to the O d Man's question is "SKULL
TAVERN. " When you encounter the berserkers | ocated at 12E 5N of this |evel,

t ake advantage. They can be fairly easily defeated with the right nagic spells.
You shoul d have at |east two sorcerers capable of casting the MBL spell. It

al so helps if your bard has a frost or fire horn to aid the others al ong. Wen
you can defeat these guys easily, it is tine to nmake another magi c user. You
can teleport fromthe Castle entrance, fight the berserkers, teleport back to
the entrance, exit the castle, then do it again and again until your spells run
Il ow. At 60,000 experience points a crack, it doesn't take long to develop a
decent magic user. After this, it is time to attenpt Kylearan's Castle. \Wen
you approach, and fight the statue of a Mad God | ocated in the southeast corner
of this level, you will be teleported inside the gates of Kylearan's Tower.

Kyl earan' s Tower

After the battle with the Mad God and your subsequent tel eport (you did have
the eye in your possession), go one step forward, turn right, then kick the
door down. You will then be entering one of the two nmost difficult nazes in the
ganme. Most of it is in the dark and there are riddles that nust be answered.
Backup your character disk before entering this maze. Once you are in, watch
carefully for teleports: they are everywhere. It is extrenely inportant that
you map this nmaze very carefully. After you have reached the antinagic square
fromwandering in a very small section of the dark, the next step forward is a
teleport to 11E 12N. Explore until you find a magi ¢ nmouth that asks you to
"Nane the one of cold, foretold twofold," The answer to this one is "STONE
GOLEM " You will then be teleported again. After this, you will enter a very
|arge, dark area. In order to get out of this, you nust answer the question
posed at 12E 2N which says, "Nane the Endl ess Byway and your path will be
guaranteed." The answer to this is the only street in Skara Brae with no end,
Sinister. You then can map your way through a |ighted section to another dark
area. Fromthis dark area you nust obtain the Silver Triangle, located at the
very north of the dark area. You can then exit the dark area, going south from
1E 6N. After this, you will face the Crystal Golem (did you bring the Crysta
Sword?). You can defeat himw th conventional weapons and spells, but sonebody
has to have the crystal sword or he will reappear to block your exit.

At this point, you can exit the tower to refresh your players or continue on.
If you exit, when you reenter you nust again answer the endl ess byway question
to continue. Upon reaching the end of the snaky road on the east side of the
maze, don't go through the south door. Take the door that goes west. You will
then enter several roonms with spinners and teleports that make finding your way
al nost i npossi bl e. The way past these is southwest. Wien you make it, you will
be teleported to 14E 1IN It is then an easy stroll to neet Kylearan hinself. He
turns out to be the friendly wizard and gives you a key that allows you to get
into Mangar's Tower. He then teleports you to the stairs exiting his tower. You
no | onger need the crystal sword or the eye, and you are now ready for Mangar
hi msel f.



Mangar's Tower

Def eating Mangar is the ultimate aimof the game. Al the earlier dungeons have
been to build your characters to a level strong enough to win and to obtain two
silver shapes, the keys to Mangar's final snare.

Mangar's Tower is entered fromlevel 3 of the sewers but if you have the Onyx
key obtained fromthe wi zard Kyl earan you can enter by the front door

If you paid heed and followed the stairs fromthe bottom|evel of the Sewers,
you wi Il know how to get inside Mangar's walls. If not, go to the Wne Cellar
tel eport your party 17E 16N 3D, and take the stairs up. Then turn right and
kick the door in. You should be at the entrance to Mangar's Tower.

Level one of Mangar's is fairly easy to find your way around in. Follow the
tel eports and wal k around until you reach the nmagic mouth on the east side of
the maze. What is tricky is that after |eaving the magi ¢ nouth, you are now on
level 2 of the tower. So be careful in mapping.

Level two of Mangar's is again fairly easy (not even a warnup for level 3).
Fromthis |level you nust answer the question |ocated at 4E 15N to obtain the
silver circle. The answer to the question is "CIRCLE." You nust then nake your
way to the stairs located in the mddle of the southern side of the naze. After
obtaining the silver circle you can cone and go to the third | evel by
teleporting to the third I evel at 4E 9N 3U

Level three is the hardest maze of all, but by this time you nust be getting
really proficient at mapping. You must wander around this |level and obtain
quite a nunber of itens. First of all, you should get the master key, for

50, 000 gol d pieces, from 19E 12N. This key allows you to enter Mangar's through
the front gate, instead of fromthe Sewers. You nmust then find the clues to the
seven words needed to access the fourth |level of Mangar's. Gratefully, you can
teleport into and out of this level of the Tower. After finding the clues, you
can then speak the seven words to the nagic nouth | ocated at 10E 4N. They nust
be entered one at a time. The words are, "LIE WTH PASSI ON AND BE FOREVER
DAMNED. " Stairs will then appear at 3E 9N. This is the only way to obtain
entrance to the upper reaches of Mangar's. Once you have the necessary clues you
can teleport in to 10E 4N and out but you nust answer the riddle for the stairs
to appear each tinme and fight your way back to 3E 9N

The fourth level of Mangar's has only one tricky part. Wien you first arrive,
you have a limted nunber of ways you can go. You nust traverse the dark zone
and nake your way to the teleport at E17 N10O Wich takes you to E15 N3 from
here you must make your way to the chanber at E21 N11 defeating the red dragons,
use magi c and answer Thor to the riddle to get the statue then go to the
teleport at EO N12 to teleport to E20 N18. Make your way to the teleport at E11
N16 which will teleport you to E2 N20, located in the northeast corner of the
| evel, After reaching this point doors appear everywhere. Don't be confused.
Everything maps the sane, it's just that doors are everywhere. Eventually you
will find the portal to level five in the southwest corner of this |evel

Level five is the home stretch. This easy naze |l eads you to the lava pit in
the mddle of the eastern side of the maze. There you dive in and are
teleported to 10E 6N. You will then find the narch up the hall of harmto be
fruitless if you didn't bring the three silver itenms along. If you have the
silver triangle, silver square, and silver circle, a door will appear directly
north of you. After passing through this door, cast your REST spell to restore
everybody to health and proceed directly north to the final battle w th Mangar



The final battle itself is a large disappointnent as it is fairly easy to

def eat Mangar and his vanpires, and neet Kyl earan again, who gives you 300, 000
bonus experience points. After defeating Mangar, you can then proceed one nore
square north for the last question of the game. The answer is "SPECTRE SNARE,"

whi ch you then receive (it is good for binding to your party any of your
opponents in battle).
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